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. - trange how Paul seems to have
( BAUL DAVIES | _" been working a lot less hours
recently, played loads more
l games - but not quite so many as Ed, of

' course — and CVG has been right on
schedule for the first time in over a year.
\ There can be only two explanations: Paul
2l 1S a Pink Magician from Bettinuppy, who
came to Earth via Halifax. After a brief

EDITOR

CURRENT FAV GAMES: Stay in Rochdale, he saw that London
e Christmas NIGHTS required his assistance. Specifically
¢ Yirtua Figshter 3

EMAP Images. OR he's been getting
everyone else to do all the work for him,
s0 he can scive off and go to the the-
atre with his girlfriend. Hmmm...?

P Wone Race B4
* Wipeout 2097
* Virtua On

o« Star Gladiator

DEP EDITOR

CURRENT FAV GAMES:

* Quadhke
i L

s Wipeout .
* Virtua Fighter 3
Destruction Derbhy 2
Simpson’s Studio
Qutrun

an with a Tan — and a house in
M East Ham. Inspired by his expo
sure to foreign climates, Jaime
wrapped all his belongings — two boxes
of Vitamins, and an N64 - into a napkin,
and left South End. Which is interesting.
But maybe not quite so interesting as
his recent Anthropology studies in
Tenerife. There he watched the antics of
Phil Dawson and Tom Guise in their nat
ural ‘state’, albeit suffering from various
forms of poisoning, which seemed to
incite them to violence. In between

e e m—

ART EDITOR

CURRENT FAV GAMES:
* Wave Race 64

* virtua Fighter 3

* Wipeout 20975

= X-Men Vs SF : _ _ _
s SF Zero 2 swimming and sit-ups, Jaime said a
* Quake prayer for the future of mankind.
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Destruction Derby

Qlvmpic Soccer
Cool Borders

Star Gladiator

S —

'SENIOR WRITER

-

CURRENT FAV GAMES:

Virtua F iZnter 3
Quahke

¢ Chnstmas NIGHTS

——

SF Alpha 2
Wipeout 2097
Wave Race 64

- FWEND

CURRENT FAV GAMES:

Wipcout 2097
Quahke

 Virtua Fighter 3

L]

Wave Race b
.."‘:F Lern 2

Virtua Cop

e behave ourselves on CVG.
Because If we don't, Mike says
he’ll kill Tom. And you can tell
he means it. But there has been some
exciting weather recently hasn't there...
did you see old wossname on the telly
the other day, er, night... okay Mike I'm
writing! I'm writing look! Blah, blah,
blah... (We're not scared of Mike at all,
by the way — it's just a little joke we like
to have in here which makes him feel
proud and we all get to feel smug about
it. Heh-heh.) Look Mike I'm writing as
fast as | can, you know! Can't go much
quicker than this (heh-heh).

W

f you value your privacy, Phil

Dawson isn’t the best man to

have around in times of vulnera
bility. Before you know it, everyone will
have seen snapshots of your bare back:
side, and Phil will be hopping around, guf-
fawing, and squealing, showing off his
willy. If you need assistance in times of
severe trouble (for example, if Tom were
ever to get beaten up by a bunch of
thugs) don’t count on Dawson. He'll just
hop around in the background, guffawing
and showing off his willy. As CVG is an
honest publication, we have the photos to
prove it. But you don't want to see them,

™

An Australian Expression
For People Who Toss Gum On The Street.

GUM.....ENJOY IT. WRAP IT. BIN IT
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PROGRAMMING HEROES GRACE
HMV RETRO EXHIBITION!

On Saturday 19th October one of London’s biggest, most modern video

EHMV

EMNOW HMY « KNOW GAMES

games departments opened a Retro Games exhibition. As this was launch
day, a number of famous English programmers were invited down to share
their thoughts, and generally be available for questions from the public. The
venue was HMV Level One, in London’'s Oxford Street. In the area usually
dedicated, they have (until the end of November) a number of classic coin-
ops - Defender, Pac Man, and Space Invaders — plus a corner lined with com-
puters and video game systems of yesteryear. The atmosphere was a mix-
ture of excitement for the new and unknown as it applied to younger visitors.
Older gamers who grew up with these systems seemed equally thrilled to be
reminded of how things really were — as opposed to the fond memories of
games such as Pong Basketball on the Grandstand entertainment system...

THE RETRO REP

Characters such as Jason Moore, who edits a fanzine/ magazine called Retro
Games, offered an expert insight into what was on display. His publication reg-
ularly details why machines like the Oric-1, for example, managed to remain a
contender for a short while, simply because it could run ZX Spectrum games.

& Excitement? Or confusion that the graphics look like squiggles.

ANDREW BRAYBROOK

The game which brought rockin® [
Andy Braybrook into the public eye
was Paradroid for the C64 - a
weird robot shoot'em up in which
the central character could steal
abilities
from
defeated
foes. Other
Braybrook
classics
include
Uridium (a
vertically
scrolling
shooter), Gribbly’'s Day Out (a plat-
former), and Ally Kat — another far
out shooter. Mr Braybrook is cur-
rently working alongside Steve
Turner under the company name
Graftgold, who are now creating the
motocross game for Warner.

JON RITMAN

Currently producing the stylish, net-
work 3D blaster QAD for Cranberry
Source. Jon's name became leg-
endary when he created the best-
selling soccer game MatchDay for
the C64. However Jon's first game
was a Space Invaders variation
called Namtir Raiders. Of all Jon's
games the most popular of all was/
is Head Over Heels — a brilliant iso-
metrically viewed exploration game.

i

ARCHER MACLEAN

International Karate, a one-on-one fight-
Ing game written for the C64, remains
one of the best, most stylish ever. The
sequel — IK+ on the Amiga — allowed
three fighters on screen, AWESOME
music, and a mental Turbo speed
which all serious IK experts preferred.
You could drop a fighter's trousers too.
Another equally famous Archer
MaClean masterpiece is Snooker, for
the ST and Amiga. You can tell the
guy's rich just from the clothes he
wears. He drives a cool car too.

E—
I

JON COOK

This guy will tell you that he has been
behind many of the major successes
of the games industry as an advisor or
producer. Most familiar to all of you
should be Tetris, which Jon signed for
the PC market in Europe, and Sim City
which was licensed from the US based
company Maxis. Now he's working
alongside Jon Ritman in a marketing
role, and he wouldn't be doing this if
he hadn’t identified potential, judging
from past experience.

" PETER MOLYNEUX

Founder of Bullfrog, whose strategy

- games have helped shape the indus-

try as we know it. Mr Molyneux made
some very interesting points while
being interviewed by HMV MC Jon
Beales. He argued that players are
still enjoying exactly the same games
as they were 15 years ago, albeit
dressed in state-of-the-art graphics
and sporting the latest sounds.
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JEZSAN -

First programmed a hit game at the
age of 13! The game was Star Glider -
a 3D shoot 'em up for the Atari ST
which was so good it practically sold
the machine. The sequel for the Atari
ST and Commodore Amiga was an
even bigger success. Players today will
perhaps better appreciate that it was
Jez San’s company Argonaut who
helped produce StarWing for Nintendo.

STEVE TURNER

Before teaming up with Andrew
Braybrook to convert the most popular
C64 games onto the Spectrum, Steve
Turner made a name for himself with a
Spectrum adventure called Legend of
Avalon. This, along with the sequels

| Dragon Torc and Astro Clone, was a 3D

third person perspective RPG. Under
the company Graftgold, Steve pro-
grammed a couple of brill shoot 'em
ups — 3D Seiddab (baddies spelled
backwards) Attack, and 3D Lunattack.



TONY CROWTHER

Currently Producing Realms of the Haunting for Gremlin,
Tony is best known for his early work released through
Alligata: Potty Pigeon, Blagger (both platform games), and
Suicide Express — a train 'em up of sorts. In more recent
times Tony programmed Captive, a futuristic Dungeon
Master-style RPG for the Amiga. Its sequel, Liberation, is
just about the only great game for the defunct
Commodore CD-32. Tony, by the way, is one of the most
down-to-earth people you'll ever meet.

LA R NN N R ENEENENEE N E NN NN NN RN NN NN EE R

The HMV Retro
exhibition runs until the
end of November.
Depending on its suc-
cess the organisers
hope to extend the
event. Whatever, it is
expected that there will
be some kind of Retro
Roadshow. So expect
similar events in a town
near you sometime in
the near future.

r1 (OFF

THE BUMPER JANUARY
ISSUE OF CVG!

"THECVG HISTORY OF
COMPUTER GAMIES

If the retro news piece grabbed you,

next month's CVG has

got something

which will totally blow you away. More

than 100 pages of insightful info,

and video games from 1o years ago

until the present day. If this book ere

to be made avail-
able as a
standalone
item. 1t would
retall at

around £5.

But CVG is
giving 1t away
FREE with next
month's issue.
Best of all is
that this token
will get you 50p
ofT the covel
price or 1ssue
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(Token 2 by itself is only worth 50p off the January issue

TOKEN 2 (50p) + TOKEN 1 (50p) = £1 off January issue (182)
so collect Token 1, issue 180)
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ISSUE 182 OF COMPUTER AND VIDEO GAMES

te

This deal is so special, we have to slap down a
few guidelines to make sure the people who

who deserve I1. 20

In are the people

here s the gist: This TOKEN 2 can be used with

ast month's TOKEN 1 to get £1 off the January
ssue only. If you only have TOKEN 2 you can
)

only claim 50p off the January issue. So try and
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yOou cannot cash in
two 50p tokens from the same issue
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A Canadian Expression
For People Who Toss Gum On The Street.

GUM....ENJOY IT. WRAP IT.BIN IT. §i%
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mally it's here — the Gameboy Pocket. This

streamlined version of Nintendo's popular

handheld is two-thirds the size of the old
machine, and half its weight. It also features a
larger black-and-white screen which provides
i better contrast than the old green screen.
Nintendo’'s UK distributors, THE Games, are
marketing the machine as a fashion accessory
and estimate the new GB Pocket could clock up
100,000 sales by the end of April. Certainly in
: Japan its release helped push a Gameboy title,
Pocket Monsters, into the multi-format Top Ten.
However, THE don’t reckon the machine is going
to supersede the old Gameboy - sales of which
currently top two million in the UK alone — as the
coloured Gameboys are still hugely popular.
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CLUB SATURN

Which isn’'t actually a club at all, but the name of a
new dance compilation from Sega. Produced by .4
Suburban Base Records, famous for their Drum and
Bass offerings, Club Sega features remixes of music
from various Saturn games, done by some particularly
impressive DJs. Virtua Fighter by Marshall Jefferson
for example, Fighting Vipers by Paul ‘Trouble’
Anderson, and Athlete Kings by Kenny Ken! The disc
also features playable demos of NiGHTS, Worldwide
Soccer, Athlete Kings, Panzer Dragoon Zwei and Baku
Baku. So if you fancy largin’ it to House, Techno and
Jungle versions of Virtua Cop, Sonic 3D or Daytona,
look out for the CD at your local popular music stock-
ists. Alternatively, answer this question to get a disc
for free. What music does Jeffry McWild enjoy when
he's not fishing? Send your entries to:

| WANT TO CLUB MY SATURN, BOYEEE COMP! at the
usual address. The first three correct entries win.

Gameboy Pocket is priced at £49.99 (original
Gameboys are between £30-£40) without game.
Incidently, we've noticed that the link-up port is
incompatible with old Gameboy cables, but if
you're a style-conscious

Pocket guru why would
you want to play with
old skool Classic
Gameboy own-
ers anyway?
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GET PYST!

No doubt that's the witty headline the creators of
the new PYST PC CD-ROM title are hoping for. The
more astute among you may notice the similarity in
spelling to MYST, the top-selling adventure. That's
because PYST is a witty parody of said game. The
developers, Parroty Interactive, are keen to stress
though that this isn't a game. Instead, it features
the Myst island, looking decidedly knackered since
four million visitors have run rampant on it. And
that's the joke — familiar scenes, humourously
distorted, with loads of amusing animations
featuring John Goodman (big guy from Roseanne)
as the new King. There's also a PYST website
(www.pyst.com), with a special ‘Members Only’
area where owners of the CD-ROM can download
video clips and send postcards and messages to
other members. PYST is released on November

10th, priced £14.99. ;
':J

& Dreadful looking sleeve design. But that's in
keeping with typical dance compilation stylee!
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TRIBAL GATHERING REVISTED

By Jingo, these console-related dance albums are becom-
ing standard practice. Of course, you may not think the
Tribal Gathering ‘96 compilation is console-related. But
Sony Computer Entertainment clearly do, as they've
sent us three copies of the album for competition
prizes. And they're quite entitled to their opinion,
considering they sponsored both the Tribal Gathering
and Big Love, this year’'s two big dance events (and
they sent Tom to Tribal Gathering and he still hasn't
said thank you - so thank you). Anyway, let's cut to
the deal. To win a copy of the album, just answer
this tribal question. What was the hair colour of

the cavepeople that lived near the sea in One
Million Years BC? Send answer to THEY HAD FUR NOT
HAIR IN THOSE DAYS COMP, at the usual address. First three
correct entries (or the furriest postcards) win.
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LIGHTLY SPICED!

sponsoring the girls to turn on the Oxford Street
Xmas lights this year, at a cost of £75,000! And

Here at CVG we refuse to admit we fancy the
Spice Girls (although Ed blushes and looks away
when we mention them). So it make us feel
ashamed and dirty to admit we were most inter-
ested to hear Sony Computer Entertainment were

damn it, we admit to wanting to see them per-
forming the filthy act outside HMV (near Bond St
tube) at 6pm on the 7th November. Of course, by
the time you read this it'll already have happened.
All the more Spice Girls for us then. Yippeee!



PREPARE FOR JONNY QUEST!

Last year it was Power Rangers, two months ago it was
Toy Story and last month it was Independence Day. Now
though, the hottest toys around are Jonny Quest figures!
Jonny Quest is a teenage crime fighter who travels
between Earth and a mystery land known as Questworld,
and his hot new animated series — created by Hanna
Barbera — is currently being aired on BEBC 1 on Thursdays
at 4.10pm. Already a guaranteed smash-hit, the action
figures are also tipped to be THE biggest-selling boys’
toys this Christmas. And being the supercool godfathers
of toys that we are, CVG is giving you the chance to win a
complete set of Jonny Quest toys. Which, in case you're
wondering, is all this — 10 action figures complete with
accessories, 4 deluxe figures that turn into vehicles, and
three Quest vehicles (the Porpoise submarine, Rover
mobile, and Cyber Copter). That's nearly £180 worth of
kit! All you have to do to own the snazziest toys around is
answer this question. What is the occupation of Jonny's
dad, Dr Benton Quest? Send your entry to HE'S A
GREENGROCER COMP at the usual address. The first
correct answer (or the most amusing, or the one on the
best postcard) wins!

RENT A COIN-0P | 222
FORNMAS] |

But only if you're very rich. A
press release sent to our office
from Corporate Amusement
Services, suggests the idea of
boosting your Christmas parties
by decking them out with the lat-
est arcade machines. An awe-
some idea, however... the likes of
Prop Cycle, Alpine Racer or two-
player Sega Rally will set you back
£495 for one day!! And 4-seater
machines cost £795. Still, if you
happen to be Bruce Wayne (or
you're a mad person who has
uncovered Black Beard's trea-
sure), this might seem like a rea-
sonable proposition. For more
information or a brochure call
Image Wizard at 01883 730666.
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AN IRON MAIDEN GAME! ~ : ocuces
. you around
Or more precisely a game based around the famous fifty quid on
oy devil-worshipping rock band’s mascot, Eddie The Head. Saturn this
o Melt is full 3D game which puts you in the role of a Xmas. But
time traveller, who must stop eleven evil Eddie clones hey, why not
- from destroying the fabric of the universe! Typical Iron pay £495 for
& There’s little Jonny at the front, testing his inde- Maiden stuff, with a soundtrack by them too. The PC one day’s
structible toe-caps on the awesome Rover’'s fender. CD-ROM is set for release tis month, with the fun? Yeah! T -
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After that he's off to pick up his dad, Benton.
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PlayStation version to follow. More next month.

An American Expression
For People Who Toss Gum On The Street.

GUM.... ENJOY IT. WRAP IT. BIN IT. 3
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THE GAME DESIGNERS NETWORK'

TOP DEVELOPERS CREATE POWERFUL SATURN GAMES FACTORY!

ne of the most incredible pieces of
o gaming news, revealed recently at the

Tokyo Game Show, is that a group of
major developers have joined forces to create
a programming powerhouse for the Saturn.
The Game Designers Network (GD-NET) exists
to enable smaller game companies to
against the major software giants, while allow-
Ing them to maintain their creative freedom.
Currently, nine software houses are involved
(see elsewhere on this page), and this new
organisation will coordinate the technology,
manpower, marketing, developing and funding
for these member companies.
The theory is this. The cost of CD-ROM
development is escalating. And at this rate all
future game investment will lie in the hands
of the major software houses, who will put
smaller companies under their brand name.
Through GD-NET, these companies can take
responsibility for their game development,
with their own names on the finished pack-
age. This also gives them a greater desire to
produce quality software, since people will
know who produces the good and bad games.
What's more, the companies can exchange
ideas and information with each other, thus
gaining help from other teams who may
specialise better in certain areas. Although,
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TREASURE

The acclaimed creators of Gunstar Heroes,
Dynamite Headdy and Guardian Heroes are
quite possibly the highest profile team in the
GD-NET. Not much is known about their next
big project short of its name — Silhouette
Mirage — and the release of this main charac-
ter artwork. However, even from these it's
clear that this game has the winning style of
the aforementioned games. If it has at least
the same quality of gameplay , it's going to
one of the most incredible games of 1997!

as rivals, they’ll still keep their own top-secret
development tools to themselves.

Funding also plays a vital role. Previously,
developers have been limited to strict budgets
set out by their publishers. This meant they
could be forced to compromise their own
ideas to meet their publisher's idea of what is
a '‘good’ game. Also, exceeding budgets or
deadlines meant the financier could make
them cut corners, possibly resulting a poor
final product.

At the centre of GD-NET is a company called
ESP (Entertainment Software Publishing),
whose job it is to draw in funds for games
which the individual companies would have
trouble financing. In their first year, ESP
intend on supporting 10 to 15 titles at a total
financial cost of 1,000,000,000 yen (approx
£6.7 million). This leaves the member
companies free to develop games the way
they want, without development interference
or financial worry.

Clearly next year promises monumental
events for the Saturn. Seven game contracts
have already been given the green light. And
considering the quality of the teams involved,
we can only imagine what they'll produce now
they have full creative and financial freedom.
Watch this space!

GAME ARTS

The makers of Mega-CD Silpheed and Gun
Griffon are now working on an incredible
looking new game — Grandia. From the pic-
tures you may think it looks like just another
RPG. However, it's Game Arts’ experience
with polygons that makes Grandia so differ-
ent. Although the characters are sprites, the
backdrops are realtime-generated 3D. So
instead of any point-and-click style interface,
you can interact totally with the environment!
Anything can be touched or held, characters
can sit down before eating, or kick bottles
across the floor. To date Game Arts have
spent two years on the game, clocking up
20,000 frames of animation!

The story follows a boy called Justin, who
has been born into the industrial age of his
world. However, he dreams of travelling to
the ancient times of the Enjuul civilisation,
which were said to be even more advanced.
And he longs to be reunited with his father
who vanished after giving him the Spirit
Stone. One day, while exploring some ruins,
the stone begins to glow. In a quest to dis-
cover why this is happening, Justin travels to
Elencia, a new continent that is said to hold
unknown new technology.

Each location of Grandia is promised to
possess an individual style of its own. And
already it's clear that graphically Grandia is
said to look fantastical. Unlike any Saturn
game we've ever seen before! In fact,
Japanese interest in it is already said to be
stealing attention from Final Fantasy VIl
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see it running before we believe it!

& Can Saturn really do this? We want to
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THE POWER OF NINE!

Who are these nine companies that, when
combined, are known as the Game Designers
Network? A few of them are quite obscure in this
country. Namely, Japan Art Media, Neverland, Onion
Egg and Bits Laboratory. Others, such as the CSK
Research Institute, are significant because they are
related to CSK venture capital, who play an impor-
tant financial role. Then there's Quintet — the peo-

ple behind the Actraiser Series, Soulblazer and
lllusion of Time. Sting — creators of Treasure Hunter
G, published through Squaresoft to critical acclaim
— are working a new title called Baroque. We'll have
more on these companies and their games in the
near future. In the meantime, here’s the two most
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@ Grandia - Game Arts newest and most ambi-
tious project yet. It's taken two years so far!
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& You'd better believe it. Short of the characters,
everything here is realtime generated 3D!

& We've yet to see it running, but so far it locks
as good as FFVII on PS. And that's pre-rendered!




Winner of the US Open, there’s only one player that
leads the world: Pete Sampras, and there’s only one

smash, hit tennis game: Sampras Extreme Tennis.

8 world stadiums, 22 intelligent motion-captured
opponents, mathematically-accurate ball dynamics,
fully sampled speech, sound fx and crowd atmospherics
combined with camera action tracking and optimized

viewpoints delivers exhausting games, sets and matches.

SAMPRAS

TENNIS

Yeah, you can be a spectator, but if you want experience

how Sampras’ opponents really feel, there’s only one way
to find out: Sampras Extreme Tennis now available for

your PlayStation.

“The most realistic tennis game ever,
and an absolute joy to play.” 93 9%

Tl H HA1 magazine

““State of the art... An innovative and
frighteningly realistic game”
TOTAL SPORT magazine

GamePro 93%

Play 90% Classic a" _ﬂﬂl’l&'lllﬂ&'lﬂl' |

I‘Iﬂy":ti-m.l-[.n-n P‘H]Stﬂﬁﬂﬂ P’HS 90% Pfayabfﬁty WORLD CLASS PLAYERS

& The Codemasters Software Company Limited. ("Codemasters™) 1996, All Rights Reserved. Codemasters, Sportsmaster, and Sampras Extrermne Tennis are trodemarks being used under license by Codemasters Softwane Lompany Limited
'&_' and “PlayStation® are trademarks of Sony Computer Entertainment Inc,
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he best place to be if you're
fishing for players’ opinions on
the games and machines you
care about, 1s here. Notice we don’t use
a load of release date info to fill space,
this is purely for you to sound off
about burning issues. We don’t mind you
getting too technical either - as we
reckon we can handle it. So give us your
best shot, only try not to bore the crap
out of everyone while you're at it
(Roland Burke’s letter is borderfine
boredom incarnate). Address to: WHILE
YOU WERE SLEEPING...
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SECRETLY WANTS AN M2

Dear CVG,

| hope that you can, and will, help me. | have been
awaiting the release of the N64 for 15 months (since
seeing It in your mag in issue 163). But when | read in
iIssue 178 that it is yet again to be delayed for Britain
until April 97, | have decided | can wait no longer. So,
with your help, | intend to buy an imported US machine
when released. So could you please assist me and
answer my guestions? Will the N64 work on my TV
which can accept NTSC video playback signal, and also
on a TV with an S-Video 8-pin socket? Is N64's power
and graphical capabilities a noticeable and substantial
improvement over that of the PlayStation's? What is
your opinion on the upcoming M2's capabilities, have
you got any of its specs - ie what speed do its twin
602 processor CPUs run at, and what's its polygon
count? Also, how do these compare to that of N64's?
Kevin Thompson, Cumbria

m

—t

CVG@G: The answer to all three N64 ques-
tions is 'yes'. As for M2, we published the
first ever screenshots of D2, from Warp,

last issue. This month we hope to have brought you
more inside information (see News, and New Games).

Dear CVG,

Do you know where | can get a T-Shirt with Pac-Man on
it? Are such things made?

| think it would be good to have a section in FreePlay
where people can write in with their ideas for new
games. The games market will get less and less origi-
nal and companies should take note of players’ ideas.
Owen Parry, Gloucester

CVG: There is a company called Million
Dollar, based in London, who /f
make great Pac Man T-Shirts.

Here's their number:
0171 376 7688

MAIL BAG,

Computer and

y iy et RSN
V1ideo

Court,

Farringdon Lane,

EC1R 3AU. .
SR e i L T

Clearly, you unimaginative buttheads
aren’t gonna give us a better name for
Mail Bag. So Mail Bag it stays. Satisfied?

London,

Dear CVG,

I'm 24, have owned the majority of home
computer systems over the years (Atari,
Master System, Amstrad, CPC 464, Amiga
A500, Mega Drive, SNES, and PlayStation)
and my loyalties lie with games, not con-
soles. I'd like to make a couple of points.
Firstly, Nintendo are “drawing a line in the
sand”? | am of course referring to their
recent price cut to £199. Pretty arrogant
when you consider the fact that at that we
could eventually be buying only half a sys-
tem! As, without the 64DD, fans would be
missing out on what will be the majority and
most impressive games on that system.
Which leads to my second point. Mario 64!
Best game ever!? Beg to differ! Best graph-
ics? Yes... Best ‘next generation’ game to
date? Almost certainly! Best game and game
concept EVER!!? Not even close. The quality
and content of gameplay in a game is decid-
ed by us — the gaming public — not snotty
nosed games mag reviewers (no offence).
The title of ‘classic’ or ‘greatest game ever’
IS given to a game only in hindsight and not
because YOU SAY SO! Games which have
stood the test of time, eg Elite, Syndicate,
Legend of Zelda, etc. These are ‘classics’.
Conclusion? Yes Mario 64 looks great in all
its 3D glory! But in years to come, as tech-
nology improves and with it, 3D graphics,
Mario 64 will fade into obscurity (as its pre-
decessor has) in the light of better, more
memorable games, whilst games like Elite,
Zelda, etc... will live on as alltime classics!
These are the games that deserve to benefit
from 32/ 64-bit update! ARE YOU LISTENING
SOFTWARE COMPANIES?!!!

PS Don't give Sony such a hard time!
They're relatively new to an industry that's
much bigger and more demanding than when
Nintendo and Sega first appeared. This, |
think, speaks much of their potential and
dedication when you consider how many
companies have fallen by the wayside. Give
them a couple of years and then judge them.
In the meantime, with their hardware, third

@ Mario 64: we have no right to call it the greatest game ever, supposedly. So if
Zelda 64 is equally fantastic, is it a classic in the same league as Zelda 37

party support and games like Syndicate
Wars in the pipeline, their fans have plenty
to keep them satisfied!!

PPS A game's popularity is decided by
amount of sales (obvious yes), however
Super Mario World was given free with that
system! Hence its popularity and nothing to
do with quality of game!

Name and Address misplaced (sorry!)

2. CVG: When Ultimate released

their game Knight Lore to the spe-
2 Wi
cialist press, everybody recog-

nised the advancement it represented. And
nobody held back in their praises. THEY SAID
SO and were proven correct. Same as when
Elite appeared on the BBC Micro, it was
Immediately welcomed as a ground-breaking
contender for one of the best games ever.
Damn right Mario 64 is being hailed as one
of the best video games ever, and in some
cases THE best video game ever, because it
IS s0 revolutionary. Nothing this special has
ever faded into obscurity. The experience is
unforgettable. We make no apologies for
bringing this to your attention as we are
speaking from years of experience. Games
reviewers, certainly those on the current CVG
team, play almost ever new game, and cast
a casual glimpse over many more. Our collec-
tive experience is equal to, and possibly
more extensive, than most players will ever
get close to. That's why less sensitive read-
ers trust our opinion. Also there's a distinc-
tion between a classic game, and ‘best game
ever'. Zelda lll: A Link to the Past is a beauti-
ful action RPG, and has stood the test of '
time. However it's essentially the ultimate
incarnation of an already great series. The
same 1S true of Super Mario World which,
contrary to your opinion, is not popular
because it sold with the machine - it has
remained the standard by which all other 2D
platformers are judged to this day. We long
for the day that praises for other companies'
games is not misconstrued as giving Sony a
hard time! Good letter though.

—
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Dear CVG,

@ With fantastic games like Fighting Vipers, NiGHTS and Victory Goal ‘96 Saturn is the
best, says Alan Quirke. But N64 is going to destroy the market, he predicts. Pah!

Dear CVG,

This letter is about a certain coin-op going
by the name of Marvel Super Heroes.

It all started over a month ago. | had just
bought CVG #177 and noticed an article in
Freeplay about Capcom. | was very disap-
pointed to find out that MSH wasn't going to
come out for the PS. But | sort of got over
it, thinking that at least | can benefit from
Capcom’s 3D titles. But on the first day of
my summer holidays | went into an arcade
with my friend and noticed MSH. | decided
to have a go, not knowing what would follow.
| ended up liking the game so much | even
thought about buying a Saturn just for it!
Knowing this was a bit costly for me, (I had
to save for ages for my PS), | decided
against it and played MSH non-stop during
the following weeks. In fact | played it so
much | completed it. So | was getting wor-
ried, knowing | couldn't go on spending all
my cash on this great game!

The point is, if Street Fighter Alpha 2 can be
made for the Super NES, why isn’'t a conver-
sion of MSH possible for the PlayStation?
Don’t tell me the Super NES 2D capabilities
are superior to those of the PlayStation! |
wouldn't mind it being a slightly cut down

my questions as I'm on the verge of going
mad!!!

Michael Watson, Merseyside
CV@G: We're confused about the
Marvel Super Heroes situation

o
too! While Capcom haven't cate-

gorically denied its existence, the signs
aren't good: X-Men: Children of the Atom

has been officially canned, and that game is

much less intense. Also, PlayStation Street
Fighter Alpha 2 is lacking some animations
and features that the Saturn version has. All
we can do is refer you to Capcom’s
announcement that they're ceasing 2D
development on PS to concentrate on 3D
projects. Fingers crossed, PlayStation WILL
get Marvel Super Heroes! Then again...

NEVER OVERESTIMATE- ' BORING QUESTION CORNER

Dear CVG,
| have been an avid reader since Qctober ‘89, the

glorious Batman issue, and | recently purchased a
: Jap N64 after hearing of the PAL version delay. |

have a few questions concerning the N64 and |

: was hoping that prodigious video gaming minds
enlisted by your fine mag might be able to answer
. them.

. 1. | know the Capcom interview stated that there
: would be no 32-bit Ghouls ‘N’ Ghosts outing, but
. how about a 64-bit adventure. Imagine Arthur's

. armour with real time reflections! Could you

investigate?

2. Will Konami be producing Contra: Legacy of War
: or perhaps an entirely new Contra outing for the

NB647?

3. | was playing Goonies on the MSX, the game |Is
i brilliant. Do Konami still hold the Goonies license?
i Any chance of an updated 32 or 64-bit version
: (I know Goonies is obscure but it really has the

potential to make a great game)?

: 4. Will Nintendo be producing a VR helmet or tactile
: feedback device for the N&64 in the future?

5. Will LucasArts continue their Star Wars tradition

i on the N64? Shadows of the Empire looks great

: but how about the original Trilogy?

: 6. How does the humble Super NES emit such

: great sound (eg DKC2, Empire Strikes Back)? Does
version. Don't Sony allow less than near per- :
fect conversions? Could you possibly answer
: 8. Will Donkey Kong make an appearance on the

the sound chip use wavetable synthesis?
7. Could we see N&4 Strider or 194X7?

N647? |s there any idea of when we might see it?

Will it be a game in the same vein as Mario 647
i 9. What resolution does Mario 64 run at? Things

look so smooth, is that just the anti-aliasing at

i work? Can the N64 do quadratic texture mapping

ala Diamond Edge?

NINTENDO: GUILTY UNTIL PROVEN INNOCENT

Having had most computers/ consoles at some stage in the last 17 years, | am, in my opinion, see-
ing the start of a collapse in the console market. And contrary to to what most people think, | see
Nintendo as the culprit. The N64 is not just right for any market in any country. Being cartridge
based it's dated, and software (in Europe anyway) will be quite expensive. The cheapest | can see
games is £69.99 at the least, and who can afford that? Okay, Nintendo may be able to turn out soft-
ware like SM64 and Pilot Wings 64 and turn a huge profit. But what about smaller developers, eg
Microprose, who have pulled out? Also EA are considering pulling out firstly testing the N64 market
with FIFA 97, their most popular game ever. Cartridge is outdated. Why? High manufacturing costs
for one, and slow production rates. Okay, you get instant loading but | believe that with clever pro-
gramming CD-ROM should have little or no delay eg Virtua Fighter 2.

For me there is only one true gaming ‘next gen' console on the market worthy of consideration — the
vastly underrated Sega Saturn. The games are brilliant — especially NiGHTS, VF2, Sega Rally and
Guardian Heroes. When you look at what's coming — Fighting Vipers, Exhumed, VF3, Virtual On,

Manx TT... it's just mind blowing. | know Sony have
a fine machine, but it was hype that put it at the
forefront. In Japan it's different, but then Japanese
gamers know their stuff when it comes to gaming. |
apologise if at first | sound pessimistic then opti-
mistic, but | don't believe the N64 is right for
Europe. Let the rest of the world have it and for me
saying that | see a collapse in the gaming market,
maybe that's a slight exaggeration but it's definitely
what it should be. Lastly, slap on the back to Sega
for the analogue pad. It's brill.

Alan Quirke, Youghal, Ireland

P CVG@G: Cartridges are only a bad idea if

\:,_& the games are bad. Sounds naive, but

when the 16-bit systems were at their

peak, players couldn’t get enough of the hottest
releases. So you could argue that producing for car-
tridge demands a better quality product in order to
make the investment worthwhile. But fair comment.
Saturn isn’t underrated - just Sega have done a
spectacularly inadequate job of marketing the thing.

10. There seem to be slight delays, almost loading
time in Pilot Wings 64. |s this intentional or
decompression lag? | thought the access time on a
cartridge was 120ns?
11. Are there any plans for an N64 link-up cable, |
couldn’t find any ports for one on my machine
(unless you count the EXT.DD port on the bottom)?
12. What ever happened to Jaz?
Roland Burke, (no address)
1. We'd love to see that too!

2. Almost certainly, but those games

benefit from an extensive number of stages, which
requires lots of stored data — especially in the kind
of detail Contra demonstrates. So perhaps we're
waiting for a Bulky Drive version.

3. Konami could do a Goonies style game, sure.
But a Goonies license wouldn't make it any better,
especially not now.

4. One of the reasons Virtual Boy is designed to sit
on a desk top is for legal reasons — Nintendo are
very safety conscious, and don’'t want to have their
users wind up unconscious at the bottom of the
stairs with their head stuck in Mario Land. Maybe
with an N64 acting as an anchor they’ll feel safer
with the idea.

5. Believe us, once you've played Shadows you
won’'t be wanting for more.

6. The Super NES emits some pretty awful sounds
too — ever heard the game Tom and Jerry? It's
down to the skill of developers such as Software
Creations (Plok), and Rare (Donkey Kong Country,
Killer Instinct) to make all the difference.

7. You like Capcom don't you. Yes , 3D Strider
would be cool too.

8. We hear rumours, but Rare continue to deny it.
9. Yawn, yawn, yawn...

10. ...snore. Enough.

CVG:
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:

64-BIT RETUNE OF THE WORLD’S MOST PLAYABLE RACER

« STORAGE 98 MEG CARY
FLUS MEMORY BACKUP

* PUBLISHED BY - MINTENDO
TEL: N/A

T « PRICE € IMPORT i

; /"« SUPER MES PREQUE! :
(CABING GAME | (3 NINTENDO
« MO DTHER VERSIONS PLANNED
I !I‘

{f& ef:&: 83 Even after the 32-bit cool of Wipeout and

i Sega Rally, Super Mario Kart keeps us glued to
I the 16-bit Nmtendo. This Christmas the Né4
ushing the Nintendo 64 toits  gets the sequel. We may never work again.

known limits, Mario Kart 64 is
expected to become the greatest
racing game in the world. After all, it is

still regarded as one of the best games ,
ever made, let alone backing it into a
niche. Even after the dizzying heights
reached by Pilot Wings 64 and Super
Mario 64, it would appear that N64 is
capable of coming down to earth in
style, hitting the ground running
something even more awesome.
This is N64’s first 96-meg car-
tridge (the others have all been
64), and you can guarantee that
every last bit of information is
worth its weight in gold. \
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©Nintendo
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NEW TO THE KART CREW

While there aren’t any more characters to choose,
this year's tournament sees two new entrants.
Donkey Kong takes over from his son

Junior, and Wario booted Koopa out of
e TR s the seat. What this means is the
A balance of power has changed!
KART | - Previously the drivers were -
’ -
—— grouped into four sets of
CON-IROL' . S equal ability: Bowser and
- DK Jr were fast and heavy; i
‘ -
v 5

L

The one reason Super Mario Kart " Koopa and Toad had the best
remains so popular is the intuitive con- manoeuvrability; Princess and

trol, which allows everyone a direct line Yoshi had the fastest accleration

to the brilliant gameplay. With the new but lowest top speed, and the Mario K
analogue interface (the ‘3D’ stick) bothers averaged out. Since Wario is |
Nintendo boast that the control and game- # SPN TUR-N being presented as another o
play has advanced as much as the graphical style. With one foot on the brake, and heavy weight, it makes the situ

the other on the accelerator, ation a little uneven. Possibly
nar BT LA drivers get to spin their kart each driver is now unique,
: through 180°! This is called a which would reflect the fact
Spin Turn, and is explained as that the controls are so
a useful tactic for using much more precise,

weapons on someone close
behind, after which another
Spin Turn takes the kart right
back on course.

SRR

Even standard cornering is made more precise, as the wheels now
turn precisely to match the corners. In some cases it may only
require a slight push to the left or right, while others are sure to
require complex power sliding techniques — yanking the ‘wheel’ to
one side then containing the slide neatly on the other.

¥ REVERSE Yk TIME 011 "5 29
By hitting the brake, then B "
pulling back on the 3D stick,
karts can reverse out of trou- ,
ble. As the 3D world allows I} #
for the appearance of walls, -
it helps that drivers can back
away from one after crashing
right into it! In the Super
NES game it's necessary to
hop around awkwardly to
realign the kart.

4+ Wario joins the race as a new heavy-*
weight, will he be the fastest of them all?

i
l
i
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CATCH ME IF YOU CAN o
Back at the Shoshinkai show last November, we were ' :
given a pretty god indication of what was to come. But,

as ever, Nintendo have surprised us with some excellent

new features to the familiar set-up.

¥ MARI0 GRAND PRiX

The control and new character abilities are sure to enrich
this one or two-player game. Unfortunatley the four-player
option only applies to the Versus mode. However it is pos-
sible to access all three of the standard Cups from the
start — Mushroom (beginner), Flower (intermediate), and
Star (expert). In the Super NES version players had to clear
the first two before attempting the third.

(LA RN B NN ERENEENEEEEEEEEEEEEEE SN EEEE R EEE R R E R R R R R R EENENNEN.]

¥ VERSUS MODE

Up to four player-controlled drivers enter this challenge, in which all CPU karts take a
break from the action. The screen is split four ways, with the ranking position dis-
played in the centre of the screen as opposed to runing down the left-hand side. If
there are only three drivers, the fourth window is left blank. To heat things up a little
bit, Nintendo introduce a crazy new feature...

Lar
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TIME ATTACK

All the obstacles
from whichever
circuit you chose
are removed -
including the other
drivers. The only
competitor is your-
self, with the best
lap represented
as a ghost image
of the driver. Best
times, along with
the ghost image,
can be stored
onto the controller
pack, and taken
to a mate’s house
for a challenge!

TidE N 417 DR

As the Mushroom Kingdom is now presented in
real time 3D, this has allowed the laws of
physics to play an important part. With the
presence of hills, banks, and generally uneven
suraces a new dimension of driving techniques
are essential. For example it is important to
approach the bottom of a hill at speed, however
it's equally as crucial to slow down before
reaching the bottom at the other side - the
momentum could send the kart crashing into a
fence! Banks which follow corners are perfect

AV
0

PICK AN [TEM - ANY [TeM

The ‘weapons’ tactics involved with Super Mario
Kart contribute to at least half the thrills. For the
long-awaited sequel Nintendo have
worked this element so that it is poten-
tially more fun than ever! The banana
count has been increased to five —
there are still the single variety, but
collecting a bunch allows drivers to
leave a deadly trail. Likewise there are
groups of three shells — red or green —
which makes avoiding them a nightmare!

& In Bowser's Castle drivers have to
contend with a flight of stairs! Approach
these at the wrong angle, and it’'s too
late to correct half way down!

* BOQUS BOX

00K at the sne

n Mario Kart 64.
Basically it
tem

something helpt

Iy o1 . 5 5 . o
Box. but nstead of fincding

are shocked by the
i-.l'h.-l"\.u-.l"

adopts the form of an

Ul inside, drivers

explosion oOf :

for power sliding, as the incline prevents karts
skidding off the track. Drivers can also use the
banks to turn into a corner at greater speeds
using conventional tactics.

& Hem Boxes are now these brightly
coloured rotating cubes, whose shade
constantly changes. When an item is
collected - by passing through it - the
box temporariliy dissappears.
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There are 16 different courses to race in Mario Kart 64 -
that's four in each of the four classes. We have details on
nine of them for you here, the first four of which comprise the

Mushroom Cup.

¥ LUIGI GRCUIT

As this is the first race of the champi-
onship the course layout is fairly simple.
The corners all lend themselves to power
drifting, allowing drivers to practice. A tun-
nel encountered half way round the circuit
has a blind, righ-hand corner, teaching dri-
vers to expect the unexpected such as
Iltem Boxes just around the bend.

% MOH MOH FARM

“Moh” is the Japanese interpretation of
“Moo”, representing the cows. The
uneven road surface lowers the karts’
top speeds to around 50 km/h (max is
100). Power drifting is in danger of going
out of control too. Just like in Donut
Plains in Super Mario Kart, there are
moles here who jump out of their hills to
block the way.

¥ TURTLE BEACH

Waves splash onto the beach, and the tide
affects the shape of the course. Dark wet
sand shows where the coastline ends.
Drivers who chance driving too close to the
edge might find themselves swallowed up
by the sea if they're not careful! An inter-
esting point is that there are alternate
routes to follow, which are singposted.

3% DRY DESERT

The final round in the Mushroom Cup! A
railway line is intertwined with the circuit,
and a full-blown locomotive steams its way
around it. Beginners are forced to stop for
the train whenever it crosses their path,
however experts are sure to attempt the
shortcut which involves travelling a short
way around the train track. Bri-illia-ant!

% GHOSTLY LAKE

Looks the same as the ghost house, only much
darker! This rickety wooden circuit surrounds a
dark pond, and, just like in Super Mario Kart,
there is a danger of falling off the edge into it.
Should this happen Lakitu fishes the shivering
driver out. If this place resembles the ghost
house in Mario 64 it's going to be very scary!!!

This too has a precarious drop to one side, as it
follows a mountain trail. Mist prevents inexperi-
enced drivers from navigating too far ahead, and
falling rocks present an unpredictable danger
too. There's even a “Falling Rocks” sign. Going
up it's slow. Coming down no doubt requires
some skill with the brakes!

1+ Thanks Lakitu,
now PUT ME DOWN!

1 OH YEAH! Well,
come on then!

% KINOPIO HIGEWAY

A high speed course in which the karts
reach their maximum speed of 100 km/h!
Giant vehicles travelling alongside the tiny
karts, at some places there is barely
enough room to scrape by as they loom
in the opposite direction. A dirty trick is
to force a rival into one, causing sparks
to fly and them to suffer a big time loss!

% DONKEY JUNGLE PARK

Set in the centre of a vast jungle, where
a dirt track passes by a river. Though a
tantalisimg glimpse of the track appears
on the other side of the river, there is no
easy way of jumping over. The only viable
option is rumoured to involve jumping
onto the paddle steamer at full speed,
then bouncing off again. Good gracious!

1+ Eek! Falling
rocks! Mario! Mario!

T™ Eeek! Eeek!
Aargh! Ooh nooo!

QITMEY () pgt g7

% KOOPA CASTLE

Charactensed by slippy flagstones, just
are N Super Marnio Kart. A narrow carpoel

offers more traction, but 1it's tough staying on

1S They

It since all the other drivers are tryving for the
same line. There's

n."[ -'l
a amr number ol “ o

obstacles in the
form of thwomps
which crush the
and a
massive staircase

o bhounce down.

careless,

JOY TO THE WORLD

Christmas is coming, and so is Mario Kart 64.
On the 20th December our man in Japan will
be queuing alongside thousands of kart-thirsty
punters so that we can be among the first to
OWN this magical new game. Next month we
hope to provide more gameplay details. But
until then... AAAAAGH! WE CAN'T WAIT!!!




Norm's the name, sensible
music's the game! Call that
dancing? It looks like you're

trying to wipe something
off your shoe.

Wow! A hundred
and fifty beats per
minute—and that's

just my heart.

| hape he's come
on his own.

You should be
at home getting your
beauty sleep - look what
it's done for me!

Anyway you shouldn’t

be listening to pop and

roll music. It dissolves
your brain cells!
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We've waited so long for the third major
N6’r game we almost considered writin
ourselves! Of course our mortal efforts

bee.n dreadful. Wave Race, on the
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s a god_-  piece of work.
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IT'S WATER

© NINTENDO 1996

bucket of the stuff into your telly' There
more to it than appearance too, as waves
directly affect the handling of the Jet Skis"
which can work for or against the rider.

sational 'It boosts Speed tan Thay,r re nut " risky as there is a chanc:e uf riders belng Ienge on a perfect surfan-a cnmas frnm Iaarn-
especially random, which helps seasoned M bounced off their seat. Once you're used to it, ing the course to the finest detail, so you can
Wave Racers plan ahead. ~ though, it's ace! tuck in close to corners.
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now IIIJES IT FEEL?

'- T' T’h f a.u_ “' “"I""‘T‘* F-'. ‘1!; fg he j&f ﬂ"fﬂ ‘more
than pushing Ieft or right — the stick is used to vary degrees uf turn, as
well as tilting the ski forward or backward in the water, or even in the air. .

In addition to that, riders perform stunts according to how the stick is '*1 DR
manipulated. Such details soon become second nature. After that the e
game becomes one big opportunity for showing off!

T I

#_"-’-‘f-

L

-
-"!
b,

oMD" T ¢ N esees MR TS

E "_

— A - ——

*'L'a.‘l... W ¢ 4
— - - W IE's sometimes better to duck through i
wr Ly . _ _them. Ahis slows your speed a little, but it "« J
i e aid tighter cornering and avoid collisions with ,’
other riders. Plus it looks extremely cool.
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Most bam t‘.'rf alr Gﬂrnutjpf is Know g hﬂw fai-tu‘iean 0 a corner.
The more ;ou_jean ﬁ}eﬁ the drag on the'water. Striking the right
@ balancesbetween how wide the arc is. and how mueh water friction you

oreate is the key. . il



WERVING
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u : rough areas Use the waves to bounce the ski ahead by pulling back slightly on the stick.
3, the stick is This raises the ‘nose’ of the ski, leaving it to hop over a series of deep
e ski around. troughs in the hope of preventing loss of speed. Kind of unstable though.

female The bikes are alt tun&d tha same, hut each nder s physlque affects -
their handling. In the Time Attack option it's wise to select a rider whose
abilities are best suited. However, for the Championship you need someone
who you feel comfortable with all round.

. AR S P<3 "fice balancs BEteS; agllity and tee your ﬂrst champlnnship o
77 ) acceleration power. Expert level. He has the power!
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Heavily built, which makes him

slow to accelerate and difficult

to steer. However his top / The most delicate character to
speed is the best, so & W ry . BeEe® control - it's very easy to over
skilled racers choose him . b steer with him. Requires minute
all the time. i . adjustments on the 3D stick.
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v vast expanse of deep water is mess around. |n Wave Race 54 there are i om 3 5Ki'S ing
" points to be gained for exploring the alternative uses of your machine... and "and power rat-io iner raﬂu : nntrﬂ!s tﬂp
4 = it gets pretty spectacular! speed and acceleration, while handling is
broken down into steering and grip (the
amount of surface friction). After some
: : . experimentation there’'s potential to cre-
BEOHE T BPRES " ate the ultimate Wave Racer.
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height — usuai!y gained frnm a
 ramp, though there are a cou-

ple of super waves which serve
_ thessame purpose. Tap for- _

ward, then pull back hard on Ly . this successfully The rider throws his/
© the stick. " '- her weight to one side, forcing the

weight of the ski around them. Tap left
(or right) then push hard right (or left).

H'

‘accele tnr fur a s&cund and press wards p-usltiunt It's okay to stay can be fullnwed by a backward phystcal pmpertlas g!vfng that
down then up. The rider stays in like this indefinitely too. Rotate the somersault. For the rider to buoyant feel. Upon leaving a
this position so long as the stick is stick clockwise through 360°, then hop up there, rotate the stick ramp, pull back on the stick to
pushed up. press down. counterclockwise through gain extra height, then push for-
360°, then press up. ward to dive beneath the waves!
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E'ITIHE YOUR FEET WET!

ntques fur all the cirnul’ts tb prepare fnf the tactics
overload of Southern Island. To increase the chal-
lenge there are three levels of difficulty: Normal,
Hard, and Expert. Plus a secret Reverse mode upon
finishing first in all three. . 4

ITENDO 5

[T AP

Sl e tyeBeach

long stralghts and two sharp corners, The only ub ag
are the buoys, which slow the ski down if they arg k
into. On Expert level the other riders capitalise o
slightest mistake.

-------------

SILNSEY E

Unforgettable because of the amazing solar flare effect.
Breakers work for and against riders here, bashing toward
after clearing a ramp, then sweeping away toward the penul-
timate corner. A dolphin swims alongside just before the
ramp on occasion. Magic!

.-'-.'l-'.'- A
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Without messing with the game options {it's possible to
adjust the height of the waves, we've found), Milky Lake gl

LR b ] be o e o
RO A

Choppy as can be, but the most fun to race because of it.
Debris causes problems too. First trick is to use the waves
to jump over a stone jetty — which is risky but saves a lot of
time. Midway through the circuit at Hard or Expert level, a
lock gate opens to allow riders through (see middle pic).

............

|L LF :.fi‘iﬁ.@
The most spectacular of all courses, as it surrounds a giant
oil tanker moored to a rusty harbour. Mid way through the
race in Hard and Expert class, there riders are led through a
tight tunnel — which passes through the harbour itself!!! That
helicopter, by the way, is extremely big and noisy!

' ULTRA REALISTIC JET SKI ACTION

\
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» BEST LAP

3 (AT POVIER € In time, players learn to take these corners
© NINTENDO 1996 extremely tight, so as to avoid smacking into walls.
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Southern Island
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" be fHES avallab!e in a Tirne Attack game Rlders are

on their own here, with just the time on the clock to
beat. Here's a good a place as any to talk about com-
mon obstacles and penalties.

La: @m Buoy ARG L
Each time you clear-ﬁuoy the
speed power increases by one,
to a maximum of five. Once all
the nntches are lit, the com-

r sheut-MAXIMUM
POWER vever, should you
miss just g auoy, the power

: n zarn More

crucial th e
miss five tiunes b
disqualified.

8 se0ee

YOURE N HRSTPLACE!
Kee? THE PACE!

'ri ff'l" L] '.m"ll 1\ WIGEL
L1ke most reaent an:ade racers around, the action in
Wave Race 64 is accompanied by a commentary. He's
male, and very enthusiastic, with at around 15-20 sepa-
rate quotes which are knitted together to sound authen-
tic. Typical phrases are “Hey, you're in (position num-
ber)", “You've left them all behind!”, and “No misses,
keep it up!”. Unfortunately he seems to repeat the word
"Good” where nothing else is quite appropriate, which
sounds quite silly. Our new lifelong friend is joined by a
softly spoken female.announcer, who welcomes com-

petitors to each race course.

After adjusting your ski to suit, even
going so far as to name your rider,
there is an option to transfer all the details
onto a Memory Pack. This allows fussy
players to shuttle their specialist craft to a
mate’s house, and load it into another
N64. Best times and scores are also
recorded, allowing friends to compare per-
formance. The only info which isn’t stored
is progress through the Championship -
that data is reserved for game carts only.
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; Dtscernmg eyes rnay notice (s as with Mari yehicles are radically changed - from transforming
how Wave Race has changed November catamarans to the Kawasaki Jet Skis. Could it be Jc—PTT
year. Back then the races took in Entiref fer- that Kawasaki.saw the demo at Shoshinkai, and
ent locations, featuring what ap to be a sewer approached Nintendo with a new angle?

level, and Venice-style canal. More Sighi 't 4, St

NOILLDY IS 13( JILSITYTY VLN

)} & Wave Race, as presented to the world last
" November. These futuristic ships transform from
catamaran into canoe, to negotiate the bizarre

courses. Could be we are looking at a prototype
for F-Zero 64!

. stronger sense of realism.
ato identify with the riders,
IUan into the waves, and tumb

2r-an accident is much m oK
\ NS o

SKI VERSUS SKI
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N[X T MONTH...
WAVE HELLO!
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~still joy in humiliating a friend. Especially
when pulling off cool stunts all the way!

L2

'a;:;’f.';!"“ vhict 1&555 its transparency Also the

H‘ ping point (where the waves are seen to
" be ‘drawn’) is brought much closer. The only

@ Choose to have Handicap switched on or off in a two-player race - can you still
win with a massive start delay?
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WF WrestleMania: The Arcade
w Game is the most fun we’ve had

with wrestling games so far, but
it’s still not exactly brilliant. What we
want is a smooth 3D game with loads of
moves and excellent characters, and
that’s just what Power Move could turn
out to be. Only without the excellent
characters. There are quite a few 3D
wrestling games available in Japan
already, and hopefully this is the first of
many to released in the UK.
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RINGS OF POWER

There's a choice of different wrestling rings in which to
fight, varying from standard championship rings to some
In more unusual locations, for example...

A
AN
o * I\
'

@ Here’s a grey ring with @ This is a standard Pro-
a giant bulldog face Wrestling ring in an
printed on it. arena full of people.

& When out of the ring,
slam your opponent’s
head into the railings!

@ Fights aren’t confined
to the ring, as you can
clamber under the ropes.

CONTROL THE BIG MEN

The controls for Power Move are fairly simple, using
just the four main buttons and D-Pad to perform all
the attacks, with the L and R buttons moving the view
around the ring. One button performs a basic punch,
one runs or throws an opponent into the ropes, one
grabs or performs a special attack, and the final one
Is for grabs and submission holds. Different level
attacks and throws are achieved by pushing pad
directions along with the buttons.

(3 If your opponent climbs the turnbuckle, you
can grab and pull them down to the canvas,
otherwise they're likely to jump onto your face!

T R A R S R L AT AR NN TR R !

Forget“Hulk Hogan
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the Undertaker, here

come the terrifying Orange and King Og!

@POWER MOVE

PRO-WRESTLING

HMMM. WHO TO BE?

A big selection of wrestlers is presented, each with slightly different moves. The basic
attacks remain the same with everyone, but the various special grapples and throws change
depending on who you pick. While the wrestlers aren't as memorable as the wacky WWF
characters, they're still kinda funny in a very sad way.
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DA’ JUDGE vs DANNY McGEE

COMMANDANT vs ZOMBIE

CHAINGANG vs MALIBU MIKE

R e

AREA 51 vs ORANGE

B A NS EENENENNENNNNN!

EL TEMBLOR vs KING 0G

SILKY SMOOTh SLAPS

As this is the first 3D wrestling game to be released
In the UK, it stands out from the existing 2D games

by having very smooth animation. All of the motions

are very slick, and some look particularly painful: the
arm break, for example!

NEXT MONTH...
OOH! THAT GOTTA HURT!

i
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MIZEHIRENTS Scl-fl, hyper-speed chase. Grid Run will keep

guessmg, gaming and going for hours.
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ESTPdEN FEFHESH.'NG to find a game that relies on nothing but PURE GAMEPLAY...
gt L there really is nothing like it” - SEGA POWER Y

| * " "Blindingly ADDICTIVE” - PLAYSTATION POWER =
"The most ORIGINAL and ADDICTIVE 2-player game EVER” - SEGA SATURN MAGAZINE

WINDOWS 9

tﬂ, and “PlayStation™ are trademarks of Sony Computer Entertainment Inc. SEGA and SEGA SATURN are trademarks of SEGA ENTERPRISES,L1d.

£ 19396 Virgin Interactive Entertainment Lid. and Radical Entertainment Lid. All rights reserved. Grid Run is a trademark of Virgin Interactive Entertainment Ltd. and Radical Entertainment Lid.
Published by Virgin Interactive Entertainment (Europe) Lid. Virgin is a registered trademark of Virgin Enterprises Lid. All rights reserved.
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B Platform games just ain't what they used
> Mg to be. No - they've gone beyond straight-
L S forward 2D, and it’s no more graceful

S AN .
= = done than this.

f there’s one thing Pandemonium!
I can’t be accused of, it's of being

‘normal’. Normal platform games don’t
feature characters dressed as jesters,
armed with talking sticks which fire
magical bolts, and they most certainly
don’t feature characters who change into
rhinos and frogs. Plus normal platformers

iy O O -

J

= don’t allow players to view the action
== quite the way that Pandemonium! does.

It’s still a 2D platform game, and all
those classic titles deliver, but the 3D is
used to great dramatic effect. Here we
do our best to show you how.

4k i

d

8181V (RYSTAL DYNAMICS CREATE ABSOLUTE ©

First Let’s have a look at our two main heroes...

Your standard court jestertype fella, Fargus comes
complete with a genuine talking jester's stick (called
Sid if you must know) and the ability to perform all
manner of gymnastic shenanigans. He also likes
wearing baseball boots... which ruins the mediaeval
image somewhat! |

- Aclose friend of Fargus who was once a wiz-
~ard’s apprentice - although there's no sign of
~ Mickey Mouse or any mops. Nikki is similarly
~ agile and adventurous, and not adverse to a bit
- of platforming for the masses. What a gall
Otherwise she plays no differently to Fargus.

a stick just like Claypole from Rentaghost.

N

i ‘-__.\.I ":ha

A e © This is Nikki running onto a lift. You don’t
%> While the levels look really complex, they choose to move in and out of the screen -
really only require running to the right. ~ pressing left is enough here.
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MY CAMERA NEVER LIES! R

Apart from looking generally gorgeous in general,
Pandemonium! is even more dramatic to watch
thanks to a floating ‘Freestyle 3D Camera
Technology'. Put simply, this means that the camera
pans around and zooms in and out automatically,
depending on the situation — giving players the most
useful and attractive view of the game possible.
F E 'I‘ Obviously we stand a monkey in a mincer's chance of
[m s showing you exactly what this looks like, or how it
works with static pictures alone!

WHERE DO YOU WANT 10 60 TODAY?

There are a number of weird and wonderful worlds to play through in Pandemonium!, each with
their own theme and graphical style. One thing you can be sure of in each level — whether
you're sprinting through the desert or bouncing from mushroom to mushroom in the guise of a
bullfrog — is that everything is presented in glorious Sexy-O-Vision.

T EEEEEEREEREEERE NN

MIGKTY MORPHING MOMENTS!

As well as being able to chose between Fargus and
Nikki as your main character, you also get the
chance to morph into a variety of different creatures
during the game itself. Apart from acting as a rather
attractive graphical nicety, this is also pretty handy
as characters acquire each animal’s attributes.
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& Morph into a turtle and you'll find yourself
with a protective shell.

[
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& Transforming into a frog allows you to jump
to new heights! Now that's magic.

NEXT MONTH...
ORDER FOR CHAOS

& The giant toadstool boss throws boulders!
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Ravolutmnary 8 player s;multananus split screen
action for Playstatmn & Saturn (with multi-taps)
4 plavers for PC CD Rom*

- Superb gameplay options including micro mode,
rumble mode and full multiple angle playbacks

4 levels of difficulty vﬁry fmm‘leasy to crazy -

ideal for both learners and masters
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Every PC owner has been looking forward to
the sequel to Command & (onquer for the .
last year. Unfortunately, this isn’t it... Y

ep, that’s right. This isn’t the
sequel to the amazing Command & g
Conquer isn’'t coming out for quite %

a while yet. That’s because C&C: Red
Alert is in fact the prequel to the original v TR RE D ALE RT
game, explaining how NOD and GDI were | il  —

formed! Here you play as either the Allies
or the Soviets, working your way through
20 missions for each until you eventually
discover the truth! It sounds excellent
already!
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YOUR MISSION, SHOULD YOU CHOOSE 10
ACCEPTIT.

There are 40 missions in Red Alert: 20 for the

Soviets, and 20 for the Allies. As with the first game

they vary greatly in the amount of time they take to

complete and in their overall objective. Some NE" "EAP[‘NS!

require you to build a solid base and train loads of As well as all of the units which were controllable in the first C&C, there are now a few
soldiers, some are simple “kill everyone™ missions, more which can be used. The dogs, for example, haven't got any long-range weapons

for others you'll need to clear an area of enemies in (obviously), but are very fast when running towards a target. There are different types of
a strict time limit so that a convoy can pass safely, aircraft — gunner planes, bombers, etc. — which can be used, and even a tuxedo-wearing spy
some will require you to send dogs to capture spies, who can’t be spotted by anyone other than the sniffer dogs!

and you'll even get the chance to play a spy and

steal a truck yourself!
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& The unguarded green base is going & Excellent! Fighter planes and a
to get battered by the orange army! submarine versus the gunboats!

| CAN SEE CLEARLY NOW!

While the graphics of Red Alert
aren’'t massively improved over the
original game (they're still all 2D
with little sprites) there's a new
high resolution mode for Windows
'‘95. While you need a Pentium to
try it out, it's immediately obvious
how much better it looks - giving
you sharper graphics and more
detailed objects.
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© Bring on the bomber planes
and take out those barracks!

NEXT MONTH..
KEEP CONQUERING!

& This is where it gets hectic -
a fierce battle for ground!

(& Mike says: “See how the
amazing graphics are rendered”.




he fad for ‘interactive movies’ began
around three years ago with
Trilobyte’s 7th Guest. Last year its
sequel, 11th Hour, was less successful!
At much the same time Sega of America
was splitting itself into component parts.
One of which was Segasoft, a US-based
developer looking at new ways of creat-
ing games, using many of the production
standards of movies. Their main project
has been Mr Bones, which is largely the
work of respected CG Animation and mod-
elling house, Angel Studios. Not without
its problems, caused by the scope and
scale of its ambitions (there’s two CDs of
CG graphics here) Mr Bones is a bit of an
odd one in its final, fragmented form.
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DEAD MENS’ SHOES

The character you control — Mr Bones - is, clinically

. speaking, dead. Bones has been awakened from his
eternal sleep by some great evil force, but one which
he has no intention of serving. The early part of the
game has him escaping his graveyard plot pursued by

' malevolent red-eyed corpses. It then develops into a

| ‘journey into soul" as Mr Bones discovers his salvation

H in the blues guitar. He's given a trusty ‘axe’ by a blind

' Blues Scotsman and discovers it can mellow the

' denizens of hell. The plot is relayed in lots of long;

| digitised video passages, justifying the ‘movie’ tag,

¢ but it must be said that the quality of these is far

. beyond the level of most bog-standard digitised video

' bits — concentrating on real characters and dramatic

. dialogue. Angel Studios know their stuff.
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. @ The FMV is especially brilliant compared to
_; the standard of other Saturn games.
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You're bored with beat "em ups, sick of
shoot ‘em ups and disenchanted with RPGs.
S0 you might, just might, be attracted to
the eccentricities of Segasoft’s Mr Bonesl

Mr Bones™ gameplay is a series of diverse mini-games, almost there to satisfy the story,
instead of the other way around. Some of these are retro-gaming experiences, with an
Asteroids clone and something rather like Parker's ancient Gyruss game. A lot, maybe too
many, are platform sections and still more are really quite weird. There's around twenty in all.

When Bones first gets his
guitar, he has to impress
an audience of demonic
skeletons by playing the
right riffs in time to the
rhythm. Wee-oow!!! Peeow-
peow Weay-iiieee!!! Ooco-
eee-ow!! (Yeah).

Panic-style gameplay as
Bones attempts to man
four sets of bongo drums,
somehow wired up to the
mains in the middle of a
country field. Failure to
bash the skins leads to an
overcharge.

Smacks of a demo looking
for a game idea! Bones is
suspended from a huge gar-
goyle which swoops
through a series of cathe-
drals smashing through the
amazing stained glass win-
dow in each.

iii ftﬁaﬁa ri{a

The ‘FMV’ sections are
polished, but not ground-
breaking. Still Mr Bones
uniquely blends both into
certain parts of its game-
play. In one section a
long sequence of logs
rolling down a hillside
sets the challenge for a
fleeing Mr Bones. There's
also a 3D underwater
section with detail that
could never have been
achieved with graphics
generated real time.

it’s hard not to be
impressed with the way the
Mr Bones sprite interacts
with an awesome pre-ren-
dered dinosaur chained into
the background. Pre-ren-
dered or not his teeth are
more terrifying than Tom’s!

Random parts of an
unspeakably awful joke are
told by Bones using the
controller buttons. To
induce guffaws from the
skeleton audience, these
must be repeated in the
right order.

NEXT MONTH...
BONE IpoL]




Games guaranteed to ruin your social lite,
your love lite and your career prospects.
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on't know about you, but we can
D think of a whole sack full of better

stuff to do with a ready-to-detonate
time bomb strapped to your back, than
run around a rotating chamber trying to
prevent said device exploding. For
starters, you could pop over to LA and
spend as much money as possible except
yours, try and get ex-Eternal girl Louise
to give you a snog or walk up to Chris
Eubank, stamp on his feet, call him a big
girl’s blouse and stroll off again. At least
that would give you a some satisfaction.
But Activision have gone for the ‘rotating
chamber’ option...

L LE N N B R ENENEEEENEENEEENEEEENEENESEESEERESSENESENENEEENREENSENRENENERENENNESHNIHN]

The idea behind Blast Chamber is a simple but bizarre
one. You are trapped in a rotating arena with a time
bomb strapped to your back. In order to prevent this
bomb going off, you must obtain a crystal located in
the arena. While you have this, your own timer stops,
and you have a choice: bump up your time, or lower an
opponent’s. Take the crystal to your own coloured
reactor to give yourself an extra thirty seconds. Take it
to any other colour to make their time shrink by 15.
And that's about it. Told you it was easy.

) llnhﬂngﬂulplkuchmhr(ﬂﬂltlitlu
best way to kill other players quickly. Wow.
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& Finish the Eliminator alive, and a sequence
showing you ditching your bomb is the reward.
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With more and more emphasis being
thrown into multiplayer ﬁaming, finding
original ideas is more challenging than
developing the game itself! So have
Activision finally hit the right note with
Blast Chamber? |

R

e

Further into the game more
icons adorn the chambers.
Speed-up icons are the first
you'll be able to utilise, but
other bonuses include icons
to reset the crystal to a neu-
tral position, give the crystal a
ten-second bomb which kills
the holder at the time of deto-
nation, or one to freeze every-
one else on screen except the
collector of the icon. Nobody
said this was gonna fair!

& The circular icons are power ups that give you a
much needed boost in the race against time. Lovely.

Well not exactly in Blast Chamber. You see, every
chamber has its own quirk or obstacle, designed to hinder
another’s progress. Some are completely covered in
rotation arrows, severely shortening the time you have to
get to the reactors. Others have portals or spikes which
destroy you instantly. A good tactic is to try and rotate the
cage so that people have no choice but to fall into the
pits and turn themselves into mincemeat!

LA R E B B R R EESENEERESESESEENEESNESNSEHSHN.;

YOU [UST

Eliminator is probably the most
entertaining of the three game
modes featured in BC. There
IS no overall time limit, only an
Individual one for each of the
characters, and the aim is to
make sure you are the last
one alive. Eliminator is where
the more devious tactics come
into play because you can all
gang up on one person to take
them out quick, making it easi-
er for everyone else. Just
don’t expect the poor guy to
give help in your time of need!

& It plays better than it looks.

NEXT MONTH...
CHAMBER OF HORRORS?




Woolworths.
As good a place to die as any.
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onsole strategy games are about as
common as a well-used Jaguar, and
the few that are available are
arguably dull as ditch water. All this is
going to change though. Forget endless
pages of historically accurate statistics,
and don’t even bother with grainy black
and white photos of some battle damaged
tank, because this is Command &
Conquer and it doesn’t take prisoners!
Iit’s a strategy monster which heavily
relies on arcade action - it’'s a
resource management
game that’s more
aggressive than
Sim City 2000, and a
frantic blast involving
more more bullets fired
than Deathmatch Doom. Some
would suggest running for cover. We say
stand up and take it. Oh yes!

OFF WITH o BANG!

Anyone who's played Dune 2 on the Mega Drive will find
Command & Conquer strangely familiar. No surprise
really, considering both games were developed by Las
Vegas-based coders Westwood Studios. C&C is
essentially Dune 3, but rather than two factions fighting
over the precious.Spice, this time it's the Global
Defence Initiative and the Brotherhood of NOD who are
aesperately battling for control over the mineral
Tyberium. Hmmm, ring any bells?
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Having left a trail of doom and destruction
when it was released on the PC last year,
Command & (onquer is soon to be unleashed
on Saturn and PlayStation. Will it take these
systems by storm, or is (&( destined for
little more than a light shower?

COMMAND & CONQUER

Armchair generals choose to command one of two armies, either siding with
the good guys, the GDI, or signing up with the nasty Brotherhood of NOD.
However, rather than tackling the same mission from a different perspective, each of
the scenarios is specific to the army. The Saturn version boasts all the missions from the
original Command & Conquer, PLUS every sortie from the Covert Operations data disk.
That's over fifty in total!

CONSTRUCTING

Starting out with a handful of troops and an armoured car (if you're lucky), the objective is to
first build an army before going on to eliminate the enemy. Providing cash is free-flowing,
factories can be built, and from these a wide variety of tanks, combat bikes and troop carriers
are spawned. Reinforcements spew from the barracks, Tyberium is harvested from the natural
plantations, and even air strikes can be called in to level the opponent’s HQ!

& Burn baby, burn! The
flamethrower geezer goes
bonkers and torches a load
of his own troops!

@& Don’t bother messing
around with a couple of
troops, build an army and
then attack!

@ Take out the enemy sol
diers and then raze their
HQ to the ground. See, it
really is that easy.
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alcoholic for two years. | like crisps...”

—m

a ¥
I-I"‘_.I.\_ R
h

rocket

e

QLVE US 4 JFARD

irorcements come in all shapes and size, from

foot troops to marines who walk around with
launchers, There's also a Rambo commando
A#10's hard as nails, but still no match for the tanks

and armaoured cars which appear later in the game.

THE [iiaY [TQ [DO [IT!

Not every mission in Command & Conquer is won just by wiping out the enemy. Some have
assassination objectives in which the target is a high-ranking officer. Others are successfully
completed by using the engineers to run in and capture enemy installations. Still, most of the
wars are won with big guns, so start building!
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W Erk, right from the word ‘GO!” the home "} Luckily the armoured car was quick on the
base is under attack by the blummin’ case, and managed to gun down the invaders
Brotherhood of NOD! What are you waiting for  within seconds! Hmmm, looks like it's time to
soldier, fight back! start repairing the barracks.
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el Just as the last lick of paint is slapped on B After base camp is set up it's time to start
the barracks, reinforcements arrive in the building a power plant to supply electricity.
form of the mobile construction yard and a Meanwhile, enemy troops have been spotted
team of engineers. to the north...

M We need more trm:rps‘ To meet demaﬂds @ That's more like it. Now you've built up a
another barracks is constructed, miraculously  sizable army it's time to charge north and
doubling the recruitment rate. Where do all attack the enemy encampment. C'mon lads,
these blokes come from? go get ‘em!
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Minutes later and most of the enemy sol- W Well done commander! Don’t get too cocky ,-
diers have been ‘fragged’. All that remains is  though, because this was one of the easiest
to raze their base to the ground. missions and there's another 24 to go. Ak!

wwazesed | NEXT MONTH..
RIS WARY

' In this scene two actors were
filmed against a blue-screen, and
the background was added later.
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hen Taito entered the 3D fighting
scene, it’s obvious they didn’t
intend to go where anyone else
had been before. Before Psychic Force,
only Bandai’s Dragon Ball Z series dared
to take a character’s feet off the floor
for longer than a couple of seconds - but
those games are perhaps a little too
bizarre for anyone’s tastes. Psychic Force
is an original Zero Gravity combat game,
offering solid gameplay, while introducing
a bunch of exciting effects not possible
in any other situation.

All fighters in this competition use psychic power 1o
- overcome their enemy, meaning that they each pos-
- sess long range projectiles as standard moves. There
" are only two attack buttons — strong and light — which
. affect the speed of the projectiles, and strength of
impact up close. Special moves are inputted by stan-
dard SF and VF style commands - arc-based motions,
 and taps toward or away on the direction pad, plus
button. Defence requires a separate Guard button.

% To replace this
energy players must
rapidly tap all three
action buttons.
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&) The game features < During Auto Block
~ an Auto Guard option, characters block a num-
 similar to the one used ber of hits, plus their

~ in Capcom’s games. gauge auto charges.
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In addition to the standard Arcade option, there is a

than that, the gameplay remains the same.

Story Mode which fills in all the character details as you -
progress — with loads of dialogue in text form. Other -

« ARCADE VERSION
AVAILABLE
= UK VERSION PLANNED

« STORAGE - 1 CD
* PRICE - ETEC

. « PUBLISHED BY - ACCLAIM
— TEL: 0171 344 5000

How does a new 3D fighting game stand a
chance against the quality titles already
out there? The answer is, it doesn’t - it
floats instead!

PSYCHIC FORCE

IDIRVLDD IR

DUACH IN
Fights take place inside a cubic enclosure, opponent into, or forcing them against these
which is formed by psychic energy and is walls increases damage. Being locked inside
invisible. All the relevant character locations the Kekkai isn't so disorientating as you

are viewed through the four walls of the fight might imagine — the fighters always remain
stage — or Kekkai — but there  upright. The only major difference is that they
<= X\ _ is more to it than a remain floating, so there is no jumping in to
> ‘..-“.‘.:\ clever graphical twist. begin combos. Whichever way the player
] Just like Fighting pushes on the D-pad is the direction the cha-
A Vipers, slamming an ras move within the 3D space.

€ )

EXTENDED POWER

To replace the techniques offered by standard
fighting games, Taito have empowered the psy-
chics with a variable Dash move. Press both
attack buttons and the fighter dashes quickly
in the direction they’re facing, preceded by
some kind of force field. Tap both attack but-
tons in conjunction with a direction, and the
speed of the dash is reduced, but being able
to choose any direction is a great tactical ploy.

@ Both attack buttons, plus a direction
moves fighters slower but is a better
tactic to confuse the opponent.

& Tap both attack buttons together to
make a fighter dash quickly across the
Kekkai. This is good for starting combos.

IRAINED PSYCHICH!
As seems pretty much standard
these days, Psychic Force includes a
basic Training Mode. It isn't nearly so
extensive as the ones in Street

Fighter Alpha 2, Star Gladiator, or X

Fighting Vipers. The only real advan- N[ r Maﬂrﬂ.,,

tage we've found so far is that the

CPU doesn't fight back, and takes an PSY(HI( PREDICT’O”S’
unlimited amount of damage. Still it's { il

something extra to the coin-op.

© Taito 1996
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Y, Currently the most eagerly awaited arcade

i ) conversion in Japan, Virtual On is far more
Y 4 popular even than Fighting Vip ers! But

why? Here's where you find out...

rom a British point of
view, it would
appear that the
Japanese have a very
selective taste in
video games. Just
about anything
with giant robots
of preposterous
proportions
and fighting
seems to go
down a treat.
Which probably
explains why
Virtual On is

-

one of the | e S -
most popular _ o | 7ot - VR, pgngﬁc-r
arcade o LS e O\

games of the moment, and probably
the most eagerly awaited Saturn
conversions in development.

So what’s the deal? Well, imagine
CyberSled (and some Virtua Fighter e e L
overtones) with eight different robots, FOUR MEANS QF DESTR
each kitted out with their own range of

Every single Virtual On participant (or Cyber a truly powerful long-range onslaught.

weapons battl_'“g it out In various Trooper, if you will) comes equipped with four ~ However, by far the most powerful attack is to
cunningly designed battle arenas, and different means of attack. The two main fight at close range with your light sabre-style
there you have it! weapon types are fired off using the A and C  plasma sword. This inflicts hideous amounts

CErE s e B s e buttons on your joypad. You can combine the of damage, leading to kamikaze suicide

two (by pressing A and C together) to fire off attacks from foes low on energy!
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Virtual On is a game made for two players. Indeed, one of the reasons
why not many of the arcade units were sold in Europe is down to the fact
that it can only be bought in a two-player sit-down form (and there's a
Model 2 board per player used inside, making it even more expensive!).
On the Saturn, you can achieve similar two-player effects by making use
of the forthcoming NetLink option which will allow you to play Virtual On
with people around the world! However, it's more likely that you'll be
settling down next to a mate with the game’'s simultaneous two-player
split-screen option (which looks great and doesn't slow the game down).

Remember the possibility of the link-up cable being used last month? M@W @&@EJ@ US @&,@5@?
Forget it - Sega of Japan appear to have disowned the cable and aren't Now that work on the conversion is finally drawing to a close, we're able
planning any games at all for it. Boo. to be more specific on just how good this translation of the coin-op is.

The good news is that considering that the original Model-2 version of
CEP NIRRT, T LR ST the game is about forty times more expensive than a Saturn with the
SOONE YOLFIRE [DIEAD) game, it's very, very close indeed! Here's a point-by-point breakdown:
The arcade version of Virtual On was noted for its immensely impressive
polygon conflagrations and generally pyrotechnical excellence. As you can
see from the nice pictures below these words, the Saturn version [

manages to convey almost the same level of impact! The original arcade game ran at 60 frames per second. This is down to 30
_ on the Saturn, but it's still very smooth indeed. Just as good as Saturn
- g Sega Rally actually. So, compromises have been made, but nothing you're
%3 i v P
3 2 & 2 FL,E:"]FR 1 really going to be too upset about.

The overall resolution is lower, again like Saturn Sega Rally. More
emphasis appears to have been made to make the robots (the central
figures in the game after all) closer to the arcade than the backdrops (the
Cyber Troopers still have their Saturns plugged into their heads!). A lot of
polygons are gone from the backgrounds, but clever use of texture-mapping
gives the same overall impression as the arcade.

3.
The Sega AM3 teams pride themselves on retaining everything gameplay-

wise from the arcade game and from what we've seen so far, it looks as
though every move and tactic from the original game works fine!

A

The special effects in the arcade game are spectacular! The Saturn does
an excellent job of replicating the awesome explosions, although when it
comes down to performing the transparencies, the Saturn’s unfortunate
gauze/net curtain effects (as seen in WipeOut) come to the fore. It still
looks very good though.

© In Virtual On, there are so many explosions going off that it's
often hard to see where you're going!
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@ The Plasma Sword inflicts © Using both weapons simulta-
what could be termed ‘devastat- neously fires off a mega-blast! It
ing damage’ - at close range. needs time to charge, though.

@ This “Love Heart” attack is one of the explosive
mega strikes activated by using both of your long
range weapons. It looks amazing in motion!

NEXT MONTH...
HOW GOO0D?

~ © With this excellent view, you & This kind of spectacular
can see the in-built Saturn plus visual effect is just one of many
CD in the robots’ heads. in Virtual On. Great!

&

ey
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 Having given happiness to thousands of

> ¥ PlayStation owners last Christmas when
“ B Loaded blasted onto the scene, Gremlin
- W& now present the sequel. Fetch a mop -

at Ugly Boy - or F.U.B for short -

was the main man from Loaded, who th'ings are about to get mes SY!
caused the problems, threat- A _‘ |
Y

O™

r

ened World peace and all that
cobblers. Having been
defeated at the end of
the last game, some-
how his brain pod tra-
versed the galaxy until
coming to rest on a planet
populated only by artists and
hippies. Then it was picked
up by a budding Picasso
who has now inherited
the head, changed his
name to C.H.E.B -
Charming Handsome
Erudite B*****d! - and
wants World destruction
again. Blimey, games
programmers don’t get &=
out much do they.

-
L
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BLOOD! GUNs! BLooD! GuNs! W Y&

) NEW CHARACKER - THE CONSUMER!

i ' J ll Gained her name from the fact that she eats people — dead or alive. She also has rocket
- turrets surgically implanted onto her back to either give her back ache or so that she
/¥ can blast little bits off people and use them as toothpicks. Lovely girl!

T EEEEEEEEE R EE R E R E R R R EEEREEREERNREERERERRRERRRRRRER R RR R R R EE R EEEEEEE R E BN EEREREESESENLEENRENEEERIE.

PITY THE CLEANER! "WOT NG VIOl

One thing the programmers didn't want to change Reloaded and no violence? Surely

Yes, sadly we must report that Vox - the voluptuous
chick from the first game — has departed the

scene, reportedly to take up a blossoming career in

glamour photography, but... there are two new char- from the first game is the gore count. Yes, Reloaded this just doesn't happen? Well we're
acters to take her place! Plus all the old favourites features buckets of the stuff, with people turning into afraid it does! Apparently the team
have undergone a bit of reworking courtesy of mere piles of innards once they are dealt with, com- behind this wanted something a little
2000AD artist Jason Brashill. For instance, Butch plete with a refreshing squelching sound. Awesome! more than just mindless destruction,

so added a feature which lets you
chat to people instead of Killing
them. Some give you important clues
on how to finish the level, others just
waffle on endlessly. Shoot those
before you get invited round for tea
and biscuits!

now sports a lovely swimsuit (obviously having for-
gotten to trim his bikini line) and Mamma now
wears fluffy Panda slippers and a baby jumpsuit!

& That bloody dog won't let go of
my leg! Get off you stupid mutt!

N Nexr Mot

“L WHAT ABOUT THE CONSUMERS?

-
-t [T
.

--_.-_|- ¥
o

NEW CHARACTER - MAGPIE!

A Cybernun who is unfortunately one hard drive short of a PC. Accompanied
by her trusty gun “Mother Superior” she doesn’t take too kindly to people

dropping in coppers to her collection box. Life savings or your family jewels are
more suitable for her!




“A perfect combination of
destruction, filthy cunning and devilish
humour make this one of the best 2
player games ever made.”

«x ¥Vl S5 0OUT OF 5

“Pure playability.”

o ] PENTL ~f PO e e 37 9
PlayStation Plus 91%

Available to buy from
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A BLOODY VAMPIRE ADVENTURE!

t's often the case that the games you
expect the least from turn out to be
some of the greatest. Take Legacy of
Kain: it crept in all quiet-like for preview,
and suddenly we’re two days down the
line, having played it non-stop and still
craving more! Now it could be down to
the fact that roaming around as a fully-
functioning vampire - sucking virgins’
necks and performing all manner of
magical acts - is a taxing and involving
activity, or that someone here is a sick
kind of character who likes killing every-
one they meet. Whatever the case,
Legacy of Kain may not look ‘all that’ on
screen, but it’s a bit saucy to play.

TR EEREEEEREEREREE R R RN E R R R R RN R N N N N BN N B I N R B BN

Once you've got that jugular nice
and loose, simply press the right
button and before you can say “QOi!
That's MY haemoglobin!” the good
stuff's flowing freely into the vam-
pire's gob. Best thing about this is

Being a vampire is a right old laugh
a minute! Of course, there are
some ground rules to be observed,
such as avoiding water and direct
sunlight, while feasting on the
blood of humans. What a pain, eh?
Still, just find yourself a nice juicy

fat bloke and slit his throat... blood across the room. Great!

@ Running outta’ blood? Teleport
back to your inner sanctum!

@ The Light spell is damn handy
in those creepy crypts!

& The Energy Bolt is a weapon
which inflicts major damage.

& The Flay spell fires mystic
weapons that strip a man bare.

There's no shortage of games of every
enre for the Saturn and PlayStation, but
MG are the first to cast a blood-sucking

vampire as the main character!

LEGACY OF KAIN

that you appear to be able to suck

« NO OTHER VERSIONS
AVAILABLE

= ND DTHER VERSIONS
PLANNED

« STORAGE 1 CD

s RELEASED BY - BMG
TEL: 0171 384 7798

An abstract “American Werewolf in
London” quote, | know, but relevant
none the less considering one of your
many abilities is shape-shifting. If you
want to travel quickly between
locations then the bat-form will be for
you, but if it's laughs you're after,
you'll be wanting the latest in our
lycanthrope variety!

= p|,00D

The test tube on the right of the
screen shows your current blood
supply, which basically acts as your
health meter. Every time you make
a successful kill and get those
teeth ‘stuck in’, blood drips from
above until your cup literally over-
floweth.

As well as being able to suck the
juice out of an orange at fifty paces,
our reluctant vampire hero, Kain, is
also able to collect and make use
of a number of spells. There just
isn't space to show you all of them
— we wouldn't want to spoil things
for the review anyway — S0 here are
a few to whet your appetite!

f .F %%”
il '-!h;,__u_-

(3 Because you're thrown in at the deep end,
these helpful mirrors can be stepped on for handy
narrative and plot expansion. Cool.

NEXT MONTH...
BLOOD THIRSTY!
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Hold on to your shorts little man - this is your chance to play with the big boys! NBA Jam Extreme
takes Basket Ball to new heights, featuring ballistic graphics and ultra-addictive gameplay.
Full 3D rotoscoping makes our 170 NBA superstars look prettier than the originals and now there's
even more control from a range of killer ‘Extreme’ moves. You also get to eat clouds more than
ever with an even wilder selection of anti-gravity, out-to-lunch monster dunks!

Boomshakalaka! Don’t look down!

' - .
A((Ialm X =

enfertainment, ltd PlayStation SATURN

The NBA and individual NBA Team identifications used on or in this product are trademarks, copyrighted designs and ntha-'r forms ﬂf Wual property
of NBA Properties, Inc. and the respective Teams, and may not be used in whole or in part, without the prior written consent of NBA Properties, Inc.
© 1996 NBA Properties, Inc. All rights reserved. Developed by Sculptured Software.
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Dust off a wooden stake and pour yourself
a flask of Holy Water, because Gremlin has
just opened its haunted house and is ready
to scare the living daylights out of
~anyone who dares enter!

0 you’ve marvelled at Quake’s
fabulous 3D engine and leapt out of
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your skin after playing through the
frightmare that is Phantasmagoria, how
about a combination of the two?
Realms of the Haunting is a
first-person perspective horror
adventure much akin to i
Origin’s critically-acclaimed M |
Utlima Underworld - =
series. But rather than battling
orcs and goblins that lurk deep with-
in an underground dungeon, game hero
Adam Randall must sneak through the
macabre halls of a haunted mansion
to unravel the mysteries surround- P
ing the death of his father, the £
preacher Charles M Randall.
Scree-eeam!

W T ALL WORK, WORK,

anEm
Visually Realms of the Haunting is similar " g
to Hexen and indeed Quake, what with its
extremely detailed 3D environment, but there’'s much
more to this than all-out blasting. It's a full blown
graphic adventure, and as such is.crammed with mind-
bending puzzles that'll fox even the brainiest of
gamers. It's not all boring problem-solving though, and
ROTH has more than it's fair share of hack 'n’ slay

-

g

@® Al these rooms are  @® You can just pull
realtime 3D generated, your gun out and shoot
moving around in that  and stuff, but you need
Doom-like way. to do more than that.

: | L
™. s

@® Exploring areas like @® Cor, looks good
this bookshelf is done enough to eat, don't
using a novel point-and- you think? Well, to live
click interface. in, anyway.

L Of course, size is important! Thankfully Realms of
the Haunting is well-endowed with involving game-
play. It's a massive game which may take
tmonths to complete, trekking through the
seemingly endless corridors of the haunted

Mansion before venturing down into the dank
% caverns far beneath the ground. The manor
house is a mysterious place, but it's noth-

ing compared to the nightmares encountered in the
underground antechambers...

HORROR STORY

One of the strongest features of
Realms of the Haunting is its
storyline, which follows the plight
of Adam Randall as he delves
deeper into the mysteries of his
father's death. The game
contains almost two hours of
full-motion video, divided into
short clips which detail Adam’s
progress. Like Wing Commander
Ill, ROTH uses a combination of
blue-sceened actors and

computer-generated backgrounds,

seamlessly blending the two for
the end result.

& Cor, it looks real, dunnit?

HELL-SPAWN

Brain-taxing puzzles aren’t the only obstruction that
stands between Adam and success, as the house is
plagued with all manner of fanged nasties and
creatures of the night. From sword-swinging beasties to
giant hellhounds, this is not a place you want to hang
around after dark. Like the game environment itself, the
monsters are completely 3D, and look pretty darn
smart actually.

‘1) Obviously, ROTH creator, Tony
Crowther, is a fan of Ed Lomas.

NEAT MONTH...
ROTH IS COMING TO GET YOU!
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kay, deep breaths. We can’t let the

total hilarity of this game consume

us without first dishing out some
hard facts about it. We last covered Firo
and Klawd in the New Games section of
issue 175. And in that fun-packed little
feature, we gave you the lowdown on
how Firo is an orangutan police officer
and Klawd is a street cat hoodlum. An
unlikely partnership, forced to work
together to defeat a counterfeit money
operation by the hard-nosed Crocodero
Mob (they’re crocodiles) in the crime-
ridden New Yak City. Outrageously
hilarious stuff as you can tell. And surely
deserved of the name Firo and Klawd.
Snort, guffaw!

5.2 FUNNY MOTION VIDEO 3%

If you didn't know, Firo and Klawd is the work of
Interactive Studios, the people behind the classically
popular Dizzy games. About an egg. Interactive are
clearly hoping to establish two more legendary gaming
characters in Firo and Klawd, because an amazing
amount of effort has been put into the presentation of
the game. There's over 30 minutes of computer-
generated FMV. Much of which goes into the lengthy
intro, detailing how Klawd steals money from the mob
and accidently passes it on to police officer Firo.
There's also cut scenes, furthering the plot when you
reach the end of certain sections. Multiple endings
are also included to spice it all up.

t

o~
@@

You can just tell, by its totally wacky name,
that this game’s gonna be keraazy. Firo and
Klawd. Haw haw haw, we're faughing already!

FIRO AND KLAWD:

«Cs

™

PlayStation * RELEASED BY - BMG

TEL: D171 973 0O

B il i

Cut through the thick overcoat of laughs, and what you
have underneath is an isometric shoot ‘em up. Two
players can join together (playing as Firo and Klawd
see?) and wander New Yak City, gunning down every-
one in sight. There's a variety of weapons that can be
collected, fists can be employed, and grenades

k- thrown. All in 360 degree fashion.

& Crazy gun action on the
streets of New Yak City.
Nothing to laugh about, you'd
think. And you'd be right too.

Firo and Klawd's landscapes are actually large 2D backdrops which extend far beyond the size
of the screen. Starting in the city streets, our dynamic duo can wander down into the subway,
or off to a bar (known as ‘Beers’, as in ‘Cheers’). From here, new scenery is loaded in before
the game continues. Giving the game a more three-dimensional realistic feel, there's all sorts
of moving things on screen. Cars continuously zoom around the roads, fire hydrants can be
blown up and even things like traffic cones and bar stools can be knocked around. Za-a-aany!

T Comical goings on in New Yak City.

NEXT MONTH..
COMEDY HALF
HOUR RETURNS!
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EVENTS AND SOFTWARE RELEASES

t's the month before Christmas, and that's
when all the software companies start warming
up their big seasonal releases. Crash Bandicoot
makes his big debut on PlayStation, and
Destruction Derby 2 hits the road running.
Meanwhile, racing onto the Saturn is Daytona Circuit
Edition, together with Virtua Cop 2 and Virtual On.
Command and Conquer: Red Alert hits the PC too!
EA have also got Soviet Strike ready in the wings,
Eidos have Tomb Raider finally ready for release, GT
have Mortal Kombat Trilogy and Codemasters are
ready with the stunning Micro Machines 3, all on
PlayStation. Meanwhile, Duke Nukem 3D is down
for an early December release on both PlayStation
and Saturn, but we haven’'t seen anything of them
yet, so don’t count on that happening. And what of
the Capcom stuff? Well, take a close look and you’ll
see PlayStation Star Gladiator there, and Street
Fighter Alpha 2 on Saturn and PS, lined up for imme-
diate release. All this, and a full month of shows
revealing more incredible software for the year
ahead. Things just ain't never not looked so good for
games ever before!

S ESEEEEEEE SRR [N W]
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@ZASH BANDICOG,

Send your entries to this address, making
sure to mark your envelope with the name of
the competition as well:

CHECKPOINT #181 FREEBIES,
Computer And Video Games,

Priory Court, 30-32 Farringdon Lane,
London EC1R 3AU

long time! All of the major Christmas
releases from all of the major companies,
as well as some of the biggest shows of
the year, in the gaming capital of the
world - Japan!

SHOSHINKAI

24-26 November (Makuhari Messe Centre, Tokyo)
Everyone knows what happened at last year's Shoshinkai
show — the Nintendo 64 was shown to the world

y for the first time. This year's show promises

) to be packed full of amazing Nintendo prod-

£ e ucts, including a possible appearance of
the 64DD and Zelda 64! Big games like
Mario Kart R, F-Zero 64, and Yoshi's
Island 64 will hopefully also be on
display, letting us know exactly how
good Christmas is going to be for
Nintendo in Japan. We'll have a full show
report as soon we get back.

PLAYSTATION EXPO: ‘96~'97

1-4 November (Makuhari Messe Centre, Tokyo)

Last year's PS Expo gave us Tekken 2, Jumping Flash 2,
Kings Field, Dracula Detective and Kowloons Gate, but this
year's promises to be even better! For a start, it's running
over four days instead of last year's two, as well as being
held at the Makuhari Messe in Japan, which is double the
size of last year's venue. Namco are planning to unveil
both Soul Edge and Rage Racer there, two games which
could be absolutely massive for the company, while Square
are likely to make a big deal out of Final Fantasy Vil. We're
also expecting a first real look at Biohazard 2 (Resident
Evil 2) from Capcom, and possibly even a version of Street
Fighter Gaiden (Street Fighter 3D). Of course, CVG is going
to be there and we’'ll be reporting on everything in next
month's issue.

E3: TOKYO

1-4 November

(Makuhari Messe Centre, Tokyo)
Following the success of the Los
Angeles E3 in April, the Electronic
Entertainment Expo is making a
second appearance, this time Iin
Tokyo. Nintendo aren’t going to be
there (they're saving their stuff for
Shoshinkai), so there's more room
for the other big players. Sega aren't
supposed to be planning anything
grand, but other developers
(Capcom, for instance) will be show-
Ing their Saturn stuff. Of course, with
the PlayStation Expo in the same
arena, there’'ll be plenty of PS confer-
ences. And hopefully M2 stuff too!

& Resident Evil 2: if you went
mad for the first game, wait until
you play this!

1 November = s

Area 51 GT Interactive Saturn

Clandestiny EA PC CD-ROM

Comanche 3 EA PC CD-ROM

FIFA ‘97 EA Saturn

NHL ‘97 EA PlayStation

Penny Racers Takara PlayStation

PGA Tour Golf ‘97 EA Saturn/PlayStation

Sampras Extreme Tennis Codemasters Saturn

Syndicate Wars EA PlayStation

2 November . .

5 November E -

NBA Jam Extreme Acclaim Saturn/PlayStation

Sonic 3D Sega Mega Drive

7 November E w

Amok Sega Saturn

Diablo Zablac PC CD-ROM
NGRS Soite e So Tl toe SR G e b e - v

8 November @ E

Crash Bandicoot ~ Sony PlayStation

Crimewave Eidos Saturn

International Superstar Soccer Deluxe Konami Mega Drive

Pitball Warner Interactive PlayStation

Player Manager 2 Virgin PlayStation

Privateer: The Darkening EA PC CD-ROM

Reloaded Gremlin PlayStatio

SkyNet's Revenge Virgin PC CD-ROM

Soviet Strike EA PlayStation

Supersonic Racers Mindscape PlayStation
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Transport Tycoon Microprose PlayStation
WWEF: In Your House Acclaim Saturn/PlayStation
11 November . °
Jet Fighter 3 Eidos PC CD-ROM
Micro Machines Military - Codemasters Mega Drive
13 November . .
Blast Chamber Activision Saturn/PlayStation
Interstate ‘76 Activision PC CD-ROM
14 November . .
Daytona USA: Circuit Edition Sega Saturn
Daytona USA Sega PC PC CD-ROM
16 November . .
Batman Forever. The Arcade Game Acclaim Saturn/PlayStation
_Die Hard Trilogy EA PlayStation
Exhumed BMG Interactive PlayStation
Pandemonium BMG Interactive Saturn/PlayStation
Risk Hasbro PC CD-ROM
Screamer: White Label Virgin PC CD-ROM
Space Jam Acclaim Saturn/PlayStation
Street Racer Ubi-Soft Saturn/PlayStation

18 November i »
Micro Machines 3 Codemasters PlayStation
21 November . .
Virtua Cop 2 Sega Saturn
22 November * .
Battleships Hasbro PC CD-ROM
_Dawn of Darkness Ocean PC CD-ROM
Destruction Derby 2 Sony PlayStation
Evolution Ocean PC CD-ROM pEL
FIFA ‘97 EA PlayStation/MD/SNES/PC
Offensive Ocean Saturn/PlayStation
Star Gladiator Virgin PlayStation
Screamer 2 Virgin PC CD-ROM
Super EF2000 Ocean PC CD-ROM
Toonstruck Virgin PC CD-ROM
25 November * .
Tomb Raider Eidos PC CD-ROM
28 November . .
Virtual On Sega Saturn
Virtua Fighter Sega Mega Drive
29 November . .
Adidas Power Soccer Psygnosis Saturn
Crow: City of Angels Acclaim Saturn/PlayStation
Dreadnought Ocean PC CD-ROM
Krazy lvan Psygnosis Saturn
Micro Machines 3 Codemasters Saturn
Project Overkill Konami Saturn/PlayStation
Tomb Raider Eidos PlayStation
X2 ) Ocean Saturn/PlayStation
Bubsy 3D Warner Interactive PlayStation
Destruction Derby 2 Psygnosis PC CD-ROM
Star Control 3 Warner Interactive PC CD-ROM
Star Trek Generations Microprose PC CD-ROM
X-Wing Vs TIE Fighter Virgin PC-ROM
4 December . .
Mortal Kombat 1&2 Acclaim Saturn/PlayStation
5 December » .
Panzer Dragoon Sega PC PC CD-ROM
6 December . .
Crusader: No Remorse EA Saturn/PlayStation
Die Hard Trilogy EA Saturn :
™ Duke Nukem 3D GT Interactive Saturn/PlayStation
Disruptor Interplay PlayStation
h‘LEﬂstatlca Psygnosis PlayStation
- NBA Hangtime GT Interactive Saturn /PlayStation
ﬁ.ﬂlﬂrtal Kombat TI’I|D_E;}’ GT Interactive PlayStation
Ninja Eidos Saturn/PlayStation
I_Tempest 2000 Interplay PlayStation
.~ _Tempest X Interplay Saturn
}I Victory Boxing Virgin PlayStation

20th Jun

@ Virtua Cop 2: more gun action on Saturn!

28th Jun
7.ciking

.I"-
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& Star Gladiator: Capcom’s 3D fighting explosion!

MEISSUE #179 WINNERSIME

WINNERS OF October's competitions.

JEoRMULA 1

3JSYNDICATE WARS

3WORLDWIDE SOCCER

& FANGYOUVERYMUSH! D

KNOW HMY » KNOW GAMES

SISYIT AYMLI0S ANY SINAT




UBSGRIPTIONS

2. SUBSCRIBE TO CVG AND FEED THE
SPEAK NOUW - POTATO-EATNG PUBLISHERS FROM BORT

Such are the demands of making has run dry. So they have turned
E A R T H L 0‘ I D P A L| L = CVG the greatest gaming magazine their attention to Earth. Or more pre-
every month, that even the incredible cisely, Earth’s rich potato seam,
H 0 [ll G 0 E S O |_| R extro powers of the CVG team are deep beneath the surface. However,
often not enough for the job. they need Earthling slaves to mine
D READ PL A N"’ Fortunate then, that all our tasks are the spuds— and that's where CVG
overseen by a greater sentient being comes in. Serwitor Attrill has com-
— The Publisher! Once upon a timely, manded us to/@eate this ‘magazine’.
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This year once again saw the greatest in
arcade shows, with the 34th Amusement
Machine Show. At the Makuhari Messe centre
the world’s gaming elite gathered to display
their latest arcade games to the world.

The 34th AMUSEMENT MACHINE SHOW
DATE: September 12th-14th
VENUE: Makuhari Messe Centre, Tokyo, Japan

THE REAL FUTURE!

f what you’ve been used to seems

like the limit of gaming achieve-

ment, prepare to be blasted away
by the real power of the arcade: Every
major arcade manufacturer has
embarked on a battle for arcade
supremacy by secretly developing it’s
own state-of-the-art high-technology
hardware! The full force of JAMMA ‘96
is the like of which you have never
seen before! With power to torch your
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CAPCOM ?

.- {MONSTERS. -

In the scenaria mode there are eight deadly monsters to

AM SHOW - JAMMA

Playstation, Saturn or N64 to ashes
these games aren’t likely for conver-
sion any time soon. So standby for
action as the super-game systems of
the future battle for the accolade of
Ultimate Next Generation Game! Lets
look at the competition:

KONAVI

Hardware: Cobra

Game: GTI Club, PF573
Project

As well as the brilliant GTI
Ciub, Konami had a pre-demo
version of a 3D fighting game,
with graphical power at least
equal to Sega's Model 3
board.

SEEA

Hardware: Model 3

Game: Virtua Fighter 3,
Virtua On 27

Still the best game around.
The final version in all it's
magnificance was certainly the
focal point of the show - a
clear demonstration of the
future of arcade gaming.

NIAIMIEO

Hardware: TOP-SECRET
Game: Tekken 37

To everyone's surprise Tekken
3 wasn't unveiled at the show,
s0 we can't reveal much but
we'll all betting that Tekken 3
will be the first game on it!

GAPCO

Hardware: CP-SYSTEM 3
Game: Red-Earth, Street
Fighter 3

Proving sprite technology can
advance just as much as 3D
polygons, Capcom finally
showed the future of fighting
games with the amazing Red-
Earth.

TANTO;

Hardware: TOP-SECRET
Game: G-Darius

Taito were also showing a
demo of their first game to
unleash the power of their new
board. The next in the series
of the incredible Darius series
is now in 30!

Hardware: TOP-SECRET
Game: TOP-SECRET

Imagine how the some of
SNK's best fighting games of
all time would look if they had
even more power to run them!
Well SNK's new board is com-
ing soon!

© Capcom 1996

JAMMA proved to be the first real opportunity to
savour a near complete version of Red Earth —
the Western version of War-Zard which we fea-
tured in issue #179. Significant because it is
Capcom'’s first title powered by the new CP-
System |ll technology, we now have a better idea
of the plot details, and all-important play
mechanics. This game is still unfinished, so
there may still be changes. However it is shap-
ing up to be MONSTER exciting!!!

. CHARACTERS' -

In aithergamamwathﬂe‘m fﬂurp[aymmmrmm

choose from:

A beautiful young witch
seeking to create a modern
science of Super-Magic by
blending ancient and mod-
ern magic techniques! Her
weapon is forged from the
magic of her own creation!

MADI LING

Mai Ling is a spirited girl liv
ing in Gora, a nation based
on war. Her weapons are
her extraordinarly keen
fighting-sense and the flam-
rings she wears on her
legs.

(LI=(0)

A half man, half lion
warrior, armed with only
a sword and shield who
sets out alone for the <
mysterious empire in
order to win back his
stolen human form and
the liberation of his
country.

KENJI

The head of the Ramon
clan of assassins,
which has been the
secret protector for
generations of the
Tokugawa Shogun
dynasty. A master of
the Rasetsu style of
ninja technigues.

defeat. At the start of each stage a world map is shown.
The world is divided into several regions, each under the
power of one of these terrible monsters. At first, all the
regions are red. As you defeat each monster it's region
changes to grey. Unfortunately not all the details regarding
the monsters have been revealed.

HONGOU!

[Zipang Stage - a burning vil-
lage near a Volcano]

A Demon-Troll with huge
spiked club. Has an amazing
attack where his hair
stretchs out and stabs you.

ifnfilith e
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[Savalia Stage — based on
ancient Greece]

A huge T-Rex with tiny wings,
bird feet and ram’s horns.
Tends to leap in the air and
crush you or charge with It's
horns.

Y RREN

[lcelarn Stage - set in the

arctic snowlands|

The Nautilus. Can smash his

tentacles down through the *

ice and then smash them
back up again right under-

neath you.

Darminor Stage: UNKNOWN!

LFAVIAS

[Gora Stage - set high in the
mountains]

The Harpy. Uses her wings to
fly around the screen and
shoot deadly feathers at you.

[Crypt Stage - based on an
ancient Aztec temple]

The Stone ldol. Has four
arms each with a massive
sword the size of your body

which all swing around like
helicopter blades!

[Sangypt Stage - based on
ancient Egypt]

The Sphynx. With it's four
animal heads (Dragon, Ram,
Lion and Falcon) and snake
tail its range of attacks is

stunning!

Varuda Stage: UNKNOWN!




~ You only have to look
at the name to know
this game offers
more action than
you ever thought
possible!
Boasting superia-
, tive game play
and graphics that
must be pushing
CP-System Il to the limit, X-
MEN vs Street Fighter became one of the
most popular games of the show — you really
had to wait a long time to get a game. Most peo-
ple agreed that CAPCOM had got the balance
right between the mutant X-MEN and the more
human Street Fighters. Graphically, everyone
was stunned that they'd been able to squeeze a
game as great as this out of the CP-System |I.

The control method remains faithful
to the SF series: eight-direction joy-
- stick, plus six buttons. As you can
- see from the profiles, all the popu-
lar moves have been retained and -
- from what we can tell — are per-
formed exactly the same as before.

5 :aﬂ ﬂisp!ay at Capcom'’s stand
I:-__’di&_mtmh anticipated 3D poly-
gon variaton on the Street Fighter
heme. This game is being devel-

m a team called Arika, whose
tterview provides the main feature
reePlay this issue. First impres-
s were slrghﬂy unsure because

There are, however, some intriguing
- original features. Bear in mind that

members of the Arika team created
Street Fighter 2. So what's okay

with them is fine with us! While no
 details are available on the kind of
hardware being used to support the
- game, the results are nonetheless
~ spectacular. It is genuinely exciting
to see Street Fighter favourites Ryu,
Ken, Chun Li, and Zangief present-
ed in this new way.

1i;:ail3r it's still quite basic com-
pared tn other 3D games available.
{owever, all those who played it

od that the game-play was

ling quite special and indeed
ing your favourite 2D Street

3 ghter characters fighting in 3D is

an amazmg experlencal

H'

.J'

Gapmn © Arika 1996

H YU . CHUN'LI

The fighting expert who still aims for the top. The INTERPOL Drug Investigation Agent.
mmmmmﬂsm “These legs won't be silent!”

Special Attacks: Dragon Punch, Fireball, Special Attacks: Lightning Kick, Spinning Bird
Super Combos: Super Fireball, Super Hurricane  Super Combos: Thousand Burst Kick, Super
ick | Kikoken

ZANGIEF

The strongest wrestler in Russia.

“The Red Cyclone Is Indestructable!”
Special Attacks: Spinning Pile Driver, Double
Lariat, Siberian Suplex

Super Combos: Final Atomic Buster

LLLL
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To increase the excitement of each round
there is now a Guard Break technique, which
momentarily demolishes an opponent’s
defense for the price of one block on the
Super Combo Gauge.

Super Conmbe SEERS R

A new feature is promised which makes use
of the Super Combo Gauge. S0, alongside the
regular Super Combos, expect something
unigue to Street Fighter EX when the game is
completed!

OKUTO
Uses Kobujutsu that is descended from the
bloodline of the Bushin style.
“I will scatter you like the cherry blossom!”
Special Attacks: Chugekiho, Shinshogeki,
Shinkyakugeki
Super Combos: Kileneki

DARK

A proffessional killer from a special assassina-
tion squad.

“If you don't to die, don't fight with me!”
Special Attacks: Kill Blade, Dark Wire, EXPLO-
SIVE

Super Combos: Kill Trump, Dark Shackle

THE DREAM QUIZ Ok
SEVEN COLOURS

An interesting new love quiz
game, in which you are trying
to collect seven shards of a
crystal that are scattered
around a small town. To
retrieve them you must
romance the seven young
women who have become one
with the crystal shards. The
game system is based around
a roulette wheel where you
must use good timing to stop
the ball on the square you
want. Depending on the
square, the course you take
through the story changes.
There are various problems to

solve, and a variety of courses

to take.

SKULLOMANIA

The superhuman fighting-mania hero.

“I'm the defender of world justice!”

Special Attacks: Skull Crusher, Skull Slider,
Skull Dive, Skull Tokachef

Super Combos: Skull Dream, Skull Paradise

PULLUMIPURNA

An Arabian multimillionaire’s granddaughter.
“Challenging me to a fight is 1000 years
too soonl!”

Special Attacks: Pullim Kick, Tunel Kick
Super Combos: Puraeku Rarm, Lesual
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Although there were obviously sev-
eral long rows of these units set up
at the Sega area they also had the
units scattered around the entire
hall so as you walked around you
just kept bumping into Virtua
Fighter 3! There were long crowds
around the main projector showing
the opening movie.

urlngCar

Choose your favorite car from the
four full production cars available
and race them on original cir-
cuits with “new dynamic real-
ism”! The new specially arranged
BGM music “Dead Heat” was
composed by AVEX TRAX (one of
the coolest dance music labels
in Japan at the moment) with a
variety of other characteristic
club musicians. All the engine
sounds are faithfully reproduced
with state-of-the-art sampling
from real cars.

'*i.- %

There are four production cars for
selection, with either automatic
transmission (AT) or manual trans-
mission (MT): an Alfa Romeo 155
VETI; AMG Mercedes C-Class;
Opel Calibra V6, or Toyota Supra.
There's the standard “view-
change” button, adjusting the
player perspective of the race.

Like the classic Super Monaco GP
from Sega players first enter a
qualifying race, and it's here that
other players (up to a maximum

AM SHOW - JAMMA

WAVE RUNNER

Working with Yamaha, Sega have developed a super
realistic jetski game. They wanted to get it perfect so
they choose the standard riding version (as opposed to
Namco's standing version). Due to their close coopera-
tion with Yamaha the feedback of wave bounces and
| landing in the water after going over a ramp is really
powerful. You really feel like you're on the ocean. & Wave Runner is sponsored by Yamaha.
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& Etlll the mnst |mprasslva and most played gama at the show. VF3
units pulled the crowds as much as any other new title.

© Sega. © Konami 1996

of eight) may also enter and try to
qualify. After qualifying and being
allocated a starting grid position
it's off to Round One. After the
race players get to see the race
records and overall ranking.

Sega’'s main game after
VF3 saw itself getting
alot of attention,
boasting graphics |
superior to Sega |~
Rally and an all-
new sound sys-
tem. It was
tough getting a |
ride as the
Business Men
in atten-
dance didn’t
want to get off
once they
started playing!
The early con-
clusion being
that the expe-
rience is very §
realistic.

SUPER GIANT SLALOM

E This game came as a complete sur-
+ prise and everybody was amazed at
. how good Sega’s first attempt was.

Obviously competing with Namco's
Alpine Racer 2 there are many simu-
larities however until we have further
details the jury will have to wait.

bl GLUB

Konami's new race game is set in a beautiful resort area located in the
South of France. Eight rally cars compete in each race with up to four of
them controllable by the players, with the others driven by the CPU. There
are several unique game features: Side Break Quick Turn — a technical
rally term referring to a manoeuvre used with these small FF (Front
Engine, Front Drive) sports cars. The use of which gives GTI Club a new
kind of driving feel. A ‘Free Course Map' reffers to where, at each and
every city street crossroads, you can freely choose any course across
them. Weaving between the other vehicles, cutting across the traffic (one
picture sees you cutting up a huge bus), you can even go the wrong way
down the road! Basically you have total freedom! GTI Club appears to have
redefined the car racing game for years to come!

& There were always massive crowds around this game. Even
those not playing could enjoy the game as it's so open and
free that the players always seem to take totally unexpected
routes. Certainly, the big hit of the show for CVG!
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 dreaming about the latest version of

WINDING HEAT

Lately it's become trendy in race games to have a variety
of road surfaces, which means you have to choose the
most appropriate car and tune it up to match the condi-
tions. Konami have combined all these elements to
make the ultimate racing game: Winding Heat! With 14
cars to choose from, and a variety of tune up options
there are plenty of variations to keep bringing you back
again and again. There are three course difficulty set-
tings, from High Speed to Technical. Drive against com-
petitors or compete in the Time Attack. The link cable
allows up to four people to play at one time. With a huge
variety of features such as rear-view mirror, selectable
viewpoint, car configuration (Grip, Accel, Max Speed etc) & View from inside
this has to be the most comprehensive racing game yet. and out of the car.

For all of Konami's fans who've been

the Gradius Series the wait is over.
We're unable to go into great detail
at the moment but in general the
game is a behind view 3D shooting
game. The scale is big with huge 3D
objects being moved around the
screen. There's a power-up gauge
and collectable capsules to power it
up. Along with the ever popular “Vic
Viper” (armed with missile and laser)
s the equally famous “Lord British”
larmed with spread bomb and
eyclone laser).
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Released last
year, fokyo Wars has undergone

some improvements and now it's
back again. The major differences in
this new version are that it's become
four-player so you can have team bat-
tles, and secondly the control handle
has recoil built into it. To refresh your
memory, each player can choose
gither the Green Army or the White
Army, then either compete or cooper-
ate with each other to win the game.
Each army is composed of between
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12 to 30 tanks, who all fight against @ Bay Area - a container yard on the Tokyo Bay, & DownTown - the complexity of Tokyo metropolis
the other until all tanks of either small and simple, suitable for learning how to with it's wide and narrow streets, elevated railways,
army are destroyed, or time runs out drive the tank! skyscrapers, roadside trees and signs.
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ALPINE RACER ¢

Sequel to last years massive hit. This time there are two new features. Firsty, via the comunica-
tion cable, there is a two player mode. In Race Mode, players chase each other down the slopes
with the CPU balancing speed to keep things competitive. In Time Trial Mode, players race at the
same time and the difference of the player's skill is reflected as it is. Secondly, there are two new
courses: High Speed Course (Novice & Intermediate) where skiers speed down the route designed
as an extension of the usual ski slope (also suitable for two players). The Technical Course
(Expert) where skiers enter dynamic challenges such as races along the edge of a precipice, a
mountain road, or city street where people cannot usually ski — a very difficult landform that
expert players can really enjoy! Best for one player but two players are possible. At the show
Alpine Racer 2 was only 40% complete, so expect some big improvements in the graphics and
gameplay before it's released.

VIWWY[ ~ MOHS WY
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AQUA JET DANGING EYES

Unlike the Nintendo/ Kawasaki and the Sega/ Yamaha partner- A completely new type of puzzle game. Basically, you
ships Namco have seemingly gone it alone as there appears to control a monkey which climbs around a woman

be no sponsorship involved. Nevertheless they have managed removing the outer layer of her clothing to reveal

to capture all the realism of the sport. The jet ski pitches, rolls what she's wearing underneath! To remove the pan-
A and yaws according to the condi- els you first place a marker at one corner of any
L A tion. Unlike Sega’'s Wave Runner, panel, then trace a line around the edges of as many
where you sit down, Namco have panels as you wish before finally returning to the orig-
opted for the stand-up version. inal marker. At this point all the panels enclosed with-
Machines are controlled by shift- in your line are removed from the outer layer expos-
ing weight to swing a step. This INg the person inside. Also moving around the outer
makes for a challenging game as layer are an ever-increasing number of enemies, who
it requires more skill to remain you must avoid at all costs! Of course there are vari-
balanced. ous tactics involved especially in the use of the vari-
ous items which appear. These items all have differ-
ent effects such as Speed-Up, Paralyze Enemy, etc.

© Konami. © Namco 1996

& It's not always women - there’s also a man
and a cow. And not always clothes - there’s a
barrel and milk bottle.
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ATLUS

ULTIMATE DOMAIN

Ultimate Domain uses SEGA's Model 2 board to create a high quality 3D
polygon fighting game. The game has eight characters of which three are
women. Although it uses the traditional one lever and three buttons ATLUS

say it doesn’t necessarily mean that the combat system is going to be sim-

ple, so look out for the possibility of some interesting derivatives on the

traditional Virtua Fighter style game. The JAC (Japan Action Club) participat-

ed in the motion capture stage of this project to create a large number of
very flash looking techniques. One of most important aspects of this game
is the SOL-POWER feature where characters can utilise the sun’s solar
power to charge up super sure Killing techniques. Each character has a
special power depicted by a 2nd gauge underneath the life gauge. Ultimate
Domain shows promise of being a really original game.

PRINGESS GLUB:
BiG OPERATION

A diagonally scrolling action game.,
The three characters are Kurara,
Kirara and Grey. Although there's
plenty of fighting, the story is a comi-
cal fantasy and the characters are
super cute. This game also I1s sched-
uled for a Saturn release, but don't
pass up the arcade version. Such
super smooth animation and the
amazing special effects are unlikely
to survive the conversion without a
drop in quality.
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Proving once again that they have
plenty of good ideas up their
sleeves SNK had a number of
attractions at their booth. The
MFX2000 is a simulator ride seat-
ing six people with a huge 72-inch
screen — a great experience! SNK
also had a curious game which
involves you moving a metal bar
around a course. All the edges to
the course are electrified, so if you
touch the side a buzzer rings,
sparks fly and smoke bellows out. Finally, SNK's new cabinet design
now contains a video camera and TV screen! It's connected directly to
your opponents cabinet so that you can see each other while you're
playing. Great fun when you're with a friend because you | pull stupid
faces when you beat them! Also on show was their football game,
Ultimate 11.
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& This strange wire contraption
is very difficult to master!
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@ Witness these incredible
new Sure Killing Techniques
that have characterised the
series from the beginning!

& As far as sprite
games go, Samurai Spirits is
among the most OTT there is.

PUTILE BOBBIE 5

Puzzle Bobble is back! Choose from eight
unique characters and battle against a
friend or the computer over a massive range
of bubble layout variations (30 stages/560
rounds)! There are several exciting and fan-
tastic new features: New Technique: Deflect
from the ceiling as well as the sides New
Iltem: the Rainbow Bubble — burst a bubble
next to the Rainbow Bubble and it changes
to the colour of the burst bubble. New
Feature: Puzzle Mode, where some kind of
bubble puzzle slowly advances down the
screen. Brilliant!

FIGHTERY IMPAGT

The game play in Fighter's Impact is pretty straightfor-
ward. There's one lever and three buttons — Shift,
Punch and Kick — but Taito added a whole range of spe-
cial features to make it rather unique: 1. Latest motion
capture technology for added realism. 2. All eight char-
acters have three choices of fighting style (except
Yukiwo who has only one) 3: Build your own original
combo, where certain attacks in the right
sequence creates an amazing combo! 4. The
Shift buttton allows for a number of special eva-
sive manoeuvers with the lever. Worth investigating.
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SI0E BY SIDE

A race game in which TAITO go for realism -
not just in handling, but looks as well. All
eight cars in SIDE BY SIDE are based on
marketed cars, two cars from each of four
manufacturers - Toyota, Nissan, Honda and
Mazda. The performance of each car reflects
that of the real car so some are quicker than
others, depending on the course you choose.
Each course represents one of the four sea-
sons: SPRING - a high speed course suitable
for beginners, in which cherry blossoms lin-
ing the road. SUMMER - a slightly more chal-
lenging course perfect for intermediate dri-
vers, set next to the seashore. AUTUMN —
you'll need to have mastered professional
skidding to handle the narrow roads and a
series of tricky corners which characterise
this leafy forest. WINTER — for super-experts,
requiring a whole range of new driving skills
in the snow. The four-player option is fun.

& Only experts will be
able to handle the cars in
the icy WINTER course.
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SAMURAI SHOWDOWN IV

Not much info on this yet as it's still under development. It's the next sequel
to the hugely popular Samurai Showdown series. This time there are 12 char-
acters from Samurai Showdown 3, another three characters from even older

versions of Samurai Showdown, and two completely new characters making a

total of 17 player characters! Both the effectiveness of the weapon and level

setting are selectable so both beginners and experts can enjoy playing it.

More on this soon. © Taito. © Atlus. © SNK 1996
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KIZUNA ENCOUNTER: SUPER TAG BATTIE

Sequel to '95s Kizuna Encounter, this-time with an
all new game system: One player can choose two
characters (the tag system). On a normal MVS only
one player can control at a time, but on the Special
MVS version you can have 1P+1P VS 2P+2P and 2
players only have to put in one credit! Some of the
other combinations are 1P+1P VS 2P, 1P+1P VS
COM etc. The control system uses one lever and 4
. buttons: Punch, Kick, Weapon, and Tag. Tagging is
fairly simple: So long as you are in your tag area then
| when both characters touch they can tag to change
| places. Where there are two players in team the wait-
ing character isn't left idle. While tapping on the but-
ton he can increase his health by restoring your life
gauge. However, the more times you tag the effec-
tiveness becomes less and less. There is also an
emergency tag, operated by the waiting character if
three conditions are met: 1. Your partner's bar is
almost empty 2. your opponent’s bar is over half full,
and 3. your partner is in your tag zone. Probably the
best ‘tag’ game available.

AR AR A R R R R N R R N R N N Y R SRR SRR

DEAD OR ALIVE

At the show it still wasn't quite finished as Tecmo were
still in the final stages of fine tuning, however, at the
Tecmo Game Live show (see main news section) they
unveiled the final version. Japanese dedicated Arcade
magazine Gamest has been avidly following this fighting
game for the past few months, so expect the final result
to be fairly awesome. Tecmo also had their 3D polygon
horse racing game — Gallop Racer.

SUN SOFT

WAKU WAKU 7

Waku Waku is a Japanese word which
describes the feeling of your heart
beating fast because of excitement.
Each time you clear a stage you get a
special Waku Waku Ball which is then
added to your Waku Waku gauge. You
can collect up to a maximum of 7
balls. These are used to activate four
features: Utilise a character’s unique
attack technique, break down an
opponent’'s guard, power-up a sure
killing technique or enter Super
Mode. All characters have a wonder-
ful collection of special attacks and
‘deformed’ animation patterns. It's
pig, bright and colourful with excel-
lent animation in the true tradition of
a CAPCOM production.

& This one-on-one fighting game is very similar to
Capcom’s Vampire/ Darkstalkers series in style -
outlandish fantasy characters and superb animation.

© SNK. © Hudson. © Tecmo. © SunSoft. © Jaleco. 1996
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NED BOMBERMAN

At last he’s back in the arcade!
There are two modes. In the Normal
Mode everything you could imagine
from the Saturn version is there,
but the scale is much bigger with
even more in-depth game play.
There are ten types of vehicles
which are spawned from defeated
enemies. Also, if you rescue your
companions who are trapped in a
cell, they can fight along side you.
When all have been helped to safe-
ty you win! This time all the ene-
mies have artifical intelligence to
refine and improve their fighting
strategies depending on your tactics
and skill. This is done to make your
life more difficult as their increasing
smartness will be a source of great
annoyance. In total there are five
stages to be completed. All your
favorite characters are here with
their real voices taken from J-TV.
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SECOND EARTH GRATIA ' g

Proving that there’s still life in this
genre of olden days Jaleco are fight-
ing back with their latest offering,
Second Earth Gratia! With incredible
ships and background design they've
generated a brilliant 3D effect to the
game. By utilising the latest high
quality 3D graphics technology
they've tilted the typical horizontal
scrolling game so that it's got true
depth and perspective! This makes
playing the game alot easier and
much more fun — judging angles, dis-
tances, and the size of objects is
much more intuitive, so your shooting
IS much more precise.

& A decent shoot’em up still pulls in a fair

amount of cash.
2 L ’ ’l
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(® Sequences like these make it worth sticking in
50p just to see how it plays.
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. -4 P # How can | be Goro? Is there such a thing as a
PP AN TP PSS Brutality? Who is Rain? Where’s Baraka gone?
8l Can | fight in the bottom of the pit? Thanks

' to MKT, you never need to bother us again!

he first Mortal Kombat game didn’t do

anything special in the arcades ~ it a1 |
was only when the home versions ViLINNIN \ 34
_ | r

were released that it really took off. |
Mortal Kombat 2 was an even bigger

success, leading on to Mortal Kombat 3,

then an upgrade (Ultimate MK3). And now,

for the home machines only - Mortal

Kombat Trilogy: A collection of all the fight-

ers from all of the games, as well as more

new characters and moves to keep Mortal _

fanatics happy until the 3D MK4 next year! "% W @ MK1 Kano can still rip his
Well, we're certainly happy with it... opionent’s heart outl

& Goro looks worried as Sheeva
is about to jump onto his head!
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GRRI DO | HAVE m“‘)
WEAR A VEST?
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@ Mortal Kombat Maths: Lesson 1. Give me the equation for Mortal Kombat Trilogy. NOW BOY!
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While the main title screen may look _ - | | - i : JOHNNY CAGE WINS
impressive with its 32 characters, there are | b i) A . K, nw l-: Nl _Reed W
actually four more available at the start. By F 4 | ¥ | oy W - '
highlighting Rayden, Kano, Kung Lao or Jax w ¥
you can transform them into an earlier ver-
sion of themself! The original versions have
all their old moves, as well as a few more.

& MK1 Kano has this @ MK2 Jax can do air /

new knife twirling move! fireballs! ' ] /‘ 4

@ As a friendship, "
Johnny Cage gives

his opponent an_ i

autographed photo ‘l_-j

of himself!

o
o

& MK1 Rayden can do @ Hliﬁ Kung Lao can do i \ ”/
air torpedoes! a torpedo move! >




Mortal Kombat Trilogy contains all of the characters from Mortal Kombat
3. as well as the new characters added for Ultimate MK3 (and the three
secret characters) , PLUS the four bosses from the MK games, PLUS
Baraka and Rayden from MK2, PLUS new characters Rain and Noob
Saibot, PLUS original versions of a few characters and at least one hidden
fighter! That's 37 characters at the last count! Zoiks!
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BARAKA
One of MKZ2's most
popular fighters is back
' with his blade hands.
' He can still chop
. people up or fire a
' spark at them, but he
can now put his arms
out and spin across
' the screen as well! |

|
e ————————————

NOOB SAIBOT

' The black shadow ninja was a

' secret opponent in MKs 2 and 3,
but is now playable. He can send

- a double image of himself to
throw his opponent into the air,
teleport and throw someone, or
use a fireball to stop other
fighters blocking or attacking for

' a few seconds!
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JOHNNY CAGE

' Another of the characters dropped
' from MK3 returns, this time with a
completely new look. He's got his
old fireballs, the shadow uppercut,

shadow kick (plus a new red
' shadow kick), but has unfortunate-
ly lost the hilarious package check.

NEW MOVES FOR O1D! i

The original characters aren't just a
here as before, they've had a ' '
few alterations. Most of them
have got new moves of some ( ,

sort, and a few have got new Y

finishing moves as well! }'r. N

= . .1 .1 . 8
@ Kano can do a new rolling & Scorpion’s lost his multiple
move. It sends him flying around fighter Fatality, but has gained

the screen, bouncing off the walls this new one. A giant flaming
and floor! hand grabs them into the floor!

@ Sektor can fire a double mis- & Masked Sub Zero has now got
sile to get a 2-hit combo. a second Fatality - the ice spike!

CHAMELEON

To find out how to play
as the hidden ninja,
look at FreePlay now!
He fades away every
few seconds then re-
appears as another
ninja. He can do all of
their moves before he
| disappears and turns

! into another ninja! Once
you've learned all the
moves for all the ninja
fighters, you can play
as Chameleon and
really confuse your
opponents!

RAIN

Rain was a fake character in
UMK3, appearing only in the intro,
but is now a real fighter! He can
summon lightning, catch and
move opponents, and roundhouse
kick them off one side of the
screen, then back on the other
side!

I=

RAYDEN

The thunder God from
the first two games
returns with his tele-
port, torpedo dive and
lightning bolt. He can
now fire his lightning
backwards, off the
screen, and back on
behind his opponent!
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THE BiG BAD BOSSES!

On top of all the old and new characters, the four boss characters from
the Mortal Kombat games can be controlled! They are very different to
the other fighters as they can’t perform chain combos like everyone

else, but each hit is really powerful. They also can't do finishing moves
or have finishing moves performed on them unfortunately. They've also
got a few new moves between them.

GORO

Putting an end to the question
everyone's been asking for the last
few years (“How do you be Goro?"),
the Shokan Prince is now playable!
He's got his classic fireball and chest pound

moves, plus a new four-armed spinning attack!

KINTARO

Mortal Kombat 2's boss can spit

fireballs, jump up and down on peo-

ple and grab then punch them

across the screen. As with all of the
boss characters, Kintaro can taunt the other
player at any time!

wmad MOTARO
- The Mortal Kombat 3 sub-boss can
do all of his original moves - tele-
port, throw fireballs, grab and
punch, and generally be a pain in
the face!

SHAO KAHN

The big boss himself can hit people
on the head with a mallet he
magically pulls from his underpants,
charge into enemies, chuck
fireballs, and perform a new grab and punch

move, on top of another new throw!

T
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Mortal Kombat Trilogy contains backgrounds from all four of the previous
Mortal Kombat games (1, 2, 3, and Ultimate). Some have been changed
slightly - Shao Kahn now sits on the throne in the MK1 Kung Fu arena instead
of Shang Tsung - but the detail is mostly the same as in the arcade originals.
“Pit” fatalities can be performed on all the original pit stages, except “The

Pit 11" (it would require lots of new animation for each character to put this
back in). And if you can't be bothered to memorise everyone’s pit fatality, fight
on the original Pit stage and just uppercut someone to finish them!
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& Johnny Cage’s Animality!
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& The Dead Pool now requires a & But they still die in the same
regular “Pit” Fatality to be able to way as before - their skin melted
knock people in... off by the green acid! Excellent!
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RAYDEN WINS

G The Ivlnmhat Tnmh’s ::alllng is
just as spiky as ever. Uppercut
people and stick them up there!

& The Armoury background is
just the same as it was in Mortal
Kombat 2.

As well as all the Fatalities, Friendships,
Babalities, and Animalities, each fighter

& Rain can now move Shang
Tsung around the screen!

@ Smack... aaaaaah...splat!
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| always get right into the Mortal Kombat

CONTROLLED AGGRESSION

Another big addition to Mortal Kombat Trilogy is
the Aggressor bar. The more aggressively you play.

can do a Brutality — an incredibly long and
complex combo which increases in speed
until the victim finally explodes in a
shower of limbs and guts! If you were
having trouble learning Fatalities, you've
got no chance with Brutalities!

99 WiNs: 00
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RAYDEN WINS

the faster it builds up, and if you hit away at a
blocking opponent, it fills up really quickly. Spell
out the entire word, and the letters flash and
shadow trails follow your fighter, making you far
more powerful for a few seconds. It's a nice
addition, and sorts out those annoying players
who spend almost all their time blocking!

% Once your baris & Aggressive
full, shadows follow special moves do
you everywhere. loads of damage.

29

RAYDEN WINS

games whenever a new one comes out,
mostly because there’s always to much
to be found in them. Mortal Kombat
Trilogy’'s got loads of new characters,
new moves, new combos, hidden fea-
tures, and much more, making it one of
the most packed-full fighting games
ever. Of course, there’'s do doubt at all
as to whether Mortal Kombat fans will
like this - they’ll absolutely adore it -
but it’s not likely to hook anyone who
didn’'t care about Ultimate MK3. It's still
got an excellent sense of humour, is
fast, fun, and almost overflowing with
features, but the fighting action just
isn’'t as smooth and clever as SF Alpha 2.
Mortal Kombat Trilogy is in fact a good
example of the PlayStation’s 2D sprite-
handling capabilities which have been
criticised in the past, handling some
massive characters, storing up to four
fighters in memory at once and changing
them around with no loading times, as
well as throwing tons of body parts and
blood splats around the screen at once!
You get a lot for your money with Mortal |
Kombat Trilogy - at least 37 characters,
tons to learn and do, and a lot of fun.

Think about it. 7y UMM- 3

All three coin-ops together on one CD, plus
loads more! It’s the best MK game so far and
it’s also LOTS of fun!
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Power made flesh! Behold the ultimate
incarnation of (apcom’s greatest series -
from out of the arcade, into your home!!l
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he Street Fighter series goes from
strength to strength. Considering the
quality of Street Fighter 2, you can
only expect the quality of the Alpha
series to be better, some five years on.
The first Alpha rewrote the game engine
of the series, giving a subtly different
style of play to the games before it.
Alpha 2 uses an identical engine, but
gives everything a massive overhaul -
new characters; increased speed; more
moves; an all-new combo system; and
loads more, give even the most devout of
Street Fighter fans a real challenge. Just
a few months after the arcade release of & Zzangief finishing Ryu off
this amazing game, we have almost with an impressive Custom
arcade-perfect home versions! Wowzer!

Combo explosion!
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The excellent arcade intro is fez L a7\ 2 L5

tured in both versions, and sets
the scene well, with some lovely
artwork of the new characters.

NeW ALPHA FIGHTRRS! | I D

There are five new characters to Street Fighter Alpha | Zangief's new, more cartoony style

(3 This Super Combo
catches jumping enemies
and tosses them onto the

2: Zangief and Dhalsim from the Street Fighter 2 makes him look even more amazing floor. it doesn’t look very
series; Gen from the original Street Fighter, Rolento than before! All of his old moves impressive, plus it's very
from Final Fight, and the completely original Sakura. remain: Spinning Lariats; Flaming Fist hard to catch someone
While they may take a bit of getting used to, and (now a Dragon Punch motion), and, of properly with it.
they may have wildly varying styles, they fit in with course, the Spinning Piledriver!
the other Street Fighter characters perfectly. Because of his lack of
v~ speed and ‘chaining’ ( The Final Atomic
1 _ R 42 @\' powers, people Buster is performed the
\@E ﬁ\ﬂ:"‘ "!'"'f ‘}'ﬁm\fﬁ "1 i . N, seem to neglect same as ever (720°
L VS B --——---&{‘* ——— poor old ‘Gief, degree spin, then punch).
T AMGIEF "J ROENT . T e though he is one ___1,_ *'ﬁ Still one of the most
\] of the most pow- A impressive and powerful
erful characters W . ¥ moves in the game. |

in the game.
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AL B T s et ol 4 RN Dhalsim is much as he was In
& Zangief's Final Atomic Buster has got to be one Super SF2 Turbo, only now you
of the best moves ever! Just try it at level 3! can choose whether to perform

long or short hits at will: Holding
backwards on the pad and press-
ing an attack button causes a
closerange hit, which is essential
when up close, as long attacks

go straight past an opponent. He == ' BN S
also uses the Yoga Flame, Yoga @ Yoga Inferno (double @ This strange Super Throw
Fire, the vertical Yoga Flame, and fireball and punch) sprays catches opponents mid-air,
Yoga Teleport (which can now be flame around, hitting and repeatedly slams them

done in the air). repeatedly at close range. into the floor.




k. SAKURA R PLUS] EXTRA CHARACTERS] “ I

. = Sakura is a big fan of Ryu, so most of her moves are
't{ sed on his. Her fireball is charged up by repeatedly

\ tappi \E)unch button at the end of the motion, mak-
\ L— Yng it bigge Fnd more powerful while reducing the range.
A’*\Dragnn Punch variant makes her dash forwards a long
way, hitting repeatedly. Sakura’s Hurricane Kick motion
me\q es her hop forwards with a spinning kick (shouting
wh‘a; sounds like “Duke Nukem!”).

As 1 eI‘as the 18 standard characters, there are another five
variations of existing fighters. So far we've only discovered how to find
them all in the Saturn version, but the PlayStation definitely has Shin-
Gouki (Super Akuma). For all of the cheats to access these fighters,
look at last issue’s tips section.

[ —— g i :
& A double reverse fire-
ball and kick does a low-
hitting spinning kick.

& The special version of & Evil Ryu is an ultra-hard
Chun-Li is wearing her original version of Ryu, with better
costume and has a charging juggling abilities, a new super
fireball, rather than a motion. dragon punch and a “fire-
That’s the only difference! cracker” like Akuma!

fxr.

{*F.
© Sakura can charge her fireball & Sakura’s low Super Combo is
to three different levels! difficult to block, as you can see!

Not many people will remember Gen from Street Fighter,
but he's the typical Kung-Fu master. What makes him so
different from the other Street Fighters is that he's got
two fighting stances: Mantis style (fists) and Crane style
(feet). Each has its own special attacks, Super Combos,
and standard hits making Gen a very difficult character to
master. He has an E.Honda-style multiple slap, a dashing
punch, a rapid-hitting forward kick, and a wall leap

attack, as well as some very strange “standard” hits.

F

&> SF2 Dhalsim has only his & The original SF2 version of
two original special moves, Zangief is extra-powerful, but
meaning that he can’t do short can only perform the original
distance attacks at long range, two special moves - Spinning
unlike the Alpha 2 version. Piledriver, and Spinning Lariat.

@ Shin-Gouki (Super Akuma) is the |
hardest fighter in the game, with

double air fireballs and very fast
special moves.

@ A double fireball
‘and punch causes
this dashing hit which
leaves Gen on the

opposite side of his

ROLENTO p——

4
The Final Fight boss is armed with a baton and grenades, KTk

as well as throwing knives. His moves include a baton-
twirling attack which can be repeated three times in a
o row — a bit like Fei Long’s attack in SSF2. A lot of
ﬁfl Rolento’s moves are like SF2's Vega, with quick wall

: : B **?”' leaps and annoying rolls to get him out of trouble,
) -i "= B ¢ making him a difficult opponent to hit. Overall, Rolento
| & A double reverse takes a bit of getting used to but is very effective in the e s
fireball and kick end, especially to naturally defensive players. & Rolento’s baton is even used
makes Gen leap off . : _ Bl in one of his Alpha counters!
the wall with his feet e S - :
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& A double fireball and & This defensive 5u|:_|er

kick calls one of Combo (double reverse — =
Rolento’s friends to fireball and punch) - :
. lower a hook, while he makes Rolento roll back- @ Pressing forwards and medium
© Switch between either & This rising kick can hit strings his enemy up wards while dropping kick makes Rolento hop onto his

stance with 3 buttons. repeatedly in combeos. with a sharp wire! grenades. pole to avoid low sweeps!




THE SURVIVOR. SERES! g momsimge LLUSTRATION MODE

Select any character, then fight your way through as 3 Wy e SFF iy T The Saturn version of SF Alpha 2 features a special
many of the 18 other World Warriors as possible, i : Illustrations option which lets you look at a hundred
using only one energy bar! After beating each of the | _ e pieces of Street Fighter artwork while a pleasant
fighters, energy is added to your single bar depend- By b tune plays in the background. It's a nice option to
ing on how well you did in that fight, meaning that o g o LY 4 have, even if isn't of any practical use.

consistency is essential. Also the whole thing is 18 o 1o N
timed, so Survival Mode becomes a time attack
game! How quickly can you clear all 18 on level 87
At the moment, we've only seen this in the Saturn
version, but there's a strong possibility that it's a
hidden item for PlayStation owners.

VD Tl al 1‘:ﬂﬁ'ﬂ|ﬂ _.| e A i'

?" FF#F{JE"-:; o . e — J - A
AP iy . - & Having a hundred pieces of high-quality artwork
= . > & Ok . | . is a nice addition. We like the one on the left.

& Win each fight as fast as
possible to regain more energy.
(3 Battle through all 18 fighters
and beat your best time!

ENEW MOVES FORIZ(4
77\ OLD FIGHTERS * TN

as having all of the moves from the Dfﬂlr‘ltii

aﬂtipha many of the characters have had new moves | . ! i S S T———
and other slight adjustments made to the way they s (3 Gouki (Akuma) and Gen face off in Venice.

play. For example, Adon’s “D to UF+K"™ move has
GOOI. COUN'IER.SI

| been changed to a Dragon Punch motion; Birdie's

| Super Combo is now a double fireball and punch

| rather than a 720 spin; Akuma's air fireballs drop at
Alpha Counters are one of the major new features
added to the Street Fighter series, enabling players
to discourage jumping attacks by returning the force

a very sharp angle and his golden fireball is a reverse A== ——— -

motion; Chun-Li's fireballs don’t need to be charged @ SODOM can catch jumping
of the hit in an impressive fashion. In Alpha 2
there's no problem trying to remember whether your

any more; Sodom'’s three different sai hits are now opponents with a dragon
Fireball motions rather than Dragons; and Dan has punch motion and any kick,
been partly redrawn with loads of new animations. tossing them away without
character uses punch or kick to counter as everyone
can perform both! This means that jumping attacks
which hit early can be punch countered, while deep

taking damage.
attacks can be kick countered, catching players just
before they land.

G" RYU parforms a & KEN can dive onto
fake fireball by doing the floor to confuse
the usual motion and opponents. It can also :
pressing Select (PS) or be used to duck under < BIRDIE has a new slamming
one of the shoulder fireballs. move which is a nice alternative :
buttons (Saturn). to the chain grab. @ Here’'s Sodom’s new
sliding counter attack.

%) Dhalsim’s uppercut
counter hits high.

| G € s

@ ...mntnr wltll ]Itlllﬁll
2 ...counter with kick

@ DAH msinnally flashes @ ROSE’S new So
white when he performs a Spiral is a dashing
, Dragon Punch. We still don't multi-hit attack
know whether this has any which is very useful
~ effect on the game. at close range.

& DAN may pose as many tlmau as he likes during ﬂIE ﬁght [uv&ryunn else can only
do it once). These can be done while standing, crouching or even jumping. He also has
a Super Combo pose move which does nothing apart from confuse your opponent.

O Sakura's |IIII'II.‘:|I
counter is like her
dragon punch special.

© Capcom 1995/1996




CUSTOMISE
YOUR COMBOSI

Another excellent addition to the
Alpha series is Custom Combos.
At any time, when your super bar
s at level one or above, tap any
'wo punches and a kick to initiate
the combo. Your fighter ‘powers
up” and a time bar appears,

which rapidly runs out. During this
brief period, the recovery time is
removed from every attack,
meaning that you can string
together impossible combos of
standard attacks and special
moves. Finishing someone with a
Custom Combo (probably the only
‘eal reason for doing one) causes (3
as massive blue explosion which . P
s VERY impressive! While the

S combos seem useful, the attack
S damage is greatly reduced.

O ..then start attacking!

the time bar appears... Starting with a fireball...

T

& ...and a dragon punch to
finish them off! BLAM!

-

& ...followed by a
spinning kick special...

o~ Tk
= 'I

‘1-1.
v And here are all the

Custom Combo finish
symbols for everyone...

' THE TROPHY CABINET “™

Street Fighter Alpha introduced the novelty of different win symbols
depending on the type of victory. Street Fighter Alpha 2 takes this to
the limit, adding loads of new symbols to indicate the type of victory,
as well as a specific icon for each character’'s Custom Combo finish.
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(3 The V indicates a
standard victory with
a standard move.

(3 An S proves that
you won with a

(3 A P appears with a
gold win symbol if you
win with a perfect.

1 (3 This special symbol
appears when Akuma
-

WISTYHA

4

Rk -

or Evil Ryu’s special move.

4 “Firecracker” move is 3 A Super Combo

Sam g Performed. =l finish, with the num-
T (3 The noose means ?—El ber of stars showing
’ a throw victory. L El the level of attack.

(3 Cherries appear
when you finish

someone off with a
light punch or kick.
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(3 A piece of cheese
is awarded for finish-
ing off a blocking

opponent.

YHNHYS

NnAY
IVYOVS

| & An A (or a Z in the Japanese version) stands for
1 an Alpha (or Zero) Counter finish.

'
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different in Alpha 2, me.." . it harder to link moves
pushing two-in-ones ana juggles to the fore.

The difficulty of chain combos and the increase in
attack damage bring the gameplay slightly closer tc
the original Street Fighter 2 series than Alpha.

In Alpha 1, a good player can be considered as
someone who has mastered “chaining” hits
together. Certain moves are easily linked in a
sequence, making four or five-hit combos fairly
commonplace. The chaining system is slightly

@ Hard jump kick... @ light punch...

well as Survival Mode. We don't yet
biased, but we're going to let you know if these are in the PlayStation
know the minuscule differences game.

between the Saturn and PlayStation L Loading times are a second or so
versions of Street Fighter Alpha 2. #2 The Saturn has slightly more frames quicker on the Saturn.

Firstly, a warning: both versions are of animation, most noticeably on the
brilliant, and both are fantastic conver- big characters like Zangief.

sions of the arcade original. We're just
going to tell you the differences in
case youve got both machines and
can't decide which version to get.

Don’t write to tell us we're being whether these are in the PlayStation

Version.

'I.pl

S0 there you have it -
a list of completely anal
facts which won't
bother most people. But
fans with a choice of
versions will probably
be slightly better off
with the Saturn game.
But that doesn’t mean
that the PlayStation
version’'s anything less
than amazing, alright?

#> There is slightly more background
animation on the Saturn.

#2 The PlayStation's sound effects are
considerably sharper and clearer than
on the Saturn. Saturn's effects sound
slightly muffled and fuzzy.

% Firstly, the intro sequence on the
PlayStation version is full-motion video
of the arcade version, and is slightly
grainy, while the Saturn has a realtime
intro. #> The arcade cheats to play as three
hidden characters (Evil Ryu, original
#0n the main menu the Saturn Zangief and original Dhalsim) only work
version has the lllustrations option, as ~ on the Saturn. We don't yet know
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One of the best games ever. The best 2D
combat game ever. Just get it, okay!

1WIN
FESEET

2900

comment |

Ever since the days of Street Fighter 2 in
the early nineties | have followed the
series with great anticipation and high
expectation for each new release, and i
would say that alongside Super Street
Fighter Turbo, Alpha 2 is the best sequel
yet to this ever-improving fighting game.
Alpha 2 refines the gameplay of its
predecessor and adds to the elements
which made SF Alpha special, with more
counters, massive combos and even
tighter gameplay. You can now even
combine super and custom combos for
awesome devastation. | really can’t recom-
mend this game any more highly. My only
concerns, however, are the large ‘designer’
borders and the slightly slower gameplay
compared to the Japanese version. But
this doesn’t really affect the gameplay, as
it now has eight speed settings. Roll on
Alpha 3, because 1 want Blanka, Guile,
Retsou, Vega and Sheng Long etc, right

this minute!!! L'}A 1 "4 g, Mﬁﬂ'

Like many people, my first impression of
SF Alpha was that it was a step back from
SSF2 Turbo. Of course, after a bit of play |
realised that it was in fact one of the
best games ever. And Street Fighter Alpha
2 is a lot better, immediately making it an
all-time classic! While some may complain
that 18 fighters is nowhere near as good
as Mortal Kombat Trilogy’'s 35+, each of
the Street Fighters have more character :
than all the Kombat fighters put together.
Each one varies greatly from the next,
with months of learning in each, making it |
very good value for money. The graphics 3
are definitely the best in any 2D fighting
game, with awesome-looking fighters, v
excellent animation and beautifully
detailed backdrops. The music is as
catchy as ever, and the new tunes fit
brilliantly, along with the other new
features. While there are bound to be
people who'll have written it off already
as a waste of time and money, it's a fact
that this is the best 2D fighting game
ever, and an absolute all-time classic. It's
also a fact that it’s essential to own this
game, even if you've already got the first.
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So you've split your sides to the juvenile '
japes in Discworld, but what else is there to
onsidering point-and-<lick adven-  calm the ravenous appetite of the adven-

tures are more suited to the seri-

ous PC user, Broken Swordhas tyre~hungry PlayStation gamer? Either fork

made the transition onto the next gener-

ation console with apparent ease. Yeah, OUt -For a c or’ more reasonably' get StUCk

it’s not as action-packed as Quake but

this beast is infinitely more taxing. -into the terr-iﬁca"y spookym

= e

C

which fry your
Jbrains, and graph-
ics to rival a Disney
movie, Broken Sword is
a massive game that's
split into eight individual
acts - it’s almost like
an Agatha Christie
thriller, but with-
out the wrinkly
old dear!

During George Stobbart’s quest to uncover the grease-painted killer he'll travel the width of the
globe, jet-setting from the opening scenes in gay Paris to the lush countryside deep in the
heart of Ireland. From there he'll sample the delights of Syria and eventually will end up run-
ning through the streets of Spain. Who said adventures were boring?

|1

- Typical. All George Stobbart wanted was a quiet week-

- end in Paris to sample the French fancies and what

- does he get? Blown to pieces, that’'s what! Enjoy
delights of plastic explosives, just by hoping on the

Eurostar Express and heading straight into the heart

of Paris. Take in the sights of the capital's impressive

' landmarks like the Arch de Triumph and the Eiffel

; Tower, then settle down for the little surprise that's

waiting for you.

& The boys in blue are useless | =
so George Stobbart has decided ¢ =0
to investigate the case himself. -:_f:

Hey, it’s just like Columbo! ‘ ; | it
REVIEWER '

Broken Sword proves that the PlayStation

TR i A, T Iy, e N e T R i T e R e e

o
tre et Paris! Ou ‘est la onion seller?

)
i - - LR e~ TN
Q ENGR 11 S 100 RARD! isn't just good for beat ‘em ups and
.x Yeah, so it's a graphic adventure and arcade games. It's a challenging adven-
E true, it's hard, but then you'd moan ture, and one that is as enjoyable to look
] if it was easy. There are stacks of at as it is to play. In terms of size Broken
'; : meaty puzzles to tuck into, some Sword is massive, and takes hours to com
I e which are solved simply by playing plete. Thankfully it's not too frustrating
i & around with the various objects in either, and the solutions to the puzzles
& C'est m’'sieur en la the inventory, while others can be are fairly logical, so at least adventurers
hat trots dans le cafe 2@ | worked out by conversing with the aren't forced to randomly play around with
! et sit un a stool. Hmm, alors, what ze ‘ell is other characters in the game. A bit objects in the hope that something works
- mysterious, oui? ‘appening? like the crystal maze when you think - the solution is usually nearby.

f-.

T el i

about it... Admittedly it's not as zany as Discworld,
but it's compelling nonetheless.

ALY HIMNONS

-+ =

UGS YOU SAY? HOW Bl NEZE
THEY? WELL | MAVE A TAPE MEASURE
RUCaM | MERE...

Visually slick with detailed backgrounds and cool

@& Gather info by using the pha to & Problem: Locked gate and no way | cartoon animation, mixed with compelling game-
call thugs involved with the murder.  through? Use the haystack, stupid! play to challenge even the wisest adventurer.
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l] 30 potanagls erzuags A variety of obstacles such as spikess Intense multi-player mode with up to _
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Two months ago it was just a rumour. One
il month ago it was in early development.
Now Daytona: Championship Circuit Edition
is a playable reality! Let’s roll!

e

of Sega development. Following
last month’s rolling start first look
at the all-new suped-up version of
Daytona, we were intending to bring you . A e
an in-depth preview of the game this
issue. But it wasn’t to happen. Nope, o CIrcurt Edlt'O“IIIIlllll
instead we’ve got the game for review!
Sega’s CS Team have pulled out all the
stops to complete their Daytona Remix,
and now they’ve rolled out the finished
product. So how does it fare? Have they
overcome the infamous clipping prob-
lems of the previous game? Have they

upped the frame rate? Can we expect
yet more karaoke-howling tunes? What

new features have been included? 3 I
These questions and more are all IT’S NOT AN ARCADE CONVERSION!
answered on these !mges as we reveal If you were hoping for a much-improved conversion of the titanic arcade game, you're in
to you the long-awaited Daytona USA: for a bit of a shock. Clearly the CS Team consider last year's Saturn Daytona to be the

Championship Circuit Edition! ONLY conversion of the coin-op, because Circuit Edition is very much their own vision of
the game. Bear this in mind as we offload a few ice-cold shocks onto you!

T hings move pretty fast in the world

FEENENENENRENENENRNMSHMNHMNHMNEMNIENRIMEHEI;EBEMBEJBIEJBJEJBJEJB};.

PLEASE SELECT A
STEERING MECHANISM!

The only real way to play original Saturn Daytona

was with a joypad (the then-newly released Arcade Ready for the news? The

Racer wheel was compatible, but awful). Now how- legendary red-and-blue

ever, you've got a real choice of control systems. arcade 41 car is gone - at

Here's how they handle... least as we know it. Instead

there are now eight all-new

cars to choose from, all fea-

turing new bodyshells and

individual performance. And ' :

each one is available as a ¢ Good grip and @ ldentical to the Gallop
manual or automatic trans- acceleration, with in all respects. Except for
mission model for your dri- reasonable max speed. the paintwork. Nice to
ving enjoyment! Not that you'd know. have the choice, mind.

ORIGINAL FLAVOUR JOYPAD -

Shockingly, the original joypad isn't so great for this &> Reasonable all- @ Superb grip and & Below average grip,
game. The cars in CCE handle quite differently rounder, but slightly acceleration, but crap but very good top speed
from previously. Powersliding seems virtually lacking in acceleration. max speed. Good for and acceleration make

non-existent with this controller. Not a popular choice. two-player on boost. this an excellent choice.

ARCADE RACER STEERING WHEEL

Certainly performs better than in the first Daytona,
with more analogue response. Still inadequate for
serious racing though, as you veer left and right
like a mad granny. For laughs only!

ANALOGUE CONTROLLER rerLay WO |
The essential steering mechanism. You get a much e - ra—
better degree of control from the A-pad, snaking o ¢ Same as the Max car, @ As in - not good
the car left and right with precision ease. And maximum top speed and but with lower Grip. ance. Top grip and speed.
suddenly, semi-controlled powersliding exists! acceleration. A pro-mobile. Thus it’s pointiess!! Lowest acceleration.

£ Py i
3




SPOT THE DIFFERENCE!

Let's face it, the biggest question is — how does it compare with AM2’'s
previous conversion? Well, being BIG fans of Daytona USA, this is a point
of particular concern to us. So, rather than forcing you to scrutinise these
pages to spot the differences, we’ve decided to demonstrate. Besides, it
gives us a good chance to show the original three courses again!

. |} * i r
@ Gone are these arcade- ¢> Replaced by these. No more
identical select screens. “Please select a race course.”

@ UK owners had to put up ¢ This is PAL Circuit Edition in
with this letterbox screensize. comparison. Full-screen!

THE PIT CREW:

i b | V5

| © The Stadium drive-by. Notice © The new one has a nifty ' -
| the checkpoint indicator. leaderboard. It works too! @ The trusty repair team. @ And still! Is it so hard to find
' Surprisingly lacking in feet. two extra polygons per person?

LN

SEASIDE STREET GAL

REPLAY

& The green monitors of Starry & The new CCE version. Not
Skyhall, as it looked before. much different really.

L AR L S RN ENENENERERENRNH.;

DINOSAUR CANYON

I E RN E N NN N

[ X 1

& Brontosaurus Arch. It @& Not anymore though. It
was always cringeable for its appears well in advance of

terrible clipping. your approach.




TWO MORE TRACKS OF DOOM!

The name Circuit Edition clearly refers to the fact that you've got
two new courses to contend with. Here's a quick picture drive-
thru of the CS Team's own contribution to the Daytona mythos.

NATIONAL PARK SPEEDWAY

@ This mnﬁy ﬁﬁdwny @ The tnwur slgniﬂn a

opens with a long straight. long right curve. this chicane appears.

@ A winding lane follows G A big wheel and rnllnr-

the cliff wall. coaster sit trackside. the pits.

© 'I'I'Ia first straight runs G m-nn signs warn of a
parallel to an elevated

© A panoramic TV replay of the National Park train track.

speedway. What a lovely rollercoaster.

- The legendary crashes!
Not quite as dramatic as
before though.

JECOUTE LE MUSIQUE PLOP!

@ All the enemy car
textures are also
completely new!

you'd think.

@ M you reach top-mad

@ All the team trucks line

¢» This right-angle isn’t
as ludicruously deadly as

REPLAY

& Owners of the first game will know, from this
screenshot, that the clipping is improved!

¢> This hot air balloon
tight powerslide-essential slowly rises throughout
turn. the race.

¢ An uphill drive with
little more than cactus
for company.

¢» There’s the train,
informing us we're back
near the start.

Personally we (the CVG
hive brain), thought the
original Daytona tunes -
composed by Sega Japan
in-house band, B-Univ -
were entertaining in a
laughable kind of way. But
who cares what we think?
Clearly not Sega, who've
enlisted the musical tal
ents of Sega composers
across the world, to
revamp the soundtrack.
The three main tunes
have been remixed - King
Of Speed (track one) and
Sky High (track three) are
now spacey dance tunes,

while Let's Go Away (track
two) is like hill-billy rock or
something. The two new
courses feature some
jazzy music. National
Park’'s being more like
Jamiroquai, whereas
Desert City soundslik

the theme to Are You
Being Served? (according
to Richard Leadbetter, but
he's right). As for the rest
of the ingame music, get
ready for some dreadful
rock courtesy of Eric
Martin of the band Mr
Big. B-Univ come back,
we always loved ya!

Arcade Daytona IS the greatest multiplayer racing game. Which made the first Saturn
conversion incredibly disappointing for one reason — it was single player only. Well, Circuit
Edition features that all-important Two Player Battle mode, although only as a split-screen
option. The result is a mixed bag. Graphically it's pretty shoddy with bad pop-up. To play
though, it's quite entertaining, providing you use analogue pads. They're essential to get that
fender-scraping degree of battle control!

@ Second player head-
start, and Slowcar Boost
options are in there.

@ It's good fun, but the
bad clipping is a bit of a
letdown.

@ A twin rolling start
begins the epic split-
screen two-player battle.




LET’S SEE HOW YOU DID ON THAT COOL COOL COURSE!

The improvement in Circuit Edition’s graphics has allowed the CS Team to be more daring with
‘eplay angles. Hence, for each course you complete you can watch your performance through
again, switching through different views at will.

'fﬂ--. '::1 . r'?. u' Lﬂ*-

279.

_REPLAY
= @ The panoramic TV cam replays really

demonstrate how much technically better the
graphics of the sequel are. That IS impressive!

REPLAY H'f\ | L

4 For maximum thrills
though, the TV cam is the

REPLAY

T All four driving views are * Or why not try the
available, with or without overhead view?

on-screen indicators.

CHEAT CORNER

Original Daytona was famed for the wealth of
secrets it contained. How many of these have

made it into the pseudo-sequel? Let's see...

By entering certain
initials on the name
entry screen, you
could access music to
almost any previous
Sega game! Sadly not
0 in this version. You
still can’t call yourself
sex though.

. <~ Aba
Vo s
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STOP THE SLOT MACHINE

The Million Slot Arch
onthe 777
speedway can be
stopped. However,
having earned three
sevens, we didn't
get any extra time.
What does it do?

AR A R R R R R R R R R N R R R R R R R N N N R N NN NN

~L TURN JEFFRY UPSIDE DOWN.

* |Yes, pressing X does

- |still roll the Jeffry

- |statue onto his

~ |head. As entertain-

- ling as it ever was.
Which wasn't much.

A AR R R R R R R R RN R R R R R A R R R R R R R R R RN RN NN

HIDDEN VEHICLES

We know the horse is in there (the sounds
are in the options), although we don’'t know
“how to access it. What we have found
though is the original car. Or at least, one
that resembles. it. This is in fact a supercar,

- | earned if you finish first on all tracks. Sadly
the manual version isn't red and yellow.

Lwﬂ?‘éf"m'lsim-fl O o e B

only way to watch!

@ The new tracks (Desert City shown here)
are okay, but don’t really shout Daytona!

REPLAY

@& The good old tracks. Pretty much identical,
but the colours make them feel different.

RECORD BREAKERS!

Daytona set new standards in breaking lap
records with its Time Attack feature (known as
Time Lap over here). The CS Team then turned
the feature into an artform in Saturn Sega
Rally, with a whole host of extra features. Well,
Time Attack is back, with yet more features to
its name. There’'s the customary ghost car,
which pits you against a visual recording of the
previous Time Attack contender. Also, a Time
Compare option informs you of how far ahead
or behind you are, against the current best. A
new feature is the Section Lap timer, which
helps you pace your speed by timing you on
separate sections of each course.

g’t-l-lm.‘iu-

Tcomment
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Like almost every other arcade fan, | think
that Daytona USA is brilliant. And even _
though the first Saturn version was incredi- |
bly rough, | still played it LOTS when | first
got it. This version just doesn’'t do the
same at all. | was looking forward to a
graphically improved Daytona so that |
could relearn all the courses and break my
lap records over again, but this just isn't
quite it. While it may look a bit like
Daytona, none of the cars handle anywhere
near the way they do in the arcade or on
the first Saturn game, and the new courses
are nowhere near as clever and detailed as
the originals. And, like Tom, | prefer the
funky Japanese music and presentation to
the very “American” look of the new game.
It’s not terrible, | just think that Sega, and
the Saturn, could do better. g
: f:v W&
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[reviewer ]

greatest arcade racing game. And AM2's

| previous conversion, flawed as it is, is still

| brilliant. So, the concept of a new update
| with better graphics, definitely appealed to |
‘Ime. The result though, is massively disap- |
| pointing. The graphics are improved, not

| perfectly, but still quite impressively. if
|these technical improvements had been
added to the previous conversion, with its
old style and handling, I'd consider this
game to be excellent - possibly the best
home driving game ever made! Yes I'd like
new features too. But if ‘new features’
Imeans two substandard courses, ugly cars,
and the excellent arcade style replaced

| with tasteless select screens and inapprori- |
ate music, I'd rather go without. As it is,
{even the superb handling from the original
has been lost! I've always liked the Saturn
|for its close conversions of Sega’'s coin-

ops. This isn't anything of the sort. It isn't
|even a fresh remix (as RR Revolution was |
\with Ridge Racer). It's just a decent driving |
2 game. Personally, I'd rather have the origi- |
nal Daytona. Even the badly-bordered UK

| version, bad clipping and all. It’s a far

closer conversion of the coin-op, and a

superior racing game.
| EM [}Mf}b ;
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| If you don’t know Daytona, you
| okay.If you do know Daytona, you'll be appalled |

‘Il think this is

il i 2 L P e

| at how the !ﬂng Of Racers has been castrated. i

'|As far as I'm concerned, Daytona is still the

@
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‘¥ As pioneers of the 2D sprite-based fighting
""" il game, (apcom have built a reputation fike
R no other. And they've made damn sure their
con bathos almost every move in  first 3]) fighter is equally monumental.

combat arena! Kind of ironic, since
Star Gladiator is here to become
Capcom’s beacon in a pretty busy sector
of video games. While it’s too much to
expect that the Star Gladiators will cre-
ate the same noise as the World
Warriors and Street Fighter 2, they ought
to place the competition on guard. From
the outside in Star Gladiator is a class
product - boasting some of the finest
polygon characters out there, and a
refreshing line in game play. It’s tough

deciding whether or not Hayato and e % l I . ' l

associates will command big respect in Eﬂ;_s (QUDQ,EL,*;J ‘ 7 <
; .
»

years to come, but right here and now ’ ~

combat fans have a lot to go crazy over.
2B ¥ ¥ TYPECASTING ¢ -
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K TYPE

JUNE, ZELKIN, AND RIMGAL

gl
L

TYPE: B TYPE
HAYATO AND GERELT SATURN, GAMOF, VECTOR,AND GORE

These men are masters of Overhead strikes form the basic technique of Rimgal’s club is misleading - his powerful legs
the sword, so much of their these fighters. Saturn’s Yo-Yos are tools espe- are by far his deadliest weapons! Zelkin too uses
technique involves horizon- cially suited to this style, as is the Battle Axe his legs to claw at opponents. June is essentially
tal slashing motions. wielded by Gamof. a Gymnast.

Particularly Franco Gerelt's

NOBODY CAN PLAY
THE YO-Y0S LIKE ME!




Once in every round all fighters may unleash

e |
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PLASMA COMBO

Each fighter ‘Type' has its own Plasma Tree which gov-
erns more than ten combinations of moves. Exactly four
of these consist of five deliberately placed moves. On top
of that, Types A and K have a Finish move tagged onto
two of the major combos. Three Finish moves are avail-
able to B-Type characters.
(> A special ‘Plasma’
bar rests beneath the
Energy Bar. The letters
A, B, and K light up in
response to a fighter’'s
attacks. If the letter
: forms part of a chain, it
joins others to make a
Plasma Combeo. It's not
so0 hard to find them.

ors . : m
@ At the end of certain five-hit combos the word FIN-
ISH replaces the collection of letters in the Plasma
bar. This is where a sixth key move can transform the
}f standard Plasma Combo into a Plasma finish.

| lake any character into Select up to five charac-

| the practice hall, and ters, and choose to enter
pitch them against the competition with a CPU or
| stooge of your choice. human controlled team.
The CPU Guards and/ or There's even a setting

i .

attacks to order, and a which puts CPU against

- |giant-sized Plasma Meter CPU, so players can sit

}is there to highlight the back and watch.
torrect sequences. Each
character’'s Plasma Tree

- |is displayed for reference

| also.

1
|
|

& Choose up to five
characters per team.

& The number of wins
is displayed as stars.

W a sequence of spectacular and damaging

moves from one simple, well timed com
mand. This is achieved by simultaneously

e s pressing A, B, and K. The fighter is
PLASMA COUNTER enveloped by Plasma energy, and, should |
the first blow connect, continues to land -

=

Similar to the Counter Strikes in several big strikes on their opponent. PlayStation
Fighting Vipers, only far more spec- '
tacular! There are two types of

Plasma Counter, turning high or mid

to low level attacks against the A | . |
aggressor. In both cases there is a b X

flash of light as a blow is deflected,
and the gleeful survivor retaliates
with a mighty counter strike.

1+ For the duration of a successful
Plasma Assault the viewpoint snaps
through many different angles. Just like
AM2's Fighting Vipers, but with greater
special effects.

REVIEWER

Whatever your entry level at Star
Gladiator - VF/ Tekken master, or begin-
ner with an eye for taste - the game
almost assures big satisfaction. Though
all the fighters are sitting on a
respectable lists of special moves, these
aren’t required to start some very impres-
& Deflects most horizontal, and sive routines going. A six-year-old could
some low attacks. Press toward probably give a sixteen-year-old pro an
or away on the direction key, eventful challenge at first. Beyond the
plus B and G. first hour Star Gladiator begins to sort out
the men from the boys, as the many
counter attacks start to pay off. Plus it's

one thing being able to memorise a char-
ND RING OUT acter’'s Plasma Combo Final, but another
to gauge the timing and distance just

Under normal circumstances Star right. Like most recent fighting games
Gladiator respects the Ring Out strat- which are big on presentation and special
egy introduced by Virtua Fighter. effects, I'm concerned that Star Gladiator
However their is a special option in is perhaps too weighed down with fancy
the home version (once you've com- extras. Compared to VF2 and even Tekken
pleted the game on the hardest diffi- 2, the routines are all quite slow in execu-
culty) which allows players to create tion. There are no snappy kicks or jabs -
an invisible barrier around the fight everything is one big celebration of state-
stage — kind of like Fighting Vipers. of-the-art motion capture finesse. Also
The difference is that this barrier is there are times when | feel like I'm play-
not used tactically throughout the ing the game from the Plasma bar, and
fight, it is only there to keep fighters not with the fighter. Since the game has
inside until they are defeated. only been around for a couple of months
Finishing blows still knock them out. in the arcade, its finer virtues are yet to
be discovered. That is, | have faith that
Capcom have this game well balanced as
always. But it has to be said that itis a
luxurious experience getting to know Star
Gladiator better. These are some of the
finest models and locations ever to have
appeared in any type of game. Even
Gamof looks cool after a while. If Capcom
is your style, this could take preference
to anything else.

& Deflects most vertical
attacks, and some horizontal.
Press toward or away on the
direction key, plus A and B.

@ The invisible walls 2 | PAW. VAVILS |

cheat prevents fighters
falling out of the area.

DAMACGE | FVFEI o
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KR £ ONF 16 | | Nowhere near as many characters as Tekken 2,

T: =3 | but the game play is significantly different and |
At successful. Bears the Capcom name with honour. |
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Core’s girh'e ﬁxation continues as Tomb

Rmder’ s Lara Croft leads where BLAM's
Klmberly Stride left off. Obviously, it’s
survival of the fittest.

ore are a British developer
whose stock has steadily
risen over the last few
years. From forgettable comput-
er games in the ‘80s, to some
decent games for dodgy Sega
add-ons, through to the f‘
acclaimed Thunderhawk 2, §F
which did some serious 7
business last Christmas.
But they’ve never
produced a game that's .
been truly original, or for that
matter, universally liked. This is
set to change with Tomb Raider,
which is ambitious and accom-
plished, and being hailed from
several quarters as the best thing
Core have ever done.
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THIS USED TO BE MY PLAYGROUND
Lara is rich enough to have turned her Grade | | :
listed mansion into a multi-purpose gym, which just
happens to function as a training level before the - PIERRE YOU I""-I-ER'BUG!
game proper. There's a room for tumbling, one for Tomb Raider's inter-level movies are deserving of both praise
climbing, a large hall filled with vaulting horses, | and attention, revealing the story in parts with some
where Lara practices her jumping techniques, : impressive CG sequences. As a prologue, a nuclear test in
plus a pool where the basic skills of swimming : New Mexico disturbs part of an ancient artifact known as
' ' the Atlantean Scion. There are other pieces of this relic in

lost cities of three ancient civilisations — the Peruvian Incas,
the Roman Empire and the ancient Egyptians. Lara is not

@ Lara gatecrashes Natla searching for herself, she's been commissioned by Jacqueline

to find the location of the Natla, head of a shadowy technology corporation. Lara,

second Scion segment. curious of why Natla has sponsored the expedition, discovers

more as she begins to piece the Scion together.

PROTECTION OF THE DEAD

Those clever Ancients anticipated looters and Tomb Raiders like yourself down the ages,
and have sought to protect their relics with secrecy and traps. Cast your mind back to the
Indiana Jones’ trilogy and that’'s the kind of hassle you have to deal with — rolling boulders,
collapsing floors and poisonous spikes. Balancing the life-or-death tests of agility are bat-
tles of wits against the puzzle-minded Ancients.

e
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& The ancient version of Downfall by
Action GT. Lara and Ed think it’s brilliant.

(3 Lara enters the S O A melange of puzzles and their

Palace of Midas consequences; moving blocks, poison
by an underwater .31 darts and the danger of the flames.

conduit.
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LARSON AROUND
- _ You have to contend with some of Natla's double-crossing
Isn't it ifnrlln thasa spedas near Extinﬁhn you've fmﬂ'!t to pfntact but now you have cronies. Larson and Pierre Dudont pop up with guns blazing
to turn yourgurrs on them to survive! Lions, apes, panthers, wolves are the familiar wild when you least expect it, trying to take the Scion for
animals that inhabit the earlier levels. And they do behave like animals ~ resting, pacing, BRIEUEN R
nouncing, growling and then writhing as you humanely despatch them. A nice touch is
Lhatarﬁmﬂmmremainwtmmuwgame even when you restart a new session.
Further into the game, the creatures become grotesque nightmares; mummies,
Jinosaurs, and monsters of myth!

—_—
e
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& Lara makes Larson, Natla’'s henchman, explain
himself after he tries to ambush her in Qualopec.

THE SPICE GIRL

Lara luckily took her handguns with her just before they
got banned. Those pistols pack a punch, but she's going
to need something of a heavier calibre to make an impact
further on. It's useful to find the shotgun, uzis and
magnums left carelessly in the tombs. But bullets are
scarce — especially shotgun cartridges which are found
only two at a time!

@ Lara Corft in the first stage of making a raptor
handbag, Lost Valley, Peru.




TALE OF TWO TOMBS

The PlayStation and Saturn versions
are due out at pretty much the same
time, so if you're lucky enough to
have both consoles, which should you
get? Well, it's that familiar story — the
PlayStation one is slightly superior.
The differences are mainly cosmetic.
The PlayStation handles light-sourcing
better, and throws in a couple of nice
effects, like reflective save-point crys-
tals (which are plain-sided on the
Saturn version). The sound seems
better, probably a symptom of the .
rush to finish the Saturn version for a — : -
four week release advantage. Also, © The Saturn handles the effects pretty well.
the PlayStation runs slightly smoother
thanks to a higher-frame rate, which
makes close combat easier (it's less
confusing). Both versions use differ-
ent means to create underwater [}['MMENI_
effects, but the Saturn’s are remark-
ably cool, so it's a matter of taste The easiest way to describe Tomb Raider is
which you prefer. as Prince of Persia in 3D. The control is
10 option but to get from up here _ very similar, with fixed moves which you
_to down there inone piece. @~ | | ' L e need to learn the timing of very carefully.
N T A - o R O e & &3 R P "fﬂ 4 Y s But, as with PoP, everything soon becomes
' haw iy il 220 Jo ol ’ y e second nature, and the real adventure
begins. There's a lot of exploration to be
done, making it feel very different to Doom
or Mario 64, and the tension created by the
music when you actually come across an
z enemy makes it very nerve-wracking.
LV (TR g : Though the first few stages are just set in
e X ?{Eﬂ"'*‘lﬁi‘ﬁ“@ AN . caves and ruins, the plot really comes into
T play early on, with the change through
dinosaurs into mutants making a strange
kind of sense. It's a brilliantly-made game,

and won't disappoint anyone. £ W«g
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e & The Playstation is slightly
ust about every major jump is a c | crispier, classier and better able
e T kel .I-“"L.J_'L.ﬂ";'i-'"_:“-"E‘E"ﬁ'ﬁtﬁh'l';:l;t W

ey |t maitain a smoofh updarte. BE”'EWE“
THE NATER- MP\R-GW . —— Games reviewers are so used to finding

At first, the underwater areas appear to be a pleasant , Sy ¥ the ‘catch’ that spoils games that look
gimmick, but they feature largely in the gameplay, with - 3 as promising as Tomb Raider. Its techni-
mazes, switches and a set of creatures devoted to the : ~ cal brilliance has been accepted for a
submerged areas. One level is almost entirely devoted to [ o - v : s < few months, but | was more concerned
swimming exploration — The Cistern has a vast pool room oA with how it was going to play. It's not
and mechanism to raise and lower the water level - Doom for starters, the kill rate just isn't
throughout, which forms the basis of its clever puzzle. - | that high. Think of it more as a mixture
e —— _— - of puzzles, nasty creatures, a lot of plat-
D | ‘ &y & p . forming all striving for the atmospheric
ek b~ ._._,.._. | qualities of a big budget action movie. If
N -' . | that sounds like an over-ambitious mess,
' ' ' it’s not, as the designers have obviously
worked hard at getting each part of the
mix right. The puzzles are logical, pro-
gressively more sneaky and relate to the
ever-changing environment of the game.
The creatures are convincing, from the
trouble taken to animate and motivate
them realistically. And the plat-
forming provides lots of sweaty-
palm moments, followed by sick-
eningly long drops. The 3D is
just excellent, with superb water
and lighting effects, and the vastness of
the 15 levels begins to get apparent
when you're tired and lost somewhere
about a quarter through the game.
Considering the limits of what 32-bit
machines can achieve, Tomb Raider is a

faultless achievement. IA}QG‘M éjayﬂt}
? ;,11 '
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A great blend of action and adventure to appeal to
more people than the average RPG ever will.
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She may have lost all her marbles
but she’s armed to the dentures
with nasty weapons.

it i - MarEl e it
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il {?uje simply one of ~
i 4 the beautiful gdmes we’'ve =
)~ ever seen... THE adventure game of 9&"_-
5 & | & " PC dumer |
1eet the Blubs: a m‘ family of pint-size aliens that have
spaceship in one A’l eartn’s filthiest dumps. You've got to he
nothing but tras r @ much needed wash.

However, they're also being pursued by the insane Khan @nd his gang of pissed-up '_
thugs, who have a plan for total dump domination. It's time to get your hands dirty!
E 1, - e i
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rash lunﬂd their
D thlm rlpﬂtr it using
, 80 they can return to their home planet for
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Rock and roll your way around, into, and
over loads of other cars!

e I DESTRUCTION DERBY 2

PlayStation got some amazing
reviews about a year ago, and
became the fastest-selling CD game ever
(as has just about every PlayStation
game since). The sequel has been eagerly
anticipated because it keeps everything
that made the first game fun. In addition
there is a new set of car mechanics, and
some of the most spectacular crashes
ever in a video game!

)

| BOWLARAIA

In Destruction Derby, you have to compete
in a massive scrap in the bowl at the
end of each season, but in DDZ
there's a small change. There are now
four different bowls, each one slightly
different from the next. But the basic
idea remains: Smash everyone else

i
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While it sounds like a bad idea to put pit stops into Destruction Derby, it
works very well. You can't just stop off whenever you want and fix your car
entirely, instead you have one stop per race which has to be used carefully.

about for points, then trash them so that
you're the last car left moving!

g Ja e R
¥ifae .

& When your car is @ You now have three & Fix everything as best
looking a bit knackered, seconds to spin the view, you can in the short time
get into the pit lane and highlight what needs and pull away, getting
you'll come to a halt in repairing and bang the X back into the race with a
the right place. button rapidly on it! patched-up car!

& The first bowl has a @ A ridge around the
bump right in the middle arena sends speeding cars
which can send cars flying jumping into the air and
through the air at the start! often one of the walis!
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LOADS OF BANGIN' TRACKS!

There are four main tracks in Destruction Derby 2, along with another three which are
opened as you play, with each one being very different from the style of the first game.
The major difference is that the tracks are now banked and raised to include hills and
jumps, making them much better looking as well as more fun to race on. By playing in
championship mode and getting through the different leagues, three extra tracks can be
opened up, then raced on.

@ Here there's a ditch @ The most feared of all
S+ 5y e S yJ rgecipa A S, right in the middle of the  DD2 arenas has a massive
S o bowl. At the start, all the chasm at one end, which
cars pile straight into it means instant death for

and bash into each other! anyone falling into it!

3 T = vl _ ceet 07 3 D ’ e @ Sal Rty
@ The first track is a G Ghalk Canyon is tha & This course has a Race Poits Q00 Cl/05 . (ko
basic oval course with most impressive track, bridge crossing back over |
banked corners and a with two massive jumps, an underpass. There are
jump on one of the one of which has a slight also some fast sections
straights. There's alsoa bump to send your car with wide grass run-off

hump before one corner. spinning through the air! areas to either side.
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@ The fourth track is @ Black Sail Valley has @ Liberty City is a night & The final bonus track is set in a rocky canyon. It
fairly tame in comparison! lots of cross-overs! time street course. runs in and out of tunnels and over big jumps!
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Ihe first Destruction Derby's crashes
| were Impressive but the cars could
gver leave the ground or roll, giving
2 impression that they were stuck
1o the floor by magnets. DD2 has a
| game engine more like Need for
Speed whereby the cars can roll and @ At the start of a race, taking a simple knock to
flip in any direction, meaning that the back of your car can cause a real pile-up!
| the crashes are now the most
| impressive anywhere! Also, each of @ As your car gets bashed around, the damage
| the wheels are now independent becomes visible. Your bonnet and boot lids fly
| from the main car, giving a very off, the bodywork gets dented, the wheels buckle
frealistic suspension effect. And if and come off, sparks fly from the underside of
} you're good enough, you can learn to the car, and smoke and flames billow from the
drive on two wheels! exposed and smashed up engine!

HM 5 IHE I'[IINT'*‘

Ihere are three main modes of play in DD2 - ' e ; '
recking Racing, Stock Car Racing and _ i R e | [:DMMEN' ;
Destruction Derby. Stock Car Racing just .y AR ..

awards points depending on your finishing R, s % | To be honest, | thought the first

position in a race, Destruction Derby only At | . B | Destruction Derby game was boring rub-
epends on how much you smash the other R & & | bish. Even the graphics were overated. Not
gars around, and Wrecking Racing is a combi- . s | so with the much improved sequel. It

nation of the other two. s | looks miles better with twisting, sloping

In the Destruction Derby races and Wrecking | - . | tracks that send cars airborne. The way
macing, points are given for spinning cars: 10 "N v ' | the cars move too, with the suspension

jor a 90° spin, 25 for 180°, 50 for a s 4 rocking about, makes it all look more
tomplete 360° and 25 for wrecking a car. As Y . - | dynamic. Even the destruction bowls are

an added bonus, the points are doubled if o ' . | ace. Ploughing into the other cars now
ou do this to the car in first place! " ? | sends piles of them spinning up into the

| sky. All the more fun, when you're part of
that monster mash. Still lacking that true

ETSETRED Y S e [ st

DD2 has a very different overall style to its “ ' ; TOM G’ﬂl&fr
predecessor, partly because the music has e N T i W R e e -
been changed totally from Wipeout-style | ' . '
techno to some real grinding rock. Two

real’ bands — “Jug” and “Tuscan” (who we " - :
admit we've never heard of) have done the — = ~ _ “EVIE"E“
lunes, some of which are great, and some J . : :

which are a bit naff. But they all ROCK! ' | | While | didn’t ever think that the first
i \ | Destruction Derby was particularly good,
1 | played it quite a lot when | first got it.
© In a bowl scrap, you don’t want to get Iy The second game is definitely a lot
boxed in or you'll be smashed to bits! . | better, not only because of the enhanced E
| —— | car mechanics but also because there’s
st | | A = — L F—~...M a lot more of a racing feel to the game.
; e » ! il TR | The tracks are designed really well, with
lots of room to race around and over-
e - 4| take, with some excellent jumps, cross-
4 W =I5 e _ == o roads and alternative routes. The
: ' : | presentation is excellent, and the music
= - | | (while not brilliant) fits the game well.
- | And a special mention has to go to the
' | excellent UK PAL version we've reviewed

| here. As with ly all P '
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The replay mode isn’'t as comprehensive as in ' lent frame rate, which just shows that it

0D1, which lets you determine the path of a . | . 1 IS possible to have good UK PlayStation

helicopter through your replays, but it's still . . =&~ S versions. Sony should really take note of
Impressive. You also get Paul Page's comments : — | this and spend more time on their big

on the race (he's a famous American motor sport : | games, like Tekken 2. While it's a lot of

fommentator) spoken in his usual excited voice. ‘ o fun (and | mean a LOT of fun!) for a

fiter a race you can watch it all again from a _ [ ' | while, it's not likely to last too long, as
séries of TV-style camera angles, slowing it down W ' . | with the first game. Shame.

) saving it to memory card whenever you want. < ‘V W
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@ The TV-style replays show off the graphics,
it aren’t as much fun to use as they could
ave been. It's a bit of a shame, really.

P e S T g W .- 3 . T o e A

Lots of fun and excellent to look at. What more do
you want from a game? If your answer’s “not a lot”
get this.
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NOW DIRECTLY FROM ORIGIN

EXPORT FROM FAR EAST AND USA
ALL KINDS OF CONSOLES, VIDEO GAMES
AND ACCESSORIES

GOODS DELIVERED IN 72 HOURS

FOR WHOLESALER OR RETAILER

VISA INTERNATIONAL LTD
7TH FLOOR, PRINTING HOUSE,
NoO. 6 DUDDELL STREET
CENTRAL, HONG KONG
TEL 00852 - 23951727 / 23951797
FAX 00852 - 23951797

ESTABLISHED

oo I TELEGAMES SRR

If you want PlayStation * Nintendo 64 * Saturn games or consoles - we can supply all your needs -
now and in years to come. We are probably the only company in the worid still supplying and

repairing games for all these systems:
Neo Geo * Lynx * Megadrive * Nintendo All the latest LYNX 16 Bit Colour
Colecovision * Atari 2600 » Mega CD e e / Handheld

The World's first colour

Intelivision * Gameboy * Neo CD * 3DO
Atari 7800 - Game Gear * SI.IPEI' Nintendo handheld is now the

Jaguar - Master System * 32X ¢ PC Engine * etc games in stock cheapest in the world!!
Coming Soon : : 0
PG Scart Version with FREE |1\ pp C || @Y £37,99 with either
2~ Joypad and Game...£79.99 Special S Butteihesh
Turbo Express handheld (play PC Engine o Super Off Road
games with adaptor) Was £179.99 Smﬁ:zﬂiﬁi gff:; European Soccer Challenge
Our special price £99.99 (with free game) one of the following can be Loads of extra
N ' I : bought for only £9.50 extra: E:me, -
osta g a Cannon Fodder * Brutal Sports oose from
Wolfenstein 3D * Doubl over 70 at
M Sce over 400 games from the classic old Dragnn#sf Powar Driv: H:IIy games e
game systems on this quality 3hr video, Tempest * Pinball Fantasies including:
including rare pictures of the abandoned Troy Aikman Football
. ‘Konix' system. Jaguar Leads Offer
e :
et O“'Y £5-99 Scart...£7.50 5Video...£2.00 AY Lead...£3.00 Mﬂ.ﬁtEr PH.'EI'(
- 2 Rechargeable Battery Modules
Gameboy spec'al _. ’AW& F-::-weer[‘jlj;?:nly * Screen Magnifier *
Cleaning Kit * Carry Case for
Rechargeable Battery Pack _ CUHS GIE Game Gear and up to 20 games
Why buy batteries? With FREE . a iy bl oot supey 460 flis Was £29.99
Gameboy Power Supply Unit Only £9.50 2 FREE games of our choice: _ Bty e
: All you have to do is buy ANY
t"at\ -'.'“'ﬂk or ““I“ Jag g:f:e f:::.-. us :n.; p:; £89.99 All the latest Game Gear and Master System games
F 00 or Ilﬁ'llﬁaﬂl control for it and get the console and G.;’ ﬂfﬂiﬁﬁrﬁﬁ ;l:reﬂ E?:-S;E;n?lfﬂ;:ﬁ:g;fr to play all
2 other games free. '
ZG :5 “"l‘ "th mEE .ﬂme S IHe = a_ Spe:ia} Price Onlr £5 i
Order with confidence from the largest stockists of video games in Europe. Send SAE for game lists. (State system(s) required)
TELEGAMES Telephone Fax (Ol116) 281 3437

OPEN: Mon-Sat 9am-6pm

Kilby Bridge, Wssse"  wz (0116) 288 0445 R o g o
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Cool World may have been a load of rubbish,
@ but the idea is a good one: A real person in
om & a cartoon world. Joonstruck uses the idea,
_ _ but is a hundred times more funl!
hristopher Lioyd is Drew, an over-

c worked cartoonist and creator of
“The Fluffy Fluffy Bun Bun Show”.
One night he falls asleep, only to be woken
up by one of his own creations and dragged
into their cartoon world. The evil Nefarious
.,

has created the Malevolator - a machine
which is turning the whole of “Cutopia”
evil, and Drew must help the Cutopians
save their world in order to escape. it may
sound familiar, but you’'ve never been in
control of a story like this before!
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"WERE TNY, WERE TOONY...

In Toonstruck you control Drew and his friend Flux
‘Wildly, one of Drew's many rejected cartoon
creations. Flux is really just there to make witty
cracks along the way, but can occasionally be used
to solve some puzzles that Drew can’t on his own.,
5 you make your way around Cutopia (and the other
artoon worlds), you'll come across some very
strange characters indeed! For example...

& Drew makes

'm FuurFy Fuurry Bun Bunl Do you \  lots of keen T
WANT TO SMELL MY FLUFFY M’;Tﬂll‘? observations s

(BHE REALLY SAYS THAT
along the way.

REVIEWIER

HAR'DCORE AR'CA[E Acm As anyone who’s a fan of “point and

You don't have to spend all your time just pointing, click” adventure games will tell you,
clicking and talking to people - there are times that Lucasarts are the true masters of
the style of play changes entirely. For example, to creating clever, fun, and engrossing
get a fake gold chain from a grumpy arcade owner adventures. The two Monkey Island

(just take it from us that you'll eventually NEED the games, Day of the Tentacle and Indiana
- fake gold chain) you need to beat him at his Jones: Fate of Atiantis are four of the
> What's this guy’'s job? Yep, favourite game — WacMan! best adventures I've ever played (they

were all good enough to make me play
them to the end) and Toonstruck is
definitely high up the list with them.
There’s slightly more emphasis on talking
to people here than in the Lucasarts
games, but that adds to the excellent
cartoony feel of the adventure, along
with the most professional cartoon
cut-scenes ever seen in a game! And it's
this feeling of interacting in a cartoon,
along with the strange sense of humour
(with a few slightly “adult” gags!) that
draws you into the game. It's not quite as
__ » Wacme building, selling vari- e ) instant as say, Monkey Island, mostly

-ous dangerous implements. Their & Press the buttons on the cabinet to make down to the massive amounts of conver-

You guessed it: He's a footman!

* 2k cigars don’t just pop ~ they your character stand, crouch or duck, and throw sation at the start of the game, but the
take the top of your head off! stars at your opponent’s target. Hit it enough simple controls and good difficulty curve
: times without being killed and a mas- soon get you going. Not quite a classic,

sive spiky ball will fall on his head! but definitely the best point and click
=N adventure for a long time.

he may look like a

£ 0 hough
| - he’s actually the

- =™ i

\ _ f 2 Toonstruck is wonderful to look at, it’s funny,
Rearecrc . and he looks after the " g and it’s big - the ingredients for an excellent

s all day! How sweet. o S ' ' & adventure game!
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If you don’t like pmnt-and-chck
adventures, this just isn’t your month.
First Broken Sword, then Toonstruck. And
now your worst nightmare has arrived..

BLAZING DRAGONS

o doubt you’ll write in telling us
we’'re gaming fascists (you do any-
way), but we reckon point-and-click
adventures, being mouse-driven by
design, remain very much games for
computers, as opposed to consoles.
Perhaps we’re wrong. After all, Discworld
on PlayStation did staggeringly well, and
Broken Sword is actually superior on
PlayStation. Yep, maybe times are chang-
ing. Perhaps point-and-click adventures
DO have a place on console. Then along
come Blazing Dragons to put you off the
whole idea.

.liiiii'i'.]rq'il-iliii.l.1|.-llliilillillllllililli

- WHAT IN THE BLUE BLAZES?

One of the most important parts of any adventure is a

gripping plot. Well, Blazing Dragons has half of that
vital element — a plot. Of sorts. The game takes an
‘ingenious’ twist on the old King Arthur legend, by

SET THE CONTROLS FOR THE HEART OF THE BLAZE!

Modern adventures are famous for their user-friendly interfaces. The days of fiddly control
systems are gone — nearly. BD attempts to create an speedy icon system, but it doesn’t
quite hit the spot. Basically, the moving cursor can be turned into four different activities -
walk, look, pick up and speak — which are simple enough to use, except you have to cycle

to the appropriate one everytime. Slow moving as adventures are, this eventually gets
annoying. After all, you aren’t ever going to talk to the kettle.

turning all the Knights into dragons. And humans are
the baddies. Haha, love it! Anyway, you take control of
a young dragon called Flicker. He's desperate to marry
the fair Princess Flame (she loves him too, blah blah),
but he's not a Knight, or even a squire. So somehow
he has to earn serious promotion to enter the Royal
Tournament and win her hand in marriage. Sigh.

¢ Can you spot the one collectible item?

: : A i e Rl

1 P'n’'C adventures have never appealed
to me greatly - the set-up being too
structured for my liking. However,
Broken Sword and Toon Struck have
changed my perception greatly, with
their excellent plots and brilliant graph-
ics. Blazing Dragons however, makes me
take two steps back. It's everything |
hate about these games. Unstylish
graphics, laboriously trundling plot with
awful humour, abysmal dialogue - “That
would be like talking to a wall” (acci-
dently talking to a wall) - and puzzles
that only test your free time. We did

—— RO have a few laughs at this game, crowd-
T A ml}*,_;,‘;,;ﬁ;‘;:.;g;' —— ing around the screen and sarcastically
' U AEVUR e e . g LA s | ad ¥t | wisecracking at every quote. But if I'd

8| paid money for it, | don’t think I'd find it

very funny at all.

% This is your inventory. It's a bag.

BLAZING DRAGONS

FLAMIN’ HILARIOUS!

Humour is always a crucial key to the
success of an adventure, especially if
it's so bad it puts you off playing it. We
wouldn’'t rate ourselves as comedy
geniuses, so you judge for yourself if this
is funny. Flicker happens across a pool,
where the Lady of the Lake's arm rises,
holding Excalibur. She says “I'm fed up
of people throwing this rubbish in the
Lake!" and bungs it onto a trash heap.
Then she's caught by a fisherman who
bellows “Quit squirming fish-women,
you'll make a tasty dinner for me and
my wife.”
Hahahahahahahahahahahahahahahaha
hahahahahahahahahahahahaha! Clever.

4+ Much humorous goings-on. That knight at the
bottom gets called “haircut boy”. Chortle!

THOUGHT | COULD SMELL BURNING...

Adventures are infamous for their mind-bending
puzzles. Blazing Dragon's puzzles play on the fact that
Flicker is an inventor. The first problem, for example,
involves him solving how to wash the dishes. Looking
in his invention book, he has a diagram for an auto-
matic dishwasher using a candleholder, hose and
mop. All of which can be found around the castle.
Tough going, eh?

ToM ChlHE:

b § R R b SR e W

| One of the most tedious, unamusing, untaxing a
| aventures you could spend your money on. A totally

2> Invention book and invention. Well done.
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Get ready to play the only ice hockey game
to feature the REAL goalie helmetsI

NHL HOCKEY 97

A Sports completely dominated the
video game sports market a few
years ago, with excellent versions
of nearly every sport on the 16-bit sys-
tems. Other than the excellent Madden
NFL ‘97, their recent 32-bit games haven’t
been quite as good as the originals, but
this latest NHL Hockey sets out to
change that. The controls and the overall
style are similar to the excellent
originals, with some of the most over-
the-top presentation ever!
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| % WELCOVE 10 NHL ‘97 FROM EA SPORTS! %
.ast month we told you how funny the over-the-top

| intro to Madden NFL ‘97 was. This month, EA Sports

' do it again with another incredible rendered introduc-
tion sequence! The intro shows off the fact that NHL
9715 the only hockey game to use the real goalie
helmets, by having giant face masks bursting through

ce, being struck by lightning, and having dinosaurs 'E'E» BEST SEATS N THE HOUSE 'E'E'

roaring flame on them! It may be a bit of a waste of Thanks to EA’s Virtual Stadium technolo-

fEsS|EenEss

L6, AIIO0H THN

time, but we reckon it's really funny and adds a lot to gy, there are a total of nine different
the TV feel of the game! views from which you can play the game.
Of course, not all of them are entirely
useful, but it's still nice to have the
choice: Three height variations of the BEV'EWE“
classic view, three side-on views, an
isometric view, reverse angle, and the The 16-bit EA Hockey games are some of
helmet cam! We recommend either the the best sports sims available, and I'm a

classic “up the rink” mode or isometric big fan of them. The surprising thing
mode, as they provide the best view of (and one of the best things) about NHL
the game while still letting you see ‘97 is that the control system is almost
what’'s going on. identical: One button to change players
and pass, and one to charge and shoot.
It’'s this simple and near-perfect control
system that makes the game so natural
to play. One part of the actual game
which has change is the inertia of the
players = it's not so hard to turn quickly
on the spot any more. The graphics are
very detailed, with full polygon players
and a detailed arena, though there’'s a
bit of loss of frame rate when there are
lots of players around. The sound is
surprisingly lacking, with no commentary
(not a terrible problem) and some really
feeble crowd noises, which don’t create
any sort of excitement at all. With all
the options and modes, as well as the
excellent playability this should be an
absolutely incredible game, but it's just
@ As we’'ve come to expect from all | lost a bit of the excitement of the other

EA Sports games, it's got statistics. | versions. £ LfM1 ﬂﬂ{:{;
the sport. So it's back! If you've got

TIIE
an aggressive player on your team,

and he gets tackled badly, chances © At the start of © During a season, An em:.:eﬂent ice hnckgy game, but one which doesn’t
8 you're going to get in a scrap! each game, this you can check which quite live up the the high standards of its

Punch as much as you can before your cheerful man tells games are coming up | LSS
e minutes in the penalty bin begin!  you about each team. on your calendar. LRI PR 3

A The intro doesn’t just look excellent, the
sound is amazing as well! And it's almost as
over-the-top as Madden NFL 97 s intro!

2% BUNDLE! %
One feature removed from the NHL
‘Hockey games for the 1994 version
was the fighting. But, as you'll know if
you've ever watched a real hockey
game, fighting is an essential part of
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hat’s what we really want from a Sim

game. Building our own theme park, or BaCk S oundtr aCk...
being god over a group of little people
is entertaining. Running a city, or taking
over one by brute gang force, is even bet-
ter. But we’d much rather sit in our floating
Death Star, spreading our dread power

oross the universe through the awesome

ght of our space armadas. That’s what

we want and that’s what Gremlin have

given us. However, there’s quite a way to

go before you reach the status of Lord of

2 Universe! Even the Emperor had to start
uﬂ' doing a paper+ound...

, WAR!
by stepping into the world of nothing but craters. You
start off with enough credits to build a mining com-
plex, complete with power supply, living quarters and
Jleasure domes (well, you're a long way from Earth).
2ach of the various types of ore uncovered are of dif-
_': ant value, with particularly rare types worth big
1olah. If your planet doesn't contain these precious
seams though, don't fret, just look to the skies...

() Can It ha? I; Hikn Hnwmn a

member of an alien warrior race?

That's what it's all about after all. Meet
a new race, find their throne world,
burn down their bases and take over.
Yeh! Of course you need weaponry. And
with enough money made from mining,
you can build missile silos, space fight-
ers, battlecruisers, even orbiting space
stations. Eventually, you have giant
space docks, surrounded by battle-
cruisers with little ships spewing out of

‘em. The galaxy's your oyster... until
you meet the Maunal

STARS IN YOUR EYES % »*

hecking the interstellar viewmatacromograph reveals
other mineable worlds in your sector. To see further, you
tan send scout ships into the void. Once suitable planets
are uncovered,
RO @ oucan construct
= — new mining sta-
tions on them. Of
course, oversee-
INg numerous
planets is no task
for The Emperor!
S0 you can
employee foreman
to look after ‘em!

FRAGILE
= ALLEGI

BORAG THUNGG, EARTHLETS!

As you reach out into the ether, you eventually hap-
pen across alien races. These can be communicated
with, either to trade or to make allegiances with,
There's one race however, who are evil — the Mauna,
this game's version of the greys. So bad is their repu-
tation, that if you accuse any other race of working
with the Mauna they’ll probably attack. But why wait
for that happen? Get in there first. Yep, it's time for...

‘

- . -I-
" F 1 ‘I. -I.".I . > 11‘5
I’I:lyﬁmimn " TEL: 91142 753423

- Sim Gity. T heme Park Syndrcate Wars. Yeh,
. they’re fun. But for a real control freak,
D nothing less than complete domination of
* the galaxy will do. Cue The Empire Strikes

& Stocking up on weapons is
vital. Yes, those are weapons.
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REVIEWER

With the exception of Sim City, I've
never really gotten into god-games, but
Fragile Allegiance (an update of
Gremlin's old K240) appeals to me, sim-
ply because of its wide-ranging scope.
The early stages of the game, construct-
ing mining stations, allocating funds to
various tasks, is very much bog-standard
sim-stuff. However, this is just the pre-
lude to the real game. Once you come
into contact with alien races, the game-
play opens up. Searching for new worlds
with your scout craft, building weapons
of war, sending fleets to alien planets,
intercepting their ships with your task
force, making pacts with other races for
your survival. It really seems you can do
almost anything. You can even send spy
probes to other planets, to watch their
goings-on. An excellent game, with hours
of ever-expanding planet-conquering

entertainment. ; 410
TOM GULEHE

A god-game that combines elements of every-
thing that’s gone before and gives you ﬂln
whole g‘alaxy to do it all in!
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hat can you say about the
WStﬂkngamuthat't

already been said before? We
all know that the first was ace, and that
Jungle was the best of all. And Urban,
alt th still a mighty fine game, was-
n't qu » to scratch when it came to
wredecessors. So with the
fourth gaméyn the series having just
been completéiin time for its pre-
Christmas releas¢ are hoping that
one of their flagship'games will do the
business once more. Don’'t forget your
Cossacks people, becauséthings can
get chilly out there!
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resh from their Urban escapades, and with
the thoughts of the Jungle and Desert still
lurking in their minds, the Strike team head
for Russia to drink Vodka. If only they knew.
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@ The white truck leaves adl
fuel drum once destroyed.

Common sense tells us, that as soon as you attack an enemy build-
ing, the reinforcements will arrive to try and sort you out. But if you
stop their way of getting to you then obviously, they can’t attack.
That is why taking out some of the major bridges and blocking the

One of the great things about
Soviet, 1s that it seems to com-
bine some of the best terrains of
all the other games into one! Even
though there are only five mis
sions, the variety and realism of
the backdrops is unrivalled, Take a
look for yourselves...

path of canyons is the perfect way to buy you a bit of time. It's also
the little details like this which make Soviet such an involving game.

. il i

isabling the bridges...

@ ...completely stranded. Ha!




@ Nick, ynur cu-pllut drlving tha snow

& The tank is no more! Dramatic axpluslnnn

plough. He’s a talented bloke all round really. like this accompany every target you hit!

SOVIEET STRIKE, TAKE
296:ACTIONI

It is not an illusion. Soviet must be the first game
EVER to actually have decent FMV sequences in it
- ones that really add to the atmosphere making it
altogether more believable. You seem to be able
to relate a lot more to a grainy black and white

film of a plea for help than a lavish, full colour
waste of time that the programmers could have so
easily bashed out in a few minutes. EA, we salute
you. And yes, even the acting is good!

@ Lordy! Ammo, arninur and fuel galore in this
building. It’s like a nuclear version of Kwik Save.

| _BUTIVEGOTTODO
THE

Euer:,r time you play Soviet, there is a chance that you'll
uncover something you've never seen hefore. As well
as discovering extra lives and hidden armour crates,
short mini-objectives regularly appear throughout the
game. On the first level alone for instance, Nick the co-
pilot needs rescuing, a group of P.O.W's need saving
from an ambush and some soldiers having a good beer
up before they come and attack you need to be dis-
patched sharpish! All in a days work, you agree?

ﬁ Move qult:k- other- @ Calm duwn matey,
wise your pilot is dead! I'm coming to get you!

We're telling you, he does! And we
know where as well! Transylvania. Yes,
that's right the ex-King of Rock and
Roll is alive and kicking, eating fat,
greasy cheeseburgers in Dracula terri-
tory. Shoot the building shown, and a
man will appear looking none too
pleased. Then shoot him again to
make him jump up and down, giving it
some “Uh huh huh.” It's a shame you
can't see the quivering lip...

& You will keep on digging until you
find my contact lens. Got that?

o Fruta:tlng thls huildlng, which is part uf the
Chemical plant, is a priority during level three.

-
_-f' If. e

G Fill her up plaasa' If you are shnrt on fuel,
blow up this petrol station for a handy drum.

Tcomment

| was really worried about a 3D Strike
game as I'm a big fan of the 16-bit ver
sions. But as soon as | turned Soviet Strike
on | cheered up. And when | got into the
game and realised that it moved and played
just like the originals, | nearly smiled out
loud! The mission structure is similar to
before, but the strong plot really comes
through with little sub-missions and deci-
sions to get you even more involved. The
graphics are good but slightly jerky, though
not enough to ruin the excellent overall
effect. Also, the FMV is worth mentioning,
as it's all high quality full-screen stuff with
some surprisingly good acting! it’s the best
anyone could hope a 32-bit Strike game to
be - brilliant!

EIEEﬁ o

The Strike games are one of my all time
favourite series of games. They were
original, tough and immensely playable
and they wasted hours of my younger
years. And spill me innards all over the
floor with a sidewinder missile, if this
one isn't going to do exactly the same.
The most immediate thing, you notice is
that the feel of the game hasn’t changed
at all. Just a few tweaks here and there,
but this is classic Strike stuff. Superb
graphics, spot effects and sounds all add
to the highly polished product that you
see adorning these pages. Friends, go
and buy this now. Or don't ever say
you're a gamesplayer ﬂgain' 1 W,

{
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Strike games get a whole new lease of Hfd;, as
EA perform the kind of resuscitation usually
seen on ER or c.asualty A top quaﬂty title!
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he first Micro Machines game

il

that gameplay is more important
than graphics. Micro Machines 2
improved on every aspect of the first
game, being proclaimed by many as the
best Mega Drive game ever. The '96
version added a track editor and new
vehicles, while Military adds weapons to
every vehicle, as well as new multi-
player battle modes! Is it possible that
this is the best Micro Machines yet?

v ROUND ONE! FIGHT!

There are loads of play modes to choose from in
MMM, including the usual tournament races, time
trials, and multi-player modes. As well as these,
there is a new battle mode where all the players
fight to be last vehicle remaining in a small arena.
In multi-player mode this is great fun, shooting and
bashing into each other, while in one-player mode
you need to last a certain amount of time before
clearing the ring.

e
e HIIT.HT -

RACE P(lSl | I()\‘a

The “Military” part of this version of Micro Machines
means that EVERY vehicle is armed with a weapon,
not just the tanks as before. Most have a simple
gun on the front, but the speedboats drop mines
instead! The guns
aren't as deadly as in
previous games, as
they just cause the
victim to spin on the
spot, losing a bit of
time and direction
rather than exploding
and losing about two
very valuable seconds.

caused a stir as it proved the theory

e s g

There are plenty of cool features to watch

out for in MMM, including some clever

special effects. For example, the firework

@ 'I'hil r.rlckat jumps Intn
the path of cars when
someone drives into it!

GOT A NEW MOTAH?

As always, there's a fine selection of
vehicles to race, with a few brand new for
Military. Snow Bikes slide their way
around the icy garden; Land Skimmers
whizz around the firework display site;
and the Warriors fight in the toy room.

& Watch out for
the fireworks!

G Tha husas chug
about the garden.

@ The Warriors
doing battle!

& Here's what the
Warriors look like.

. o A e g, =, r— A T

To keep s all gm ng unt1l Mvcro Machmes 3’ S
release, here’s the latest MM2 upgrade!
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display area is set at night but lights up
whenever rockets are launched into the air!
Check out some of these obstacles:

G nn one nf the farmyard G' One of tha SNow Iavnls
stages this chicken pecks
away at the seed, knocking floating block of ice and

cars flying!

requires you to get on a

control it over the water!

O REVIEWER O

I've always been a big fan of the Micro
Machines games, especially MM2. While
Military uses the same basic game
engine, there's something lacking about
the graphics, making them look a bit
rough compared to the original games.
But the control of the vehicles is as
good as it ever was, with excellent
movement, inertia and speed making for
simple but near-perfect handling. Having
weapons on all the vehicles makes
multi-player games a lot of fun, but
occasionally becomes annoying when
you get shot off the track by someone a
lap behind you! The main point is that
Micro Machines 2 is the best Micro
driving game, MM'96 is worth getting for
the track editor, and MMM is worth
getting for the multi-player modes. If you
can, get them all. Otherwise stick with
MM2. Excellent though Military is, its
ors are sti ter. :
predecess ill bet o4 l.f}J'ILALff

A brilliant addition to the Micro Machines
| series, but not one which sets new standards,
. unﬂke the ﬂ'rrst twn Mfcrn gamas.
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0171 972 6726 COMPUTER/VIDEO GAMES, HARDWARE, HANDHELDS AND GAMING
r MEMORABILIA. FULL OF FEATURES ON THE HISTORY OF GAMING
CLASSIC COMPANY BIOGRAPHIES, RETROREVIEWS, FORGOTTEN
FACTS, AND LOTS MORE....

AT THE BACK OF EVERY ISSUE OF RETROGAMES YOU
NEXT GENERATION SOFTWARE WILL FIND OUR DIRECTORY OF OVER 3000 COLLEC-

S I 22, EARSHAM DRIVE TABLE ITEMS OF HARDWARE AND SOFTWARE. FROM
wooay voucheRs Wik~ TEL/FAX: 01553 672247 KNGS LYnN, ATARI & COLECO TO VECTREX & VIDEOPAC, IF THEY

EVERY DRDER, ' e Tt DON’'T MAKE IT ANYMORE - WE SELL IT. C64 AND

SATURN, PLAYSTATION, PC CDROM GAMES AT UNBELIEVABLE PRICES! ?ll: :i.‘";';ﬂ; : N IHE '?E a%aomuizlpbflz{glstiﬂ:mG £ Bl i:i
PLAYSTATION SATURN PC CD ROM . .

SOVIET STRIKE £34.99 PGA TOUR 97 £34.99 WIPEOUT £9.99

ANDRETTI RACING £33.99 SOVIET STRIKE £34.99 DUKE NUKEM 3D £20.99 VECTREX MAcH I N Es &

TEKKEN 2 £38.99 MADDEN NFL 87 £33.99 F1 MANAGER £26.99

F1 £38.99 STORY OF THOR 2 £31.99 ENCARTA 97 £38.99 Mu LTI - CARTS l“ sroc K

WIPEOUT 20397 £38.95 WORLD WIDE NETWORK RALLY

CRASH BANDICOOT £38.99 SOCCER 97 £33.99 CHAMP £26.99 INTERNATIONAL ORDERS WELCOME (6% - 600 YEN)

RAGING SKIES £38.49 MORTAL KOMBAT 2 £24.99 F15-3 £8.99 5 < ’ an b - . .
RETURN FIRE £34.99 INCREDIBLE HULK £34.99 WARCRAFT £9.99 If You would like to receive a copy of the RETROGAMES fanzine incor-

PGA TOUR 97 £34.99 ALIEN TRILOGY £34.98 WITCH HAVEN 2 £8.99 porating the full RETROGAMES price list then please send a cheque or
MADDEN 57 £34.959 GALACTIC ATTACK £21.9% WhGOCOMIVWANDERZ2 £10.99

CASPER £33.99 GUARDIAN HEROES £29.99 1544 ACROSS THE RHINE £8.99 postal order for £2.50 (incl. P&P) Made out to **] Moore”, care of :
ACTUA GOLF £33.99 DIE HARD TRILOGY 33.99 STAR TREK 25TH ANN. £9.99 RETROGAMES {CVG} : 61 BACCARA GROVE: BLETCHLEY

ACTUA GOLF £33.99 GEX £26.99 SAVIEMAXHTTHERDAD £9.99 pee 3
MILTON KEYNES : MK2 3AS 0181 203 8868
ALL PRICES INCLUDE VAT & P&P DELIVERY NORMALLY 3 DAYS

Please Ring Daily to find out whats on offer and the discounts available as prices
move daily especially on PC COROM

M E Mm l ENGLAND Project@dircon.co.uk

HONG KONG projectk@hk.super.net
HIEI 508 1 0181 508 3845 Y cOompiele with game,
L. 0973739144 CALL FOR PRICE §277)

ROSS
RECORDS mmmzx%m ; oy g dery s
Daytona Remix HKi len Bomberman

O OC hitp://www.hk.super.net/~projectk |
SONY PIAYSTATION & l 3 ) ) ) CALL FOR PRICES OF LATEST GAMES mappen b Covo Uon Gur
Nod RGB Scorl 1 AT 13 Nfor P an um
Memory Cargls i‘-. L o -~ 41 : 3
m} Nl )/ e gidmtieadr]

HI(:{:FHT SELECTION OF NE W & 7'\1} H AND PLAYSTATION

GAMES IN THE SOUTH @ PRICES START FROM £9 ¢ i . : .
- ] 9.99 Sadinr af the facko e itad | Tomb Roiders Contra Bushide Blade

BUY @ SELL @ EXCHANGE Merio Kart R Goeman Blast Corps ;i‘f;;ﬁmm g loigles s Moy i

SONY PLAYSTATION. SEGA SATURN. MEGADRIVE e Star fox  Golden Lye Body Harvest MUSIC DS VIDED GAMES VIDEDS (ATEST WARDWARE

NINTENDO, SUPER NES. G.BOY. ALSO %‘ Nintendo &4 with one game,
THOUSANDS NEW AND SECONDHAND i g . one joypad 2
MUSIC CD’s, GAMES AND CONSOILES. }- R onils £ 4 mth one game
OPEN 7 DAYS A WEEK 10am - 6on :
e S ‘1 one ;D‘y’pdd PSLJ ar'n-d Sca_rt
! * i r ‘

WE I)() MAIL ORDER

13 Kingston Road, — aE 15 Wellington Way. OlI.L FOR PRI ot for o FREE {J.Iqﬂiﬁl Anime + Ecmns iﬂﬂ e fo:
Portsmouth, - R Waterlooville, PROJECT K, W . Langston Rooad, Loughton, Essex, IG10 3TQ

Hants PO1 5RX ; ' Hants PO7T TED )
TEL: (01705) 830955 T TEL: (01705) 267519

T o

BUY! SELL! TRADE!

From Gommodore 64s to

)RLD GAMES MAIL ORDER M FUTURA GAMES 1\\.*]‘;““.""8

*
i 16 /64 BIT CONSOLE SPECIALISTS

A NO. 1 RPG SPECIALISTS & N64 Playstations and ﬂ':'lﬂrﬂm“ﬂ
. "
ATTENTION CONSOLES « COMPUTERS « GAMES
M“:,j;::&.?.ﬁ:.‘i,’] :‘4' HI }::]:‘{I ES] Bring (with official ID) or send by post
YN by > with SAE for cash to:
ey NINTENDO 64 COMPUTER EXCHANGE
TR! PR\ [k _::_a Q i
OYPADS, WAVE RACE .‘MRID mnr KILLEF. E}EG A SArl URN onao

€ 0171221 1123
NOTHING LEGAL REFUSED!

0113 2265837

OPEN 7 DAYS 10AM - 8PM

SErore e Nl 091933 3848390 s A RPC SNES
BARMOUTH GWYNEDD, LL42 1TQ
IZh: 01841 2381289
ENSIBLE PRICES
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fter the initial week of very late nights, and answering
freaked out phone calls from the ‘experienced’, CVG once
again considers itself in possession of a mind blowing N64
game. Not sure how soon | thought we would have to wait before
seeing graphics this realistic on a home system, but getting them
so soon is pretty shocking. That water is real — you'll swear it is
so! Looking ahead, there's every chance the effects in Wave Race
will remain a talking point, long after Mario Kart and F-Zero have
blown us away further. The reflective water surface is a wonder to
see, especially in the nighttime setting of Castle City where the
neons shine onto and from beneath of the satin waters. Even
beneath the waves there is amazing detail: Initially the dolphins
playing in the sea is considered fine attention to detail, then you
notice the tiniest of fishes dancing about down there too! In the
final course — Southern Island — the sandy shore is seen to slope
away into darkness. It's almost too incredible! Three gameplay
options: Championship, Time Attack, and Score Attack, makes it %
difficult to know where to begin the quest for expertise. Could this ~ *
be too good to be true? Well, after our extensive play testing of the
game at CVG we have hit on the conclusion that each gameplay —
option is slightly stunted In the Championship, all ’:
I F & :
. «P=

the circuits remain exactly the same, apart from
AL

NINTENDO®4

T
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the obstacles placed to make the going more or
less difficult. Though it's refreshing to attack
them all in reverse after completing the game
on the Expert difficulty, it's hard to ignore the
fact that these are the exact same places |
you visited in the earliest races. The stunts
in Score Attack are cool, but there are only (/%
so many permutations before this one player ‘4
game loses its big draw too. The two-player |
game is definitely fun — but it's not a champi-
onship race, so loses the unpredictability of the classic
Mario Kart. Petty reasons for finding fault. Still that's how it
is. | love this stunning game. But it isn't flawless.

OOOH S

he original SWIV appeared on just about every home com-

puter, then on the SNES and most recently, the Mega Drive.

SWIV 3D is quite different from any of the previous ver-
sions, playing more as a search and destroy game more than just
plain old shooting. The graphics are surprisingly fast and smooth
with some excellent special effects (a massive ripple flowing
through the level, for example), though the vanishing point is a lit-
tle close at times. There's always something to do, something to
shoot, and the controls work fairly well, it's just that it doesn't do
anything that you haven't seen before. Unfortunately, this means
that it's not going to get anyone particularly excited. If you want R f T
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this type of game, you'll be perfectly happy with SWIV, but it's cer- BY Sci & Any fans of the original SWIV will be
tainly nothing special. 071858583308 hard pushed to recognise it in here!

ED LOMAS
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perfect game for the Super NES becomes THE perfect
game for Nintendo's portable. This is yet another genius
puzzle game, in this case using the premise of blocks

\arked by five different motifs in various shades of monotone. The
Jea is to match three or more of these blocks, so that they disap-
ar. Once you're confident, and the skill comes, there are
§advanced techniques such as chain reactions and combinations

1§ Which score big points. All five options from the Super NES original
1§ are here, ranging from Endless, which doesn't stop until you lose,
o the classic Puzzle where players must clear the screen within a
set number of moves. As a one-player game this is a brilliant com- e e e
panion. When two players go head to head it's phenomenal. T oM s

@@@@ ﬁ”a’

- ssentlauy the same game as Donkey Kong Country 2 on the

~ Super NES - except the cool interaction between the two

T_'; - characters is gone. As a consequence some of the puzzles

hadtohaadjusted and others are removed altogether.

dless Donkey!(anglandzisaveryctwplaﬂonnw
ﬂs a worthwhile progression over the original. Each course is

pertly designed to always have players on the look out for

ing’ — whether it's a bonus barrel, or another Kremcoin to

N MI thn featuru of the fam:astlc
Super NES version are included.

s the secret world. All the animal helpers have made it over 02000 e ¥4 - :
mem s even a mouse cart section which is completely new. NO OTHER VERSION PLANNED 7. B 9
ey Kong Land 2 is arguably the best platform game on SHESHRRS he ™ '
do s handheld. The only problem is you're bam short— _ AT j"”“ﬂ L MF - | © Only buy this great Game Boy title if
1’ ged if you already own DKC 2 on the Supar NES. . PUBLISH Wﬂﬂ) | you don’t already own Super NES DKC2! it
\UL DAVIES | o emeanes 5

The basic idea here is a cross between Namco's Cyber
Sled, and Sega’'s Virtual On, adapted to an attractive ‘toy'
: robot scenario. Before entering the combat arena, players
| -; ay choose to custom build their robot, selecting chassis type,
yle of arms (incorporating weaponry), and colour. You can even
| _'i it a name. From here players either go head to head, present-
ed as a horizontally split screen, or against the CPU which is pre-
¢ sented full screen. Where it gets interesting is the idea that the
victor gets to steal the defeated robots arm/ weapon. This way,
especially in the one-player situation, your fighter gets more and
‘more powerful until the final confrontation. A cool idea. Of course
Robo Pit’'s biggest problem is that Virtual On is many times its
superior. And it's nowhere near as slick as Cyber Sled. 0137200 5 22,

BOOEE

he classic Eugene Lacey shoot 'em up successfully revised
_ by 3D technology for a new audience. It's still a plan view,

’ . one screen situation, only now all the characters are poly-

| gons. The new presentation allows for Tempest 2000 style ‘psy-

¢ chedelic’ techniques, zooming in and around the action for dramat-
! ic effect. Unlike the awesome Tempest remix, Williams haven't
added anything extra in the way of bonus stages and such. Control
remains eight-way directional fire, handled by the top four buttons,
! and eight-way directional movement for the main character.
Enemies are many, and therefore just a faceless mass to wade
through — making this a kind of meditation exercise as much as ~
anything else. Fans of the original Robotron all go crazy for it. DBY G
Everyone else may find the repetitive nature of Robotron outdated. 0171 258 3791
PAUL DAVIES

¢ Robo Pit is a lot of fun, and worth checking
out. However don’t expect anything amazing.

C - :
-

Moy SLalion

& The action remains exactly the same as
the classic Robotron - cool, but basic.
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w> 1S PRiZE 48

B> 2ND PRIZE <=

ur most successful competitions are always those

o where we give away one of the latest games
machines. Well we'’re tempting fate by joining with

Planet Distribution, and giving away all three of them!
Yes, a Saturn, PlayStation, or Nintendo 64 could be yours.
All you have to do is answer two simple questions and, if
you don’t mind, a further five which will help us make

CVG even better.

In case you don't already know about them, Planet Distribution supply some of
the major retailers across the country with imported systems and games,
alongside the standard UK wares. However you can now buy your systems and
games direct from Planet, which means the hottest games from distant shores
can now be delivered direct to your door on the day of release. If you would like
to find out more, call their new division, Planet Direct, on: 0171 537 9501.
Alternatively E-mail them at this address: 101321,26@compuserve.com.

THE CONSOLE OF YOUR CHOIC
WITH THE GAME OF YOUR CHO
THREE PEOPLE MUST WIN!

THE GAME OF YOUR CHOICE FOR
THE CONSOLE YOU ALREADY OWN!
THREE PEOPLE MUST WIN!

»»> RUNNERS UP <=

10 000 PEOPLE MUST WIN A WIDE
RANGE OF VIDEO GAME RELATED
LIMITED EDITION PRIZES




pr written, the Nintendo
n titles available at
unigue: Mario 64,
p are expecting
-Zero closer to
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20971 What the
ere! Just as Sega's
ation owners get near

s also fair to say that
/ithout a couple of its major

»> [HE QUESIIONS <=

1. Name the 32-bit Sega Console named after a PLANET.

2. Which ONE of the following machines would you like to

win? (Don’t answer more than one or your questionnaire
won’t qualify for the competition!)

J Nintendo 64

(J PlayStation ] Sega Saturn

We'd also be grateful if you would
answer the following questions, to help
us make sure we provide you with the

best possible magazine.

Sega Mega Drive
Sega Saturn
Nintendo Super NES
Nintendo Game Boy
IBM-PC Compatible
Sony PlayStation
Other (please specify)

Lo 000

you intend to buy?

Sega Mega Drive
Sega Saturn
Nintendo Super NES
Nintendo Game Boy
IBM-PC Compatible
Sony PlayStation
Other (please specify)

or Planet Distribution.

3. Which of the following machines do
you currently own, or have access to:

4. Which of the following machines do

The information gathered in this
guestionnaire will be used only by CVG

5. Which of the following video game
magazines do you read at present?

Games Master

Edge

EGM

EGM2

Game Fan

Other (please specify)

L0000

J

L_-I 6. How often do you buy games?
O

I:I Never

D 2 per year

{:I 1 every two or 3 months

1 per month
2 or more per month

LOoo0o0

7. Name:

M FQ)

8. Date of Birth:

7. Sex:

9. Address:

CO0000

Occasionally CVG or Planet may wish to
send you information on products or
services that may interest you. If you do
not wish to receive this information
please tick the box. D

COMPETITION RULLES

1. To be eligible for entry into
the prize draw entrants must
send a 25cm x 18cm SAE
envelope with stamps to the
value of 31p.

2. All entries will be seperated
into 3 categories determined by
the preferred machine stated on
the entry form.

*The first correct entry drawn
from the Nintendo category will
win a US Nintendo 64.

*The first correct entry drawn
from the PlayStation category

will win a UK PlayStation.

*The first correct entry drawn
from the Saturn category will win
a UK Sega Saturn.

6. The Editor's decision is final
and no correpondence will be
entered into.

7. We regret that this competi-
tion is only open to UK resi-
dents. .

3. In the second prize draw the
first correct entry drawn from
each of the above console cate-
gories will each win the preferred
game as staed in their entry.
Games are subject to availability.

4. The next 10,000 correct
entries will receive a free gift.

8. Employees of Emap plc, and
their friends and families are not
eligible for entry.

9. Prizes are as stated and no
cash alternative will be provided.

5. The closing date for all
entries is 17th January 1997.

10. No purchase necessary.

IAYMVYIAID ITOSNOD ONIZVWY
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We didn’t suppose a game could get more
magical and original than NiGHTS. But one just
has, and no one is more surprised than the
staff at Segal Merry Christmas, Saturn fan.
Time to Link and be merry!
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little over eight weeks before
A your laying eyes on this article,
Yuji Naka, creator of Sonic the
Hedgehog and NiGHTS, presented Sega
with an idea. He brought with him a
specially designed version of his pride
and joy - an arranged edition of
NiGHTS by Sonic Team which he hopes
will reward every Saturn owner across
the globe. Incredibly he wants to give
this away FREE! Before revealing how
~ to obtain your gratis copy of
;) the year’s most original piece
«. of software, we should
explain more of what it’'s
about. Which is difficult, as
the excitement is so tangible

you could power the UK’s
*3 Christmas Lights with it!

*oukate, o % " WHY DREAM .* « .-%x¥ %X

First Naka-san requests that two full levels of NiGHTS be made available
as a playable demo*, now he wants people to own the experience for free.
What is going on?! Well, here at CVG, we appreciate wholeheartedly his

SEARCH FOR A STAR

With this special version of
NIiGHTS comes an all-new, fes-

intentions. NIGHTS isn't the kind of game
you get the measure of in the space of
five or ten minutes. As anyone who
already owns and loves the game will tell
you, getting the most from NIGHTS
involves practice and, above all, long-
term experience. Only way you're going to
get much of that is by owning the game
in some form or another. Far from dis-
suading people from seeking to own this

maijestic game in its entirety, we imagine Naka-san knows that by giving
players a real taste of NIGHTS he's guaranteed to leave them longing for
more. And with Christmas NiGHTS, the flavour is even more delicious!

 E—
& Party Poppers

replace speed bumpers!
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tive story. It's Christmas, and
Claris is shopping for presents
with Elliot. So is everyone else!
Making their way to the centre of
Twin Seeds, they notice how the
town's clock tower resembles a
Christmas tree. Only thing is, it's
missing a star. So the kids join
with NiGHTS to find it. This intro
seqguence is presented as a
series of stills, rather like paint-
ings, though there is a magical
glistening effect playing over it.

TWAS THE NiGHTS BEFORE CHRISTMAS

Just like the fulllength version of NIGHTS, this special

edition responds creatively to the internal clock setting

of the Saturn. With the time and date set correctly,
and playing the game at any time before the end of

October, the basic
free game on the
CD is NIiGHTS
o Wl [Short Version).
This being the
Spring Valley
stage in its origi-
Puone SR W nal form, plus the
e s confrontation with
i“' Gillwing which fol-
lows. Everything is
almost exactly as
you would find it
i . : under normal
, circumstances.
;h_*-hﬁ;?*

ﬁ- * ' . 5
; s

-.\ &h

@ nghtopl_nn: all wear & Check out the new Ideya
Santa Claus outfits. Wow! Cage. There’'s candles too.

* Recently used to promote 'Sega Saturn Magazine’ in the UK, and now available FREE with the 'Club Saturn’ music CD.

9.4




e "NGLE BELLS ”NGLE BEI'I'S"' # Here comes theprigeﬁxglg p:r'!-g'AshDugldotfat E‘:‘H}!‘lrts ~ 24 to be

Like we said, “Merry Christmas”! Bet you cannot believe what you're see- exact. We're talking about the Christmas Presents List of your dreams!
ing here! From November 25th until the December 26th, this is the version To access these surprises, players first need to complete the game.

of NiGHTS every Saturn owner can enjoy. It's still Spring Valley, but look After Gillwing is defeated, a concentration game is presented - find the
how it has changed: Everywhere is covered in snow — or, more likely, icing matching pairs and the secret baring the associated icon is revealed.
Sugar, NIGHTS' Ideya Palace has become a Christmas Cake; Chip Cages The more times you complete the game, the more chances you have of
are now gift wrapped; and all the little Nightopians wear Santa Claus out- unveiling more secrets. Seven are referred to by Sonic Team as major!
fits. Best of all NiGHTS' usual purple outfit is replaced by a snazzy red one. You'll discover soon enough what they mean. Here's a selection.

Ihere are even white bobbles on the tips of the hat. AND when NiGHTS

comes to rid Nightopia of Gillwing, players discover that this creature's lair I

s loaded with decorations too — Christmas presents and all! ¢ KARAOKE —»> MAJOR PRESENT |
Sing along to “Dreams Dreams”! Lyrics - W_
are printed on screen, over the game

demo, as the tune plays in the background |7,

- minus the voices. Cue you! :

¢ CHRISTMAS CAKE
Browse the mad-cap ‘promo’ world of

NiGHTS - posters, hats, watches, and just
about everything else you could slap a NiGHTS chara and logo onto.

e : et 28 ¢ SUMMER SPECIAL
| @ In ﬁ'hnstmas NIiGHTS, Gillwing guards thn star wllicll halungs on “Message from Nightopia” (up-beat ‘Replay’ music) kicks in, and
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|| top of the tower in Twin Seeds (Elliot and Claris’ home town). we are treated to a techno-style video clip featuring the game

Visit him the second time around, having already completed the and weird trance images.

game with one of the children, and the star is seen resting on top

the centre spike. ® NIiGHTS MUSEUM
Accounts for at least ten of the pre-
sents. Open these to marvel at the
exquisite NiGHTS CG artwork, such as
Jackal pictured here.

e LINK ATTACK - MAJOR PRESENT -

Aim to form the longest possible Link. Potentially this is infinite,
as there is no time limit. Wonder how high that counter goes?!

@ The two children dress in Santa Claus clobber for Christmas
NiGHTS. See how the character select screen differs between the
two versions. Claris even wears her hair differently for the occasion.

FRESENTS

(A Ehnutm trm raplm ﬂla & Until December the 1st, the el X -— - ‘
Ideya Prisons. When they explode, option screen is missing the
they fall to the ground and lay Christmas prefix - Christmas -y MAJOR- PRESENT

him. Played as him too! He Imks ﬂmila
to his Sonic the Fighters incarnation, an
* more than that we're not telling...

Il there instead of disappearing. Dream, Christmas Presents, etc. Oh yes! Sonic is in here! We've & | ’

JINGLE ALL THE WAY »~

While enjoying the marvellous new graphic touches, players are also treat-
ed to several original music pieces from Sonic Team. One of these is lifted
from the NIGHTS Original Soundtrack, which is currently only available in
lapan (Sega should release it over here, it's awesome!). Gillwing terrorises
to a remix of his theme, and Spring Valley rings to the tune of “Jingle Bells’,
arranged as only Sonic Team know how! We'll leave the rest as a surprise.

=] i ’
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YOUR OWN COPY OF THERE'S SO
CHRISTMAS NiGHTS & gglggga! NSIDE--

As the news from Sonic Team came as such Christmas NiGHTS is

a surprise to even Sega, plans for the game pretty unbelievable. And
aren’t entirely set. At the time of going to we’ve only shown you a
press, this is Sega Europe’s plan: In the run fraction of what's in

up to Christmas, anybody who buys a Saturn store! Fans are

will receive Christmas NIGHTS. Also current promised many more
Saturn owners will receive Christmas NIGHTS surprises, most of

if they buy one or two top Sega releases — which we know nothing
Fighting Vipers, World Wide Soccer, etc. The about. so couldn't tell

g . o “Jingle Bells” is streamed from the CD, so deal is probably only going to work with the you even if we wanted
\ remains unaffected by Cybersound - a technical larger retailers such as HMV, EB, and Virgin. to. We'll leave you to
» feature which constantly remixes the music in Numbers are limited 100, o you really should PR ITE R T arety p—
* original NiGHTS. ask your retailer to make sure you get one! all might be... | 95
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Only one page of small New Games this month, to make way for our amazing Christmas NIiGHTS
exclusive. But never fear, next month’s special issue will be even more packed than usual!

ARCHIMEDEAN DYNASTY

FORMAT: PC CD-ROM

BY: BLUE BYTE

STYLE: ADVENTURE

DUE: DECEMBER

It's the 21st century (look, just pretend okay?) and
the Earth’s surface has been destroyed by nuclear
war again, leaving the survivors to set about creating
a new world in the only safe place left — under the
ocean! You play a mercenary, taking on missions to
earn yourself money, enabling you to upgrade your
sub. This is done partly by travelling around to various
underwater cities talking to people, and partly by
controlling your sub in realtime with some excellent
3D graphics. All of the intermissions and backgrounds
are very smooth rendered sequences, and the sub
sections look excellent, with high resolution graphics
running at over 60 frames per second!

LB B B B N N N N N N N NN N NN NNENMNNERNGMNHMNHN-MNRNHNHN:

EXHUMED

FORMAT: PLAYSTATION, PC CD-ROM

BY: LOBOTOMY

STYLE CORRIDOR

DUE DECEMBER

The Saturn version of Exhumed was quite a surprise.
While it starts off looking like a standard Doom rip-
off, it soon becomes clear that it's actually one of the
best 3D corridor games around, getting very close to
the awesome Quake for one-player fun! And you don't
just play the levels through in order — you can choose
which way to go through the game, returning to old
levels whenever you feel like it, using artifacts to find
hidden sections. The PlayStation version promises to
be almost identical, maybe even bettering the
Saturn’s excellent graphics, keeping the ingenious
level design and control the same, while the PC
version looks even better! While you may think that
Final Doom is state-of-the-art for your PS, you should
really be looking forward to this. We certainly are.

& Exhumed on the PC looks particularly nice,
mainly thanks to the high resolution mode. Also,
mouse control is a lot better than with joypads.
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- and fighter animation lost, but it plays as well as you
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ULTIMATE MORTAL
KOMBAT 3

FORMAT: SNES, MEGA DRIVE

BY: ACCLAIM

STYLE: FIGHTING

DUE: NOW (USA), NOVEMBER (UK)

While the title of the game may be Ultimate Mortal
Kombat 3, this has more in common with Mortal
Kombat Trilogy. As well as having all of the characters,
Rain and Noob Saibot are playable on top of Ultimate's
three hidden fighters, and even Brutalities have been
added! As you'd expect, the graphics aren’t as hot as
the 32-bit versions with quite a bit of background detail

ROCKET JOCKEY

FORMAT: PC CD-ROM
BY: ROCKET SCIENCE
STYLE: RACING COMBAT
DUE: NOVEMBER
Riding custom-built, super-fast
rockets the Rocket Jockeys present a
completely original line in ‘futuristic’
racing. These crazy craft are so fast
yet aerodynamically appaling that
directing them is very tricky. In order
to take a sharp turn in any direc-
jon, jockeys fire out cables
hich attach to poles inside
lhe arena. The closer they
are to the pole at the time,
he quicker the turn. Given
IS weirdo control system
hich Is quite easy to man-
8ge) there are three events
to attempt: Rocket Ball,
Similar to polo; Rocket
'War, in which jockeys use
their cables to trip and
injure opponents; and
ocket Racing, which
just flat out speed-
ng. There's a net-
ork option for the
C. A PlayStation ver-
ion is due not long
after. We think this
could be very cool.

could hope. Both versions have recently been released
in the USA and we’ll be reviewing them next issue.
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WAR GODS

FORMAT: PLAYSTATION

BY: GT INTERACTIVE

STYLE: 3D FIGHTING

DUE: SPRING ‘97

War Gods' big claim is that it's one of the first
“true” 3D fighting games. The arcade version
features a big flashing green 3D button which
when held, lets players move in and out of the
screen, as well as activate variations on existing !
moves. As you'd expect with it coming from the same
people as Mortal Kombat, it plays similarly, with
digitised characters and the usual sort of moves. You
can expect teleports, harpoons, fireballs, blood, and
even finishing moves! The PlayStation version is
currently looking fairly close to the arcade original, but
still has a long way to go. We’'ll keep you posted.

e & Jockeys use their cables to

s form clotheslines, which knock

o competitors from their saddle.

. Cables are also used to drag rivals,
o cowboy-style, behind the rocket!
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STREET FIGHTER ZERO 2

FORMAT: SNES

BY: CAPCOM

STYLE: FIGHTING

DUE: NOVEMBER (JAPAN)

It came as quite a surprise to find out that Street Fighter
Zero 2 was coming to Super NES, but it came as even more
of a shock when we played it! Obviously a lot of animation is
cut and the sprites are smaller, every feature from the
arcade game's been included — All 18 characters, all the
moves, the custom and super combos, and most of the back-
ground detail (including Nash's hovering Harrier Jet). The
early version we played was slightly slow, but speed settings
are being incorporated into the final game. And one thing it's
got over the Saturn and PlayStation versions is that there's
no loading time, being on cartridge! Street Fighter Zero 2 is
out in Japan soon, and we hope to be reviewing it next issue.




SATURN
‘ROM JUST £185.99

SAVE = SAVING OFF COMBINED RRP

SATURN “BIG” DEAL ... ... ... ...359.
Including:- Nights (96%), Sega Rally (97%),

Controller and a High Capacity Memory Card

only on 01279 600204 (or one of our club shops).

— 8 BUTTON CONTROL
RN PAD. FULLY
N PROGRAMMABLE
AUTOFIRE AMD
\ Lu‘ 4 SLOW MOTION

ﬂ ﬂ LOGIC 3
TERMINATOR SEGA EIGHT
FOR SATURN BUTTON
b CONTROLLER
WITH FIRE AND FRE BTN
19.99

POWER INDICATORS

LOGIC 3
VOYAGER FOR
SATURN ...14.99
AUTOFIRE, SLIDE
BUTTONS AND
SLOW MOTION

?JJ‘IE': SEGA LIGHTGUN ... ... ... ...

i

39.99

RAPID FIRE

PHASE 9
ODYSSEY FOR
SATURN ...15.99

SEGA SATURN PHOTO CD

SATURN . .16.49 FOR GAMES THAT REQUIRE
ERGOMNOMICALLY BACK UP MEMORY

ALITOTURED FIRE
AND SLOW MMoTION  DUST COVER FOR SATURN

CONSOLE WITH BRUTAL SPORTS FOOTBALL
DOOM s i

ﬂlEItMﬂlI"I-I GAME  oousie pRacons

SAVE

HOVERSTRIKE
'usr 64, '99 MISSILE COMMAND
HEA JAM TOURNAMENT ED TI'DH
SUPER BURNOUT ..
TEMPEST 2000
THOY AlKMAN (LIS) FDDTE--'}.LL
WOLFENSTEIN 3D

ZO0L 2

SUPER NES
WITH MARIO WORLD,
MARIO ALL _
STARS & 4
1JOYPAD
JUST 99.99

ATARILYNX 2 HAND-HELD

o BASKETERAWL

CRYSTAL MINES 2

DESERT STRIKE

ISHIDO o
SHADOW OF THE BEAST ... .
SWITCHBLADE 2

T-TRIS

WORLD CLASS SOCCER

DOOM (DOWN) et et ein aee ...29.99 BRIAN LARA CRICKET 96 85°-
EARTHWORM JIM 2 ... .. ... ., 29.99 DESERT STRIKE 94%: .
F-ZERD 91% s vre e eee 2. 18989 FIFA 97 GOLD EDITION =

L FIFA 87 GOLD EDlTIDN- o 3699 FIFA SOCCEHR 96 919,

H.LUEIDN OF TIME 80%: ... .. 26.49 GEMERAL CHADS .. .. e
INTL SUPERSTAR SOCCER DXE '35' 44.99 LOTUS TURBO CHALLENGE 91°.
JOHN MADDEN NFL 93 .. ...24.99 MADDEMN NFL 97 »

KILLER INSTINCT AND F - II‘:‘H{J' 33,98 MALI MALLARD A

KIRBY'S GHOST TRAP ... ... ... .. ......a.z.gg MEGA BOMBERMAN 94%, ... ...
MORTAL KOMBAT 3 e 3999 MICRO MACHINES MILITARY =
PGA TOUR GOLF e 3 1999 NBA LIVE a7 # e
PILOT WINGS 919% e ee e 22499 NHL HOCHKEY 97 =

SECRET OF EVERMORE . L4299 NHL PA 93 ICE HOCKEY 949, ...
SIM CITY 945 ... ... e cee2d 89 PINQCCHIO s L T T
SUF'EHHCIMBEHMAN TSP 12.99 PREMIER MANAGEHEI o
SUPER GHOULS AND GHDSTE 94“ 24 99 RAOAD RASH 2 947,

SUPER MARIO KART 94°; E i 26.99 SOMIC 3 95°%;

SUPER MARIO WORLD 829 ... ... ...19.99 SOMIC 3D+ ...

CSUPER TENMIS .. e e e e 2. 19.90 SONIC AND KNUCKLES 92%
TETRIS AND DR MAHII:) : 24.99 S0NIC THE HEDGEHOG

THEME PARK ...........................36.90 VECTORMAN 2 »

YOSHI'S ISLAND 97% .. .. . ...42.99 VIRTUA FIGHTER =

\ZELDA 3 - LINK TO THE PAST 95% ...24.99 WORMS 78%

TURN with one controller and Demo CD ... ... ... 185.99
BATURN with Panzer Dragoon (93%) ... ............199.99
BATURN with Wipe Out (92%) ... ... ... .. cov oo ... ...204.99
ATURN with Virtua Fighter 2 (98%) ... ... ... ... ... ...209.99
TURN with Sega Rally (97%) ... ...... ... ..219.99

- Wipe Out (929%), Virtua Fighter 2 (98%), Extra Analogue

£35.99 deposit plus nine monthly payments of £36.00. Total price
£359.99. APR 0%. Save £79 on combined RRP. Offer subject to
status. To apply for 0% finance please place order by telephone

|AVAILABLE WITH 0% FINANCE

3 SPEED AUTOFIRE
BULLET AUTO LOAD,
PRE-SET NUMBER
OF BULLETS. LED
DISPLAY LIGHTS

SEGA VIRTUA STICK

.24.99
FOR VIRTUA COP PLAYER 1 OR 2

DRAGON - THE BRUCE L i=iE E‘;T{}Hv
AND JOYPAD cicqricH ——

DONKEY KONG COUNTRY 297% ... ...42.99 BRIAN LARA CRICKET ... ... ... ... ...

99

SATURN CD'S MORTAL KOMBAT 3 (ULTIMATE) 83% 20.99
MAE BONES » L3299
S ALIEN TRILOGY 94%; ; e el 2. 3999 NBA JAM EXTREME » 3599
AMOK - o T v .32.99 NBA LIVE 97 » .35.90
PBASEBALL+ . . ...31.99 NHL 97 - 3R89
L BLAZING DRAGONS » 31.99 NHL HOCKEY 88°% .. ... 3200
BREAKPOINT = . 34.99 NIGHTS + ANALOGUE JOYPAD 96°, 49.09
PEUBELE BOBBLE & RAINBOW LAND » 24.99 PANZER DRAGOON 93° 24.99
GASPER+ .. ... .. 34.00 SEGA RALLY 972 . 39.95
- CROW: CITY OF ANGELS » ... .. ......33.90 SOVIET STRIKE » ...36.99
' CRUSADER NO REMORSE » o.d3.599 STHEET FIGHTER ALPHA 2 3405
‘CYBER SPEEDWAY 929, 1999 SUPER MOTOCROSS - 35.99
"CYBERIA + .. var eee ie e aen e 03400 THEME HOSPITAL » 3699
BDARIUS 2+ ... ... 26.99 THREE DIRTY DWARVES = 33.99
FDAYTONA USA CHAMPIONSHIP » 3599 TOME RAIDER = ..34.09
'DESTRUCTION DERBY . .. ...33.99 TOSHINDEN URA + . 3299
oM .. .. 29.90 VIRTUA COP (WITH LIGHT GUN) 95% 51,99
REXHUMED &2%: ... ... ......... . ...37.99 VIRTUACOP 2+ _ . . 30,00
FIFAOT - e . ...38.99 VIRTUA FIGHTER 2 98%, e 20,99
F HTFH-G UIF'EP:'::-- 36,99 VIRTUAL OM s o 359,99
BFORMULA 1 CHALLENGE 90%. 35,99 WORLD SERIES BASEBALL 2 » 32.949
PMANX TT = . e ren e eee 38,99 WORLDWIDE SOCCER 97 » 36,99
IMICRO MACHINES 3 » 3499 X-MEN CHILDREN OF ATOM 95°, 25.99
ECLIPSE PROGRAMMABLE PREDATOR LIGHT GUN FOR
.3__ D FOR SATURN ... ... .........19.99 SATURN OR PLAYSTATION .. .26.99

ARCADE STYLE
EIGHT BUTTON
JOYSTICK WITH

WITH AUTOFIRE
AND TURBOEIRE OPERATING SYSTEM 14.99
RF INTERFACE FOR SATURN .. 19.99
FIRE INFRA-RED JOYPAD SEGA RF UNIT FOR SATURN 24.99
SYSTEM FOR SATURN ... ... ... 29.99 FOR CONNECTION TO NON-SCART TV
QUANTUM JOYPAD FOR SEGA MEMORY CARTRIDGE .. 37.99

DESIGNED WITH SEGA MULTI PLAYER ADAPTOR 29.99

7.99

ATARI JAGUAR 64-BIT ATARI JAGUAR

12.99
49,99
iR
12.98
44.99
47.99

34,99
abda
.44.99

. ...32.89
.48.99
..29.99

21.99

..29.99

650
G559
2259
= a9
1999
2784
14,94

2998
a2 HY
17.949
Lar.94
26.99
17849
. 17.89
49899
.34 899
24 85
37.899
L 37.85
o720
8.99
6.590
o3 5

...19.99

39,99

: ..-36.949
.21.99

..5.99

' .33.99

..36.99
..J2.99

PLAYSTATION with Formula 1

PLAYSTATION CD'S
ACTUA SOCCER 94°%, | 36.99
ALIEN TRILOGY 94% .. ... ... ... ... ...3499
AYRTON SEMNA KA HTING L 29.595
BLAZING DRAGONS= ... ... ... .........30.99
BREAKPOINT = be wae a s ons b
BROKEN SWORD = 29949
BUBBLE BOBBLE & RAINBOW LAND » 24 89
BUST A MOVE 2 88% ..33.49
CASPER=+ ... : 34.99
CITY OF THE LC."S' HiL-DHEH L J6.89

COMMAND & COMQUER (H2H)+ ... ...36.99
CRASH BANDICOOT » . L - 1 K
CYBERIA » ; - 34,90
DESTRUCTION DERBY 2 » 39.99
DIE HARD TRILOGY 93 34,00
DISCWORLD 2 = PR ——— - 1 "]
FIFA QT = e 59
FINAL DOOM ... ... ... 32.99
FORMULA 1 {OFFICIAL F IAIT:I* 39.99
GRID RUMN » L3499

LOMAX - ADV 1IN LI':I".‘I'-.-1IN'? l-ﬂ.N":l ¥ 34,99

WE ONLY SELL GENUINE UK PRODUCTS WITH UK GUARANTEES
PLAYSTATION with One Controller and Demo CD 1 186.99

PLAYSTATION with Ridge Racer (93%) ... ... ... ... ... 199.99
PLAYSTATION with Tekken (95%) ... ... ... ... ... ... 204,99

(94%) v e i s .. 22499

PLAYSTATION “INFERNO™ with Two
Controllers and High Capacity Memory Card ... ... ... 225.99

PLAYSTATION “BIG” DEAL ... 319.99
Including:- Tekken (95%), Ridge Racer (93%),
Formula 1 (94%), Two Controllers and a Memory Card

£31.99 deposit plus nine monthly payments of £32.00. Total price
£319.99. APR 0%. Save £64 on combined RRP. Offer subject to
status. To apply for 0% finance please place order by telephone only
on 01279 600204 (or one of our club shops).

AVAILABLE WITH O’ FINANCE

MAGIL THE GATHERING = ... ... ... ...34.89
MORTAL KOMBAT TRILOGY ... ......3499
MOTORTOONZ2-. .. ... .. .. 33.99
NBALIVEST» ... .. SRR . |
NEED FOR SPEED 24", o 35.99
NHL 9T+ ... . . .- L
oL ‘r’l'-.-TPE..GAI'-.'IES FW' v s e ed 1099
RESIDENT EVIL 95 i .35.99
RIDGE RACER HE"I.I'CILLITICIN B0%e 24,00
SIM CITY 2000 91%; . i
SOVIET STRIKE+ ...

STREET FIGHTER ALPHA 2 2

SUPER MOTOCROSS =
SUPERSONIC RACER «
TEKKEN 2 »

THEME HOSPITAL =
TOMBE RAIDER
TOSHINDEN 2

WING COMMAMNDER 4
WIPEOQUT 2097
WORMS 92% |
X-COM: TERROR FF-HDH THE I}Er;F' L
ZERO DIVIDE .

FIRE CONTROLLER
A5 | FOR PLAYSTATION
Y| 1299

LOGIC 3 CONTROL STATION
CONTROLLER FOR PLAYSTATION 12.49

FIRE INFRA-RED JOYPAD

2 JOYPADS AND A

RECEIVER BOX

| WITH RECEPTION
QF UP TOD

18 METERS. TURBO-

FIRE AND THUMEB

CONTROLLER.

EXTRHA LOW POWER

CONSUMPTION. 4 x AAA BATTERIES

REQUIRED (NOT INCLUDED;

GAMESTER ANALOGUE STEERING

AND FOOT PEDALS 74.99
TRUE ANALOGUE
STEERING
ACCELERATOR AND
BRAKE PEDALS

8 DIGITAL ACTION
BUTTONS

DESIGNED
ESPECIALLY FOR DRIVING & FLIGHT SIMS

PS PROPAD .. 16.99 - b . \...

8 BUTTON [ ]
PROGRAMMABLE + - = 8
CONTROLLER WITH

AUTOFIRE & SLO-MOD

VRF1 ARCADE STEERING WHEEL 49.99
TRUE ANALOGUE PROGRESSIONAL STEERING

M FOR PLAYSTATION ... .. 2999 K

SONY CONTROLLER
FOR PLAYSTATION
26.99

:H‘_H
£8

SONY MOUSE FOR
PLAYSTATION
29.99

COMPLETE WITH
DESIGNER MAT

PHASE 9 CYCLONE CONTROLLER

FOR PLAYSTATION . 17.99
AUTOFIRE,
TURBOFIRE AND . == l:
SLOW MOTION ee
SONY MEMORY ’ h
CARD FOR -
PLAYSTATION ... ... ... 21,89
ALLOWS YOU TO SAVE & LOAD GAME DATA
FIRE MEMORY CARD .17.99

HIGH CAPACITY MEMORY CARD
(120 SLOT) FOR PLAYSTATION 27.99

SONY MULTITAP ... ... .. ..28.99
PLUGS INTO CONTROLLER PORT ALLOWING
1 TO 4 CONTROLLEAS TO CONNECT

LINK CABLE FOR PLAYSTATION 11.99
ALLOWS TWO PLAYSTATIONS TO LINK UP

SCART LEAD FOR PLAYSTATION . 9.99
HIGH QUALITY CONMECTION PLAYSTATION
TO TV SCART SOCKET {RBG OUTPUT)

DUST COVER FEIFl PLAYSTATION ..7.99

PCcoRom T AMich cosz—]

ALBION ... ... . 27.99
BROKEM SWOF -1[) A . 29,99
CHAMPIONSHIF MGH 2 94 9: " ....18.499
CIVILIZATION 2 . 28,949
COMMAND & CONQUER ... ... .........31.99
COMMAND COMPANION - 100 OFFICIAL

CRUSADER - NO REMORSE 12.99
LEVELS FOR COMMAND & CONOUER 19.99
DARK FORCES ] 14.89
DUKE MUKEM 3D (RATED 18) 28.99
EROD0 T EX BN i ki v das i 1.89
ELDER SCROLLS: DAGFEHFAL.._ 11.89
EMULATORS UNLIMITED SEECTTE [ 1]

FADE TO BLACK ... . e e 12,99
FORMULA 1 GRAND PRIX 2 25.59
LINKS L'S = 32508
MAGIC THE GATHERING FOR WIN 95 29.99
PANDORA DIRECTIVE 34,99
B LARE:. - e 20,65
SETTLERS 2 ... ... coc coe con ves rioes 22226500
SPECTRUM CD 95 ; 13.99
SYMNDICATE WARS ... ... .. 37.99
TRANSPORT TYCOON + EDITOR ... ...12.99
VIETLUA FIGHTER .£5.99
WARCRAFT2 ... ........... e 31,09
X-COM COMPILATION e es ... 25,99
B iei 31,99

ACID ATTACK COMPILATION

GLARDIAN, ROADKILL,

SUPER SKIDMARKS e . 14.99
ACTION PACK VOL 1

LEGENDS, FEARS, GLOOM ... 14,99
ALIEN BREED - TOWER ASSAULT .. m.ﬂﬂ
ALIEN BREED 3D ..14.99
ARCADE POOL ... ... .. Fg-:a
CHADS ENGINE R 4.99
CORE COMPILATION VOL 2

BANSHEE. SKELETOM KREW

HEIMDALL 2, UNIVERSE ... ... ... 19.99
FIELDS OF GLORY R - -
GUARDIAN ... ..........c... 10.99
HIMGPIMN U 5 | |
OSCAR & DIGGERS BTN L
FINBALL ILLUSIONS s eee 2. 18,49
ROAD KILL ...... .. B M 10.99
SIMON THE SORGERER ... ............14.99
SOCCER KID R P b 9.99
SPEEDBALL 2 PO el 1 -
SPERIS LEGACY . .12.99
STAR CRUSADER | l{E‘r'F!-IZ‘.IAF':"‘ FIEl:ju 17.99
WORMS e S T T 21.49

GOLDSTAR 3DO JUST ... ... ...109.99

@~ WITH FIFA SOCCER,

I o ® WOLFENSTEIN 3D,
- = POWERS KINGDOM
AND ONE CONTROL PAD

ALOME IN THEDARK 2 ... ... ... ......2399
BALLZ : Lty I 5
BLADEFORCE R Ry [ 3 - 2
CAMMNOGN FODDER 13.899
PENOM e A e
FIFA SOCCER ... ... PR R Try | L -
FLYING HNIGHTMARES |, P < K= 1+
FOESOF AL ... .. ool oh 1 . |-« < ]
GEX ... .. e L -]
JAMMrﬁBAEﬂETEALu R— 14,99
JOHN MADDEN NFL 300 ... ... .. 33.00

KILLING TIME ... ... ... oo ice cis ver 100 2. 18,88
PGA TOUR GOLF 88 N , 24 99
PL'ad [POED) ... vy coiine onr vas sui ..7.99
POWERS KINGDOM .....................B.99
RETURM FIRE ... ......... .. i-R= s
THEHORDE ... ... coc ces cie var sne e 021,88
VRSTALKER ...... 12 EIIB
WOLFEMNSTEIM #

16 MB RAM for > X 8MB 72 Pin SIMMS) .. ..76.99

4MB FROM JUST £19.99

PRICES INCLUDE VAT AND DELIVERY

PRICES MAY FLUCTUATE

EXTRA XS
COUPON SAVERS
48-PAGE COLOUR
CLUB MAGAZINE
RELEASE SCHEDULE Live @ http://
CHARTS speclal. reserve.co. u.l-e-'IIIII
REVIEWS

HUGE RANGE
:"ﬁi ALL GENUINE

UK PRODUCTS
w HEAVY DISCOUNTS
CREDIT TERMS
GREAT PRIZES Club Shops at
TO BE WON CHELMSFORD, ESSEX

-ll E' |_,1.,,i'|1"‘ d Fl' 34

il S T8 © T e B

7.30am to Spm Mon-Fri ON-LINE -
0am fo Spm Svn & Bank Hols [T SAW?'EEEEHEEETLHEETS

01279 600204 [HiM -
Or Fax 01279 726842 [t BRISTOL, A\JDI_‘\I
[*‘EI'“ fﬂl hlh} ﬁr::'::::l 149 Gloucester Rood Horfield

o uk

WHEN YOU JOIN:
RUNNING MAN¢

HETIGH Mﬂ?IE )

GI.IYVER L

mnusn VIDEO
i OR -

24 CAPACITY. STORES CD's NEATLY AND SAFELY

LIGHT GUN 2 GAMES

FOR AMIGA

ABSOLUTELY FREE ' ™

FREE when you join for one year or more at the same I

time as purchasing an item. Just state your choice as |

you order. Only one offer may be chosen. Overseas members |
add £2 carriage. All offers subject to stock availability.

GOLDSTAR 14" COLOUR TV/MONITOR 144.99

® FULL FUNCTION @ HIGH BRIGHTNESS
ON-SCREEN DISPLAY TUBE
® PERSONAL PICTURE e 40 PROGRAM

& SOUND MEMORY
PREFERENCES ® 120 MINUTE SLEEP

@ SCART SOCKET TIMER
® REMOTE CONTROL @ MADE IN UK

D T i intaes T G AT T vl i Lo b (R T T T i S |

All prices include VAT and carriage to MOST UK mainland addresses.

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. :

| TRIAL MEMBERSHIP ONLY £1 1 macazmeo |

ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) |
Buy one item as you join for a year and we'll give you a choice of great FREE gifts. Over 250,000
people have joined, and Special Reserve has BO dedicated staff. Members are under
no obligaticn to buy anything. Qur regular club magazine contains a staggening selection of
products, many at below trade price. Hundreds of pages of information on our intemel site at
www.reserve.co.uk. Amazing club shops at Chelmslord, Essex and Sawbridgeworth, Herts

I
I
| I
I |
I PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail) |
: No Quibble retum policy £4 min or 2.5% - see the club magazine for details :
I Overseas orders must be paid by credit card |
| Hardware items (battery or mains) are only supplied to the UK mainland |
: Overseas surcharge £2.00 per software item or 25% on other items :
: (BLOCK CAPITALS please) CA&VGE I
Name & Address = {
I |
| — |
I |
- Postcode _ o :
I It Mac or PC plaase state DISK or CD RO I
| Phone No _ _ Machine I
:Enter membershm number (if applicable) or :
1MEMBERSHIP FEE (ANNUAL £7.00) i
I |
lite |
I e |
I
L item S - — :
| |
lifem e I
II Please use this box 1o add any nptlnnal tast delivery nharge |
| 1st Class Post 50p per posted item or £3 hardware :
IALL PRICES INCLUDE UK POSTAGE & VAT |£ I
Cheque/P.O./Creditcharge/Access/Switch/Visa :
I
I
_ I
CREDIT CARD SWITCH {
EXPIRY DATE ____SIGNATURE ; (ISSUE NO _ ¥
|
I

I———-

Mail Order address. Cheques payable to:

SPECIAL RESERVE corel et 1

P.O. BOX 847, HARLOW, CM21 9PH I

or FAX a credit card order on 01279 726842 - and we'll FAX back I

Inevitably some games listed may nol yet be available. Pleass phong
to check availability. Prices may change without prior notification

Sent to press 15.10.96 E .& 0.E. SAVE = Saving off full retail price
Inter-Mediates Lid, The Maltings, Sawbridgeworth, Herts




DisLOCATED JAW? GHECK]
BusTERED FEET? CuECK]
RECKON IT'S TME TO LOSE
THESE SPECS]

WAVER:

With WaveRace finally splashing onto
Nintendo 64, we decided to find out
if it’s as realistic as it looks. Nothing
to do with Tom, Jaime and Phil going
on holiday to Tenerife at alll |

etskiing. Surely one of the ultimate high-speed sporting thrills. For
a coward. After all, it's like bombing a motorcycle across rough
terrain without the fear of |
splattering yourself on the
ground. At least, that's what
we reckoned, or we wouldn't have got
on the things.
For the equivalent of twenty-five quid,
we got the chance to race around for
20 minutes. Expensive stuff, but
worth every penny. Three floating
buoys, set out as a massive half-mile
triangle, identified the course. All we
had to do was race around the out-
side of them for about 10 laps and
not go the wrong way. Rules which
were immediately broken when Tom
drove straight through the middle of
the triangle
(accidently, of
course), and
spun his jetbike
round in little

o
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circles (not | " - — Bl *® Phil had to shave
accidenﬂy]_ . SN . the fur from his hﬂﬂ}",
| And what's it like? Pretty much 50 he could masqua-

& like bnmbing,a mntnrcyc]e i rade as o human here.
! across rough terrain without

"
i

4 the fear of of splattering your-
‘ = ' self on the ground. You can
| 1"-{ power the machine along at

e ™ continuous top-speed, even around the bends. In fact,
' extra power is essential to corner tightly — a bizarre tech-
nique that Waverace 64 replicates well. Waverace's
superb pounding waves however, don't capture quite
how pounding they are in reality. Riding over

a big wave or, better still,

smashing headlong into one, 5 Jaime is l.!'.'iL‘l‘

really shakes your bones. And to this position.

you can't see a thing with all the His toilet has
spray hitting your face! handlebars 100-
As for performing thrilling stunts — we
did manage to stand on the seat and
ride one-handed!
If you ever get the chance to pilot a jetski, we thorough-
ly recommend it. For those of you who aren’t planning
a beach resort holiday soon - providing you can put ; _,EJ:::{j
up with the colder climate — you can still jetski by
joining a watersports club. Even the hydrophobic
among you can get a slice of the action now. , # The Jetskis featured in
Konami, Namco and Sega are all releasing Jetski Waverace 64 are Kawasaki
coin-ops of their own. In fact, Sega's Waverunner | e machines. This real-life
machine is based on the same : . 99ZXi has an ultra-compact,
Yamaha Waverunner Jetbikes we e o | . ultra-powerful three cylinder
rode. The cabinet even uses an e & : Y e 891cc engine. It's extremely
identical full-size jetbike! And, — SLANT i stable with a turning circle
with N64 Waverace, of ' of 22.5 degrees. And it's
course, you can jetski — even got a boot! If you want
from the comfort of one, it'll set you back

b

your armehair! ey = around £7500.

'_ * If you're interested
S ing, here's a few watersport
" clubs. Prelimited in Cannock
on 01543 505084. Shore
Watersports in West Sussex
0n 04243 67/2315. i
e Trinle €1 sports on
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-Packed with original power-ups, e s dunegly
: . - Seekoutthe 7 mauica s a
special weapons and magic | == -
hattle with dark forces in this
revnlutionanl non-linear adventure.

spells to help you in your guest
Choice of playing angles
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