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Strap yourself in for 64

g huts of surf-qashi_n', wave
o wildy

" It's got

Killer Kawasaki JET SKI

customize and gight slick =

race courses. Blow jets
against another racer in
wet and wild two-player

action. With waves big

vest. You'll need it.
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By Ed Semrad

s we begin this holiday
A season, the biggest ques-

tion we hear from our read-
ers is: With all the new systems out,
which one should | buy? A reason-
able request, and something we
hear every year at this time. Of
course, many of the answers can be
obtained from the 7997 EGM
Buyer’s Guide which is out on
newsstands now. In that issue our
review crew did a lot of the basic
homework for you—they evaluated
and rated all the new systems.

Still, just because of the volatile
nature of our industry, there are
a lot of rumors floating around.
Most of them are just speculation,
disguised with a few assumptions.

One of the best rumors is the fact
that the PlayStation is going down
in price. This is not unreasonable,
since it has been dropping over the
last year. But in this case, Sony
executives have stated that there
is no reason to lower it further.
They are number one with the best
software library and the best repu-
tation. And the systems are selling
at a record pace. They admit that
Nintendo sold out quickly, but
then so did the Sega CD. Bottom
line, expect the $199 price to
stick for some time.

Another good rumor is that the
Saturn is dead, and S getting
out of the hardware business.
Again, these are partial truths. While
the sales numt n the US. are
not keeping up with Sony's, Sega's

ason is Now, pama\ly

Ed tries out Namco’s new
sequel to Alpine Racer.

certainly made a big splash at
launch, but unfortunately, they can’t
make enough systems fast enough
to keep up with the demand. Expect
major shortages for quite some
time. That's not all that bad, as their
software lineup is going to need
time before it increases to any size-
able amount. This is nothing new,
though, as the launch of the Super
NES was done the same way, with
very few titles to start. Still, if you
find a N64, buy it just to play Mario.
One additional important note.
Don't forget to cast your vote for
Game of the Year. The official form
is in between pages 34 and 3
year we are changing the way many
of the ‘best of the year’ awards are
being determined. In the past, the
awards were determined by the
editors of our magazines and
announced in the Buyer’s Guide.
we are waiting for finished
ar's games then
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It’s the ultimate pick-up game.
Bugs Bunny, Porky Pig, Daffy
Duck, Lola and Michael Jordan
vs. a mean team of outlandish alien
“Monstars!” This is mtergalactk hoops
according to the Big Slam Theory! ial dunks! Anti-gi
al alley-oops! Stellar gameplay! And a bunch of mini-games overstuffed
with wacky cartoon mayhem! Earth just wasn’t big enough. SPACE JAM!
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Alert the stars.
iake up the moon.

SULmon SatuIn,

1e 1§ back,

SONIC
3D BLAST

New Sonic” 3D Blast™ for Sega

Saturn is a three-dimensional trip
through 14 levels of spinning,
slipping, jumping, and stomping.
There’s fog. There’s rain.
There’s snow. There’s Robotnik.
And if things get hectic, there
are new moves like The Blast Attack
to put nasties in their place.

So power up, head for Saturn,
and prepare for a Sonic adventure

that is not of this earth.
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CAPCOM PROVES THAT THEY DO KNOW HOW
TO COUNT TO THREE. THE STORY BEGINS
ON PAGE 132!

COVER ART BY: ROB SCHAFER

csiaed DE PARTMENTS

INSERT COIN

Our editor reminisces on the »sga systems’ rumors.

20-28 PRESS START

The news that's making headiinés in the world of video games.

34 GAMING GOSSIP

THE inside source on the gaming industry from Q-Mann.

40-79 NEXT WAVE PROTOS

Exclusive first-looks at games on the horizon.

84-96 REVIEW CREW

A no-holds-barred critique of gaming’s latest releases.

102-127 TRICKS OF THE TRADE

Want a power trip? Check out the hottest cheats here.

132-217 & L FEATURES

in-¢ deplh \ook at the newest of the new.

220-299 NEXT WAVE

Get a sneak peek at upcoming titles for all systems!

300-330 TEAM EGM

Previews and reviews for sports gamers.

332-339 INT

An open forum for readers’ questions and concerns.

335, 337 CONTESTS

Don't miss your chance to win BIG!

L) @D
>
e
L
YOU WANT THE GOODS? Don't miss your
chance to ENTER THESE GREAT CONTESTS...
‘Win big money in Working Designs’ Shining Wisdom
contest, score a trip to Busch Gardens or a DKC3 game in
the Nintendo contest!

Score some fast cash or the hottest gaming
goodies in this once-in-a-lifetime opportunity!



GO DEERIN THE HEART OF
TEXAS FOR THE AMOA SHOW

The video gaming stars were big and bright at the AMOA show,
and EGM was there to get a glimpse at all the fantastic games
that will soon be released. Cruis’n The World, San Francisco Rush,
VF3 and Tokyo Wars are sure to delight gaming fiends everywhere.
The story begins on page 136!

“Cruis’n The World will wow speed freaks.”

EGM PROVIDES HOLIDAY
SHOPPERS WITH GAMING TIPS

Having trouble picking out the perfect video games or system for
little Johnny or Susie this gift-giving season? Don't fret because

in this issue we give some helpful tips that will chase away any
buying blues. Find out what would make any gamer this Christmas
either smile or cringe. The story begins on page 156!

“...a vast number of entertainment possibilities are opened up.”

16-BITTERS PROVE THEY STILL
HAVE SOME GUSTO!

Beware 32- and 64-Bit systems, because the 16-Bitters are alive
and well with excellent games such as Street Fighter Alpha 2,
NHL ’'97 and VectorMan 2. That’s not all, because the handheld
systems also prove they can stand up to the big Bitters. The story
begins on page 178!

“The Super NES and Genesis enjoyed a healthy video game market..”

220 SATURN
Kiddies will be hoping that Santa stuffs their
Christmas stockings with the cool games soon to
be released for the Saturn. In this issue, check out
MechWarrior 2, Tomb Raider, Sonic 3D Blast,
Toshinden URA, Virtua Cop 2 and many more.

Gamers will be having a blue, blue holiday season
if denied Destruction Derby, WipeOut XL, Suikoden,
Burning Road and Lomax! Many more games will
definitely tantalize players' tastebuds this Christmas
and into the new year.
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The darkness of ancient Egypt and evil alien
forces, possessing horrifying powers, have taken pos-
session of the ancient city of Karnak. And these land-
lords are exacting extremely
high rents. Like an arm and a
leg...or worse.

Airdropped into first person
landscapes, you must swim,
crawl and otherwise run like
hell through 20-plus levels of
gameplay. Real time, fully 3-D
rendered environments allow

you complete 360° freedom of
gameplay. With just a machete
to begin with, scarch for 7
other weapons like hand
grenades, a flame thrower, an
M60 machine gun and a magi-
cal cobra staff. Dynamic light-
ing allows for stunning visual
cffects. Cross bridges, crawl
through tunnels and swim through underwater
grottos. Your only salvation is the guiding Spirit of
the Great Pharaoh Ramscs.
He’s the only one in this
godforsaken neighborhood
who wants to help you geta
forwarding addres:

So welcome to the night-
mare of Ramses’ tomb. And
cenjoy your stay. It may last
forever.

http:/ /www.playmatestoys.com
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[Want to Play?)

Drop the crystal
in an opponent’s
reactor to drain
his Kill-Clock.

Drop it in
your reactor
to increase
your time.

Hi-dJumpsa
(rystal Bombss
Mercuries. Mag
Boots & more.

Kicking these
rotates the
chamber

90 degrees.

Your arena is a rotating chamber... Your goal is survival... Your opponent is time...
Turn it left. Turn it right. In this multiplayer deathmatch, Because when your clock hits zeros
Turn the wall into a floor. it’s every man for himself. youre cooked.

ESE AT
GHAMBER

The 3-D Rotatable Deathmatch

ACTIVision.

iz 2 .

SEGA SATURN Parsition:, PC CD-ROM

¥ Sega™ Buy games and accessaies wih s

Visit us at http://www.activision.com or on America 0n|me at Keyword “Activision” or on CompuServe at Keyword “Go Activision’
© 1996 Acthision, In. Al ighs eserved. PayStaton nd he PlaySiaion ogoar ratemars ofSony Camputer
Entrtainmen Inc. Sega m Sega Satum ae trademarks of SEGA ENTERPRISES. LTD.




THE BEST VIDEO GAME NEWS

LS

PUTS N64
ON MAP

Amid A sually, the mark of a news broke.) It proved a case of,
successful video game “Everyone else is selling it, so

Road Map to
Bulky Drive?

The schematic at right is
a block diagram of how
the optical disk drive
‘would interact with tl
system (in this instance,
the Super NES). Flrsn ehe
optical disk sends
data, or “raw bits,” |nm
the system. The bits are
stored in semiconductors
until decoded by the sys-
tem, then transferred to
various processors: CPU
for main functions, PPU
for picture data and APU
for audio data. It would

is based

on the joystick input and
send the resulting picture
and audio to the TV.

120 [ ]

system + optical disk drive

optical reproduction

Chaotic system launch lies with

the number of units
sold. That's certainly the case
with the Nintendo 64, which
unloaded all 350,000 systems.
initially available in just three
days after the Sept. 29 launch.

But in the case of the
N64, the success of its North
American launch seems better
measured by the number of wild
rumors and crazy stories that
have cropped up in the days
before and after the debut of
the 64-Bit system.

The best news for gamers
came roughly four days before
launch, as retailer after retailer
began breaking the official
release date and selling N64s
the moment they got in stores.
(Not surprisingly, the EGM staff
ditched work the moment this

disk cartridge

‘Source: Nintendo Co. Ltd.

image processor

why can't 12" While Nintendo
earlier this year had vowed to
ensure retailers would comply
with the Sept. 29 date, it surely
must have known that some
stores would sell early.

In Canada, Nintendo notched
up “the biggest one-day sale” in
its history, said NOC General
Manager Peter MacDougall. He
predicted NOC would sell at
least 150,000 systems this year.

The US. launch also revealed
the security method used to
prevent U.S. systems from
playing Japanese games: little
notches in the back of N64 car-
tridges vary from U.S. to Japan—
a method similar to the different
cart shapes for the Super NES
and Super Famicom Systems.
At this point, no security chips
exist in the cartridges, which

5

NIN'I'ENDO’S OTHER

arring some unforeseen
disaster, Nintendo will
have given the world
the first glimpse of the
64DD, known as the bulky drive,
at the Shoshinkai trade show in
Japan. As an alternative to the
CD-ROMs of 32-Bit systems, the
64DD add-on will plug into the
underside of the Nintendo 64. It
will use 3.75-inch-wide 64 MB
magnetic disks, which unlike
CDs, can be written over and
offer far faster data transfer
times. As a result, the bulky
drive will pave the way for user-
customized N64 games that
aren't hampered by long data
load times, Nintendo has said.




Days it Took to Sell 100,000

224 EEGEREL
Ahh, the figure Nintendo
=1}l PlayStati wants the world to know

about: It took the company
" one day to sell 100,000 US.
1 | Nintendo 64 Né4 systems, compared to

months for its competitors.

Those numbers (which contradict earlier reports from other
magazines) may sound impressive, but other factors get lost
in the summary. The Saturn's “launch” began with limited
national distribution; both systems hit the market at a higher
price tag. Still, this figure underscores the overwhelming initial
demand for the N64—but it remains to be seen how long
Nintendo can sustain that demand.

Sources: Nintendo, NPD

Sega has officially
thrown its hat into the
price battle arena by
juggling its Saturn
software retail prices.
Notably, the cost of the
most expensive games
will drop from $69.99 to
$59.99; some games will
sell for as low as $19.99.
The company has also
dropped prices of more
than 20 games includ-
ing Panzer Dragoon I,
Legend of Oasis and
Clockwork Knight Il
(above). The price cuts
give Sega better
leverage as it heads into
the holidays against
sSony and
Nintendo. One
ace up Sega’

sleeve is its Net Link
add-on for the Saturn;
Y Y ) look in this section for a

detailed look at the Net
Link’s online features.

Remember that 32-Bit CD-ROM
Super NES Add-On? EGM Analyzes
How That Vaporware Might Have
Shaped the N64’s 64DD Design...

This story comes from
EGM s online pals:
For those who couldn’t
get enough of the
Mortal Kombat movie

TT TS A Bl llEnNn

While many gamers may per- research gave the company soundtrack, TWT
ceive the bulky drive peripheral more than enough ideas to Records plans to
as Nintendo's first stab at an lay the foundation for the N64 follow it up with a More
optical-disk-based game system,  bulky drive's design. Mortal Kombat CD,
they are mistaken. In fact, To that end, EGM editors have ~ More info on the first bulky drive filled with additional
Nintendo's research into sucha  acquired documents recently %anfﬁ'tﬁ'iiﬁy"a'ﬁiiﬁlﬁﬁﬁdan high-energy tracks.
project began in the 16-Bit era, made public that describe in Shoshinkaiin November. Cuts on this album,
when it considered a CD-ROM detail Nintendo's Super NES from bands such as God
add-on to the Super NES. CD-ROM plans. Not only do also reveal design advances that  [ERENEERULT TN ]

That project (which involved these documents show might very well be incorporated Sepultura, were recore
Sony) was ultimately shelved Nintendo's ultimate “vision" of into the bulky drive and disks. ed exclusively for this
by Nintendo; still, the design an optical disk system, but they (Continued on Page 22) project, reps said.
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It's been long rumored
that Crystal
Dynamics
sought a switch from
publisher to developer,
but only recently has
the company made

details of tha itch
publicly available. The
company will adapt a
“studio model” meaning
that it will develop and
market its own games,
but leave the distribu-
tion to other companies,

titles: Pm\dmv(mmm‘
and Legacy of Kain. For
Pandemonium!, a classic
platform game with 3-D
graphics, Crysteal
Dynamics has
picked software giant
Electronic
Arts to distribute the
game throughout North
America. For the dark
adventure game Legacy
of Kain, the company
signed a deal with

Ac n for
distribution of not only
that game, but also a
possible sequel. Both
games are expected to
ship by Christmas.

Acclaim N
Part One: The m

high
DeRose taking the helm

pre:
dent and chief operat-
ing officer of the com-
pany's North American
eRose will
he compa-
top management
positions, which under-
went major changes

p
dent Robert Holmes

(Continued from Page 21)

¥ Feature No.1—The Data
Shuffle: It's no secret Nintendo
ditched the CD-ROM format
because its data transfer rates
were too slow. That didn't stop
them from trying: For the CD-
ROM drive, Nintendo engineers
designed a way to speed up
data transfer rates through the
combination of multiple proces-
sors and a data bus selector,
which controlled data flow. The
selector worked like a floodgate,
allowing compressed data from
the optical disk to transfer to a
dedicated RAM area. Instead of
letting the main CPU decode the
compressed data, the “flood-
gate” would close, forcing a
specialized faster processor to
decompress the disk data
instead. Once the data was
ready to “ship out,” the “flood-
gate” would open, this time to
send the data to the main CPU.
A data transfer system like this
in the bulky drive would make
sense; the RAM expansion pack
that'll come with the bulky drive
may be used to store com-
pressed serial-bit data streamed
directly from the optical disk.
This method would put less
strain on the N64's main CPU.

¥ Feature No. 2—The Disk
Cartridge: A major concern
for the Super NES CD-ROM
cartridge, and surely the bulky
drive disks, is described in doc-
uments as the need to “prevent
scratches” from the sliding shut-
ter, as well as ensure that “the
shutter is not accidentally

BIG STORY

Nintendo’s Original Disk Design

disk drive lock

casing top

optical disk

disk casing .

spring

¢ N

sliding cover ———

.~

logic circuit board

Nintendo's design of
optical disk cartridges
for the Super NES are
interesting in their
own right. Nintendo
envisioned an optical
disk cartridge that
included not only the
disk, but a security
chip and circuit board
e use
of “illegitimate” copies,
according to the
documents. The
orn would acosse this
22 board through a sec-
ond, smaller siiding
shutter. In addition,
that chip (and a
= small hmry to

special RAM

| data) would help
iy, prevent the data

mix-ups that

could occur ifa

user tried to switch the
disk midway through a
game. However, to
cut costs for the
bulky drive,
Nintendo might
place its disk security
feature within the
drive itself, rather than
inside the disk.

Source: Nintendo Co. Lta

Anvariation of the optical disk
cartridge drawn up by Nintendo
shows a sliding case for disk
removal; however, bulky drive
disks will probably remain
locked to prevent disk damage.

opened allowing a user to touch
or contaminate the [disk]”

To do this, Nintendo engi-
neers found an ingenious disk
design. Unlike 3.5-inch floppy
disks, with have metal shutters
that are easily opened by hands,
the optical disks’ shutters are
kept between two layers of plas-
tic (see above diagram). The
plastic prevents the sliding shut-

PREVIEW

Wireless Arcade Sticks
Hit PlayStation, Saturn

gamers has finally hit the scene, courtesy

ter from scratching the optical
disk. Since the shutter is housed
within the plastic case, it pre-
vents accidental openings that
could allow dirt to get inside.
Of course, how much or how
little Nintendo applies its Super
NES CD-ROM ideas to its bulky
drive peripheral still remains to
be seen. Look for more bulky
drive details in a future EGV. B

interfere with the memory card slot in the
PlayStation version).

l wireless arcade-style joystick for 32-Bit

stepped down as presi-
dent and CEO. Holmes
will continue to work
with Acclaim as a
isultant, according to
ompany statement

of peripheral maker Naki International.
Both the PS Wireless Joystick and the SS
Wireless Joystick have an eight-button layout, as

Four AA batteries can power the joystick for
up to 40 hours. Instead of an on/off switch, the
joysticks automatically turn off after MD sec-
onds of inactivity to prevent battery drai

Each joystick will retail for $59.99 and should
currently be available in stores. Bl

:
-
:
-|
.”

well as Slow-motion and Turbo Fire controls.
These joysticks send infrared signals to the
system via a plug-in module (which doesn’t

EIEGm
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It was exactly one year
ago when EGM first
brought word of the
R-Zone from Tiger
Electronics. a
lightweight LCD game
tem with plug-in
cartridges. Its selling
hook? The R-Zone pro-
jected the LCD image
onto a specially coated
screen, so it looked as if
that the game “floated”
in 3-D space. Well,
Tiger has branched
out from its initial head-
set model, and created

(above), which magni-
fies the game image
Another variant, the
Data Zone, combines
the game system with a
data organizer. All sys-

tems can use the same
R-Zone cartridges; new
titles include Battle
Arena Toshinden, Area
51 and Road Rash.

SCEA has named
Philip R. Harrison the
new vice president of
third-party relations and
research and develop
ment, according to a
company statement. He
becomes a vital link in
SCEA's hierarchy.
Harrison will be in
charge of managing
relations with third-
party developers and
publishers. He'll also
help find new technolo-
gies relevant for the PS
Harrison has a stellar
track record with the
company; after all, he
was the man who sin-
gle-handedly founded
Sony's video game

business in Europe

EZIEGM
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Net Link Web Browser: The Commands...
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The last EGM? previewed the Sega Saturn Net Link
(right), the first-ever video game peripheral that lets
(gamers access the Internet for e-mail, online chats,
Web surfing—and maybe network gaming in the future.
Now;, EGM puts an early version of its Web browser
through its paces to see what it can accomplish.

u Hot Links: For now, the US.
Net Link can't save Web pages

can save a list of e-mai
resses and bookmarks that

 E-Mail: Send mail, read mail
and reply. The mail feature puts
you in touch with anyone with
an e-mail address worldwide.
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= Sega City:While you can type
on an on-screen keyboard with
the controller, users are better off
with Sega's adapter that lets
you use any PC keyboard with a
PS/2 port; Sega will also sell its
own keyboard and mouse.

network preferences
YOUR AREACODE [Tl

® Customize: The menu bar,
pointer and sound effects can be
customized to fit the user's per-
sonal tastes (above). Sega has
allied with Concentric Networks
for inexpensive Internet access;
however, users can change their
network preferences to use a
different ISP if they want.

u Magnifying Glass: How to
address the problem of putting
high-res images on a low-res TV:
have a zoom-in feature. Press
the C button to magnify the
screen 2x, 3x or 4x to examine
text or graphics like the Net Link
home base, Sega City (above).
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Speaking of
the Internet.

EGM and its sister video
game mags—EGM, PSX
Intelligent Gamer and Cyber
Sports—are merging with
one of the hottest gaming
spots on the Internet to
form a gaming mega-site
dubbed VideoGameSpot
Run by the same high-tech
crew that runs GameSpot
for PC gamers, VideoGame-
Spot will feature the most
up-to-the-minute info on
next-generation systems
and games, plus exclusive
content straight from the
editors of EGM. The site
should be up and running
by the time you read this, at
www.videogamespot.com.

Sound Playback

0TIV

Time: 1.2 Seconds

m Pictures and Sounds: The Net
Link can download res and
sounds up to approximately
400 KB. For sounds (WAV, AIFF
or AU formats), the Net Link

ops up a sound file window to
play it (above). The Net Link can
view most GIF, JPEG and XBM
image files.
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Hell hath no fury like
sSony scomed: The
company's Interactive
Entertainment division
has let loose its lawyers
on companies allegedly
“selling counterfeit and
gray market PlayStation
games,” according to a
statement. SONY
filed several federal law-
suits against companies
that have sold “mod
chips" These chips,
when installed in a
PlayStation system,
override the software
security measures to let
gamers play import and
counterfeit games. The
company contends
these devices infringe
on copyright and
trademark laws owned
by Somny. In addition,
the company has lev-
eled suits against two
companies, Super
Collector and Video
Games Plus, that allege
that they sold and dis-
tributed counterfeit
games in the United
States. The companies
allegedly sold these
games via the Internet,
e-mail and the U.S.

Mail, according to
Sony. "We hope this
suit sends a clear mes-
sage that Sony will
not tolerate illegal
actions as they relate to
our products and that
we will vigorously pros-
ecute all infringements
to the greatest extent of
the law,” said SCEA's
Riley Russell, director of
legal and business
affairs. “We will go to
any length to protect
the integrity of our
products” The company
jamers who sus-
pect they have bought a
counterfeit PS game—
especially CDs without
the black color under-
neath—to call Sony's
customer service line at
(800) 345-7669
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A top view of Sankyo's PS pachinko
peripheral. Twisting the knob shoots
balls up through the ‘virtual’ machine.

very once in a while, a company
E rolls out a peripheral that's just
too wacky to escape notice,

such as Sankyo's Real Pachinko
Simulator. EGM had long known about
this bright blue PS peripheral, which
has been on sale in Japan for a while.
However, the sheer novelty of the item
eluded us until the staff got its hands
on one of the
simulators.

While the
game of
pachinko may
not ring a bell
with many
U.S. gamers,
its all the
rage in Japan.
One pachinko
maker says
the industry
grosses more
than $180 mil-
lion per year.

The PS
game bundled
with the PS
simulator,
Victory Zone
2, plays like
the real thing.
The goal is to
snap steel
balls up a cir-
cular ramp and try to guide them
through certain slots created by walls
of nails driven into the panel. The blue
knob on the PS peripheral duplicates
the role of the knob used to launch
balls in actual machines. Victory Zone
2 comes with 14 pachinko boards;
most are actual replicas, other strange
designs are based on PS games. It's
highly doubtful this peripheral will ever
reach U.S. shores; still, die-hard
pachinko fans may have no qualms
shelling out ¥8,000 (about $80 U.S.) to
order it from an import dealer. B

The virtual pachlnku
machines included on
Victory Zone 2 (the

Arc the Lad (above)
and Jumping Flash!

AD ANALYSIS

Advertising for video games is everywhere: Just
leaf through this magazine. Advertising in video
games, however, is a whole different matter.

PLACE
YOUR AD

In Sony’s futuristic water racmg game Jet
Moto, ads selling everything from candy bars
to soft drinks line the sides of some tracks.

video game development. Product

spokesmen from Spot to Chester
Cheetah have landed starring roles in 16-Bit
video games. In addition, numerous compa-
nies have linked

A dvertising has long played a role in

product promo-
tions to their
games—notably in
sports titles.

However, the
32-Bit standard
has brought new
technology to the
board—and new

ities for

advertising in
video games.

Two recent
titles offer a o
glimpse into how | — r i
ads could find

pomwmen wmned 5 csaser

solace in video
games. The first
comes from the
Japanese version
of Fighting Vipers; a soft-drink mascot from
TV ads, Pepsiman, is a hidden character in the
Sega Saturn game (although it's reported he
won't be in the U.S. version). Sony’s Jet Moto
has also made ads a part of that game. B

Jet Moto even has teams
with real-life sponsors,

including Mountain Dew
(above) and Butterfinger.

In Japan,
Pepsi-
man isn't
justina
ad,
he's also
in Sega's
Fighting
Vipers.
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REVIEW TECH

The dear [

plastic may
only be for
show, butit
gives the

SharkPad

PRES

Proa
Last month, BMG truly
Interactive funky
look.
month, it's still making a
buzz. The video game
publisher has inked a

deal with

a software
developer (not to
confused with the ‘
ch ecial effect @ -
from the Batman TV
show). The core of
BLAM!'s develop-
ment team includes
former €rystal
e A SIGHT TO SEE

games such as Total InterAct Accessories Takes N64
sskibibiolill Controller Design A Step Further
nterceptor, to name a
few. The develop henever a revolutionary The SharkPad Pro copies the
first title is a PlayStation w controller design comes  Nintendo's pad button layout
3-D action/adventure out, as in the case of exactly but with a few twists.
game that draws its the Nintendo 64, it's always The SharkPad's D-pad is fully
inspiration from thi interesting to see how peripher-  circular and fully raised.
Legend of Zelda games, al makers will react. S The SharkPad's top
BLAM! reps say. What will they try to [T L] shift buttons are
This game is slated for a improve on? How will $24.95 (msrp) pressed down from the
1998 release. For more they depart from the i — inside edge. This is
info on BLAM!, original design? oy more fingertip-friendly
el InterAct Accessories +far more than the Nintendo's
er's Web site at is the first company to durable shift buttons, which
http://www.blam.com. tackle these questions analog are pressed from the
as it debuts the stick outside edges.
Acclaim News, SharkPad Pro, a + better As for the analog

Part Two: A one-year remarkably sturdy con- L oamsuinlll stick, the SharkPad has
PRI UCTuS  troller that offers all the fibosuill o metal-shafted stick
pany and Ocean features of Nintendo's = mi(k';l:::c that's far stronger
means Acclaim design, but with several |FSNSSSRNNENE compared to the
will publish and market twists. EGM tested out  [PSSSRPREIE, Nintendo pads.
Ocean’s video games in the pad with Super +longer cord The only detraction
North America. First on Mario 64 and Wayne from an otherwise
do” list is Tunnel Gretzky 3D Hockey. - Z-trigger not excellent design is the
B1, a first-person com- Two features are as springy Z button, which didn't
bat game that made a readily apparent the -stift D-pad feel as “clicky” as it
strong showing at the moment you first grip S could be. Also, the
[SECTMINDICHENNENE  this pad. It's got a clear blue- D-pad and analog stick felt a
Expo in early May. toned casing (which looks shade stiff, but that's probably
Tunnel B1 should be out spiffy) and a thicker, meatier because the test copy was
in stores now for the grip compared to Nintendo's brand-spankin’ new. Once the
PlayStation and Saturn. pad. This pad also has buttons SharkPad's broken in, that
ocean apparently for slow motion and auto fire. shouldn’t be a problem. B
dex to ditch its
publishing duties to
“remain concentrated
on developing” new
titles at its European
and US. sites, said
company chairman
David Ward.

It’s Like Deja Vu...All Over Again!?!

programmed in con-
with the D-
I memo-

chlAwllI

1y chip will save pro-
mmed data

the N64 is turned off.

No price has been set

for the Hammerhead.

. 9 - = ] 5 =




You blasted your way
througn an onslaught of
undead marines and

hell-spawned hordes in
Doamy, Ultimate Doom and

Doom II. Now you can ¥X
retire, right? Wrong.
seems flesh-eaking mutants
have the mortality rate
of & coekrgech and are

alive 4 kicking
Doom = thi ?ﬁ.ast of
legendary D
Tt’s two new &

new fr ¥
graphics and n

X
pounding musice
to finish what gou

DIE Q 5 &
OLD SOLDIERS NEVER § :

. THEY JUST TURN INTO -

BLOODTHIRSTY

MUTANT ZOMB!

N 5

o PlayStation
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PLAY VIDEO GAMES,
CHANNEL SURF,
AND BROWSE THE INTERNET.

ALL ON YOUR TV.

NET LINK FOR SEGA SATURN™
IS HERE.

Who says you need a PC to browse the Internet?
Net Link lets you do it all on your TV.
Simply. Easily. And all for less than $400.

Net Link is a high-speed 28.8 Kbps modem which
attaches to the powerful Sega Saturn

gaming system. It delivers full E-mail
capabilities. A Web browser customized for

TV use. A 3D home base linked to over 225

of the hottest Web sites. And a month’s free
Internet access from Concentric Network.

Others will ask you where you want to go.
We’11 take you there.

SEGA SATURN <&

(bow. sEca. com ) Play. Watch. Browse.
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‘:es, piranhas, monsters

and mutants. SPOT’s somehow
managed to land himself in a world made of movies. Even
his agent can’t help him now. Can you? In the movie-spoof
worlds of classic blockbusters, westerns, Kung Fu, UFO’s
and a whole bunch more, the player’s job is simple: keep SPOT
alive long enough for him to “do” lunch. Not become lunch.

@ Over 20 levels of @ Rich, vibrant graphics
arcade-style action with isometric viewpoint
and puzzle gameplay and 3-D rendered worlds

@ 20 minutes of @ CD-quality sound

integrated cinematics

U
purst L3

< PlayStation

Visit our web site at www.vie.com

©1996 Virgin Interactive Entertainment, Inc. Al rights reserved. The SPOT character is a registered trademark of Dr Pepper/Cadbury North America, Inc
Virgin is a registered trademark of Virgin Enterprises, Ltd. Burst is a trademark of Virgin Interactive Entertainment, Inc. All other trademarks are the property of their respective owners.



* Tekken 3 for the NG64! * Mortal Kombat 4 info!
* Sega Price drop to $149? + Zelda 64 looking good!
« Bomberman for the N64! B 'man EXp i

...Ho, ho ho my Quarterfriends! 'Tis | the Q-Meister and it is the season to be jolly. The QMann has a bag full of glad
tidings and plenty of other goodies for you to peruse this month. This month | plan to deck the halls with insider info
and ring in the New Year with a big bag of gaming gossip. | have some great yuletide info as the console wars of '97
are about to begin. While gamers are about to stick a fork in the Saturn, Sony has a huge lead with the PlayStation.
Nintendo isn't doing as well as they had anticipated. But wait until next year when the Q predicts there will be plen-
ty of hot new titles for the Nintendo 64. With the M2 on the horizon, next year will be the greatest year ever for con-
sole gaming fanatics...

..Gaming pundits have been speculating for months that Sony will indeed drop the price of the PlayStation some-
time this holiday season to $149 or lower. All the while, Sega has been busy manufacturing a newly configured
Saturn unit for the North American market. My Q-spies are suggesting that Sega has already begun selling Saturn
units for $149 to some of their key accounts. When, or if, these key accounts will pass on these savings to con-
sumers is anyone’s guess. The price war rumors are starting to once again rumble across the gaming landscape
and my BS meter has moved past the rubber boot to the hip wader icon and I'm ready to break out my snorkle. You
can bet if there is any movement on price from Sega or Sony, Nintendo will follow suit. The Nintendo folks are still a
little steamed about Sony’s Crash Goes to Seattle commercial that has been running on ESPN, ABC and FOX that
sees Crash invade the Nintendo parking lot in Seattle and call Mario out for a fight. Nintendo is currently working
on a new third-party developer strategy that will entice new companies into wanting to make games for the
Nintendo 64. Right now the cost of goods is $33 per cartridge and the minimum order is 100,000, so the minimum
investment without the cost of developing the game is $3,300,000—and that's a lot of lettuce.

Nintendo has had some closed-door discussions with Namco about bringing out a version of Tekken 3 for the
Nintendo 64. My Q-spies are reporting that Tekken 3 is close to 60 percent complete. The game will have less char-
acters and it will use Namco’s new system 33 hardware. Some are even speculating that Namco may bring out
Tekken 3 exclusively for the Nintendo 64. Namco's position is, they will use the hardware that will make their games
look and play better than their arcade arch nemesis Sega.

..MK4 may be a 3-D game according to my Q-sources. The gameplay elements are being remade from the ground

up. Some are suggesting a new innovation to take place in a similar way that the RUN button changed the game in
Mortal Kombat 3. We do know that Rayden and Scorpion are playable for sure, as well as Sonya Blade. The Mortal
Kombat creators are excited to see how these characters will look in 3-D. MK4 will apparently run on the Obsidian
system using a modified Voodoo chipset and has the capability of pushing through over 1 million texture-mapped
polygons per second.

.Explosive news out of the Hudson Soft camp is sure to ignite some attention: The Bomberman saga continues as
Hudson Soft has set up shop in Washington and is ready to get back into the gaming business. Early reports from
my Q-spies indicate that several versions of Bomberman are in development, including a version for the Sony
PlayStation and a version for the Nintendo 64, which has been confirmed for release sometime in the middle of
1997. The Saturn version that was recently released in Japan could be coming to the United States. A totally new
version is being worked on for the PlayStation and a potential compilation of Bombermans one through three could
be making its rounds on the Game Boy. Hudson Soft may reincarnate Bonk for the Sony PlayStation.

_Psygnosis’ ongoing fallout with Sony may send the high-profile gaming company to develop games for the
Nintendo 64. Early in the month, the word on the street was that Acclaim was planning on buying Psygnosis. Then
the walls came tumbling down and Robert Holmes and Sam Goldberg, two of the most well-respected executives in
the gaming industry, walked or were shown the door at Acclaim along with 80 of their closest friends. Now the buzz
is suggesting that Nintendo is having talks with Sony about acquiring Psygnosis. No matter what happens, the
Sony-Psygnosis relationship is very volatile and Psygnosis has some top-quality properties that would help a number
of companies’ bottom lines.

Street Fighter 111 will definitely show up on the M2 next year. Capcom is also bringing out X-Men vs. Street Fighter
for the Saturn. No PlayStation version is planned at this time because the PlayStation doesn't have enough RAM to
do the game justice according to our sources. Bandai is one of the newest N64 licensees and they are considering
developing a 64DD game. In other news, Zelda 64 is said to be even more impressive graphically than Mario and
Zelda 64 will be Nintendo’s big game for the first half of 1997. That said, Square is frantically working on the transla-
tion of Final Fantasy VIl for the PlayStation. The game will be three
disks and not two, as originally announced. North American
gamers can get a sneak peek of Final Fantasy VII if they purchase B0 |
Tobal No. 1, as there is a playable demo packaged with the game. v
Merry Christmas to all loyal followers of the Q!




An alien conspiracy

A bizarre
and brutal dimension

A deadly trap with only one
chance for survival...
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THE ULTIMATE BATTLE
IS THE ONE i
YOU FIGHT ALONE.. |/~
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PerfectWeapon.may very well end up as one of the most
PN : unique and exciting products to hit the PlayStation this year! "

Greg Of, Editor-In-Chief, PS Extreme.
" | have reviewed over 1,000 games and have
never seen anything like Perfect Weapon."
Lawrence Neves, Senior Editor Game Pro

* ...one of the first frue 3D fighting games. "
Next Generation
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Camera angles move s fust as you do.
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Here's proof that EGM brings you the first look at the newest of the new

+ games. The following section contains everything from cut scenes to
screen shots for titles in early development. Watch for updates in future
Protos and more extensive coverage in upcoming Next Waves.

PREVIEWS

The first Resident Evil game gave PlayStation
owners a reason to shout. Blood, gore and a
macabre setting that hasn't been duplicated
since..well, until now.

Due to hit the PlayStation in the spring of '97
is the sequel, and what a game it's shaping up
to be! By looking at the latest screen shots, it's
already apparent that this time around, there will

' be more than just zombies to worry about.
Set in Racoon City, Leon Kennedy (rookie cop,

)

investigator extraordinaire) and Elza Walker (a
19-year-old college student) try to get to the
bottom of the outbreak of zombie-itis. Chaos
and mayhem ensue as the two try to stop the
zombies and Umbrella, the organization that
genetically created the disease.

Trapped inside Racoon City's police station,
our intrepid heroes slash their way through
wave after wave of zombies. Although still

PUBLISHER SYSTEM

early, there's a possibility that you can wander
around the rest of the city as well. If that's the
case, this will be one huge adventure sure to

satiate any gamer's thirst for blood.

If Resident Evil 2 is as good as the first,
Capcom will have another record-selling hit on
their hands. Stay tuned to future issues of
EGM for the latest information on what could
become the hottest game of '97.




Nine Distinct Worlds
Battle through nine time eras:
Prehistoric, Roman Times,
Feudal Japan, Medieval,
Conquistador, Western,
Modern Wars. The Future

and the ultimate showdown
against The Virus itself.

Feudal Japan

15 Deadly Weapons
Master dozens of lethal weapons
~ from Prehistoric clubs to Wild
West quns to futuristic asers.

Over 8o Fierce Enemies
Defeat more than 8o real-time
polygonal 3-D enemies from past
and future batlefields

Modern Wars

Incredible Environments
lourney through stunning realms
as characters are seamlessly
The Future integrated with gorgeous pre-
rendered backgrounds.

(heck out the demo at hty

L L @ ACTIVisioN.




PREVIEWS

Multiplayer games have always been more fun than
single-player ones. One of the greatest multiplayer series
of all time is the Bomberman games. Fans of the numerous
Bomberman games can begin drooling now as they
anticipate the inevitable release of Bomberman for
the PlayStation.

Yes, it's true. The game that so many other systems
have had the honor of playing host to will soon make a
long-overdue appearance on Sony’s 32-Bit machine.

But what will it be like? Will it be a traditional Bomberman
game with incredible graphics and special effects? Wil it be
completely 3-D like so many other PlayStation games? So
far, all we have seen are these rendered shots, so who can
say? One thing is certain: It will rock.

PUBLISHER SYSTEM THEME

*. COMPLETE

If you were waiting for the thrill of Gretzky but are reluctant to
buy an N64, there is still hope for you getting a quality hockey title
this year. Even though it doesn't have all the bells and whistles of
the N64, Open Ice is a perfect replacement. Many of the same
features exist, such as the special effects of burning goals with
rocket shots and checking abilities galore. With the optional multi-
tap, up to four players can simultaneously play on the ice at the
same time. With four-player action and other great features,
what more is needed to give PS owners a thrill nearly equal to
the celebrity-endorsed title? Hockey junkies who own a PS need
only to gather a few friends for this hard-checking experience.

SYSTEM RELEASE DATE

November

PlayStation
PUBLISHER
Williams

PLAYERS




Better get used to being in this position again.

Ké;‘ This is more than Mortal Kombat. This is ULTIMATE MK3, featuring 8 new playable characters, 5 new backgrounds, 3 modes of play,

S0
ﬁu@b,
N
[Pl I
selectable ending sequences, new secret moves and ombos and player selectable characters even the arcade version doesn't offer. m
e e

You've met your match.
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The Castlevania saga hasn't had
much attention in the past few years.
Since the Super NES got Super
Castlevania IV, the series has been all
but dormant in the States. Gamers who
wanted more of the Belmont family's
adventures had to resort to buying the
import of Dracula X. That game showed
its face on the PC Engine, but it never
got quite the attention it rightfully
deserved. Konami did release a Super
NES version that was regarded as infe-
rior to the PC Engine game.

Putting all that aside, enter the
newest chapter in the series titled
Dracula X: Symphony of the Night
(also known as Castlevania 5).

In the game, you can choose one
of four characters, including a

whip-snapping vampire hunter who
may just happen to be a member of the
Belmont clan. Another playable charac-
ter is Alucard. He is Dracula’s son who
first made an appearance in the classic
Nintendo Entertainment System
game, Castlevania ll. There's also a
sword-slinging bounty hunter and a
peasant girl, all out to shed some of
Dracula’s blood and rid Castlevania
of his reign of terror forever. A new
arsenal of weapons including dag-
gers, axes and more are your tools of
choice for this deadly mission.

As more information becomes
available, EGMwill bring it straight
to your door. Until that time, get an
eyeful of the newest screens of this
hot title!

PUBLISHER SYSTEM

Konami

RELEASE DATE  PLAVERS

PlayStation

CD-ROM

,—_Q\:

=

W,




SIIH\IIUAL 1S-SIMPLE,
ER, STOP RUNNING.

: “Wllile gra’yhics ‘powerhouses come and gao,

“it's titles'like.Grid Runner that focus
on gameplay that have the potential ta deliver
lnng-inrm play ta fans.”
“It's unique, challenging, and L - Next Generation
packed with addictive gameplay...” :
-GAMEFAN

PLAVER 2 NEEDS' 7 MORE FLNGS!
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* Deeonenx stowen

Over 57 rounds of gameplay

15 monster opponents

Two-player head-to-head action
28 independent two-player rounds
Ability to perform different magical spells

Playstation

www.vie.com SEGA SATURN .




HE'S pAcKinG

A Hurteon Minotaur,

GIANT STRENGTH,

A FiresaLL,

THE WALL ©F STONE,

REVERSE DAMAGE,

A Hite Gianr,

AND SHATTER.
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SANDRUU
HE'S packinG

A SERRA ANGEL.
Howy STRENGTH,
Tsunami,

THE WALL OF AiR,
ARMAGEDDON,
THE SHivAan DracGon,

AND REGENERATION.

This i hL next dimension of Magic: The Gathering? Draw
onanm c armory of 220 spells to invoke a supernatural
legion of creatures and powers! In the vortex of warfare every
unique spell reacts differently to every other spell. Prepare
vourself for another level of strategy!

Duel rapid-fire, real-time with up to 4 players over a PC
network or two players on PlayStation™ and Sega Saturn™ via
split-screen technology! Or wage a necromantic campaign
against Battlemage Ravidel and an alliance of wizards in
the vast uncharted world of Corondor. 3

Welcome to the ultimate War of the Wizards!

BASED ON THE FANTASY ADVENTURE
PLAYSTATIQI"
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Who wouldn't want to step into the shoes of
a great adventurer to try to discover hidden
treasures and mysterious artifacts? Soon you
will get your chance to do just that in
Montezuma's Return for the PlayStation

Play as Max Montezuma, a descendant of
the emperor of an ancient Aztec civilization.
You crash land on a tropical island and are
s00n swept up in a quest to discover the

secrets of your ancestors. You even stumble
onto a connection between the Aztecs and an

alien race. (C'mon, you knew it was true.)

This one is gonna take full advantage of the
PlayStation to bring the world to life. You will
encounter a variety of creatures, both friendly
and not-so-friendly, in realtime 3-D. There will
be over 500 indoor and outdoor scenes and

over 150 lifelike animated 3-D models. Also, the
forces of gravity, wind and surface friction will be
accurately portrayed.

High adventures is not the only thing to look
forward to in Montezuma'’s Return. There will
also be a sense of humor to the game. Expect to
see Max get into some wacky situations and funny
plot twists.

This one looks like it will be one to watch.

SysTEM THEME
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THE FIRST TIME
YOU DID IT
YOU WERE EXCITED,
FRUSTRATED AND
YOU LASTED ABOUT

10 SECONDS.

IT's BACK.

WILL YOU BE ANY BETTER?

2] playstaliow

Even more excitement. Even more destruction.
And more killing than ever before. It's
Tempest X. With all new weapons, badder bad
guys and a stickier web. Hey, we’'d like to
say you're ready this time. But that would

be a little premature, now wouldn't it?

BY GAMERS. FOR GAMERS. ™
www.interplay.com

AVAILABLE:
iet b=
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y,

o o
D <
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WARNING: Before Playing,
Notify Your Next of Kin.

¢ phirresoluhon 3-D)i hics, enha [16-bit audiojeffects } ”
i rve-wraclifBbeal time batHes You attack-while \ ng
e eing attacked!|Fight above @nd below the N
water in over 2000 square.miles af ocean. You

— ’N can even battle for naval supremacy around the (
~globe on the Internet. But hey, if you can’t stand
the heat, “get out of the ocean.

('(.'
wassro Www.hasbro.com WIN 95
Ineractive ~ © 1996 Hasbro, Inc. All Rights Reserved
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There's nothing more frustrating than driving down
the highway and getting stuck behind someone who
insists on driving 40 mph. It's times like that when you
wish you had some sort of rocket launcher mounted to
your car to take them out...or just to politely move them
out of your way.

, Py

= M .
s DN

your competition with the various weapons mounted to
your car. Sound like fun? You bet it does.

Now the key is just waiting long enough for this one
to hit the shelves while holding back that anger that is
perfect for this title.

Necrodome for the PlayStation lets you fulfill
those violent fantasies in a way that won't get
you sent to the big house.

In it, you partake in a sport of the future,
where you drive around in your car, blowing up

—
- ‘F-_ ';wna--,c_ﬁ 5?’7
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It's time to live out all your power-mad dreams of world
domination. See and experience the battle, work your twisted
strategy against countless armies (and the weather). Set up
/ fortresses and headquarters as you march mercilessly across
" the continents towards total victory. Who says war is hell?




Development on Super Mario Kart R continues to
chug along, and EGM is finally seeing more info on
which of the previous racers will reappear in this
much-anticipated title. Our fears that Donkey Kong Jr.
had been nixed in favor of Wario have been eased
These late-breaking screen shots clearly show that the
big gorilla is still in the race. His presence ought to
make a lot of Mario Kart players happy, since the
heavy but fast Kong is the racer most veteran drivers

choose (no racer except
Bowser can match his
top speed),

Besides Wario, another
new character rumored
to be joining the race
is a MagiKoopa, the
wand-wielding villain
who starred in nearly
every previous Mario
adventure. In case you

don't remember Magikoopa, go back and play Yoshi's
Island. He's the robed dude who uses his magic to
make all the island’s Bosses grow to stupendous size.
Besides the superb anti-aliased graphics, Super
Mario Kart R boasts a few other improvements over
the 16-Bit classic. Many of the game's courses will be
similar to those of the original (for instance, there are
beachside and Bowser's Castle courses), but now the
tracks aren't flat; they cruise over hills and around
banked comners. One-player races now fill the entire
screen, whereas before only the top half of the screen
showed the race while the bottom held a rear view or
a track map. But the most noticeable improvement, of
course, is the game's Four-player Mode, which splits
the screen into fourths. No link cable needed here
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YOU DON’T NEED GUTS
TO PLAY THIS GAME,
YOU JUST GOTTA KNOW
WHERE TO PUT 'EM.

Want to play doctor? Here'’s your chance to diagnose, treat and, hopefully, discharge

a healthy, living patient. CD ROM Today calls Emergency Room “a fast-paced, realistic
medical adventure.’ Be prepared to face over 400 possible cases—
from hangnails to gunshot wounds. All brought to life by over 30 minutes
of digital video, a Hollywood cast and 1,500 photo-realistic 3-D graphics.
Lives are hanging in the balance, so rush to your local

software dealer. Code Blue. Or visit www.pc.ibm.com/multimedia.

18M s a regisered trademark of Interational Business Machines Corporation. ©1996 [BM Corp. Al righs reserved.
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isn’ta game, it's a war. So be prepared for battle. Now, enough military
analogies, let's talk football. This is NFL GameDay *97. It's better than any
football game ever created. The artificial intelligence in this game is
unmatched. Players on the field think, react and perform like they do in
the NFL. Defenses and offenses learn your tendencies and key on them. In

othierwords, there are no bread and butter plays to go to on third and long.

his game is loaded with
features, too. This is real football, baby. So welcome to the NFL.
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Remember the M2? The mysterious add-on for
the 3DO that would be sold to Matshushita to
become a stand-alone system? For the longest
time, all that we saw of it was a racing demo and
a fighting game demo. Now we are finally seeing
shots from an actual game

The game is D2, the sequel to the creepy
computer-rendered adventure game that originally
came out for the 3DO. In the first game, you played
the part of a young lady named Laura, who was on
a quest to find out what forces caused her father to
go mad.

The game was completely rendered and played with
a sort of point-and-click interface. It was credited for
being a beautiful game to look at and for being rather
scary, but it was criticized for being far too short. After
all, if you played it properly, you could beat it in less
than two hours.

The sequel seems to be taking a cue from the
PlayStation hit, Resident Evil. It now appears that the
characters are comprised of polygons and move about
freely in a 3-D environment (the original followed a set
course around the world).

No doubt, the makers of D2 will take every chance
to make this game longer than the original—that was
about the only negative thing that anyone had to say
about the game.

You can bet that D2 will be just as scary as the first
one: hopefully even scarier. Whenever the M2 decides
to come out, expect D2 to appear soon after.

i
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HITTHE PRACTICE GREENTO
AVOID ADDITIONAL STROKES.
ESPECIALLY THOSE OF THE
LIFE-THREATENING VARIETY.

It's just a game like the Green
Jacket is just a sports coat. Say
hello to the next generation of
golf. In fact, Video Games magazine says
it's "The best golf game ever... a must."
From birdies to duffs to 300 yard drives,
you'll see, hear and experience what
makes VR Golf '97 not only look better,
but play better. So don't get caughtina
trap, act now and get VR Soccer '96 for
free. VR Golf '97.-Now this is a game you
can get into.

FREE!*
VR SOCCER '96 with
purchase of VR Golf '97.
See details below.
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Even though the cold weather has hit, soccer enthusi-
asts can still enjoy the world’s largest sport in the com-
forts of their own home. Sega World Wide Soccer '97
gives players a great soccer title with the option to play
either one- or two-player simultaneous action. Play is
fast and really accurate to the actual sport with, all the
little features included within. These small elements that
make it extremely fun are the ways the 3-D action is
used to give both players a new perspective of the action
during each half of the game. Another feature that is
more fun on the screen than it is in practice is the penal-
ties and injuries you can get or cause on other players
Players will snicker when they see the ref come out of
the woodwork and flash that insignificant yellow card in
a player's face after he's been naughty. And for the

ssing team captain, players can even rotate their

-] Navarro
defenses and play style to custom tailor their team

The game style is extremely quick, by allowing the
player to control the team member closest to the ball just
as if it was an extension of themselves

To get into WWS '97, players only need to pick their
favorite international team and practice up on those slide
tackles to remove the ball from the opposition before he
puts your sloppy goalie to shame,
— .

0 ), —
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ALLIED GENE

“ REPORTING FOR DUTY ON THE
~PLAYSTATION" GAME CONSOLE!

/)

= ANZER GENERAL took the gaming world by storm. 5
It established an entirely new game category,
prompting Computer Gaming <
World to call it, “...such fun that Playstation |
even non-wargamers are likely to
Jfind themselves hooked.”

Now, prepare to become an ALLIED GENERAL.

Volume II in SSI's premier 5-Star Series™ has you
in its sights — and this time the battlefield is the
state-of-the-art PlayStation™ game console!

Like its award-winning predecessor, success
depends on your effectiveness as a leader.
Play 3 campaign games as an American,

British or Russian General against the

German army. Or choose over 35 sce-

narios that let you play as either the Allied or

Axis side. Watch your forces grow with each victory.

Use new troop types such as Finnish ski troops. Engage in a

little conjecture: several what-if scenarios include Churchill’s

never-realized invasion of Norway — Operation Jupiter.

With so many choices, your abilities
will be tested as never before! All of
this and more await your challenge.

Welcome to the next generation
of strategy gaming!

ALLIED GENERAL.
The excellence continues.

To Order: call 1-800-601-PLAY with Visa/MC
(North America only).

Visit us on the
world wide web:
www.ssionline.com

ALLIED GENERAL and PANZER GENERAL g
are rademarksof Stategc Simultons
Inc. G195 Strategic Simuations, nc
pany. Al ights
feserved. layStaton™ and the
PlayStaton™ logoare rademarks of
Sony Computer Entertainment e

A MINDSCAPE® COMPANY




Looking for that action-intense
sporting title with a cutting edge
that other titles have been afraid
10 touch? League of Pain is your

game. The title is set in the dark

future where only the game

in the middle. The two teams of two players, each try to

battle for control of the glowing ball/sphere. Their goal is
to try to get it into the single hovering goal in the center

of the arena before the opposition does. It's simple in
concept but a lot harder in practice

At this time in its development, the title
is still excessively dark. Keep in mind that
this is needed to convey the dark and evil
competition that this title is based on. The
brightest object in the whole arena is the white glowing
ball that is the heart of the title. Everything considered,
this title works well with the darkness, even though
many players’ first reactions will be that it is too dim to
notice the small details. Little touches in this area that
spark additional

Goal!

exists. It is based in a circular arena with a standard goal

1y

|
\
\
\

F
enthusiasm consist of moving spotlight effects, as well as
cheering crowds among others.

Another notable feature about League of Pain is the
number of teams the players can choose to select as
their own. This again helps the diversity of the title reach
the favorable side of a wider audience range.

OF PAl

In most games, play must revolve
around the rules. In League of Pain, the
rules revolve around the game. As soon
as the player realizes the evil fundamen-

tals of the title, they will enjoy it that much more.
Pushing, charging and rocketing players across the flat
arena floor are just some of the competition involved in
this great title.

One ball, one goal and four players battling to be the
best—it’s the perfect makings of a title with enough
intensity to ruin a few friendships. Players need to hold
on for just a short time now until this game finally makes
its debut in the U.S. market and abroad.
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Dounload the Shareware:
www-mindscape-.com

> NECRODOME" is real-lime, 30,
futuristic motorized mayhem. Drive
3 powerful, armored vehicle bristling
with mega-weapons. Win or die in
30 extremely daunting arenas.

1> Cooperative play lets wo

players man a single vehicle — one_

can drive and the other can blast -
anything that moves! If your ride
gels thrashed. don't give up

— fun for your life, commandeer
another vehicle or confinue the
battle on fooll

Or see your retailer.

> Head-to-head and cooperative
play via modem and network has
never been easier. Boof up, log on
and head out for more gut wrench- =
ing action than you can handle!

NECRODOME.
The Drive to Survive. > =
< Windows” 95 and
L W PlayStation” CO-ROM
AN 881 PRODUCTION. DEVELOPED BY MATURE
| o— P =
MINDSCAPE @ %m

oc. Windows s a tradem: PlayStation

. Wi
Call 1-800-771-3772 fe

.
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You don't have to battle through
Apocalypse's dark, urban landscapes on your
own. This Activision shooter pairs players with
a computer-controlled, tough-talkin' partner
who will follow your lead and cover your back
as you face off against countless enemies. This
wingman frequently interacts with the player,

score 18100

t0o, thus giving the game an almost “buddy-
picture” feel

The two gun-totin' dudes blast their way
through a huge. texture-mapped world of
mile-high skyscrapers and futuristic, multilevel
ruins. Players will have to leap over chasms,
dash across narrow walkways and seek cover
behind structures—all the while dodging and
blasting bad guys. Fortunately, players can pull off waiting for their sign to destroy the world
a variety of moves—such as forward and sideway Apocalypse is being developed by many of the
rolls—to evade enemy fire. Ultimately, players will artists, designers and producers of Activision's
confront and defeat the Four Horsemen of the immensely successful PC games MechWarrior 2 and
Apocalypse, who roam the urban landscape while Spycraft: The Great Game. This epic action game is
still early in development, but Activision is already
eager to show off its graphics and revolutionary buddy
system. If these screen shots are any indication,
Apocalypse could be the best shooter of next year.

SYSTEM
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ems that lately, the Looney Tunes
s have been popping up everywhere
shirts to stuffed animals, there’s no e
ing from that wascally wabbit and his friends.
In fact, Bugs and company are getting ready to
star in a big-screen movie with a slew of big-name
tars. The live action/animated movie is
Jam, and soon we will be able to relive Rty
gh-spirited, hoop high jinks of the movie with [
the PlayStation game of the same name.

1§08

4
.

The game plays a bit like NBA Jam with
the Looney Tunes going up against a team
of evil, basketball-playing aliens. Space Jam
will have all the excitement of a normal b-ball
game, but it will also have enough personality
and humor to get even the most anti-sports
gamer interested.

You might also want to keep a watchful eye
on the spectators of the game. If you have
especially keen vision, you might notice a few
familiar Warner Bros. characters in the crowd
cheering on their favorite players.
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IF IT'S ALL ABOUT GAMES, THERE ARE NO LIMITS. OUR GAMES KEEP GETTING BETTER.
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PLAY ON, FRIENDS.



Guns don’t kill robots.

Cyber Troopers with napalm bombs
kill robots.

« K

Furious 2-Player Mode Full 360° Motiofi
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i LEARN THE TRUE MEANING OF RAGE.

E Fighting Vipers’, the most vicions arcade streetlighters ever. are sow on their way to your home
: Skatepunks. Rollerbladers. Ave-wielding rockers. Caged. Enraged. And ready to fight filthy
4 Killer, armor-stripping slams. Nasty moves that blow combatants through cage walls. Bratality. Carnage
B icboralion. oo Fulidiboeions droon vitkelearic i ruorsvice Tenges
[
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it's all here. Wanna pick a fight?
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wice as
nd then there’s slanghter.
r, deeper, more challenging, and moze fatally'engaging
1, it was an arcade smash hit before being brought, fai nslated,
to the powerful multi-p: r Saturn.
For the full arcade experienc hem, don’t pack anything

optional Stunner™ arcade gun. It's just what your trigger finger itches for.

Only On
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Maggot Dog.

g «
3 -
Even Saturn-Headed Space Vampires. N\ \.N
L '

Bug is sack. Alive. Well.
And sadder than ever in
a sequel with spunk, funk,

and tons of ’tude.

Bug’s still the same hot,
happening, action-adventure
movie star he’s aluays
geen. But this time, he’s™s
got sidekicks. The Lte-coot,
Jive-talkin’, air-walkin’
Superf:Lg. And the half-grus,
half-canine, whip-tongued

Strut along with them as they
sass-ass and wise-crack their way l‘{
through knock-doun drag-outs with \\“ !\- ‘/
Sandanistan Worms. Amazon Ant Women.

)h yes, se sure to keep the
i Cooler than a spit attack.

&>

uuw.sega.com

YOU JUST CAN'T BEAT THE SYSTEM.
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THE JOURNEYMAN PROJECT:

NE;

The Journeyman Project: Pegasus Prime is a
100 percent reworked version of the original
PC graphical adventure. The story is the same—it
mainly involves you traveling in time to the past
and future. The graphics and gameplay, however,
have been given a major overhaul and facelift
to show off the awesome power of the Sony
PlayStation. You'll see fully animated motion
through the different environments, realistic
adversaries and new gameplay sequences that
the original never had.
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Fans of the critically acclaimed
action/strategy game Syndicate should
keep an eye out for Bedlam. This title, a PC
port, has players controlling three members
of an elite mercenary team as they wander
through cities, docks and factories to blow
away rogue robots.

Bedlam is set in the distant future,
after mankind has created biomechanical
creatures to take care of menial tasks
and other time-wasting dirty work.
Unfortunately for us, the 'bots
rebel and kill millions of peo-
ple, forcing humans into
underground shelters and
orbital platforms. It is from
one of these platforms that
players guide a team of merce-
naries to rid an entire city of
the biomechanical menace.

After the team purchases
weapons from the space plat-
form’s shop, it's sent into five different
areas of the city: the airport, industrial
zone, docks,urban area and business dis-
trict. Each area is viewed from an isometric
perspective and is filled with buildings,
puzzles and at least 12 different enemy
biomech species. The team members can
be scattered throughout the area to

accomplish individual
objectives, or they can
be moved around
together to better deal
with enemy gangs.

Each team member can
carry up to seven weapons selected from
an arsenal of several hundred.

Each area is divided into five maps, with
one mission per map. Some missions have
the team searching for and destroying key
installations and doing away with nasty
biomechs. But the team will have to do a
lot of searching—the areas are enormous.
Each map contains a total
of 64 game screens.

As players progress
across the landscape,
they'll discover hidden

tunnels, secret walls, pres-
sure pads and teleporters.
They'll also come across
power-ups, such as cash to

buy weapons, shields and
speed boosts.
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| The game playing population has
| been short of Vikings for too long

| Now with a new year dawning upon
I us, Interplay decided to bring back

| our three heathen friends in their lat-
| est adventure: Norse by Norsewest—
| The Return of the Lost Vikings. LV2
features two new Vikings to use and
abuse: Scorch and Fang. This tattered

OST VIKINGS 2

band of adventurers has 31 new lev-
els in all to explore in order for them
to finish the level with their lives.

If you think you're ready to enjoy
the puzzle-solving Norsemen, you can
expect to see them on the sheives
sometime this Winter. Grab your
trusty broadsword and help Oalf and
his pals once again thréugh some
tough times.

m%
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The story behind MDK revolves tightly
around streams of energy. These are
electrical discharge paths, spanning the
universe like an intergalactic freeway.
These ballistic freeways allow evil beings
known as “Stream Riders” to travel any-
‘where they please at near infinite speeds.
After these beings wreak havoc on Earth,

three loyal com-
P ‘\\\\

padres band together
to see what they can
do to help humanity.
Their names are:
Max, Dr. Fluke
Hawkins and Kurt

-

(MDK?). Considering Shiny's reputation for
quality products, it already has something
many others are lacking. It's no wonder it
has grabbed players’ attention as much as
it did before it even hit the market
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From the people who
brought us such first-person
masterpieces as Doom and
Hexen comes their latest sure-
fire hit, Rebel Moon Rising.

In this game, you are a member of the Lunar
Defense Forces who is fighting against an army of
rebels living on Earth’s colonized moon. It seems
that the moon citizens are declaring their indepen-
dence from Earth and are violently trying to break v
free. Kind of like an interplanetary civil war. ~J

While it may be a bit heavier on plot than most
first-person shooters, expect Rebel Moon Rising to 2 0|d games |ea‘,e you

keep the same frantic action that made GT 3 A

Interactive’s other games so popular. feellng ﬂm? JUITID info
Like most games of this type, you will be fending o i

off the rebels with a variety of futuristic weapons. APRTE . true 3-D adventure

- ] with Floating Runner —
4 just look before you leap!

¥ 14 breathtaking 3-D levels

" 12 charaters & 7 different worlds
to choose from

¥ Unique special weapons & ifems

nullsn(n sysre = g 4 y P

1-818-879-5728 for orders only

For game fips on our products, call

— | 1-900-370-HINT
PlayStation CD-R( /A ;x/m'rm_‘mﬂd} S/, eSS 51

dens www, thq.com mg “iﬂﬁ,
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At this time, Locus seems to run
similar to the classic title, Descent. The
action is based on a competition in an
arena where you are in first-person
control of your mech from the driver's
seat. In this mech, you battle against
others in the zero gravity arena where
there is no sense of up or down. This
360-degree arena allows you no limits
to where you can and can't go for ulti-
mate game flexibility. It's a different
feeling, but a welcome one when
gamers are always complaining about
titles not being very flexible these days.

The ship handles with astonishing
precision and provides the player with a
sharp and clean interface for them to
use as they guide their ship through the
various obstacles. The graphics in these
stages are fairly detailed but tend to be
on the monotone side. The biggest
problem that arises from these graphics
is the difficulty for the player to notice
objects that aren’t part of the land-
scape. They can be seen, but not until
you are very close to them.

As a whole, the title looks to have
some promise even in such an early

stage in develop-

PREVIEWS

ment. One thing
that would help
out this game
tremendously
before it hits
the shelves is a

revitalization of the polygons. They are a little too
simplified, making everything look square or flat in
the landscape. Not counting these small current
problems, Locus still looks like it could hold its own
on the shelves in a few months when gamers are
looking for a potential purchase.




IREAL CARIDRIVERSIDONIRUSE}
JOYSTICKS®NEITHERISHOULD,

Racing with a joystick...is like trying to win a Formula 1 race with a flat tire!...Grab hold of
the most professional and affordably priced racing wheel in the world. Let the Perdmer™
Turbo Wheel take you to the finish line of Grand Prix, NASCAR and the Indy 500.
Experience the racing sensation of real race car drivers by accelerating and braking
with the accuracy of Platinum Sound™ foot pedals. This will give you the ultimate
driving experience... Virtual racing from the #1 Per4mer™ in the industry.
The Per4mer™ is compatible with all racing software and is available for
every gaming platform: Sega, IBM PC, Nintendo SNES, Nintendo 64 and the
Sony PlayStation.

AVAILABLE AT: BEST BUY, COMP

SOFTWARE ETC, BABBAGES, EGGHEAD

SOFTWARE, SUN TV & APPLIANCES,

©1996 SCAT Intenational, Inc. The Piatinum Sound logo is & ELECTRONIC BOUTIQUE, KAY BEE TOYS

trademark of SCAT International, Inc. All other logos or product /AND OTHER LEADING RETAILERS.
names are trademarks of tei companies.

WEB SITE - hitg:/Awwew piatinumsound.com For more information call 1-800-408-4084

L o) G
Jaleco’s latest graphic adventure game, Dreamknight, g
gives the player a behind-the-character viewpoint i o
the lines of Super Mario 64 and Crash Bandicoot. The - s ®
game plays like a mixture of these 3-D action games but o -
with an additional twist of a graphic adventure game such b -~
as Discworld
From the preliminary version we received, the character
seems to be a puppet-type creature akin to the popular
character Pinocchio. Even though he seems to be plucked
right out of a story
book adventure and
transplanted into this
action-filled title,
e still does much attention. The gamer selections allow the play-
to hold a player's ers to interact with outside objects by interfac-
ing with a Selection Menu. We will just have to
wait and see how this one progresses as it
nears completion.

PUBLISHER
Jaleco Adventure
[ RELEASE DATE  PLAYERS . COMPLET!

4 15t Qtr.797 PlayStation
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‘The Review Crew rates each game in several
‘Gategories: visuals, sound, ingenuity and
replay value. The averages of the four mem-
bers" scores are listed at the bottom of the
reviews. These averages are independent of

the overall scores, which are displayed behind

each review and based on how the games
compare to other titles on the same system.

TEE RATING SCALE:

10-Perfection 5-Average
9-Virtually flawless ~ 4-Rent first
8-Splendid 3Time-waster
7-Worthy 2-Don't even rent
6:Good, not great  1-Flush it

Shawn can'tbelieve that there hiave been so many
great games coming out this Chrstmas. In fac—
for the first time ever—the Review Crew has a tel
Now all Shawn needs to do is get his head fixed.

H/'s interest in Tekken 2 has been recently

revived due to Crispin's challenges. Now it's a Law

(Hsu) vs. un (Crispin) batte every day. By the way,
st Was pretty amazed when he saw Tunnel B-1

CRISPIN

ris walet has been getting a ltle lighter lately—
namely because he has been betting everyone in
the ofice that he can beat them in Tekken 2. But
Gris seems to choke when money's on th lne.

Sushis been wearing his old red gi around the
office lately. He says s time for some olc:school
EGM, and he's being plai Evll We think he's just
preparing himself for Steet Fighter I

EDITOR'S CHOICE

Silver Awards are granted to games with a total
average score of eight, while games that average
nine or above receive Gold Awards.

|84 [ ]

e
STREET FIGHTER ALPHA 2

\¢-

BACK-UP: SYSTEM/CARTRIDGE|

BEST FEATURE: BEST SF GAME YET

WORST FEATURE: LOAD TIMES

ALSO TRY: NIGHT WARRIORS

Where should | begin? This is just a great game.
There are tons of characters to choose from (even the
Bosses from the first one) not counting the hidden
ones. The art is perfect. Each of the characters has cool
super moves and the Custom Combos look great
‘when experienced players and novices alike use them.
I'm glad each of the characters has his or her own
backdrop. There is a small loading problem but it’s
nothing super serious. With all of the 3-D fighters out
there or fighters that require memorization, Street
Fighter Alpha 2 takes it back to the roots 0 to speak
and, for me, this is a major plus.

This is the best fighting game in two dimensions. |
love fighting games, and every Street Fighter game
(except SF: The Movie) has always been on the top of
‘my favorites list. This newest installment is no excep-
tion. Why do | like this game so much (even more
than the likes of Tekken 2)? Because it takes skill to
play. Most of the cheap stuff has been taken out—the
Chain Combos, which many people hated in SFA, have
been taken out. That's good. It's too-bad Custom
Combos have been put in. It's a good thing these
ultracheap maneuvers are easy to defend against.
SFA2 is the best two-dimensional fighter to date.

| suppose we should be pretty angry with Capcom for
its habitual rehashing of Street Fighter I1. But dam it,
Capcom puts out some kick-butt rehash. SFA2 is the

l best 2-D fighting game you can get for a console.
B Saatch that. It' s n\y favorite fighting game, period

Combos in SFA, which have been taken out of this
one). The loading time’s still a pain, though

Capcom has always been the best at converting their
bad-boy arcade titles to the home front, and Street
Fighter Alpha 2 for the Satum is no exception. In fad,
this is Capcom's best port yet! SFA2 is complete with
all the small details in the arcade version—right down
to the reflective pools of Gen's stage. The Custom
Combo feature adds a new dimension to the series,
and only the best gamers will be able to unlock its

4l true potential. Removing the Chain Combos was VERY

smart, though I'l never get used to having a vulnera-

I ble Dragon Punch. Near-perfect animation, gameplay,

sound and music make this game a hit for Christmas.
[IRTTNA REPLAY VALUE
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Bl while, | felt like | was spending too much time explor-

Bl TR is the best PlayStation game to date. It's an addict-

f rivers and waterfalls. These areas are enormous and

Bl made by Miyamoto and his team! Playing Tomb
M controls and a knock-out story line complete with cin-

M could be improved in Tomb Raider, it's the anti-alias-

B one sitting. That is, of course, unless you don't eat,
M sleep, work or go to school! (Don't do this. Really.)

~..“A

PI.AVSTATION

CATEGORY: A(TION/ADVENTURE

BACK-UP: MEMORY CARD

BEST FEATURE: 3-D GRAPHICS

WORST FEATURE: LONELY LEVELS
ALSO TRY: FADE TO BLACK

Games come along every now and again that really
stand out from the rest of the pack—Tomb Raider is
one of those games. The graphics are very sharp and
are in true 3-D. It has come a long way from early
betas—the polygon break-up and rough graphic edges
have been turned into near-perfect polygons. Tomb
Raider is @ huge game and will give you hours upon
hours of play. Cool effects that are worked into the
natural environment of the game really make you feel
like you're in the game. On top of all ofthi, there are
hidden areas that make for even longer playing times.
This game will keep you lost for weeks.

Tomb Raider is 3-D at its best. This is one of the few
games that came out this year that really “wowed”
and impressed me. The levels are huge, almost intimi-
dating. The graphics are slightly pixelated, but the
raw beauty of them more than makes up for this
minor flaw. | wish the designers would have putin a
few more challenges, like more enemies. After a

ing; | longed for some action. But this was a very

minor flaw too. The game is just fantastic. Make sure
you pick up a copy of Tomb Raider—quality titles like
this come once in a blue moon.

ing, sprawling, breathtaking mega-adventure that'll
keep you awake and red-eyed till the wee hours. The
game's visuals are among the best pumped out by the
PlayStation; its subterranean caverns and temples
look like the real deal, with cracked columns, rushing

filled with traps, searets, puzzles and creatures. You
don't just play this game—you explore it. With its

enormous 3-D environment, TR is the PlayStation’s
answer to Super Mario 64. It's not quite as good as
Nintendo’s masterpiece, but it's pretty dam close.

Tomb Raider came as a surprise to me; | never expec-
ed such great control and graphics from a game NOT

Raider is a pure joy; true 3-D environment, responsive

emas. What more could you ask for? If anything at all

ing. With that small enhancement, the game would be
a total dream. The scope of the levels makes up for 2
this, and you will be hard-pressed to complete it in

VISUALS [ REPLAY VALUE
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BEST FEATURE: ALL MKS IN ONE

WORST FEATURE: PALETTE SWAPPING

. ALSO TRY: KI GOLD

1 think I've said this once before, but I'm not a huge
fan of the Mortal Kombat series generally speaking,
but to getall of the MKs in one package is a great
deal no matter how you look at it. | thought that there
couldn't be all that much to the game. I figured what
could possibly be put into MK Trilogy to make it any-
B thing better? I've proved to myself that | ask too many
questions! MK Trilogy does have some all-new fea-
tures but one of the newest features s that it doesn't

not a "new feature” A good buy for N64 owners.

Look Ma! No load time! This is the single best pack-
age you can get for any Mortal fan. Forget about that
upcoming MK1 and 2 package (give me @ breakl),
and forget about Ultimate MK3. Mortal Kombat
Trilogy is the most comprehensive game you get for
the series. The Nintendo 64 version is great, but |
wonder why it couldn't look a little better, with 64
Bits of hardware. It's not that colorful and the anima-

tion s a bit choppy. Normally, | wouldn't have noticed |8

these flaws, but everything on the N64 is supposed to
look great, right? | also think the Attack buttons on
the controller are too close for comfort.

I've never really been a fan of the Mortal Kombat
series, but MKT has changed my tune. Theres just a
heck of a lot of fighting game here. You an control
every combatant from every MK game, including
Noob, Rain and the chronically absent Johnny Cage
(who's now played by a different actor). Their moves
are nearly the same as in UMK3, except for some
new combos and a damage-increasing Aggressor
Mode. And, believe it or not, MKT controls just fine
with the N64 analog pad. The graphics are kinda
bland, though (the game looks like a low-res version
of the UMK3 arcade machine), but you get used to it

It looks like the best Mortal Kombat is found on the
NG4. Strangely, however, a couple of things seemed
out of place. For one, the music isn't as dean as it
should be, with a distinct tingy quality about it
Second, Johnny Cage has lost his “signature” punch
(Il pause for your cringe, guys), which is a small, but

A8 B} important, omission. The addition of the Aggressor
Mode is a nice enhancement, but is rarely effective in
a real match. Still, MKT is the definitive Mortal

1] Kombat game for all fans. No load time, superb game-
play, additional attacks and the most characters ever

in a fighting game. To the maxI

VISUALS IR (NGENUTY
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POWERSLAVE

..N\ PLAYMATES SEGA OF AMERI g

A
¥ oS 10 4011

CATEGORY: SHOOTER

BACK-UP: SYSTEM/CARTRIDGE i

BEST FEATURE: LEVEL DESIGN

WORST FEATURE: ANOTHER DOOM GAME]

ALSO TRY: DOOM

Again we are looking at a game that has been bom
from the first-person action womb. Sure, Powerslave is
like Doom in certain ways, but the story fine of this
one is much more interesting. Actual Egyptian gods
and cool andient artifacts (that just happen to give you
super-human abilities) make for a game that's a blood
fest when blowing up enemies, but there’s also plenty
of strategy involved. The graphics are incredible and
0 is the music. If your're tired of the mindless first-
person action games that have you running around in
dirdes shooting anything that moves, give Powerslave
atry since it's so much more than a mindless title.

If you've read my review on Final Doom, then you
know my feelings on Doom clones. Sure Powerslave
offers a couple of neat features, but it's still the same
‘game at heart. And this “same game" is getting real
old, real quick in my eyes. It's not that Powerslave is a
sub-standard game (it's not). Its just that 'm a jaded
ex-Doom player. Powerslave does have a great
Egyptian motif. This leads to some pretty awesome
level designs. The frame rate and graphics show off
the Saturn’s power beautifully, except for the fact that
the sprites and explosions are weak. They are the

B only black marks on ths great-looking game.

Although | sometimes whine about the glut of Doom
wanna-bes that clogs store shelves, | really like
Powerslave. Sure, the game ain't all that original—it's
a first-person shooter plunked down in an Egyptian
setting=but it's a very fast-paced, very well-put-
together Doom dlone: The levels are large and pack
‘more than a few enemies. Fortunately, you get some
Kick-butt weapons, stch as grenades and an M-60
‘machine gun, to deal with the bad guys. Control takes
alittle getting used to, since it feels Kind of loose at
first. The graphics are sharp (with cool lighting effects)
and the high frame rate ensures a smooth ride.

Doom clones are everywhere, and Powerslave tries

88 reaily hard not to fall into the pit of wanna-bes, but
gl didn't feel a great need to conquer this game. The
i enemies and traps are a litle weak, relying more on

your mistakes than your ingenuity. It’s a great game
for first-person fanatics, but don't exped fo see much
new from this game. By far the best features are the
weapons and the sheer number of enemies that
swarm after you. The Egyptian landscapes are nicely
done and offer a good setting for the dark mood. One
summary that comes to mind is that this is Doom
with more keys, some jumping and swimming,

[N REPLAY VALUE

MR. BONES

POTPOURRI
: SYSTEM/CARTRIDGE
BEST FEATURE: LEVEL VARIETY

1 WORST FEATURE: A FEW HARD GAME!

ALSO TRY: NOTHING LIKE IT

Mr. Bones is one of the strangest games I've seenina B

Jong time. The cool thing about it is that there are a
huge amount of games to play (the entire game is
broken up into minigames). The graphics are good.
and the FMV s usually pretty good, although it's
choppy during some parts in the game. The music is
perfectif you're into biues and the sound effects are
aystal dear—which is a good thing. The volce adting
for Mr. Bones is good, but the human actors in the
game are pretty cheesy. The control could be a little
better and some of the levels are too long, thus mak-
ing them annoying. Overall, Mr. Bones is a great one.

'm going to go on record as saying this: Mr. Bones is
an absolute must+ huy for any Saturn owner, | @an find

games fs fun i its own way, and each will surprise

Sl you with its ingenuity. As a bonus, all of these games
are connedted by hilarious cut-scenes that somehow
make a story out of this potpourri. On top of all of
this, the graphics, sound effects and music are as per-
fect as they are fitting. If you have any appreciation of
dark and twisted humor, buy Mr. Bones!

| dare you to find a stranger game than Mr. Bones.
But strange is.good, and I doubt you'll find a game
‘with more personality than Mr. Bones, either. This
two-disc title’s coolness lies not in its individual levels.
Rather, it lies in the sheer number of these levels
(there’s dozens of them) and the wide variety of tasks
each stage has you doing. For instance, one level
might be a standard side-scrolling minigame, but
another will have you knocking out power chords on
a gultar, And some of the stages~—like Mr. Bones'
plunge down a swirling vortex—are downright trippy!
The game’s music and cinemas are first-rate, too.

M This game has to get the award for strangest game
ever to ross the Review Crew’s aritical eyes, Only one
thing keeps this title from being the best: weak game-
play. The game scenarios only seem o Serve fo get
you from one FMV sequence to another. In fact, only
two or three of the levels are actually fun to play.
Where Mr. Bones shines is in the story line and FMV
cinemas, The graphics and sounds of these movies

B are utterly breathtaking, and make the tedious levels

worth it just to see the next one! Humor is not lacking |

either, and if you don't ROTFL (roll on the floor laugh-
ing) numerous times, you should see a doctor.
INGENUITY
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VIRTUAL CASINO
| NATSUME |

ﬂ
& OB
CATEGORY: GAMBLING
BACK-UP: SYSTEM/CARTRIDGE
BEST FEATURE: CASINO GIRLS
WORST FEATURE: ONLY FIVE GAMES
ALSO TRY: WINNING POST
Fans of asino gambling get ready—Virtual Casino is
here. This one is.a heck of a lot of fun, The graphics.
are super sharp and the music fts the game perfecty
The Story Mode is cool, but the computer usually has
an unfair advantage. For instance, in 7 Card Stud, the
computer received four straight flushes to my one.
There are some nice save options though (even to
memory cartridge) that make saving money and con-
tinuing easy. Some of the games were difficult to learn §
but after looking over the manual they got easier to

play through. The VS. Mode is a neat option that real-
ly increases the replay value of the game.

ﬂ

ll Talk about tantalizing FMV! That's the Japanese for

D

uidsu

, X Usng

you—open about sextality, On the game itsel, | liked
Virtual Casino very much. It is what | would expect
from a 32-Bit gambling title. The game has great
graphics, though | would've preferred something a bit
more colorful and fun. The graphics gave Virtual
(Casino too much of a serious feel. The Story Mode is a
great feature, but a few more games should've been
included. Five small casino events just isn't enough to
hold my attention. Here’s a gambling tip for you—
don't bother trying to biuff the computer at 7 Card
Stud. It's t0o stupid to realize what you are doing,

As far as video-gambling games go, VC is okay. It
covers all the mainstay gambling games, from.
Blackjack to slots, and the graphics are sharp. | really
like the Story Mode, which lets you build a virtual for-
tune by progressing through a series of gambling
games. Still, | wish there were more games o play
(there are only five). The Two-player Mode ain‘tall
that exciting, either. You can only choose from the two
gambling games—Roulette and Baccarat—in which it
doesn't matter if your opponent sees what you're up
to. The developers should have added more multi-
player games and trusted players to hide their eyes.

I'm not sure if this is the best usage of a 32-Bit sys-
tem like the Saturn, but it's still great for avid gam-
blers. The Story Mode is the best feature, allowing you
to take on Vegas with a vengeance by setting goals to
advance to the next level (and the next type of game).
‘The Pradtice ModeJs great for leaming about gam-
bling techniques, and is highly recommended if you
want to win the Story Mode. The Two-player Mode is
‘weak, sporting only two games and no fun. The back-
ground music is a nice touch, but can get annoying
after a long Roulette session. If you like gambling,
check this one out or cash in your chips.
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BRAINDEAD 13

READYSOFT

CATEGORY: FMV ADVENTURE
BACK-UP: SYSTEM/CARTRIDGE|
BEST FEATURE: FUNNY ANIMATION

WORST FEATURE: GRAINY VIDEO

ALSO TRY: DRAGON'S LAIR 11

Here’s a no-brainer: What is the most important thing
about a game that i truly an interactive cartoon? s it
the Options Menu? No, it's the quality of the FMV.
Since that's everything this game s about, BrainDead
13 is a poor example of an FMV cartoon game. The
quality of the video was really bad compared to other
games on the Saturn. Besides this, the control (as far
B 2 deciding where to go nex) s difficult to judge. If

there was a flash or something it'd be more fun in the

Jong run. It ums out to be no more than simple men-

orization. It's fun to see the games like Dragon’s Lair
still around, but only if they're done el

Let me tell you a litle story. There once was a game
called Dragon’s Lair. It was fresh and exciting. After a
while, people started beating the game by simply.
memorizing patters. Then people started saying that
Dragon's Lair didn't take any skill to play. End of
story. Animated games like Dragon’s Lair and
BrainDead 13 are widely recognized as games that
take zero brainpower or skill to play but are still enter-
i taining to watch. BrainDead is very funny in that
aspect. | just don'tlike that a lot of the time, you have
to progress through the game by trial and error. You
usually won't see any signals to help guide you.

Here's a game to pick up if you want {o see just how
bad Saturn FMV an get. The video in this Dragon’s
Lair-inspired adventure game is extremely blocky and
way too dark. The lousy graphics are a real shame,
100, because they spoil animation that looked dam
good in the PlayStation and 3DO versions of B13. But
even with sharper video, however, this title is only so-
s0. It's not as rigidly linear as Dragon’s Lair and its
spin-offs, but the game still boils down to an exercise
in memorizing button presses. This sucker will really
test your memory, too—the last room, for instance,
demands more than 20 different command inputs.

BrainDead 13 s brain dead, pure and simple. There is
o challenge to this FMV game, and | doubt you'd be
happy doing much more than renting it. it should only
take one frustrating day to finish, since you have
unlimited lives, and it's easy to cheat your way
through levels by pushing in random directions at all
times. The beep tones will signify when you've hit the
1] right move to make. The transition sequences are
Bl jerky at times, and worst of all, the backgrounds will
Bl become highly pixelized randomly! With the amount
of pure gore and violence (which will score highly for
Ml some gamers), I'm surprised it got a K-A rating,

VISUALS (ST REPLAY VALUE
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SATURN T

CATEGORY: PINBALL
BACK-UP: SYSTEM/CARTRIDGE
BEST FEATURE: LOTS O’ TABLES
WORST FEATURE: IT'S NOT REAL PINBALL]
ALSO TRY: TRUE PINBALL

‘The thing that sticks out in my mind about Hyper 3D
Pinball are the graphics—they are sharp and rich in
color. There are plenty of tables to play through and
the style of each is excellent. The music really comple-
ments each of the levels as well. The different views.
are a nice touch even though the 3-D, the “over the.
table” one makes it hard to see where the ball is
sometimes and the 2-D view doesn’t make it easy to
follow a fast ball, but being able to switch between
them on the fly solves the problem. Hyper 3D is
authentic enough and offers fun play. 1tend to enjoy
the real thing o fantasy types (Devil's Crush, etc)

I've already reviewed a couple of Pinball games dur-
ing my litle stint here at EGM, and to be honest with
you, | really don't have a lot to say! After all, pinball is
pinball, right? Of course, no video game can repro-
duce the feel of a reaklife pinball experience. Most
video pinball games today come pretty close, and
Hyper 3D is no exception. The pinball action is great.
“The feel is just about right. But guess what? Hyper 3D
has six different tables. That's quite a lot compared to
its competition. Having six pinball tables officially
makes Hyper 3D the best pinball game in the market,
in my book. Pinball fans—check Hyper 3D Pinball out!

Hyper 3D isn't the best video game version of pinball

B (that honor goes to the TurboGrafx-16 title Devil’s

(Crush), but it's pretty dam close. Like all good pinball
machines, the six tables offered in this titie are loaded
with little—often incomprehensible—minigames, like
bouts of multiball play and bumper target shooting

Bl And notice that | said six tables, which means pinball

fanatics will find more than enough variety to keep
them knocking around silver balls for a while. Hyper
3D's graphics are fantastic, as well, and players can
shift between an overhead and straight-on perspective
on the fly. The sounds are dead-on accurate, too.

It's been a while since a good pinballttle has sur-

faced on any console, and | always wondered why.
Hyper 3D Pinball has everything | love about pinball
games| The physics (ball motion) is absolutely perfect,
-D Mode, | can almost immerse myself into
the illusion. The angle of the playing field in the 3-D

D Mode). It could have also done a little better if there
were more games to choose from. All inall, it's a
great title, and I'd recommend it to anyone.

VISUALS INGENUITY
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‘_ —? ““PLAYSTATION [ PLAYSTATION s
MACHINE HEAD °  FINAL DOOM BUBSY 3D :

ACCOLADE

CATEGORY: ACTION/SHOOTER CATEGORY: SHOOTER (ATEGbRV: 3-D PLATFORM

o BACK-UP: PASSWORD BACK-UP: PASSWORD BACK-UP: MEM CARD/PASSWORDH

‘ BEST FEATURE: SPEED BEST FEATURE: LEVEL DESIGN BEST FEATURE: CINEMAS :

- WORST FEATURE: SHIP HANDLING WORST FEATURE: SAME OLD THING WORST FEATURE: THE REST

ALSO TRY: KRAZY IVAN ALSO TRY: POWER SLAVE ALSO TRY: JUMPING FLASH! 2

I didn't like the old Bubsy games back in the day and
| must say that the new Bubsy doesn't impress. me
even though he’s in 3-D—unimpressive 3-D. I've had
enough of the smart-alec mascot types. The graphics
are simple and dull. The 3-D perspective makes it
hard to judge where you're jumping especially in lev-
els with multiple platforms. The idea behind the game §
is fairly innovative but it wasn't executed properly
‘The voice-overs for Busby are poor and the music ist
right. The best thing about the game are the cinemas
but that doesn't help the game. This game doesn't
compare to games like Crash.

More Doom...hurrah. | shouldn't be so harsh. Final
Doom is actually a good Doom sequel but don't
expect anything more than that. The levels are a chal-
lenge to play through and most won't make it through
on even the third or fourth try. The problem is that
there really are no enhancements. Sure, it runs fast
but the graphics are hardly sharp. It may very well be
Bl impossible to get it any sharper. Plus, there aren't any
new weapons or monsters. For the price tag, it's just
more of the same. I'm more excited for Quake to come
out. At least the graphics will be polygonal—perhaps
easier for the PS to process. Maybe you feel the same.

This game could very well be a sleeper. What | mean
is that Machine Head has what it takes to be a great
title. The story line is unique (and a little weird), the
levels are huge and interesting to play through and
there are awesome weapons that can give the ene-
mies a lot more than splitting headaches. So will peo-
ple buy this one and make it a hit? It's hard to say,
but if they rent Machine Head out of curiosity, chances
are they'll buy it since it is an interesting title. | did
find it a little strange that the enemies that appear in
the game don't seem to have a place in the game’s
story line. Plus, the graphics could've been sharper.

Ouch. And | mean ouch. This game, ' sorry to say
(and I really mean it is not good at all. The back-
grounds look silly and overly artificial (if that's possi-
ble). Even thoigh the game takes place on an alien
world, a few more texture maps could've made the
‘scenery more convincing. The control is poor. Bubsy is
Bl very hard to control in three dimensions. You can run
around, but maneuver quickly? Forget about it.
Perhaps some type of analogue controller could've
helped. The Two-player Mode is mildly entertain
and helps the score a litfle bit, but all in all, Bubsy
B should have stayed a side-scrollr.

8 Machine Head is a very good, yet confusing, time. The
confusing controls only took about five seconds to get
used to. After that, | found them very solid and intu-
itive. Maneuvering, on the other hand, takes a ot of
getting used to. Your raft tends to move very fast and
have very sensitive handling. It's also a bit confusing
trying to figure out where you are or what you're sup- i
posed to do. But | did like blowing everything up in
this mindless action title. The machine guns are sim- 1
ply awesome. The sounds are top-notch. If you are
Tooking for a new approach in the shoot-‘em-up genre,
) then look no further than Machine Head.

| must credit Id for creating one of the big sensations
of the 90s: the first-person perspective shooter. Now
that I've said that, I must say this. I'm sick of the

the many improved copycats out there, why would |
want to play more of the original? Final Doom doesn’t
offer anything new, except for the new levels, which
admittedly, are well-designed. The weapons, enemies
and gameplay are the same tired ones we've gotten
used to. Unfortunately, I've played way too much
Doom and Doom clones on ay too many platforms.
Il pass on this one, thank you.

I wasn't all that crazy about the 16-Bit Bubsy games,

P but I'd sure as heck rather play those than this 3-D
mess. Let's forget for a second that B3D’s graphics are
too plain. | could easily forgive the lackluster visuals if

Rl the game played well. But it doesn't: Not even close.

Bl Control is awful; its hard to tell where Bubsy’s head-

I ed when you make him jump, so leaping to higher
platforms is often a matter of luck instead of skill. And
play becomes choppy when the camera pans around
Bubsy. Even the levels themselves are dull. Only the
marginally likeable Two-player Mode saves B3D from
a lower score. Avoid this 3-D stinker.

‘The other Review Crew dudes may be all Doomed
out, but 'm still nottired of playing the king of.3-D
shooters. Final Doom sends players through a huge
assortment of brand-new, masterfully designed levels
(well, they're new if you haven't played the PCversion
first). These levels are larger than those in the first
game, and they're packed with so many secrets that
exploring every monster-infested nook and aranny
won't be easy. Keep in mind that the new levels are
the only reason to buy this game. Except for a slightly
speedier frame rate, Final Doom has the same
weapons, monsters and graphics as the first game.

was easier to control. Your rocket sled can fly in all
directions—as well as tlt up and down~—but getting it
to do all of these things in the heat of battle isn't
always easy. | couldn'tfind a control configuration
that worked well, either. You have to play Machine
Head for a while before you get used to the controls, if
you can ever get used to them at all. Still, the game
packs a lot of missions—most of them hard.

No! This is not how to treat a perfectly good mascot!
What | would like to see come of this review is.a
retum to the drawing board for poor Bubsy 3D.
Absolutely no texture-mapping s used, 50 the lack of
numerous polygons is painfully obvious. Pretend your
controller is filled with mud-this is how Bubsy.plays.
| fought with the controller the whole time, and my.
B experience was frustrating. The enemies are weak, the
P Lnresponsiveness of the control. | see no reason that bl worlds are damaging to your eyes, and even the voic-
this title should suffer from the erratic jerkiness M es, while dlear, make you cringe. The rendered cine-
and cool music can't save this title from an average expected of a first-generation engine. Doom fans may [l mas are only half-screen animations, too. What a
score. Graphics are a big concern for this genre. M be drooling, but 1 just rent this one. waste of power! Folks, here’s my first coaster award.
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Final Doom is the last of the Doom series, and that's
good. For one thing, the engine is old and greatly.

showing its age. In a genre where the ability to jump
(imagine thatl) is commonplace, not to mention swim,
fly and climb, Final Doom is no different than the rest

If ever a title tried to be a cross between Doom and
B Descent, this is it. Actually, it pulls off this merger
quite well, and has some innovative features to keep ®
your interest. The big sour note is the highly pixelated
graphics. The resolution has to be near 16-Bit quality,
and that's a real waste considering the power of the Bl of the Doom clones. Only the excellent plot and
] Satum. The control of your ship is very touchy and B proven enemies sustain this game at a step higher.
aiming at enemies can be a harrowing experience. PEYl than most wanna-bes. One glaring problem is the

) enhanced considerably. Unfortunately, good features
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* BLAST CHAMBER

DISRUPTOR

UNIVERSAL INTERACTIVE

CATEGORY: SHOOTER
BACK-UP: MEM CARD/PASS\
BEST FEATURE: PSIONIC POWERS

WORST FEATURE: LAME ENEMIES

ALSO TRY: POWER SLAVE

Disruptor is much more than Doom was as a game.
‘The last thing companies want to hear about their
first-person action title is “Uh-oh...another Doom
clone? Unfortunately that's the way itll be for-a long
time. There's plenty of strategy involved in Disruptor
that made me die quickly (mainly because Imused to
quick kills like in Doom). The psionic powers are an
awesome feature. The enemies are a litle cheesy-look-
ing at times, but the cool weapon effects make up for
it. The levels are pretty diverse in design and look—
instead of them being all dungeons or dark corridors.
It's a good buy for those who want more than Doom.

Bl If you've read my review on Final Doom, then you
know my feelings on this game. | can tolerate
Disruptor a ittle better, At least it's fresh to see new.
weapons i this type of game. The psychic attacks are
also a good feature, giving this game more technique
and depth than most of its brethren. Yet another sell-

ol ing point of Disruptor Is its variety in missions. My
favorite is the race to stop the reactor meltdown. You
can throw your wanderlust out the door with that
level—you either rush to the end or die. The graphics
are dean, crisp and sharp; | can't ask for more in that

Bl category. Still, it's a you-kifow-what dlone. Yawn.

Disruptor is a rich man’s Doom clone. Its graphics
surpass Alien Trilogy's, which means Disruptor is the
bestlooking 3-D game on the PlayStation. The 13
levels are set in both outdoor and indoor environ-
ments, which gives the game a lot of visual variety.
You can tromp around the deserts of Mars. | especially
like the game's assortment of behind-Kickin’ weapons.
Most of the guns are pretty wild—like the automatic,
three-way pulse rifle—and a few fill the screen with
their destructive effects. You can keep your guns hol-
stered and use power psionic attacks instead. Control
is good, although | wish | could look up and down.

This title was yet another surprise to me. | thoroughly

B enjoyed the game, and felt the need to reach the next

P level. The cinemas, while not Academy Award materi-
al, were good enough to get me involved in the plot,
and really assume the role of the main character. The
use of a foggy backdrop in the levels is very innova-

d tive, and removed any possibiliy of the annoying
“pop-up” most 3-D-style games experience.
Unfortunately, it also hindered your view. Another

| excellent addition is the Psionic arsenal. These

‘weapons are incredibly strategic, and add another

level of gameplay to an overdone theme.

visuaLs ETTTR INGENUITY

EAEGMm

'REPLAY VALUE

5

7= Faal
CATEGORY: ACTION
BACK-UP: MEMORY CARD

BEST FEATURE: FOUR-PLAYER GAMES

WORST FEATURE: SMALL CHARACTERS

ALSO TRY: NOTHING LIKE IT

Blast Chamber is the most original game of the year.
There | said it, and.'m dam glad that | did. | was a lit-
tle curious if Activision could pull off such a strange
title, but they did it incredibly well. The charadters are
M a little small, but since they are color-coded, this isn't
a big deal. The graphics are sharp and scroll smooth-
ly. The levels—for as many as there are—have a great
B deal of diversity in design. The multiple modes of play
add a lot of variety on top of all the different levels.
‘The multi-tap compatibility offers hours of fun if you
have the gear (we tried it and couldn’t get enough).
BC would be a great one for your game library.

Blast Chamber wins my vote for the best new and

game is almost a perfect multiplayer game, like @
Bomberman for the next generation. It's furious, fast-
paced and fun. The levels are well-designed for their
intent: to cause mayhem with the players. Having
been so excited to see this game, | was really let

H down to see such small characters. Yes, perhaps for
‘memiory purposes, they needed fo be, but that took
away a lot from the gameplay. It made things confus-
ing and hard to see. That is Blast Chamber’s only mar.

BC kinda reminds me of Virgin’s Grid Runner, in that
it's a fast-paced, addicting, multiplayer game of tag,
that stars tiny characters. The litile guys are the
game’s only fault, since it's sometimes hard to tell
who’s who when everyone bunches up. Otherwise,
the graphics are outstanding, as are the many modes
of play—especially when you get four players saam-
bling around the cube (BC is yet another reason to buy
the Multi Tap). The game’s best feature, however, has
1o be its artificial intelligence. When you play with
three human players and et the computer control the
fourth, it's hard to tell which is the computer dude.

(Can | be honest, folks? | didn't have much fun with
this game. The Multiplayer Mode is the worst.mode in
my opinion due to the horrid control of your character.
‘The premise is great, and the rendering of the various
blast chambers is excellent, but your tiny character
animates like an old 2600 sprite. The challenges
weren't exactly hard, and | found myself flying
through these levels in One-player Mode like water.
Of course, this made the fong load time seem even
‘worse. Example: Load for 15 seconds, finish a level in
10 seconds, load for 15 Seconds, finish a level in 20
seconds. Rent this, please, before you buy.
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LEGACY OF KAIN,
| Acrvision /¢ B
£

CATEGORY: RPG

BACK-UP: MEMORY CARD ¥

BEST FEATURE: DARK, EVIL TONE

WORST FEATURE: “FEY, VICTUS!"

ALSO TRY: KING'S FIELD Il

From the opening cinema with tons of blood and
Killing | knew. Kain would be something morbid—|
was right. Fans of adventure and RPG games should
enjoy this tile since it has elements of both. The
incredibly detailed graphics look very real (with the
gritty feel of them). The one thing | wish was different
was the darkness level of the game. Granted it's about
vampires and such, but it was almost too dark—it was
hard to see some of the game. It's a good buy if you
want a huge game that wil take a lot of time to fin-
ish—it has 2 huge cast and a complex story line. If
not, the game is a blood fest but not an action game.

Dark, gloomy and violent. A typical work day at EGM?
Nope, it's the new.RPG, Legacy of Kain. Call me.old-
fashioned, but I still prefer party RPGs with tum-
based combat. But for having a single guy running
around fighting in realtime, Legacy of Kain Is not bad
atall. Why? Becaise i's different from everything
‘you've seen before. Its nice to be able to drink blood
without getling in trouble with your local authorities
or vampire hunters. The narrator tends to talk too
much, though. His stories do add to the game, but |
really don'tfisten to him half the time. A very good,
unique game. | hope to see more.

You'll need to set aside about a month’s worth of free
time to play through this epic RPG. Everything about
LoK—from its plot to its world to its cast of charac-
ters~is huge. But even though the quest i lengthy (at
least 100 hours long, in fact), it's loaded with surpris-
es and never really gets boring. LoK plays much like a
Zelda-style, action RPG, with the hero hacking
through enemies with various weapons and launching
spells—but this sucker ain't for kids. The game spins a
very dark, very bloody, very adult tale (you do play a
vampire, after all. Although s graphics are nothing
special, LoK's voice adting is among gaming’s best

Now here’s a game that creates that little fuzzy feeling
deep inside. This,wild adventure has the best plot of
any PlayStation game to date. Not for the faint of
heart or weak of stomach, Kain has a permanent
home in my game library. The graphics set the mood
perfectly, and the ominous music is purely genius.
Even the background noises are amazing. Here’s
another game where the cinemas are “to die for".

M Beautifully rendered and using actual talent for the
voices (also heard throughout the game), you will not
be disappointed. Here's the downside: If I'hear “Fey,
Vidus!* one more time, 11l hurt Crispin. Again
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SAY NO TO DRUGS.

SAY YES TO BLOODSHED AND HELICOPTER WARFARE.

HERE’S YOUR CHANCE TO GREASE
THE LOW-LIFE SCUMBAGS OF THE
TERRORIST UNDERWORLD.

STRAPPED INTO YOUR CHOPPER,
YOU'LL BE FLYING 32 HIGH-RISK
COMBAT MISSIONS OVER 7 ENEMY-
INFESTED TERRAINS. SEARCHING FOR
AND RESCUING INNOCENT HOSTAGES.
WREAKING HAVOC ON THEIR CAPTORS.

FEATURES INCLUDE REAL-TIME 30
FPS 3-D GRAPHICS WITH WICKED 3-D
EXPLOSIONS. ADVANCED ARTIFICIAL
INTELLIGENCE (AN ENEMY ADVANTAGE),
2 SWITCHABLE FLIGHT MODES THAT
LET YOU CONTROL YOUR ALTITUDE AND
ANGLE OF ATTACK AND A GUN-BLAZING
WINGMAN TO COVER YOUR BUTT.

BLACK DAWN. ARCADE COMBAT SO
EXTREME, YOU'LL NEVER 60 BACK
TO ORDINARY @
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PLAYSTATION

STRIKEPOINT
AMER TECHNOS
s

Fzae
CATEGORY: FLVING COMBAT
BACK-UP: PASSWORD
BEST FEATURE: LITTLE POP-UP

WORST FEATURE: EVERYTHING ELSE

ALSO TRY: BLACK DAWN

This is a pretty lousy game. | didnt have much fun
playing through it. The graphics were decent but noth-
ing spectacular by any means. The “reflections” on the
water were nothin more than the sky image o the
water. The ground was kind of grainy, too. The control
was hard to get used to even after multiple plays.
Most of the explosions and weapons lacked effect.
This is especially important when the gameplay isn't

often were confusing. There was a fair number of mis-
sions, but overall they lacked style—they didn't make
you part of the game like some combat games do.

PLAYSTATION

- i
CATEGORY: RPG
BACK-UP: MEMORY CARD
BEST FEATURE: ORIGINALITY

WORST FEATURE: REPETITIVE PLAY

ALSO TRY: NOTHING LIKE IT

Another great title that is a twist from anything that
has been out before, Originality these days goes a
long way with me. Tecmo's Deception has some excel-
lent graphics for the type of game it is. The characters
don't have a huge amount of detail, but they are
diverse in the way they look. The traps are cool and
the items you can get make Deception a fot of fun to

B play through. The dialogue of the characters trying to
that good. The mission objectives are a good idea, but [

find the treasure is cheesy but funny. | especially like
the innocent people who are only going into the castle
on a dare~what else can you do but kil them like the
Test of the thieves. A twisted but great strategy game.

SOVIET STRIKE
_ ELECTRONIC ART o

CATEGORY: ACTION
BACK-UP: MEM CARD/PASSWORD[S
BEST FEATURE: TONS 0’ MISSIONS

WORST FEATURE: CHOPPY ANIMATION]

ALSO TRY: BLACK DAWN

I was a huge fan of the old Strike games back in the
days of the Genesis, | couldn't get enough of blowing
up terrorists and the ool missions. Soviet Strike on
the PlayStation captures that same feeling but with
awesome graphics—like actual terrain and land-
marks—and some great cinematics. The actors in the
game do a perfect job—you can tell when a company
takes time and money to find talented people (produc-
ers and directors included). The missions can be pretty
hard, but this adds to the challenge. There really are
next to no problems with this game, except maybe the
control could've been tweaked a bit more.

Bl | would like to know just how games like Strikepoint
‘make it as far.as store shelves. The opening cinema is
sadly the only good part of the game. As soon s |
saw the game in action, | cried out, “Oh my God” This
game looks horrible. The animation is choppy, the
enemies are tiny and the explosions are pathetic.
Everything looks ridiculous! Now, on to the controls.
Let's just say that | would probably have an easier
time flying a real-life helicopter. On top of that, it's too
easy t0 shoot things down. Your cannon shoots guid-
ed bullets for some odd reason. Finally, the view
switches to some bad positions often. Stay away!

Tecmo certainly doesn't have a problem with vanity
now do they? Of course, I'm referring to their tenden-
«y toward naming games after themselves. With that
aside, | must say it’s certainly refreshing to see origi-
nal tities like Tecmo's Deception in a market full copy-
cts and wanna-bes. Originality (f carried outright)
always deserves an extra half a point or 5o in my

turing heroes. It's certainly a unique change of fate.
Tecmo's has role-playing features that will tantalize
RPG faniatics and has strategic gameplay that will
please strategy game enthusiasts. It's a great combo.

Do you want an example of multimedia flash? Take a
look at Soviet Strike’s cinemas. These Sony commer-
cial-inspired cut-scenes are very exciting to watch and
set the pace for this well-made action game. Soviet
Strike has a variety of different missions that take
place on large terrains. How can you not have fun
with a helicopter that heavily armed? I have a couple
of problems though. First, the graphics (outside of the
texture-mapped terrains) are pretty average; It espe-
cially shows with the choppy animation during busy
scenes. Second, the gameplay s a bit too simplistic for

B me. It's not a bad game at al; its just not superb,

Fans of light-combat games should stick with the
ation-packed Black Dawn, ‘cause Strike Point.is.one
ho-hum helicopter title. It does boast some flashy
visuals. The terrains look realistic (the sky is reflected
in lakes) and pop-up is fairly tolerable. Two players
an fly missions simultaneously, courtesy of a Split
screen Mode, t00. Otherwise, the game’s a mess.
Control is sluggish, especially when you need to
ascend or descend in a hurry. The missions are overly
difficult and often boring, SP is also far from being
realistic—even for an action-oriented game. Your mis-
siles fly right through mountains, for instance.

TD is perhaps the most innovative console RPG ever
released. The game lets you play the bad guy, an evil
ghost who traps and slaughters any trespassers who
enter his castle. Later in the game, you can even turm
the intruders into monsters that'll help you nab future
unwanted guests. TD is also heavy on strategy, since
you have to plan the placement of your traps. My only
gripe s that it's often hard to get the trespassers to
follow you toward the traps. They tend to wander
around too much, TD is filled with sick humor. For
instance, you' kill two adventurers who are seeking
treasure to fund their daughter’s life-saving operation.

I always get a ltle nervous when companes develop

B next-gen updates o classic titles, but EA is right on

target with Soviet Strike. The game plays exadlly the
same as the 16-Bit Strike games—which is definitely a
good thing, since those old games had superb control,
plenty of missions and were just plain fun. Soviet
Strike, of course, boasts superior graphics—the
sharpest-looking texture-mapped terrain seen on the
PlayStation, in fact. Sometimes the graphics get a fittle
choppy, though, ke when the screen flls with tar-
gets, but you get used to it. The game is loaded with
fantastic cinemas, t0o, and the music kicks but

Let's get this over with folks; | found one interesting
B point about Strike Point: You can change the color of
your helicopter. Yup, that's it. | hiad to look back and
see if this game was originally a NES game and was
a spectacular 32-Bit port (a direct port, like the popu-
lar Arcade Classic collections out there). Explosions
look like half-hearted paintball blofs. The music is
non-existent, and other than your own helicopter, the
remaining sprites are a joke. Don't even ask me about
the controls, they're not worth the print. | can't believe
I'm already doling out yet another coaster award, and
this is only the second generation of PlayStation titles!
VISUALS [ITTEAR REPLAY VALUE
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Tecmo's Deception is @ very original title, not so much
by giving you the role of an evil character, but by the
‘manner in which you daim your victims. Relying far
more on strategy than you'd think, Deception is a
thinker's game with ltle arcade quality to it The
graphics aren't even spectacular, yet there's a certain
appeal to planning the demise of your visitors. | also
like the small touches of humor found in various

§ points of the game, like the zany dialogue of the vari-

ous intruders. Slaughtering the innocent is a must in

this game! A word of waming: This Is NOT a Doom

game. Its a great strategy title for patient gamers.
[T REPLAY VALUE
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B 115 actually amazing that Electronic Arts can continue

to make the whole “Strike” series interesting after sev-
eral sequels, but here’s yet another good game for
your library, unless you already own one of EA's other
helicopter hits. Sure, you've got a few new features,
but there’s Jttle new in the gameplay to really offer
‘much. The dinemas interspersed throughout the game
are quite good, and a good enhancement, and the

Wl voices are great. | was a little disappointed with the

graphics since it wasn't much befter than its 16-8it
siblings. If you'e ooking for some attack helicopter
fun, Soviet Strike i  great buy.
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PLAYSTATION ‘

PANDEMONIULL

- —l
CATEGORY: SIDE-SCROLLER
BEST FEATURE: GRAPHICS
WORST FEATURE: CONTROL, AT TIMES
¥ ALSO TRY: CRASH BANDICOOT

When | first saw Pandemonium, | thought it was kind
of strange but in a bad way. After | played it though,
‘my thoughts tumed around completely. | loved play-
ing Pandemonium. It is a fun game with great graph-
ics. Itisn't a true 3-D game, but it's a great side-
scroller with realtime 3-D-generated scenery. Some of
the camera views are extraordinary—it makes you feel
like you're going to fall off the edge of your seat. The
levels can be a little easy but they are also very
diverse—you probably won't see the same thing twice.
The cinemas are kind of cheesy as far as the voice act-
ing goes, but the animation is flawless.

jll My friend Crispin once told me that Pandemonium is
@ hybrid of Crash Bandicoot and NIGHTS. What this
‘means is that Pandemonium is a great game. The
‘graphics are the best part, They are bold and beauti-
ful. Wait a second...what if you looked past the graph-
ics? Well then, you'll realize that there’s not much
there. Pandemonium is just a fancy-dancy, two-dimen-
sional side-scroller played on three-dimensional back-
grounds. I'm not saying that's bad, but looking strictly
at the gameplay, you'll realize that Pandemonium is
not all that original. Outside of the graphics, I've
already seen and played this kind of game before.

Pandemonium mixes the play mechanics of Crash
Bandicoot and NiGHTS, making it a fun but mostly
linear platform game. 1 say mostiy linear because you
can at times choose different paths, aithough most of
the game i spent dashing along a track. The levels
hold a few secrets, too, so players shouldn't be too
‘eager to beat the game without exploring every nook
and cranny. Pandemonium’s graphics are phenomenal
(wait till yousee the tower level or—better yet—the
Sonic-like pinball stage). Yet Pandemonium isn't a
very inspired game. Most of the time, i’ just your

B standard-albeit very sharp-looking~—side-scroller,

I'had a lot of fun reviewing this title. The level designs
of Pandemonium are simply superb, with twists and
turns that will blow you away. On top of this, the

N music is wonderfully done and complements each
level. | enjoyed searching for secrets and shortcuts in
each area, and wondering which character would
work best in each level. While very much a Crash
Bandicoot clone, it's wonderfully done and has a fresh
feel to it. Even the opening cinema was impressive. |
would have liked to have seen more diversity in the
standard attacks, but the weaponry is hilarious. Get
the shrinker gun to really squish your enemies!
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Y fan of fatalities, but UMK has some pretty cool-look-
i ing ones—and some that are silly. For UMK3 being on
B the Super NES it looks and plays incredibly well (the

b S -
ULTIMATE MK3

PRESS START

—= =
ERMAC

1

MATURE

CATEGORY: 2-D FIGHTER

BEST FEATURE: NEW CHARACTERS
WORST FEATURE: TS NOT MK TRILOGY|
ALSO TRY: SF ALPHA 2

I could see how all of you may be getting annoyed
with all the different MK games that have come out or
are coming out fately. This version of UMK3 is really
a great fighter—that is if you like the digitized style of
MK. The moves and combos are great-looking as well
as being fairly easy to pull off. I've never been a big

SNES still as what it takes to handle graphic like
this). I'd say it's a little on the hard side, even with the
difculy being adjustable, but two-player s great,

Does anyone else feel a little cheated? After all, Mortal
Kombat 3 was released for the SNES just a year ago.
Now, we're getting Ultimate MK3 (a decent improve-
‘ment over MK3), while a couple of other systems are
getting Mortal Kombat Trilogy. Perhaps SNES rts

| wouldn’t want to buy UMK3 knowing that a better
MK package exists. The game and moves are pretty
much all there. Of course, the characters are small,
and the color palette sucks, but hey, we're talking
about an old machine here! | recommend this to MK
fans who may have missed Mortal Kombat 3.

UMK3 is the best MK game to hit the Super NES. So
why the less-than-perfect score? Well, if you bought
MK3 a year ago, you might not be too crazy about
plunking down more Gash for this slightly enhanced
version. It gives you four of the ninja characters (Jade,
Reptile, Scorpion and Kitana) that weren't available in
MKS3, plus four openly playable fighters that were
secret combatants before. You also get all the combos
(some were left out of MK3), as well as the new, yet
cheap, auto combos. UMK3's graphics are sharp, with
slightly farger fighters than in MK3. The only thing
missing from the arcade is the four-armed Sheeva.

Hmmm, | haven't found a good justification for buying
this overdone game (it's almost as bad as Street
Fighter now), but if you haven't invested in 32-Bit
hardware, and don’t own any of the Mortal Kombat
games, this s the one to get. The sheer number of
charadters is appealing (Hey! Where’s Sheeva??), and
the game engine is pretty close to the original. One
big problem of UMK3 s that the computer Alis
pathetic against certain charadters. To win, the com-
puter must pull off impossible counters to valid player
attacks, and that's never been a good substitute for
solid programming. Good rental!
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can't hold enough memory to handle Trilogy. Even so, |
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ARCADE GREATEST HITS,
e

CLASSICS COLLECTION
| BAckUP. NoNE [}
BEST FEATURE: FIVE GAMES IN ONE |
WORST FEATURE: ROBOTRON'S CONTRO!
ALSO TRY: MS. PACMAN s

Even though Williams didn’t approach this one like an
afterthought, | wonder why it took so long to come to
the Genesis. Lets face it, the graphics are nothing
spectacular—they’re not meant to be. As far as being
like the original arcade versions, Arcade Classics does
very well. All of the games look like the originals and
have perfect control. The sound is also right-on.
Although the Game Selection Screen is far from being
the most important part of the game, the Title Screen
looks pretty lame—like they didn't take much time on
it. This 16-Bit version of the game doesn't include
Bubbles, but this wasn't a big deal to me.

(In an old man voice): “Back in my days, we didn't
have those fancy. dancy graphics. High scores were
what made @ man a man!” This Williams’ compilation
is swell.It’s a must-buy for anyone looking for an
easy cartridge to get into. The best part of this cart is
that you can play for a few minutes, or you can play
for a few hours. Either way, you'll have fun. Robotron
is the best, though you'll definitely need a six-bution
controller to play properly (and even so, it's a hard
game). My only question to Williams is, “Why did you
leave out Bubbles?" Defender 2 should have been

B dropped for Bubbles for greater vriety.

Joust alone almost makes this fantastic arcade compi-

B lation worth buying, although the other four titles cer-

tainly don't hurt. AGH perfectly duplicates its five

arcade dassics (which shouldn't be any great technical
accomplishment, but it’s nice to see Williams coming.

through where it counts). The cart is missing Mr.

Bubbles, which was included in the PlayStation ver- “
sion. Still, the loss of one game is a small price to pay
to get perfect versions of the other five. You will need
a six-button joypad to play Robotron, though, since
the three-button pad makes it way too difficult to aim
your shots (and Robotron’s hard enough as it is).

| never would have thought the Genesis could pull off
these games! True, none of them require more power
than 16-Bit, but | didn't expect such a complete trans-
Jation that accurately mimics the arcade experience of
yesteryear. Only the omission of Bubbles was disap-
pointing, and | an live without that game to get my
hands on a portable (yes, portable, using the Nomad,
a great system in its own right) version of Sinistar (my

o fave), Joust, Robotron and Defender. Defender Il was

never my style. It's still a great port, though. Only one
statement sums up this cool game collection: “Beware,
| Livel"
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/‘ THINK YDUM CO0L FOR TH%RANGERS?
i 7 WELL, POLER RANGE: _EB FULL T BATTLE NEALL 18 GONNA

o TURN YOUR HEAD A WHEN YOU BET A LOAD OF EYE-
POPPING 30 MODEL FIELDS, AWESOME SGI RE 2 NEMAS
AND TEXTURE mAPP D ABPHICS, YDOU ON! T\BE ABL KEEP YOLUR

HANDS OFF y IPPERS THROW IN 50mME SMOKIN' ‘SDUND ER
AND ARCADE Y ABILITY, AND YOUNVE GOT A GAME T
/'T‘AKFS CDDL a LE NEW LEVEL--FULL TILTHBATTLE






Hold on tight, this ain't no joyride. i&'s up to you
to wipe the fife-muatating Aaching Head virus off
the face of this zombic-infested planet. Gquipped
with a bombful of futuristic weapens, you have
exactly fifeeen missions to annihilate each and
every ong of the putrefied mutants. And hen face
the viral villain himself in the mother of alf show-
downs. So don't. just sit there. Your bomb is waiting.




GO WHERE NO MAN
HAS EVER COME

OUT ALIVE. NOTICE

WE SAID “MAN

IF THE GAME GRAPHICS

DON'T BLOW YOU AWAY,

ONE OF THESE WiLL

OMETIMES,

HAVING A

Sometimes, you also need guts. Or a brain. Or quick

feet. Other times, you need all of the above plus

TREASURE SEEKING,
PUZZLE SOLVING, ALLIGATOR
WRESTLING, AND STILL TIME

grenades, a shotgun and a matching pair

FOR A FIGHT

: of nine millimeters. Such is your fate

when you control Lara Croft, heroine

heartthrob of Tomb Raider

E1D0S INTERACTIVE, CORE, ToMs RAIDER, LARA CROFT AND ER LIKENESS ARE TRADEMARKS OF
100s, PLc. ©1996 Ei0os




NOTHING LIKE A
LITTLE SWiM BEFORE
FENDING OFF A PACK

oF woLves

LER BODY ...

A BRIGHT LIGHT

JUST ISN’T ENOUGH. s

Lara has her sights on a few ancient artifacts, and

she’s not going to let anything or anybody get in her way.

Alligators. Wolves. Thugs. They're all tempting fate once

in Lara's path. But hey, what's a little temptation?

Especially when everything looks this good. In the game,

we mean. Check out Tomb Raider at www.tombraider.com.




TRICKMAN
TERRY SENDS
CHRISTMAS
CHEER TO
READERS!

Bundle up, Trickfans! It's cold
out there (at least for some of
you in the northern states)!
Trickman Terry is doing his best
to keep warm and find the
newest tricks for his loyal read-
ers. His dog, Kasey is even
going through training to help
Terry open the mail. (Right now,
she just chews on the
envelopes.) The Trickmeister
already got an early present—a
Nintendo 64 (he bought it and
sent it to himself)—so he is con-
tent with his new, electronic
gadget. Even so, there is always
room in Terry's Christmas stock-
ing for codes, which always
brings a holiday smile to the
Trickman's face. While lots of
people write Santa, Trickman
Terry would be ecstatic if he got
a pile of mail that came
remotely close to what the fat
man gets! Just send your tricks,
codes, cheats, FAQs and holi-
day greetings to;

Tricks of the Trade
1920 Highland Avenue, #222
Lombard, IL 60148

or send e-mail to
egmtriks@mcs.com

While Terry dethaws and
opens the mail with his mittens,
he'll look for the best ones. If
your trick is chosen, you'll get
your name printed in this awe-
some magazine, and we'll also
send you a FREE game for the
system* of your choice! Gaze at
the tiny text below for details
on the free stuff. Make sure if
you send e-mail that you include
your real name, address, city,
state and zip code.
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TRICK OF THE MONTH

FINAL DOOM

SYSTEM: PlayStation PUBLISHER: Williams Ent.

get invincibility (All Powerful).

Press Start to pause and
enter these codes as show

L1, Up, Down, R, Left, Left.
Level Skip: Right, Left, R2,
R1, Triangle, L1, Circle, X
(Press X to go to the level).
Map All Lines: Triangle,
R2,12,R2,R1,

ap
Triangle, L2,
Square.
Map All Objects: Triangle,
Triangle, L2, R2, L2, R2, R1,
Circle.

SCORE
FROM
AND EGM

Putin the “Lots of Goodies™ code
for all weapons and ammunition.

Enter the “Level Skip” code to
warp to any level in the game!

MANY CHEATS
iy e

I g v TRIP

e 7% Inthemiddlectany

17 4 game,pressSart
to pause. Then use the
controller to enter any
of the codes shown to

@

You can see everything on tl
map with “Map all Objects.”
X-Ray Vision: L1, R, L2, R1,
Right, Triangle, X, Righ

= further levels, get you
invincibility, give you
all weapons and
ammunition and more!

Robert Kurtz i
Lawrenceburg

IG WITH A CONTROLLER

RACT ACCESSORIES

Everyone who sends in tricks to the Trickman has a chance to win the Interact accessory

of his/her choice for one of the following systems: PlayStation, Saturn, 3DO, Super

NES,

Genesis, Game Boy or Game Gear! If you send in a great trick, you'll be eligible to win
our TRICK OF THE MONTH sweepstakes! If you win, you'll score your name in print,
the Interact Accessories controller and a free game for the (allowable) system of your
choice! Contests like this are only found in the Biggest and Best Video Game Mag,

Electronic Gaming MonthiyA







by Interact Accessories

PlayStation Codes
These passwords are for
use with the Game Shark
peripheral for the PlayStation
nly. They will not work on
their own with just the
game. Note: Do not try to
nodify the codes because
they are supposed to be
ntered as shown here:

Beyond the Beyond—
Infinite Cash:

80103884 FFFF

Quick Level Gain P1
01149F0 FFFF

Quick Level Gain (Annie)
0114A78 FFFF

Quick Level Gain (Percy)
30114B00 FFFF

Quick Level Gain (Samson)
80114B88 FFFF

Quick Level Gain (Edward):
30114C98 FFFF

Casper—
Infinite Health
8007F01C 0064
8007F02C 0064
Brass Ke:
8007EA28 0001
Iron Key:
8007EA2C 0001

Final Doom—

Map

800AB34C 0001

Rapid Fire:

800AB3F8 0001
ontinued on p. 108)

rEGm

ow RiP
When it says
“Finish Him,”
+ press Starton
. pad two. Have
w both players
. choose fighters.
#s%" Have Pl1beat P2.
You'll continue a
o 1P game with all
of your continues.

Start a one-player game.
Choose your player at the
Character Select Screen. Now
when you have been defeated
and it says, “Finish Him,” press
Start on the second player's
controller. Back at the Player
Select Screen, choose a char-
acter for players one and two.
It doesn't matter who you pick.
Have player one defeat player
two. After you do this, continue
a one-player game, and you
will have all of your continues
intact. Now you can keep
doing this trick to get through
the game without worry of
losing any continues.

To get access to all the
fighter jets, go to the Plane
Selection Screen and enter the
following code: Left, Left,
Right, Down, Up, Down, Right,

CHERTSH]
ACCESS ALL FIGHTERS
ow

Rip)
4 At the Fighter
" Selection Screen,
¢ ¥ enter the code:
"4 Lefc,Lefc Right,
s Down, Up, Down,
Right, Select.
§ This will give you
y | access to all the

MORTAL KOMBAT TRILOGY

As soon as you are defeated,
press Start on controller two.

Back at the Character Select

Screen, choose any players.
Iy
4
4

KREDITS & PRESS START

70 KONTINGE
9

All of your continues will be
intact after you do this.

Select. You will hear a shout
to confirm that the code
was entered correctly. Now
all of the fighters will be
available for you to select.
Choose a plane with good
speed, endurance, maneuver-
ability and stability to fight
for you. Use any plane, even
an F22 for combat in the
beginning missions!

Al of the fighters will now be
available for you to choosel

Note: The trick was done on a preprodicion version of the game an s subiect t change,

rest GPimne AR £o% orrioms

Have player one defeat player
two. Continue a one-player game.

Repeat this trick to co
playing as long as you want!

At the Plane Selection Screen,
enter the code with controller one.

Choose a high-attribute plane to
get you through the missions.



“THE ULTIMATE, MOST
REALISTIC COMPUTER
PINBALL GAME I'VE
EVER PLAYED.”

Rick Stetta
Five Time World
Pinball Champion

With a flick of your finger, you slam
the silver orb north, where it explodes
in a storm of lights and awesome sound

effects. No sweat, you think. But

_ as five more screaming balls

G A M E s 0 R EA L 5 descend toward your faithful
*flippers, you realize, this isn't a
game for amateurs. In fact, with
an ingenious regiment of ramps, loops,
orbits, targets, sink holes, lights, and
T H ' S ' s more, it's the most realistic pinball
game ever to come to the computer.

Pit your skills against the ultimate

pinball machine of the future.

TH E O N LY T H ' N G Experience Pro-Pinball today. And just

think of all the money you'll save !!!

YOU’LL MISS

@ Four different
action packed
games:
Space Station Frenzy, Bike Race
Challenge, Fast Frenzy and the
Ultimate Showdown.

e Play six balls simultaneously.

@ Six different table views to choose
from.
www.interplay.com

Playstation. BY GAMERS. FOR GAMERS.”




How did we come up with the exciting
new features found in Destruction Derby 22

By accident.

01:00:1b:21

Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven
new tracks are longer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve

as incoming missiles. There's all new fire, new explosions, and improved suspensions for more
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CERT SHEET

v<[ LEQ | THE SECRET CHAMELEON
TS
,(; > Choose Human
<! @DES *' " # Smoke. Press
e ¥ and hold

=" Left+High
P Punch+High
Kick+Block*Run
simultaneously
. until the match
begins to get
~by Interact Accessories f ’ Chameleon!

(PlayStation Codes

At the Player Select Screen,

Continued)

choose Human Smoke. Now,
Final Doom— before the round begins, hold
Shotgun: Left+High Punch+High
800AB388 0001 Kick+Block+Run at the same
Shotgun Shells: time. (For player two, hold
B00AB3A8 03E7 Right instead of Left.) As soon
Super Shotgun: as the match starts, Smoke
800AB38C 0001 will disappear in a burst of
Rocket Launcher: flames and Chameleon will be
800AB394 0001 his replacement! This transpar-
Rockets: ent fighter has the powers of
800AB3B0 03E7 all the ninjas when he turns

into them. Unfortunately, you
King of Fighters '95— cannot control which ninja
Infinite Health P1: you will be, because this is a
8008B454 00CF random process.
800BCFAO 00CF Curt Warner; Davenport, IA

Infinite Health P2:
8008B5B8 00CF
800BCFAZ 00CF

Project Overkill—
Infinite Health P1:
800997B6 0164
800997DA 0064
Infinite Ammo:
800997DC 6464
800997DE 0064
Green Key:
8005BDA0 0001

This code will give you three  Menu. Now, move down,
continues to help you survive highlight the “Sound FX"
in the game. To do this, starta  Option and enter the follow-
game and at any point, press ing code: Triangle, Square
Start to bring up the Pause Circle, X, Triangle, Circle,

Square, X, Triangle, Square,
Satum Codes ("J ENT Gp r”f’ Triangle. You will hear a noise

These passwords are for 1\ S IEEY and you'll see three triangular
use with the Galv:e §hauk [W‘ symbols appear at the top of
gﬁ?‘mﬁs‘ ﬁ{l (""gjv"(;:_‘;”c” I e B the screen. Now you have an :Iaghhgc: Soung :_X"rl‘n thed
\he»yr ownywlm just the c g At any time dur- advantege fo best the gamel - enua °r éu “

- 3
game. Do not try to modify - | ing the game,
these codes because they ] press Start to

are supposed to be entered bring up the
as shown here: Pause Menu. Put

o

&

£ in Triangle,

¢ Square, Circle, X,
By

Thangle, Circle,

Master Code for all

games— .
F6000914 C305 = S reX.
B6002800 0000 4 : 7"5"9" Pava
2. Triangle. You will heara sound. Move up  Three trianguiar symbols wil
and continue the game. appear. You have three continues!
(continued on p. 112)



OF THE SW

0 SERVE KING ARTHUR TO BATTLE EVIL. TO RISK ALL FOR THE HO

Uphold the virtues of . |
the Kingdom.

\
N\ Journey across Cameft
and beyond.

A legendary tale of betrayal
and murder!

A - Astruggle of unuc__ i‘f;‘?f
K _ against evil sorcery.

P

MATURE

~ Get Online at lmp /[ psygnosls.cum \

Pyanoss Al e s 5
The PlayStation an the PlayStation logos are irademarks of Sony Compider Entertaioment Inc. &




Lomax & Evil Ed
take GoodvsEviltoa
whole new level.

If you want to fight evil, then you’d better be ready to go the
distance. The m:scluevous Lomax is in way over his head. But
only he has the power to conquer Evil Ed and break the diabolical
hex that has been placed on his friends.

Zoom in & out of detailed landscapes up to 10 layers deep. Use
amazing flame-thrower helmets, helicopter helmets and many
more, to vanquish evil.

But look out. The Adventures of Lomax can be habit forming,
and that’s something even you may not be strong enough to fight.
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’%\ STREET FIGHTER ALPHA 2

KILLER
CODES

—by Interact Accessories
(Saturn Codes Continued)

Refer to the bottom of page
108 for the Master Code to
be entered before you put
these passwords in.

Alien Trilogy—
Auto-Mapper:
1606CE26 0084
Shotgun Shells:
1606CE32 0028
Shotgun:
1605AAFE 003C
Infinite Batteries:
1606CE42 0001
Infinite Charges
1606CE40 0002
Acid Vest:
1606CE2A 0064
Pulse Rifle:
1605AB02 0001

Battle Monsters—
Infinite Health P1:
160377F0 0064
Infinite Health P2:
160378F8 0064

Robo Pit—
Infinite Health P1:
1609D698 0090
1609D6E8 0090
Infinite Health P2:
160A09E4 0090
160AA7EA 0090
No Health P2:
160A09E4 0000
160AA7EA 0000

Three Dirty Dwarves—
Infinite Skills on Normal
Difficulty:

1604B85E 0007

World Series Baseball 11—
Home Team Wins:

160F419A 0032

Away Team Wins:

160F41BA 0032

EEGm

SYSTEM:

CPERTISHEET
[~ suPerAkuMA

ow, T RZIP

,E A, Atthe Player

= Select Screen,
hold Start and
do the code as

I:
&) ? shown to get
- Super Akumal!

Saturn

Super Akuma has been
found on the Saturn! To
access him, highlight Akuma
on the Player Select Screen.
Hold Start and move Down,

Down, Right, Down, Right,
Down, Down, Down, Left,
Down, Left, Down. Then press
any Kick or Punch button and
let go of Start.

PUBLISHER: Capcom of Japan

With Super Akuma you will
notice a difference in speed

VIRTUA FIGHTER KIDS

SYSTEM:

EFERTSHEET:
[ COmBoASTERWODE

oW, VR
At the Player
Select Screen,
you can choose
any character. On
the Normal/Kids

+ sub-menu, press

' Up10 times to

" get the Combo
Master Mode.

EEERT SHE
rm

I TRIP
,(: 4 Choose
"4 “Mission" from
7 the Game Menu.
At the Mission
Select Screen,
press Up, Down,
Down, Right,
Left, Down, Up,

From the Game Menu,
choose the Mission Option. At
the Mission Select Screen,
press the following buttons in
this order: Up, Down, Down,

Saturn

Pick any character you want
from the Player Select Screen.
On the Sub-Menu (with
Normal and Kids Option),

Choose any character at the
Player Select Screen.

Right, Left, Down, Up,
Triangle. Once you hear the
shout, it will confirm that the
code was entered correctly.
Now the higher level missions
will be available for you to
choose. Even though the mis-
sions will be more difficult,
the rewards will be greater
when you access these levels.

" 8815 -Shoot Down the Soken F-16
AEVAR- 100000 CREDIT

At the Mission Select Screen,

enter the code with pad one.

*Note: The trick was done on a Japanese version of the game and is subject 10 change.

PUBLISHER:

Sega

press Up 10 times. The words

Combo Master Mode will

appear across the lower boxes.
jen McClellan; Panama City,

On this sub-menu, prs Up10
times for the Combo Master Mode.

TRAINING.
WISSION

At the Game Menu, access the
“Mission" Option.

1+ - Desiray the O Refinery

Rk 450000 Sl

LEVEL - Aok
You will be able to access more
missions when you do this code.




| WOULD B
HONORED

Hope you aren't too attached
to your nose. Play Street
Fighter Alpha 2 for your Super
NES® and you have a good
chance of having it
rearranged. Ryu, Ken and
Chunli are back along with
over a dozen more charac-
ters, all spoiling for a fight
Custom Combos, new Super
Moves and Alpha Counters
give you a fighting chance.
/ Almost. You can bet some«
Ohlr\gsgolr\giogel‘bfokenhrsi

©1996 Copcom USA Inc. Allrights reserved.
™ and ® are tradwmarks of Nintendo of America lnc.

-
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% STREET FIGHTER ALPHA 2

KILLER
CODES

—by Activision
for PlayStation

Here are some strategies
provided by Activision
that will help you with the
locations of secrets and
certain characters.

World: Pre History

Level 1: Find the knife in
the bushes immediately after
you kill the first caveman.
Use the knife that you found
to kill the sabretooth tiger.
Be careful of his claws or
else he will skin you instead.
Location: Right after you
fight the first two cavemen.

Level 2: Ever try to fight a
caveman with a spear and a
sabretooth tiger both at
once? You must be nimble
on your feet and fight fire
with fire. Use the spear.
Location: After you jump
the gorge and visit the first
virus station.

World: Rome

Level 1: A beautiful Roman
woman welcomes you to
Rome. Life is pretty good.
But what is that behind her
back? It doesn't look like
roses to me!

Location: The very begin-
ning of Level One.

Level 2: Toro! Toro! Toro!
Have you always wanted
to be a matador? Always
wanted to be the center of
attention? Use the trident
and shield to defeat this
bull in the arena.
Location: At the end of
Level Two in the arena after
you defeat the two guards
[DRUTC

(continued on p. 118)

CEGm

I CHARACTER CHEATS

’ oW, TRIP
{ Do the codes
- ./ shown below at
4 ] the Player Select
= Screen to have
-i"f access to Evil Ryu,

plus Champion
- - Edition Dhalsim
gf and Zangief.

At the Player Select Screen,
do the codes as shown:
Evil Ryu: Highlight Ryu. Hold
Start and move Right, Up,
Down and Left. Then press any
Punch or Kick button and let
go of Start (Press Forward,
Down, Down-Forward+ x3 Kick
or Punch for his teleport move.
Do it the opposite way to go
backward).
Super Turbo Edition Chun-|
Highlight Chun-Li. Hold Start
for about five seconds then
press any Kick or Punch button
and let go of Start.
Champion Edition Dhalsim:
Highlight Dhalsim. Hold Start
and move Left, Down, Right,
Up. Then press any Kick or
Punch button and let go
of Start
Champion Edition Zangief:
Highlight Zangief. Hold Start
and move Down, Left, Left,
Left, Left, Up, Up, Right, Right,
Right, Right, Down. Then press
any Kick or Punch button and
let go of Start

G EPTSHEET:
[TRAPID FIRE N TRAING -

| oW, VAP,
k While choosing
= your character in
Training Mode,
hold the top R
button+Start and
"4 choose a fighter.

San [ !
For Evil Ryu, highlight Ryu and hold Start. Do the
shown to the left. Press a Punch or a Kick button.

T3

S T Biees
Highlight Chun-Li and hold the Start button for about five
seconds. Press a Punch or Kick button. You'll get her S1T. outfit|

To access Champion Edition Dhalsim, highlight Dhalsirn and
hold Start. Do the code as shown. Then press Punch or Kick.

)

play as C ighlight Zangief and
hold Start. Do the code as shown and press Punch or Kick.

Access the Training Mode,
and when you get to the
Character Select Screen, press
and hold the top R button+
Start while you choose your
character. Then let go and
pick your computer opponent.
When the match begins, you
can hold any button that does
a move and it will automati-

» Holding any button will give
cally be in Rapid Fire Mode!

you rapid fire for that button.

“Note: The trick was don on a Japanese version of the game and s subject 1o change.



THESE REMARKABLE

ADVENTURES

BEGAN A LONG TIME AGO

IN A GALAXY
FAR,FAR AWAY.

(THE PRICE, HOWEVER, IS QUITE DOWN TO EARTH.)

SHATHDAVY SLANVSNON =

5 incredible
STAR WARS CD-RO!

You don't have to be Yoda to comprehend the wisdom of this deal. Four classic Star Wars games: TIE Fighter Collector's CD-ROM™,

Includes the world-
wide exclusive CD,
MAKING MAGIC:

A Behind-The-Scenes |}
Look at the Making of
the Star Wars Trilogy
Special Edition.

Rebel Assault™, Rebel Assault 1™, and Dark Forces™ Super Sampler Edition with 3 playable levels.

Plus, an insider's look at the theatrical release of the Star Wars Trilogy Special Edition.

=) Five incredible titles for MS-DOS & Windows 95. All for one incredible price

™ & © 1996 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization http://www.lucasarts.com



IT SEEMS EVERY AD
TRIES TO SELL YOU
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Xevious, Dragon Buster, Gaplus, Grobda
and Mappy are all included on one groovy
CD - each game an exact translation from
VRSN the original arcade coin-op. Hey, who
said you can't have fun at the Museum?

Lose the hype. Enjoy games that are hip.
Namco Museum Volume 2™ is the second
release from our classic arcade anthology.
Six more arcade hits blast out of the past to
give you flashbacks of fun. Super Pac-Man,

i@ PlayStation|
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%‘ STREET FIGHTER ALPHA 2

KILLER
CODES

by Activision
for PlayStation

World: Japan
Level 1: Fight a ninja! After
you defeat the two karate
experts, get ready for the
two ninjas but be careful of
their ninja stars. You can
even the odds by finding a
Samurai Sword before you
ross the bridge.
Location: In the garden in
the beginning of Level One.

Level 2: The old samurai
with two blades, well, you
must use your trusty blade
quickly, or he will turn you
into sushi
Location: After you defeat
the two karate masters in
the studio and you cross the
ridge with the spiked
olling logs.

World: European

Middle Age

Level 1: The Silver Knight

His sword is mighty and

swift. Grab the knight's
word outside of the crypt
efore you go into his crypt
0 even the odds. He is
stronger but you are smarter.

Location: After you find

the knight's sword outside

tair where the two

ds with swords are
ding him

evel 2: You can't beat the
jht? Slay the sorceress
see how easy defeating
knight can be

ation: After you walk up
stairs from the courtyard,
after you beat the two

uards with the maces.

-

CRERTS
[ imaciencooes

4] O, TRIP
G . ST.Chun-Li

=5 . Hold Start for
w five seconds.
™ Super Akuma:
. Hold Startand

press Down,

Right, Right,

Down, Left,
-8 Down, Left,
) I8 bown. Right,
7" Right, Right.

At the Player Select Screen,
do the codes as shown:
Super Turbo Edition Chun-Li:
Highlight Chun-Li. Hold Start
for about five seconds then
press any Kick or Punch button
and let go of Start. (This Chun-
Li does her fireball by holding
Back, then pressing Forward on
the pad with a Punch button.)
Super Akuma:
Highlight Akuma. Hold Start
and move Down, Right, Right,
Down, Left, Down, Left, Down,
Right, Right, Right. Then press
any Kick or Punch button and
let go of Start. (The new
Akuma is faster and can do

Here is a code that will
allow you to fight in a special
stage. You will battle against
yourself in a boxing arena. At
the Main Menu, move down

CRERTSEEET
[ FeRTYoUREEE

= TRIP)
£ At the Code
= Screen, enter the
password, COM-
MANDO. This will
transport you to a
+4 boxing ring where
4 you will have to
RS fight your alter
F i/ ego to the death

120

Highlight Chun-Li and press
Start for about five seconds.

For a more powerful Akuma,

highlight him and do the code.

a double fireball in the air
Jump and press Down,
Down-Forward, Forward+
Punch]. He is also much
faster with every move. One
of his Level 3 super attacks
can even go across the
screen now [Jab, Jab, Right,
Short, then Fierce when
facing right]).

and highlight the word,
“Code." This will bring you to
the Password Screen. Enter
this code in the middle of the
screen: COMMANDO. After
you enter it, press the X but-
ton and you will be warped to
a new stage where you will
have to fight yourself in a
boxing ring!

Mickey Man; Flushing, NY
TIME COMMANDO

N L L

She will appear with the Super
Turbo outfit for a classic fight]

After ending the trick with a
punch or kick, he will appear!

7

Super Akuma now has Double
Air Fireballs to destroy his foes.

At the Main Menu, highlight the
word, “Code” and enter it.

[ inamatch. 2. =
& You will be warped to a stage
where you'l fight your done!

ntinued on p. 120)

On the Password Screen,
enter the word COMMANDO.

(118 | =[]

“Noto: The trick was done on a Japanese version of the gam and s subléct 1o change,
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% KING OF FIGHTERS '95

KILLER
CODES

by Activision
for PlayStation

World: Conquistador

Level 1: Hell hath nd fury
like a woman scorned
especially if she has a sword
in her hand. Down in the
ship there is a beautiful
woman waiting with a
sword. She is an excellent
swordswoman. It is suggest-
ed that you bring a sword or
a halberd.

Location: Inside the ship
after you defeat the two
guards with halberds

Level 2: Beware of flying
Aztecs. They are both light
and deadly on their feet.
Location: After you defeat
the spiders in the courtyard.

World: Wild West

Level 1: Remember the
phrase, “Never bring a knife
to a gunfight?” Well, this
time the odds are not in your
favor. Beat up the sleeping
bandito and take his
weapon. Go inside the
saloon, shoot the poker
player and grab his shotgun
The odds of you surviving

in this town depend heavily
on this.

Location: In the saloon
located on the left side

of the town when you start
the level.

Level 1 (more): Trouble
with banditos? Banditos
with dynamite? Use your
shotgun to get rid of these
pesky varmints!

Location: After you defeat
the Indians on the ridge, at
the end of level one.

ntinued on p. 121)

SYSTEM: PlayStation

’ PLAY AS THE BOSSES

’ oW 1)

ﬁ -+ Choose Team

= « Play from the

ﬁe menu. When

* ' asked to Edit,

wi®  pick “Yes." Hold
Start and enter
Up+Circle,
Right+Square,
LeftsX and
Down+Triangle.

At the Game Select Screen,
move the arrow to the Team
Play Option and select it. When
the screen appears that asks if
you want to Team Edit, choose
“Yes” On the Character Select
Screen, press and hold Start.
While holding it, press
Up-+Circle, Right+Square,
Left+X, then Down+Triangle.
Two new character boxes will
appear, making the Bosses of
the game playable! Here is a
listing of their moves:
Kunsana,

YA > +X or Square;
» Ay <+X or Square;
»y 4 +X or Square;

For infinite lives in Blast
Chamber, go to the Main
Menu Screen and with
controller one, enter Square,
Left, Square, Right, Circle,

-
INFINITE LIVES
pss

T RAP
C 4 Atthe Main
= 4 Menu, enter

wt } Square, Left,
w Square, Right,
F Circle, Down,

Circle, Up. Choose
the Solo Survivor

option from the
Games Menu to
have infinite lives.

PUBLISHE

S T g

Choose Team Play from the
Game Select Menu.

Omega Rugal and Saishu
Kunsanagi will appear!

Special -Y p <t p YA > +Square
Rugal:

YA > +X or Square;
» Ay <+X or Square;

» <€) YA »-+X or Square;
<4 YA »+Circle or Triangle;
Y4 <y +Circle or Triangle;
Special —»\Y) A,
+Square+Circle.

Olaf Martinez; Houston, TX

ircle, Up. Go into the

“Games” Option and Choose
the “Solo Survivor” Option.

Once you select this,
you will have chosen One-
player Mode. Go back to
the Main Menu and begin
your game. Now when
you die in the game,
your lives meter will not
go down!

5010 SURYIVOR®

X - SELECT & - BNIT

In the Games Menu, choose
the Solo Survivor Mode.

Sony Computer Ent

TERNEDET?

2 © BUsH
LA TN

STARL
AUTIONE
Pick “Yes™ when asked to
Team Edit. Then do the code.

Choose the Bosses to be on
your team to ensure a win.

Master the Bosses for the
ultimate fighting experience!

When you're at the Main Menu,
do the code on controller one

Now you will notice that your
lives counter will stay at threel
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2 MORTAL KOMBAT TRILOGY

KILLER
CODES

by Activision
for PlayStation

World: Modern War

Level 1: After you defeat
the soldier in the bunker
grab the pack of hand
grenades he was sitting on
Location: In the bunker at
the beginning of level one.

(continued on p. 122)

CHERTSHEET
[_Lem

TR
,C’ At the Character
7'+ | Select Screen,
~ * highlight Sonya.
Hold Start and
press Up. Then
" choose a charac-
ter. “Select
Kombat Zone™
~ will appear and
you can choose
your level.

Start a game and highlight
Sonya on the Character Select

Screen. With Sonya highlighted,

hold Start and press Up. Then
choose your character and a
screen that says, “Select
Kombat Zone” will appear.
Press Left or Right on the
directional pad to switch the

Highlight Sonya and hold
Start. Press Up.

By pressing left or right, you
will be able to choose them.

level on the bottom of the
screen. Choose it and you will

SYSTEM: PlayStation PUBLISHER: Williams Entertainment

Choose your character and
“Select Kombat Zone" will appear.

You will be warped to the level
of play that you chose!

be warped to that level!
_Pat Dolan; Rockford, IL

eyewear compatible wi
TV, yet costs under $100%

J9ur 2C anel
gl _\nJ

Easy plug and p|
lets you develop
3D content using

In your face, incredibly :
helievahle 3D effects popping
the screen with images so real
you'll think all hell broke loose!
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2 NFL QUARTERBACK CLUB ‘97

KILLER

CODES

—by Activision
for PlayStation

Level 2: Does the fat man in
the subway look familiar? He
may look nice and familiar,
but his cigars can Kill.
Location: In the middle of
the second level, after the
bridge with all the bazooka
guys on it

World: Future

Level 1: Ever been trapped
in the elevator with a beauti-
ful woman? How about

a beautiful, evil woman with
two sharp sabres who is try-
ing to kill you? Stay a dis-
tance away and shoot her.
Location: After the two
flying guards, after you

go down one floor on

the elevator.

Level 2: Yes, the mech
monsters are cute and
cuddly but really aren’t very
friendly. Use your yo-yo
weapon against the three
you meet as you depart
your spaceship.

Location: At the beginning
of the second level, right as
you get off the spaceship.

—by Activision
for PlayStation

Here are some multiplayer
strategies provided by
Activision to help you out in
certain levels of this game.

Wind of Death: Most of the
fatalities in this chamber
come from players being lift-
ed by the fans and slammed
into the ceiling spikes...
(continued on p. 124)

(122] = | |

CHERTSHEET,
[~ Towsorcoes

oW, TR
-+ Enter these
* codes at the
gt Team Select
= ' Screen to be
a'a"‘( able to access

things to the
I- players or mess
2} 4{ with their height.
= o

These codes will either give
you some great advantages for
your team, or they are just
funny to see! To do these tricks,
go to the Team Select Screen
and enter the following for
various results:

Pro Bowl Teams: L1, L1, L1,
Triangle, L1, L1
IL.?nd Mines: L1, L1, L1, R1, L1,

pery Ball: L1, L1, L1, L2,
L1, L.

No Fumbles: L1, L1, L1, R2,
off Déy
L1, Triangle.
Big Boys: L1, L1, R1, Triangle,
L1, R1

L1, Triangle, R2,

Small Guys: L1, L1, R1, R1,

At the Title Screen while
Start” is flashing, press
this key command: A, B, Z, X,
Y, C. You will hear a sound to
confirm that the trick worked.

CrHERTSH]
[ POVASTHERDSEES

T2

"/ flashing, press A,
¥ B,Z,X,Y,C.You
will hear a sound.
Now in any mode,
,  youcan play as
'y ., the Bosses of
4 : the game.
‘

Enter all of the codes at the
Team Select Screen.

Being a three-foot-high
linebacker isn't very easy!

R1.
Throw 100 Yards On Bomb
Zone Play: L1, L1,R1,R2, L1,

R1.

Speed Up Game: L1, L1, L2,

L2, L1, L2.

Special Teams: L1, L1, L2,
L1,1.2,

Team Power Boost: L1, L1,
R2, Triangle, L1, R2.

Press Start to get to the
Main Menu of the game
and choose either a one-
player game, Vs. Human

or Vs. Computer, and you
will see that you can choose
from two more characters:
Repli and Wolf. Now you
can try to beat the game

by playing as the Bosses!

Choose any fighting option at
the Main Menu Screen.

“Note: Ths bk was done on a_ preproduction versio of the game and s Subject o change

SYSTEM: PlayStation PUBLISHER: Acclaim

Enter the Land
you want a good laugh!

You can size the teams up
with the Big Boys code!

At the Title Screen, with “Press
Start Button,” do the code.

4 A
You will be able to pick from the
Bosses, Wolf and Repli!




SYSTEM: Saturn PUBLISHE

CHERTISHEET
[ FoPONONELEE

5 V1B

(,_: From any mode

=5 in the game,
choose the 100
meter dash.
When the
announcer says
your name and
course number,

“ press Up, Left,

Down, Right, X.

As soon as your name and course are
announced, do the code with pad one.

This trick will let your
character hop on one leg to
the end of the finish line in
DecAthlete. At the Select Mode
Screen, choose the Arcade,
Decathlon or Practice Option
and begin the 100 Meter Dash.
As soon as the announcer
starts to say your course nul
ber and name, press the fol-
lowing buttons on controller
one: Up, Left, Down, Right, X.
When the race begins, your he/she reaches the finish line. You still
chosen character will begin to have a chance to win the race, as this
run, but then the character will  does not slow your character down in
start hopping on one leg until any way.

After the race begins, your character
will hop on one foot to the finish line!

CRERTSHEE]
MAX OUT YOUR POINTS
o

6000P

=TRACHISS M |amnmcts
{AERODYNANICS |

es, press L1,
LB, Sk ~ =] REDUCES TURBULENCE
Down simuilta- . s
neously on con-
troller two. Hold
4 them until the
Tltle Screen.

You have now maxed out your number of
points. You can upgrade with no problem!

Start and Down simultaneously on c
troller two, right after the opening demo
Now you can max out your is over. Keep holding these buttons until
point total to achieve better the title appears at the Main Menu
parts for your supercar. Just Screen. Begin a game and check out the
press and hold: L1, L2, R1, number of points you have accessed!
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KILLER
CODES

—by Activision
for PlayStation

This is actually extremely
easy to avoid. Just stay away
from the middle of the fan
belt. When you have to cross
the fans, run along the front
of the chamber or the back
of the chamber—never in the
middle. Also, try waiting until
one of your opponents goes
near the middle of the fans
(to score or get the crystal)
then push them onto the
fans. They'll never know
what hit them!

Radioactive: When you
have the crystal, jump on the
180-degree kicker, and don't
move in the air. You should
land right on the reactor
platform to score. When your
opponent has the crystal
and is just about to jump on
the 180-degree kicker to
spin the chamber and
attempt to land on the plat-
form, hit the switch on the
chamber floor. As they fall,
they will find more than just
a reactor waiting for
them...they'll find a big
stream of plasm, warming
their toes and reducing 'em
to very tiny pieces. Also, as
an added bonus, use the
Crystal Bomb whenever your
opponent gets the crystal.
Then, refuse to spin the
chamber until they blow up.

Tenderizer: Here's a cham-
ber where you can help your
opponents to really rack up
the deaths. First of all, just
forget about the crystal for
now. Let the other players
fight over it. You should
jump over the spiked
wall/Tenderizer, run past...
(continued on p. 126)

WEMAY CHEEY.
CFERT SHF-ET
TOTAL CHEATER MODE
Fp oW, ZD
E ,‘-'f Follow the
=¥ instructions
as listed below
to access
45 some awesome
switches that
+ let you cheat
g in many ways
F é throughout
U the !
= 3«’_ the game!

There were tricks for the
Japanese version, but now
it’s our turn. To access the
debugging features in this
game, choose “Option Mode”
from the Title Screen. When
the Options Menu appears,

highlight “Exit” and hold the X,
B and Z buttons. While holding

these, press and hold Down
on the pad and quickly press
the A button while the “DIP
Switch” Option is highlighted
(Note: You must press the

A button before the cursor
starts to move down again.)

Once you've done this correct-

ly, you will find three new
options at the DIP Switch
Menu. Turn the “Enemy Level
Disp.” Option on to see the
experience levels of every

enemy in the Story Mode. With
the “Next Exp. Disp.” Option on,
you'll get a “Next” indicator on
the screen in Story Mode that
saves you from having to pause
the game just to find out how

many experience points you
need to go up a level. Best of

all is the “Debug” Option. Turn

this on to gain access to the
following features.

A “Test Mode” Option will
appear at the Options Menu,

allowing you to see any of the
game’s seven different endings.

In Story Mode, when the
Character Setup Menu
appears, your character
will have a level of 200;
you'll also have 200 bonus
points to fully max out your
strength, vitality, intelligence,
mental powers, agility and
luck ratings. A Stage Select
Menu will also appear after

Choose the “Option Mode™
from the Title Screen.

New options will appear in
the DIP Switch Menul

You will begin at Level 200, plus

you'll have 200 bonus points.

you choose your character.

In Story Mode, you can refill
your life points at any time by
holding X+Y+Z and pressing

UP (Don't press Down with
this code or you'll die.)

In Story Mode, you can
skip to different scenes in

the game using the following

commands:

Hold R and press Start to skip

ahead one event, R+A and

Start to skip two events, R+B

and Start to skip three, R+C
and Start to skip four, L+R
and Start to skip back one
event, L+R+A and Start to

skip back two events, L+R+B

to skip three, and L+R+C to
skip four.

In Vs. Mode, you can
choose from any of the 45

different characters, including
heroes and enemies from the

entire game.
In Story and Vs. Mode, if

you pause the game and tap

the L button, you will see

‘When the Options Menu
appears, do the trick.

5

Turn all of the new options on and
you'll see your Karma points.

With Debug on, go into the
options and test the endings!

boxes drawn around the
characters that show how the
game’s collision detection
works. If an enemy touches
the box, it registers a hit. If
you pause and press the L
button a second time, the
boxes will be three-dimen-
sional. Pause and tap L a third
time to remove the boxes.

If you have both the
“Debug” and the “Next Exp.
Disp.” Options turned on,
the red and black meter in
Story Mode will display your
karma points instead of
experience points.
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CHERTISHEET,
T

in the game,

choose the 100

Meter Dash. After

the announcer

says your name

and course As soon as your name and course are
4" number, press announced, do the code with pad one.
TEy Left, Right, Left, e — - e
‘7 Right, X.

This trick will let your charac-
ter roll to the end of the finish
line in DecAthlete. At the Select
Mode Screen, choose the
Arcade, Decathlon or Practice
Option and begin the 100 Meter
Dash. As soon as the announc-
er starts to say your course
number and name, press the Your character will roll into a ball and
following buttons on controller ~ tumble toward the finish line!
one: Left, Right, Left, Right, X.

When the race begins, your he/she reaches the finish line. You still
chosen character will begin to have a chance to win the race, because
run, but then the character will  your character will not be slowed down
crouch into a ball and roll until  with the use of the trick.

EPERTISHEET
w

Press Startina
game. When
paused, highlight
Review Mission.
Hold Square and
* press Circle, X,
Triangle. Release -
o “ andbiold Glicle top of the screen. Your life will be 2001

and press > b
Square, X, option, Review Mission. Now hold down

“ Triangle. the Square button and press: Circle, X,
Triangle. Then release the Square button
Begin your game and when then hold down Circle and press:
you are low on life, press Start. ~ Square, X, Triangle. If done correctly,
A menu will appear, in which Cheater should appear at the top of the
you need to highlight the last screen, and your life meter will replenish.

U
z




—by Activision
for PlayStation

the reactor, leap over the
low wall and wait next to the
switch at the left side of the
chamber. When someone
finally gets ahold of the
crystal, let them run for the
reactor. As soon as they're
positioned between the ten-
derizer and the low wall next
to you, hit the switch. The
tenderizer will slam shut,
and anyone unfortunate
enough to be standing in
the crush zone will be
squashed like a highly
explosive insect. For added
fun, rotate the chamber to
keep everyone off balance,
and repeat the whole
process. When you finally
decide to score, grab the
crystal, flip the switch to
close the tenderizer and run
around behind it. As long as
it's closed, you should be
able to reach the reactor
safely and easily.

—by Electronic Arts
for PlayStation

To view all the cinemas in
this game, just enter this
simple code when you boot
up your game. When you
turn on your PlayStation,
press and hold R1. Keep
holding it until the
hidden Cinema Screen
appears. You will then have
the opportunity to choose
from several different cine-
mas to view including the
winning and losing cinemas,
the Super Bowl and the
Tournament cinemas and
even the production compa-
ny cinema! A few of them
are pretty impressive!

1261 = |

MORTAL KOMBAT TRILOGY

STEM: PlayStation

and highlight a

This awesome trick will let
you access a Secret Konfigure
Menu which gives you five
extra options to choose from
On the Main Menu Screen,
highlight and choose “Options!

In the Options Screen, highlight

one of the selectable boxes
and hold the top four L and R
buttons. With these held, hold
Up. The game will make a
noise and the screen will
shake. Now you may access

the Secret Konfigure Mode that

will let you turn on or off these
special options:

One-Button Fatalities: The
top four buttons are now used

FE
l FULUHEALTH
POWE ZIT RIS

On the Pause

This code will give your
character full health to help
you survive in the game. To do
this, start a game and at any
point, press Start to bring up
the Pause Menu. Now move

Highlight and select the

Options Menu from this screen.

Then hold Up and the question
mark will be selectable.

to give your opponent fatali-
ties, babalities, brutalities, etc.
Instant Aggressor: The
Aggressor meter comes up
very quickly in the game.
Normal Boss Damage:
The Bosses are harder to kill.
Low Damage: It's harder to
kill any opponent.

Health Recovery: You will
recover energy in the game.

When you're low on health at
any point, press Start.

down, highlight the “Sound
FX" Option and enter the
following code: X, Triangle,
Triangle, Circle, X, Triangle,
Triangle, Circle, Square,
Square, X. You will hear a
noise to confirm that it
worked. Now your life meter
will be filled back up. You
can do this at any point in
the game.

PUBLISHER: Will

Highlight one of the baxes and
hold the top four L and R buttons.

SECRET XONFIQURE
1 BATTON FATALITIES:
INSTANT AGGRESSO)
NORMAL BOSS/DAMATE:
LOW DAMAGE:
HEBLTH RECOVER

4

The Secret Konfigure Screen
will appear with the options.

Use the top buttons todo a
one-button fatality. It's awesome!

Your player's health will move back
up tofull Do this any time you want.
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“This guido will give you a

Aglle Warrior F-111X (PS)
Bame Arena Toshinden 2 (PS)
Battle Arena Toshinden Remix (sat)
7/96, 8/96
Black Fire (Sat)
Bladeforce (300)
Bogey: Dead 6 (PS)
11/96
Bust A Move 2 (PS)
8/96, 9/96
Captain Quazar (300)
7/9
Clockwork Knight 2 (Sat)
10/96
College Slam (Super NES)
6, 9/96
Cyberia (PS)
Cybe'speed (PS)
DecAmle(e (Sat)
11/96
Descent (PS)
Die Hard Trilogy (PS)
96

Donkey Kong Country 2: Diddy's Kong
Ques( (Super NES)

Ear\hworm Jim 2 (Sat)
Earlhwnrm Jim 2 (Super NES)
Game Guru (300)

11/96

GEX (Sat)

6/9

GEX (PS)

Goal Storm (PS)

6/96, 7/96

Golden Axe: The Duel (Sat)
Guardian Heroes (Sat)
8/96

Gun Griffon (Sat)

10/96, 11/96

Gunship (PS)

10/

Hang-On GP (Sat)

7/96
The Hive (PS)

11196
The Horde (Sat)

6/9
International Track and Field (PS)
In the Hunt (PS)

I
Iron Storm (Sat)

/91
Jumping Flash! (PS)

9/9¢

King of Fighters '95 (Sat)
8/

Lemmings 3D (PS)

6, 1

Namco Museum Vol. 1 (PS)
796, 11/96
Namco Museum Vol. 2 (PS)
11/
NBA Shoot Out (PS)

7/96

Need for Speed (PS)
6196, 7/96, 9/96, 10/96

the lastsix monihs of Monthly

Need voy Speed (Sat)
ngm Wlmurs DarkStalkers' Revenge (Sat)
NFL uarterback Club ‘96 (PS)
P(Iolwlngs 64 (N64)
10/96, 11/96
Pocahontas (Gen)
8/96
PO'ed (PS)
7/96, 8/96
Power Piggs of the Dark Age (Super NES)
7/96
Prehistorik Man (Super NES)
7/96
Primal Rage (PS)
7/9
The Raiden Project (PS)
61
Resident Evil (PS)
96, 10/96
Return Fire (PS)
8/96
Rise 2: Resurrection (PS)
6/9
Robo Pit (PS)
11/96
Separation Anxiety (Super NES)
/96

Shellshock (PS)

9/96
SimCity 2000 (PS)
11/96

Skelelon Warriors (Sat)

Skele\on Warters ()

Solar Eclipse (Sat)
Starblade Alpha (PS)
11/9¢
Street Fighter Alpha (PS)
9/96
Street Fighter Alpha 2 (Arcade)
8/9¢
Super Mario 64 (N64)
10/96, 1
Super Mallo RPG (Super NES)
8/96
Tekken 2 (PS)
Tetris Attack (Super NES)
10/96, 11/96
Theme Park (Sat)
7/96
Triple Play '97 (PS)
9/96
Utimate MK3 (Sat)
V-Tennis (PS)
VectorMan (Gen)
vmux Fighter Kids (Sat)
11/96
Wllllams Arcade's Greatest Hits (PS)
/96
Worms (®s)
10/9¢
X-Men: Children of the Atom (Sat)
7/96

(Look for the update in next month’s
Tricks of the Trade!)

fOPDED

www.reloaded.com




¥ SEGA SATURN

hat bowling pin or shotglm)
Blast, bludgeon or seven-ten split‘hordes of
villians in the Bronx, then rescue four genius
kids taken by a sinister general.'
Alternate between the dwarves on the
fly to unleash special moves or combine
them for fast attacks in “brawl mode” or
“morph dwarf.”
Three Dirty Dwarves delivers non-stop head
smashing action with a high- enefgy" ]
tra:k and a look all its own!

Three Dirty Dwarves" for Sega Saturn' and Windows* 95

For a free demo or to order Three Dirty Dwarves o
direct, call 1-888-SegaSoft * www.segasoft.com



“Loads of character, interesting enemies and a completely
distinctive graphic style.”
NEXT GENERATION ONLINE I

PLAYERS

“Looks gorgeous and plays extremely well... even
% the loading screen is cool.” |
GAME FAN

“Entirely worthwhile, challenging
and constantly entertaining.”
GAME INFORMER
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STREET FIGHTER Ill SPECIAL FEATURE

REINVENTING THE GAME

tand back, everyone! Capcom, the

company that single-handedly

paved the way for the fighting
game frenzy, has finally learned to count
(sorry, Capcom, it HAS been a looooong
wait for this onel). Street Fighter Il is on
the horizon, and we're ready! Our top dog,
Ed Semrad, was on hand to grab some hot
footage of a Street Fighter 11l demo tape,
and we're going to analyze this baby to
see if this sequel is worth the wait or if it's
a case of too little, too late.

Now, I've got to hand it to Capcom,
easily the most criticized fighting game
developer in existence, for their patience
in releasing Street Fighter I11. Take a look
at the time between the first Street Fighter
and Street Fighter II, and you'll notice the
vast difference in quality. Street Fighter I
was light-years ahead of its predecessor:
more choosable characters, more special
attacks to learn, twice the graphics ability
and an innovative game engine. That's a
tall order!

Now let’s look at the things we've come:
to expect from Street Fighter Il Over the

PRE-SF (TuE INFANCY OF THE FIGHTING GENRE
A ——

| [ |
1983 1984 1985

past few years, we've been teased with
“modified” versions of Street Fighter I1.
Even the Street Fighter Alpha series didn't
offer much in the way of i ion. Yes,

Ken Masters is also back, and sports his
shaven locks and a serious attitude.

is a further modification or a true sequel.
The signs are good, however, that Capcom
has done its homework. Here's a quick list
of the so far:

each version was more “advanced” than
the previous, but the similarities were too
great and boredom ensued. This is the
REAL challenge facing this new entry:
How do you reinvent the game? On the
following page, we take a good hard look
at the footage we've gleaned so far, and
pick out what makes it different. At this
point, it's hard to tell if what we're seeing

1
1986

STREET FIGHTER TIMELINE -vhere

132] = ]

This is only the beginning. Stay tuned for
more information as it becomes available!

[}
1989 19

where we're going and how we'll get there

7
90




With this new installment, Capcom has

pulled out the stops to make Street Fighter

a playable anime game. Street Fighter IIl

has the most advanced animation of any

two-dimensional, hand-drawn fighter ever.

Many intricate details are apparent as

shown in Ryu's Super Fireball. Note the

detail in the animation frames to the right.

You'll clearly see that this one motion has

been painstakingly produced to give the

effect of a massive power surge, flowing

through Ryu in the form of a Super Fireball. Even simple moves are highly detalled;
(Note the wind trails.) the animation is near anime-quality.

Take a good look. This isn't just a kid's

game anymore. This is the new generation.

Ryu and Ken plainly have an older, wiser air

about them, as this battle clearly takes

place after the current Street Fighter series.

New characters include a female ninja, a

duo of nimble twins, a radical skateboarder

and even a new Shotokan character, Sean,

who is reminiscent of the current joke

character, Dan. Perhaps his name will

change to Dan over the course of the next =

few months. Not many returning characters More versatile fighting styles enter the
are to be found in Street Fighter Il ring with the all-new cast of characters.

This new feature has expanded the fighting 5 S

arena to the sky as well as farther to the left

and right. As characters are launched high

into the air, the “camera” zooms out to show

more of the playing field. This radical change

from the current Street Fighter games really

packs a punch. It's not as revolutionary as it

seems, considering many Neo+Geo fighting

games have done this for years. Yet, with this

advanced graphics engine, the effect is quite

spectacular. The transitions are smooth, and

bear none of the trademark clunkiness of Now the p!aylng field has expanded o
older titles. scroll upward and outward for variety.

Now considering the minimal footage we
have of the game, | must say | am
impressed. The fluidity of the gameplay
shown “feels” right. The Super Combos
seem less flashy and more effective, yet not
overbearing. I've always had a feeling that
the entire Super Combo System was not
fully integrated into the play mechanics, as
though it was an add-on someone thought
of at the last minute. Now every attack is
fluid. No annoying pause waiting for the

Super Combos to perform, etc. This is The entire Super Combo System has
exactly what a fighting game should be. been reworked to bring backthe magic.
w2 SF2CE lsr 2r SSF2 SSF2T i ISFAZ SFEX SF3
—— _:7:
| |
1991 1992 1993 1994 1995 1996 1997 1998
ghter, ighter II, SF2CI o E, Fighter Il Turbo, P Fighter Il SSF2T-Sup ighter Il Turbo,
Alpha, Alpha 2, | SF3-Street Fighter il

(=133
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Invitotion te Darkness

Are you smart enough to pass the Tecmo’s Deception Examination?

You have been wrongly convicted of murdering your father and are about to be burned at the
stake. By the power of darkness you have been delivered from your death. How far are you
willing to go to save you life?

1. Who are you going to trap and kill?
a) All of the intruders.
b) Some of the intruders.
©) Just the intruders you don’t like.
d) Just the intruders who piss you off (like Yurias).
€) Most of the above.

2. How are you going to trap and kill the intruders?
a) Spike them from the wall.
b) Crush them with the Stomp.
¢) Zap them with the Volt Cage.
d) Use Mind Kill.
€) Most of the above.

T
" [jn' Al O 2,2 1] ]
3. What are you seeking? £ LL— iy o

a) Revenge. .
b) Vengeance. \
¢) Redemption.
d) Acquittal. A
€) All of the above. o

enge seekers

3. Are you really... «
a) A good guy.
b) A bad guy.
¢) A victim of circumstance.
d) A wimp.
e) All of the above.

For the answers see the Temco Super Bowl ad in this same

© Tecmo, L1 1996 TECMO" s @ registered trademarl of Tecmo, In Licensed by Sany Computer Entertainment America for use with the PlayStation game console. PlayStation
he PiayStation logos are rademarks of Sany Computer Entertainment nc. The ratings lcon s 8 reglstered rademark of the Intaractve Digital Software Association.
HIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION.

Tecmo, Inc * 19260 South Van Ness Avenue, Torrance, CA 90501 Phone (310) 787-2900



Invitation te Dorkness

MECMO]

TOM-1003

TECMO’S DECEPTION™

RESERVATION/DEPOSIT FORM:

Reserve me___copy(s) for the Sony PlayStation™

[IECMO)
|
Visit Tecmo Interactive at: http://www.tecmo.co.jp




'AMOASRECIALEEATURE!

GALECO'S SPEED UP.

SNK'S ULTIMATE Il

Are driving games passing fighters as the arcade leaders?

his year's AMOA was held in
Dallas. But unlike the puns
associated with the southern
state, the show was not very big.
There were plenty of top games
and new concepts, but only a few of the
big fighting names that everyone drools
over were on hand. What seemed to
dominate this year's show floor were the

numerous and very impressive driving
and simulation games. There were
several fighters available, but the
anticipated Mortal Kombat 4, Tekken 3,
Street Fighter |1l or EX were no-shows.
They gave way to Virtua Fighter 3,
War Gods and X-Men Vs. Street Fighter.
Hot on its heels from ACME, War

DATA EAST'S B-BALL
Mg

Gods is back and a lot better than
before. With improved combos and
playability, it definitely offers enhanced
gameplay. X-Men Vs. Street Fighter was
a surprise to some, however many had
already seen this title at JAMMA. The
fighting engine is geared toward the
X-Men style which will provide a whole

new dimension to playing SF characters.

Possibly the most
sought-after game
was VF3. Its utterly
awesome graphics
earned it a must-play
rating as everyone made
a beeline to Sega for the
first hands-on test. What
players found is a very
similar fighting style to
VF2 with the addition of
the Dodge button and its
ability to side skirt.
However, in all their

ELVIRA POSING WITH “SCARED STIFF:

glory, these fighting masters were
almost run over by the numerous
simulation games: from driving to water
skiing. Each game boasted some new
features such as innovations in sound,
steering, reaction, realism and tricks.

The big surprise was Atari's Rush.
This is simply a great game with superb
control and tons of extra paths and
tricks. Not only was its quality and mere
announcement a surprise but also the
fact that Williams (who own Atari)
unveiled Cruis'n The World.

Joining the race were several other
titles including some Jet Ski simulators.
Namco had Aqua Jet making its
first appearance at a show, along
with Wave Runner by Sega (a sit-doy
Jet Ski as opposed to the other two
stand-up models) and Konami's Wave
Shark, which is older and currently
sold out.




NOTHING TO DO?
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femme fatale ... SOIVOﬁOﬂ ... riveting ... carnage ... high energy ..
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fruckin’ ... pressure .. frigger happy ... combat ... pOWer
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addictive ... 1-8 players ... wacky... slammin’ ... retro ... competition ..
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GET IT!

Falcon Mach V System includes: 200 MHz Pentium, 32 MB RAM, 2.1 Gigabyte hard disk, SoundBlaster 16,
Diamond Stealth 3D 2000 graphic board with S3 Virge chipset, 17" Ulira Monitor, and much, much more!

www.mindscapegames.com

Check out our web site to find out about our
Nothing To Do! Sweepstakes

Grand Prize: $5,000 Falcon Mach V" Gaming System
Second Prizes: 5 SONY® PlayStation™ Game Consoles
Third Prizes: 100 Mindscape Game Sets (PC/PlayStation)
And much more!

INO PURCHASE NECESSARY, Void where prohibited.

—_—

—4 | —
MINDSCAPE"

PlayStation

Visit your retailer, visit us online, or call 1-800-234-3088

fast ... furious explosive ... Mindscape ... YOU goi' it!

www.mindscapegames.com...www.mindscapegames.com. ..www.mindscapegames.com...www.mindscapegames.com

) . Al ighis eserved, Mindh  Mindscape,In. The Mind ; i  Mind:
Inc. Necradome is a trademark of Strtegic Simulations, Inc., @ Mindscape Company. All other frademarks of their respes
been fty Rating Board. For ke sbout the or sbout the f the ratings, contact the ESRB of 1-800771-3772




CRUISINCTHE:WORLD =

NEW KIDS ON THE BLOCK

There were a couple new entries in the
coin-op market at this year's show. One
of these was Bill Gates’ baby. Microsoft.
Microsoft's motto is “Innovation through
Standardization.” What does this
mean? They have teamed up with
NANI (National Amusement Network
Incorporated) to create the first arcade
game with commercials. This new
networked arcade game would allow a
user to swipe a credit card and instantly
access the Net, arcade games and in
the future, banking and other ATM
options. This will possibly set up a war of
sorts. Will Midway be apprehensive
about releasing an MK game on this
system, especially if, right next to it and
in the SAME CABINET, sits a Street
Fighter llI? No one's quite sure what
games will be programmed for this new
Pentium-based system, but as of press
time, WMS Industries has announced
they will program SOMETHING for it

The other new kid on the blockis a
company called “Aristo.” They too will
rely on the Net idea. They have three
types of products, all trying to capture
the age-old *fun factor” as opposed to
‘competing just to compete”: PlayNet,
TeamNet and TouchNet. PlayNet is a
music application that can access
thousands of titles via a network service;
TeamNet is a network set of games, the
first of which is a four-player Pong-type
game where you bat an asteroid
around: and TouchNet is your connec-
tion to the Web if you want to surfat a
bar or arcade location. All of these
games help promote Aristo's idea of a

Global Party."

inner of the Most Innovative

New Title award at this year's
AMOA, Cruis'n The World was one of
the most impressive games at the show.
Its tracks from around the world include
Egypt, Cape Canaveral, China and more!
It also has an array of new cars, which
look like F-10 pickups, Vipers, Humvees
and more. You can also choose from
several different colors.

However, some of the best improve-
ments are in gameplay. The cars all
handle extremely better in turns and just
simple driving. You have new abilities
such as wheelies, Ski Mode (tipping the
car on two right or left wheels) and
more. Also impressive are the number of

shortcuts now available.
In the first game, there
were a few areas you
could cut through to gain
placement and time (very
important because the Al
was smarter than most
driving games you play).
In this game they added a
ton of new ones, all of
which you'll need to learn
if you want to take first

place in every race and eventually beat
the game.

Many of the new tracks are extremely
impressive. In Hawaii, you'll go through
a track that acts as a tunnel under the
ocean. In Egypt and other sand levels,
there are humps in the track that allow
you to jump over two or three oppo-
nents for excellent placement. The game
engine will be extremely familiar to
previous Cruis'n players, since it is
exactly the same. The music has been
updated as well and rocks just as much
as Cruis'n USA's did.

CRUIS N T HE WORLD =t 554t s 0t eatth s eebt sl e AR SR SR A AR

&

s

- I,

A b2




ANMOA SPECIAL FEATURE

San Francisco
RUSH EXTREM

P her: Categol ing

One of the big surprises of the show was
San Francisco Rush. This driving game by
Atariis reminiscent of the old Hard and
Race Drivin' games. The way it feels. that
is. The graphics are about 20 times better
than those games. However. the Hard/
Race Drivin'fun has been completely
ported over

The differences? Replacing loops and
such are tons of ramps and hidden areas
that throw you off of disabled bridges, on

to rooftops, and other areas you never
would have thought you could get to.

As for the graphics, they look somewhat
like Cruis'n The World, but add a little
Daytona and Rave Racer to it. All over you
see billboards touting upcoming Atari
titles like Primal Rage Il and Mace. The
explosions of other cars are sure to catch
your eye since it's one more Hard Drivin
reminder (polygon explosions refined to
look awesome). There are several levels of
difficulty, however. Not only do you have to
worry about the tracks being hard, the
cars and how they drive factor into the
equation—including a full-on simulation
with what feels like a real stock car. and it
is extremely difficult.

The game is only 65 percent complete at
this time, but definitely look for strategy
pages in future issues of EGMVF

DRIVING GAMES AND SIMULATORS HIT THE ARCADE

t used to be that only two compa-

nies truly had the technology to
make a realistic-looking driving game:
Namco and Sega. However, some
companies got tired of this monopoly
and decided to either create new
technology or license it from those two
companies to make their own games.

Along with Cruis'n The World and San

Francisco Rush, there were a ton of
other racing and all-around simulation
games. New kid Galeco had a driving
game called Speed Up. An impressive
Rave Racer-class racing sim, Speed Up
is an elimination-style game where last

place means you're out of the race. It is
currently unknown if this is their own
technology or Namco's (since Namco is
promoting Speed Up in North America).
Jaleco had a game they've been
working on for some time called Super
GT 24. This game looks every bit as
impressive as Daytona or Ridge Racer,
and adds new scenery elements to
make its own mark on the industry.
Their technology was licensed from
Sega, but Jaleco didn't stop there. They
created smoke and fire effects when
your car is damaged; Sega was curious
as to how Jaleco did those effects.
Konami had the third installment of
their Road Fighter series called Winding
Heat. While not quite as visually stun-
ning as their competitors, this game
offered the same realism and fun found
in other racing titles. The difficulty level
was impressive as well, expert tracks
being EXTREMELY difficult. Driving was
not the only type of sim found at this

year's show. Konami also had their Jet
Ski game called “Wave Shark” A
stand-up Jet Ski sim, this game seems
to have done well since Konami has
already sold out of the unit.

Namco introduced a game a few
years back called Cybersled. It pitted
futuristic “sleds” against each other in
an Atari 2600 Combat-type situation.
This year, they had a very similar game
called “Tokyo Wars”" This game uses
modern-day tanks instead and gives
you a choice of fighting in an arena-
type or a cityscape setting. In the
Namco tradition, it is a deluxe unit and
monitor, giving you the true feeling of

driving a tank. Namco also had their
new Jet-Ski game called Aqua Jet.
Every bit as graphically enhanced as all
their sims, you feel like you're actually
jet skiing—minus the water in your face.
Sega had Touring Car, a graphically
enhanced driving sim, Daytona USA
Special Edition (a smaller, more afford-
able version of the classic) and their
own Jet Ski game Wave Runner, a sit-
down compared to all the stand-ups.
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The popular fighting genre unveils three more contenders and several others with poﬁenual

everal of the newest fighters were

E once again the primary target of
several companies. Although some of
the more elusive games like Monﬂl
Kombat 4, Tekken 3 and Street Fighter
11l didn't make it, there were still several
games eager to fight for dominance in
the overly popular fighting genre.

Williams didn't produce MK4 and
rightly so, since it won't be available
until March (just in time for the ACME
show). Instead, they showed their fighter
from last ACME: War Gods. Many who
had seen it before thought it was the
same thing, until they played it. The

bee

has been
and includes numerous combus 3D

moves and fatalities.
Due to some initial
speculation, this game has
been further play-tested
and revised. It definitely
plays a lot better than
before. However, its
main attraction is still its
incredible 3-D world and
digitized characters.
Capcom was not to be
outdone and produced
their latest Street Fighter game; X-Men
Vs. SF. This game premiered at the
Japanese-based JAMMA show and it
met with instant success. This is the first
crossover game for Capcom and it's no
small licensing miracle to bring both
Marvel and Capcom together in one
game. Fans of X-Men and Marvel Super
Heroes will immediately feel right at
home on this newer fighting engine that
reflects the comic games more than the

usual Street Fighter
series. This jump, of
course, is a relatively
large one from the

SF gang as they are
completely new to air
combs and midair
moves. However, the
fighting engine is still
distinctly SF, but it
simply plays more like
the comic hero games.
Also, Capcom added a
very unique feature to
this game by creating a
team of two players that ||
can alternate (tag in or 4
out) at any time. This
process of switching adds a great
element of strategy and enhanced
super moves.

Probably the most anticipated, howev-
er, was VF3. With its incredible graphics,
it was definitely the one to experience.
Several people made a beeline rlgm at

the start of the show and it was
immensely crowded. Once all the smoke
cleared, the verdict was that the new
Dodge button and ability—along with the
two new characters—were excellent
additions but they weren't nearly as
great a leap as the massive graphical
enhancements. In fact, the gameplay is
very much the same as VF2 and many
will feel very comfortable without having
to get too adjusted. Perhaps this was

the philosophy behind the design: to
allow for very similar handling of its
predecessor and to provide the new
technique of dodging for those who
want to move beyond the standard two-
dimensional battlefield. Although the
Dodge button is not needed to enjoy the
game, it is widely known that it not only
adds a new dimension to fighting, but is
necessary to master a lot of the sub-
tleties of the game. Sure you can play
without Dodge, but you may never get
that good. The new ability is for avoid-
ance as well as side-stepping attacks.

Rounding out the rest of the fighters
were a plethora of games that graced
previous shows. On hand were Tecmo's
Dead or Alive, SNK's Kiizuna Encounter
and Samurai Shodown IV, Data East's
Avengers, Sega's Last Bronx, Fighting
Vipers, VF Kids, a Sonic Fighter and the
secret new fighting game by Konami
that has yet to be named.
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THINGS
PERSONAL.

it's your rg on the fine.
And time to leave your mark in this |
of the #1 arcade

;w?ﬁmnmn. On your side is the

Wk

innovative custom combo system,
- now all you 1o link together

your own series of brutal attacks.
mrl ;nan every advantage
to take on a total of 18 fighters, the
most ever In-mnt Fighter legend.
Remember, hesitation is deadly.
Because in the end, it's all about
who's the last one left standing.
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amurai Shodown 1l was a bit of

a disappointment to most. The
characters were somewhat smaller, and
although it added a great new feature in
the slash or bust choice of characters, it
didn’t have the same feeling of Samurai
I 'and II. Samurai IV is the ultimate com-
pilation of the game. Even though not all
of the characters have been included,
old favorites like Tam Tam are back
with all-new cool moves, and you still
get to choose if you want a good or evil
character.

Amakusu, the hard end Boss from

Samurai | is back for revenge, and in all

there's 17 selectable characters to
choose from. This game is almost

g exactly like Samurai Il, in that
- ) the characters are huge, and it
.’,/ just feels right again. Not much

else in the way of story is
available yet, however
some characters from
the third installment
have been cut, such as
one of the coolest—Cham
Cham. Samurai Shodown IV is a lot
of fun to play, looks awesome and will
probably be one of the
best SNK
fighting
games yet!

As everyone ooed and ahhhed at the
visual wonders of Virtua Fighter 3,
Konami was working on their own little
surprise that would rear its head at
AMOA and strikel This top-secret
project does not have an official name,
but the codename for the hardware is
Cobra, and rightfully so. This secret
weapon was kept coiled behind closed

doors and was shown only to a few
people. In a private office, a demo was
shown that literally shocked many edi-
tors out of their seats. No one had antic-
ipated a fighter from Konami, let alone a
fighting game with amazing graphics
and incredible animations. Many of the
characters were typical stereotypes but
they showed off shadowing, and other

elements like rain and motion in such
fluid detail that it was breathtaking. Also,
they boasted that their hardware was
Jjust using the bare amounts of its
power (a mere 1 million polygons) and
that it might even double VF3 and go
to 2 million. The proof s in the specs
(which in even case meet or exceed
the Model 3's standards) and the fluid
animation that made the polygons
appear utterly seamless and almost
undetectable.
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ATART'S GOT A NEW PUZZLE GAME—AND IT'S THE BOMBI

t the show, we had a chance to

talk to the head designer of
Freeze—Mike Hally, known for his work
on some of the coolest games ever put
out by Atari like Stun Runner, and the
recent Area 51. According to Mike, the
Japanese went nuts for Freeze at the
JAMMA show, but Atari’s not sure how
to market it to a U.S. audience.

The game is a good puzzle title. You

choose from several different characters,

from a monkey to a cow to a kitty cat.

The voices are all really
cool (and done by Mike
Hally himself), and the
game has several parts.
It's pretty simple: You have
to get different horizontal
and vertical combos with
your different-colored fish.
The first mode is a “Quiz
Mode” There are 54
unique puzzles where you
are only given a certain
number of fish to finish
the puzzle. There are clues such as
“Yellow is the key” or “There is only one
real way to solve this puzzle.” The
difficulty is all-around pretty hard, and
gets progressively harder the closer to
the top you get. Each time you fail on a
puzzle, you are given another clue. This
happens three times, and that's all
the new clues you get.

The one-player adventure is a story-

based mode where you're on the search
for the King's Crown. In this mode, you
encounter all six characters, then you
have to go back through all six to beat
the game.

All six characters have their own
unique weapons such as Vertical Rocket

ONLY 1
REAL SOLUTION

nn

898

PIECES
o

(a rocket that breaks all the ice in a
vertical line), Horizontal Rocket (breaks
all ice blocks in a horizontal line),
Special Bomb (randomly breaks a
bunch of squares) and more.

There are endless puzzles in
Two-player Mode, making for excellent
competitive play. All around, Freeze
was one of the best puzzle games
at the show.

Ghost Lop is an interesting Bust-A-
Move-style puzzle game. The story is
that you're a ghost hunter, ready to take
out ghosts with your trusty red and
blue power balls. There is a Story Mode
where you first get tested by your fellow
ghost hunters to make sure you can cut
it, then you're on to ghosts like floating
dogs and other strange creatures of the

night. There are three types of blocks.
Two are colors: red and blue—you can
choose to break these blocks by hitting
A to throw a red ball, and B to throw a
blue one. The idea is to throw your ball
as high as you can to break off sections
of balls, and that will give balls to your

opponent. Those balls are Skulls, and
take two hits to destroy—a real pain.
The last type of ball you deal with is a
bomb with sunglasses on. When you hit
him, he blows up a section around him
for easy points against an opponent.
You also have to catch the ball on its
way back down, or all the balls come
down a level (just like if time runs out
before you throw your ball).
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SWEET TOOTH AND THE BOYS REACH NEW
MORAL LOWS IN THE MOST REPUGNANT
DRIVING GAME EVER CREATED.

Blow up world landmarks in eight new
challenging, multilevel battlegrounds.

A host of new weapons and combo moves
allows for gruesome, more creative kills.

SENGE
Humiliate and torture your friends with
eight split-screen, two-player battle-
grounds.

IT°S NOT JUST MMAN,
IT°S VEHICULAR MA

For game hints call 1-900-933-SONY(7669). The charge is $0.95 per minute. Callers under the age of 18 must get parental permis-
sion to call. Touch-tone phone is required. Available 24 hours a day/7 days a week. U.S. only. PlayStation and the PlayStation logos
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God created man in his image.
Some just bear a more striking resemblance.
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Now that the holiday season
is upon us, many of EGM's readers
will have new video game systems.
With those new systems, a vast
number of entertainment possibili-
ties are opened up. Play your
cards right, and you can have
hours of fun with your new toy.
However, getting the system is
only the first step. You now need
to buy games and accessories
for it. Newcomers to the 32- and
64-Bit era of video games may
need a helping hand to lead them
into this strange, new world.
After all, the PlayStation and
Saturn have been out for over a
year now, and there are many things
to catch up on. Plus, the Nintendo 64
is so new that you may not know
much about it.

We here at EGM feel your pain.
We now present our Holiday Shopper's
Guide to help you know just what
you’ll want to own for your new video
game system. Keep in mind that this
is in no way a complete list of what
is out there. There are also loads of
great games that aren’t listed on
these pages. This is just a compilation
of some of the many games and
accessories that EGM feels that a
new owner of a system will want
to have.

InterAct Hammerhead
’ . Here’s another clear control pad from InterAct.

Flight sim fans should What's the big deal with this one, you ask? Well, the Hammerhead
check out InterAct's Flight features five programmable fire buttons. This will work great with

Force Pro 64 controller for i il i il
ames like Killer Instinct Gold and Mortal Kombat Trilogy.
their N64. If you've been g il - it o

looking for something more
authentic to control
PilotWings 64 with, then this
could be your answer. It has
both a flight stick and a
weapons control system for
the ultimate in realism.

InterAct Flight Force Pro

InterAct Arcade Shark
The N64 looks just like an arcade game; now you
can use an arcade-style controller with it. Mortal
Kombat Trilogy and Killer Instinct Gold will play
much better with this joystick. You can even switch
the joystick so that you can use it on either the
digital or analog pad.




DRIVING

Cruis’n USA
Super Mario Kart R
WaveRace 64

SPORTS

Wayne Gretzky’s 3D Hockey

Wayne Gretzky's 3D Hockey
(right)

7 COLORADO
\ PITTSBURGH

64-Bit the 64. There was an
incredible amount of hype built up around it before it was

released, and as a result, Nintendo presold a ton of systems. Since the
system is so new, there are obviously not as many games out for it as the
other systems. But fear not, loyal readers, there are many great games
coming in the months ahead. If you just can’t wait, here are some things
that you should definitely check out now, and some things that are coming
rather soon.

The newest of the next-generation systems to hit the market is

InterAct Superpad 64 Plus InterAct Shark Pad Pro

It looks like InterAct decided to make
that clear controller that Nintendo
should have made. Their SharkPad Pro
features all the options of Nintendo’s
pads, plus the always welcome options
of auto fire and slow motion.

Do you find the Nintendo 64
controllers to be a bit bulky for
your hands? If so, you might want
to give the Superpad 64 Plus a try.
The pad is shaped a bit more like
the PlayStation controller, making
it a bit smaller.




Super Mario 64

Star Wars: Shadows of the Empire
PilotWings 64

StarFox 64

Turok: Dinosaur Hunter

Blast Corps

2

Star Wars: Shadows of the Empire (top
left); Super Mario 64 (above); StarFox 64
(below); PilotWings 64 (bottom left);
Blast Corps (bottom right)

FIGHTING

Mortal Kombat Trilogy
Killer Instinct Gold

PUZZLE

Tetrisphere

Nintendo Memory Card

It seems every system
needs memory cards to
assist in saving your
games. Nintendo has
taken a novel approach
to the concept by
having the card plug
into the controller.
Now you can take your
game information and
personal settings to a
friend’s house without
any hassl

Nintendo Control Pads
Nintendo wants to make sure you're the most fashionable gamer in
town. You can buy extra controllers for the N64 in a wide range of
colors. Like the “Play it Loud” series of Game Boys, you have a
choice of colors for your new game pad. | only wonder why they
didn’t make a clear pad.

Mad Catz Steering Wheel

the N64. Expect it to be much like the
PlayStation wheel, so we are assured quality.
This will be great for Cruis'n USA, as it will
provide a true arcade experience in the home.

Mad Catz is getting a steering wheel ready for

2/




IF THE THOUGHT OF

90,000 LBS. OF
... DOOR-TO-DOOR
ROLLING THUNDER

/i NAS

For the PlayStation™ Game Console

b

 Totally realistic car physics
* Customizable Simulation Mode or hop-in

and-start-driving Arcade Mode
* 1996 cars and drivers on 18 different tracks,

In car view puts you in the driver's seat. Rear
s s

NASCAR. Racing for the PC was the biggest racing game ever. Now it's available for the PlayStation™ Game Console.

-
including 2 fantasy tracks
* Night racing on 3 tracks
Ao * Hard-rock soundtrack, realistic sound effects
« Officially licensed by NASCAR.
Change tires, gears, suspension, and more to it &
customize your car’s performance in Sim mode. * Also available on PC and Macintosh view lets you see the big picture.
For more information, see your local software [ ]
=% S I E R R A dealer or visit us at http://www.sierra.com. IPEPYRUS
—4 ——
©Siera On-Line, . © andlor orlcensed e logo are trademarks inc. Pl o
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ny PlayStation

or being relatively new to the video game industry, Sony has certainly made a good name for them-

selves in the business. Their PlayStation has only been out for a little over a year, and there are

already a plethora of different games and accessories to choose from. With so much to choose
from, it's easy to get confused. It's even easier to overlook some great games that came out early in
the system’s life. Just look at these three pages and see what catches your eye.

Beyond the Beyond
King'’s Field

King's Field Il
Legacy of Kain

King's Field Il (top); Beyond the
Beyond (above left); Legacy of Kain
(above right)

InterAct Memory Card Plus

Do you need to hang on to every game you save? Are you
getting sick of buying multiple memory cards? Then pick up a
Memory Card Plus from InterAct. It holds eight times as much as

Have you ever tried the standard memory card at only twice the price. What a deal!

playing a gun game like

Project: Horned Owl or

Die Hard Trilogy with a Sony Mouse

control pad? It's no fun, Enjoy adventure games like Discworld

is it? Play these games and Blazing Dragons? How about com-
the way they were meant to be puter ports like X-Com and SimCity
played with this gun accessory. 20007 If s0, you'll want a mouse to
move the cursor around easier.

Konami Hyper
Blasteyp

Continued on page 166
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PLAY THE TRADING CAROD WAR GAME OF THE FUTURE. ™ f\
Command elite troops and heavy metal 'Mechs®. Set |n the
same universe as MechWarrior®: 2. Dpen up on a frlEnd -

Find out more about BattleTech® at www.wizards.com

Fqsq Wizards of the Coast® Customer Service:  GO-card starter decks: $8.95

..... (206)624-0933 15-card booster packs: $2.95
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Tintrodaialng
mr.Eo\z,".

Hey, nhody said being dead s an casy sis.

Bt ol you- e 1o it ive FonGis
Wetter start banging Fhat sixstring like youse k 1
il 3ot 2 kartbat. Ol DeGodians 5ot 2 4
bad=mannered army of roffen-tooth nastiness
Fhat wanfs Fo grau your bones af breakfast.
And your original soundfrack by bhes guitarist
Ronwie Montrose s #he only Hhing standing in
Fhr vay. So Fune ape And seF ready for suer
20 leaels of sickening sights, sueet sounds, and
Fhankemerey-it s=jot-a-game action Fhat vont

it wntil youre dead. Againe
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NIGHTS IS HERE
NEVER EVER, EVER, HAVE YOU BEEN ABLE TO FLY, FLUID AND FREE,
IN REAL-TIME 3D. NoT UNTIL NIGHTS.™ THE FIRST TRUE SHOWCASE
OF SEGA SATURN'S STUNNING CAPABILITIES. THE TECHNOLOGICAL
TOUR DE FORCE THAT HAS EVERYONE IN THE GAMING WORLD
ABSOLUTELY SPUN.
THE STORY

ONE OF THE MOST IMMERSIVE, MYSTICAL GAMING EXPERIENCES EVER,
NIGHTS ESTABLISHES AN ENTIRELY NEW GAMEPLAY PARADIGM. THINK OF IT
AS PSYCHODRAMA, AN EXPRESS ESCALATOR INTO THE SCHIZOPHRENIC,
MIND-BENDING VIRTUAL WORLD OF YOUR DREAMS.

THE WORLD
CREATED BY THE RENOWNED SONIC TEAM, NIGHTS Is A FuLL-ON 3D MASTERPIECE.

A WORLD WITH LUSH DREAMSCAPE REALITIES, ITS OWN MICRO-CLIMATES, EVEN ITS OWN
NATURAL ORDER. IMAGINE. SMOKE, FOG, CLOUDS, RAIN, AND WATER THAT APPEAR IN MULTIPLE
LEVELS OF TRANSPARENCY. WATERFALLS, CURRENTS, WIND, AND, YES, A TORNADO
THAT FOLLOW THE LAWS OF FLUID PHYSICS.

THE GAMEPLAY

NIGHTS SCREAMS ALONG AT BANSHEE SPEED. WITNESS ITS ABILITY TO
REPLICATE THE TRUE SENSATIONS OF FLIGHT. ITS LIGHTNING MULTIPLE
MORPH SEQUENCES. ITS OVER | TWENTY TRACKING CAMERA ANGLES

THAT SCROLL-SHIFT IN REAL TIME. )‘AND ITS OMNIPRESENT SYMPHONY

OF 3D POSITIONAL SOUND.

ENGINEERED SPECIFICALLY TO INTENSIFY THE NIGHTS
EXPERIENCE, SEGA SATURN'S 3D CONTROL PAD ESTABLISHES A NEW
BENCHMARK IN SMOOTH AND DYNAMIC OPERATION.

The Benediction

There's more, of course. Bt the rest s ap to. you. Kick gffyour walkipg shoes. Sy your prayers.

Andfly. No wayyoullstesp. Butyoull have wihed good dveams.

ONLY ON

&

SEGA SATURN
WWW.SEGA.COM




ACTION

Jumping Flash! 2
Crash Bandicoot
Die Hard Trilogy

Resident Evil
Tomb Raider
Warhawk

Alien Trilogy

Resident Evil (above); Warhawk
(left); Jumping Flash! 2 (bottom)

?.1‘ FaRE) s

NFL GameDay (top left);
International Track & Field (top
right); Madden NFL 97 (bottom)

SPORTS

NFL GameDay

NHL FaceOff

Madden NFL 97

Triple Play

International Track & Field

Sony Link Cable Sony Dual Analog Stick
Sure, you have a PlayStation, Flight games such as Bogey: Dead 6 will control
and we're willing to bet you more responsively when you have the power
got a buddy who has one too. of two analog joysticks at your command. It
If you each have a system, a will feel like you're actually taking to the air
TV and a copy of a linkable with this controller.
game, you can connect your
system with this cable for two-
player action. This is great InterAct Game Shark
with games like Doom, Are you a dirty, rotten cheater? Dont worry, we all are deep, down
Descent and WipeOut. inside. InterAct’s Game Shark can assist you with your dishonest tenden-

cies. Earn extra lives, invincibility and more with this cool add-on.
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Available at your favorite retailers nationwide http:/www.tommo.com
Phone 818-839-8755 for additional information of to order direct.
TOMMO INC. 18521 E. Gale Ave. City of Industry CA. 91748
eMail: tommogames @aol.com FAX: 818-839-8752
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PUZZLE

Street Fighter Alpha 2 (left); The
King of Fighters ‘95 (above); Battle
Arena Toshinden 2 (right)

FIGHTING

Tekken 2

Battle Arena Toshinden 2
Street Fighter Alpha 2
The King of Fighters '95
Tobal No. 1

Bust-A-Move 2 Arcade Edition

Tetris Plus

Bust-A-Move 2 Arcade
Edition (above)

Twisted Metal 2 (above); Ridge
Racer Revolution (top right);
WipeOut XL (bottom right)

DRIVING

Ridge Racer Revolution
WipeOut

WipeOut XL

Twisted Metal 2

Sony

You'll need a memory card for
just about every game avail-
able. Save your stats, game
location, hidden characters
and more with the card. You
can even share your save
games with a friend.

Mad Catz Steering Wheel
Would-be racers should pick up
the steering wheel. Games like
Ridge Racer Revolution, Need for
Speed and WipeOut XL seem a lot
more realistic when you have a
wheel in your hand and petals
under your feet.

Memory Card

InterAct Disk Drive

It seems that InterAct loves to help you save your game. Now you can order a disk drive that hooks into the memory

card port on your PlayStation. You

then use standard 3.5-inch disks to save your game data. You can buy disks for about

10 cents each, and they hold as much as a standard memory card.




Hey there
Are youfired
rthis’ Fse

Get that boot print off your butt once

and for all. Call the Sega 900 line. You'll
learn hidden moves, secret power ups,
bonus levels and fips that will make you
the video game master of all time. And
you can even order a Sega calling card,
already stocked with $10 of calling
time. Just think,

you can get all

the juicy fips you
want 24 hours a day, 7 days a week. No
wmore embarrassment. No more insulfs.
Just you, pummeling your opponents and
laughing while you do it. Don't waste

another minute. Change your life today.

Call NOW

1-900-200-SEGA

US: 1:900.200SEGA 95
1 Pove requied.

5150 min e
9004515252
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ut of all the next-generation

systems profiled here, the Saturn

has been out the longest.
While the early days of the system
were kind of rough due to the
lack of games, it now has a
rather stable base of games
‘with more on the way.
Fans of the Saturn tend
to enjoy it because
of the number of
role-playing games
available for it,
and its excellent
arcade transla-
tions (usually from
Sega themselves).
As with most sys-
tems, there are also
plenty of accessories
available for the Saturn. Take
a good long gander at what’s hot for
the Saturn and then get yourself some games.

i
633
DU 15743

|| sega ally top lefo; DRIVING
Daytona USA (top cen-
| ter); WipeOut (top right) :;‘5:0::35 A

WipeOut

Sega Memory Card
While the Saturn has its own internal memory, you can run out
of it rather quickly. After all, them RPGs eat up memory pretty
Sure, Daytona USA and Sega darn quick. Pick up a memory card to back up all your saved
Rally are great games, but games. Most games will even save right to the cartridge.
they're even better when
you're using the Arcade Racer
controller. This steering wheel

Saturn Arcade Racer

Sega Stunner

simulates the driving experi- What better way to feel as though you're
ence and really jacks up the one of the Virtua Cop police force than with
fun factor. the regulation Stunner gun? The weapon of
choice for Virtua Cop 1 & 2 fans feels great
and is totally accurate. Pick up two and
waste those baddies John Woo-style
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ACTION

NiGHTS

Guardian Heroes
Panzer Dragoon Il Zwei
Virtua Cop

Virtua Cop 2

Astal

Virtua Cop (top left); Guardian Heroes (top center); Astal (top
right); Panzer Dragoon II; (bottom left); NiGHTS (bottom right)
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NHL Powerplay (far
left); DecAthlete
(left); World Series
Baseball Il (below)

SPORTS

World Series Baseball Il
NHL Powerplay
DecAthlete

0

Sega Net Link k) Sega Mission Stick

The Internet is all the { It's easy to get a more realistic driving or flying

rage nowadays. Now experience with your Saturn. The Mission Stick

you can hop on the works great with such games as Wing Arms,

information superhigh- Need For Speed and Black Fire.

way with your Sega

Saturn. As strange as it

may sound, you can

now play games online InterAct Game Shark

with this Internet hook- Were you one of those people who liked to modify your games with the Game

up for your Saturn. Genie? Now you can do the same to your Saturn games with InterAct’s Game
Shark. Get different codes to make you unbeatable in all of your games.




FIGHTING

Virtua Fighter 2

Virtua Fighter Kids

Street Fighter Alpha 2

Night Warriors: DarkStalker's
Revenge

Fighting Vipers

Virtua Fighter 2
(top); Night
Warriors:
PESENNTE
Revenge (far left);
Virtua Fighter Kids
(left)

PUZZLE

Baku Baku Animal
Bust-A-Move 2 Arcade Edition
Tetris Plus

Shining Wisdom
The Legend of Oasis
Dragon Force

Shining Wisdom (bottom left);
The Legend of Oasis (bottom
right)

Baku Baku Animal (above)

Sega Virtua Stick Sega 3D Control Pad
Everyone wishes that Sega’s new analog pad (sold separately or with NiGHTS)
they could have'an is the answer to the N64's controller. It has both the
arcade in hisher howme: ) | standard digital directional pad as well as the analog
With Sega's Virtua Stick pad. Expect more games in the future to take advantage
you'll be one step closer of the smooth control of the analog pad.
to the experience. This
joystick works great with
fighting games like InterAct Memory Card Plus

Virtua Fighter 2 and
street Fighter Alpha 2 as Gamers on a budget may want to check out the Memory Card Plus for all

viell as etion games Tike their back-up needs. This card holds twice as much as Sega’s card at a cheap-
Giiadlin Herons er price. It uses compression techniques to double your saving capacity.




there, both with an incredible amount of games
available for them. If you received a Nintendo Game
Boy Pocket or a Sega Nomad, prepare yourself for

Of course, not everyone will be getting a new
home system this year. Some people, especially fre-
quent travellers, will get a portable system. Luckily,

there are two relatively new portable systems out plenty of handheld gaming fun.

Sonic 3-D Blast Castlevania Bloodlines
6-Pak Comix Zone
VectorMan 2 World Series Baseball ‘96
Earthworm Jim 2 NHL 97
New owners of Sega’s Nomad should feel

quite lucky. The Nomad is a 16-Bit handheld

system that plays every game made for the

popular Sega Genesis. The Genesis has been

out for seven years now, so as you can imag-

ine, there are more than a few games avail-

able for it. Check out some local stores, and

you will likely find many older Genesis games

for $20 or less. Nomad owners will find that

they can get a whole lot of gaming for very

little money.

@R W

Comix Zone (top left);

. VectorMan 2 (top right);
Golden Axe [from 6-Pak]
(bottom left); Castlevania
Bloodlines (bottom right)

Every gamer knows about Nintendo's handheld system, the
Game Boy. Recently, Nintendo released an updated version of
the system with the new name, Game Boy Pocket. Fortunately,
more than just the name was changed. The system is now 30
percent smaller and the screen is of a much higher quality.
Images are much easier to see, and they don’t blur much if at
all. There are well over 400 games available for the Game Boy
(the Pocket version plays all the original Game Boy games), so
you should have no trouble finding some that will appeal to
you. Be sure to read this issue’s Game Boy Pocket special fea-
ture for more info.

Tetris Attack

Kirby’s Block Ball

Mega Man: Dr. Wily's Revenge
Wario Blast! featuring Bomberman
Wario Land: Super Mario Land 3
Donkey Kong Land 2

Tetris Attack (top left); Kirby's Block Ball
(bottom left); Wario Blast! featuring
Bomberman (right)
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ndreds of weapon attacks, countless combos, and the ultimate battle barrage,
Plasma Finals. Pick from any of the 4 different game modes of this hyper-realistic
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Unieash a swarm of missiles!

Faster, more furious combat|

THE #1 BESTSELLER — COMPLETELY
RE-DESIGNED FOR THE PLAYSTATION™
GAME CONSOLE AND SEGA SATURN"!

FEATURES THE 32 ORIGINAL MISSIONS PLUS 16

BRAND NEW MISSIONS!

GET BLOWN AWAY BY REVOLUTIONARY VISUAL
AND MOTION ENHANCEMENTS THAT WILL PUSH

YOUR 32-BIT SYSTEM TO THE LIMIT!

WITH NEW QRUICK-RESPONSE CONTROLS AND
AWESOME POWER-UPS INCLUDING INVINCIBILITY,

FIRE-RATE INCREASE AND STEALTH.

SATURN & B

A
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¢
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T happens to the best of them. They emerge
from a flood of hype, you pay good money for
them, you play the heck out of them for a few
years then you toss them aside like an old
lover in exchange for a new one. What are we
talking about? Game systems.

Many years ago, the 8-Bit Nintendo
Entertainment System (NES) dominated the video
game world. Practically every kid in America had
one. The NES' dominance was so thorough, that
the word “Nintendo” became synonymous with
video gaming (remember using the phrase, “...play
Nintendo” instead of “...play video games?”). So
what happened?

Technology came and technology went. Newer
and better things came along. Gamers wanted the
best stuff out there, so they quickly abandoned
their long-time companions in favor of the quicker,
faster and more powerful systems.

So along came a 16-Bit powerhouse by the
name of the Sega Genesis. This new machine dis-
played much more power than the aging NES
could. A couple of years later, the 16-Bit Super
Nintendo Entertainment System came out. Now
with the Genesis and the Super NES, the Nintendo
had to be laid to rest. Fewer and fewer NES games
were released as developers dropped support for
the old 8-Bit system as they quickly jumped on the
next gold rush: the 16-Bit market.

The Super NES and the Sega Genesis enjoyed a
healthy video game market for a number of years.
Millions upon millions of systems were sold.
History was doomed to repeat itself, however.

New 32-Bit machines started popping up. The
3D0, Sega Saturn and Sony PlayStation all ran new

THEY ARE NOT QUITE READY TO GIVE UP...

CD games that were cheaper to make yet held vast
amounts of game data. It would only be a matter of
time before gamers abandoned the 16-Bit platform
in favor of the better 32-Bit platform, or even the
up-and-coming 64-Bit platform (in the form of the
Nintendo 64 and the M2).

But wait. Big business is still what runs things in
the gaming world. The Super NES and the Sega
Genesis have a combined installed base in the tens
of millions. What that means is this: If a company
was to release a poor-selling title, then they would
still have the potential to make a lot of money (if
Nintendo sells Donkey Kong Country 3 to only 1
percent of the Super NES population, the cart
would sell over 200,000 copies, making it a bona-
fide blockbuster). And what if a company was to
release a hot title?

So, the game companies have decided that the
16-Bit market has just enough money left to milk.
Despite the inevitable demise of the 16-Bit era, the
last quarter of 1996 looks great for those of you
still holding on to your old machines. The final big
wave of Super Nintendo and Sega Genesis games
are coming out during this holiday shopping sea-
son. Some of the titles are the best ones yet for
their respective systems, while others may leave
plenty to be desired. The following few pages are a
sneak preview of what just came out, as well as
the last few games waiting to be released.

So sit back and enjoy this feature. The 32-Bitters
have set up camps and the 64-Bitters are just
arriving on the shores. It won't be long before they
take care of their 16-Bit ancestors, for good. But
the Super NES and Genesis are not going out
quietly. This is their last hurrah; their last stand.



Arcade’s Greatest Hits Bass Masters

Classic: Pro Edition

System: Genesis Publisher: T"HQ
What it's about: Fishing, what do you think?
What's up: All the goodies that come along with

professional fishing. Choose your lures, rods, reels

System: Genesis, Super NES Publisher: Williams and lines. Make important decisions to maximize

What it’s about: A compilation of five quarter your return (in terms of fish size). Plus, a special
munchers from yesteryear: Defender | and Il, introductory offer is included with the game: Join
Robotron, Sinistar and Joust. B.AS.S. (Bass Anglers Sportsman Society) for
What's up: Arcade-perfect translations (not like only $141

these games are that difficult to convert to home What’s down: All the inactivity that comes along
systems) and fond memories of asking Mom or with professional fishing. You might get a little
Dad for more quarters. bored waiting for the fish to bite.

What’s down: Where's Bubbles? And why are Why you should care: This is probably the best
Sinistar and Robotron so dang hard? fishing simulation on the market. Barring the early

mornings and the stinky fishing gear, this is as
close as you can get to the “reel” thing! (Sorry, it
couldn't be helped.)

Why you should care: This may be the last
time you'll ever see these games. You might
not want to miss out on a chance to add these
to your video game collection. It's just too bad
many youngsters nowadays will not be able to
appreciate these classics.

Is fishing
exciting
enough to
base an
entire
video
game on?

They may not have all the fancy graphics, Enjoy all the thrills of real fishing without
but those were the good ol’ days, darn it! getting your hands smelly.

College Foothall USA

System: Super NES Publisher: T*HQ
System: Genesis  Publisher: EA Sports

What It’s about: Playing pigskin with any of the 111 division
1A teams.

What's up: More features than you can shake a pompom at, like
four Bowls to compete in, seven conferences, updated team
schedules and playbooks, MVP trophy awards, etc.

What's down: Players' names being changed to protect the
innocent. Even though the stats are accurate, you'll have to figure
out for yourself who they belong to (that darn NCAA!).

Why you should care: College football has a big follow-
ing. Some argue that it's more exciting to watch than
professional football. Now you can play as any divi-
sion 1A team, and you won't have to worry about the s ROME TEAM

players keeping their GPAs up. Plus, how else are you EAME Lewrs 23 WiTes
going to relive the classic rivalries like Michigan vs. | eluc i
Ohio State?

You can help decide who's
going to what Bowl this year.

§EASR

Real playbooks, real college teams.
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Meet the newest member of the Kong family,
the large-and-in-charge Kiddy!

System: Super NES Publisher: Nintendo

What it’s about: Side-scrolling adventures with
the Kong family. This time, Dixie and Kiddy
rescue Donkey and Diddy.

What's up: SGl-rendered graphics that will make
a next-generation system blush.

What's down: DKC3 is, at heart, the same game
as DKC1 and 2. If you can’t get enough of
Donkey Kong Country, then you can rejoice. If
you're bored with DKC, DKC3 won't change your
attitude.

Why you should care: This is the series that
really shows off what a 16-Bit system is capable
of. The graphics, animation and music are
unparalleled on the Super Nintendo. The DKC
series is also one of the best side-scrolling
adventures around.

Donkey Kong Country 3

As required by the law of side-scrolling
games, DKC3 has its slippery snow level.

FIFA ’97 will let you
play indoor or out-
door soccer. Indoor

smaller playing field
and walls, is defi-
nitely faster-paced.

System: Super NES,
Genesis
Publisher: EA Sports

What it's about:
4 International soccer (or
d football, if you prefer).

What's up: More frames of animation,
Tournament Modes, multiplayer action and
updated statistics. Plus, indoor soccer!

What’s down: How many people (at least
Americans) follow soccer so closely as to need
updated statistics? Otherwise, it's almost the
same game as the earlier years.

Why you should care: The FIFA series is the pre-
mier soccer video game line. They started it all,
and they are still leading the pack. If you want to
pick up a soccer game, FIFA is the one to get.

Pittsburgh
o

System: Super NES fun, then you should check out
Publisher: Philips Media Gearheads. Just don’t expect
What It's about: An action- this to be the strategy game of

the year.

packed game where dozens of
different wind-up toys fight it
out on a variety of battlefields.

What's up: The 12 unique toy fight-
ers, like Big Al, the bulldozer or
Handy, your five-fingered friend.
How can you go wrong when you
have a five-fingered friend?
What's down: Lack of strategic
depth. All you really do is send
out waves of toys and see

who wins.

Why you should care: If your
thing is lighthearted, fast-paced

Send out massive waves of
wind-up toys. Each fighter/toy
has its own unique offensive
power and defense protection.




[n the near future, mankind has conquered dimensional travel but

the door we have opened swings both ways. The peaceful city you

have grown up in has become a haven for dark crcatures from

wnother world— Demons! Now it’s up to you and your friends to
harness the hidden power within you by entering the fantasy \

ona. ‘

You awaken with incredible abilities that you will need to de

game known as Pei

the scores of Demon invaders and cleanse the land of their forces.

Converse with them before doing battle to determine your best
course of action. Fight them or enlist their aid in your mission.
Either way, you are set for the fantasy adventure of a lifetime!

R P I o [}
Special Features !

- Based on the ultra-popular, mega-hit, Megami
Tensei series: first time to hit US shores

- 100+ hours ofpulse pounding gameplay
~ Over 300 different monsters to do battle \\)'ith

- Morph any member of your party into a
more powerful source known as “Persona

L

- Fight your way to onc of many endings .«

Use your “Persona”

ATlle [N ReviiaTions e L

PlayStation, he Pk
ime g Inorm:

©1996 Atlus Co., LTD. Porsona, Rovolations Series are frademarks of Atus Co., LTD. All gt Station ogo. and he PS fogo aro trademarks of Sony Computer Entortainment Inc.
can

180077




by’s Super Sta

Incantation is

System: Super NES Publisher: Nintendo
a cute game.

Its magical What it’s about: Everything. Super Star has every-
theme and thing from full side-scrollers to cute minigames.
colorful What's up: The sheer value of this cartridge! A
graphics couple of the games are almost worth the entire
make it well price by themselves. But with Super Star, you get
suited for eight games! The two-player minigames are very
young kids. silly but are still fun, nonetheless.
System: Super NES Publisher: Titus What's down: Hardly anything. This is probably
one of the best titles to get this year for the
What it's about: A colorful side-scrolling adven- Super Nintendo.

ture where a young magician’s apprentice tries

to restore peace and harmony to his magical Why you should care: Come on, it's Kirby! And

with all the games that are included, there's

Kinggor. bound to be something that you'll enjoy in this

What's up: Colorful graphics, hidden spells, package.

bonuses and traps. Incantation is an easy game

to get into. The side-

What's down: Perhaps it's too easy. This game scrolling

looks like it's geared toward a younger crowd. adventures in

If that's the case, then Incantation will have to Kirby's Super

compete with higher-profile games, like ones Star are

with Disney licenses. worth the
price of

Why you should care: Good natured games vs. admission by

evil games are hard to find these days. themselves.

The backgrounds are also well
drawn.

What's down: Small character sizes,
substandard animation and other
graphical problems. Also, you can
only play Lobo in the One-player
Mode.

Why you should care: Lobo's one of

the few bad and violent characters
System: Super NES, Genesis around that has more popularity
Publisher: Ocean than most “good” guys. It's cool just

to see him in a video game.

What it's about: One on one fight-

ing with Lobo and other cast

members from his comic book This is the only cinema you'll
world. see in the game. Check out

What's up: Lobo. He's just about the  Lobo's big, bad ship that he
coolest comic book dude around. flies to meet his opponents.




Objective:

Education:

Work Experience:

Special Skills:

Interests:

~ References:

150 Shoreline Drive
Redwood City, CA 94065
1-888-734-2763

A full-time position shooting things

Shooting things

Shooting zombies

Shooting robots

Shooting mutants

Shooting mafia crime bosses
Shooting: mannequins
Shooting cult leaders

Shooting things with D-pad
Shooting things with gun

Shooting things with D-padandgun e
Shooting things with D-pad and partmer .
Shooting things with gun and partner
Shooting things with gun in‘each hand -

Guns, ammo, shoc%ﬁng_ﬂ'\idgs' A
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You're a marked man. But try not to let that intimidate you.
Because you have all the teams with all the starting lineups. You
have advanced gameplay and artificial intelligence, with players
cycling and executing powerplays just like they do in the pros.
You can create your own strategy for breakouts, forechecking and
offensive and defensive attacks. You'll be able to swarm the net
or focus your offense around your right winger, left winger or
center. You've got Icon Passing; which lets you execute give-
and-goes as well as any assist leader. Of course, when you go
skate to skate with the likes of Jagr, Lemieux, Hatcher, Coffey and
Brodeur, there's one thing you haven't got. A prayer.

nc ww.sony.com




Madden is
the king of
the football
games on the
16-Bit plat-
forms. No
one else even
comes close
to competing.

System: Super NES, Genesis
Publisher: EA Sports

What it's about: What, you live in a cave?
Football, baby, pure Pro Football!

What’s up: The six-year evolution of this stan-
dard-setting title has made it one of the most
complete football games around.

What's down: If you really mastered any of the
previous Madden games, do you think the com-
puter Al will be that much harder to crack this
time around?

Why you should care: For two-player fun, no foot-
ball game can stoke those competitive fires as
well as Madden 97. For those looking for a
“keeper” 16-Bit football game, it won't get much
better than this.

Marvel Super Heroes:
War of the Gems

Captain America (left) and Wolverine (right)
are two of the superheroes that you can use
in this Final Fight, side-scrolling game.

System: Super NES Publisher: Capcom

What it's about: A Final Fight-type game
with the cast of some of Marvel Comics’ most
popular costumed freaks.

What's up: You can pick Spider-Man, Hulk,
Captain America, Iron Man or Wolverine! Talk
about potpourri. Also, you'll find plenty of spe-
cial moves that fit each character.

What's down: Button tapping and plenty of
it. After all, isn't that what Final Fight was
all about?

Why you should care: It's just cool to be able to
select any of five superheroes for each level. For
example, on a city level, Spider-Man can quickly
climb over buildings. As an alternative, you can
have Hulk smash through the buildings (a slow-
er method which may reveal some power-ups).
This will give the game plenty of replay value.

Why is the
Incredible
Hulk fight-
ing the
Avenger
Hawkeye?
And why
are there
two of him
for that
matter?

Mallard

System: Super NES
Publisher: Nintendo

What it's about: Donald Duck
running around causing plenty
of mayhem in this side-scroller.

What's up: The animation is as
smooth as it is funny. This
game looks like a Disney full-
feature film.

What's down: So far, not much.
This game looks like it will pro-
vide many hours of entertain-
ment for the whole family.

Why you should care: This
cart was originally done by
Disney (before Nintendo
picked up the rights), who

is usually known for putting
out quality products. Look for
this game to pack plenty of fun
and cuteness.

Maui Mallard has all of the
successful components: great
graphics, smooth action and
fun (and funny) gameplay.




PANDEMONIUM 5

P

You have the POWER. In this contest you don't rely on the luck-of-the
draw. You determine if you win or not. You win by outscoring others in a game of

L] The Ultimate ovs20000 .
0 Gaming Righ""** ey 4

Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor,
‘1130 walt receiver w/ Dnlbv Digital Suusrrunund Sound, and all components shown.

skill. Can you solve the puzzle below? Then rnu have what it takes. It look
but it's only the start. Each of five more puzzles gets a little harder. ‘But this time its
all up to you. Stay in to the end with the highest score and the gear is yours.
With whatever options you want. Do you have what it takes? Then play to win!

Computer Contest. Wina blazing fast computer with 200 Mhz Pentium,
16 meg. RAM, 2.3 Gig. HD, 8X CD-ROM, 17" monitor, Windows 95, modem and more!

Video Game Contest. Play on the hi-tech cutting edge with this line-up:
Sony Playstation; S%qa Saturn; Vmual Boy; 3D0; and Nintendo 64! Get all five or
trade the ones you don't want for CASH! nuus options include: 33 inch monitor,
$1,000in games, cash, accessories and more!

IPTION! This rig will blow you away!!
We're laldn' GAMING HEAVEN!
Directions. Fill in the Mystery Word Grid with wmﬂwmna across that spell

nm the Mystery Word down the side. Hint: use the Mystery’

In the future. There will be four more puzzles at $2.00 sach and one tie-
breaker at $1.00 which will be sent to you by mail. Vrm will have 3 weeks to solve
each puzzle. We don't know how many will pl: Pl ically 5% will have the

%\est score possmle score to Phase |, 43% to Phase I, 36% to Phase Ill, and 32%
hase IV. The tie-breaker determines the winner. If players are still tied they will
splll the value of the grand prize they are playing for.

MYSTERY WORD CLUE:
'WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT

{BSpecv copares who, ang vith s magaie hve okt v i cort:

ves' ENTER ME TODAY, HERE'S MY ENTRY FEE:

[1($3.00) Computer Contest

[1($3.00) Video Game Contest

(] ($3.00) Media Rig Contest

[] ($5.00) SPECIAL! Enter them all (SAVE $4.00)

VW ONY dIo

State Zi|
.0., OR CHECK TO:

I@D S PANDEMONIUM, PO BOX 26247

MINNEAPOLIS, MN 55426-0247

OID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY FEB. 15TH, 1987 + ENTRY FEE MUST BE INCLUDED
e e erson. £} Eny

o Tt b i 30 s o 1 . Empooes of v, . ar s suppers are

td 0 entry fees paid. No responsile

calRues by writing

o are rademarks o hei
Pandemonium, Inc.




System: Super NES Publisher: T*HQ

What [t's about: An improved version of the arcade
classic. It's like Dig-Dug with more technique.
What's up: A two-player Competitive Mode.

What's down: This is one high-priced cartridge. As

of this writing, stores have been selling Mr. Dot
for over 50 beans. That's a lot of money to spend

Mr. Do! was very popular as an arcade game back in the

'80s. How will it fare by itself as a game of the "90s?

on an ancient game (especially in an age when
most classics are being released in bunches, not
one at a time).

you should care: A lot of people were big fans
of Mr. Dol. If you want it, and are willing to pay for
it, it's there for the grabbing.

The Two-player
Modes are the best
part about this re-
packaged Ms. Pac-
Man. You can either
play cooperatively or
competitively.

System: Super NES
Publisher: Williams

What it's about: You
have got to be brain-
dead if you haven't
heard of Ms. Pac-Man.
This is the sequel to
one of the most popular arcade hits of the '80s:
Pac-Man.

What’s up: Two-player Ce or C

Modes (two can play on one screen at the same
time!). Different, never-before-seen levels,
including some that are way strange with a lot of
dead ends.

What'’s down: Like Mr. Do!, Ms. Pac-Man is only
one game. The different options help make Ms.
Pac-Man a better package.

Why you should care: Ms. Pac-Man may seem
old, but this version makes it worth looking at
again. After all, it is a great game all by its lone-
some. And the Two-player Simultaneous Modes
are a lot of fun!

Check out these funky level designs. Some
of them won’t work to your advantage at all.

NBA Hangtime

System: Super NES, Genesis Publisher: Williams

What it's about: Have you seen NBA Jam? Then
you've seen NBA Hangtime.

What's up: Character creation. Make up your own
basketball player and save it! It's too much fun
playing as an alien in a basketball game.

What’s down: NBA Jam's overexposure means
that Hangtime won't be a widespread hit. Been
there, done that.

Why you should care: Well, you probably
shouldn't, unless you would really like to
create some really screwed-up basketball
players for your custom-made teams.

This game certainly looks a lot like NBA Jam
now, doesn’t it? At least you can create and
save your own basketball players.
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8 demented characters » e
with custom weapons - .

that will crack you up!

s TS AWHACKED-OUT FIGHT s

B

i

< T0 THE FINISH!

Link up to 8 players at once 24 outrageous 3 D

™™ Rev up and get ready to go ballistic! £34s ok
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AWESOME REVIEWS
IS LIKE WINNING THE CUP WITH
ASLAPSHOT FROMTHEBLUELIE




“NHL POWERPLAY ‘96 IS WITHOUT A ke
DOUBT THE BEST HOCKEY GAME EVER Fas
MADE FOR ANY SYSTEM ON ANY PLANET!!!
THE INCREDIBLE LOOK AND PLAY LEAVE YOU NO
CHOICE BUT T0 GO OUT AND BUY THE GAME.”
-GAME PLAYERS

“POWERPLAY HAMMERS FACEOFF OPPOSITION...
RARELY DOES A VIDEO GAME DELIVER THE
ESSENCE OF THE SPORT...POWERPLAY'S GRAPHICS
AND GAMEPLAY SKATE AWAY WITH THE CUP.”
-GAMEPRO

“POWERPLAY'S GAMEPLAY IS SECOND TO NONE”
-COMPUTER GAMING WORLD

“THE GAME THAT STOLE THE TORCH FROM
EA'S NHL SERIES AND BROUGHT THE SPORT
OF HOCKEY INTO THE 32-BIT AGE.”
-NEXT GENERATION

“THE STRONGEST COMBINATION OF KILLER
GRAPHICS AND SOLID GAMEPLAY TO DATE.
-CYBER SPORTS




NBA Live 97

Is this the best
hoops game on the
16-Bit platform?
System: Super NES, Genesis

Publisher: EA Sports

What it’s about: You see, there’s this bouncy ball,
and these really tall guys try to place the ball
through a thin metal cylinder.

What’s up: New SGI animations for passing,
dribbling, and yes, dunking. Also, a new Practice
Mode features two-on-two and three-on-three
gameplay—great for beginners and pick-up game
trash-talkers.

What'’s down: Nothing

Why you should care: Well, you can either hope
that the 256-Bit versions of NBA Live 2027 will
include “old-timers” such as Dennis “Hair"
Rodman, Shawn “Rain Man" Kemp and Anfernee
“Penny” Hardaway, or you can get this game
now. So why wait?

Another update by
EA Sports? No sur-
prises here. But NBA
Live is one of the
best out there.

System: Super NES Publisher: T*HQ
System: Genesis  Publisher: EA Sports

What it’s about: While this series could have easily
evolved into the greatest fighting game of all time
(imagine a Character Select Screen with all those
players), EA Sports has wisely decided to keep it
a hockey game.

What's up: A new Coaching Menu makes strategy
calling a bit easier, and EA Sports has made the
computer Al a bit stronger. Plus, the gameplay
speed has increased.

What's down: That artificial 2-D top-down view: If
only the 16-Bit systems could pull off 3-D graph-
ics, this game would look as real as it plays.

Why you should care: Ice melts in warm weather.
Game cartridges don’t. Any questions?

Will the Red Wings ever win the cup?

System: Super NES Why you should care: This is one
Publisher: Titus of the few games whose great

story line should pique plenty of
What it's about: Play as a young gamers’ interests.

mouse actor who gets trapped in
a local multiplex. To escape, you
must take on various roles from
various movies. By acting out the
starring roles of each film, you
can find Oscar statues that will
help you escape.

What's up: Four fun movies to
play in. This makes the level
design very unique and worth
checking out.

What's down: It's definitely geared

toward kids, which is not a
negative factor if you are a kid.

Each level has a specific movie
theme to it. Pretty cool, eh?




PGA European Tour

System: Super NES
Publisher: T*HQ

get to head off to Europe.
What's up: Squaring off against 10

What It’s about: Travel to the lands  real European Tour hot shots at
of Europe, and embark on an epic ~ five true-life European courses.

What's down: It works with the

adventure of action, intrigue and Plus, there's a full lineup of Play
suspense...oh wait, this is just a Modes, from a skins game to a
golf game. Well, at least you still full-fledged tournament.

Now you can play without getting stains on your Dockers.

TeeV Golf club peripheral, which
is way cooler than using a control
pad. Just don't throw it through
the TV screen after a triple bogey
on the eighth hole at Wentworth.

Why you should care: Are your
golf skills so pathetic that you're
afraid to play in public? Why not
ween your skills on the same
courses that confound even pro
golfers—all in the comfort of your
own home? At least the computer
won't make fun of you. Your
friends, on the other hand..

System: Super NES
Publisher: Nintendo
System: Genesis
Publisher: T*HQ

What it's about: Play
as either Pinocchio
or Jiminy Cricket in
their journeys
through Pleasure Island. If you succeed,
Pinocchio shall attain his dream—to become a
real boy.
What's up: It's Disney! You'll see many Disney
characters and hear original songs from the
classic Pinocchio animated feature film. Plus,
you can play as Jiminy Cricket.
What's down: Can a game be too cute? Pinocchio
comes dangerously close...
Why you should care: This is brought to you by
the same people who created Toy Story and
numerous other top-selling titles. Of course, the
imati gameplay are top-notch

like a Disney movie. Check out Jiminy in the
lamppost in the lower-left picture.

Prince of Persia 2

System: Super NES, Genesis
Publisher: Titus

What it's about: The evil
Grand Vizier Jaffar (no rela-
tion to the Jafar of Disney’s Aladdin) has made
you out to be an outcast. Now you must fight
in this side-scrolling adventure to regain

your identity.

What’s up: Improved graphics and gameplay over
the original. Plenty of fireballs, poison darts and
other deathtraps await you around every corner.

What’s down: After seeing games like Flashback,
Prince of Persia has lost some appeal. We'll wait
and see how great this sequel will be.

Why you should care: Games like Out of This
World and Flashback have their roots in the
original Prince of Persia. Prince of Persia 2 should
present an interesting challenge, as it has a lot
to live up to.

The same
Arabian
theme
sticks for
the sequel,
but then
again, itis
called
Prince of
Persia 2.

8




System: Super NES
Publisher: Titus

What It's about: An action-
adventure where you take
on the role of BIOMECH, a

as lasers, multidirectional zap-
pers, heat-seeking missiles and
plasma boomerangs. Lots of
cool Bosses and miniBosses too.

What's down: Nothing yet,

state-of-the-art bionic soldier.
You have to fight through
four warped landscapes, from
the dark forests of Earth to
outer space.

except that the gameplay

looks a little simplistic.

Why you should care: Who else is
going to save the Earth in the
year 5069 A.D.?

What's up: Cool weapons, such

003270

Where are the Ewoks in this
tree-top level of Realm?

SimCity 2000

System: Super NES

Publisher: T"HQ

What It's abeut: City building and
management at its finest. You
have to pave roads, zone for com-
mercial, industrial and residential
areas, put up powerlines, build
stadiums, etc. And after all of
that, you have to make sure your
residents are nice and happy.

What's up: The complete freedom

Afire in Hsutown! Oh not

to build and design an entire city,
any way you want.

What’s down: This game is chock-
full of details. So much, that the
Super NES has a bit of load time
while the CPU is trying to calcu-
late what's going on. Things are
also a bit hard to see.

Why you should care: SimCity
2000 is one of the best
strategy/sims around.

Sonic 3D Blast

the Genesis to its max.

What's down: Sonic is so fast,
that he's sometimes hard to
control in three dimensions.
Should he have stayed a
side-scroller?

Why you should care: This is
one of the best looking Genesis
games around. It keeps to the
classic and successful Sonic-
style of play, but puts it in three
dimensions.

System: Genesis
Publisher: Sega

What it’s about: A diagonal
scroller? Sonic takes on a
three-fourths view, which
leaves him much more room to
run around in.

What’s up: The graphics and
colors are incredible! The
smoothness of the scrolling is
perfect. This game almost looks
like its Saturn counterpart. 3D
Blast pushes the capabilities of

The
graphics
for Sonic
3D Blast
are
among
the best
in the
16-Bit
world.
Donkey
Kong
must be
blushing.

System: Super NES
Publisher: Nintendo

What it’s about: For those of you
who have been living in a cave for
the past five years, Street Fighter
Alpha 2 is the latest installment in
the long line of Street Fighter
games. This is the sequel to Street
Fighter Alpha, but is a prequel to
Street Fighter 2. If you're con-
fused, don't worry about it. SFA2 is
just a new fighting game that's
milking off an old concept.

What's up: Just about everyone
recognizes that SFA2 is a great

two-dimensional fighter. All the
moves and all the characters will
be put in the Super NES version.

What's down: Custom combos. This
is the cheapest feature to hit a
fighting game yet. At least they
are easy to avoid.

‘Why you should care: You won't
see any more fighting games for
the Super NES (except for
Ultimate Mortal Kombat 3). SFA2
is definitely worth getting. It is dif-
ferent enough from the last Super
NES Street Fighter, Super Street
Fighter 11, to justify buying it.




Triple G

System: Genesis
Publisher: EA Sports

What it's about: It's
baseball, but is it

still America's favorite
pastime?

What's up: 1996
Opening Day stats and
players set the stage
for a complete baseball
title, which puts equal
emphasis on base run-
ning and defense as it
does pitching and
hitting. For those who
appreciate a real chal-
lenge, EA Sports has
served up a brand-new Pro Mode.
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Even the one-player games are fun to play.
Yoshi and Co. make up the theme of the game.

System: Super NES Publisher: Nintendo

What it's about: The most addicting (legal) thing
that you'll ever experience. This puzzle game
shares nothing with its ancestor, Tetris, except for
the name and the loss of sleep that goes along
with playing it.

All baseball games
pretty much look the
same, don’t they?

What's up: Two-player vs., two-player time trial,
one-player puzzle, one-player stage clear, one-
player endless...This game is great by yourself and
even better with a friend.

What's down: Having to stop playing to do the
trivial things in life, like eating and sleeping.

What’s down: A minor gripe: The baseball teams
are listed by city, and not by name.

Why you should care: When's the last time you've
seen a video game spit at an umpire or go on
strike? This version of baseball may actually be
better than the real thing.

Why you should care: If you are even slightly inter-
ested in puzzle games, then you have to try Tetris
Attack. It was voted the most addicting game in
the EGM offices and it was the game EGM editors
bought more than any other during 1996. That's
got to say something when people who are
surrounded by video games think that highly of
such a low-key title.

Ultimate Mortal Kombat 3

popular fighters of all time.

System: Super NES, Genesis
Publisher: Williams

What It's about: A deluxe Mortal
Kombat 3, so to speak. This is part
three and a half to the series that
started the original gore fest.

What’s up: Almost every UMK3
character is in (except Sheeva).
This is a dream cartridge for any
MK fan, well almost...

What's down: It's too bad MK
Trilogy (an even better package
than UMK3) is coming out for
some of the bigger systems.
Trilogy is stealing some of UMK3's
thunder. By the way, didn’t we just
see MK3 for the 16-Bitters just
last year? Is UMK3 really worth it
to owners of MK3?

Why you should care: Like Street

Fighter Alpha 2, UMK3 is going

to be one of the last fighting
games to grace the 16-Bit
machines. And since it's Ultimate
MKS3, it is an excellent deal—plenty
of fighters, plenty of moves and
plenty of technique.

UMKS3 will have to watch out
for some competition in the
form of Street Fighter Alpha 2.
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VectorMan 2

Here is a picture of
VectorMan on

What's down: At the time of this writing, we are not
sure if Sega will run another $25,000 contest for
If they don't, then forget it! We aren't

System: Genesis

Publisher: Sega

What It's abeut: A morphing
robot who looks like he
belongs in the cast of Ballz.
VectorMan is a side-scroller
with plenty of features and
fun gameplay.

What's up: New weapons,
new levels and new morphs,
like Copter, Fire, Tick and Scorpion. The graphics
and sounds have been improved over the original.
Now you can see very impressive Bosses, levels
and lighting effects, and you can hear neat sound
effects and voices (of VectorMan himselff).

buying the game! (Kidding, of course.)

Why you should care: VectorMan can arguably be
called the best side-scrolling action title that the
Genesis has to offer. Part two gives you all of the
original and then some. What else do you need
to know?

The graphics in VectorMan 2 are top-notch.

From these early
screen shots sent to
us by Sega, VF2
looks terrific for
being a 16-Bit title.
Look for this to be a
hot cartridge.

System: Genesis

B Publisher: Sega

i What it’s about: A two-
dimensional fighting
game that has moves
from both Virtua Fighter

ing styles are based on real-life martial arts.

What's up: Not much is known about VF2 for the
Genesis yet, but so far, the game looks colorful
and detailed. But as every VF fan knows, the
animation is what really made Virtua Fighter 2
stand out in the arcades. We will have to wait to
see how well Virtua Fighter 2 runs on the
Genesis' 16-Bit processor.

What's down: Will a two-dimensional Virtua
Fighter game work? Don't forget, you won't be
seeing any fireballs or Dragon Punches, just
straight hand-to-hand martial arts.

Why you should care: If this Genesis game plays
as well as it looks, then Sega will have a winner
on their hands.

VF2 is really
a combina-
tion of VF1
and 2. The
only differ-
ence is that |
the Genesis
versionis [z
two-dimen-
sional.

Waterworld

—| @]

This map simply shows you what stage you
are currently on. Kind of useless, huh?

System: Super NES, Genesis Publisher: Ocean

What it's about: A shooter that takes place on
water. You can move around in, and enemies can
come from, any direction.

What’s up: This game will cost only a fraction of
what the movie cost.

What’s down: Running out of ammo when five
Smoker Jet Skis are bearing down on you.

Why you should care: Waterworld is a change
from traditional shooters where you are moving
forward in one direction all the time. Now, you
can speed around large levels, taking on
Smokers from all sides.
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As you can see in the lower-left picture,
Dennis Hopper lent his profile to Ocean.
That cheapo will do anything for a buck.




Whizz is like
Sonic 3D
Blast with a
splash of Taz
put in for fun.
The game is
as colorful as
it is frantic.

System: Super NES Publisher: Titus

What it’s about: An action game that looks like it
will try to compete with Sonic 3D Blast. Whizz is
a fast-paced adventure game that is played in
an isometric view. You are a magical bunny

who dashes through level after level, destroying

World Series
Baseball ‘96

The critically acclaimed World Series
Baseball line gets a 1996 update from Sega.

System: Genesis Publisher: Sega

What it's about: Sega’s baseball franchise may
be singing its 16-Bit swan song with this solid
sports title.

What's up: It plays and looks as great as WSB
'95, but has updated season stats and rosters for
the '96 season.

What's down: If you already own WSB '95, you
might be wishing for more changes than that.
Why you should care: It'll give you something to
do the next time those players go on strike...

enemies and avoiding traps.

What's up: Colorful and bright graphics. Fast-
paced action. Tons of hidden traps and bonuses.
Plus kids will have a field day with the name of
this game.

What's down: You have to finish each stage in a
very short period of time. Forget about exploring—
you have to rush through each level.

Why you should care: Kids should have plenty

of fun (and a little bit of
frustration) with Whizz.

W_;.

You'll have to com-
plete each stage in a
short amount of time.

Here, Sega demonstrates that they can do
16-Bit renders of baseball players’ behinds.

System: Genesis

Publisher: Sega

What It's about: The lovely
ladies of the X-comic books
that we've grown up to love are
off in their own Final Fight type
of adventures.

What's up: Play as Rogue, Storm
or any of the other various X-
Women. Each has her own spe-
cial powers that she possessed
in the comic books.

What's down: The characters
look very small so far. Perhaps
they’ll grow a little by the time
the final game comes out.

Why you should care: Any time

This robot is ready to throw
Rogue off this giant branch.

X-Women

you can involve the X-Men (or
X-Women in this case) in a
video game you should do so.
These gals have a great follow-
ing and it's cool to see them in a
video game without the likes of
Wolverine stealing the limelight.




NOU RECRUITING

For The LightStormer Corps

b
. b % |

send you to the

This is your chance to proudly wear the LightStormer uniform. We'll
far corners of the solar system with enough firepower to enforce our hard-won peace.
You'll be mastering awesome weapons Llike the Phase Rifle, Anti-Matter Blaster,
Lock-on Cannon and Plasma Lance as well as receiving psionic neural implants - the
classified technology reserved solely for the LightStormer Corps. With this
arsenal, you'll be able to pulverize United Earth's enemies not only with your

physical weapons, but with your mind.



Travel To Exotic Places,

Teen) Distributed by

! INCOMNIA universal intem&le’;siunius' T |

Interface with your local recruiter today at www.universal-interactive.com

nc, Disnuptor nc.



N

R
N
NN

o




CIAL TURE

Pocket

Coo

here is a special place where gamers go to relax and play

L

games that don't always take a lot out of them. This place

isn't too far away. It's a place somewhere in between the

home systems and the Tiger handhelds. This place is known
as “the portables”

So what makes the portables stand out these days? Home systems
are nice in many ways, but you can't take them on the road. Sure,
handheld games generally can’t compete with some of the games out
for the consoles (i.e., Mario 64, Die Hard Trilogy, Tomb Raider, etc.),

but the games can be a heck of a lot of fun.

On the other end of the spectrum, we have the Tiger handhelds.

Though some of them can be sort of fun or at least interesting, usually depth is not a m

feature these games have by any means. That's right, the Pocket
Game Boy lives up to its

So all of this brings us to the place called “the portables”where the graphics and  name-it does fit in a
pocket. Portables are

gameplay are better than the Tiger games, but in portable land, the systems aren't the perfect solution to

. 5 " the problem of gaming
anchored at home like the Nintendo 64, Saturn or PlayStation. on the go. The GB and

" A 7 Nomad are graphically
This look at handhelds will tell readers what's new with two handheld systems (most-  petter than the Tiger

, . 5 g i handhelds but cheaper
ly Pocket Game Boy and a little on Nomad) and if they're worth picking up. than the home systems.

=1 203)]



SPECIAL FEATURE

ame Boy
ame Boy Pocket

Here it is—the rerelease of the
handheld system that is doing sur-
prisingly well in an age of 32- and
64-Bit systems. How can this be hap-
pening? Isn't the Game Boy dead?

The answer is a resounding “NO
WAVY!" Considering that over 400
games have been released since the
Game Boy came out back in 1989,
and since that time, over 45 million
people have bought the Game Boy
around the world (close to 20 million
in the United States).

Now the Pocket Game Boy has
been released seven years later. Since
both the old Game Boy and the new
Pocket Game Boy use the same little
carts, that means all of those games
are available across the board. So
why should gamers spend the $60
($59.95 MSRP) on the Pocket Game
Boy at this point on the video game
timeline? Besides it being cool-look-
ing, there are some features that
make the Pocket a worthwhile pur-
chase for any game enthusiast.

First (and quite possibly most
important) the Pocket Game Boy has
a screen with a higher contrast. The
graphics will look much sharper than
on the original Game Boy, and there
will be next to no blurring on the
Pocket. Playing side-scrollers like
Mario Land or Kirby's Dreamland
gamers will notice that the game is
very playable. Frustration on the origi-
nal Game Boy has been turned into
fun gameplay. After all, that's what
games are all about, right?

With this increased resolution
comes the question of battery usage.
Many may think that if the graphics
are better, more batteries will be
needed. This couldn't be further from
the truth. The Pocket Game Boy uses
less battery power than the old Game

the Pocket lasts a full 10 with only
the two dinky cells. That's what a
handheld is all about: not having to
worry about power usage when the
system is far from a wall outlet and
an AC adapter.

With all of these major upgrades
comes yet another. They've packed
new technology in the little GB so
people would think that it's either
bursting at the seams or it's even big-
ger than before. Again, Nintendo pulls
another trick from its sleeve and
proves that bigger doesn't always
mean better. The Pocket Game Boy is
30 percent smaller than the original
system, and as gamers can tell by the
pictures shown, the Pocket Game Boy
lives up to its name.

Another concern may be if there
will be any good games out for the
system in upcoming months. Besides
the Nintendo games (including the
recently released Donkey Kong Land
2 and Tetris Attack) there are other
companies bringing out a slew of
games. T*HQ, the second largest pro-
ducer of games for the Game Boy
(second only to Nintendo according
to T*HQ has titles like Urban Strike
and FIFA '97 on the way as well as
plenty of already released titles (like
Pinocchio and Toy Story).

If the question asked before still
isn't answered (if the Pocket Game
Boy is worth buying), here’s another
thought to consider: Is gaming about
incredible graphics and rendered cin-
emas or is it about fun? The Pocket
Game Boy is far from being a graphi-
cally impressive piece of hardware
but it should provide plenty of fun
with all of the games available.

Nintendo GAME BOY:

SIZE SIDE BY E

Where should we start with the differences? First the incredible 30
percent size difference is obvious (from the pictures above). Also notice
that the old Game Boy takes four “AA” batteries whereas the Pocket Game
Boy only takes two “AAA” batteries. That saves money in the long run.

Boy. What took four “AA” batteries
before, now only takes two “AAA” The
old Game Boy lasted about 10-15
hours on those four batteries where
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Nomad

The amazing shrink-ray has struck
again, but this time it's been used
by Sega. They figured that since they
had the Genesis and the Game Gear,
why not make a handheld (like the
Game Gear) with the power of the
16-Bit Genesis. So they made one
and called it the Nomad.

The Nomad is a 16-Bit handheld that
is everything the Genesis is except
portable with a cost under but pretty
close to $200. The system features
six-button control (perfect for newer
games especially fighting games like
Street Fighter). The Nomad also lives
up to its name traveling from place to
place...the question is: Who plays the
part of the camel?

So what about the Nomad is special?
We'll start with the resolution. Unlike
some handhelds that have only shades
of color or only a few, the Nomad
has the same specs as the Genesis.
That means 64 colors are on screen
at once—for a portable system, this
is impressive.

The graphics on the Nomad are
much like the Genesis. The concern
with most handhelds though is blur-
ring. From what EGM has seen of the
Nomad so far has been perfect as far
as resolution goes with little blurring on
most games but more blurring on fast
side-scrollers like Sonic. Some EGM
editors compare the quality of the
screen to the Turbo Express handheld
of long ago (which played Turbo-Grafix
16 games).

Another option that may appeal to
gamers thinking about the Nomad is
the TV adapter. We're not talking about
a device that allows owners of the
Nomad to watch TV on the small
screen—we're talking about an adapter
that makes the Nomad into a regular

g
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WHICH GAMES TO BUY?

Curious about which games would be good for such a tiny screen?
Puzzle games always seem to be a handheld favorite. Pictured above
are a few that we thought were good choices. There are plenty of
others considering the amount of games that are available. Keep an
eye out for cheap games in bargain bins at retail chains—these can be

perfect places to find older games that play well on the Nomad.

Genesis (basically it's an RF adapter for
the Nomad). People might call it Sega’s
answer to Nintendo’s Super Game Boy

except this one is fully 16-Bit.

A problem with full-color, back-lit
handhelds is power consumption. The
Game Gear usually lasted about four
hours on six “AA" batteries. Battery
packs were available and usually were
priced at $30 or more. The Nomad,
which also takes six “AA” batteries lasts
for three hours. There is a battery pack
available by Sega that costs close to

$60. In the long run, the battery pack is
cheaper but $60 may be a bit steep for
some. An AC adapter is also available
for the Nomad but you can't take that
on the road (without a really long
extension cord).

Buying the Nomad makes sense
if gamers want access to the 600+
games in the Genesis library but don't
want to be tied down with a home
system. Since it only lasts three hours
though, gamers who want to have a
system on the road might think twice.
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he last time gamers saw Pitfall

Harry Jr, he was a sprite-based,

16-Bit, 18-year-old punk kid who
dashed and leapt his way through a col
ful, side-scrolling Mayan adventure (which
appeared on nearly every game system,
by the way). Now he’s returning, a little

The game’s enormous, 3-D environments
scroll in all directions, with players having
near-total freedom in choosing which
areas they want Harry to explore. Pitfall
3D is still packed with the trademark
obstacles of the Pitfall games—like swing-
ing vines and croc-infested pools—except
now players enjoy a level of
almost Super Mario 64-like
freedom in maneuvering
around trouble spots.
Players view Harry from a
third-person perspective,
which is controlled by the
computer and can't be
switched or panned around
like in Tomb Raider or
Mario 64 (although the

older, a heck of a lot tougher and—most
important of all-in complete 3-D.

Pitfall 3D, Activision’s 32-Bit update to
its long-running and beloved Pitfall series,
is expected to come out for the
PlayStation in the spring of 1997. The
game is still deep in development, but
EGM recently visited Activision's Los
Angeles offices, talked with members of
the game's development team and came
away with plenty of screenshots and
behind-the-scenes info. Above all, we
learned that Pitfall 3D is definitely a
departure from previous 8-Bit and 16-Bit
Pitfall titles.

For starters—and this should come as
no surprise—everything in the game, from
the terrain to the enemies to Harry Jr., is
made up of 3-D texture-mapped polygons.

direction in which Harry's facing will
determine what will be shown on screen).
But Activision assures that this lack of
player control over the camera won't
hinder gameplay. It will instead enhance
it, since the camera will always pan to
show oncoming obstacles.

For instance, if Harry approaches a
narrow row of suspended platforms, the
camera will swivel around to show Harry,
the platforms and the gaps between each
platform. Any missed leaps across the
platforms will therefore be the fault of the
player rather than due to a poor view. The
game camera will also add a cinematic
feel to the game. It will zoom out, for
example, when Harry approaches an area
that's likely to be teeming with hidden




enemies. (Incidentally, Pitfall 3D's
camera-panning routines were created by
Franscois-Yves Bertrand, who worked on
the camera angles of the Virtua Fighter
games—see sidebar.)

Another new twist to the Pitfall fran-
chise, and this one's a doozy, is Harry's
ability to perform a slew of fighting
moves. By the time the developers are
done designing and tweaking his collec-
tion of moves, Harry will be able to pull off
nearly 50 distinct attacks. For instance, if
he finds himself surrounded by bad guys,
Harry can perform a sweep kick to topple
any enemies in range. Players will activate
many of these moves through Street
Fighter-type joystick motions and button
presses, although Harry will not be able
to grapple and throw opponents like most
fighting-game combatants can. Also
note that not all of these moves will be

available at the beginning of Harry's
adventure; rather, they will be picked
up as power-ups as players progress
through the game.

Players will also come across various
weapon power-ups too, such as swords
and stones. Yet Activision wants to
keep combat in Pitfall 3D up close and

PITEALL’S

personal, so it's doubtful that players

will find any weapons that let them attack
enemies from a distance. Don't expect to
see Harry Jr. wielding Uzis or a machine
gun (as Lara Croft does in the somewhat
similar title Tomb Raider). Harry's whip,
which saved his life more than a few
times in the Mayan Adventure, will be
left out of Pitfall 3D, as well.

The game's plot is much darker than
the Mayan Adventure’s quirky story line.
An ancient dimensional rift has opened
between Earth and the magical world of
Djinn, which is infested with evil, mutated
creatures just aching to take over our

Considering all the hand-to-hand combat Harry Jr. gets into, two of Pitfall 3D’s developers seem espe-

cially suited to their jobs. After all, they helped create the world’s most popular 3-D fighting games.
Before coming on board at Activision to devel-

planet. Harry Jr., now a few years older
than he was in his last adventure,

has ventured into Djinn in the hopes of
finding some way to seal the rift before
the monsters escape.

Djinn is divided into eight distinct
regions, which are themselves divided
into three zones each, giving the game 24
levels in all. Players start in a Rain Forest
region and battle their way through its
three zones. Once they reach the third
zone, however, players will find entrances
to at least two other regions. Those
regions, in turn, will lead to more regions,
and so on and so on. This branching of

Rene_T

Franscois-Yves Bertrand op Pitfall 3D's graphics engine, Lead Programmer
Franscois-Yves Bertrand worked for Sega of
Japan, where he developed the camera and colli-
sion system for Virtua Fighter 1 and 2. He began
his career in the coin-op market with Sisteme, a
European game company.

Lead Modeler/Animator Jeff Buchanan also
worked at Sega of Japan (after serving a six-year
stint in the U.S. Marine Corps and being wound-
ed in Operation Desert Storm). Buchanan created
the 3-D models, animations and texture maps for
the Virtua Fighter and Virtua Cop arcade games.
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the game’s levels keeps Pitfall 3D from
becoming too linear, since players can re-
enter previously explored areas to find
entrances to new regions.

The main objective of the game, there-
fore, is for players to find the entrances to
each region and explore every zone in the
game. Pitfall 3D's regions all share the
same earthy, jungle-inspired look you'd
expect from a Pitfall game. Besides the

Although they may now be
composed of polygons, many
of the obstacles and creatures
in Pitfall 3D will no doubt be
familiar to fans of the Pitfall
games. Harry will still need
to swing on vines, jump on
crocodile heads and leap
across chasms. But now he'll
have to contend with a bizarre

Rain Forest, Harry will explore a sky-high
cloud region, a war camp, a lava-laden
volcanic area and a prison tower.

Each zone presents Harry with a certain
objective. For example, he might have to
kill a Boss (of which there may be as
many as seven) or collect certain artifacts.
Some artifacts may even be needed to
explore other regions in the game. For
instance, players might need to find a
torch before they can safely explore an
especially dark region. The game is
packed with hidden areas, too, which
Harry will find behind jungle foliage, down
pits and in other out-of-the-way places.

assortment of creatures that morph from
objects in the game’s environment. For
example, lava flows in the volcanic region
will transform into magma monsters, and
ordinary-looking rocks will unexpectedly
morph into man-bashing beasts.

With its transforming critters, slew of
fighting moves and 3-D graphics, Pitfall

3D is filled with features that tag it as a
true next-gen game. But one question
that's on every gamer's mind is whether
Activision will remember its roots. Namely,
will Pitfall 3D's developers hide within the
game the original Atari 2600 version of
Pitfall (which was hidden in the Mayan
Adventure)? Well, they are reportedly toy-
ing with the idea of putting one area in
the game that's made up of nothing but
swinging vines and crocodile-filled pools,
and players will view this area from the
side, giving the zone an almost 2-D look.
Sounds a bit familiar, doesn’t it. B
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The Man With

One member of Pitfall 3D's develop-
ment team is fairly new to the video
game industry. But that's okay, consid-
ering that his profession—if not brand
new to the industry—is certainly
growing in prominence among game
developers. Christian Gossett is Pitfall
3D's conceptual artist, which means
everything players see in the game—
from creatures to terrain to Harry Jr:
himself—started out as one of
Gossett's sketches. His drawings and .
ideas then went to the project's 3-D
modelers, who turned Gossett's con-
cepts into the texture-mapped, polyg-
onal world through which players
guide Harry.

Conceptual artists are more often
found working in the movie and comic
book industriés, illustrating comics
and drawing storyboards to aid direc-
tors with the filming process. Gossett
is one of the most accomplished illus-
trators in the comic book business,
and his work has appeared in the Star
Wars: Tales of the Jedi comic series,
Star Wars role-playing manuals and
DC Comics' Superman: Year One
comic book. .

EGM talked with Gossett about his,
work on Pitfall 3D and the growing
presence of conceptual artists in the
video game industry.

EGM: First off, what is conceptual
art as it relates to the video game
industry?

Christian.Gossett: Conceptual
design is, at its heart, the visualization
of aworld in totality that hopefully is
new and something people haven't
seen before, but it reminds them of
things that they've loved in the past.

EGM: What did you look toward
for inspiration when you were
sketching the environments and
characters of Pitfall 3D?

NEREIGRE 2 AR

CG: It's Pitfall, so it
models a pretty well-
established genre of

- jungle adveriture, going

back to Indiana Jones—
actually going as far
backas Tarzan. But
we've definitely made

a break away from that
in certain ways. We've
tried to add to the
genre, because there's
alot of things that N
have already been
done within it, and

not repeat what's.
already been done.

EGM: How many
creatures and charac-
ters did you design for
the game?

CG: In addition to Harry, there
have probably been nearly 50 in
conception. As far as who will make
the cut and end up in the final game,
that's still being decided at this time.

EGM: How is that decided?

CG: Basically, the entire team gets
together and decides what's cool
and what's not.

EGM: Of all the objects and crea-
tures you designed, which one sticks
out most in your head?

CG: I'd rather say everyone's just
going to have to wait and see.

EGM: How is being a conceptual
artist for video games different from

* being one for comic books or fims?

CG: Well, any medium you use is
going to have its own limitations, and
it's simply learning to embrace a new
set of limitations. In comics, it's mainly

Jtime restraints. In computer games,
it's mainly memory restraints. And
there have been camera angle restric-
tions and things like that. Also, we're
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all learning 3-D, the industry as well as
the players, and figuring that out and
what’s confusing and what's clear—
those are the real challenges. As far as
coming up with an interesting-looking
jungle with ruins and creatures, that's
really not as difficult as making it all
workin a 3-D game environment.

EGM: Do you see a time when con-.
ceptual artists like yourself will play a
larger part in the game development
process than they do now?

CG: Most definitely. The more the
technology improves, the more poten-
tial for wonderful art will be there. If
you've got this game that can do all
these wonderful things, you're going
to have to have some wonderful
artists contributing to the environ-
ment. It's new for us as conceptual
artists, it's new for software executives
to have these bohemians coming up
to their corporate towers and telling
them, “Well this is what you really
need it to look like." The whole dance
is new. :




95 grisly minutes of full motion 3D
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S0 cool you won't want to
play it alone in the dark.”
—PSX
*...this is the largest game
—PSExtreme
“The most ambitious

adventure game ever

created awaits.”

—Game Fan
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‘the undead feast on

the living to survive.

Welcome to Crystal
Dynamics Blood
Omen: Legacy of Kain.
Whether you choose
the body of man, the
form of wolf or the cloak
of mist, the search for
and annthilation of
those who damned you

1s your only purpose.
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ropaganda, one of Burst's

(a division of Virgin Interactive

Entertainment) best-kept secrets,
has finally been unveiled. The game has
been quietly in development for over a year
now and is due out for the PlayStation in
the summer of 1997. From what we hear,
Propaganda has the potential to be one of
the hottest and most unique driving games
for the PS. Propaganda's developers say
the game will offer cutting-edge 3-D poly-
gon graphics and combine movielike plot
interaction and game presentation in one
neat package. EGM recently had a chance
to view the filming of Propaganda’s FMV
sequences, which was set in a huge sound
stage in Burbank, Calif. In between takes,
we got a chance to speak to Neil Young,
vice president of product development at
Burst. He informed us about the game’s
development, progress and essence.

THE ESSENCE OF THE GAME
“Whenever | go to the theater and watch
an action movie like Die Hard With

A Vengeance, | find that there's always
parts of the film that would be cool to

play as a game. Do you remember when
Bruce Willis and Samuel Jackson were
racing the Mercedes-Benz through New
York? Wasn't that cool? As a gameplayer,

I would like to play that part of the movie in
a game. However, one of the things that
makes that part of the movie so appealing
to me is not just the mindless racing
around at breakneck speeds and bashing
into things (although that's
also cool in itself). There's o

movie is so exciting isn't just because of
the immediate action going on around you,
but also because of a chain of events in the
story line that led up to that climactic
chase. The plot development manipulated
(or attempted to manipulate) your emotions
way before a hand ever touched the
steering wheel.

“Being an avid gamer, | have to say that
| love racing games like Ridge Racer.
The developers of RR have honed the
essence of that game to perfection (going
from point A to point B as fast as possible),
and it works quite well. Still, | wouldn't
mind playing a game that gave me a

also a sense of urgency of I
gotta do this” or “I gotta go

here” which has been devel-
oped through the plot of the
movie. In other words, the
reason that moment in the

—
life- and-death reason for racing.
“Games like Twisted Metal (another
game | like) begin to introduce some ele-
ments of a story line and subsequent
urgency, but that game is more about kill
or be killed, and whoever is left standing
wins. | feel that TM still doesn't fully cap-
ture the emotion the way a motion picture
can. Why? Because although the story in
the game explains a situation or an occur-
rence, the story is still distant from the
actual game. The player is hearing about
things that happened in the past or being
shown what will happen in the future if
you do such and such to this person. It



tells you why, but it doesn't show you how.
Role-playing and even some action games
develop the story line within the game
environment but for some reason, racing

games really don't. Since we (Burst) could-
n't find a racing game that immersed the
story within the action, we just thought
we'd go ahead and create it ourselves.
That's when Propaganda was born.

REALLY UNREAL

“With Propaganda, we decided to create
an alternate universe that's based on reality.
The Propaganda Universe starts deviating
from our own around World War I. Before
that period in time, history has developed
exactly the way ours has. So although the
game itself is set in 1956, the world in the
game has a different set of values and

things like architecture
and technology have
developed differently.
You'll see familiar things
like muscle cars, but
they've gone off on a
slightly different angle
(cars have lock-on
weapons and missiles
for example). It's a differ-
ent universe, but it's
rooted in reality. The
reason we did this is

to give a sense of realism
to our fantasy universe.
Again, the appeal in
movies comes into play
here. One of the reasons movies like
Raiders of the Lost Ark are so cool is
because you could kind of be Indiana
Jones because the
movie is sort of real. The
fantasy is based in reali-
ty. This is what we want
to capture with
Propaganda. We want
players to fill the gaps

in the reality. | feel that
the game will be more
compelling this way.

FMV IS A FOUR-

LETTER WORD
“Because we wanted

to introduce a motion-

picture element to Propaganda and still
make it a gamer's game, we are taking a
different approach with our in-game cine-
mas. For example, in the intro, the hero
(Jack Heller) has been sentenced to death
in front of this 1930s, Nuremberg-style rally,
and as he's escorted down to the death
chamber, he escapes. As he’s running
down a hallway, Krieger (Jack’s archenemy)
goes after him with a shoulder-mounted
rocket launcher. Krieger shoots the rocket,
it misses Jack and blows a hole in the wall.
Jack jumps through the hole in the wall,
hits a bridge and as the bridge swings
down toward the camera, it transitions from
the FMV into the polygon game world. We
want the FMV to be as integrated and as
seamless as possible. Some of the FMV
take the form of televisors (which are
played during gameplay) explaining a new

situation. Instead of getting to a new level
and the enemies are suddenly harder for
no apparent reason, we will explain the
increase in difficulty through the televisors.
We have to be careful with our use of FMV
so that it doesn't alienate real gamers.

'WE SEND YOU OUR VERY BEST
“There's a lot of other cool stuff I'd love
to tell you about the game but | can't at
this time. | know | sound like a broken
record, but the most important thing |
want to maintain with Propaganda is to
make it a game for real gamers. How

. many PlayStation games that were released

a year ago do you o still play today?

* | would say just a handful at best. We

want Propaganda to be one of those
handful of games that stand the test
of time"
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CREATE YOUR OWN
SUPER TEAM

Tecmo Super Bowl allows the
user to trade any player, to any
team, at any time. With this
feature you have the ability to
create your own Super Team.
Just be careful when you're
playing a friend. You had better
make sure he didn' set you up.
The only advice we can give is
check your opponents roster.

LIVE COMMENTARY
Tecmo Super Bowls announcer
gives true play by play
commentary, not just an
occasional phrase or two. If
perhaps you think he’ an idiot,
you always have the option of
turning him off.

TOURNAMENT MODE
Over the years Tecmo Super
Bowl players have let us
know about the friendly
competitions which sometimes
take place. This new version has

h}um = 2

05:00

a built in tournament mode for
a total of 8 players playing one
on one till one of the players
wins the tournament. Chips and
drinks are sadly not included.

DIFFICULTY LEVELS
Knowing that some people
haven't been playing Tecmo
Super Bowl for years we've
included 3 difficulty settings.
Easy, Normal and Hard. Our
football game gives you the
ability to grow with the game.
Internally we call this a screen
save ‘cause you dont have to
throw a rock through the TV
screen when you get frustrated
with the game.

INSTANT REPLAY
If you want to analyze the last
several seconds of play, simply
pause the game and start the
instant replay. In addition you
can go frame by frame to fully
analyze all of the action. Then
again, you may not want to see

the interception again, and
again, and again, and again.

NEW RECORDS & STATS
Tecmoss stats engine has always
been unsurpassed. This year
we've added the ability to keep
the stats from any player in any
position even if its only for 1
play during the entire season.
Heress your one and only chance
to re-write the record book.

NEW PLAYBOOK
From the game play menu, you
now have access to the entire
playbook for the immediate
play. ...for more plays than you
can possibly want, use, call,
send-in, modify, change, and/or
run as the case may be.

VARIABLE WEATHER

CONDITIONS
Ordinary  football ~ games
sometimes have  weather

conditions. So far as we know,
Tecmo Super Bowl is the only
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game to actually change the
weather during the game. So
one minute it could be raining,
and then it could start snowing,
or then again stop or actually
it too variable to give you all of
the possible scenarios.

MORE, MORE AND MORE
We've tried to highlight some of
the most important new
features of Tecmo Super Bowl
for the Sony PlayStation.
Obviously there are more
features than we can possibly
list. Tecmo Super Bowl is one of
the most realistic and
sophisticated football simulators
ever created. Aside from all of
the technical improvements,
think about the following:

1 TECMO® SUPER BOWL™
1 SONY™ PLAYSTATION™
1 TELEVISION

+ 2 OR MORE PLAYERS

= GREAT FOOTBALL FUN

If you like REAL FOOTBALL WITH REAL PLAYERS you'll LOVE TECMO® SUPER BOWL™

Visit Tecmo Interactive at: http://www.tecmo.co.jp

(Y

PLAYERSZ

Tecmo's Deception answers (There are no correct answers... Welcome to Tecmo's Deception)
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he pickins have been
pretty slim for con-
sole owners who are
fans of 'Mech sims.
Sure, PlayStation and

Saturn gamers can boot
up Krazy Ivan and Gun Griffon
respectively, but those titles
are too arcade-oriented for

% the tastes of most die-hard
robot jockeys. The 'Mechs
in both games handle more
g like race cars than lumbering,
\weapons-laden robots, leaving
- console gamers hungry for
something a bit more tech-
nical..a bit more realistic.
»  That something has been
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available to PC gamers for
more than a year now.
MechWarrior 2 is the premier
PC 'Mech title—and for good
reason. It has a large selection,
of even larger robots, loads of
missions and to top it all off,

Continuous weapon fire overheats your 'Mech In the heat of battie.
Since hot 'Mechs shut down, you should shoot less and aim better.

wesgoonfounges MGUN

3ist-Century-Combat Hits

an epic background story
(which is based on FASA's
BattleTech RPG universe).
Now Activision is developing
MechWarrior 2 for both the
PlayStation and Saturn con-
soles. But gamers aren’t going
10 be subjected to a strictly
as-seen-on-PC port. (Although
that wouldn't be all that bad,
considering the huge following
garnered by the PC game.)
The console versions are being
redeveloped—so to speak—
with the console player in
mind. Activision's packing
them with enhanced graphics,
new missions and a slew of
other improvements and
changes (see sidebar).

MLASEMES
JUMPJET

MGUN
INSPECT

The 32-Bit Systems

Better yet, Activision isn't
simply developing the game
for one console and porting it
over to the:other; both ver-
sions' graphies engines are.
being built from the ground up
to take advantage of each sys-
tem's strengths. Consequently,
the Saturn version features
sharper, more detailed graph-
ics, while the PlayStation ver-
sion plays a little better. Both
incarnations will move at
about the same speed—a
breezy 20 frames per second.
Activision is still trying to
bump that rate up to 25 FPS.

For those unfamiliar with
the game, MechWarrior 2 is
set in the early part of the

o
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"MechWarrior 2 features

48 missions in all,”

3lst century, when control of
the galaxy is divided among
several warring clans. Peace.
isn‘tan option to these mili-
tant groups, who instead
unleash their armies of ‘Mechs
to do battle with opposing
clans. Players begin the game
by choosing a clan—either the
Jade Falcon or Wolf clan. They
then climb into the cockpit.of
one of 12 imposing ‘Mechs
and go on a variety of mis-
sions to cripple the enemy
clan. As they accomplish mis-
sions, players will advance
through the, ranks, from lowly
MechWarrior to Khan, the
clan’s leader:

MechWarior 2 features 48
missions inall (@s well as a
few brief training missions).
Both the Jade Faleon and
Wolf clan campaigns offer 16

missions, each which gamers
can play through in the
game’s Career Mode. What
will really excite MechWarrior
fanatics are the 16 other,
never-before-seen missions
that Activision is adding to
the console versions. Murali
Tegulapalle, Activision's pro-
ducer for both console ver-
sions, said the idea behind
these new missions is to
offer something exclusive to
console owners.

“We were thinking about
adding missions from Ghost
Bear (the PC expansion set
for MechWarrior 2) and
Mercenaries (Mech 2's
sequel), but these missions
are still designed for the PC
player,” Tegulapalle said. “So

The
your'Mech for damage.

we asked, 'What if we went in

and made new missions and

new campaigns and designed

them from scratch with only

the console player in mind?™
That's exactly what the

developers did, and, conse-

quently, the new missions play

at a faster pace than the 32
other PC-inspired levels. In
addition to this multitude of
missions, players can also
jump into an instant-action
mode (called the Trials of
Grievance) that putsthem on
a target-rich battlefield in a
decked-out "Mech. The
PlayStation version also sup-
ports a, Two-player Mode,
which/requires two consoles

and a link cable. The two play-

ers can either work together

or against each other in the

Trials of Grievance minigame.
MechWarrior 2's missions

Your Mech's turret can tumn independently of the direction you're

headed, letting you go on drive-by shoqu‘r;i sﬁrees to blast enemies.

Unlike most PC-to-
console ports, the
PlayStation and Saturn
versions of MechWarrior 2
might actually make some
PC owners jealous. After
all. the console versions
are loaded with features
that you wonit find in the
PC game.

For starters, the
console games shine
with enhanced, texture-
mapped graphics, as well
as brand-new lighting and
shading effects. The game
moves more smoothly too.
boasting a frame rate of at
least 20 FPS. (You'd need
an expensive, high-end PC
with a 3-D card to match
the speed and detail of the
console versions.)

But the graphics aren't
the only thing that moves
faster in the console ver-
sions—the gameplay
moves at a quicker pace
t00, giving the games a
more arcade-like feel (note
the presence of power-
ups). The missions are
packed with more bad
guys (often twice as many,.
in fact). and a wider selec-
tion of enemy Mechs now
lie in wait at each way-
point. And let’s not forget
that players have an extra
16 missions to accomplish,
as well

Control of your ‘Mech
has been simplified to
accommodate the control
pads of each system
This streamlining of the
control means certain
options—such as the abili-
ty tojettison weapons and
select missile-cam view—
had to be left out of the
console versions. But it
also means the game is
less complicated and plays
at the faster pace console
owners have come to
expect of their titles.
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Your weapons have left this guy three limbs shy of a full set, ahdnow"  waypoints serve as the loca-
he's waiting for you to end it all. Hurry and finish him oft.

- "Some 'Mechs ctome

'with Jump Jets that

give limited flight
capabilities.”

are set on different planets,
\giving players an assortment
of scenery to look at while
they're locked in combat. From
urban landscapes to frozen
canyons to scorching deserts,
players will tear through plenty
of varied terrain. Yet the differ-
ent locales do more than just
add visual spice to the game—
they affect the performance

of your 'Mechs, too. For

instance, snow levels let

W . you blast away with your
weapons longer, since
the sub-zero temperatures

#

Both the PlayStation
and Saturn versions of
MechWarrior 2 were devel-
oped specifically for their
respective
ther looks shoddy when
compared to the other

The developers of the
Saturn version have learned

protect your 'Mech from
overheating. Missions set
on desert planets have the
opposite effect, so you'll have
to avoid going too gung-ho
with your guns.

Throughout MechWarrior 2,
players will embark on a huge
assortment of mission types.
Some are routine recon
patrols, some escort duty
and others are simple search-
and-destroy excursions, Each
mission is divided into way-
points, to which players must
guide their 'Mechs, and most

ture. T
Saturn version.
consequently. looks
alittle better than
the PlayStation incarnation
(check
shots and see for yourself).

)
on the other hand, contre
and plays just a bit better

than the Saturn,

tion of a mission objective. For
instance, one mission may
have you guiding your ‘Mech
to the first waypoint, where.
you'll have to scout the area
for enemy 'Mechs. Once the
area is clear, you'll need to
move on to the second way-
point, which may be the site of
an enemy munitions plant that
could use a good blowing up.

you back to base. Scattered
between the waypoints are
power-ups that players can
nab.to give their 'Mech an
edge in battle (see sidebar).
As players progress through
MechWarrior 2's campaigns,
they'll earn access to more
powerful 'Mechs and
weapons. They'll be able
to customize their robots
with more than 20 different

If you both objec-
tives with your "Mech intact
and a few missiles to spare,
you.can help out your fellow
'Mechs before calling for the
dropship that will take

, including lasers,
missiles, machine guns

and cluster rockets. Some
'Mechs even come with
jump jets that




give limited flight capabilities.
Combat-in MechWarrior 2
requires careful aim, because
continued use of your
‘weapons will overheat your
‘Mech (a dangerous situation—
overheated 'Mechs shut down
and become defenseless!’
Like in the PC version, players
can also link weapons so that:
they'll fire in unison. For
instance, rockets can be set
to fire with lasers to deliver
an extra-powerful punch to
the armor of enemy 'Mechs.
Players should be conservative
with linked-weapon fire,
however, since it will overheat
their 'Mechs that much faster.
The huge arsenal hauled
around by the game's 'Mechs
may seem excessive, but—trust
us—it isn't. MechWarrior 2's
robots can take a heck of a
lot of damage before they're

Ice worlds keep your ‘Mech cool,
S0 go nuts with your guns:

Your 'Mech's turret swivels like a
head, letting you look all around.

destroyed. You can blow the
arms and one leg off most
'Mechs before they go down
for good. (The,good news is
that your 'Mech ¢an take
just as much damage.)
Cockpit displays tell you how
much damage you've inflicted
on the bad guys. Damaged
limbs of enemy "Mechs glow
red, for instance.

The graphics in both
console versions are outstand-
ing. Evenything—from the
terrain to the sky to the
‘Mechs—is rendered in
detailed texture-mapped poly-
gons. (The texture maps were
taken from the special-edition
PC version that was developed
for high-end 3-D cards.)
Lighting effects are used
heavily throughout the game,
as well. Explosions splash
light across the battlefield
and shadows play across the
cockpit's surface as the ‘Mech
or its turret change direction.
In addition to the sharp
visuals, players will hear

segeegitegent

some way-cool sound effects,
such as the digitized female
voice that wamns you of
your 'Mech’s damaged
systems and explains your
mission objectives.
MechWarrior 2 will no
doubt appeal to most console
owners, who until now really
had no access to a detailed
simulation of 'Mech combat—
unless they own a PC. But
players of the PC game
may want to check out the
console versions; too. With
its enhanced graphics, original
missions and other new.
features, MechWarrior 2 is
more than a run-of-the-mill
PC port. It's definitely new
and improved.
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Something new lies scat-
tered across the battlefields of
MechWarrior 2—power-ups:
Each mission zone has these
‘Mech enhancements hidden
in key areas. For instance. you
might come upon a health
recharge at a waypoint posi-
tioned halfway through a
mission just when you need it
most. And don't worry Mech
Warrior purists—the game's
developers will include an
option to turn off the
enhancements (or perhaps
make thern unavailable at a
higher difficulty level), so the
game will play more like the
power-up-free PC version

Here's alook at the game's
eight power-ups. (Note:
These enhancements are
subject to change once
MechWarrior 2 reaches
the hands of Activision's
game testers.)

Heat Sink Augmentation:
Increases the efficiency
of your 'Mech's heat-dissipa-
tion system, SO you can
blast away at enernies longer
without overheating.

Invincibility: Take the worst
your enemies can throw at
you without suffering a
scratch. Allows you to go on
the offensive, too, since you
can ram enemies.

Stealth: Hides you from
enemy eyes and radar scans.
It's the perfect power-up for
recon missions.

Jump Jet Lets you jump
higher and fly farther than
you can with regular turbine
engines. This sucker also
reduces engine overheat
from too much jump jet
usage

Health: Extend your
‘Mech's service life with this
instant repair job. Itl even
regenerate limbs lost to par-
ticularly problematic enemies.

Fire Rate Increase:

Give more bang for your
buck—or. at least. your
weapons charge.

Weapons Reload:

Tops out ammo supply for
all weapons.

Speed Burst Doubles
your ‘Mech's running speed
for a limited time,
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idos Interactive's

soon-to-be-published

Tomb Raider looks to

be perhaps the best

PlayStation game

released so far, but

owners of Sony's 32-Bitter
shouldn't feel too smug about
it. The game’s coming to the

By Saturn, as well, and this ver-

sion looks every bit as good as
the PlayStation incarnation.
For those unfamiliar
with this highly impressive
adventure title, Tomb Raider is
a 3-D game of exploration
whose plot borrows heavily
from the celluloid exploits
of Indiana Jones—except
Tomb Raider’s hero is a
gun-totin, hard-bitten,
beautiful woman named
Lara Croft. And the very buff;
very acrobatic Ms. Croft
makes Indy Jones look like a
wimp: She can leap across
15-foot-wide chasms, push

Think Lara's a wimp? You try
pushing a one-ton bouider!

at the same time, one in
each hand.

Lara's adventure begins
when a mysterious business-
woman named Jaqueline
Natla hires her to seek out an
artifact hidden in a Mayan
temple in Peru. It turns out
the artifact is one of three
pieces of the Atlantean Scion,
a powerful, magical object that
Natla hopes to nab for her
own evil purposes. The first
level has Lara seeking out this
artifact, which Natla promptly
steals back once it's found.
The rest of the game is spent
in a globe-trotting adventure,
one that ends with discovering
the fate of Atlantis.

Dare

Tomb Raider’s develop-
er—England-based Core
Design—has taken special
care to ensure that both
the Saturn and the
PlayStation versions of
the game play equally
well. The graphics certainly
look identical. Check out

Tomb Raider is divided into
four.subterranean levels, each
set in a different part of the
world, and these levels are
divided into different zones.

Lara starts in the Mayan Level,

which is made up of three
zones; then she explores
a Greek Level, with four
zones; then an Egyptian
Level, comprised of two zones;
and finally she winds up in
Atlantis, which is divided into,
three zones. Each of the levels
has its own, straight-from-the=
history-book look (no wonder,
since the game’s underground
environs were modeled after
real-life ruins).

And the levels are huge. A

To Comp

the screenshots and see
for yourself.

Oh.and also see if you
think the game looks at all
similar to a certain 64-Bit
title starring a familiar Italian
rmascot. Many have drawn
comparisons between
Tomb Raider and Super

typical zone extends for what
seems like miles and is filled
with hidden areas that Lara
can only reach by scaling cliffs
or diving into murky under-
ground rivers. Lara’s

tour through these areas isn't
without its dangers, though.
Each zone is infested with a

zooful of hungry animals and

are

Mario 64—although any
similarities between the
two titles are coincidental
since Core began putting
Tomb Raider together more
than a year and a half ago.
well before Nintendo
released any screenshots
of its killer app.

You Know Who
SRR R




other creatures (see sidebar).

Players control Lara from a
third-person, behind-the-back
view as she explores Tomb
Raider’s polygonal environ:
ments. This perspective can be
switched to a second View
Mode that lets Lara look all
around her—a handy feature,
since she'll often find herself
standing at the edge of a
precarious drop.

Control in Tomb Raider
is outstanding. Lara can per-
form forward and side flips,
direction-changing tumbles,

Much of Tomb Raider's rugged world is
pretty darn picturesque. Take a gander
at this Mayan Level sequence in which

chasm-spanning leaps and
hand-over-hand shimmies
along narrow rock outcrop-
pings. In a sense, the game
plays like a 3-D version of

Prince of Persia or Flashback,

in that Lara can grab on to
cliffsides in midfall and pull

Don't Feed the
ANIN\ALS

Animal lovers should
probably look away.
because here's a peek at
just a few of the critters

Lara blows to bits in Tomb
Raider. She doesn't have
much of a choice, though.
since most of these beasties
sit a bit higher on the food
chain than she does.

herself up onto higher
platforms. But her acrobatic
prowess isn't the only asset
Lara has in escaping critters
and navigating the game's
world; she packs some serious
heat, too. Although she starts
the game with a pair of low-
caliber handguns, she later
finds a shotgun, Uzis, magnum
pistols and other high-pow=
ered armament (which she
can fire while leaping).
Despite the arsenal, Tomb
Raider is more a game of
exploration than constant
combat. Lara will spend more
time wandering Tomb Raider's

Lara takes a brief dip in an icy under-
ground streamn—only to find it leads to
100-foot-high waterfall

world and figuring out its
puzzles—most of them
involving switches and mov-
ing blocks—than she does
blasting beasts. But that's
okay. Tomb Raider just goes
to show that the next wave
of 3-D games is going to be
more immersive than ever. B
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NEXT WAVE

ith all the Doom

wanna-bes that have

popped up in the

past year, one has

to wonder whether

the original can still

stand up by itself. GT Inter-
active seems to think so, and
they're giving Saturn owners a
chance to get Doomed.

More than just your average
Doom package, Doom on the
Saturn includes both Ultimate
Doom and Doom II, each with

its own unique missions and

levels. The arsenal of
weapons that you'll find

during the game include
rocket launchers, gatling guns,
shotguns (and the ever-popu-
lar Super Shotgun) and maybe
even a chain saw or two.
Giving gamers the option to

O ERE
YR

More fun than a barrel of monkeysl It's a corral of monsters! Move
quickly to avoid enemy fire, or justslaughter them all.

On Saturn

choose between two of the
best-selling Doom titles is a
welcome feature. Ultimate
Doom includes all three
episodes of the original Doom,
plus an additional fourth
bonus episode thrown in for
good measure. Doom Il
rounds out the package,
having been a million-selling
title for Doom’s creators,
id Software. The Satum
version holds its own
against previous versions
on competing systems.

The graphics look just as
good as they do on the PC.
They are crisp and clear, with

You never know when an enemy
wilkpop out of thadasmess.

no slowdown during play. The
characters do pixelate a_bit
when they're Up close, but it's
part of the Doom effect. For a
game that is a couple of years’
old, Doom has held up nicely
throughout the years. Only
now has it been faithfully
converted to home systems.
The game’s sound is the
usual arsenal of grunts,
groans and screams. The
soundtrack is redbook audio,

Inlater levels of both Doom
Il and Ultimate Doom. you'l
need to search for key cards
that allow entrance to other
sections of the level. Key
cards are color-coded, and
when you attempt to open
a door that you need a key
for. it will tell you which color
is needed.




*If you haven't
Played Doom yet,
what cave heve you
been living in for

the past five years?

and it sounds great. The tunes
fit the mood of the game very
well, and matehr the music of
the PC title.

Gameplay is'what you'd
expect from Doom. Nothing
has been added or taken away
to the usual interface. It's
almost as if you're playing the
game on the PC. The version
that EGM looked at had
somewhat choppy graphics,
but that will probably change
by the time it hits the shelves.

The game’s levels are all set

up in a similar fashion. Your
objective is to blast your way
through wave after'wave of
monsters to reach the exit,

PUBLISHER
GT Interactive

THEME  PLAYERS

collecting power-ups and
energy along the way. The
good thing about this version
of Doom is that between
Ultimate Doom and Doom I,
there are tons of levels.
If you've only had minor
experience with Doom on the
PC and haven't played either
Ultimate or Doom 11, this is a
welcome challenge.

Some of the obstacles
include finding switches to
open other areas of the level,

‘The chain saw makes a handy
weapon for slashing baddies.

The CD includes two full games:

Ultimate Doom and@eom IL;

going up and down elevators:
and finding the right colored
keys to open doors. Enemies
will meet you at-évery turn.
Fire your gun once and they'll
know that you're there.

The question that needs
to be asked is: Do we really
need more Doom? So many
companies have put together
clones of the game, so much
so that the original has lost its
luster. Doom is a fairly dated
game, and players who have
played it to death on the PC
won't find anything new here.
No Deathmatch Mode is
present at this time, although
that could change as well. If
you haven't played Doom yet,
what cave have you been liv-
ing in for the past five years?

The programmers have
created a good version of
Doom. It's a game that the
Saturn was lacking until now,
but the fact that every other
system has a version, makes
the Saturn seem to be the last
one up to bat. At this point, it's

Gamer’s
EDGE

If you've played any
amount of Doom in the
past few years, you're
familiar with the game's
engine. Therefore. it's
sometimes worthwhile to
go searching for the game's
hidden surprises.

If you go around attempt-
ing to open the walls. you
very well might stumble
upon a secret room full of
power-ups. This has got to
be the best reward a wary
hero can receive. Refuel and
continue slaughtering mass
quantities of monsters!

hard to dispute the fact that
Doom is:Doom, no matter
what system it happens to
appear on, nor how good it is.
id Software has gone on to
make Quake, which will
probably be appearing on

a game system near you

‘very shortly.

Ifyou don't have a PC, or
haven't played Doom yet,
you'll want to check out the
Saturn version. Playmates’
Power Slave will surely give it
a run for its money on the
Saturn, but it holds its own. B



hat would a Sega
system be without a

was the only Sega
machine missing Sonic
from its lineup, but finally
Sega has answered the call.
Sonic 3D Blast for the
Satumn is the Genesis version
with crisper graphics. If you
passed up the chance to play
it on Sega’s 16-Bitter, you
shouldn’t make the same
mistake twice. Sonic 3D
Blast is a combination of a
traditional Sonic game and
Marble Madness, creating

a new and different experi-
ence. If you remember the
Sonic Arcade Game from
years ago, the 3-D isometric
perspective of Sonic 3D Blast
will be familiar to you.

Control Sonic through
seven worlds, each with
three zones, plus Boss stages.
The locales that you'll find
yourself in include an over-
grown jungle, a lava and
spike-filled pinball machine,
an icy wasteland and a variety
of other mechanized zones.
Each has its own obstacles
to learn and overcome.

Enemies are scattered about

Through rain, fog and snow, Sonic must fight to liberate the Flickies
from the prison Robotnik has trapped them in.

hedgehog to do?

the levels, waiting for Sonic to
fall into their clutches. When
you defeat an enemy, it turns
into a cute little Flicky, which
you have to round up. If you
get hit, you lose the Flickies
you had collected and have
to run around picking them
up again. Some enemies can-
not be defeated; you have to
tiptoe around them or face
their wrath. Enemies that look
like animals have Flickies hid-
den inside, so don't waste
time trying to get a Flicky out
of a mine or stationary gun.

|}

LS -
Be careful not to bounce into
enemies lurking nearby.

Once you have gathered
five Flickies from a stage,
find the golden ring at the
end and dunk them in there.
You'll be jetted away to the
next section of the level or to
the next stage.

Sonic’s old buddies
Knuckles and Tails show up
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To get to bonus stages or areas

of the game that are hiding special
power-ups. it's necessary to find §
places in the walls that can be :
broken through. Rev up in front of *' i
awall you think might have a hidden ’
surprise in it and let go. Breakable
walls either already have a crack

in them or. on later levels, look

like doors that have been blocked

off by boulders. Behind them lie extra
lives. bonus stages or shields

that will protect Sonic from the

evil Robotnik’s minions.

during the game too. They

wihewosnics  "Gamers should welcome Sonic
Blast's bonus stages. In »
the Saturn version, the i l th S t
bonus stages feature a arr va on e a urn.
polygonal Sonic, and a
moving camera..hmmm, stages of the game, but it gets  more levels than the begin with, but the addition
shades of Mario 642 difficult in later stages. You'll game to spice it up a bit. Asis,  of the analog pad will only
The levels are big, but only find yourself searching franti- the game is more or less the make it that much better.
having to find five Flickies cally for an enemy to squeeze same. Sega has added in Gamers should welcome
before going to the next stage  another Flicky out of. It would fog, snow and rain effects Sonic’s arrival on the Saturn.
is a bit easy. It's not hard to have been nice to see the to their appropriate stages, While it isn't traditional
blast through the first five Saturn version have a few but with the storage capacity Sonic, it's an excellent game
of a CD, more levels would've that deserves a test drive.
been great. Now only if Sega would do a
Sega has plans to make the  Sonic Collection Saturn disc
Saturn version compatible with  with updated versions of all
their 3-D Analog Control Pad—  his previous games, then |
Throughout Sonic 3D Blast you'l find some familiar faces. that will be a welcome feature.  think we would all be very
Both Knuckles and Tails hang around the game's levels. The game controls great to happy. For now, this is fine. M |
awaiting Sonic's arrival so that they can open up a bonus
level. It may not be easy to get to Knuckles and Tails. and
you may find yourself backtracking to find a way to where
they're hiding

PG5
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aturn owners should
thank their lucky
stars for Sega's AM2
development team.
Without the team'’s
efforts, they'd be sans
one Virtua Fighter 2, AM2's

finest console creation to date.

Sega Rally Championship
wouldn't look so hot, either,
since AM2 used its advanced
graphics libraries to soup up
the racing title. And Saturn
gamers would be without
Virtua Cop, one of the best
light-gun games to ever hit
the consoles.
Now AM2 is readying

1000
JUSTICE SHOT

Virtua Cop's sequel for the
Saturn. Virtua Cop 2 packs
more gun-toting punks, faster
gameplay and longer levels
than the original. VC2, of
course, supports Sega’s
lightgun, as well as the regular
ol’ joypad.

Anyone who has pumped a
few tokens into the arcade
version of VC2 knows that it
plays much like its prequel.
Put simply: Players look
through the eyes of a virtual
cop and pop any polygon bad
guys who leap onto the
screen, making sure not to
nail any innocent bystanders

in the process. Virtual cops
will also stumble upon weapon
power-ups—such as the shot-
gun and machine gun—by
shooting garbage cans, boxes
and other background objects.
The Saturn version retains
all the features that set the
coin-op apart from other light-
gun games. Namely, careful
aim is just as important to
getting a high score as fast
reflexes—thanks to a feature
called the Justice Shot. Players
earn Justice Shot points every.
time they shoot the gun out
of a bad guy's hand, while
regular body shots earn fewer

trigger fingers will score well,
too, since players get bonus
points if they can nail a thug
three times before he falls.
Besides the Justice Shots,
the Saturn version of VC2
also retains the enemy death
animations that have become
a trademark of the Virtua Cop
series. Enemies don't just
fall down when they're shot—
they react differently depend-
ing on where they've been
blasted, often clutching
wounds and writhing in pain.
Depending on their tastes,
players can shoot bad guys in
their limbs, try for a head shot,
or nail them in most painful

ot
FREE PLAY

Good virtual cops aim for the enemy’s gun hand. Bad cops aim for
the head. Bad cops in a bad mood aim for the nether regions.

points. Yet cops with fast

‘The machine gun lets you grit ‘Shoot an explosive barrel and
your teeth and shoot like crazy. you'll send enemies into orbit.




TWO-FISTED GAMEPLAY

You've seen the punks in the
local arcade playing VC2 John
Woo-style. blasting away at
bad guys with one gun in each
hand. Now that VC2 is coming
to the Saturn, you can wield
two guns at home without
having to pay a buck per game
(although you do have to buy a
second gun. or—better yet—
borrow a friend’s).

Simply plug in both guns
and press start on each one.
Now you'l be able to bear
down on the bad guys with
double-barreled fury. This two-
fisted play style demands
more concentration, since you
have to aim both guns as well
as keep them loaded

place of all: the...er..below-
the-belt region.

The main difference
between VC2 and VC isn't
in their graphics=the two
games look pretty much the
same. Rather, it lies in the
gameplay, since VC2 has its
virtual cops doing more inter-
esting things while they go on
their bad-guy-killing spree. For
instance,

T

Keep in mind that the game
will be a bit tougher (especially
the bosses) since what you're
actually playing is the more
difficult Two-player Mode. Also
note that youll use two credits
per game (unless it's set to
free play, which grants unlimit-
ed continues).

Wi
Editor Dan Hsu demonstrates
his favorite way to play VC2.

players will blast away at ene-
mies during a high-speed car
chase and clamber around on
the roof of a subway. Also, at
key points in the game, play-
ers will come to signs they can
shoot to determine which path
they'll take, making VC2 a bit
less linear than the first game.
VC2 offers three different
missions: one easy, one not
and one

FREEVAY,

Hmmm. Which way should you
go Shoot to choose a direction.

right in between. Each mission
is divided into three different
scenes, with the third ending
in a confrontation with a Boss.
The easy mission, called the
Big Chase, has the virtua cops
busting in on a jewelry store
robbery. Much of this mission
is spent on the road, with the
players chasing the thugs and
shooting out their tires. The
second mission is set on a
cruise ship, where players will
battle poolside punks and a
galley full of bad guys. The
third mission takes place in—
and sometimes on top of—a
thug-infested subway train.
On first inspection, VC2
doesn'’t really appear that
much different from its fun but
repetitive prequel; however,
VC2 is more than a rehash. It's
branching paths give players a
little more leeway in choosing
how they'll dish out justice.
And its faster gameplay will
no doubt satisfy the virtual
cop in all of us. B
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Since none of EGM's writ-
ers has ever faced off against
dozens of thugs in a real-life
gunfight (with the possible
exception of Sushi-X). we
decided to hand our light-gun
over to a pro and get his opin
ions on VC2. We turned to
Rob Kabat. a four-year veter-
an of the Los Angeles Police
Department. (Kabat. who left
the LAPD in 1992, said he
never had to shoot anybody.
although he did have to pull
out his gun every day)

After squeezing off a few
well-aimed rounds (Kabat's
police training kept him from
getting too trigger happy).
Kabat said VC2 reminded
him of the Firearm Training
System (FATS)—sort of a
Virtua Cop game for real-life
cops that uses a heftier light-
gun. a six-foot television
screen and real actors instead
of polygon people. Kabat said
training on the FATS was fun.
but VC2 is much more action-
packed experience, since gun-
toting thugs pop up constant-
Iy from all directions.

But how does VC2 rate as
a cop-training tool? Not bad
Kabat said. “This game will
show you the suspect who's
in your sights.” he said, "but
youre also looking beyond
that, keeping your eyes open
for the fall-out man.” The fall-
out man, Kabat explained. is
the gun-toting punk who
could be lurking behind your
main suspect

Kabat also said that the
cops in VC2 ain't dummies;
they appear to rely on time-
tested tactics that have saved
the lives of many police off
cers."In the one scene in the
subway.” he gave as an
example, “the police officer
takes a wide turn around a
wall and uses what we call
the 'slicing the pie’ technique.
where you'e getting a good
view of what's around the
corner. He's not jumping
through it right away. He's
taking his time.

One-time LAPD top cop Rob Kabat
with former Police Chief Daryl Gates.

1= [233]
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t’s A Game Df Klll Dr Be Killed

cavenger made their
name creating
Genesis games for
Sega, among them
were Subterrania
and Red Zone. Now
Scavenger is publishing under
their own name for the Saturn
with some surprising results.
Amok is one of the first
Saturn games to come out
of the publishing house,
and it is reminiscent of
Subterrania and Red Zone
in many ways. The game
itself is a third-person
behind-the-craft shoot-
‘em-up. Its dark imagery
portrays a very bleak world,

but all in all, Amok is very
detailed for a Saturn game.
The 75 percent complete copy
that EGM received is still early,
but there are still a few things
that could use some fixing.
First, the game is fairly
difficult. Even on Easy Mode,

B osa T r— Y

iy
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Watch out for mines that have been strategically placed In your path
during many of the missions. One direct hit can be enough to Kill

you are given hardly any ener-
gy with which to work, and
there are very few power-ups.
Finding power-ups may seem
more difficult to some gamers.
The Saturn’s graphics capabil-
ities are stretched to the max,
but unfortunately there’s still a
lot of pop-up on the screen.
Enemies and the landscape
are done with similar color
palettes, so it's difficult to tell
which is which at times. For
instance, mines can be the
same color as the ground on
which they have been placed.
The control is good, but
there’s not enough to it at this

Soldiers roam the land and will
shoot you on sight; use cautionl

point to make it realistic. You
can fire in only a straight line,
straight in front of you. As of
now, there is no upward aim-
ing to hit enemies that are in
the sky or on a hill. The craft
cannot jump to move over
obstacles, so you need to find
a way in from the ground.
Sometimes you'll find yourself
searching for a jump button
when there isn't one.

Aiming the gun is very slow,
which adds some frustration.
The addition of a crosshair so
that you could properly aim
would be much appreciated.
You only get one life to make

Going backward at the startof a
mission will reveal power-ups.




S ————

=

GAMER’S

Amok’s two-player feature is
probably the best part about
the game. Compete in a death
match-type game against a
friend in any of the game's
worlds, or cooperate and work Aoy
your way through the regular
game. The Two-player Mode | _(EE—J =
is set up in a split screen, ﬁ LU
sometimes making it easy for  —2,¢
your opponent to tell where |
you are.Ina game with this | (( )
much firepower, death match-
es are good stress relievers!

it through the entire game often useless to stop and
and at this point in the game's try to irradiate some of the
development, there is no enemies because you end up
continue feature present. losing a lot of energy. The

The game does have a enemies you do kill don't leave
password feature, but you any extra energy lying around
only get a password at tl for you at all.
end of each mission. Getting Amok has a lot of good
passwords more frequently ideas, there's lots of things
would be great. to shoot at and during play,

*.oerun as fast as possible to
each of the targets and hope
you don't get killed.’

In a game like this, there are many enemies on shooting action that will keep
exploration should be key to screen at the same time with gamers glued to their set. —
gameplay. Currently, your craft  no slowdown at all. The makers of Subterrania Sharks greet you with open
doesn't have enough energy If a few problems are fixed and Red Zone have added JudiS Bathie firat Fijesion.
to explore the landscape. and things are added, Amok their touch to Sega’s '96
Instead, the only way to stay could be a great game. Fans holiday lineup.
alive is to run as fast as possi-  of the genre who have tired of We will come back to
ble to each of the targets and MechWarrior or Battletech will  Amok when the game is
hope you don't get killed. It is enjoy it. Amok has plenty. of more completed.

GAMER'S EDGE

In the second mission, you'l find you need to hit targets, Z
collect the associated power-ups once they are
destroyed and then quickly move to the next target.
Soldiers are all over the grounds and will stop at nothing Se
to ruin your day. The best way to travel between targets ega
i to make use of the run button and run over anything THEME _PLAYERS _SizE

that stands in your way. Look for power-ups along the ' \hoot)r\a 1 or 2CD-ROM
sides of this level and tucked away inside canyons. x
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e all know that there
are plenty of action
games out there.
Just about all of
them share a
N common goal: Don't
die. While the plots may vary,
the “try to survive™ theme
ains constant.

M So what do you do when
our hero is already dead?
s, Vhat if you're in control of a

good natured skeleton
brought back from the dead?
That's the basic premise of
Sega’s latest Saturn game,
mr. Bones. Incidentally, the
i isn't supposed
to be capitalized. Between

Visp
»

e
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this game and NiGHTS, Sega
is rewriting the rules on when
we use capital letters.

In an age of worn-out
plot lines in video games,
mr. Bones stands out with
an original twist on the “save
the world” standby.

The evil (and unfortunately

This is itl Your big solo number. Each controller button produces a
lifferent guitar riff. Play well, and you may just win this crowd over.

for us, immortal).DaGoulian
has his heart set on cleansing
the world by filling it with
pure evil. To do this, he's
developed.a process called
“skeletism.” By pumping a
strange sort of plasma into
a cemetery, he is able to
reanimate the dead, creating
his own army of skeletons
with glowing red eyes.
DaGoulian notices that
one skeleton stands out. He
is mr. Bones, whose eyes glow'
a soft blue. mr. Bones escapes
and decides that he must
stop DaGoulian’s nefarious
plans. Along the way, he also
discovers a love for blues

Even with no legs, mr. Bones will
not go down without a fight.

music and his knack for
playing the guitar. It may
sound a bit strange, but this
out of-the-ordinary story lends
to some very interesting and
new gameplay.

The one thing that stands
out in mr. Bones is that
practically no two levels are
alike. They say variety is the
spice of life, and mr. Bones
has it in spades: On just
about every level, you will have
to relearn how to play the
game. This makes the game
constantly challenging and
keeps it fresh.

The first few levels deal with
mr. Bones' escape from the

Bounce mr: Bones like a pinball
to collect his missing bones.
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‘When playing mr. Bones.
you must remember that
our skinny pal is a big blues
fanatic. His love for the
Jump on shards of glass and R blues even spills over into w
listen o an old biues man preach. AN 4 - the gameplay. While playing,
L % ; be sure to pick up anything

blue. The blue items will
refuel mr. Bones' skeletism
meter and keep him from
falling apart. Such blue
items include skulls (which
give you back all your ener

¢ gy). spheres, tombstones.
DaGoulian controls his skeleton army with the rhythmic beats of his Breressnd e eV =
idrume. Here, me Bones must keep the beat going to stop the troops. lovin' bluebird of happiness.

On the other hand, avoid
happens is when his energy comedy club where you must anything red. This is the
cemetery. There are the usual level drops, various body parts tell jokes to survive and a part color of the evil plasma that
side-scrolling levels (each fall apart until he is merely a where you must perform a brought DaGoulian's army
with its own variations), plus spine and a skull bouncing guitar solo before a legion of to life. and it will only harm
a level where you basically around. Luckily, you can gain the undead. Play well, or they you. So remember: Blue is
have to dodge a group of evil energy back and put yourself will get quite upset. This stage goodiet s bod
skeletons' desperate lunges back together. was so popular at the office
to grab you. Sometimes, you may even that this review almost didn't

mr. Bones is not completely find it necessary to intention- get written on time.
defenseless, however. In most ally scatter your pieces and With so much to do on its
of the levels, he has the ability rearrange your bones to allow two CDs, you can't help but If used properly. cinema
to shoot a plasma beam from you to reach certain places. find something to enjoy in sequences can help to
his hand. This side effect of There are a huge amount of ~ mr. Bones. Between its varied greatly enhance a game.
his skeletism shocks.the evil levels to utilize these powers gameplay, entertaining Improperly. it can lead to a
creatures back to the realm of  in. Other interesting stages cinemas and excellent blues game's downfall. mr. Bones
the dead. include a 3-D ride through an ~ sounditrack, there's a lot to ool sl

The skeletism also allows interdimensional vortex, a see with mr. Bones. B ahitote L\v(:\sf;oqy\n\m
mr. Bones to reassemble The opening cinema shows
himself if he falls apart. You £ ( s how DaGoulian brings his evil
see, being dead, mr. Bones Y e army to life. There’s an enter =
has no real ene(gy level. What % 1 B ; : . taining cinema showing mr
Bones jamming with a blind. -
guitar-playing Scotsman. and
who can forget the delightful
scene where a village of little g
peaple sing a merry song
about their hero, mr. Bones.

These and many more
movie segments will keep
you smiling (and maybe even
singing) between the levels.

RELEASEDATE  DIFFICULTY
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T 1 CD-ROM Poor me: Bones has been reduced to nothi ing but his spine and head.
ction C M B Help locate the rest of his limbs to make him whole once more.




NEXT WAVE

ust like the previous

installment of the
hit PlayStation
title, Battle Arena
Toshinden 2 is
now being remastered
on the Saturn platform.
Unlike its previous venture
of Toshinden 1—which was
a port-over with a few new

more new to offer.

The largest enhancement
of this game is two new
characters added to the
TSD clan. The first of this

pair is a man called Ripper,

who's a very deep and
dark character wielding
two-fisted daggers of con-
siderable size. Very unnat-
ural to TSD history, this
character does not

You might have met this
cast before from Toshinden
2; however, there are new
faces to the crew! In total
there are15 characters to
play as once all the Boss
codes are entered.

“ETEGM

primarily rely on projectile
attacks. His are much more
contact-oriented involving a
lot of spinning and slashing.
Ripper can charge forward
with his blades shoved out-
ward, or go into a running
spin and slash madly all about
him. Other attacks he pos-
sesses include a Double Dash
attack that slashes about the
enemy'’s sides in a triangular

A strange character who attacks
with his larger-than-life fist dag-

gers. He is surprisingly agile and
possesses many dashing attacks

pattern. Lastly, he can hover
for a short time in the air by
using his normal Attack but-

tons. His story is still unknown.

But then again, his story is
the crux of the plot of this
game, having to do with some

Ronron is the strangest new-
comer to the battle with really
wimpy punches and kicks, and a
slew of mega Thunderballs.

Eiji is always the classic Ryu/
Ken character—but with a Slide
move and a Dive Kick. Mostly an
offensive punch/slash attacker.
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Brings in a few of the
original cast into a
cutesy, zany game of
cartoon perils!

Brings in new charac
ters and CG cinema
intros and new

Added light sourcing
new side stepping,
Dash attacks and the

The progenitor added  This update added a

the new Side Step to
the 3-D fighting
game engine.

"Unlike its previous
venture...we are given a
game with a whole lo
more new to offer.”

new Boss and story
line cinemas plus a

new (G intro, backgrounds.

Overdrive meter

insatiable desire for revenge.
The second new character
takes the concept of normal
fighters—cute anime girls and
heavy fireball abusers—and
wraps them up into a strange
little bundle named RonRon.
Though she is part of the
investigation into the Replica
project (read on for further
details!), her fighting style is
that of a clumsy, naive and

RELEASEDATE  DIFFICULTY

November Variable

PUBLISHER % DONE

i Sega 90%

PLAYERS

Kayin is more suited to using his
fancy footwork o bring a foe
down—use his sped-up Splits
Kick to catch anyone off guard

nerdy school teacher who
absolutely abhors the idea
of getting hurt. She sends
out weak kicks coupled with
swings from her odd ham-
mer-like weapon. At this
point, the strangeness gets
much bolder. For with this
hammer, she can send
massive Thunderballs at you!
Likewise, she can do a
ground version where she
actually bowls like a bowling
ball! All fans of fireballs will
want to play her, but she is
very weak, slow and, as said

Despite losing more clothing,
Sofia still retains all her special
moves—especially her attacks
from midair!

before, clum-
sy. She even
possesses a
move like Ellis
in which she
trips and slides on her
face toward you causing
you to stumble.

There are also a lot
more changes than previous
versions. Now, all of the
backgrounds are totally
new—not just rehashes of the
Toshinden 2 backdrops. These
consist mostly of the famed
arena with “Ring Out” edges,
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Anew handy moves chart is instantly
accessible by pausing and pressing 2.
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5porting his new patriotic jacks
et, Rungo is much harder now,
(o interrupt out of one of his

Ellis is still as nimble as ever!
She is a good character for
speedy demons who just love to

getin a billion-and-one hits. special move attacks
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re copy of Sho

will need to fight

the only
hrough

your distance
and pummel
him from far
away.

Keep dodging
Wolf, and

spear attacks can cover his
entire front for a length of at
least three characters away!

240] =}

Attacks range from far distance
projectiles to close slashes.
with the backdrops being
nicely detailed 2-D scrolling
landscapes, cityscapes or
whatever else they have.

Other extras they packed
in are also the ever-expected
rendered cinemas. There is
a complete intro, pictorializing
the entire story of the game
and involving all the charac-
ters. Also, when you do partic-
ularly well when battling an
opponent, you are treated to a
rendered animation of the
character doing some fancy
pose a la Killer Instinct's
Supreme Victory scenes.

As for the game, it really
hasn’t changed that much.
You still are presented with
characters with all the basics
in fighting games (blocking,
dashing, etc.). And likewise,
you still have the multiple
Side Steps you can do from
Toshinden 2, where you can
leap to the side of enemy
fire and nip in close or far-
away while doing the Side
Step. Attack wise, the special
moves can either be done nor-
mally, or set to use the X and
C buttons to perform a desig-

Fo s still a spindly little old man
but can hang with the rest due
to his Mystic Spheres that pro-
vide coverage and good defense.

Use the Side Stepping feature to dodge away from any projectile.
You can also “Pull” or “Push” in a direction to get in close or far away.

"« there are now
new Boss characters
to battle against!”

nated move each, allowing a of how to do your Overdrive
third to be set off by the move (both X and Z at the
pressing of both buttons same time when your over-
simultaneously. Once again, a drive meter is flashing.)

new feature has been added The only thing they don't tell
to provide much more conve- you is how to perform your
nience than a big secret move. Almost every

ol FAQ.

Following the
trend of other
games' examples,
TSD Ura contains
a screen you can
access for seeing
what abilities your
character has.
Everything from
the basic methods
of ground attacks
and jumping, to
the actual perfor-
mance controls of
the special moves
are all listed! It
even reminds you

All characters have Desperation, Overdrive and
secret moves they can perform.

Tracy is all in-close combat. She
has concealed knives in her
boots for added damage and
ranged kick attacks.

has several tracking sword
strikes that will chop down even
the nimblest of Side Steppers!
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Cinemas are rewarded
for good results.
character has one, and
involves a complex set of
control commands. But if
pulled off, you can do
some of the most incredi-
bly vile damage when
timed properly.

Sadly to say, Gaia,
Chaos, Uranus and
Master did not make the
conversion to this game,
however, there are now
new Boss characters to
battle against! The first

you will meet midway into
the game—with a battle
that lasts only one round—
is Replicant or Replica.
(For game purposes, he is
called RepliJ) He is an arti-
ficial creation constructed
in the guise of the winner

Fans of Sho will be
ested in

Android Sho—r;

Iy new though, jus

2a2] = " ]

of the first Toshinden tourna-
ment, Sho. After defeating this
cyborg, you will then continue
on the rest of your battles with
the rest of the clan

Once everyone else is
defeated, you are then
attacked once again by
Replicant, who this time will
be much swifter and brutal
than before, with the round
spanning the two full rounds
minimum. However, after
defeating Replicant, you
now must face his master—a
massive brute named Wolf.
(Picture Jeffrey from the VF
series, totally buffed out,
wearing a gi and armed with a
massive training sword.
Sounds evil enough?) First off,
you know he’s powerful when

v o

Auto Combo Kicks and his

Training Sword

Graphically, there

2 many
similarities

First off, the Saturn version

is missing four characters
but they also have four new

ones (if you count Replicant.)
The Saturn version has 2-D
but they are
Also, there
are new CG cinemas done

10 enhance the story ine of
cach character hav

backgrounc

irely new levels

the game
ing his/her own sce
only difference betwe

WO versions polygon wise is
that the Satum has absent light

source effects

The PS version sports light
ing and other effects.

sou

he blocks every hit you do by
standing perfectly straight and
holding out the palm of his
hand to stop the blow. Wolf
can strike the ground, causing
a massive fire eruption that
travels along the ground and
fires up into the air. He can
launch a multihitting fireball,
and worse yet—can do a
three-hit combo Kick that ends
in a massive explosion!

There are favorite secret
characters who are always
present if you do well against
the Bosses. In this case, they
are Sho and Vermilion from
TSD2. Sho being the compila-
tion of Kayin and Eiji, and

rew levels,

Vermilion being one tall, black
trench-coated evil character
armed with a revolver and
double-barreled shotgun!

All of the modes of play still
exist, both Vs. and One-player
and Vs. Computer, allowing
you to battle any computer
opponent you wish

For any fan of the series,
this is one you will want to
take a look at. Graphically, it's
much more superior to
Toshinden Remix, and the new
characters give it an air of
uniqueness. Veterans of
Toshinden 2 will have no trou-
ble picking it up. Stay tuned to
EGM for Boss codes! B

fireball for flavoring
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NEXT WAVE

amers who saw the
sci-fi movie Stargate
might get a little deja
vu when they play
Powerslave on their
Sega Saturn. The same
thing may happen when fans
of Doom grab the controller
for a little Powerslave play.
From what we've seen
thusfar, Powerslave is like
Stargate meets Doom and
like both of them, Powerslave
is just as cool. The first thing
we noticed when we loaded
it up and started playing
is that the game has a
fast frame rate. The

Powerslave mentions
some real Egyptian gods

and personalities. Here are
only some of them and the
artifacts or weapons they're
associated with:

Ra s the god of the sun (or
fire). He is represented by a
man with a hawk’s head. His
weapon is the Ring of Ra
which shoots out fireballs.

Isis is the goddess of mother-
hood. The artifact she is asso-
ciated with is the Shawl of

Isis. This allows gamers to

fiy around

Sobek is the crocodile god.

He was worshiped to appease
him and his animals. Sobek’s

TTIEGM

graphics literally flew by.

Something is happening in
the Middle East that isn’t good
for the locals. First, some
strange alien creatures are
kidnapping and apparently
killing some of the townspeo-
ple. One of the people from
the Egyptian village survived
and told the story to the spe-
cial attack force that plans on
infiltrating the infested area.
The mission starts but the
plane carrying the crew mys-
teriously crashes—the main
character that gamers control
is the only survivor.

Players start in the tomb of

artifact is the Mask

of Sobek. This allows gamers
to breath underwater.

Horus is looked at as one of
the most important deities of
ancient Egypt. He is usually
*depicted with great wings. His
artifact is the Horus Feather.
which allows levitation.

Rames, the ancient pharaoh.
As they make their way
through the corridors they
face small enemies and a
few killer-hawks. The end

of the level has the room
where Rames’ coffin lays.
After entering the room, a
mystical Rames head appears

RELEASEDATE  DIFFICULTY

November Moderate
% DONE
100%

size

CD-ROM

PUBLISHER

Playmates
| THEME PLAYERS

Action 1
and tells gamers what their
mission is and what they need
to do. From that point the long
and magical journey begins—
the fate of the world is in
gamers’ hands.

The weapons in the game
are quite deadly. Players start
with a sword which is effective
against weak enemies since
it slices them in half with only
one slash. Eventually gamers
will find the pistol and the
M-60 machine gun. In later
levels, players find even more
powerful weapons like ti
Ring of Ra or the Amun
Bombs. Check out the Gamer':
Edge on the weapons featured
in Powerslave.



Jump on the camel and take a ride around the local desert hangouts.
Actually this camel takes you to the various levels in the game.

Besides the everyday items
players can find (like weapons
and ammo and health power-
ups), there are many artifacts
that they must collect to com-
plete the game. Many of these
artifacts are associated with
actual gods from ancient
Egypt. Check the sidebar on
this for more info.

The enemies in the game
range from animals like the
aforementioned spiders and
hawks as well as alien crea-
tures that wear ancient
Egyptian garb among others.

*Players

The game has a load of
secrets. Everything ranging
from extra levels, to hidden
power-ups. Rumor has it that
there are codes that can be
entered for infinite ammo an
lives. When EGM comes
across them, we'll be sure to
print them in Tricks.

The maze-like levels of the

game will have gamers

going back and forth from
areas to area finding new
secrets and new area to
explore that were once inac-
cessible. Since the proper arti-
fact was found, those areas
are now accessible.

The graphics featured in
Powerslave are similar to
those found in Doom, but
much brighter. The realistic
landscapes and torch-lit hall-
ways make for great atmos-
phere as gamers search for
new artifacts and pesky

1 didn't know that guns still work:
even underwater—weird.

enemies to get rid of. The tex-
tures on the walls are simple
but this doesn't take away
from the game in any way. The
lighting effects make up for it.
Powerslave is one of
the few first-person action
titles on the Saturn that
really stands out. Since it
combines two genres (the
Doom feel and the Egyptian/
sci-fi theme) the game should
please plenty of Saturn own-
ers. Check the Review Crew
in this month for a review
of Powerslave. B

start in the tomb of
Rames, the ancient
pharaoh...from that point the
long Jjourney begins.”

G
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amer’s

Tm\ is the one you start

with. As mentioned in the
Next Wave text, this isn't
too effective in intense
combat situations.

357 Magnum:
A good choice for shooting
vases and small enemies
The Weapon power
upgrade makes this one
much more fun to use

M-60:

A mean weapon but uses a
lot of ammo. A great choice
for getting rid of a large
number of pesky spiders
and bigger enemies.

Amun Bombs:
Guess what these do. That's
right, they blow up enemies
real good. Enjoy the light
show but look out for flying
body parts—they 'l dirty
your clothes.

Flame Thrower-

Burn baby, burn. The sun
god will be proud as you
roast the evil occupants of
the many levels. Effective on
all enemies but an overkill
for the small ones.

Magical Cobra Staff

This one shoots out a
magical cobra that s far
from being nice. It will seek
out and destroy enemies
no matter where they try
to hide

Ring of Ra
A spread-shot that is good
to use against multiple
enemies at once. The
fireballs bounce on the
ground as they shot out

Sacred Manacle:

Weapons that charge up
and have a cool sound to
accompany the devastating
power are always cool. The
bolt that shoots out is the
most powerful shot in

the game.

EGMT
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here’s some weird

stuff going on in

Machine Head

for the Sega Saturn.

Not only is a robot

virus multiplying and

taking over the world, one
of the characters in the
game (the perverted assistant,
Orville) has some serious
mental problems with
obvious overtones.

In the year 2005 the Earth
becomes overrun with a
life-mutating “super virus”

that destroys everything and
everybody in its path.
The game’s main charac-
ter, Dr. Kimberly Stride, is
working far below the
Earth's surface to find a
cure for the deadly disease.
Unfortunately her assistant,

Like many first-person action

SRR
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though he too wants to stop
the virus, has a strange way
of going about it. He knocks
Dr. Stride unconscious and
straps her to his vehicle
(which needs a “brain”) that
will drop off a nuclear bomb
to destroy the virus.

Players start right outside
of the entrance to the

underground lab. From the
very beginning of the game,
players know something isn’
quite right. The world is not
only a barren wasteland,
there’s a strange, reddish
substance all over the place—
it's not yummy Kool-Aid or
tasty Jell-0, it's the robo-virus
that has taken over the entire

planet. Gamers will see plenty
of that stuff as they make their
way through the game.

The control of Machine
Head is simple and easy.
Gamers press Z to go forward
and A to reverse. The steering
is done with the D-pad. This
control is similar to Descent.
The weapons can be selected
and advanced through with
the Z button. Firing is per-
formed with the two top but-
tons. This easy control makes
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games these days. Machine ? / 7 1 / b
Head has some intense f u S - p V-
weapons to take care of all of (&) 7] ¢ .‘,;([; L <7
tbe enemies in the game. Flame Thrower: Missile: Homing Missile: Photon:

Ration your ammo since
there are so many enemies.
Blow up these baddies and

objects for extra ammo. Here

are the weapons

Flame on! Toast
your enemies

like they re marsh-
mallows on a stick.
but don't wait til
they're golden
brown.make sure
theyre well done

A quick solution to
a nasty nuisance—
namely the hordes
of viral infestations
that inhabit all of the
levels of the game
Watch your ammo
count on these.

The name says it all
Use these for quick
enemies that tend
to annoy you with
their runnin

around. Be careful
if there's a lot of ene:
mies around since
theyll go for the
closest one.

Your standard pho-
ton weapon: rapid
pulses that really
pound on the
enemy at close
range. It's an effec-
tive weapon but the
missiles tend to
work better.

l2a6] "1



"It's nice to see
another strong
woman lead vrole in

an action

it a cinch to take out the
enemies encountered.

The weapons in the game
are incredible in effect and
powerful in ammo. There are
10 different weapons to find
and destroy beasts with.
Check the Gamer's Edge on
the various weapons.

AMEe o o

e game is filled with
various types of enemies—over
100 creatures total. Some look
like face-hugger types while
others are warped cannons
that home-in on Orville's craft.

There are well over 15
missions gamers can try and
make it through. These levels

Be sure to check the map or It
will be very easy to get lost.

47

Grenade:
Throw this

one out but
rernember that
it has a set area
that it explodes
inltisalsoa
photon weapon.

Disruptor.
As the name
suggests this
one disrupts
things but it
does it by way of
ahuge photon
explosion. This
one will kill many
enemies easily.

10-Storm:
Plant a seed in
the sky and watch
a storm take place.
Bolts of lightning
rain down destroy-
ing anything in the
way. Use this one
against hordes

of enemies

or Bosses.

are maze-like in design, each
having its own style whether
it's in the ruins of a city or
deep inside one of the virus-
infested fortresses.

The cinemas in the game
feature rendered characters.
The cut-scenes, scattered
throughout the action,
show the progression of
Dr. Stride to her final destina
tion—which doubles as her
grave. These cinemas show
just how much of a pervert
the assistant Orville is. He's
constantly saying rude things
(mainly sexual innuendos)
to Dr. Stride, but she knows
that she'll get her revenge
on him eventually.

The 3-D graphics in the
game show off just how pow-
erful the Saturn is. The special
lighting effects (produced
through software) make for
cool weapon explosions.
Gamers will notice the polygon
structure of all enemies and
objects. Instead of being
sprite-based (like some other
Saturn games), Machine Head
is a true polygon game.

Although Oville is a
pervert who constantly gives
the main character a hard
time, it's nice to see another
strong female lead role in
an action game (like Lara
Croft in Tomb Raider). B

haracters

Dr. Kimnberly Stride:

The lead scientist trying

tofind a way to stop the
virus. Unfortunately her
plan was interrupted

when Or
silly with a wrench. Now

le got a little

spped—against her

o the ship carrying
warhead (which
oy the virus). All in
s work | suppose

Orvill
The perverted

who decided to change

the fi

ing what he

s in the end

5: These poor souls
still around because
they just happened to be
wearing protective gear
when the virus took over
Since there's no way to
Ty thern along. back to

ve in cornmon
hat a few missiles
: thern explode. It's
nice that they have sorme
thing in common since they
have to coexist (for a little

2 anyway).




on constantly in
hopes of seeing some
sort of World War Il
! program? If so, then you
will really be able to get into
P.T.O. Il, the WWII strategy
- simulation from Koei.
.y Fans of the ongmal

Il'is a thinking man's game,
where a strong mind will
prevail over a strong
trigger finger.
In PT.0. II, you can play

as either the U.S. or Japan as
you take command of your
respective country’s naval
fleets. Those of you who know
what PT.O. stands for will
know that all the battles take
place in the Pacific Ocean. (It
stands for Pacific Theater of
Operations, by the way.)

Have lunch with government officials to score some more bucks for
the war effort. What other game lets you attend board meetings?

There are 10 short
scenarios and three campaign
scenarios to play. Each one
has various conditions that
must be met for you to
emerge as the victor.

Each short scenario has its
own individual conditions that
must be met within a certain

One of the things that
stands out about PTO. llis the
pure educational conter
Before each campaign.
is a brief movie explain
battle in which you are 3
to partake. But even before
you begin the game. there are
options to read profiles on

time limit to win. The longer
campaign scenarios share the
same recipe for victory. You
need to capture the enemy'’s
capital, reduce the enemy's
country’s productivity to zero
and earn a rating of over 1800
in base productivity.

Like any good strategy
game, everything is turn-
based. Each turn is comprised
of a Move Phase and a Plan
Phase. During the Move
Phase, you obviously move
your ships to where you
want them to be placed.

After the Move Phase is
complete, you move on to
the Plan Phase. Here, you deal

Lesson

nany of the people involved
1 the battle:
the vehicles yo
Sc
you can just show

study’
them PTO. Il to get them off

of your back

-
(£




Aty Eipig

14, 1941,

Sink 6 or more US. mmqiﬁeshlps by December
3 \

Done

Your mission, If you choose to accept it, will be laid out for you here.
You can also find out what the enemy Is planning on doing.

with the strategic elements
of your forces.

After all the technical stuff
is done, it's time for the fun
part—the Battle Phase. You will
see your battle plans played
out in full-motion video
cinemas. After the fight, you
will be given a tally of how
many forces survived and
how many were destroyed.

Of course, battles aren't the
only things you need to worry
about in PT.O. Il. There are
many little details that will
affect how you play the game.

One of the more important
features are the bases. These
are the center of operations
for sea, air and land forces.

"s9+8 Strong mind will

If you have enough money
in the national budget, you
can build more bases. The
budget will depend on your
performance in the game.
Don't get too wasteful with
your money, however, as you
have to make sure that there
is enough money for all divi-
sions of your armed forces.

Also, you can't forget to
provide supplies if you want
your troops to succeed. After
all, it's a tad hard to utilize
bombers when you have no
fuel or ammunition.

Then, at the beginning
of each month, you attend
a conference to try to get
more money from the

Prevail over a strong
trigger finger.”

Get everyone into position. The
true battle Is approaching fast.

Choose the campaign you wish
to fight. You may change history.

Nothing cleans out enemy forces
better than a shower of bombs.

government for your army.

These are just a few of
the many minor details that
make P.T.O. Il an incredibly
deep simulation.

With so many features,
P.TO. Il may seem a bit
overwhelming at first, but
those who have played the
original P.T.0. will feel right
at home. Even those who
are new to the war sim genre
will enjoy conquering enemy
forces once they begin to
notice the intricacies of
the game.

1think we all know that there's only one thing you can say about this

picture. Let's say It together: “You sunk my

leshipl” Good Jobl

The strategy game is an

often overlooked category '
of video games. Luckily for
Saturn owners, there are
two quality war sims to
check out: Koei's PTO. ll and
Working Designs' earlier
effort. Iron Storm. Both
games share the World War
ll theme. yet differ greatly

in gameplay.

One of the many differ-
ences is that Iron Storm
uses a grid system on its
map to move troops and
equipment, where PTO. Il
has a free map. The most
obvious difference between
the two is the Battle Mode.
PTO. Il uses rendered ships
to represent the batles. Iron
Storms battles take place
between polygon vehicles
and troops. FTO. II's footage
looks more realistic than
Iron Storm. but it becomes
repetitive quicker due to the
fact that it takes a lot of
room to store FMV.

However, both games do
offer the ability to turn off
the battles when you tire
of them. Both games offer
tons of strategy and are
very in-depth. Iron Storm is
a bit easier for the casual
gamer to get into, but full
on strategy. Gamers will
certainly appreciate the
complexity of PTO. Il
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f you just can't find
the means to
schedule a trip to
Vegas this year, don't
despair. A great
gambling experience
can still be yours. And best of
all, it can be experienced in
the comfort of your own home.
with Natsume's Virtual Casino.
Witha fist of playable
mes that include Roulette,
Seven Card Stud, Baccarat,
Blackjack and Slot Machines,
b Virtual Casino is filled with

AYSEZ

Mode. For the.gamer looking
for a challenge beyond what
just the games can bring,

there is also a Story Mode to

"(graphics) work
fine with the low
demands of a
casino title.”

EN] play that can be enjoyed for,
ué hours. There is even an option

‘-!‘L,’ to play Baccarat afid Roulette
_Q:, gainsta friendsin Two-player

enjoy. This style of play starts
you out with a menial sum of
money and forces you to
acquire a predetermined dollar

Blackjack gives players an
accurate version of the
popular game 21" All the
advanced game features
such as double-down have
not been forgotten.

The popular poker classic 7

Card Stud also has a place in
Casino. This is the first game
you must master in the Story

takes a finesse few can master.
amount in that specific game
before moving on to the next.
Then the whole process
repeats itself for the next
game.

Many players will consider
the graphics to be below par
compared to more complex
titles, but they do work fine
with the low demands of a
casino title where play is more
important than graphics.
Between-game cinemas in the
Story Mode are also kept to a

_ minimum, brining nothing but

pure gambling to players.
Players in search of a
gambling title with plenty of
replay value need to look no
further. Grab your imaginary
money and try to avoid the
fictional paor house! B
[ reieaseoare  orcury

December Variable |
e —

100%

-

Natsume
THEME  PLAYERS

Gambling1 or 2 CD-ROM

" -

Mode in order to move on.

‘I‘ft\ilcw‘:-\‘ AVEIIH\ \ 4\: §

< BONUS GAMEy = - €20

The slot machines are
perfect for players seeking a
game built more on chance
than skill

Baccarat and Roulette are
the only two games that
allow two players to go at it
head-to-head. Each offers its
own form of challenge

7| roraL: sesoo
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NEXT WAVE

4-Wheel

ast year at this time,

new PlayStation own-

ers were surprised by
the recent release of

Psygnosis’ hot new

racing title with a touch
of mindless violence. It was
accepted with open arms by
players looking for a title that
incorporated more action with
an already good racing base.
Gamers' premonitions were
not far off their mark.
Destruction Derby sparked
an interest in mindless
racing and violence not
commonly seen in
previous titles.

The original Destruction
Derby gave players multiple
race types, three different
cars and a gathering of
tracks to explore. Now with
the appearance of a new

title on the horizon, players

Destruction

DERBY 2

Destruction

Portable

may be asking themselves:
Besides a few new tracks,
what can a second version
add to this already fairly
complete title that the previ-
ous one didn't include? The
answer is: game engine evolu-
tion. Although the basis for
the action remains basically
similar to the predecessor, the
improvements lie mostly in the
technical aspects below the
surface. Once a player looks

deeply into the game elements

and pays attention to all the
modifications to the actual
engine, it is obvious that
Psygnosis put time and effort
into the development of the
title. Instead of just riding it
out to make a quick buck like
many developers are known to
do, in the case of a sequel
title, they have actually
changed key parts of the
game's base to include a more
impressive list of features.
The most obvious changes

5

to the second version are the
new tracks and the number

of bowls for the Destruction
Circuit to take place in.
Serious fans of the original will
also notice the tracks have
been lengthened an additional
1 3/4 miles over the original
maximum 1/4 mile. In this new

011531

DIFFICULTY

iINovember Moderate

PUBLISHER % DONE

Pgygnosis 85%

THEME PLAYERS SIZE

Racing 1or2 CD-ROM




Before the race
player has the option to
choose one of th

begins, the

possible

range fro

segment of track, the players
will experience banked cor-
ners, tunnels and hills, as
well as a number of jumps
that allow the players to
complete some impressive
aerial maneuvers unseen in
the original. These in-race
features are the first to catch

players’ eyes and draw them

This is not the place you want
to be in the bowl

Car Select o

Great grip, but the rest of the
statistics really aren't too good

9191435
91793

The all-around perfect balance
for a good competition car

19 s
03/10 ism

that include smoke, sparks
and flames, as well as
exposed engines from the loss
of a hood. Debris seen flying
off a car can also be seen in
the form of metal, hoods and
trunk lids and even wheels
themselves. You can only

"«+Psygnosis put
time and effort into
the development of
the titlesss"”

in with additional bells and
whistles after they have
already been hooked.

Being based on a title that
revolves around destruction,
one would assume that there
should be more road debris
around the track, as well as
more nasty effects that hap-
pen to your vehicle after a
good hit. Well, Psygnosis paid
attention to your suggestions
and wishes and have incorpo-
rated new disastrous effects

guess what losing a wheel
can do to your car’s handling
performance. Hits like these
can quickly have the player
doing nothing more than
watching the rest of the racers
pass them like they were
standing still (which they are).

Graphical elements have the
same look and feel as the
original, making the title truly
feel like an extension of the
first version. They remain
sharp and clear enou

When speed is everything, this
car won't let you down

make players feel like they
have been transplanted from
the sofa to the racing seat
and harnessed in. Frame
rate is also surprisingly high,
incorporating a fast, intensive
feel—again making the action
come alive off the screen.
The cars have also more
than doubled the number of
polygons they use, adding a
more realistic look to their
outward appearance. Proof
of this can easily be seen in
the smooth look of the out-
sides as well as in the in-
car detail, such as roll bars
and the engines that keep
coming uncovered

The sound and musical




Wrsckin' Racing pits driver
against driver in an all-out
L he finist

on all-out d

and by no mean

to the finish. Players ¢

ed to complete the fixed num

ber of laps and

cross the finish line in the
,..,A.m..u,ﬂ.

al points
the cars of the other racers.

Race Quote: “If you can't beat
thern, hit them harder

STOCK CAR
Plain and simple, you race to

the finish in a calm and orderly
fashion. Yeah, right. If you dicl

that, you would neve
the finish line. You de
extra points for de:
opposition's
Racing, but you can ¢z
nificant amount of dar

ki

aren't fair, just wait until you hit
the first trn in the middle of the
pack. It's am
friendly competition twrms into a
tag-t ]
ver

am match of every 1
you

Race quote: "Do it to them,
before they do it to you. But
always wear a smile.

s lined up in a
giant, circular arena all pointing
at each other. Destruction
rby is not for players with a
rvous disposition. The goal

to cat s much

to the opposition as
ible, while keeping yourself

ther

intérvals. Points are awarded
for each

Race quote: “Gee pal, sorry
about your car It really was an
accident

Wieck an opponent’s car
5 points

Spin a car through 360 degree
150 points

1a car through 90 degrees

thiough 180 degrees

= e
ETIEGM

"..Jyou can race
the way you want
in Destruction
Derby 2."

tracks remain basically

the same, although this one
has been improved to include
an even more industrial-type
soundtrack. Players will revel
in the ability to thrash to the
upbeat music as they take
out their frustrations on the
other racers.

Although the racing tracks
are an important part of the
title, one should not forget the
thrill and excitement caused
when multiple cars are locked
in a metal-crunching
confrontation known as
the bowl. This circular
arena with banked sides
tends to teach players
the art of fleeing a
battle rather than rush-
ing in head-first. Not
the most glamorous
aspect of the competi-
tion, but a necessity to
survive and gather more
points by hitting strag-
glers on the outskirts of
the arena. The way
players work their way
up the point ranking is
by either destroying the
enemies’ cars or by
spinning their cars in
increments of 90
degrees to win
additional points.

Whether you have a
hint of fairness in your
blood or you are just a
dirty rotten scoundrel,
when you are behind

the wheel, you can race the
way you want in DD2. Gaming
flexibility as well as a pumped-
up game engine make this title
the one to watch this holiday
season. We'll just have to sit
back and wait to see if the
sequel sells more than the
original. With a title this com-
plete, this is a very real possi-
bility. What a way to spend an
evening; searching out, trying
to destroy the cars of the ones
you love. B

Fire, smoke and lots of shrapnel flying:

the tell-tale signs of Destruction Derby.
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NUMBER OF
TRACKS

NUMBER OF
BOWLS

TRACK
NAMES

Speedway
Crossover

Ocean Drive

Cactus Creek

City Heat
Monastery (Hidden)

Chalk Canyon Raceway
Pine Hills

Black Sail Valley

Caprio County Raceway
SCA Motorplex

Liberty City

SCA Ultimate Destruction

1/4 Miles

2 Miles

Crossovers
Squeeze

Crossovers
Squeeze

Tunnels

Banked Corners
Hills

Hump Jump Ramps
Twist Jumps

Pits

PITS

No

Yes

POLYGONS IN
CARS

12

254

REALTIME
LIGHTING

None

Full Gouraud

DEBRIS

Metal

Metal
Wheels
Bonnet/Hood
Trunk/Boot

CRASH
DYNAMICS

2D Collision Maths
(Spins Only)

3-D Impact Dynamics
(Spins, Rolls. Flips)
e

DAMAGE
EFFECTS

Smoke

Smoke
Sparks
Flames
Engine Exposed

SUSPENSION

None

4-Wheel Independent

VISIBLE
STEERING

No

Yes

VOICE-OVER

US. Style Commentary
——

Paul Page: The Real Thing!
- —_—

Although one
more track
doesn't sound
like much, it's
the length of
the tracks that
will catch
gamers’ eyes.

No, this isn't =

Twisted Metal " |
2. But the ; 1
bowls have t B
changed to | S
include more ',, :
nasty falls that g 2
claim your life |
instantly. ‘;b 375 #

The shrapnel
from a good hit
alone seems to
be enough to
kill the player in
DD2. It's the

o best in race

‘W effects to date.

Now in DD2
you can repair
damage to your
car when you
stop in the pits.
You don’t have
much time, so
speed is a
requirement.
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WIPEOUT XL

XL To Speeds Once Thought Impossible

0 gamers remember
the excitement when
they first played
WipeOut? EGM
editors couldn't help
but remember that
excitement when WipeOut XL
came to visit, except this time
the level was raised even
higher than before.

The beautiful thing is that
WipeOut XL is a completely
new game even though it

keeps the feel of the first one.

Gamers will see the flashy
graphics and the techno
soundtrack as they reach
speeds in excess of 190 KM

per hour—after al

European game, isn't it? The
graphics will whizz by even
faster than before, but they're
just as detailed—if not better—
than before. How did
Psygnosis do it? EGM

The autopilot power-up makes it easy to navigate through any tum
or jump. Watch out since it only lasts for a few seconds.

plans on letting gamers know
in the next three pages.

In the past, Team EGM has
looked at WipeOut XL as a
sports game. Since that
sounded weird to many editors
here, we re-examined the
issue and decided that
WipeOut XL has too much
of a sci-if theme and a lot of
greatness to only get half-
or full-page coverage.

So what is it about the
WipeOut series that is so
darn neat? Maybe it's the
speed...perhaps it's the
music...could it be the graph-
ics or control? Combine all of

The cinemas are as cyberesque
as the rest of the game. Cool.

these things and the answer
is obvious.

With all of the praise, is
there anything wrong with
WipeOut XL? Time will tell
since it's in its beta stages,
but as soon as the Review
Crew gets a hold of a final
copy, we'll find out and, as
always, pass the info along
to our loyal readers.

Players who aren’t familiar
with the WipeOut style of
gaming should know that WO
is a futuristic racing title that
is ultrafast with hairpin turns
and an array of weapons to
knock out the enemy with. It's

Use the electro-boit to fry your
enemies’ circuits for a second.
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Gamers can agree that the more weapons a game

has. the better. WipeOut XL has a whole mess

of weapon power-ups to obtain. These range from
standard missiles to a devastating track of rippling
weapons that looks awesome and takes out every craft
in its path. Here's a look at just a few that EGM likes:

"«++.EGM thought the original
WipeOut couldn't be beat...we
were very, very wrong."

nothing like an Indy Car game
as far as realism goes—the
futuristic setting and unbeliev-
able speeds tip gamers off
about 10 seconds into the first
race. From there, speed is the
only thing that comes to mind.
WipeOut XL has four teams
to choose from and three
classes of racing. The three

LAP TIMES
10%L.9

track classes each have two
tracks to race on. Each of the
ships has its own attributes.
Check the Gamer’s Edge on
crafts for some inside info on
them. Players must place in
the tracks to advance and
eventually beat the game.
Bronze, silver and gold medals
are awarded for players who

come in third, second or first
place. Some of this info may
sound just like the original
WipeOut because it is very
similar. Since not everybody
has played the first game, we
figured that it would help to
explain it again.

The graphics in the game
are 3-D polygons but don't
look for big blocky graphics
here—WipeOut XL features
tracks, environments and

RELEASEDATE  DIFFICULTY

Now Moderate

PUBLISHER % DONE

il Psygnosis 100%

THEME PLAYERS SIZE

Racing 1or 2 CD-ROM
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through the pit stop to recharge your shields. Why do all of the
enemies have to be so dam accurate with those electro-bolts?

vehicles that aren't skimpy
when it comes to polygon
count or cool texture maps.
The power-ups range
from mines to missiles and
everything in between like a
three-second Autopilot
Mode and a three-way
missile. Look at the sidebar
on power-ups for more info.
All of the weapons will show
off what the programmers
and designers worked for
months on. For instance,

cHeck

(=515 5

soses

(==

when the missile travels
down the track, the track
underneath it lights up with
a blue or red glow. Also,
when gamers use the ripple
power-up, the entire track
ripples like a wave disrupting
the enemy ships. Players will
have to see these weapons in
action to really appreciate
them. The enemies will see
what the weapons are all
about but they probably
won't appreciate them.

consrRaTULaTIONS
vector swver swarnen

(3ez ossa

Tty to beat track records and
save them to a memory card.

The backdrops in the game
create a realistic environment.

".«sthe entire track
ripples like a wave
disrupting...ships.”

The game features a Link
Option that allows players to
race one-on-one. The same
tracks that were filled with
15 racers before have two.
Things get crazy when both
players are trying to obtain
first place but when one play-
er laps the other, friends can
quickly turn into enemies.

WipeOut XL features a pit
stop of sorts. When an enemy
or two continually fires mis-
siles at the vehicle gamers
control (which unfortunately
make contact) and the energy

level gets low, players can

navigate through a pit that
recharges the shields depend-
ing on how slow gamers
control their ship through it

A cool electrical effect
appears around the vehicle—
this means it's working.

There are rumors that hid-
den tracks can be obtained if
gold medals are awarded on
all tracks. EGM is in the
process of testing this trick, so
nothing has been confirmed.
We are sure that if the hidden
tracks are any tougher than
the tracks in the last class,
players will have a fun but

Like the first game, WipeOut XL
has some cool-looking and very
fast ships. Some have great thrust
but a low top speed, while others
have awesome shields but poor
turning. The best way to test the
ships is to play through each level
with each ship. This may be time-
consuming, but it's the perfect
way to find out what ships work
best. Players can change ships
after finishing each level.

Eecm™e m =SNRedl pume

THRUST THRUST

TOF SPEEO TOP SPEEO
TURMING AEILITY TURNING ABILITY
SHIELD ETTEREY SHIELO ETIEREY
REROOYMAMICS AREROOYNAMICS

The secret ship in WipeOut XL. We
can't tell you how to access it yet, but
when we can, well relay the info. This
one has no weapons but it doesn't
need it when it's whizzing by enemies
with no problem whatsoever.

This one is a good ship for every track
as far as most attributes go. Don't
look for an incredible top speed
though. Its best feature is its maneu-
verability—sharp turns shouldn't be a
major problem for Feisar.



2. o
Voo %
hectic time trying to get
through them—they're filled
with 90-degree turns and
jump after jump after jump.

The soundtrack to WipeOut

XL features artists from the
underground/European techno

scene, including big-name
acts like Underworld and the
Chemical Brothers (who were
in a Microsoft commercial).
This style of music (like the
first WipeOut) is perfect for

-

THRUST

TOF SFEEO
TURNING ABILITY
SHIELO ETIERGY
REROOYMAMICS

This one is great for speed and shield

energy. but it can't take corners at all.

Use this one on the easy tracks. Using

iton the last tracks (or the secret
challenge tracks after beating the
game) could very well be impossible.

WipeOut XL, like many games on the PlayStation, is a
3-D polygon-based title. Everything from the ships to the
tracks is made from wireframes. Three of the six (plus
two hidden ones) are shown. EGM tends to like the
finished product rather than these early frames.

the game since the future is
generally associated with a
cybertechno environment.
After playing the original
WipeOut, EGM thought it
couldn't be beat. If the final
version of Wipe!
same or better than the beta,
we were very, very wrong. Of
course, being wrong isn’t
always bad when a game may
be so good
beta stages! B

t XL is the

nd it's still in

An
=S
THRUST
TOF SPEED
TURNING REILITY
SHIELO ETTERGY
REROOYMAMICS

This ship is considered the “average”
ship. All of its attributes are decent but
not incredible. Its top speed is what
helps a little. If gamers want to stick
with one ship the entire way through
the game, this is the ship to choose.

Get ready for a jump ahead. WipeOut XL has plenty of those
stomach-dropping jumps that the first WipeOut has become known for.

THRUST

TOF SFEEO
TURMNING REILITY
SHIELO ETERGY
REROOYMNAMICS

Thrust is this ship's greatest feature.
After hitting a side wall or at the start
of the race. the thrust will help from
not being lapped. Don't look to last
long, though. if too many missiles
come this ship's way—shields are low.

1= [259]
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I.OMAX

Blg Trouble ln Little Lemmlngland

I tion-platform
genre has been
grossly neglected
since the release
of the 32-Bit systems.
The PlayStation in

particular has had a lack of

good, 2-D platform games—a
travesty considering that on

8- and 16-Bit, action platform

games were some of the

most popular.

Finally, Psygnosis has

come to the rescue with

Lomax. Originally titled

Lomax in Lemmingland,

the characters in the game

are all lemmings in one

form or another. Even our

hero, Lomax, is a wily

lemming. Just like in the
other Lemmings games,

Lomax can gather power-

ups to build a bridge to get

to hard-to-reach places,
blow up rocks blocking his
path or fly over large pits.

After defeating an enemy,

it changes into a peaceful

lemming, who then promptly

jumps off the next ledge.

What will hit you first about

Lomax is the graphics. They

RELEASE DATE IFFICULTY

November Moderate

PUBLISHER * DONE
| Psygnosis 85%

THEME  PLAYERS  SIZE

Action/Adv 1 CD-ROM

are fantastically detailed, with
several layers of parallax and
vibrant color. The hand-drawn
feel of Lomax’s graphics are

a welcome change from the
polygon “rendered” look that
too many games have adopted
these days.

The backgrounds are so
detailed in fact, that some-
times you'll lose track of
power-ups or the smaller
enemies because they blend
in so well.

The game's sound is per-
fectly orchestrated. The music
goes well with the game’s
setting and on-screen action.

The soundtrack is lighthearted,
upbeat tunes that are present-
ed in Dolby Surround Sound.
If you have a good sound
system hooked up to your
PlayStation, this game uses

it to the fullest.

True to its genre, the levels
are full of running, jumping,
flying and hat-tossing action.
The enemies are spaced out
evenly, but there aren’t nearly
as much variety in enemies as
there could be. Seeing the




same enemy over and over
again throughout a level can
get a little tiresome. The ene:
mies change each time you
advance a world, but without
that variety, the game seems
very patterned. Once you learn
an enemy's attack pattern, you
can easily spin your way
through each level

Lomax has a good variety
of attacks at his disposal.
Throughout the game there
are areas where you'll have to
use one of the hats to get you
through. The only drawback to
the hats is that it is completely
obvious which one to use
every time, because just
before the area that requires a

AY‘

Grabbmg onto ropes is
difficult in the game, and in

order not to lose all of your

lives, here are a few hints to

help you out.

The game's three main worlds

(before the final levels) have mini-

Boss areas that you need to
pass to advance in the game.
Each Boss level has the exact
same pattern. The first thing
you'l run into s the balloon craft
that fires missiles (which lem
mings will ride) at you. Maneuver
yourself around the screen so

that the missiles hit the rocks positioned in the level. When
they hit the rocks, they ricochet and hit the balloon. A few hits
and it goes down. and you go to the next world. The second
part of each Boss level involves the balloon ship trying to
crush you (deja vu from Super Mario 3, eh?). Just jump onto a
lower area and duck down to avoid being crushed. The third

and final obstacle that the later two Boss levels have are

mac

s that swing from the bottom of the ship. Dodge them

as best you can and you'll be okay.

*ssshand-drawn graphics are a
welcome change from the 'rendered’
look of many games these days.’

certain one, you're given the
correct hat! Or if you run out
of a hat you need, a pot usual-
ly pops up nearby that has a
fresh supply.

The game's control is
decent, although it could use
a lot of tweaking at this point
in development. It's easy to
get used to jumping or spin-
ning, but there are several
parts of the game where the
control goes downhill. One of
these places is jumping from
one vine to another one. It's
more difficult than it should
be. Later in the game you're
required to jump on vultures

When jumping toward a vi

that are holding vines, making
it even more difficult and very
frustrating. The control seems
to be haphazard in this area,
with considerable loss
of life necessary to just be
able to jump from one
platform to another.

Lomax'’s levels are split
up into five different locations:
The Forest, The Ocean, The
Graveyard, The Old West
and Evil Ed's home planet.
All are four levels wide with
two sub-levels in each. In
total, the game reaches over
40 separate stages, including
bonus levels.

ne, move the controller

to point toward the vine and up. You'll grab onto

the rope only if you're holdi
The vultures that have rope

jing in its direction.
es attached to them are a

bit more difficult. For easier passage, wait for a group
of vultures to be at approximately the same height
That makes it a lot easier to grab onto one of the
ropes then jump to the next.

One of the unique features
of some of the levels is that
they are several layers deep.
You can travel into the back-
grounds to uncover more of
the level. To do this, you cross
a bridge, move across a plank
or launch yourself from a
springboard that points to the
background or foreground.




There are a few areas that have objects
that move from the foreground to the
background. These windmills can kill
you when they move into your plane.
Look at the area first. then watch for the
point where it crosses the path. When
it's clear, move along without getting hit

Some of the best parts of

the game involve moving in

and out between the layers,

avoiding hazards like falling
rocks, spikes and jumping
past enemies. It's strange to
see this technique used a lot
in some levels yet hardly
used at all in others.

The game’s big Boss, Evil
Ed, is seen at the game’s
Map Screen before each
level, but he doesn’t make
an appearance during
gameplay. It's a bit strange

to have a tyrannical Boss
that isn't seen at all during

gameplay, don’t you think?
Even during the Boss stages of
the game, of which there are
only three (not including the
end scene), not one has Evil
Ed present at all! Each Boss
level is surprisingly similar; all
it takes is knowledge of a set
pattern and it's easy to defeat
the stage.

Though some areas are
very frustrating and difficult,
others are very easy—even at
the last stage in the game. The
game could use a few more
locations, some henchmen to
help Evil Ed do his evil deeds

One spin and
they're dead. These
are the first ene-
mies you'll meet
on your quest

They fly by and
drop bombs at
you from above,

get your first glimpse of his evil deeds In his three

(whatever they may be).

Any side-scroller has to
keep you glued to the levels in
order to be successful. Lomax
succeeds in that respect. Even
though the game is amazingly
frustrating in later areas, this
editor kept coming back for
more. The only problem was
that each time | played, | came
away with a wish list of things
that would make this game
more than what it is now.

What is really cool about the

Hit them the
first time and
they will start
shooting Bullet
Babies at you
Two hits destroy

When they spot
you. they jump on
the ground, count
down and explode!

game is the end battle
versus Evil Ed. Now if there
could have been some more
build-up to the final battle,
there would have been a

lot more satisfaction after
completing the game.

It's amazing that Sony has
let Psygnosis produce such a
graphically rich 2-D game for
the PlayStation. Sony's policy
on not wanting 2-D games is
a mystery to me, as Lomax
proves that they can be done

Pesky little critters
that explode when
they spot you,

so fling your hat

or quickly jump
over them.

them., or one hit
with the fire hat.
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Psygnosis has produced
a good game in Lomax.
Designed by the same
team that did Flink on the
Sega CD, this is the perfect
cure for any gamer who has

been searching high and
low for a good platform
game. With a little more
time, a little more effort,
more levels and a little
more challenge, Psygnosis
could have a major hit on
their hands. We will revisit
this game when it is further
along in development. B

With this ability,

Lomax throws a grenade
helmet to clear a path
obstructed by rocks.

I

SPECIAL -
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You can dig your way
through walls with this hat
Watch your back while dig-
ging. though—enemies can
sneak up on you!

Shoots a fiery
hat at your enemies.
Especially helpful if there is
arow of enemies in front
of you.

*ssLomax proves side-
secrollers can be done better
than some of the comparable
D platform games that are

put on the markst.’

Build a platform to
allow Lomax to jump to high-
er areas. You'e iimited to five,
S0 use them wisely.

One hit returns him
to human form, and
from there, one hit
sends him howling
to the moon

L He grabs
Some take one hit, onto you and
others two. If they're shakes the
moving slow, then coins out of
two hits destroys you.No more
them. if they are coins and
running. one hit puts you start tak-
the nail in the coffin. ing hits.

TTIEGM

Follows your move-
ment on some
water levels. Don't
jump on him, or
you're live bait

In the Graveyard
Level, these sharks
follow you around
and try to bite your
behind. Continue
spinning at them
and they won't
touch you

Use the tail of your
hat to grab bars or stakes in
the ground to get across pits
or onto higher platforms.

The propeller
allows Lomax to jump higher
and float down from higher
platforms so as to avoid
spikes that you couldn't see.

Toward the end
of the game, these
enemies pop up.
They crawl around
the ground and
POp up when you
are near.
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Army After gathering your troops, you will be required to fight

afew battles as an army. Pick your method of attack
then the group that you will have attack. You can choose
from charging, using magic or using special minority
groups to do special attacks on the opponents. The
number of troops that each of the armies has is at the
top of each side of the screen. Once one of
the numbers reaches zero, the other side

W will declare victory. Even if the enemy has
more ground troops than you, it is possible

NEXT WAVE

to win.

Vs

) Just Say SU - EE - KO - DEN

nly recently have
game companies
realized that role-
playing games have
a market in the U.S.
Comparatively, Japanese
gamers have been enjoying an
abundance of RPGs for years.
Series like SaGa, most of the
Dragon Warrior games, Y's
and a majority of the Final
A Fantasy titles never saw the
hght of day in the States.
Companies like Working
Designs and Square have
given gamers in the U.S. who
were RPG-starved a reason
to keep playing. More
recently, Nintendo saw
sales of its Super Mario
RPG skyrocket, proving

Enemies populate the landscape,
Including killer bunnies.

that RPGs can reach mass-
market appeal. Konami has
not brought any of their more
recent Japanese titles to the
U.S.—gamers have missed out
on Parodius, Gradius Deluxe
Pack, Tokimeki Memorial (the
best PlayStation title in Japan
for 1996) and others that were
big hits in the Land of the
Rising Sun, but never had a
chance to flourish here.

With Suikoden, all of that
changes. Konami has given
the go-ahead to translate one
of the finest RPGs to ever hit
the PlayStation. Even if you're
not a big fan of RPGs,
Suikoden will keep you

Ry
S Sl

‘While on the way to meet Lepant, you'll run into this human Wheel of
Fortune, which can either help you or hurt you

hooked, dragging you into its
story and characters. If this
game does well, hopefully it
will persuade Konami to start
releasing more of their
Japanese titles. If it means
giving gamers more games
like Suikoden, it will be well
worth their while.

Young Master seems childish

Suikoden'’s story has a good
flow to it. There’s always a
task that needs to be complet-
ed, with no major lulls that
would make the game a lot
less exciting. Each of the
game's characters develop
throughout the course of the
quest. At the beginning, the

DIFFICULTY
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and inexperienced—needing
Gremio to protect him. After a
few battles and meeting up
with the Liberation Army, the
Young Master becomes more
of a leader. There are tight
spots to sneak out of, deci-
sions to make that will decide
your fate and challenges to
see just how worthy a leader
you really are.

Suikoden’s world is huge,
with many towns and areas
to explore. Once you have
commandeered a castle for
the Liberation Army’s head-
quarters, you can begin
recruiting members to serve in
the army. Some people that
you'll meet will refuse to join
unless you reach a certain
level of experience in the
game. Others require you to
find special items before ask-
ing them to join again.

In pure Konami style,
the game has separate
mini-games inside of it that
periodically pop up, keeping it

i
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Play a game against the
gamblers to eam money quickly.

Just when you thought you were
rid of Kraze, he pops up again.

interesting. You'll find yourself
rolling the dice in a game
against a master gambler,
playing Human Wheel of
Fortune for bonuses, while
another is a fighting game-
type interface in which you go
up against an opponent one-
on-one. Everything in the
interface is reminiscent of a
fighting game, right down to
the life bars of each character.
The game’s battle engine is
very easy to pick up. Much
like Final Fantasy, each
character takes his/her turn
choosing what to do between
attacking, defending, using a
rune, using an item or uniting
with another character for a
double attack. If there are not
that many enemies on screen,
or if you think you are low on
hit points, you can run away
from the battle, or try to bribe
the enemies into submission.
Battles are setup in a
three-fourths isometric view,
which allows for some stun-
ning effects when using runes

or magic. The camera zooms
in on some characters attacks
S0 you can get a closer view
of the action. When the cam-
era zooms in, the characters
become pixelized, but believe
it or not, it looks really cool
You can use Medicine or
Antidotes to pick up a charac-
ter’s hit points during a battle,
but you cannot revive a char-
acter if he has died midway
through a fight.

Some of the other major
battles are those of the
Liberation Army vs. the

Your first mission as the
leader of the Liberation
Army is to protect the
Village of the Elves from
Imperial destruction. The
Imperial Army is preparing
to burn down the village
and the surrounding forest
using their super-powered
mirror. You'll meet up with
Kirkis after establishing your
castle. She will lead you to
the Elves' Village.

From the Village. your next
stop is the Dwarves'
Hideout. There you will be
given a challenge: Make
your way through their vault
safely and steal one of their
artifacts They will give you
the weapon that will get rid
of the Imperial Army’s new
weapon. But just getting the
weapon is half the battle

‘When your characters are low on hit points, they will crouch down.
L lie during a battle, you can't revive them until afterward.

r
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‘Gamer's Edge

At the beginning of the game,
you'll be in the service of
Cornmander Kraze to run a few
errands. One is to receive the
Astral Conclusions from Lady
Leknaat. Meet up with Futch at
the castle’s barn and he'l give
you alift. Follow the path on the
island and you'll meet up with
Leknaat's apprentice, Luc
There you'll have a battle with
the Golem. Once you defeat the
Golern, travel to the top of
Leknaat's castle

The second errand that you'l
run is to collect taxes from the

Imperial Army. These are set
up differently from regular
group battles. At the top of the
creen are the number of
troops in both armies. You can
charge, use magic or use a
special skill from another
group of warriors—such as
stealing weapons from their
side or using the master
strategists. Teams are made
up of characters that you've
recruited. The more charac-
ters you recruit, the better
off your army will be. When
you recruit shop keepers or

townspeople in a remote
village to the east. Grady,

who runs the town, will tell
you that bandits ran away
with the town's money. After
some wrangling with Kanaan,
you'l go to the bandits’ hideout
in the mountains. Some weird
happenings will occur when
your party meets up with the
Queen Bee. There youll meet
up with Varkas and Sydonia.
Beat them and return to Grady
with the collected money and
the two prisoners. Then return
to Gregminster.

blacksmiths, they move their
shop to your castle, making
it a one-stop shop for any
supplies needed for taking on
the Empire. You can also store
weapons and supplies that
you're not using in your own
personal vault. It's a good idea
to store items here, because
you may need to collect them
later to advance in the game.
Selling weapons and armor
you don't use is good, but sell-
ing artifacts or antiques that
you aren’t sure about is bad.
Suikoden’s music is

perfectly orcheslrated and
goes along with the game
perfectly. While it's not as
good as Nobuo Uematsu's
Final Fantasy BGM, it holds
its own as one of the better

soundtracks in an RPG. For
a game that does not use
red book audio, the audio
sounds great.

If you haven't noticed the
crispness of the graphics, you

*Konami has created a game that is
comparable to Square’s finest role-players...’

When you first meet up with the Liberation
movement. you'll be fugitives running from
Imperial troops. Odessa. their leader. will be
skeptical that you don't have what it takes to
become part of the movement. Besides, you're
the son of an Imperial Generall
‘= You'll soon gain the trust of the Liberation
= Army.and travel into the mountains with them.
== Later in the game, the Liberation Army will
become stronger. To build your troops. you
must recruit people that you find in the villages
you visit. Many of the characters will not join
the army until you meet certain requirernents
(number of members, experience level

f the Lib
How 4o you do

strength, number of items

An abandoned castle will become the head
quarters of your army, only reachable by boat
After recruiting members, they will be hanging

around at the castle, awaiting orders.
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n the hellish world _
Iof Warhammer, 1
powerful armies b
clash in cataclysmic
battles. Orc hordes
batter at the gates of the
Empire, mighty bastion
of humanity. As the leader of
the infamous Grudgebringers, ¢
mand your mercenary
army to stop this
tide of evil.

Now for play on the
PlayStation™ game console,

’ARHAMMER: SHADOW OF
THE HORNED RAT has
everything you'd expect in
a fantastic wargame: \

W More than 40 amazing 3D
battles include gorgeous visuals
and challenging strategies.

M Stunning animated sequences and
detailed mission briefings provide
in-depth backgrounds.

B Command a mercenary army,
choosing your forces from over
25 troop types.

M Battles are linked together
by a detailed story line.

TO ORDER: Visit your retailer
or call 1-800-601-PLAY with
Visa/MC (North America only).




the Bosses you'l fight
sortment of dragons.

should look at that now. The
graphics are simple enough
that they probably could
have been done on the
Super NES, but with how
big this game is, it couldn't
have been done on a car-
tridge. The game doesn’t
push the limits of the
PlayStation to any great
length, but the graphical
presentation of ti
nothing
Gamers who have been
looking for an RPG, will
enjoy Suikoden. Konami has
created a game that is com-
) parable to Square's finest

I Young Master: This is
your character. Name

.x him whatever you like at
the beginning of the
“  game.Although he s

i young. he will soon take M

onarole of great respon-
sibility and hardship. *

battle, too.

i | _ Pahn:Loyal to Master
, Teo, Pahn sticks with the

Imperial line. Always ¥

thinking about food, he
carries a strong blade and
| isformidable n battle.

I’m not sure. <<
Something to do with a- Black
RBunefv I think he'said. ©

When you destray the mirror, you'll meet up with Kwanda Rosman.
Hel give you some insight into the power that the runes hold.

one of the best, if not the best
PlayStation RPG this year.

Fans of RPGs and good games
alike should not miss this one.

role-players that will keep

gamers busy for hours on end.
ith a great plot, believable

characters and dialogue, a

Creating a party to do battle
with is serious business,
especially later in the game.
Choosing the formation
takes deciding who is your
strongest character. Since the
front line usually gets hit by
enemy attacks the most,
putting in characters who
have good defenses is a
must. Characters who are on
your back line should be used
for secondary attacks or for
using items to power up your
front line.

story that constantly flows and
changes and over 100 distinct
characters to interact with,

Maybe, if we're lucky, they'll
decide to bring over Vandal
Hearts, their current Japanese

Kanaan: Commander
Kraze's loyal guard leads
you on an errand early on,
then puts a friend of the
Young Master into harm's
way. He chickens out of a

Suikoden is turning out to be RPG, next. B

Cleo: One of Young
Master's friends and 3%

the Young Master. She will
help protect the Young |7

Master from the dangers
of the outside world, E=m—=——==x_.

Kraze: The lazy comman-
der sits at his desk

and orders your party
around on small errands.
While Master Teo is
away, Kraze does
whatever he pleases.

Ted: Ted is the Young
Master's best friend. He
happens to be carrying a
secret that will later get
himinto hot water.
Whatever you do. do not
betray Ted's friendship.

Gremio: This is the Young 3
Master's keeper of sorts.
Gremio keeps watch on
him and sometimes fuss-
es over situations that
may put him in danger.
She cooks a good

Windy: Windy is the
Emperor's magician. She
is as beautiful as she is
evil. and shell do anything
to hunt down the Soul

Stew too.

Master Teo: One of the
Imperial Army's finest
generals, and the father of
the Young Master. Later in
the game, you'll meet up
with him as your enemny.

Eater rune.
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Like all good racing games.
Burning Road offers you multiple
viewpoints. This one lets you
check out the action from not
two, not three. but five big
angles. Check out the various
views and decide which one is
best for you.
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A Hunka-Hunka Burning Road

ith the incredible 3-D
capabilities of the
PlayStation, racing
games are a natural
for it. It began with
Ridge Racer in the early
days of the system, and there
has been a steady stream of
quality racers since then.

The latest game to try to
win over driving fans’ hearts
is Playmates Interactive's
Burning Road.

“But wait a minute!” | hear
you cry. “There are so many
racing games on the market

already. What makes this

one so special?” Well, my
little cherubs, every racing

game needs some kind of
a hook, and Burning Road
is no exception.

Right from the start,
Burning Road stands out with
its lighthearted, almost wacky,
approach to racing.

You'll probably first notice
the announcer who does
his best to convince you
that he’s the Jim Carrey of
racing commentators. From
his constant comments that
you have made a “cool choice™
concerning your car, transmis-
sion, etc. to his blatant use of
the phrase “All righty then,”
this guy proves that he's a
certified nut.

The selection of
vehicles also stands
out. Each of the cars
(and the one truck) have
big “monster” wheels on
them for off-road action. This
leads to some interesting
controls, but it's fairly easy
1o get used to it.

One thing that is noticeable
on a few of the tracks is the
weather conditions. On one
track, it started to rain during
the race. Water begins to
accumulate on the ground
making it slippery. Another
track leads you right through
a snow storm. There’s some-
thing very cool about seeing
snowflakes fly past the camera
as you barrel head-on into
the storm.

The graphics look great, and
while there is a bit of pop-up,
itisn’t terribly noticeable. The
game definitely moves fast.
Once you get on a straight
path and hit a jump, you fly.

Burning Road is certainly

Don't take those tumns too hard,
or you won't remain upright.

not the first PlayStation racing
game, and | can guarantee
you that it will not be the

last. Still, its high-quality

and goofy style make it

stand out enough to make

it a contender. B
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zzy dice that screams “class.”
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A Little Witchora

amers may think
that to deal effective-
ly with the occult,
special magic must
be used (i.e., eye
4 of newt, etc), but in
Hexen, players can simply
use a giant sword to slash
the opponent in two. After
all, it is more effective.
Although the version
) of Hexen that we have is
early, fans of the PC version
should be pleased to see it
coming to the consoles. The
PlayStation version is to

be no different (as far as

levels go) than the computer

version. Obviously the

graphics are supposed to

be enhanced when the

final version comes through.
Those who are familiar wi

the Doom series know what

Hexen is like—a first-person

action shooter that has lots of
weapons and texture-mapped

graphics (but they aren’t
polygons like the upcoming
Quake). The medieval motif
of Hexen makes for some
interesting textures on the

Go A Long Way

walls as well as some mean-
looking enemies

Hexen is much different
than many first-person games
that are out now—or even
that are to be released. The
game has an RPG/adventure

The Cleric has some religious powers
that might let him easily take on the
devil himselfl Players start with the
spiked iron club. Needless to say. this
could poke some drainage holes in the
skull of the enemny. Gamers will then

come across the Serpent Staff. The next
weapon is the Hands Of Death. This one
lets you blow up enemies just by think-
ing about it. The biggest weapon is the
Staff Of Death which sends out spirits to
take the souls of the enemies.

element that is unique. First
there are three types of char-
acters a gamer can choose to
control: the fighter, the mage
and the cleric. Check the
Gamer's Edge for each of
thes acters’ weapons.

It would be an understatement to say
that this magician has a couple tricks
up his sleeve. Players will start with the
basic staff which shoots out blue
magic sparks. The advantage is that
these weapons are for long-distance




ARTIFACTS

As mentioned, Hexen is
more than just another
Doom clone—it has items
and artifacts. The adventure
feel of the game, along with
elements of an RPG. make it
appealing to a whole variety
of gamers
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The artifacts differ from the items in that they
are used again and again and can't be collect-
ed more than once. Some of these are neces-
sary to advance to later areas in the game
(whether it's to open a door or destroy a spe-
cial enemy). Some of them include the gems
above and the Horned Skull Mask below.

The items of Hexen can be collected and used
again and again. The more gamers find, the
more they can store in their inventory. Some
of the itemns above include the Holy Water
which heals some of a player's HP. the Pig
Spell which turns an enemy into a pig (which
can then be easily killed). There are many.

*ssothere ars three types of
characters a gamer can choose to
control...the fighter, the mage
and the cleric.”

weapons in Hexen. The high-powered weapons use up fots of mana.

Players can find items and
artifacts to use later on. Unlike

Doom and similar games
which do not allow gamers to
“save up” health or magic
power-ups, Hexen allows play-
ers to store these for later use.
There is a whole array of

various power-ups that players
can obtain. Some include the
mana increase that replenish-
es a gamer’s magic power for
later use and the Winged Bat

Amulet which allows players
to fly for a short period
of time.

There are also artifacts that
gamers can find throughout
Hexen that are necessary in
completing the game. These
include gems and pieces of
the ultimate weapon (which
differs for each of the charac-
ters a player chooses). Check
the sidebar on the items and
artifacts for more info.

Players start in a wide open
area that has many doors and
rooms to explore. The evil
leader of the enemies appears
to tell gamers that they will die
a horrible death if they contin-
ue. Obviously the program-
mers of the game don't want
gamers to stop there! At first
not all the rooms are open, but
as levels are completed, these
doors do open in a particular
order. The levels are connect-
ed by portal warps. These
allow players to travel back
and forth from level to level,
finding new open areas or
possibly secrets. Jumping from
level to level is key in Hexen
since a switch in one opens
the door in another.

The enemies in Hexen are
many. They range from two-
headed monsters to flying

Dead bodies are morbid but
they look cool hanging around.
flame-throwing bats and
everything in between—big
and small. Besides monsters,
there are traps to foil gamers
plans. Overall, there are plenty|
of things to stop gamers from

completing the game but with

fat weapons that keep on
pumping, who minds?
Players may be disgusted
with the plethora of Doom-ish
games out right now, but
Hexen provides something
a little different. That may be
a good switch for fans of
first-person action titles.
Whatever the case may be,
Hexen is a much more effec-
tive way to take care of
evil instead of those darned
lizard tongues potions or
other spells. B

attacks. The second weapon is the
freeze spell. Turn the enemies into ice
cubes and then crack them! The third
weapon is the electro hands—an elec- \
tric beam. The last one is the skull staff.
This one is incredibly powerful !

Make like Conan and pick the fighter to
show off some major brawn. The first
weapon is the iron-spiked glove, which is
very hard to use far away. The second
weapon is the Magic Axe. This one
lingers after its initial contact. The third

is the Warhammer. Not only does it
crack skulls, it shoots out a flaming ham-
mer to take out enemies in the distance.
The last weapon could take down build-
ings. The green glowing sword shoots
out green orbs of pain—a great weapon
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More Firepower To You

olfenstein 3D started
a trend—a trend so
big that it is still
going strong today.
First-person perspec-
tive action games are so
popular that it seems like
every company is putting one
out. Not content to be left
behind, Psygnosis makes their
mark on the genre with the
release of Codename: Tenka.
Tenka is a lone resistance
fighter, who decides to take
on an evil corporation that
has been turning peaceful
citizens into cold-blooded
soldiers. Simple story, isn’t
it? Tenka embodies more
than just simple hack-and-
slash action.
The levels are split up
into different missions, with

some being just blasting your
way through, and others hav-
ing set objectives. In others,
you'll find yourself scouring
the floor for memory chips or
other special items.
Codename: Tenka's graphics
have a dark ambience that
fits the game very well. Each
level's graphics are meticu-
lously crafted to look as realis-
tic as possible. From smoke

billowing through the halls to
ice encrusted along the walls,
every bit of the game feels
like you're really there. The
game’s areas include an aban-
doned hotel being used as a
genetics laboratory, a cold
storage locker, sewers and a
number of construction zones.
To make the game even more
realistic, the graphic elements
are light-sourced and shaded.

Tenka can run, jump and
crawl his way through each
level, and strafe left and right
(in a circle too) to shoot at
enemies. The arsenal of
weapons that can be picked
up is huge. When fired, some
of the more elaborate guns
produce special graphical
effects that are stunning to
witness. When a weapon is
fired, the hallways light up and

Codename: Tenka has every kind of gun you could ever ask
for available to put in your arsenal. Your weapon morphs into
each form, indicating how many shots are left on the top of
the gun. Here are just a few of the weapons you'l find

® g

Press and hold
the Fire button to charge up
this gun's laser, and then
release to shoot

E{JEGM

The grenade gun

launches a powerful charge at
your opponent, blowing him
into smithereens.

The laser doesnt do a
whole lot of damage. but it's as
accurate as it gets.

The ultimate in the

game. Destroys all enemies in
sight and even some that aren'.
Perfect for sneak attacks.



Ankie Biters travel around the

fioor walting for you.

you can see the enemies for

a split second.

The enemies are an
assortment of robots and
mutants who are running
loose around the levels
or guarding the sinister
corporation’s evil deeds.
There are three classes
of enemies: Bionoids,
Robots and Genetics.
Bionoids are mutated
humans who have bionic
alterations that make them
very difficult to defeat.
Robots wander the floors
of the game looking for
intruders, and when they
find you, looks out for their
firepower! Genetics are
failed experiments that
have an organic, gruesome
appearance to them. The
dark environment fits the
designs of the enemies
well in this kind of game.

A unique feature of the
game is the laser sighting
of Tenka's polymorphic
gun. When you run into
an enemy, you'll see the
laser sighting follow its
movements. This gives the
player a realistic feel and
makes targeting enemies
a lot easier in the darkest
of areas.

What Tenka will have
to overcome with gamers
is the feeling that first-

Shoot this rotating Boss until you can get inside and
destray the inner core with your laser cannon.

3
The construction sites have pipes that have been fogging
up the place so you can't see beyond them.

*«sCodename: Tenka
iz more than just
your average Doom

or Quake cl

person perspective games
have grown old. Introducing
a new game in the genre
means having to come up
with something new, some-
thing that gamers can't
get anywhere else or on
their PCs. Psygnosis has
worked long and hard to
make sure that Codename:
Tenka is more than just
your average Doom or
Quake clone. With a huge
amount of levels, Tenka
is sure to keep gamers
busy for a long time
to come.

The only thing holding
it back is that what made
this genre so popular on
the PC is the ability to
deathmatch against a

ne."

human opponent. The
lack of this feature has
somewhat hurt other
similar games when they
have made the move to
the PS.

Tenka looks like
a game that will hold its
own against the best of
them, but the final assess-
ment will have to be made
by gamers as to whether
or not it is worth picking
up the controller to play.
The graphics look fantastic,
so if the gameplay is
there, Psygnosis will have
another hit. The only
question that remains is
will it be seen as a clone
or an original game.

If you don't watch out, you'll be
put into cold storage

Behind The
SCREENS

Codename: Tenka is Psygnosis’

first attempt at a first-person perspec-
tive action game. The following
Q&Ais with developer Mark

Linklater to get an inside view

of the game's development

Mark Linklater: ve been working on
Codename: Tenka since the start,
which was January 1995. There was a
small amount of preliminary work
done before that, but January ‘95
was the date the game really got
started. The game has evolved a
great deal since the start of the pro-
Ject. We originally intended doing a
‘much slower-paced game, with small,
dense levels. But after a lot of discus-
sion, we decided to go for a faster-
paced theme with more action.

ML: The majority of the game uses
the standard PlayStation libraries. We
have found them adequate for the
task at hand. For a few of the more
specialized graphics routines, | have
managed to wring a bit more perfor-
mance out of the machine by using
some of the PlayStation's features
more creatively. As with all machines,
there are tricks and techniques in
there if you look deep enough.

ML:The major advantage of doing a
game like this on the PlayStation
rather than the PCis that you are
coding for a machine which behaves
the same in everyone's home. With
PCyou need to support all sorts of
different performance characteristics
and input devices, not to mention
Windows 95, WindowsNT, etc. With a
PlayStation, every game plays the
same on everybody's machine. This
basically means that we have a much
more defined technology target

ML: The development version of the
game has an interactive level popula
tion editor built into it. We give this to
our gameplay coordinators who can
spend a long time tweaking the lev
els, getting the difficulty just right

1" 1277



NEXT WAVE |

THE SWORD

Save Arthur From Morgana

et in King Arthur's
Britain at the time
of Camelot,
Chronicles of the
Sword places you in
7 the role of Sir Gawain, a
recently knighted hero who is
attempting to stop an evil plot
against King Arthur. During

Giant beasties come t ife as your paths cross. A litte bit of cunning
situations.

the course of the adventure,
the player will discover that
Morgana, King Arthur’s evil
half sister'is at the root of all
the conspiracy with the overall
goal to undermine Gawain's
aspirations for a politically
united Kingdom:

Chronicles of the Sword is
a third-person roaming per-
spective title that is interacted
with a point-and-click inter-
face. It has the same tradition-
al features of most point-and-
click graphic adventures.
These features integrate mys-
tery-solving clues derived from
the characters' conversations
as well as comprehensive

) and a sharp blade go a long wayy In these types of

inventory of objects and tools
that provide the player with a
way to finish the various puz-
zles. The game also incorpo-
rates technology that utilizes
movie techniques which in
turn create greater ambiance
and realism.

Players can expect over
100 different environments
to explore. In these places,
players will be forced to use

an evil

Inside or outrioors, piay blends

King Arthur.

their sword against human

and non-human beings alike
while attempting to ruin the
emerging plot. These locations
draw on actual archeological
information about the ancient
life in Britain to bring the play-
er a world that is as close to
authentic as can possibly be.
Visually, the graphics work
well'with the tone and the
time period the title tries to

t to st@@
t against

Ammryhmm

 smoothly Into a fun experience.  many players will like.




/A glant stone cross outside an
aiter? What use could it be for?

Sword to the now old title

of Lost Eden. Although the

two focus on two totally

different stories, players will R ——
notice the play similarities.

Point-and-click adventures Conversing with NPCs
remain popular for players in Chronicles of the Sword
who enjoy the unusual play is as easy as walking
style. And being compared your hero right up to them
to other titles of similar type, and pressing the proper

: button. This brings up the
CURNICE ORI SWOrd Conversation Menu that is

ranks highly. B customized directly for that
NPC. The choices you can
then select from are dis-
played on the bottorn of
the screen. You pick the
question or response you
wish to say and wait for
the character to respond.
This in turn will sometimes

convey. The design of the enjoyable and fits the game.
chambers and the elements Ambient efvironmental
found within the castle as sounds and effects also help Ad 1 I M | i
well as the outside lands keep the players attention by @ o2 {

w 2 °
«sointegrate(s) mystexry-solving ‘
9 ["'Let me nss, Guardt™
clues derived form the charac- Jedalite
["Why will you not 1€} me in
] 9 w I"You have been most helpfu
ters’ conversations. ;
open up more questions
1 you may ask the person
look really clean. Game speed not knowing what to expect - &t being conversed with. In
is another consideration around every corner. Clean ) 4 most cases if there are
however. Although our hero graphics and fitting minstrel muitiple selections you can
moves fluidly, the waiting time ~ music give the player con- 5 pick from. you can start at
for him to walk from point Ato  veyance of the perfect sce- £ the top and go right down
point B will be considered by nario for exploration. "‘E.'(‘.“ "‘:;:h("“ "“”t’f X
many to be a lengthy and Players will most likely g‘yaa;:?ng :q“f:::n il
drawn-out process. Loading compare the'action and play 3 R hits a nerve of the players.
time is another problemwith style of Chronicles of the ‘A great deal of informa-
games like this. However, tion can be gained by this
players have grown to expect process that will open later
this as a minimum from any doors in the level as well as
FMV-based game. But keep in s unlock mysteries in your
mind as with all the titles, i - own mind. But also keep in
there is still room for efficiency mind that many of the

4 . NPCs aren' there to help
;welaklr;g of the title before you in your search but
inal release. Y rather to send you off of
The musical tracks are also ; 2 . £ their true path.

Lookbrﬁnmw'mkvtlwmlm
mmdmbr-—mﬂ\lmm penetrated.
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Makes Libya Look

et's face it, as terrible
as it may sound, one
of the best parts of

video games is
destroying things.
For some reason,
there’s nothing quite like
watching things crumble
before your eyes.

BMG Interactive knows that
gamers love this feeling and
have decided to release a

game that will satisfy all of

our most violent desires. Just

hearing the title should clue

you into the game'’s primary
: mass destruction.

Without its varied selection
of weapons, Mass
Destruction would be noth
NG To help you get more

fiar with therm, we
aid of the

Mirearms,

In Mass Destruction, the
goal is to simply destroy the
enemy forces. You control a
tank that's armed to the teeth
with an incredible variety of
pain-inducing weapons.

These weapons include
basic machine guns, mortal
shells, land mines, delay
mines, guided missiles,
the super powerful Hi-Ex
ammo and the awe-inspiring
flame thrower.

There are 24 different levels
to fight in, with a vast array
of settings. You will fight
in such locations as an arctic

Like Sunday School

tundra, battlefields, deserts
and large metropolitan cities.

We here at EGM recently
got our grubby little mitts on
a very early version of Mass
Destruction. Although it was
far from complete, it looks as
though it will shape up into
an incredible game.

Those of you who have
played Return Fire will be
familiar with the basic game-
play. The game is played from
the same perspective as
Return Fire, which allows you
to see a lot of the playfield at
once. Even the controls of the
tank are somewhat similar.

However, that's where the
similarities end. From what
we have and from what BMG
tells us, there are a lot more
special features in Mass
Destruction that should
make it an even better
game than Return Fire.

One feature that makes the

‘Wasn't there a Belly song called
“Bum the Tree" or something?

destruction process more fun
is the wide range of weapons.
The flame thrower rates espe-
cially high on the “wow”
meter. Seeing the massive
stream of flame shooting out
of your tank will really get the
adrenaline flowing.

Sure, the weapons are
great, but what are you
going to use them on?
Mass Destruction gives you
plenty to shoot at. Obviously,
there are enemy tanks and

Flame

Hi=Ex

CYZXN MU SI N N
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"Mass Destruction

gives you plenty to
shoot at.”

helicopters to take out, but
it's the other stuff that makes
it fun.

For instance, in the city
levels, there are tons of build-
ings all over the place. (What
would a city be without build-
ings, after all?) Just like in
real life, a few good blasts
from a tank will bring that
building down. Just shoot the
doomed structure a few times,
and it will start to shake. Hit it
a few more times, and it will
crumble to the ground with a
terrific explosion. Sometimes
you can even blast the

remains to reduce them to
rubble. Little details like this
make Mass Destruction a
blast (pun intended).

There are even more great

features going into the game.

Although they weren't yet

DDDIQD

I you blast these big gates, you
can get inside the enemy base.

“programmed” into the version

we have, BMG promises us
that they will be in the final
version. Soon there will be
enemy troopers, as well as
incredibly powerful Super
Troopers. Civilians will get
in the way of battle, but we
suspect they won't pose too
much of a problem. There will
also be many more types of
enemy vehicles and weapons
bent on destroying you.
Mass Destruction is the
perfect game for those who
crave plenty of action and
explosions in their games.
Plus, there's nothing better
than blowing up buildings
to get rid of all that
tension that's built up after
a tough day at school or
work. We'll have more on
this game in the future. B

: ;‘fffb'»-‘

Just check out the fire's reflection in the water. This is just one of the

little details that makes Mass Destruction such a good game.

One of the coolest features

of Mass Destruction is that

you can blow things up

more than once. Take this

typical house in suburbia, for

example. First you see it in

its normal, peaceful state.

Then.just pump a few shells

into it and it crumbles.

Finally.you can blast the

remains to reduce the ’

house to its foundation. Yes,

it's just that easy!
7

Missile
- N !
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NEXT WAVE

Iron Man/X-0 MANOWAR

IN HEAVY METAL

Cc Heroes

Two Com

hile we at EGM don’t
have any solid statis-
tics to back it up, it is
somewhat assumed
that most people who
like comic books also
like video games. Therefore, it
is only logical that companies
make games based on comic
books. Acclaim does just this
with their latest game, Iron
Man/X-0 Manowar in Heavy
Metal. Whew! That's one heck
of a name.
Heavy Metal marks a first
in the video game industry. It
is the first time a game has
been made based on comic

‘You have three minutes to defeat this Boss before the entire bulldlng

characters from two different
companies. Iron Man is from
the Marvel universe and X-O
Manowar is from Acclaim
comics. Regardless, they have
teamed up to fight evil and,
well, to make a game.

At the start of the game,

thatyou're fighting In blows up and kills you both. No pressure.

Marvel Comies, Iron Mz

Together At Last!

you can choose to play as
either Iron Man or X-O
Manowar. The differences
between them are minimal, so
it mainly comes down to a
personal preference.

You and a friend can team
up in two-player simultaneous
play. The both of you can even
play as the same character, so
nobody fights over who can
be Manowar.

The game is divided up into
multiple missions, and before
each one, there is a briefing as
to what you need to do to
clear the level. The plot usually
involves typical comic book-
style action, so there's plenty
of bad guys to conquer.

Of course, to take out those
bad guys, you'll need some

sort of weapons. Both
characters are armed with a
laser gun that is upgradeable
with power-ups earned by
defeating enemies. There is
even the ability to shoot into
the screen to take out villains
in the background.

You also have punch and
kick moves when firepower
isn't necessary. As a last line
of defense, there is a special
weapon that lays waste to
anything that gets in its way.

Another special feature is
the ability to fly. You see,
each hero is equipped with a
booster that has a limited fuel
supply. When you double

This barbed-wire fence shows off
the game's 3-D graphics.

S
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Man and X-O Manowar are

As stated in the main text,
the differences between Iron

very slight. Still. there are a few

mindr differences that may
sway your decision of who to
play as.

Both characters have the
basic Laser Blaster and punch
moves. There are a few moves
that are character-specific.

Only X-O Manowar has the
ability to block. This allows him
to defend himself against
enemy lasers. Iron Man
cannot block, but he has the

added ability to kick. A varia-
tion to this move is the flying
kick that is executed while he
is running.

Iron Man also has the ability
to shoot in both directions at
once. This is especially useful if
he is surrounded by enemies.

Iron Man's special laser is
wider than X-O Manowar’s.
which comes in useful against
foes who try to jump over

-
your beam. However, X-0
Manowar can gain a power-up
that allows him to do his
special move more than the
average once per fife.

Both characters have their
own pluses and minuses. so
the best betis to try out both
characters and determine
which of their powers you
prefer to take advantage of. It's
allup to you.

e

The evil Mr. Hyde will stop at nothing to get you. In addition to
growing to a giant, he'll throw barrels of toxic waste your way.

jump, the booster jets will
kick in and you'll begin to
hover. From this point, you
can maneuver yourself around
the screen until the fuel runs
out. Luckily, the jets will gain
their energy back when you
don't use them.

In addition to having their
special weapons and powers,
Iron Man and Manowar will
have to go up against their
worst enemies from the
comics. Fans will tremble with
fear when they face the likes
of Yellow Jacket, Mr. Hyde,
Mistress Crescendo and the
dreaded Spider Aliens.

One can easily get lost in
all of the game's features,

%

RELEASEDATE  DIFFICULTY

causing them to forget abol
the graphics. The SGl-ren-
dered graphics have a dark,
gritty look to them that are
true to the comic book feel.

November Moderate §
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%-0 Manowar would lile to

wave hello to all his loyal fans.

*sssthey have teamed
up to fight evil..."

Those of you who have
played other recent Acclaim
games such as Batman
Forever and Frank Thomas
Big Hurt Baseball will be
familiar with the animation
technique used in Heavy
Metal. It uses Acclaim’s
advanced motion-capture
technology that makes
the characters move more
realistically than usual.

s amen [

cannons fire nonstop. How s Iron Man expected to

As an added challenge,
there is an artificial intelli-
gence feature that makes
the game more difficult the
further into the game you
get. This should insure that
nobody breezes through
the game.

With so much to offer, Ir
Man/X-0 Manowar should
have something to please
comic book fans of all ages. B

get past

mem? You'd better make sure he's explored the level completely.
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NK has made their
name on making

heels of Capcom’s
enormously successful
Street Fighter I, SNK released
Fatal Fury, which became one
of their most popular titles,
spawning a number of arcade
sequels. Not stopping there,
SNK continued with Art of
Fighting, a game which has
also had its share of sequels.
Enter King of Fighters '95,
which combines the two
games into one, to see just
who is King of Fighters.
The PlayStation version

FIGHTERS '95

SNK Fighting Action Comes Home

VAT

This arcade background is from
Fatal Fury: The Motion Picture.
of the arcade and Neo*Geo

hit is a great translation, com-
plete with all the graphics and
animation of the coin-op. The
soundtrack is done with red

book audio and sounds great
coming directly off of the CD.

has

that of Ryu from SF2. Take this fireball for examplecoincidence!

o get the best

characters together for battlel

Where King of Fighters
differs from other similar
fighting games is that it
uses teams in addition to
single-fighter matches. The
teams come from different
parts of the world—Japan,
England, U.S,, Italy, Mexico,
China, Brazil and Korea. There
are three fighters per team for

a grand total of 24 fighters.

As a fighting game, King of
Fighters '95 is showing its age.
The '96 version is already out
in arcades and on the
Neo-Geo home system, and
when compared to Street
Fighter'Alpha 2, KoF is a bit
dated. The game has enough
features and options to keep
any fighting game fan busy for
hours'en end, but the fighting
engine isn't as good as that of
newer games.

Putting a 2-D fighting game
on the PlayStation also means
eficountering one more prob-
lem: load time. The game
loads practically at every turn,
and it slows gameplay a lot. In
Team Mode, it loads after
every round. This is one major

|| RELEASEDATE  DIFFICULTY
Variable
PUBLISHER % DONE

| Sony Comp Ent. 100%

THEME PLAYERS  SIZE

Fighting 1 or 2 CD-ROM.
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"...a great translation, co
plete with all the graphics
and animation of the coin-op.”

drawback to the game.
Unfortunately, the hardware
isn't well-suited for 2-D, and
the memory capacity is
reached quickly. Hopefully,
programmers and designers.
will find more tricks to
decrease the amount of
loading time present in games
like this. If companies can get

When you have selected
your team. the next order of
business is to select the
order in which they will fight
Wait a second before choos-
ing and you can match up
your order to best fight the
computer opponent’s selec-
tions. The best order is to go
with weaker fighters first to
your strongest. That way
you won' be stuck at the
end fighting with a guy
you're not that good at. You
can also edit your team to
have all fighters that you are
good at. If you've edited
your team. match charac-
ters up that you think will be
able to beat your opponents
the best

this time down, then
games will be fantastic on
the PlayStation.

Added to the PS version is
@ way to program the.top*four,
L @nd:R buttons to perform
special moves at the touel of
one button. This makesit a lot
easier fornewcomersito. pick
up the game and_play against
gamers.who have mastered it.
The Street Fighter-esque
moves and controller motions
are easy to leamn, but having
the Option.of one-touch spe-
cial moves is a great addition

Team Mode pits three,
against three, and wher'a
fighteris defeated, the rext
one on the roster takes
his/her place. You duke it out
until one side has no more
fighters left. At the end, the
three fighters from your team
go up against Kusanagi and

T

The game's two Bosses
are Sai Shu Kusanagi and
Omega Rugal. Your tearn
has only one crack at beat
ing both of the Bosses. If
after beating Kusanagi you
have only one fighter left
you'l have one shot at
beating Omega Rugal

The two Bosses use a lot
of special moves and com-
= = bos that can inflict a lot of
damage in a short time.
Avoid their projectiles and
try to attack when they're
open. Kusanagi. especially.
likes to throw projectiles
your way. Jump over them
and get in a few well-placed
hits before jumping away.

Once you defeat Kusanagi
Rugal will transform and
become Omega Rugal
hell-bent on stopping you
from ruining his plans for
the tournament

Omega Rugal. These two have.
Tightning-fast moves and can
wipe the floor with you in"
short order.

Single Play pits you against
one otherfighter in the basic
fighting igame two-out-of-
three-match. Fighting every
single character in the game
can get amazingly long.

Although the computer's Al
is good, there's no substitute
for fighting againsta human
opponent. This is where King
of Fighters "95 really shines.
SNK can be credited for mak-
ing some of the best one-on-
‘one fighting games'ever, and
if youean't afford a Neo-Geo,
but like'the games, then the
PlayStation version of KoF will
bea great addition to any
fighting library. m




This Fox

hen full-motion video
CD-ROM games
first came to video
gaming, they were
crude at best. Press
a few buttons, watch
some grainy video and go
on to the next stage. The
FMV fad stagnated, and
companies ditched their
FMV projects as if they were
month-old severed heads.

Of all the companies that
have produced FMV games,
Capcom is probably the last

name you could possibly

think of, but Capcom is
responsible for Fox Hunt.
The company that made
Street Fighter famous has
turned out this full-screen,
full-motion video adven-
ture. Even more surprising
is that Fox Hunt isn't as bad
as some of the FMV games
of the past. It won't replace
Mega Man or Street Fighter
11 on the Capcom lineup, but
one Fox Hunt beats 10

The Marauding Avenger is back
to exact revenge from Jack.

Supreme Warriors any day.
The plot is very, very shame-
ful. If you've seen the movie
If Looks Could Kill, then you
should be familiar with it.
You play as Jack Fremont,
an unemployed TV aficionado
who runs into the strangest
high jinks known to film. It
plays out like a B-movie, but
it's well-written and funny in
all the right places. If Fox
Hunt was a movie, I'd be
sitting in the theater giving it
the Mystery Science Theater
3000 treatment.. The acting is
decent, but in some scenes it's
just plain cheesy or sickening

orthe

Since the game is full-
screen, the video quality
is really grainy. This is proba-
bly due to the compression
factor—the game has a huge
amount of video that fills
three CDs.

During gameplay you'll
find it's difficult to tell when
exactly you can interact with
the video. A red box appears
in the upper right-hand corner
of the screen when you're
required to press a button
or move with the control pad.
Choose the wrong direction,
and you'll be sent plummeting
into a wall, or meeting Frank,
a guy who just so happens
to want you dead.

RELEASEDATE  DIFFICULTY

Now Moderate
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Three Stooges? You decide.
@ =

In the hospital. you'l find
Jack strapping on a pair

of jet-powered skis to
awheelchair cruising
around the halls.
Maneuver your way
through. looking for the ele
vator door that is about to
close. Runinto it and ride
the elevator down a floor
Once you've escaped from
two levels of the hospital,
you're home free!




If Fox Hunt was a
movie, I'd be sitting in
the theater giving it
the Mystery Science

Control is pinpoint; you
can hold the direction that
you want to go, and don't
have to press it at the exact
time it's needed like in

Jack gets dissed mmmrgmaa
window. Anyone for Pictionary?

Once you arrive in Las Vegas, a grou
our hera. When they begin to move,

OO0

Dragon’s Lair or Space
Ace. The video is sometimes
choppy, and sometimes poorly
placed together, but it adds
to the cheese factor of

the game.

You can't choose
weapons, or drop items
that you picked up,
which is a minor
concern. While fighting,
you can't brandish a
knife that you had
picked up earlier.
Probably this would
have increased the
number of CDs that
the game would have
taken up, and three

P of renegade show giris attack
block thelr attacks.

is enough. It wouldn't have
been bad to have seen a
smaller video window to allow
more interactivity during play.

While the world doesn't need
more FMV games, it's good to
see Capcom make one that
isn't as bad as Corpse Killer or
Double Switch. Fox Hunt has a
lot of humor and the game
laughs at itself, which is
something other FMV games
haven't done yet but probably
should.

Frank is a hired gun
who makes no secret about
wanting to kill you. Make a
wrong move or slip up. and
you'll run into Frank who will
take you out. The first time
you meet Frank, be sure to
turn to your left and jump out
the window. Once out the
window, you don't need to
jump, so sit back and watch
the action unfold.

Bad TV

During the game, you'l see
scenes from amazingly bad

(but hysterically funny)

shows like Horizontal

Justice, Fantasy Isthsmus

and Kung U. Jack Fremont is ¥
amaster at TV Trivia, and he jg

is the best at the game

show Destiny. That's part of

the reason that he's selected

to hunt the Fox—he wrote a

lot of Jack's favorite shows. Sl




NEXT WAVE

magine ultra-small
robots capable of
building things the
size of microchips.
With machines that
are able to travel inside
our bodies' capillaries to
repair damaged cells, the pos-
sibilities are endless. However,
what if these same robots
went haywire? Then what
would we think of them?
That's exactly what happens
in Nanotek Warrior for the
PlayStation. The nano-
machines of the future get a
mind of their own and turn
on their manufacturers.

Nanotek

Nano-technology Gone Horribly Wrong

Scientists try to stop them but
to no avail. The world the
nano-bots are in is microscop-
ic—the only way to stop them
is to terminate their existence
once and for all. That's where
gamers come in. EGM would
describe Nanotek Warrior like
this: Imagine the arcade game
Stun Runner on steroids—real
potent steroids

Nanotek puts gamers in the
cockpit of a NanoTek ship
sent out to take out all of the
renegade nano-bots and
eventually save the world. The

As small as the crafts may be in Nanotek Warrior,
the weapons are far from being weak. The light-
ing effects in the game work great as the various
missiles and photon blasts rush across the wire-
like levels. Take a look to the right for pics of some
of the weapons and descriptions of each. The
weapons in the final version will vary from the
preview version this Next Wave was written from
but this is a glimpse of what we've seen thus far.

10 environments that players
will navigate their tiny ship
through are far from cake-
walks. In some areas literally
15 enemies are firing at the
NanoTek ship at once—this
isn't counting the obstacles
that players need to avoid as
they make their way to the
level Boss.

Some obstacles in Nanotek
Warrior include spikes that
thrust out of the ground.
Others include giant fans
that'll easily crush the ship if
they come in contact with it.

Gamers will come across
a whole array of enemies.
They are all polygonal in
design, most looking like
mechanized spiders or insects
of some kind. The bright col-
ors of the enemies combined
with the psychedelic back-
grounds create levels that give
gamers vertigo.

The lighting effects of the
weapons and the explosions
as the enemies (or gamers)
bite the dust are incredible. As
players lay a few bombs in the
torso of a nano-bot, the
ground underneath it lights
up. After it blows up, a dark

RELEASEDATE  DIFFICULTY
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really is.

Quantum Disruptor
Cannon: This is the
most basic weapon.
It seems more
impressive than it

Tetrion Disruptor
Bearn: A wave-like
beam that takes
care of obstacles.
There are plenty of
them in the game.



Although the game is about
microscopic machines along a
wire of sorts, the Bosses in the
game are far from being “little”.
Each of the Bosses has its own
unique style of attack. Since we
don't want to give away every-

thing at once. here are pictures
of the Bosses from all five levels
of play.

(O=—"0)

Level 4

"««simagine the

arcade

classic

Stun Runner on

steroids--real potent

steroids.”

spot appears on the ground
like it is charred. Small details
like this make for fun play.
The variety of weapons can be
used to destroy enemies more
effectively. Some enemies fly,

s0 the air-to-ground missiles
will take them out with ease.
Others come in large numbers
so the multimissile (that
doubles as a homing missile)
comes in handy then. Weapon
ammo can be increased by
obtaining power-ups that

are scattered throughout the
level. Check the sidebar on
the weapons of the game for
more info.

The sound in Nanotek
Warrior is in speaker-booming
Dolby Surround. The techno
soundtrack really adds to the
intensity level—like the game

Level /5 2

isn’t hectic enough! Sound
effects come from every direc-
tion as enemies fire missile
after missile at the NanoTek
vehicle. Sure, it sounds cool,
but it's pretty deadly.

The game features hidden

What is it with games and
Nano-technology lately?
Sure. people may have
heard about it before, but all
of a sudden there's a fasci-
nation with the microscopic
robots that can do things
once thought impossible.
Besides Nanotek Warrior.
another game that has a lot
to do with Nano-technology
is Machine Head. (This issue
features a Next Wave on
that game as well)

So what is Nano-technolo-
gy exactly? Nano-technolo-
gy is an advanced technolo-
gy that allows the scientists
and engineers to have
microscopic “robot” or
machines perform tasks
ona cellular level Little
machines could literally go
into the human body to
repair cells. Materials could
be reinforced fiber by fiber,
thus stronger materials
could be made.

Many movies have been
made exploring this idea
(Inner Space) but now the
fantasy is becoming reality.
It's kind of scary but interest-
ing at the same time.

areas and power-ups to
make the game more inter-
esting. As these secrets are
discovered EGM will pass
them along to readers.
Though the microscopic
technology sounds cool,
Nanotek Warrior proves
that there could be some
ill side effects if the nano-
things get a mind of their
own. Hopefully it'll never
come to this in real life
since it's a scary thougl
being destroyed from a
microscopic level. B
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Fermi Blasters: Just Polaric Swarm: Not Poistron Seekers: Hyper Shield: Tachyon Spread: The
like the Quanturn only is this one Three red rockets Although this one coolest weapon in

Disruptor but a dou-
ble shot that circles
around the tube
either in or outside.

punch.

impressive to look at
but it packs a killer

cle around the tube.

These will cir-

that shoot high and
straight ahead.
These work great on
flying enemies.

isn't technically a
weapon. it can help
when 10 enemies
start swarming

many ways. Itl take
out the multiple ene-
rmies with ease. Neat
lighting effects here.
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NEXT WAVE

obotron was happy
in his flat, top-down
world. However with
32-Bit graphics these
days, Robotron feels
a little behind the times.
That's why he’s the main
character in the sequel to
the arcade classic in Robotron
X for the PlayStation.

This new addition to the
Robotron series is a high-tech
translation of the arcade

game, Robotron: 2048. The
3-D format of the game is
quite a change for

Robotron, since his roots

started when the closest

thing to 3-D graphics were

vector graphics.
The intense action of
the original game has been
captured in this sequel,
ensuring that gamers will
still feel the tension as they
save humans and destroy
robots of all shapes and sizes.
Since Robotron X is a CD
game, developers were able
to add something that the
original cried out for: a fast-
paced techno soundtrack.
What music style would
be better?
Easy listening?
EGM thinks not.
Besides the
music, the weird,

True to its 3-D nature, Robotron X gives you a whmmg 200!
of the battiefield. When the bad guys close i




Your hero dives through a warp
hole to reach the next level.

electronic sound effects
complement the hard-hitting
bass line of the techno.

Also on the sound side
of Robotron X, for the first
time, the characters have
digitized voice. Instead of
simple beeps and buzzes in
the original that might have
been a “voice,” now spoken
words can be heard.

In case gamers don't know,
the story behind Robotron X is
fairly simple. It's the future and
robots are trying to take over.
In the process, believe it or
not, they're killing every
human they come in contact

Death in Robotron X ain't the tidy affair it was in the arcade original.
The enemy robots don't just blast you—they flatten you, too.

of the characters in this 3-D
plain? Does it get confusing?
Panning cameras have been
added to enhance gameplay
and make it easier to play. This
way, when Robotron moves in
any direction, the camera will

with. The mission is to stop
these robots and save the
human race from extinction.
The game features more
than 100 levels to play through
(and we thought the sixth level
was fast!). Besides the regular

follow, instead of Robotron
being “lost” as he walks near
the edge of the playing field.
The game also has various
two-player modes to choose.
The first, the Two-player
Competitive Mode, pits player
against player as they battle
against each other. The other

levels, gamers can find and
play through three bonus
levels. By completing these
levels, players will obtain extra
points and free lives.

With the new 3-D world
comes an interesting question,
since the action is so fast-
paced, what about movement

"The intense action
of the original has
been captured in
this sequel...”

It's no secret that a huge
amount of retro games have
come out lately. This is proba-
bly due to the fact that,
aithough these games are far
from being graphically superi-
or.they are a lot of fun when it
comes to gameplay and
replay value. Robotron X is far
from being a “retro” game but
itis based on the old
Robotron. Could Robotron X
be the start of a new trend?
Could remakes of old arcade
classics be on their way?
Time will tell but it would be
interesting to see Joust X or
Bubbles X come along.

RELEASEDATE  DIFFICULTY

mode, Two-player Cooperative,
allows two players to help
each other rid the world of
robots once and for all.
Players can either choose

to help each other in this
mode or go against each othe
for points (the difference
being that players can't kill
each other).

Now that Robotron has
come into the new realm of
gaming—namely 3-D-a little
adjustment may be necessary,
but with hundreds of robots
coming after him, EGM is sure
that it'll be a quick one. B

PEE

Gamers may remember
playing Robotron in the
olden days of gaming.
Others may remember
playing it not so long ago
in Williams' Arcade
Classics No. 1. Robotron X
throws the human-saving
hero into the future ona
32.Bit machine. Obviously,
there's a huge difference
between the arcade
machine and Robotron X.
Here's a comparison of
the original game to the
new X version.




Cs aren't exactly
famous for their
action games. Most
computer titles are
either Doom clones,
epic RPGs, in-depth
strategy games or ultracom-
plex simulators. More often
than not, action-oriented titles
just don’t cut it with PC
gamers, Origin's Crusader: No
Remiorse is one of the few
shining exceptions to this
rule, and now it's coming to
the PlayStation.
At first glance; Crusader
looks much like the recent-
ly released Konami title

Project Overkill. It's played in
a three-fourths, isometric
perspective and your charac-
ter spends most of the game
blowing up anything and any-
one that gets in his way. The
game is also very visceral—

Yuck. The cleaning crew's not going to be too happy when

all the blood and guts you've strewn across the floor

‘with

bad guys gush blood when
you blast them and run
flaming and screaming
when you nail them with par-
ticularly destructive weapons.
True to its PC roots, howev-
er, Crusader is more than
just a mindless shooter. It
has earned the respect of
PC gamers for one main
reason—they have to use
their heads as well as their.
reflexes to survive its missions.
So players can’t just run
through this game with guns
blazing—they have to take
cover behind boxes, pop out
from around corners and use
other surprise tactics to get
the jump on enemies.

Fortunately, your character
can pull off a slew of light-
ning-quick moves to dodge
enemy fire (see sidebar).
Crusader is set 200 years
in the future, when the world
is run by a gang of interna-
tional, ultraconservative din-
gleberries who make up the
World Economic Consortium.
The Consortium frowns upon
free thought, and life just
ain't all that fun anymore.
Those who break the rules
are hunted down by armored,
heavily armed shocktroopers

L/

v

You won't live long in
Crusader if you dash blindly
into every new room you
find. since bad guys often
wait in ambush. The best
way to enter a room is to
first announce your pres-
ence with a little firepower.
Stand in front of the open
door for a second or so and
launch a few rockets into
the new room. Or—better
yet—send in one or two rov-
ing spider mines, which will
crawl toward targets then
explode. Once the smoke
clears, haul butt into the
room and drop the remain:
ing bad guys with your
lasers or machine guns.




From banks of computers to tanks of gas, you can blow up nearty
everything. Nail the enemies first, though, since they shoot back.

*«soplayers can't
just run through
this ?me with guns
lazing.”

called Silencers. But one
Silencer has caught a bad
case of guilty conscience.
He doesn't want to execute
freedom fighters anymore;
he'd rather plot against the
government. Players guide
this turncoat Silencer as he
blasts his way through gov-
ernment installations and
tries to sabotagethe
Consortium’s plans.

The Silencer goes on
17 missions in all. Each
has players sneaking and
shooting their way through
maze-like installations, where

they'll battle soldiers (who
shout out colorful greetings
like “Die, rebel bastard!™),
terminator-like robots and
the occasional hostile civill
The levels pack a nasty collec-
tion of traps, too, like electri-
fied floor panels and wall-
mounted laser zappers. But
the Silencer, of course, isn't
unprepared for such life-
threatening nuisances.
Although he starts the game
with a wimpy little machine
gun, he'll later find laser rifles,
grenade launchers, roving
mines and other high-pow-
ered armament.

The Silencer will have to
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You'll need fancy footwork to

dodge most of the game's traps.

Some areas are off limits until
you find a key card.

aim his weapons carefully,
however, since nearly every
object in the game blasts
apart when it's shot. If players
stand too close to an explod-
ing gas tank or desk, they'll
take damage (the Silencer
does receive some protection
from a personal force field,
which wears out if it takes too
much abuse).

Control in Crusader is
a bit complicated, since
the Silencer can pull off
so many moves. The game
offers two modes of play—
one that makes moving
through the levels easier and
another that simplifies aiming.
Players can switch between
these modes on the fly
though, so they’'ll be able
to choose the control
method that best fits
the situation.

The PC version of Crusader
met with a good deal of
success when it was released

Fortunately for you, the
facilities you visit in Crusader
aren't the neatest places in
the world—they re filled with
stacked crates, barrels and
other objects. And these
obstacles make excellent
shields from enemy fire.

‘When you enter a room—
and before you get within
range of the enemies—seek
out any obstacles you can use
for cover. Dash behind them,

For such a heavily armed
dude. the Silencer sure is
light on his feet. Not only
can he leap and crouch like
most action-game heroes,
but he can also roll to the
side and forward. Better yet,
when he finishes these rolls
the silencer comes up into a
crouch. from which he can
fire away at surprised ene-
mies. He can also walk side-
ways and strafe with his
weapons, an excellent tactic 1}
to use when popping out T
from behind cover.

more than a year ago. It's
no surprise, then, that Origin
has just released its sequel,
Crusader: No Regret. If

the PlayStation version

of Crusader: No Remorse

is a hit, console players

will, no doubt, eventually
get to play the sequel,

as well. B

then roll to the side and fire
away at the bad guys. You can
also shoot a hole through the
crates to nail enemies without
leaving the safety of your hid-

ing place.

Keep in mind that enemy
fire will knock away the crates,
too. And be careful not to take
cover behind a gas tank or
other explosive structure. One
stray shot from the enemny wil
send you into orbit.
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. More Action Than Samurai Sunday
Gamer's

he Samurai Shodown
games have always
been one of SNK's
more popular series
of fighters. The origi-
nal first appeared on
the Neo-Geo and was soon
translated to most of the other
systems. Fans lacking a
Neo+Geo missed out on the
second game, since it was
only available at the arcades.
Now, much to the delight
of SNK fighting fanatics,
the third Samurai Shodown
game is available on a
system other than the
Neo-Geo. You can now
continue to learn the
way of the samurai on
your PlayStation.

Samurai Shodown 11l
keeps with the traditional of
2-D fighting games. You
can choose from 12 differ-
ent fighters to partake in
weapon-based combat.

Veterans of the Samurai
Shodown games should

When Ukyo wins, all the nice
young ladles come to see him.

take to this second sequel
immediately. The control and
fighting techniques are similar
to the previous two games,
which is a good thing.

Good gameplay aside,
what would a fighting game
be without special features?
Well, it just so happens
that Samurai Shodown Ill is
loaded with 'em.

One such feature is
the Rage Gauge. It is along
the same lines as Street
Fighter Alpha's Super Meter.
During the fight, the Rage
Gauge will fill up. When it
fills all the way, you can pull
off a super attack.

sort of vortex where it

Another nice feature is that
each character has a choice of
fighting techniques. Right
after you select your character,
you can choose if you want
him or her to fight with the
Slash technique or the Bust
technique. The most obvious
difference between the two is
a costume color change.
Closer inspection will reveal
that there are different special
moves and super attacks for
the two fighting styles.

Sometimes, there are even
bigger differences between
Slash and Bust styles. Take
Nakoruru for example. If she is
fighting with the Slash style,

his opponent. Ouchl

Nowadays. the traditional
2-D fighter has taken a back
seat to the load of 3-D fight-
ing games that have come
our way. Samurai Shodown
1Il has a special feature that
incorporates a three-dimen-
sional element into the
gameplay. When you are
standing near your oppo-
nent.just press the light and
medium attacks simultane-
L L pi 10

ously. and you will spin
around behind them. If you
are quick. you can attack
them from behind before
they have a chance to react
Cheap? Maybe, but are you
gonna care when your slow.
would-be challenger is lying
face down on the ground?
Didnit think so.




It looks like Kyoshiro now separates into two handy pleces. When
the energy meter at the top of the screen says “Die,” it means it.

she has a hawk flying by

her at all times to assist her
during the fight. Under the
Bust style, a wolf follows her
around. She can even hop on
the wolf's back to double-
team her opponent.

Everyone knows that differ-
ent players have different skill
levels when it comes to fight-
ing games. To compensate for
this variable, you have a

Gamer’s
EDGE

What do you do when you
are running low on power
and need to take off a lot of
your opponents health at
once? Just bust out one of
your super moves. It's really
easy to do. Just make sure
your power meter at the
bottom of the screen is full. It
will ill up as you take dam-
age. or you can charge it

PUSH ST&RT

rvaeds po

Nakoruru's hawk can pick up her
opponents and slam them down.
Hibiki). Besides, there's noth-
ing quite as thrilling as seeing
your opponent sliced in two
after you finish him or her with
a particularly deadly move.

If you loved the Neo*Geo
version of SS3 or either one of
its prequels, you'll definitely
want to check out SS3 on the
PlayStation. It is as close to a
perfect translation of the origi-
nal that you're gonna get. I

will automatically block for you
five times during a match.

In Upper Grade, there is no
blocking. To make up for this
big handicap, the Rage Gauge
is always full. Expect to see a
lot of super moves if you fight
in Upper Grade.

Special features aside, the
game itself is quite fun. Some
of the backgrounds are a bit
bland and some of the anima-

manually with the L1 button.
When it’s full, the meter will
begin flashing and it will
catch fire. The controller
motions for the special
move will appear conve-
niently over the power bar.
Hurry up and use that
move, because the power
will wear off quickly. If you
can correctly pull off the
move and make contact.
your opponent is in for
some major league hurtin’

"...learn the way of the samurai
on your PlayStation.”

choice of skill classes after
you pick your character and
fighting style. These classes
all change the way that

the blocking and the Rage
Gauge works.

The Default Mode is
Medium Grade. This is the
normal game in which block-
ing is done by holding back,
and the Rage Gauge fills
up normally.

Beginners Class differs from
normal only in the fact that it
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tion is a little choppy, but it's
not all that noticeable thanks
to the exciting gameplay.

It seems that fighting games
tend to be extra stimulating
when weapons are involved.
Such armaments range from
traditional swords to giant
beads to an umbrella (not
unlike Ranma 1/2's Ryoga

PR e MV e
Zankuro is the final Boss. Are
you strong enough to beat him?




Billiards can be fun. But when the cue sticks start to tum against you
and try to skewer you like a shish kebab, it's time to chalk up.

nit tum away from the Is this part of the game? | didn't
Jghosts. They'll come afteryou.  think cleaning tollets was fun.

EGM Asks: What Is A Swag Anyway~*

magine a world wants to have bad dreams bomb to blow a hole in a wall key in one room ends up

where the only all the time, Zac and Hannah to get to another area. Check opening a door close to the

thing that occupies set out to defeat Swagman. out the sidebar on the inven- beginning of the level—similar

people’s minds Gamers will have to play tory system of the game for to many adventure titles of

while they sleep through over 15 levels that some more info. this sort.

are nightmares. This go in and out of Swagman’s The graphics in Swagman This one is still in its early

is what will happen in the world to find the fairies and are rendered similar to those stages, but it looks promising
world that the game Swagman  take care of the big Boss in Shining Wisdom or Johnny from what we've seen so
revolves around if Zac and himself. Players start in Bazookatone. The difference is  far. This is only an early
Hannah, the two main charac-  Zac and Hannah's house. that Swagman is played from preview so expect more as
ters in the game, don’t rescue Swagman is an action/ a top-down perspective. Many  this title develops. B

*They are the fairies who sprinkle the ‘good
dream’' dust on people while they sleep.’

the members of DreamFlight. adventure title that has players  of the graphic effects in the “a
The fairies that make up finding a plethora of items game come from the items or RREASHDNIE. | DREICNY.

what is known as Dream- (like keys and weapons) that weapons used (like lighting 1st Qtr. '97 Moderate
Flight have been captured by  will help them advance into effects on the frisbee that look

the evil Swagman. They are the game. For instance, early like sparkles). PUGLSHEG %DONE
the fairies who sprinkle the on players must locate the The rooms are mazelike in i Eidos 50%

“good dream” dust on people bombs so they blow a bed out design, having gamers going | THEME
while they sleep. Since no one  of the way. They'll use another  back and forth between rooms
to advance. For instance, a

PLAYERS  SIZE

The inventory system of Swagman
is simple enough to get the hang
of. When gamers pick up an item

it s filed away for later (or some-
times immediate) use. Some items
can be collected in numbers

(like bombs). Between the two
characters, gamers will have plenty
to look for as they play through the
game. Here's a look at at how the
screen is arranged.




BATTLEMAGE

The Card Game

repare yourself for
the next level of
strategy. Magic:
The Gathering—
BattleMage will be
released soon for the
PlayStation and Saturn. It is
a fully animated strategy
game that brings the artifacts,
monsters and mystical spells
of the Magic universe to life in
a battle of wits and wizardry.
The game will contain over 90
interactive encounters across
30 different territories.
BattleMage offers two
modes of play. The Duel
Mode is a realtime head-
to-head game that allows

you to build a customized
army of creatures and spells
that come from the card
game. You can play against
the computer or against
another player on the game’s
split-screen feature.

You can also engage in a
second mode, called the
Campaign Mode. This part is
a turn-based strategy game in
which you conquer territories
and accumulate magical arti-
facts and spells in the midst
of an epic war. Throughout
this campaign, you will have
various encounters with differ-
ent beings from the Magic
universe. Some of these

at the top of the screen use the same artwor

encounters will be in your
favor, providing you with silver,
spells, artifacts and clues.
Some will have adverse effects
as well. Each time the
Campaign Mode is played,
new magical powers can be
found, including brand-new,
never-before-seen spells.

The strategy aspect in this
game is nothing to scoff at
When facing off in the various
battlefields, you will have to
balance your time between
collecting magical energy
(called mana) and fighting.
Not only will you have to use
spells and artifacts to your
advantage, but you will need
to utilize the terrain for tactical
purposes. For example, use
hills to protect a weak flank
from a sneak attack, or use a
passageway to lure enemy
armies into a trap.

This title has enough
features and depth to please
any strategy fan. And let's not
forget the Magic: The
Gathering universe and how
popular that has become. It
looks like this game is going
to be a hit when it debuts. B
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Many of you are familiar
with the card game Magic
The Gathering, made by
Wizards of the Thi
popular strategy g
an overnight success.

Today, you can find
Magic decks and countles
copycats practically every
where. Now Acclaim is
taking Magic's universe
(and popularity) and creat
ing a whole new game out
of it. And even though no
previous Magic experience
is needed, fans of the card
game should thoroughly
enjoy this new title.




NEXT WAVE

iding on the wave
of exciting action
titles like Descent
and WipeOut XL
comes Acclaim’s
newest project, Tunnel
B1, coming out soon for
the PlayStation, and later
for the Saturn.

Tunnel B1 is one of the most
visually stimulating games to
come out for a 32-Bit system.
The graphics can be best
described as a dark and

moody hybrid of the two
aforementioned titles.

Picture racing a very high-

speed vehicle down ultra-
smooth roads and tunnels.
The texture mapping is
clean and the dark shading
works well here. The atten-
tion paid to details is simply
marvelous, from a flare’s
lighting to the opening of
the Map Screen.

What good is high speed

)

without fast animation? Well,
Tunnel B1 serves up plenty of
that. Again, this is where com:
parison comes up between
this game and WipeOut XL.
The smooth frame rate runs at

blazing speeds without a hitch.

So much so, that the game
comes close to giving you that
same disorienting vertigo feel
that Descent served up so
well. Finally, the superb
lighting effects and flashy
explosions add to an already
great visual package.

But we have all seen pretty

S| ooks may be deceiving. Some of the
W . nemies in Tunnel BI may look alike, but
they definitely don't act alike. Don't both:

er trying to figure out any patterns until

WEEE ,fter you see your specific opponent in
SR ction. You will not only have to defend
-

differently but you'll have to cater your
attacks to your different targets. For
example, one helicopter may swoop
down low enough for your machine
guns to hit it. Another may be hovering
too high, and you'll have to strategically
place mines underneath it and hope
that the explosion will reach high

enough to hurt it

games that were an absolute
bore in terms of gameplay.
Our early demo shows that
Tunnel B1 will have no trouble
avoiding this trap. Besides
racing around and blasting

| RELEASE DATE

INovember Moderate

enemies, you'll have to find
your way out of difficult
predicaments in order to finish
the missions. At first, the
objectives are pretty simple.
Destroy an enemy and/or col-
lect certain items in a level.
After these initial “practice”
rounds, the game becomes
much more interesting.

On one of the later levels,
for example, your mission

DIFFICULTY

PUBLISHER % DONE
Acclaim 99%

THEME PLAYERS SIZE

Driving 1 CD-ROM




As tempting as it may be, doni't rush around the tunnels. These
mortars won't present any problems if you see them In time.

becomes a pure race to

the finish. You will have to
run through obstacle-strewn
tunnels and reach checkpoints.
in an allotted amount of time,
If you can't make it, you won't
only lose, you'll die, as the
tunnels get blown up. To

add to your plight, enemy
crafts will race ahead of

you, just to drop a few mines
in your path.

The variety in missions
helps let Tunnel B1 stand
above the masses of mindless
shoot-'em-ups on the market.
The shoot-"em-up factor of

Y

Tunnel B1 is, however, worth
mentioning. The explosions
and weapon effects are almost
worth the price of admission
alone. Your enemies will range
from incompetent to down-
right tough (see sidebar).

So why are you running
around and destroying things
in the first place? As if you
need a reason, Acclaim has
given us a story line. Basically,
the Earth has become a dark
and cold world that has no
purpose or hope. One ruthless
despot has decided to create
a weapon so powerful, that it

The computer can restate your
objectives any time you want.

cannot be ignored. Now it's
up to you. Your B1 craft is
armed and ready. Destre

all who gets in your way on
your drive to rid this world
of evil. The story line is
nothing spectacular, but
then again, not many games’
story lines are.

From our early peek,
Acclaim has found a winner
with Tunnel B1. This game
looks simply spectacular and
is a must-see for anyone with
two eyes. You can expect this
game to be a landmark title in
the action arena. B

*Tunnel Bl is one of the most
visually stimulating games to
come out for a 32-Bit system.”

MACHINE GUN

,5‘

p—— e
The machine gun s a basic. low-
powered weapon that requires
no ammunition and is the fall-
back support for your craft

Twin Barrel
and Triple Barrel

ROCKET

Standard rockets affect a burst

area upon impact. Any craft,

including yours, will take dam-

age if caught within this area
T

\

win
Rockets and Seeking Rockets.

C—

Here's afew tips to help you or
your journeys in your Bl craft. Ml

When you see these radioac=
tive containers, get up close t
them and prepare to shoot

=

Iy
g-m.v.,, ey

Blast them open and quici
Scoop Up the power-up inside:
Note the timer on top?

If you don't get your prize
before the time runs out, the
box will explode and leave a
radioactive mess. Now the area
will be contaminated and you'l
have to get out of there. prontof

Here's a quick look at the Primary Weapons that will
eventually become available to you in Tunnel B,

MISSILE

Missiles are similar to rockets,
though they have the advan-
tage of being smaller and far
more maneuverable.

Twin Missiles and
Seeking Missiles.

i

ARGON LASER

The Argon Laser is primarily
used to deplete an opponent’s
shield capacity but cause rela-
tively little damage to the target.

Twin Laser
and Neon Laser

[ ]299)|



WE GET READY TO ROCK THE RIM AS
THE 32-BIT DUNK-A-THON BEGINS

've jammed 20 pages of the hottest sports gaming coverage into our biggest
issue of the year. Inside you'll find plenty of in-your-face sports action. We also
posted up Penny Hardaway as we went one-on-one with him in Team EGM style.

FEATURES
» MADDEN 97 STRATEGY

PREVIEWS
+ JET MOTO

+ NHL FACEOFF '97

+ NBA JAM EXTREME

+ TECMO SUPER BOWL

+ NBA HANGTIME

+ MLB PENNANT RACE

* NHL ‘97

+ WWF IN YOUR HOUSE

BOX SCORES
+ F1 RACING
+ POWER SOCCER
+ MLB PENNANT RACE
+ NHL FACEOFF '97
+ NBA LIVE 97
+ PGATOUR 97
+ GRETZKY HOCKEY
+ POWERPLAY HOCKEY

INTERVIEW
+ ANFERNEE “ PENNY" HARDAWAY

4th stroke 157 yards

elcome to the biggest

sports section in EGM

history. This month we're

weighing in at 20 pages,

and we've filled it with

some of the games you will playing not
only during the holiday season but for
the rest of the new year as well.

One of the most anticipated titles
of this year will be NBA Live 97. The
game is great, but it will have some
stiff competition from Konami with
NBA In The Zone 2 as well as Sony's
second edition of NBA Shootout, due
in February. That's not the only rivalry
you will see. We started the Madden
97 rivalry with the fairest, most
accurate review of Madden in gaming.
Now we will be put to the test with
GameDay 97 to see who will hoist
this year's Super Bowl of gaming
trophy. It will come down to the wire,
and we will keep you up to speed.
Inside we offer up some insight on
what went into the making of this
year's GameDay.

Then we lace up the skates and

300] =]

head out onto the ice with NHL
FaceOff '97. This game is awesome
with excellent playability and an
innovative passing interface known

as icon passing. Die-hard hockey
enthusiasts as well as casual puck-
heads will definitely want to check this
game out. There are fights included in
the game, and they are done in the old
Blades of Steel style except you can
give your opponents headbutts,
uppercuts and jabs. To be successful,
you have to mix up your punches.

In keeping with our string of
interviews with some of the best
names in professional
sports, we post up Anfernee

Penny” Hardaway. We talk
a little hoop action along
with a little gaming. Penny is
a big-time gamer and when
he isn't playing basketball,
he enjoys Madden 97 and
the NBA Live series.

The entire team has come
off of the ball to make this
section our best effort ever.

T&E Soft’s Pebble Beach is
coming for the Nintendo 64.

Land a trophy winner with Bass
World Championship for the PS.

Having trouble
with Madden 977
Check out our
five-page strategy
blowout that will
help you improve
your game.



eam EGM recently got a chance to

chat with Tarrnie Williams, producer

of EA Sports’ NBA Live series, about

NBA Live 97. He gave us a little bit of
game history, as well as commenting on
some of EA's competition in the world of
video basketball. He talked about the
move from sprites to polygons and the
effects that had on gameplay. Here's
what he had to say:

What is the most significant
change between NBA Live 96
and NBA Live 97?

Probably the most significant change
would be our move to using 3-D
rendered-on-the-fly players and motion-
capture data. It's gone from sprite-based
like we used last year—granted, taken
from SGl-rendered source—but still not
the same as the multipoly picture map
rendered-on-the-fly guys we're using now.
| mean, they just look fantastic. Some of
the slams, some of the hanging on the
rim...they just look amazing. You can tell it
was actually done with real people. You
know, we had Mitch Richmond and Tyus
Edney up here doing motion capture.

Why did you make the change
from sprites to polygons?

We made the change because we felt that
it would make our game emulate the NBA
a lot better. With sprites, you're limited to

i

prerendered animations, right? You're
limited to the number of directions you
choose, the number of frames you have
for each animation, and, of course,
because you're limited to the amount of
RAM you have on the system, you're not
really able to do all the things you want.
Now, when you move on to the rendered-
on-the-fly guys, once you put the models
in, you then have to apply the motion data
to them. Now, again, you're limited to the
set of motion data you can have; but, first
of all, they run at 30 frames per second.
Second, you're not limited to eight direc-
tions. You have infinite directions;
they can point in any direction. Plus,
it's enabled us to make our cameras
freer. We've got an overhead camera
for some of our replay stuff that
looks straight down. With sprites, if
you look straight down at them, it's
like looking straight down at a piece
of paper. You don't get a lot there.

What do you think of the
other basketball games on
the market, including EA's
previous efforts? What is

your favorite basketball game,
next to NBA Live 97?

Well, NBA Live 97 on the Sony
[PlayStation] is my favorite basketball
game. It's the best one we've ever
made. | think it's going to blow people
away. Other basketball games? Well, |
think it's been interesting to watch the
evolution of basketball games. I've been
looking at some of the 32-Bit games,
and they've all had some pretty good
strengths. NBA Action, | think, would
probably be my second favorite. They
did a really good job there.

Did you feel any kind of
pressure from the success of
96? Obviously, you wanted to
make a better game. Did that
put pressure on you?

Definitely. It put pressure on the whole
team. | mean, with our 96 product, |

think it was a good product, but our

goal is to be heads above everyone else.
I think we were feeling that we had some
solid competition. So | think that spurred
the whole team up here, looking at that
and saying, “Okay, we know how to use
the Sony now, we've learned where we
made mistakes, and where we can
improve it” And | think that everyone's
really going to see that when this product
comes out. | think we basically attempted
to cover every single possible weakness
or lack in our game so that we're really
creating the NBA. We're creating our
very own little NBA that you can take
home with you.

EGMELT]



FACE TO FACE

WITH ANFERNEE HARDAWAY

In keeping with the Team
EGM tradition of interviewing
the top sports stars of the
modern-day era, we recently
went one-on-one with one
of the greatest basketball
players to ever step out onto
the court.

It just so happens that to

get away from the game of
basketball, Anfernee
Hardaway enjoys playing
games on his Sega Genesis
and his Sony PlayStation.

What is the team going to
be like now that Shaquille
isn’t there?

When Shaquille first left, the
team was in a state of shock,
but now everybody is hungry,
because people are saying
we can't win. People aren’t
giving us any respect for the
things we accomplished.

The atmosphere of the team
down in Orlando is great, and
everybody’s willing to work
hard. We know that we have
to work hard, but we're not
really worried about a lot.

game situations. By
December I'll be able to

tell you that. But right now, |
can say no, because we're
starting all over again.

In your opinion, who's the
toughest person you face,
one-on-one, in the NBA
today and why?

I'd have to say Michael

One of the greatest stars in the NBA
Hardaway be the player who takes the

We just have to go in and
play as hard as we can.

Do you think of the Magic
as your team now?

Well, | can't look at it as
my team. | have a great
supporting cast. I'd say that
right now we'll just have to
pull together even tighter.
Now that Shaquille is gone,
we've lost 30 points and 10
rebounds. The entire team
has to pull together. It has
to be our team, not just

my team

Is the Magic a champi-
onship-caliber team?

Right now, I'd have to say no,
because you can't really
compare [us] to the Chicago
Bulls. We don't really know
how we'd react together in

Jordan, because he can

beat you physically and
mentally. Physically, he's
gotten a lot stronger and
quicker. And mentally, he
knows the game so well, and
he plays mind games with
you. And if you fall into that
area, then he'll definitely get
you on both sides.

What do you think
the game of basket-
ball has to do to
keep its current
popularity?

Well, guys have to
stop getting into so
much trouble off the
court, and just respect
basketball-and them-
selves—enough to keep the
tradition going. | mean,
we have some great
guys, the greatest




ambassador since being

of the league being  * in the NBA,

Michael Jordan, and . I've learned

he's on his way out. As that you have to

soon as he goes, then ® deal with losing. If

who do you look for? That's | let losing bother

why | try to respect the game * me all the time, then

on the floor. And then when | it would affect me for

get off the floor, | try to the next game. So |

respect myself and the city take it in stride.

that I'm playing for. Because

you have an image to uphold, How are you

and we're trying to make the spending the off

NBA as great as possible. season, now that the
Olympics are over?

How long do you want to

play for the Orlando Well, video games are

Magic? my relaxation.

| want to finish my career What are your

with the Orlando Magic, favorite types of

unless something drastic games?

happens. Unless something

crazy goes on here, | think Any of the Madden

I'm going to be finishing my games, NBA Live 96,

career here. Triple Play 96..1 love all
sports games. I'm not

How do you feel about too much into fighting

people saying that you're games.

going to take the torch

from Michael Jordan as What’s your favorite

the game’s next number- console, and what

one player? system do you play
the most?

| take that as an honor, really,

because that means thata lot ~ Well, | was more of a

of people are respecting me Sega guy, but Madden

as a person and as a basket- 97 just brought me

today, will Anfernee “Penny”
torch from Michael Jordan?

ball player, and that they over to the
think a lot of me. PlayStation.

What's the most valuable Do you ever simu-
thing you've learned since late an upcoming
being in the NBA? game on the
console systems?
Never take little things too
seriously. I'm a guy Oh yeah, especially
that hates to during the playoffs. |
lose, and 5 would play against
y a friend. He would
be the opposing
team, and I'd be the
Magic. I'm the best
video game player in
the NBA, period.
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SHAWN MICHAELS IS BREAKING
MORE THAN HEARTS, BABY!

3
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PAINFUL PERSONALIZED GADGETS —
LIKE OWEN HART'S GIANT CARD!

‘10 BODY-SLAMMING, MAT-POUNDING, SUPLEX-SERYING, RING-WRECKING WORLD WRESTLING FEDERATION SUPERSTARS!

FROM THE GENDER BENDING GOLDUST™ AND THE BARBARIC VADER™ TO THE HEARTBREAK KID SHAWN MICHAELS,"
& [N YOUR HOUSE IS BRINGING ON THE KILLER-COMBO, COMBAT CARNAGE YOU CRAVE!

EVERY WRESTLER'S GOT HIS OWN PERSONAL VENUE FROM THE UNDERTAKER'S™ MAUSOLEUM TO HUNTER HEARST
HELMSLEY'S™MANSION! EXPERIENCE A WHOLE NEW LEVEL OF HURT WITH HARDCORE SUPER-PIN ‘FATALITY' MOVES!

A TOUCH OF CLASS—HUNTER 61V
AHMED A PONER-CANING! "




IT'S VADER TIME!?! TIME FOR OWEN
T0 GIVE VADER A BACK BREAKER!

CHOW DOWN ON ALL-NEW POWER~-UPS FOR HEALTH, SPEED AND STRENGTH! WITH REAL-
TIME NETWORK MODEM PLAY AND A HOUSEFUL OF SUPERSTAR SOUNDBITES, &7 IN
YOUR HOUSE IS A 10-MAN WRECKING CREW...AND THEY'VE GOT YOUR ADDRESS!

. IN YOUR HOUSE”™
THERE GOES THE NEIGHBORHOOD!

PLAYSTATION
SEGA SATURN'
00S CD-ROM







he original NFL GameDay was
one of the most commercially
and critically successful 32-Bit
sports titles to date. Among
other awards, the game

won Electronic Gaming Monthly's
prestigious Platinum Award, reserved
for the pinnacle of video game
achievement. Considering such
accolades, Sony faced a rather daunt-
ing task in attempting to improve
upon an already stellar sports title. But
try they did, and the result is the new-
and-improved NFL GameDay "97.

How is GameDay '97 improved?
Sony began by improving the game’s
graphics. They increased the frame rate by
a staggering 50 percent, rendered all 30
NFL stadiums in 3-D and brought in Tim
Brown, Oakland's All-Pro
receiver, to participate in
extensive motion-capture
sessions. From these sessions,
all-new player animations, such
as endzone dives, one-handed
catches, swim moves and
forearm shivers, were created.

Sony wasn't content, howev-
er, to only make cosmetic
enhancements in GameDay's
appearance; they also added
new gameplay elements,
such as an overthrow meter.
According to the game'’s
developers, whom we met with
recently, the player now has
the ability to intentionally
overthrow the receiver. As
the ball is in flight, the play-

Sony insists this
GameDay, thank:

Sony works to
make one of the best
er can assume control of the 32.Bit football games

receiver, hit the speed burst
and dive to make the catch.
They proudly went on to say
this deep playmaking ability
has never been accurately attempted in

a football title until GameDay '97.

One frequently heard complaint about
football video games is that one or two
plays can be used again and again to beat
the computer—even on
the hardest skill level.

even better.

a common sight

is “impossible” with
s in part to a full-time

game tester specifically brought in to
find such plays. Their tester “tries to beat

the game everyday by
using the same play.”
Periodically, he would
discover one and bring it
to GameDay's creators,
who invariably answered,
“Okay, let's tweak it..Let's
find a defense that can
stop it”

Players must become
adept at reading defenses
and making the neces-
sary adjustments if they
hope to win. The
developers explained this
necessity best: “We're

putting you on the field.

You're having to read

defenses, not blindly

throw to one receiver or
the other. You really
have to become familiar
with football."

GameDay '97's
creators also realized

gamers prize replay value in a sports title,
and they decided to increase the replay
value of their game by adding so-called
“Easter eggs,” instead of full-motion video,

in many CD sports titles.

“You get players as big as the goal
post [and] quarterbacks who can
throw the ball 80 yards. These are
things that enhance people’s game-
play, much more so than an FMV"
Although there may be other
football games with higher-profile

endorsements
available, Sony
feels NFL
GameDay 97
eventually will end
up on the top of
the pile. They
believe the
improvements
made in their
excellent game
make it “the
yardstick by
which all other
football titles will
be measured.”

Some thoughts on video
foothall courtesy of
Oakdand’s Tim Brown

not only for Gamel
er animation

but also to contribute to

the game's extensive play
book. One such player,
Oakland's All-Pro running
back, Tim Brown, r
spoke about the exj

“Sometimes [video game
develope: n draw up plays,
but it's not what is happening
on the field. [Sony] has had
pla o guide [them] as far
as what kind of plays are
being run on Sunday after
noons, and | think that adds
to the real[ism] of the gam

After playing GameDay
Tim was quite impressed with
the game's attention to detail
and challenge. This experience
caused him to re-evaluat
which position suits him best
“l used to think | was a
quarterback, but after playing
this game, | don't think |
would make a very good
[one]...You really have to make
quick decisions in this game.
You drop back and st
receivers. You may wi
throw the ball to the X' guy,
but it's the ‘Z' guy who's re
open have to be abl
see that and at the same time
be able to push the button in
time to get the guy the ball. It's
the same thing [NFL] qu:
backs have to go through”




he folks at Sony
Interactive Studios
are looking to bring

their high-energy style of
sports gaming to the ice this
fall with the release of NHL
FaceOff '97. An intuitive,
fast-paced game in the vein of
Sony's enormously successful
football title, GameDay,
FaceOff includes a number of
features that should satisfy
any fan of the game of hockey.

The most innovative feature
of this game is its passing

DROP YOUR GLOVES AND GO AT IT!

interface. Unlike other hockey
titles, in which passing is
simply performed by aiming
the puck in a given direction
and hoping it connects,
FaceOff features an Icon
Passing interface. The player
with the puck can call up
icons of the other players—
represented by the symbols
on the PlayStation’s buttons—
then pass instantly and
accurately. Like in most
32-Bit football titles, this icon
interface makes for a much
more intuitive gameplay,
allowing even first-time
players to get the hang of the
game much more quickly.

To enhance the quick,
arcade-like feel of this game,

-
Stevens

the designers are including
the option of on-ice fighting
reminiscent of the classic 8-Bit
Blades of Steel hockey title. In
this game, however, players
will have a number of attacks
to choose from, like jabs,
uppercuts and headbutts!

This is sure to keep the game
fun and entertaining.

A multiplayer Practice Mode,
with the ability to select the
number of play-
ers on each
team, will give
new players the
opportunity to
get a feel for the
game. Then the
player can move
to a full exhibi-

Stevens,

PLAYSTATION

tion game, then to season
play. This game will support
season play, with detailed
statistic tracking throughout
the season.

NHL FaceOff '97 should
appeal to a wide range of
gamers. Keep an eye out for
this incredible hockey title.

RELEASE DATE

Now

DIFFICULTY

PUBLISHER

Sony

PLAYERS

THEME

A revolutionary interface

assist that would be

once players e>
ence hurtiing down
the ice with the
option of icon pass-
ing. they will never
want to return to the
regular style again.

agreat deal more
difficult with some of
the more conven-
tional hockey inter-

size

DoNE

With Sony’s revolutionary Icon Passing interface, players are now able to
position the puck with incredible precision. It is now possible to execute a
perfect pass while heading down the ice at top speed. without losing any
momentum. Itis also
possible to pull off an

faces. Although the
developers admit
that it may take a bit
of getting used to,

eri-




<) SELEET BACK ) SAVE

NFL

Offensive Coordinator.
A back-breaking,
pressure-filled,
tension-soaked,
utterly frustrating and

entirely thankless job.

And it’s all yours.

MARKS RUN?

NFL '97's exclusive Play Editor feature lets you design your own plays and run them with any offense in the NFL
So you're offensive coordinator, you're head coach, you're in charge of all 1,500 NFL players. Now all you need is the game
Sega Sports™ NFL '07. Play football like real football players play football. Only on Sega Saturn

b 104

PLAYERSE

wwewsega.com



et Moto has been

creating quite a stir

around our offices,
even among the most jaded
racing fans. Created by
SingleTrac, who also produced
the stellar Twisted Metal
series, Jet Moto is a futuristic
racing game in which riders
pilot hovercrafts that bear
more than a casual resem-
blance to a certain Kawasaki
watercraft. (Rumor has it
SingleTrac originally wanted
the crafts to be Jet Skis, but
the big N snatched up this
coveted license for WaveRace
64). SingleTrac, however,
turned a liability into an asset
by designing courses no

“grapplers” that allow
crafty racers to slingshot
around hairpin turns,

Jet Moto's frame rate, rider

could
negotiate. One course features
a large highway overpass that
has crumbled into the ocean.
Another course, aptly named
Blackwater Falls, has an
insanely high waterfall that
would snap a real Jet Ski, not
to mention its rider, in half.
Additionally, the jet motos also
have nitro boosters and laser

and wave physics
are extremely impressive, even

PLAYSTATION

Jet Moto has an
awesome Two-player
Split-screen Mode
that really has been
drawing crowds
around here. So far

Sony and SingleTrac ride again

at this early stage. As in real
racing, players must plot a
course through the calmest
waters while avoiding large
breakers, which slow down
your rider.

Anybody home?

we've seen only three of a
rumored 10 tracks, and we're
already salivating for more!
This game will certainly appeal
to any fan of racing games.
With the wide range of tracks
and racing surfaces, it is sure
to get the adrenaline pumping.
Look for Sony to release this
before the end of the year.

With obstacles like covered
bridges and palm trees,

Jet Moto provides an intense
racing experience.

RELEASE DATE DIFFICULTY

—

PLAYERS  THEME *. Do

.




HOCKEY THIS INTENSE
REQUIRES THE APPROPRIATE
PADDING.

CONSIDER BEING CHECKED, TRIPPED, PITTED AGAINST PLAYERS WITH GIGANTIC HEADS, LITERALLY

SETING THE NET ON FIRE, PLAYING ON A BIGGER RINK WITH A BIGGER PUCK, IN A HOT MODE OR A TURBO
MODE AGAINST 1, 2 OR 3 PLAYERS WHILE BLACKHAWKS® ANNOUNCER PAT FOLEY SCREAMS IN YOUR EAR.
THE ARCADE HIT HAS COME HOME.

® j MIDWAY
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|POWER MOVE

PRO-WRESTLING MOVE | "4

THE CRANIAL CRUNCH




OVER 50 AUTHENTIC PRO-WRESTLING MOVES.
12 WRESTLERS FROM AROUND THE WORLD.
REAL-MOTION 3-D ACTION FROM MULTIPLE ANGLES.
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Vaid a7 ~ U
THE DRAGON SUPLEX THE TURN-BUCKLE FACE PLANT

Easa——

THE ROUNDHOUSE KICK THE OUT-OF-RING BACKBREAKER THE TURN-BUCKLE TAKE DOWN

ER

“QUITE EASILY, THE BEST WRESTLING GAME EVER!” — GAMEFAN

AcTiVisioN.

= BASED ON JAPAN'S #1 WRESTLING GAME, TOUKON RETSUDEN.

HTTP://WWW.ACTIVISION.COM



ecmo is joining the
32-Bit football game
craze with the release

of Tecmo Super Bowl for the
PlayStation and the Saturn.
This updated version of
Tecmo's football series for
16-Bit systems will provide the
latest teams and stats while
retaining many features of t
original versions.

The game will include all
30 NFL teams with accurate
stats and rosters. In addition,
you'll be able to trade players
at any time to create your own
dream team. You can also take
the role of any player, and
when a player is selected, his
picture will come up on the

screen to let you know just
who you're controlling.

One of the more interesting
aspects of this game is its
variable weather. Although you
will be able set the playing
conditions on the Options
Screen, you can also choose
to have random weather, with
rain and snow that comes and
goes during the course of the
game, affecting gameplay.

This version will offer three
different camera angles:
horizontal movement,
three-fourth angled screen
and vertical movement
reminiscent of Sony's
GameDay. The animations
will be very true-to-life,

with diving
catches,
realistic
running
motion and
even the
classic high-
stepping on
the way to
the end zone.
The passing
interface

will be
performed in
the classic
style, although

5

PS & SATURN

Tecmo has been a well-
known name in the gaming
world, and this title is evidence
of that experience. Budding
fans of video football will want
to watch out for this game.

the play-calling interface is
rather unorthodox.

The teams’ logos and
colors will be seen on the
field, and while the
players’ numbers will not be
on their jerseys, they will be
displayed within the circle
indicating who has posses-
sion of the ball. As you can
see in these screen shots, the
field is incredibly detailed,
with careful shading and
texture to re-create the look
of a real football field.

RELEASE DATE DiFFICULTY
Now

C

PLAYERS  THEME DONE

size
OM

will incorpo-
rate all the
Iatest statis-
tics and ros-
ters. Like

every true
NFL game
due out this
fall, Super
Bowl will also
include the
0-0 i 4)3:28 Baltimore
Ravens (for-
merly the Cleveland Browns). With the ability to trade players,
gamers will be able to update the rosters if any trades come
in at the last minute before the season starts.
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hangtime

illiams Entertainment is
bringing arcade-style
NBA Action into your

living room this November with the
release of NBA Hangtime for the

SNES, Genesis, PlayStation and
Nintendo 64. With intense gameplay
in the vein of the original NBA Jam,
Hangtime should appeal to fans of
all kinds of arcade basketball.

Catch some air

Unlike many arcade games,
Hangtime will feature an in-depth
Create-a-Player option which lets
gamers build their own NBA
Hangtime players, dictating such
attributes as height, weight, facial

MULTIPLATFORM

NBA Hangtime
will incorporate
over 900
secret codes
which will
increase the
depth and
playability of the
title. At the
beginning of the
game, players
will be able to
appearance, speed, shooting,
dunking, passing and defensive
ability. It also includes the voice of
Chicago Bulls announcer Neil Funk
calling the play-by-play, which will
add to the feeling of realism in a
game that is in many ways unreal.
NBA Hangtime should appeal to
fans of every kind with its combi-
nation of arcade and simulation.

RELEASE DATE DIFFICULTY

PUBLISHER

s1ze

PLAYERS  THEME . DONE

ony Computer

Entertainment

America is planning
on taking the world of video
baseball by storm this fall
with the release of MLB
Pennant Race. With both MLB

and MLBPA licenses, this

Setting u
Pennant Race
features fully
customizable game-
play options, including %
aradar gun, a fielder's
aid shadow and a
custom batting inter-

face. For example, the
game has the option
of being equipped
with a precise batting
target like the one
found in Konami's
Bottom of the Ninth.

game should deliver realistic
Major League action with a
ton of extras.

Sony to use over 700 real
players, and the MLB license
gives them access to all 28
teams, as well as their respec-

tive stadiums. Accurate home

level of realism.

On the gameplay side of
things, Pennant Race gives
in-depth statistics that are
tracked through the course of

The MLBPA license allows

categories. For those looking
to customize their game, the
managerial options give the
ability to create a player, as
well as sign free agents and
trade players.

The ability to choose
between different batting
interfaces should make this
game interesting for fans of

This option gives players the

Know the code

and away uniforms add to the

the season. League leaders are
tracked, as well, in 14 different

other types of baseball games.

enter a code which activates a number of hidden
features, like unlimited turbo and super dunks.
There will also be the ability to play outdoors.

ability to bat in the manner
they are most comfortable
with for the ultimate control.

Heading for home with Sony

With all the features being
offered, Pennant Race is sure
to be an all-around favorite of
baseball fans of every type.
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SOCCER SO
AUTHENTIC
WE SHOULD
PROBABLY

CALL IT
FOOTBALL.




PLAYSTATION

NH];

he sports gods at
Electronic Arts have
delivered what they

consider to be “the first true
32-Bit hockey experience”
with the release of NHL 97.

Moyzinzais

EA's developers captured the movements
of a real NHA player to animate NHL 97's
polygon characters, producing unparalleled

T w Y

ez

Electronic Arts knows sports
gamers have come to demand
all the appropriate official
licenses, and NHL 97 delivers.
The game contains all the
teams, logos and 650 real

NHL players.
[GRILCR /\! of the
it " player
statistics and
team affilia-
tions have
RSl been updat-
contains ed to assure
signature up-to-the-
moves of minute accu-
some of racy. Gamers
the best can even
NHL create play-
players in ers or make
s oss trades to
create the

ultimate fantasy team.
Not content with
simply polishing the look
of the game, Electronic
Arts also tweaked
gameplay to the max.
Playing strategies now
include an aggressive
forecheck style of play
and a new shell defense.
Additionally, players
have the option of
assuming instantaneous
manual control of their
goalies when the action

your hockey skills!

really heats up.

EA was a strong player in
the 16-Bit sports arena, and
NHL 97 helps solidify their
emerging 32-Bit reputation.

RELEASE DATE DIFFICULTY
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he sports team at
Acclaim is tagging up
with the WWF this fall

to bring you WWF In Your
House. With similar features

and gameplay to their other

This game features digitized
representations of some of the
‘WWF's most popular charac-
ters, like Brett “the Hitman"
Hart and “The Man They Call
Vader." With quick action and

Wrestling in your living room

WWFtitles, In Your House is
certain to satisfy fans of
wrestling worldwide.

unbelievable combos, In Your
House is Mortal Kombat in a
wrestling ring—without all the

Each wrestler has his
own thematic back-
ground, depending on
his particular trade-
mark or mascot. This

makes for some inter-
esting settings, like
Owen Hart's "House
of Cards.” complete
with King and Queen.

blood, of
course. The
ability for four-
person tag-
team match-
ups is sure to
make for some
heavy compe-
tition, as well.
With all the
theatrics in
WWF wrestling
these days, it
makes for a
perfect trans-
lation to this kind of game.
With vivid and detailed back-
ground graphics and anima-
tion, three modes of play and
a number of colorful oppo-
nents, WWF In Your House will
appeal to fans of wrestling as
well as fans of digitized 2-D
fighters in the vein of Mortal
Kombat and Battle Monsters.
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Think you're ready for the NBA Now’s your chance with NBA Hang Time. It a 2-on-2 non-stop, all-out hoopfest with the hottest  JYTSAIQ

rames i theegue. Chooefrom e 50ofthe NBA et i, il e and owon. O e the Cste A P L 98 J9

option to play as yourself (slightly improved, of course). Give yourself dangerous moves like monster jams, perfect three’s, il S

or laser-guided passes even Starks or Drexler would envy. So go on. Go head to head with the pros. And show them what your vertical's made of. 1T°S BANE TIHE.



cclaim’s NBA Jam
was one of the most
enjoyable and

intense arcade basketball
games to ever hit the home
systems. When they
released their Tournament
Edition, interest in the game
soared. And yet, even with
the success of these two
titles, Acclaim felt that it
was time for a change. So
they went back to the draw-
ing board and came up with
NBA Jam Extreme

Sporting a completely
new game engine devel-
oped from the ground up,
Jam Extreme features
motion-captured players
fully rendered in three
dimensions, with scanned
images of real NBA players
mapped onto the charac-
ters’ heads so that they are
easily recognizable. The
developers used Juwann
Howard for their motion-
capture sessions in order to

Acclaim takes Jam to the Extreme

ey

give the game that true NBA

PLAYSTATION

feel. Itis the i
of the motion-capture data
that really makes the differ-
ence, however, and Acclaim
didn't hold back on this front.
From swinging on the rim to
every little victory dance, the
players look and act just like
real NBA stars.

Like other versions of NBA
Jam, Extreme offers competi-
tion for up to four players. In
addition, the PC version of
this game will be networkable,
so that folks around the office
will be able to get together for
a quick game of b-ball
between important meetings
and power lunches. Four
players will also be able to
play with a multitap on the
PlayStation, as well.

Although this game does
not feature a full five-on-five
squad, it does include over
170 real NBA players, six per
team. (Players are even able
to choose the color of

Rodman'’s hairf)
Furthermore, like
earlier versions of
NBA Jam, there
are tons of secret
players, including
would-be presi-
dential teams of
Clinton and Gore;
Dole and Kemp.
Also included are
a lot of other
secret players, like

game programmers and video
game magazine editors.

With the success of the
previous NBA Jam titles, Jam
Extreme is sure to arouse a
great deal of interest based on
the name alone. But this title
will also offer a completely
new game engine, so that
even the most seasoned
players will have something
new to find in this game. Fans
of intense arcade basketball
will want to keep their eyes on

the shelves of their local video
store when Jam Extreme hits
late this fall. This is definitely
one to check out.

RELEASE DATE DIFFICULTY
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FTECE

With the
dynamic
camera angle
implernented
in NBA Jam
Extreme, play-
ers can getan
intense close-
up of every in-
your-face
dunk. When
the players are
“on fire” (that
is. when they

score three times in a row without the opposition scoring),
the camera zooms in for a quick and amusing little victory

dance, complete with flames illustrating the

int. It is now

also possible for defensive players to become “on fire.” when
they successfully block three shots in a row.
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hroughout the many versions of Madden that have
been released over the years, much of the same
* strategy remains. It isn't too difficult to win, especially if
you have the right team and plays. You don't need to pick the
'85 Bears or the '92 Cowboys 1o beat up on someone else; you
can do it just as:well with. Detroit, Indianapolis or Philadelphia.
What these three teams Have in common is that they all have
great running backs. Having an excellent runner is the single,
most.important key to the game. With him you can control
the clock and use 3
him as a dual
weapon as both a
receiver and a
runner. This also
opens up the
passing game for
your other big play. -
receivers by making
the defense respect
your-tunning game
and react to
play-action passes.

322 - ]

Since pressuring
and sacking the
quarterback is
one of the most
important things
in football, you
would think that
running with him
would be one of
the most effective
plays in Madden.
‘Guess again. To
consistently grab large chunks of yardage at a time, simply call
a pass play, roll out and run for it. You don't even need the
speediest quarterback in order to.run this well, although it

will certainly help improve your gains. <

Not everything in Madden is entirely new: The code and artificial -
intelligence were taken mostly from the 96 version of Madden
for the Super NES. Not surprisingly; both have a unique problem:
The computer has a really hard time comiputing tackling angles.
This means that if you do a few weird jukes, the computer is very
likely to miss tackling you altogether. One good technique to use
is to move to one direction to group*all of the computer players
to one area then reverse your field to the other side. Because of
the Al problem the computer players will often form a human
train behind you, because they are too dumb to figure out the
best angles of pursuit. 2



PLAY

Like many real football defenses and past Madden titles, the
computer is not good at covering the running backs out of the
backfield. This is a bit ironic considering that running backs

are some of the most powerful and speedy offensive weapons in
the game. For this reason alone you can easily beat the computer
by simply dumping passes off to your running backs over and
over. As an added bonus, they are one of the safest plays in the
game. Using a team with a good fullback or halfback is strongly
advisable to make this strategy work optimally. The biggest bonus
of having a great back to receive these passes is, of course, that
he can run the ball also, providing an awesome double threat.
Here is a good example of some of the best dump-off plays

and running plays.

OFFENSIVE V|

Shotgun/Double X’s

This is a great play
because the running
back coming out of the
backfield (Receiver R)
goes deeper than normal
because the “Double X"
receivers clear out most
of the coverage. thus
leaving the RB wide
open. Being in the
Shotgun also gives you

a bit more time to pass.
Remember to hold down the button to bullet pass to him, as
lobbing it will give the defenders more time to react.

Goal Line/Flat In

Deception is one of the most essential ingredients in an offense.
Lining up in a Goal Line formation gives the illusion of smash-
‘em-up football, especially if a human oppenent is.watching your

Play Selection Screen. Surprise the defense by passing to receiver

R outof the backfield once he gets past the line. Most defenses
will pack it in
against a Goal
Line offense,
with linebackers
shooting the gap
to stop the run..
This leaves

them wide open
for big plays.

Quick Sfants ar
excellent way ¢ p!ck
uprat least seven
yards, especially
when the defense’
is in man-to-man
coverage oris
ignoring the middle.
As soon as the wide
o receiver breaks to
do his slant toward
| the middle of the
field, «ifle it in. This
typically-works best with the slot receiver
(receiver L). This play works pretty well on
all shotgun formation sets such as the
4WR4:nd SWR.

Shotgun/ Quick Hitch

This is an excellent pass
to cut those first and 10's
in half. If defenses are
playing Nickel or Dime
formations, use this pass
1o your slot receivers
(receivers L and X). The
receivers will go out
about five yards and then
will come back and
“hitch” When they do
this, bullet pass the ball
right in. Beware of
using this

against tight
“‘man-to-man”
defenses. o
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Pro l’orm/ I!B Toss

This is a very wide
toss that can make
aggressive linebackers
pay for playing over-
aggressively. Because
this toss takes so long
to materialize, by the
time your QB pitches
the ball outside, many
of the surging line-
backers are already
past the play and in

I-Form/Power Strong

This is a great running
play, which is well >
blocked and gives a
fast runner a great
opportunity to break
away for a long'play, -
especially against the,
computer. To.crossiup a
human opponent,
choose the “Power
Weak" play, which looks
just like the Power
Strong but runs to the .
opposite side. This

. allows you to “flip” the play withaut giving away your intentions.

" Keep in mind.you will have one less blocker since the play is

designed to run away from the side with your tight end
{hence running weak s'de)

the offensive backfield.

Pro Form/HB dptinn Pass

After you've made
someone paranoid by
using the Pro Form HB
Toss, try this trick play.
It looks almost identi-
cal'to the real toss play
but allows your run-
ning back to throw the
ball for big plays: Not
only is it a great pass play, but it works well as a rufining
play if all of the receivers happen to be covered.

Goal Line/QB Sneak

The best short yardage
play in the game. Save
this for the crucial goal
line plays and third-
down situations. Don't
necessarily go straight-
ahead over the center.
Sometimes angling left
or right of your center
yields better results.

This play is very well
blocked and is a great
changeup when a
defense keys on your
halfback. For instance, if
you have Barry Sanders,
everyone will be gun-
ning for him. Hand the
ball off to your FB;
Reggie Rivers, for a
surprise big gain.

General Offensi;re Tips

« On running plays move your man-in-motion ta ‘sppmxuijatery
. where the “hole” is designed to open in the running play. This
“will usually cause this receiver in motion to sefve as.an extra

blocker in the play, almost like a second fullback. Since. rolling
out'with the:
quarterback is se.
easy, it can really
help get your  *
réceivers open. Roll
1o the feftor right;
and when the
defenders'sag
toward you, pop-it
over their heads for- -
big gains. If they
don’t come after
you, run the ball
for big yardage: *



This play applies pressure
10 the offense but covers
each zone of the field
particularly well, not
leaving any immense
gaps for a receiver to
exploit. If an opposing
receiver makes a catch,
youwill usually have a
defensive man close by to
make a break on the ball
or to make a tackle.

an 1 ow2
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Both of these “Crashman”
| defensive plays pressure the
| quarterback with different
styles of outside blitzes
but still cover their zones
efficiently. The extra DBs in
the Nickle formation should
help keep you from getting
“ burned deep. Keep in mind
that'if the player
throws to the field
vacated by the blitzer,
4 it will make for an
. _easy short gain. On
. the other hand, that's
not a large gamble to
take with the payoff
~being a sack or an
<. incompletion.

This play works doubly as a pa§s rush in addition

Brian Jackson and Robert Jones are the
assistant producers of the PlayStation and
Saturn versions of Madden 97. You can't trust
anyone more when it comes to play selection
than the creators ol the game.

this formation
work well, and

this is one of;

_Jl".',.'. yle & J

A great inside mnnmg(urmauon and play'that
waorks even better if you take the motion receiver
and put him in front of the fullback when you start
the play. This adds an extra inside blocker that
might be enough to spring the big play.

» 1o an excellent inside run blitz, too. To keep the
middle of the field covered, which is vacated by
the storming linebackers, take a safety and patrol
the middle of the field while the linebackers crash
into and through the interior of the offensive line.

(= [3258




LUEGM
DEFENSIVE
PLAYS

To be honest, there are no defensive plays that work every
time. Much of it is reaction time and understanding what the
offense is doing, in addition to selectively taking away their
best weapons. Also analyze your own team. You don't want to
play a 3-4 if your linebackers are horrible or man-to-man
coverage if your DBs are slow. Obviously, there are many
defensive plays that work
better in certain situations,
and here is a list of those.
In Madden, blitzing isn't
recommended, except
-against the computer, which
is very slow 1o throw the
ball away under pressure.
If you do want o blitz, take
“a player and do it yourself
instead of using a slower
computsr blitz. Ano}hsr ood way to get additional pressure is
to quickly take your defensive ‘ends and move them further
outside of the offensive line. This is great against long
yardage downs, as it makes you weak to the inside run but
" does work well agamst bootlegs and tosses.

3-4/Wide Zone

One of the best ;
defenses for stopping
passes caught in the
“flat” by pesky running
backs. It leaves the
middle of the field

open to passes to the
tight ends, however.

Goal Line/80 Zone

Use this to keep a safety
net against deep passes
when you want to stop the
run but don't
want to bet the
farm. At the
same time it
beefs up your
defensive front.
Notabad
defense inside .
the 10-yard line.
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4-3/46 Cover

A deceptive
defense that
puts a lot of
players on the
line but then
drops them all
into coverage.
Great against
short passes,
but you can
get hurt deep.

This is a great play to
take away the opposi-

- tion’s wide receivers via
double coverage. This
is useful against a team
whose only weapons
are the wideouts. It also
frees you to play “cen-
ter field,” guarding the
middle of the field, or to
play against the run.

4-3/Tuf Bronco

This is a particularly
good play for pressur-
ing the quarterback
but also doesn't leave
your pass defense
naked. The line stunt
on the left of the
defensive line plays
havoc with the offen-
sive line but can leave
that side susceptible.
to the run.




ega already has
published two stellar
versions of World

Series Baseball for the Saturn.
Both wowed gamers with their
graphics, statistical depth, and
gameplay. Now Sega is bring-
ing their sports knowledge to
the gridiron with their first
32-Bit football game, NFL '97.
Facing stiff competition from
the likes of Madden 97, Sega
really sweated the details to
make their title, in their
opinion, the “winner of the
video game Super Bowl"

Sega

NFL '97 features all 30
teams, logos and all of your
favorite players. Gameplay
is influenced by players’
real-life statistics, which

are tracked throughout your
fictitious season.

The masterminds at Sega
Sports managed to cram over
300 offensive and defensive
plays into NFL '97, offering
more than enough selection
for the average player.

One of the many new

features Sega included in the
game is the ability to control
the speed with which your
quarterback throws the
ball. The new option
allows players to throw
a delicate lob to the
corner of the endzone
or a bullet straight to a
couple of receivers.
The choice is yours.

Opting to abandon
some of the older conven-
tions of many 16-Bit football
titles, such as confusing
passing windows, Sega

instead developed a blue arc
to track prospective receivers.
This may take a little getting
used to, but once players fully
understand it, it can be used
to pinpoint receivers, even in
heavy traffic.

Saturn owners who haven't
invested in Sega's multiplayer
adapter probably will want to
do so to take full advantage of
NFL '97. You and up to five of
your friends can play the
game simultaneously.

Take control of your passes

Sega included a
new passing arc

to give players pin-
point control. This,
combined with the
variable passing
speed option, gives
the player unprece-
dented control over
passing. Think you
have the touch to

play against the
best the NFL has
to offer?

SATURN

One of the ways
Sega achieved
their large share of
the 16-Bit market
was by publishing
great sports games
for the Genesis,
and games like
NFL '97 may
attract similar
numbers to the
Saturn.

RELEASE DATE
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In NFL '97, a red and blue line mark
the line of scrimmage and the first
down line, respectively. This takes
the guess work out of the game.




Todd Mowatt Todd Mowatt Todd Mowatt

Todd Mowatt

This is quite an improvement graphically
over Jast year's game and EA Sports gained
some marks for that. But the fundamental
problem with last year's game was not
fixed, and that is a major disappointment to
me.Itis sill diffcult to distinguish posses-
sion of the ball when the players are
bunched up under the basket. On the posi-
tive side, the frame rate has improved and
‘some impressive rim hanging animations
have been added equalling out any adverse
effects that arise. This game is very solid.

Shooting, scoring! This game bulges the
twine in typical EA'Sports fashion. There are
plenty of things to like about this game. But
the frame rate holds it back @ touch as it
could have been better. A little less of John
Davidson saying the same things over and
over in the full-motion video displays and
‘more attention paid to the speed of the
‘game would've been a plus. Nonetheless,
this game was worth the wait. Fighting is
back and so are the one-timers. Drop pass-
es have also been added. It's a solid title.

Current Favorites:
Todd Mowatt

oML Facedif '§7 Madden NFL §7

‘This new version of NBA Live improves on
the original a great deal. Although it can

still be difficult.to distinguish possession of
the ball when characters are grouped dosely
together, the introduction of polygon players
‘makes for smoother, more fluid, more reals-
tic gameplay. More animations make for
even more realism, allowing you to watch
players hang from the rim—even from an
extreme close-up in the instant replay. With
both Arcade and Simulation Modes, this is a
great game that will excite NBA Live fans.

A great hockey title that builds on EA
Sports’ NHL Hockey franchise. The artificial
intelligence of this game will give you a un
for your money. The one-timers are back
and are easy o pull off, and fighting has
been included, but there are only 1.4 fights
per game as per the NHL's strict rules. The
player animations are crisp, and there are
plenty of camera angles to choose from.
This game looks great, plays great and is
addictive. Hockey fans will really enjoy lac-
ing up the skates with this incredible game.

As a one-player game, it is average. But
hook it up and take it to the next level with
up to five players, then you have some great
Nintendo 64 gaming action, The test of a
true hockey simulation is how well the
game plays as a one-player game. The
graphics are cartoony, and the puck s the
size of a frisbee. You can't tell how you
scored, and at times it seems as though you
are flaying away in front of the net.
Compared to some of the other games that
Wayne Gretzky has leant his name to, this
game i heads above those efforts.

“This was the best of the first-generation
hockey titles and Radical Entertainment did
a very good job. But the lack of viewing
angles inhibits this game from going toe to
toe with the second-generation hockey titles
that are coming onto the market now. That
combined with the fact that this game didn't
armive out on the market until this summer
didn't help its chances. The speed of the
game also made the play too hard to follow.
Still this game set the stage for the other
‘gaming giants to follow, and the second
version should be that much better.

i B
USALSTO} 511312

I Roenick

As one of the first sports titles out for the
N64, Gretzky Hockey will probably take a
lot more eriticism than it deserves. It's an.
accurate port of the arcade game, with
incredibly fluid polygon graphics and even a
dynamic announcer—something that came
as a surprise on a cartridge-based game.
The gameplay itself could use a little work. |
was expecting a Speed Burst button, but
‘with the analog joystick, this proved unnec-
essary. It's a very fast game, and pretty
intense, if not the most realistic of titles. It's
a satisfying title.for hockey fans.

This is the fastest and most intense hockey
game I've seen yet. That doesn't mean it's
the best, however. | didn't like the viewing
angle, and the fact that | couldn’t change the
(amera angle to something more acceptable
was pretty fustrating. The hyperactive
speed of this game caused me to be a little
less accurate than | would have liked. Still, it
‘was one of the most exciting sports games
I've seen in a while. Unfortunately, excite-
ment isn't everything, and this game was
missing some essential options. Rent it
before you spend the money.

NoIgAY aor
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Todd Mowatt Todd Mowatt

Todd Mowatt

If you have a Ph.D in motor racing, then this,
game is for you. F1 fans will enjoy.the
‘many features of this game: But in my opin-
ion, this game s too complicated for the
average racing fan. The Gars jerked around
the comers, and the fluidity of the anima-
tions were not that realistic in terms of the
‘way a real race car would handle. Give me
Ridge Racer Revolution, WipeOut or
Destruction Derby. Id rather sit in the pits or
in the stands and watch the race than take a
few laps around the track with this game.

Destruction Derby 2 is better than its
predecessor in virtually every way! The
tracks are wider allowing for greater maneu-
verability. The crash animations are more
spectacular than ever as the cars now pin-
‘wheel, flip and tumble, throwing up dust
and debris as they roll. DD2 has more of an
arcade look and feel and is not a strategic
racing simulation. But who wants that any-
‘way? One minor qualm is that you can get
forced into the pits when you dont intend to'
g0 there, forcing you to drop back in the rac-
ing field four or five spots.

Current Favorites:
Joe Rybicki

oJot Moto  Destruction Derhy 2

BERGER
40.485

Although Psygnosis has put out two of my
favorite racing games of alltime, F1 just
wasn't my cup of tea. For fans of F1 racing,
this game will certainly be satisfactory. But
if you're looking for the kind of excitement
found in WipeOut or Destruction Derby,
you'll want to look elsewhere. It seemed
‘more necessary to jerk the car around rather
than bank and turm like other racing games,
which, I imagine, is how the real cars would
be. This is one for fans of F1 and Indy Cars,
not those from the Ridge Racer crowd.

This game is amazing. Better in every way
than the first game, DD2 is.a thrill-a-minute
Joyride through some of the most treacher-
ous tracks in video racing. With things like
roll bumps and death pits, this is one for
any racing fan, Although the controls can be
allitle rough, this makes for a more inter-
esting ride. Exped to spin out..a lot. The
Destruction Derby Arena Mode has been
juiced up, with four different arenas and
even @ mode where every other car comes
after YOU! Otherwise, it's a top-notch racing
‘game that everyone will enjoy.

Finally this game has surfaced onto the
gaming scene, and it is a solid baseball title.
Youcan hit triples, you can hit balls to the
gap, but the game was held up in produc-
tion for too long. The batting interface is
solid, and the frame rate is okay. Avid base-
ball fans who are interested in stats, this
game Is loaded with them. I played out
game five of the NLCS and the Braves won
17-4, dose enough. The Al of this game is
incredible. Sony Interactive Studios has hit a
home run deep to centerfield. This game is
a lot of fun to play.

Todd Mowatt

OUTSTANDING!! Finally a 32-Bit hockey
title that finishes as well as it starts. This
gamie has fighting, hip checks and an inno*
vative Icon-passing Interface that will revolu-
tionize the way hockey games are made.
This is not the best-looking game | have.
ever played, but it's a great-playing game
that has all of the stats and features that
die-hard hockey fans will love. This game is
so realistic you might get your teeth
knocked out with a flying controller or a fly-
ing fist during a dose game with a friend.
Note: Ice pack not included!

Although this game is loaded with options,
the actual gameplay left a bit o be desired.
It's clear that Sony did their homework as
far s stats are concemed, but they appear
to have neglected things like the relative
speed of the player. (For example, I've seen
Kenny Lofton turn a hit to the wall into an
easy triple, but this game had him strug-
gling to get to second) | understand that
developers have to make compromises, but |
would have liked a bit more realism and a
few less stats. It's a solid title, but I've seen
better. Definitely. check it out, but rent it first.

This is my favorite video hockey game yet.
‘The Icon Interface is an idea that other
designers will wish they had thought of
first. The ability to fight—complete with spe-
cial moves—adds a degree of humor to the
‘game. It’s quite simple to pick up, but diff-
cult to master, qualities of some of the best
games of all time. With completely
adjustable camera angles and loads of
options, FaceOff manages to cover

aspect of the game. Hockey fans, check this
one out before spending money anywhere
else. You won't be disappointed.
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GET

CONNECTED

Interface gives you the chance to praise,
gripe, ask, speculate or simply reflect. EGM's
editors will discuss some of today’s top
issues in the video game industry. You ca
reach the editors of EGM by writing to:
Inu-lccl. I.m-!l to ehn Illl!ll!

1920 High
mbﬂrd, It 's

or, you can e-mail the editors at:
75052.1667¢compuserve.com

[EGM will award a prize to the writer of the
best letter for each month. If you wantto
qualify for the prize, make sure you enclose
your mailing address, especially if you are
using e-mailt Note: The above two addresses
are for editorial correspondence only. Direct
any subscription inquiries to: Electronic
Gaming Monthly, P.0. Box 55722, Boulder,
CO 80322-5722. Also, EGM cannot and will
not personally respond to any letters! The
right is reserved to edit all correspondence
for space (or grammar) purposes.

The EGM editors vote to see who gets in the
Top 5/10 Lists. It all in fun! Send in any Top
5/10 List ideas you have (no prizes, though).

Don't forget to check out EGM's articles,
exclusive reviews and more on the World
Wide Web via the NUKE home page at
www.nuke.com.

Dear EGM,

It is quite apparent just what an active
and important role marketing plays in
the video game industry. | am a sec-
ond-year marketing student at New
Mexico State University. Though my
education is still in its infancy, | have
to wonder what Nintendo is thinking
in regard to its strategy in marketing
the N64. Nintendo seems to be confi-
dent in its decision to try to capture
the interest of elementary school
gamers in the hopes that they'll con-
vince their parents to buy them the
system. There are several problems
with this market assessment, though,
and I'm surprised that Nintendo can’t
see them. First of all, this strategy will
most likely count out those children
whose parents have already pur-
chased a PlayStation or a Saturn.
Parents are less likely to buy another
$200 system after they've already
bought one. Personally, | already own
a PlayStation, Saturn, 3DO and Super
NES and plan to buy the N64. It
makes more sense to me to target the

You make some great points. Right
now, Nintendo is content in keeping
their target audience children from 8
to 14 years of age (but don’t forget,
the parents of those children are the
true target audience). Both the
Nintendo Entertainment System and
Super Nintendo have been geared
toward the younger crowd, and both
have been very successful. So the
company has no qualms about keep-
ing their specialty in that younger
audience and leaving the smaller,
older audience for Sony and Sega.
Despite the marketing toward kids,
plenty of games geared toward an
older crowd are coming out for the
“fun machine” Mortal Kombat Trilogy
and Turok: Dinosaur Hunter are just
two examples of excessively bloody
games that were definitely not made
with young kids in mind (except that
they should stay away from them). In
fact, the back of the Nintendo 64 box
even showcases Killer Instinct Gold,
another violent game. By the way,
you shouldn t feel allenaled by any

ple like myself—who are
more likely to buy and own multiple
systems. Another major problem is
that Nintendo is running the risk of
alienating gamers ages 15+. Older
gamers probably won't buy a system

If you consider
yourself a mature gamer, then you

are probably mature enough to decide
on your own whether a machine is
cool enough to buy or not. A lot of
EGM editors bought the “kiddie”

made for kids. By targeting
older gamers, as Sega and Sony have
done, they also target younger ones
because the younger audience’s per-
ception of “coolness” often depends
on what the older, teenage audience
thinks is cool. Hopefully, Nintendo will
either change its marketing strategy
or at least not limit its software line-
up to kiddie games. If they don't, they
may alienate people like me who
spend a lot of money on and take
their gaming seriously.

William Brady
whbrady@nmsu.edu

64. But then again, about
their maturity...




Dear EGM,
I'm getting tired of all the crud being
thrown at Nintendo because they
decided to make the N64 a cartridge-
based system. They're a billion-dollar
company. I'm sure they know what
they’re doing. When have they ever let
us down (other than releasing the
Virtual Boy)? Just by playing Super
Mario 64 you should realize that
Nintendo is serious about this system,
so why doubt them? And who cares if
you have to pay $10 or $20 more than
an average PlayStation or Saturn
game? If the game is good, then pay
the measly fee.

Ryan Thurman

Branson, MO

It's a much bigger issue than just the
price of cartridge games. As we dis-
cussed in last month’s Interface, the
cartridge format presents a problem
for the people who make the games.
It costs them more and takes them
longer to make. And because of that,
those developers run high risks mak-
ing games for the Nintendo 64. Of
course it's worth paying a little bit
extra for a really, really good game,
but what about average games? You
can bet you'll see some $60-70
mediocre games for the N64. How
does everyone else feel about the
cartridge vs. CD issue?

lama college student who owns a
Sony PlayStation, and | have started
to smile a little bit when the Now

g Screen appears on a game. |
say this because PlayStation and

Saturn CD games have virtually the
same graphics and gameplay as
Nintendo 64 games, but at a lower
price. If I can save $20 on a CD game
over an N64 cartridge game, then |
don’t really mind having to wait in
between stages or rounds. It’s a lot of
money if you can save $20 on every
game. | believe that | am not alone in
this opinion and urge every other CD
game owner to smile and pat your
wallet when the Now Loading Screen
comes on!
Adam
via e-mail

Cute letter, Adam. You've probably
stirred up something with your com-
ment on CD vs. N64 graphics and
gameplay (we can’t wait for the
responses to what you just stated).
On load times: After you start playmg

Dear EGM,
1 was just wondering about Sega’s
and Sony’s commercials. Both the
NiGHTS and the Crash Bandicoot
commercials are lying, aren’t they?
Both commercials claim that the
games are real 3-D, yet both games
are played on a linear path.
Dave Reid
wit299@freenet.victoria.bc.ca

Well, it’s a tricky subject. NiGHTS is a
two-part game. The first part (the fly-
ing scenes) is 2-D play in a 3-D
world. The second part (if you've run
out of time and are walking around)
is completely 3-D; you can walk and
jump anywhere you want. Crash, on
the other hand, is a full 3-D game.
You can move in three dimensions

a few N64 games, those
and Saturn load times will seem that
much longer. Boy, we're always play-
ing the devil's advocate, aren’t we?

Dear EGM,
If you own a PlayStation, and you're
into RPGs, then don’t make any plans
next summer! That’s when Final
Fantasy VIl is coming to the
PIaySlatnon. though Square plans to
release the game in Japan in
December. In December? Wait just
one second. I'm feeling a little left out
here. Maybe Japan getting games
several months before we do is noth-
ing new, but you must excuse me if |
don’t understand why. The people of
Japan will be playing this game at
Christmas, surely a good time for
Square to release the game here.
What's going on?

Shaun Whaley

Fresno, CA

Hey, be thankful that they are
bringing FF7 out in the States at

all! We've missed a few Final Fantasy
games over the years (FF7 is only our
fourth Final Fantasy). As we’ve
explained in past issues, converting
a Japanese game for a U.S. audience
takes a lot of work, especially for

a role-playing game, which usually
contains a lot of text. Square will
have to translate not only the text,
but the context of the game as well
(some of the Japanese dialogue may
not make sense to a non-Japanese
person due to cultural differences).

and the are 3-D. As you
pointed out, the game is linear, but
just because you cannot move with
complete freedom (like in Super
Mario 64 or Tomb Raider) doesn’t
mean that the game can’t be 3-D. It
all depends on how you interpret 3-D.
Does anyone else agree?




Dear EGM,
Why don’t you guys at EGM come out
with a pocket-sized book with all the
games you have ever rated in the
past? That way a curious person can
use it as a reference. You can call it
the EGM'’s Gamer’s Guide.
Richard Lam
richard.lam@galaxy999.com

What a good idea! You should see in
the stores now our 71997 EGM Buyer’s
Guide. It's not pocket-sized, but it
has all of our reviews in there from
past years. It also has plenty of game
coverage, reviews of all the systems,
awards and much more. To everyone
else: This may sound like a cheap
self-plug (which it is), but hey, it's
Mr. Lam’s letter!

Dear EGM,

Give us more Nintendo 64 coverage!
All you talk about is PlayStation this
and PlayStation that. I'm not saying
your magazine is biased, but give me

a break. The potential for the N64 is
beyond anything the PlayStation or
Saturn can give you, and it can only
get better. Quit kissing PlayStation’s
[you know what]. | want to look for-
ward to your magazine because it's
honest and fresh.
Brian Kaplan
Des Plaines, IL

How much coverage can you give to a
system that only had two games at
launch? If we gave it more coverage,
then people would think that we are
biased toward Nintendo. We are not
kissing anyone’s behind. We try to
cover everything fairly. You must also
realize that more games are coming
out this season for the PlayStation
than for the N64. Therefore, logic dic-
tates that you’ll see more coverage on
PlayStation games than you will N64
games. Of course, when more N64
games are created, you'll see more
N64 coverage. Makes sense when
you think about it, doesn't it? If any-
one else feels we are not covering the
N64 enough, please let us know.

Dear EGM,
Have you ever realized that all games
are male-dominated? | know this may
sound stupid, but there are such
things as females on this planet we
call Earth! It wouldn’t hurt to put a
few more women in the games
instead of giving them the role of the
damsel in distress. For example, the
upcoming game Tomb Raider for the
PS/Saturn looks great. Not just
because there is a half-naked woman
with deadly weapons in her posses-
sion, but because it is a break from
having this macho greaseball of a guy
with too many muscles blowing
everything up. Think about it.
Rodney Spence
PRodrig588@aol.com

Agreed, but is Tomb Raider’s perfectly
figured, skimpily dressed Lara Croft
really helping matters? Her character

seems to cater to horny males, as she
is very easy on the eyes. Although
uch better than being the “damsel
istress,” her sexy role falls short
helping women gain equal standing
with men. This is reflective of the
shortcomings of society in general.
The hard truth of the matter is: Sexy
women sell. And as long as marketing
experts do their jobs, we'll continue
to see plenty of them. In order for
more equality to happen (and it won’t
until a lot more women play video
games), game companies will have to
create more “average” females—
mainly ones that don’t put Playboy
models to shame. This way males can
look upon women as actual charac-
ters and not pieces of meat.

Lara

Mai
Tomb Raider Fatal Fury/KOF series

Tekken 2

Super Metroid

Finel Fantasy III Super Mario 84
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Dear EGM,
Issue #87 rocked! There were 185
jam-packed pages of EGM! Your
Super Mario 64 Strategy Guide was
also very informative, but back in
issue 79, John Stevens brought up the
subject, “What is an unauthorized hint
book?” Is your Super Mario 64
Strategy Guide an unauthorized hint
book? Also, in your Tricks of the Trade
section, when are you going to make
the N64 an allowable system so that
the winner of the “trick of the month”
may choose a game for the N64?
Matt Warner
Montezuma Creek, UT

The strategy guide is unauthorized,
and starting this month N64 games
can be won.

Dear EGM,
Hi! As a reader of your fine publica-
tion for the past couple of years, |
was wondering: Are there hobbies
besides playing video games that the
editors enjoy? Also, do you believe
that the PlayStation will lower further
in price? Do you believe that the
Nintendo 64 can do well competitive-
ly in the market after numerous
delays? Now I will tell you why I enjoy
your magazine—because you obvious-
ly enjoy feedback from your readers. |
also like EGM because usually you
will find out events quickly, you are
humorous and your reviews are usu-
ally quite precise. Anyway, | thank you
for your time and hope you continue
to publish this fine magazine.
Edistheman@aol.com

played Street Fighter Alpha, Bust-A-
Move 2 and Tetris Attack all night
long. Some of these guys even stay
after work to play some of their
favorite games (usually Tekken 2 or
Tetris Attack). The Review Crew guys
all have very healthy variety in their
lives. Well, except for Sushi-X. We're
not sure what he does in his spare
time, though we suspect he’s usually
polishing up his various martial arts
weapons like some psycho.

2.) Yes. As of this writing, rumors
are spreading of a PlayStation drop
in price. It may be down to $179 or
possibly as low as $149.

3.) Maybe. Initial indications show
that sales are very healthy, but they
usually are for new systems (except
during the secretive Saturn launch).
Right now, the hardcore gaming
crowd is picking up the N64s. We
have yet to see if the machine will
become a mainstream hit. We think
it will do well—despite having delays
and issues with format problems,

Well, thank you for your
nents! Let’s tackle your
questions one at a time.

1.) Yes, of course! For example, one
day, Shawn and Dan went to Galaxy
World (a local arcade) after work to
play the original Tron and X-Men Vs.
Street Fighter. Once, Crispin and Dan

is a very compa-
ny whose strong consumer name
recognition won't hurt.

4.) We do like to get feedback from
everyone, good or bad (we can’t be
perfect, you know). If you like what
you see, like this terrific Letters sec-
tion (hint, hint), then let us know! If

you see some things that need
changing, let us know too. You, as
readers, are very important to us, so
any feedback is greatly appreciated.
Nice e-mail address, by the way. Our
editor in chief is flattered.

Dear EGM,
I thank you guys for not over-wor-
shi ing the Nintendo 64. | don’t
think that it is as great as people
make it out to be. One of the main
problems is the price of the complete
system. (The base unit may be under
$200, but the addition of the bulky
drive is an additional $200—so much
for the “64-Bit system that costs
under $250) Another problem is with
the cartridge format. So what if the
game is lacking in [graphical] detail;
the CD-ROM will definitely give the
game more depth. One of the produc-
ers for Electronic Arts told me that
Madden 97 for the N64 will be good,
but because of ROM limitations, the
game will not have as much depth as
the Saturn and PlayStation versions.
My suggestion for the consumer?
Wait at least one year. By then, there
will be more than the initial two
games, and the price will drop. 'm
not saying that the N64 will be a bad
system, but the price and availability
of games are areas where the
PlayStation is now winning in.
Chris Humeniuk
humenich@miavx1.acs.muohio.edu

A lot of people at EGM agree with you
(and a lot don’t), except for the part
about waiting a year to buy the
Nintendo 64. None of us are willing to
wait an entire year to buy Super
Mario 64! Speaking of which...

Dear EGM,

I think your magazine's review on
Super Mario 64 was totally wrong.
This game should have received

T 0 P @2 strider Returns Irn Angel: The Return Shadow of the Beast 2 Batman Forever
+3—

Rise 2




You've made it this far in the Light
Labyrinth, and now there is a sand block

2 It in front of you that you can't get past. By
Hercules [ RV now, you've probably tried everything Wind
(&4 [3) 3 Cavern north of the except the Stone Shoes and the Blast Orb. ISR @)Y )

Hobbit Village. As If you use these two items together, you
soon as you walk in, head to your left to find a might just gain another Life Bubble.
whole bunch of bombs sitting together. Equip the
Hercules Glove and blow up the sand-covered stone
north of you. Put on that magical Pegasus Helm and
fly north to find the Life Saver Bubble.

Still can't get that
last Life Saver
bubble? Look no
further than the
Creepy Cavern by
the Fire Labyrinth.
AAs soon as you
walk in, head as far|
to the right as you can go.
You'll find an area where you
can slide undemeath the wall.
Freeze the pond where you
see it and head left to find
the last Life Saver Bubble.

Are you at 98 percent and can't seem to get the last 2 percent? Head to the
Creepy Cavern south of the Jump Labyrinth.’You can find two items in here.
The first one is located left of the spikes. Dig-down into the sand to find a
Life Bubble. Also, once you receive the Jump Shoes, head up from the
spikes and jump over the chasm to find that much-needed Herb.

g X D% TERRL0C

If you couldn't find the
Monkey Suit, then you're
going to have lots of
B problems completing the
game, let alone the
contest. This one is
simple. Exit the King's
LY LT 78l bedroom via the stairs
that lead up. Exit the
castle onto the balcony.




perfect 10s...no question about it.
Sure, the camera angles can screw up
sometimes, but hey, you've given 10s
to 16-Bit games! | mean, come on!
Andrew Bnlchls
ici.net

MORE RACY ISSUES
Dear EGM,

In your issue with the Killer Instinct 2
preview, you mentioned that Orchid
was an African-American character.

The 9.5s that Super Mario 64
received indicated, according to the
Review Crew scale, that it was
“Virtually flawless,” which, believe it
or not, is a fantastic review. The
reviewers gave their honest opinions.
They did not feel that the game was
absolute “Perfection.” Besides, games
are rated according to their own sys-
tem. So 16-Bit games that received
10s are not necessarily better than
64-Bit games that receive 9s (it's all
relative to the respective systems). By
the way, Shawn, Crispin and Dan have
yet to give a game a 10, and Sushi-X
rarely gives out 10s. Apparently, these
guys are very critical of video games
and are not willing to give raving
reviews to every hyped-up game.
That's bad news for the game compa-
nies and good news for you readers.

X X X RATED
Dear EGM,
I heard that the Nintendo 64 would be
getting a few games with porn in
them. If my mom found out they were
going to do that, she would never let
me have a Nintendo 64. Please tell
me that they are not.
Andrew Titus
Scarborough, Ontario

Sorry, we can't tell you that. Nintendo
has an age-old habit of putting too
much gratuitous sex and violence in
their video games. Frankly, we wish
they would stop (we are kidding, by
the way).

HELP WITH DAD
Dear EGM,
My name is Lee. I'm a 12-year-old
boy with no money to get an N64. My
dad says that it is a waste of money.
He says that the Nintendo 64 will be
garbage when a better system comes
out. Tell me something to say or do to
convince him otherwise! Please!

Lee Nguyen

via e-mail

Why don’t you tell him about all the

great pornography you can get for the
sleazy machine?

338] =" |

to my 1 found

that this was untrue. The next time
you print something like that, GET
YOUR FACTS STRAIGHT! It’s one thing
that many African-American charac-
ters are overly stereotyped, like big
dopey boxers (hear that Capcom?),
but some ethnic groups, such as
Hispanics and black women, are not
represented at all.

Leon F. Wilborn

Farmington, MI

I's unfortunate that certain sexes
and/or races are not given fair repre-
sentation. Like we said, video games
are only mirroring real-life society.
(How many U.S. lead TV or movie
actresses are black or Hispanic?)
Hopefully that will change over time.
And on Orchid: We checked in with
Rare (the developers of the Kl series)
and they told us that Orchid is actual-
ly mulatto. We suppose that means
we are only half wrong.

PRICE DROP
Dear EGM,
Do you know what stinks? The
reduced price of the PlayStation. It's
good for the people who couldn’t
afford it at the $300 price tag, but
what about the people who got
cheated out of $100? | would have
rather waited the few months and
lasted with just my Super Nintendo
and Genesis to save that $100.

Tim Ellis, Jr.

via e-mail

STINKS

To be honest with you, that's your
own fault. If you want to buy anything
when it first comes out, regardless if

it’s a game system, a TV, a VCR, etc.,
you are gumg to pay more than if you

PIayStamm will get cheaper over
time, as will any other system. Your
tradeoff is that you've gotten to play
with your PlayStation much longer
than the people who do wait for a
price drop.

P
Dear EGM,
1 have been playing games for many
years but have never experienced a
problem like this: painful eyestrain. |
mean pain so strong, | have to lay
down with a cold, damp cloth over my
eyes. It happens mainly with recent
titles like Doom and Decent. Could
you tell me what's causing this. (I'm
not sitting too close to the TV.)

Edwin Nelson

Chicago, IL

Stop playing Doom and Decent! And
when Final Doom and Decent 2 get
released, we recommend staying
away from those too. It sounds like
your eyes have trouble with first-per-
son perspective games. Many people
experience vertigo (and even nausea)
from playing Doom. The stress of
watching fast, realistic movements
may be hurting your eyes instead.
Avi Doom clones, take a couple of
aspirins and call us in the morning.
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Where Creativity, Your Favorite
Video Game and A Stamp Can
Make You Immortal!*

Kurtis Bond Kervin Negron Peter Yao K. C. Shin
Addison, TX Providence, RI Williamsburg, VA Los Angeles, CA

Put your creative skills to the
test by decking out a plain #10
envelope (the long business
type) with your own unique
touch. Send your letter art to:

EGMLetter Art
1920 Highland Ave. Suite 222
Lombard, IL 60148
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EGM?

Tips, Tricks and Strategies for Home and Arcade

December 1997

EGMF kicks off major
coverage of three major genres
starting with the latest trend
of games: adventure. From
Disruptor and Powerslave to
King’s Field 1l and Tomb
Raider, we have all the tricks,
strategy and maps to get you
through the tough parts.

Adventuring isn't the only
focus getting a lot of attention,

D g games are really

screaming; we'll show you
when and how to take
those turns.

as EGM redlines with a ton of
driving action where the race

heats up between Cruis'n The
World, WipeOut XL and Motor
Toon. Check out the tactics
and maps so you'll know wt
to slow down and when to
up the pace.

Finally, we've covered the
fighting genre with a quick
moves update for fast and easy
ac As a year-end treat,
we've put our trick guru to the
test with a synopsis of the
year's best tricks. So no matter
what game you're still playing
or may get this holiday season
we've got you covered.

AJOLS FINLVYIT

A newer genre. adventuring, has really

round, and EGIVF is goin:

ained some
in full force. With tons

g
of maps and strategy, we'll show you how to get past
the difficult segments to conquer the game.

The EGM editors are in the
air flying to Japan to gather
the latest game info from the
new Tokyo E* trade show. In
addition, we should have the
most up-to-date pictures
(including a hands-on test of
Resident Evil 2) of the new
discs being debuted at the
Tokyo PlayStation Show. As
usual, you'll find this exclusive
information and news only in
EGM and months before
everybody else.

Our Review Crew is already
tearing into Sonic 3D. Next
issue they'll tell you if it lives
up to its reputation. Also watch
for a special blowout Review

If you just got a new game for
the holiday
want to check out i
issue with a tricks wrap-up of
the best tricks of the year!
You'll find tricks and codes
for just about any game you
might be getting.

season,
is latest

Don't buy a game untll you see
our Review Crew's scores for
all the hot new holiday titles.

Crew section where they rate all
the top holiday games.

Finally, watch for an N64 article
that is so top secret that we can't
tell you (or the competition who is
also reading this) what it is about!
Don’t miss the January issue!
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Holiday Hours: Mon-Fri Oct 28 thru Dec 20 9am to 9pm. Saturdays in Nov & Dec 10am to 4pm. Holiday Deadline: Be sure to
Sundays in Dec 10am to 4pm. Closed: Oct 31, Nov 28, Dec 22-25, Dec 31, Jan 1. place your orders by Dec 21, 1pm
We hcoest Funco Order Form All Games Come With a 90 Day Warranty!
R ONE YEAR Warranties are Available
Personal Checks and Money Orders | Hours: Mon-Fri 9:00am to 7:00pm Central
re Also Accepte —_—
RUSH \ 612-946-8102
Phone () >
DELIVERY! System Ttk Qy Pri Look for us on the World Wide Web!
is available on all in stock items. yetam; ‘Tiie ty. "Price http://www.funcoland.com
Holiday Deadline: Be sure to 1 - . : 4
place your orders by Dec 21, pm | T i T - N
2 Win a $25 Funco Gift Certificate!
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1-714%-5737-9076

We carry thousands of games! Here are just a few hot new titles!

PLAYSTATION: 2 Extreme, Area 51, Twisted Metal 2, Soul Edge, Spot Goes To Hollywood, Burning Road, VMX Racing, Soviet Strike

SATURN: FIFA Soccer '97, Andretti Racing, Powerslave, Die Hard Trilogy, NHL '97, PGA Tour Golf '97, Soviet Strike, Mortal Kombat Trilogy

NINTENDD 64: Star Wars: Shadows of the Empire, Tetrisphere, Wave Race 64, Mortal Kombat Trilogy, Killer Instinct Gold, Cruis'n USA

GENESIS: Madden '97, Ultimate Mortal Kombat 3, NBA Live '97, Toy Story, World Series '96, Triple Play-Gold Edition, NHL '97, Pocahantas

SUPER NINTENDO: Madden '97, Ultimate Mortal Kombat 3, Donkey Kong Country 3, Lufia 2... and many more! Call now for a free catalog!
“0ur organization is dedicated to earning your business any way possible, including free giveaways, huge
updated inventory, and of course low pricing” - Charles Euckett, Director of Marketing
“Order fromus. LUe don't suck! Other mail order companies can bite me!™ - Arthur Adams, Senlor UP Sales
“Are you quys M#$king crazy?! Le won't make any money!" - Thomas Uincent, Chief Financial 0fficer
“My bumitches." - Oouglas Oent, President
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ORDPER HOTLINES (212) 290-00315u (212) 290-0432

* Art of Fighting Special Edition: \_ . NEW RELEASES & UPCOMING TITLES
(Art Book & Collector's Coin) "% " Star Glafltor

Beyond the Beyond
Crash Bandicoot
Die Hard Triogy
ESPN Extreme 2

King’s Field 2
Legacy of Kain

NEQ GEQ@ ¢€DS

SF Apha2
SF.Zero2 Sonic Extreme
Steel Harbinger \||n mlnl. .huu Three Dirty Dwarves.
TeNKA Tomb Raider

WWW gexpress.com

Phattest info about U.S. & Import Titles Twisted Metal 2

Wipeout XL 2

Order Games/Prebook item:
Shopping is a blast w/our online catalog.

JAPANESE IMPORTS

2 = PlayStation Titles 0 Saturn Titles
Uttimate Combat ¥ ~ypak Boy Arc the Lad V2 The Apocalypse 4

8 3 Aubird Force L Dragon Ball Z Legend
/R X Belliogger 9 Enemy Zero
\ Fatal Fury Real Bout

N /.
iz A A Final Fantasy VII 5 o Fighting Vipers.
" N s ighting Viper:
Fist A ! Lunar Remix
Heroine Dream 5§ Marvel Super Heroes.

s r e — King of Boxing
- ‘Macross: Digital Mission VFX
) 1 Namco Classic Series
Wave Race . L New Japan Wrestling 2
SF.Zer02 r k
Showdown Struggle 2 anua Cop2
S Virtual On

)

/]
.
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R i
Final Fantasy Keychains call for availability
GAMNE PAUTIC
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- Evangelion Sailormoon + Macro
- Ranma - Magic Knight Ray Earth and Many M

161 Pocier $10.00 each mmnuupx nw %0
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r1Oy 1 TITLES HOLIDAY BEST BUYS
: SONY PLAYSTATION SEGA CD (CONTINUED)
! A EILEGIRL o s ey ® -~
o i iga : Wit Raer i N
t Vi pot For oo i -~
el =
aenigsis SEGA SATURN
Aaddn " Guardan Hores .
. .
Rl i
M;xa\c»:mlm
Soen hirenioo
i %
New: L.I. SHOWROOM YOE A i 38 o ot Gidettng:
167 Glen Cove Rd X”‘“”°“’"'W"§’ze.cn Shoan e (2:);) 2’9?(’13:?{
> 'g Spidermar 9. ‘Spider Man Separation Aniety %
Carle Place, NY 11514 ‘”““‘”"’"‘;3“”" g0 . WWE peada. o Dealer Hotline:
< IS S W (212) 290-0426
Tel. (516) 248-4911 Fax. (516) 248-4913 20 @ N N SR\
(516) (516) \“QO o oS 3 ao® @6"‘ A o For Fax Order:
212) 290-0432
Pricoand avaiabityar subject 10 chango wihout o, Wo accop l major i cards Money i
Orders and C.O.D. Allow 14 b r shipping when paying by ». SIS} Sxk Mogn
3 o o ys for shipping when paying by pe - SHowodnar
Order as late as Dec. 23rd to receive by Dec. 25th! 3 ns wo i only epico I;rh’w Yoms wihh s o Gamos Expro s nol TR o e
Prices do ot include shipping & handling Waririe Vaciai e s 18 Fckouries o ek Tasucive cuios New York, NY 10001



VIRTUAL ON oasis

SONCID BLAST 3 DY OWARVES

UNIU[HSHL HURPTUH

SATURN™ SYSTEM

£

il

CHRISTMAS SPECIAL FPACKAGE DEM

Free Gift with any purchase of games!

UIRTUR COP SPECIAL SHTURNTM S?STEM %H [l [II

= e |ror $200 §249
e PR pTa m&( ~—
on your STUNNER | 555 o "“"m E

d package include:
: Susgom enoes
winiz e §1 70 'Q\ SSMEHORY CARD
VIDEO CDs v o
% < F < wmsas e ACTION REPLAY GAME
o S STUNNER % = 2
i e T e o suamk SHARK </
STICK R . o R R =
& - ?Bz.) ’i o T ancaoe &' 1A
| . " B MEG V@ | RACER
# ¢ mor 1
"

P
NBA ACTIONS1S  WGHTSWI PAOS56

HANG-ON GUARDIAN

-w'ﬁ#éﬁd/:-- 2
Send $10 for our catalug'

To:TOMMO INC. 18521 E. Gale Ave.

City of Industry CA. 91748

5 = r i
s COME UISIT OUR RETAIL STORE AT:1845 E. Valley Blvd #A116. San Gabriel, CA. { <
‘ OMMO TOMMO INC. ‘©
FOR DEALER & WHOLESALE TEL:818-839-8755 OR FAX:818-839-8751 ﬁ*
TOMMO INC. 18521 E. Gale Ave. City of Industry CA. 91748 '*
: / INTENDOS & T

- eMail: tommogames@aol.com [N TERNATIONAL FAX:818-839-8752
o s e




We carry games hardware &
accessories for N-64, Sony,
Super Nintendo, Saturn,

Genesis, Gameboy,
Game Gear, Sega CD,
Jaguar, 3D0, and Neo-geo

&

vl B
B pypus
SUPER STAR WARS

T

ALPHA 2

BLAST CORPS.

Star Wars: Shadows of the
Empire

Mission Impossible
Legend of Zelda 64

Super Mario RPG 64
Robotech

Creator

DEALER & WHOLESALE INQUIRES
FOR GAMES ON N-64, SONY,
SATURN, NEO GEO

Wayne Gretzky’s 3D Hockey
FIFA International Soccer
NBA Hang Time

Monster Dunk

Ken Griffey Jr. Baseball
Turok: Dinosaur Hunter
Goldeneye 007

STAR WARS

ISCO enr, ive.

TEL: 310-860-9696
FAX: 310-924-5300

Prices subject to availabillty. Al logos are registered trademarks of fespective companies

For store nearest to you
call head office:
310-860-9696
17429 Pioneer Blvd.
Artesia, California 90701

Buggie Boogie

Freak Boy

Tetrisphere

Mortal Kombat Trilogy
War Gods

and many many more

POCKET GAME BOY

PlayStation.  — 2
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THE GAMES YOU WANT THE PRICES YOU NEED

3

Systems/Access.

sasssssmsssassasassn

T

TRUE ARCADE CONTROLLER
GIFT CERTIFICATES 3 byMAS More than an arcade look-a-like!

AVAILABLE!
e the gift that evayons wants | Call for America’s Lowest
Prices on Game Titles.

GOOD STUFF CHEAP

Call now for a FREE catalog T [— H

WE SHIP GLOBALLY! =R BRVIL RN DISCOUNTERS

B L Rt ) s
g wmae - o 15 -$93 8188
P.0. BOX 2708, NOVATO, CA 94948  FedZx

SAVESSAVESSAVESSAVESSAVESSAVESSAVES  Call Now Order Now Call Now Order Now Call Now
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coming Titles
rusin’ USA
last Dozer

ot lar

irby's Ai Ride
ission Impossible

bo Tech
hadow of the Empire
tar Fox

uper Mario Kart R
urok Dinosaur Hunter

Import
MACROSS D.M. VFX
ARC THE LAD

NOT TREASURE HUNTER
KING OF BOXING

SUNSET
NAMCO MUSEUM 4
PILE UP MARCH
SEXY PARODIUS
ALL JPN PRO-WRSTLG 2
€00L BOARDER
G0 KART
SOUL EDGE
WILD ARMS

ERA

i US
—— STREET FIGHTER ALPHA 2
HE

NHL FACE OFF 97
DESTRUCTION DERBY 2
TOBAL NO.1

TOMB RAIDER
DISRUPTER

JETMOTO

NFL GAME DAY 97
TWISTED METAL 2
WIPE 0UT XL

NASCAR RACING

1AON SLW 9 $59

RANMA 1/2

ORDER HOT LINE:

618-281-9282

DBZ 2 $59

GUNDAW 549
=

JoRAceN;
P
.

7 & 7 S.BOMBERMANA -
Eaadi " 3 SALLOR MOON RPG

¥ SEGA SATURN

Import
VIRTUA COP 2
RIGLORD SAGA 2 4
LUNAR SILVER STORY
LANGRASSIER 3

ROCKMAN 8

ENEMY ZERO

SAILOR MOON SUPER §
SAMURAI SHOWDOWN 3
FAR EAST OF EDEN 4
MASTER OF MONSTER
THUNDER FORCE GOLD PK
SAKURA WARS:

GUNDAM GAIDEN 2

TACTIC OGRE

us

DAYTONA CHAMP ED.
TOMB RIDER

MORTAL KOMBAT 182 DUO
STREET FIGHTER ACPHA 2
SONIC X-TREME

MAGIC KNIGHT RAY EARTH
NBA JAM EXTREME
KILLING TIME

*NOW YOU CAN

AY ANY IMPORT
SATURN GAMES ON
US SATURN SYSTEM
WITH SATURN
CONVERTER GRANDIA
* SFC/ SNES
Bl =g NEON
§15

DRAGON QUEST 6
SECRET OF MANA 3

mmﬂ; Solor Moon § 879 Gun Hazard $49. Ranra 172 $39

FINAL FANTASY 5
S.FIRE PRO WRESTLG

ngine

Dealers and Wholesalers Welcome
710-1 W. Las Tunas San Gabriel, CA 91776 « Fax: 818-458-6845

0D

We carry posters, T-Shirts, Novelties, wall scrolls, and game music CD s

-3




lnterdct Accessories wants to
# Jump-Start.your holidays with
_ olimited edition GAME SHARK
. T-SHIRT - FREE! Show the
g world that you really can make
/ /" your.own rules!

To get your exclusive, FREE GAME
SHARK T-SHIRT, simply purchase a
* Game Shark for either the PlayStation™
or Sega Saturn™, fill out the coupon
below and send it to us with your
original sales receipt. You'll be
_sporting a Shark shirt in no time! A

, X 1

g4 - : “ I
4 1 I've purchased a Game Shark for the PlayStation™ or Sega Saturn™. :

1

/
1] Send my FREE shirt herel: h

’
7 NAME.
\ ¢

e | ADDRESS

» \
r ‘, CITY. STATE zP \
4 ]

| PHONE E-MAIL

! MAGAZINE | CLIPPED THIS COUPON OUT OF:
QOGamePro JEGM O Next Generation U Game Players

SYSTEM(S) | OWN:
= PIayStallon QO Sega Saturn @ PC Q Nintendo 64 U Sega Genesis | SNES
betvsen Ocober | and January 15, 1957 ,’

i
i e e s e
United States and Pueto.  \.

InterAct Accessories, Inc.
www.gameshark.com{ N> Va/ ARECOTON® COMPANY
i " Y 7 m 'EF 10945 McCormick Road
Hunt Valley, MD 21031

arkis atrademark of ArdeAct cosssodes nc, PlySiaton e a radefiacof Sony Computer Entertalment Co. Sega and Sega Satum re rademarks of Sega Enterpises, L
their respective pubis

Niotendo



Take a bite out of your games with InterAct’s Game
Shark! The holidays may be coming to an end, but that
doestn’t mean your games should. The Game Shark for
the PlayStation™ or the Saturn™ is your ultimate
weapon against those winter blues! You can fight
longer:, Kill more, score higher and go farther

in every game! Forget those thumb-twisting
combo-moves and complex finger exercises.

The Shark gives you more power in every game,
every day! You'll torch your enemies with the
flomethrower in RESIDENT EVIL, grab your BFG
in DOOM, laugh at death in KRAZY 1VAN, and go
for nothin’ but net in NBA SHOOTOUT.

) The Game Shark gives
you codes for all the
games in this ad and more!

More Codes + more games = more fun!
With the Game Shark, you won't just own
games anymore. You won't
Just play games anymore.

You'll make your own rules GAME
for every game you can seign U Rl
get your hands on. AN | e

And check out InterAct Accessories’ full line of high-performance controllers for the
PlayStation and Saturn. InterAct gamepads and joysticks give you the quickest response,
fastest fire, and deadliest precision of any controller on the market. With the Game Shark
and an InterAct controller, you'll have ultimate power at your fingertips!

HOW RYANABLE FOR ARVEHDO 64 — SHARIPED MRO 64 Confrofler!
RARCADE SHARK Rreade Joyshic! FUIGHT FORGE PRO 64 Flight Conbrol Sysiem!
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Wore Weroes:
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FLE WIOR, T 1Y)

The most powerful colle

Super Heroes unite to battle a multitude

of treacherous villains on your Super NES!
It’s an incredible action-adventure demanding
your skill, cunning and might to defeat the
forces of evil and Thanos’ quest for power.

Marve




