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A Bug's Life

Aero Fighters Assault

Aero Gauge

Air Boarder 64

All Star Baseball Series

Armorines

Army Men: Sarge's Heroes

Automobili Lamborghini
B

Banjo Kazooie

Battle Tanx 1 & 2

Battle Zone

Beetle Adventure Racing

Bio Freaks

Blast Corps

Body Harvest

Bomberman 64

Bomberman Hero

Buck Bumble

Bust a Move 2 & 99
£

California Speed
Carmaggedon
Castlevania 1 & 2
Chameleon Twist 1 & 2
Charlie Blast's Territory
Chopper Attack
Clayfighter 64
Command & Conquer 64
Cruis'n the World
Cruis'n USA
Cyber Tiger Woods Golf
D

Daikatana

Dark Rift

Deadly Arts

Destruction Derby 64

Diddy Kong Racing

Donkey Kong 64

Doom 64

Duel Heroes

Duke Nukem 64

Duke Nukem; Zero Hour
E

_ Earthworm Jim

DEDCANIC
ERSONS

MOBILE PHONE ACCESS:
0700 5900 615

INTERNATIONAL ACCESS:

+44 (0)700 5900 020

TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL - PRESS

DC - GBC - N64 - PC - PSX -

ECW Hardcore Rev.

Excite Bike 64

Extreme G1 & G2
F

F1 Pole Position

F1 World Grand Prix
FIFA 64,'98 &'99
Fighter's Destiny
Fighting Force 2

Flying Dragon

Forsaken

Fox Sprts. Coll. Hoops'99
F-Zero X

(¢}

Gauntlet Legends

Gex

Glover |

Goeman s Great Adv.

Goldeneye

Golden Nugget 64

GT 64 Championship Ed.
H

Hexen
Hot Wheels Turbo Racing
Hybrid Heaven

!
Igay's Reckin Balls
In Fisherman Bass 64
Int. Superstar Soccer
155 '98

*
Jeopardy
Jet Force Gemini ¢
Jikkyou Soccer France 98
J-League 11KBeat '97

Ken Griffey Jnrs. Slugfest

Killer Instinct Gold

Knife Edge: Nose Gunner

Knockout Kings 2000

K. Bryant: NBA Courtside
L

Lego Racers
Lode Runner 3D
M

Mace: The Dark Ages

ACED
=\\2 L

\/ED 2 A AV

Madden 64
Madden NFL '99
Magical Tetris Challenge
Major League Baseball
Mario 64
Mario Golf
Mario Karts
Mario Party 1 & 2
Micro Machines
Mike Piazza's Strike Zone
Milo's Astro Lanes
Mischief Makers
Mission Impossible
Monopoly
Monster Truck Madness
Mortal Kombat: Sub Zero
Mortal Kombat: Trilogy
Mortal Kombat 4
Multi-Racing Champ.
Mystical Ninja 1 & 2

|

Nagano Olympic Hockey
Nagano Winter Olympics
Nascar Racing'99

NBA Courtside

NBA Hangtime

NBA Jam'99

NBA Live 99 & 2000
NBA Zone'98

New Tetris

NFL Blitz 1 & 2000

NFL Quarterback'98

NFL Qtrback. Club Series
NHL Breakaway Series
NHL'99

Nightmare Creatures
Nuclear Strike 64

0
Off-Road Challenge
P

Paperboy 64
Penny Racers
Perfect Dark
Perfect Striker
Pilot Wings
Pokemon Snap

THE ABOVE LIST IS JUST A SAMPLE OF WHAT’'S ON OFFER
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o
A

) YOU'VE GOT THE CHEA

Pokemon Stadium
Powerful World Soccer 3
Premier Manager 64
Pro Baseball King
Puyo Puyo Sun 64

Q

Quake 2
Quake 64
Quest 64

R
Rakuga Kids
Rampage: Universal Tour
Rampage: World Tour
Re Volt
Ready 2 Rumble Boxing
Roadsters
Robotron 64
Rugrats: Scavenger Hunt
Rush 2 Extreme Racing
S

S.CAR.S

San Francisco Rush

Shadowgate 64

Shadowman

Shadows of the Empire

SimCity 2000

Snowboard Kids 1 & 2

South Park

South Park Rally

Space Dynamites

Space Station: Silicon Val,

Star Fox: Lylat Wars

Star Soldier

Starcraft 64

Star Wars: Racer

Star Wars: Rogue Squad.

Supercross 2000

Superman

Super Mario

Super Robot Spirits

Super Smash Brothers
3

1080 Snowboarding
Tarzan

Tetrisphere

Tonic Trouble

i R S e
GALE S NUMBER

168

PERSONS AGED UNDER 16 CALL THIS NUMBER ONLY

Calls to the above numbers cost 60p per minute

g TO RESTART SERVICE  PRESS §&: 9 TO MOVE BACK A STEP

P52 - SATURN

This service should only be used with the agreement of the person responsible for paying the bill. Calls to the number for persons aged under 16 years have a maximum

Tony Hawk's

Top Gear Overdrive

Top Gear Rally 1 & 2

Toy Story 1 & 2

Triple Play 2000

Turok 1, 2 & Rage Wars

Twisted Extreme Series
v

Vigilante 8

Vigilante 8 2nd Offence
Virtual Chess 64
Virtual Pool 64

V-Rally '99 Edition

w
Waialae Country Club
War Gods
Wave Race
W.Gretzsky Hockey Series
WCW Mayhem
WCW Nitro
WCW Vs NWO Series
Wetrix
Winback: Covert Ops.
Wipeout 64
World Cup '98
World Driver Champ.
WWEF Attitude
WWF War Zone
WWF WrestleMania 2000
X

Xena Warrior Princess
Xg2

Yoshi's Story
Z
Zelda @
{

cost of £3.00, the call will be terminated by forced release after 5 minutes. Calls to the number for persons aged 16 years and over have no maximum cost and call time
restrictions. Ensure you are calling from a touch tone phone. Please put comments or queries in writing to Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA or call our

Customer Service: 08700 885 656

Grab o free maaazine at www.cheatsunlimited.com




EDITORIAL

& —-—y, Yes, this month

the entire office
was converted
into a sealed
environment, with
videocameras in
every nook and
cranny, as we set
out to get some idea
of what those hapless
individuals who signed up to
do the Channel Four gameshow Big
Brother must be going through. It
was tough spending a month with
almost no food, with nothing but
videogames to entertain us and
only one shower between the
whole team, but we stuck it out
because we’re daft like that.

Luckily there was absolutely
loads to keep us occupied, as in the
run up to ECTS 2000 the games
have quite literally been flooding
in! Thus we ended up with the
exclusive review of Hercules from
Titus and the first official review of
ISS 2000 (we're the only magazine
to receive the finished code this
month, so if anyone else has
reviewed it then we’re afraid to say
they've been working from an
unfinished version — the cads!) We
also managed to get our hands
(finally) on the review code for
Turok 3: Shadow Of Oblivion and...
well, let’s just say that Turok fans
aren’t going to be disappointed!
And of course there’s our cover
game, Mario Tennis, which does
for that sport what Mario Golf did
for... er, golf!

When you add in reviews of
Fighter’s Destiny 2 and half a
dozen of the latest Game Boy Color
titles, a mammoth fully-mapped
Nuclear Strike guide, the ‘Not
Nintendo’ and ‘At The Arcades’
sections, features on Rare, Titus
and a new computer-generated 3D
movie called Cyberworld, plus all
our regular bits ’n’ pieces, well... we
almost couldn’t fit it all in!
Thankfully we’ve got our missing
pages back now, which is handy,
’cause this time around we really
needed them!

Obviously we're all getting a little
excited now about the upcoming
ECTS show (which should have
taken place by the time you read
this). Rest assured that 64 MAGAZINE
is going to hit London Olympia like
a whirlwind and play every
Nintendo title on show to within an
inch of its life. Make sure you don’t
miss the next issue, where we’ll be
giving you detailed reports on
everything that you can expect in
the coming year.
Stick with 64
MAGAZINE, you know
it makes sense!

Roy Kimber, Editor

This issile we have mosty beerL.
Watched by Big Brother!

Roy

Since the whole ‘locking ourselves in
the office Big Brother-style’ thing was
actually Roy’s idea, the rest of the
team were a little put out when he
actually escaped from the building on
two occasions: for the preview of a
new movie and for a free trip to Paris!
He made up for it when he got back
though by... erm, sleeping a lot!

Nicky
Top-class design chick Nicky was one
of the worst hit during our Big
Brother-esque experience as it meant
that she was stuck in close quarters
for a considerable length of time with
a bunch of slobby blokes! Luckily
she’d just got back from a well-
deserved holiday, so that helped her
to keep her cool.

Paul

New 64 MacAzINE recruit Paul was
quite literally thrown in at the deep
end when he was given a desk, a
dilapidated computer and a huge pile
of games to work through. Eventually
he was allowed out of the building
away from our ‘Big Brother office
experience’ for a short while to visit
the local arcade - aren’t we nice?

Mike

We'd Like
To Say...
We're Sorry!

If you read our Perfect Dark
feature last month then you
may remember we did a
boxout on the PR people that
we met at the event. One of
those people was Faye, PR
exec for THQ, and at the time
we mentioned that hers
wasn’t exactly an incredibly
flattering photograph. When
she saw the picture Faye was
a little upset, so we promised
to make up for it by printing
one that was more
representative of her. So...
here it is! Once again: sorry
Faye, now all our readers
know (like we do) that you'’re
just gosh-darned gorgeous!

e

Stalwart Staff Writer Mike kept himself busy during the first part of our

enclosed escapade with some detailed research on top game-meister Rare.

Unfortunately, as the weeks dragged on the stress began to tell and

eventually it all became too much for Mike,

so the rest of the team rather
sympathetically nominated him for
eviction. As he left the 64 MAGAZINE
offices to take the long walk to
freedom, Mike was heard to mutter,
“Sod you lot then... I'll see you all on
the pages of P2!” Whatever could he
have meant?

Turn to
page 9o to
/subscribe!

CORY

05
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9 Oblivion is on the way

64 MAGAZINE,

Paragon House, St Peter’s Road, Bournemouth,
64mag@paragon.co.uk
www.totalgames.net
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and only Turok can
stop it. Time for some
new blood...

A HERCULERR

’_)_/_Jj_rJ

We've all heard of them — but do you know how
Rare got to be so good at making great games?

To get the lowdown on Titus’ latest N64 game
before we reviewed it, 64 MAGAzINE went to Paris!

Prepare to be totally amazed by
the state-of-the-art computer-
generated 3D movie... Gyberworld!

NS
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Havmg problems keeping the local terrorists in check’ Then
you need our fully-mapped guide to this airbome actioner!

Quick Search...
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to find the pages you want. Fast!

64SIGHT
Hey You, Pikachu!
Stunt Racer 64
Indiana Jones and the Infernal
Machine 16
I Banjo-Tooie 17

14
16

ISS 2000 34
Turok 3: Shadow Of Oblivion 4o
Hercules: Legendary Journeys 46

Mario Tennis 50
Fighter’s Destiny 2 54
Turok 3 (GBC) 59
Cool Bricks (GBC) 60|
Road To El Dorado (GBC) 61]
Alfred’s Adventure (GBC) 62
Magical Drop (GBC) 63

O’Leary Manager 2000 (GBC) 64
A Herculean Adventure
64 MaGazINE visits Titus France 18

The Land Of Make Believe.
The new 3D movie, Cyberworld 22

A Very Rare Breed!
The history of Rare

26

64 Solutions
Nuclear Strike Guide
Scorezone

64 Showcase 08
When I’'m 64 12
Total Game Boy Color 57
At The Arcades! 84
Not Nintendo! 86
Special Offers 90
Subscriptions 90
Nindex 92

Next Issue

o000z 7% anss| sujzeSey 79



64 Magazine Issue 44 2000

Eternally Delayed?

here are times when you could
T almost curse the name

‘Nintendo’ and this is one of
those occasions! The highly
anticipated gothic-horror Eternal
Darkness (which, by the way, plays
like a dream) was due to come out
right around Christmas. With The
Legend Of Zelda: Majora’s Mask,
Banjo-Tooie, Pokémon Puzzle
League and many other top titles

- due for release around the same

time, it was looking like being a
fairly fantastic Chrimbo but now
Eternal Darkness has been pushed
back to some time next year! We
thought that while you shake your
head in disbelief and mutter ‘not
again’ under your breath, you might
like some more screenshots of the
game to dribble over. Enjoy!

[Above] Se... you thought you would steal
the holy library book, did you?

[Above] Apes of the world unite, you

have nothing to lose but your
bananas! Er... and your ties.

[Above] Yes, it’s true, Nintendo
really are making the fourth film in
the Wes Craven series ~ Scream 4!

Snaceworld

2000 Preview

ugust 25 marked the start of
A Nintendo’s annual show,

Nintendo Spaceworld, and this
year it’s a corker! At the time of
writing, Spaceworld 2000 is set to be
the event at which Nintendo unveils
the Game Boy Advance.

Nintendo has already released the
first screenshots of various GBA
games and has officially confirmed
that the GBA will be there, along with
various titles including the high-drool-
factor Mario Kart Advance. Developers
have also been letting bits of info slip
through, such as the fact that it will be
possible with the Game Boy Advance
to use texture-mapped polygon
characters. This confirms the reports
that the GBA’s 3D capabilities are at
least as good as a SNES with a Super
FX2 chip. Konami is displaying a
version of Silent Hill at the show,
which also promises to be interesting,
as it'll allow people to compare how it
looks against the PlayStation version.
The shots that we have managed to
nab so far give us a glimpse into what
the new machine can do. The version
of Mario Kart is so far somewhere
between the SNES and Né4 versions.

£47s ‘ "N VY T -

Project Dolphin is still completely
under wraps, aside from what we’ve
got in our Dolphin Update this issue.
Nintendo has said that they probably
won’t have anything playable, but at
the very least they will show
something Dolphin-related at
Spaceworld and will finally release
the official name and specifications
of the machine. We now know that
the popular nickname ‘StarCube’ is a
no-no! Several developers who know
the proper name have said that this
is definitely not what it’s going to be
called (see Dolphin Update for more
info on this).

[Below] Yes, it’s SNES-style graphics on a
machine the size of a pocket calculator...

L



[Above] The thing about
Japanese games is... they’re
always so weird! But then

they probably think the
same of European titles.

[Above] Come on lads, attack
the castle! It’s only made
out of Lego!

JARCOMY

| S

ENEX

Despite the fairly silent
treatment, rumours are flying
around at the moment concerning
what games will be shown for
Dolphin. Shigeru Miyamoto said .
recently that he would show a
Zelda game and a Mario game if
Nintendo wanted him to. Rare are
said to be over a year into
development with at least two

titles — Perfect Dark 2 anyone?

The big Japanese third-parties

(Hudson, Namco, Capcom.
, Konami and Enix) are all
showing new N64 and
" Game Boy games at the
* show. Why have they all

decided to bring out games
so late in the machine’s life?
We think that it’s some sort of
Dolphin/GBA development
condition — exactly the same
scenario occurred during the
SNES/N64 transition. What this
means is that, hopefully, some
big third-party games will be
announced. Bomberman?
Metal Gear Solid 2? Dragon
Quest? Let’s hope so!
- Despite the fact that
a—‘\;’ Nintendo has two new
machines to promote, it’s
still pushing the N6é4 and
Game Boy as hard as it can.

To be honest, Nintendo won’t

have to try too hard, as the

games speak for themselves.

For the N64, playable versions

of Mario Party 3, Banjo-

Tooie, Custom Robo 2 and

the newly announced shooter

Sin and Punishment will be

gracing the halls, as well as a
plethora of other titles that
we’ve never heard of before!
Capcom is showing Megaman
and Konami have a playable
version of their newly announced
Dance Dance Revolution.

Nintendo also looks absolutely
unstoppable when it comes to
Game Boy Color. In-house titles
such as Donkey Kong 2001, Zelda:
The Forbidden Fruit and Pokémon
Puzzle League will all be playable.
Namco and Enix are porting their
hit PlayStation RPGs, Tales Of
Destiny 2 and Star Ocean. This has
got to be the most exciting
Spaceworld show that there has
ever been! Watch for pictures of
the two new machines in the next
issue. Mark that calendar!

ublisher Activision has
announced that it will have
three titles ready for the Game
Boy Advance’s American launch in the
spring. They have also pledged full
support for Dolphin. Activision have
not given any specific names, but
expect versions of Tony Hawk’s
Skateboarding, Quake and X-Men.
Nintendo really must be doing
something right — every day that

passes sees
another
developer
jumping on

intendo seems to
" get more and more excited

by the day. We suppose
you would be too if you were
releasing not one, but two new
machines in the space of the next
365 days! At the recent Gamer’s
Summit in Washington, Peter
Main, Nintendo’s Executive Vice
President of Sales and Marketing,
opened his mouth and
information poured out of it like a
canal flood gate! Obviously, the
main points of discussion were
those concerning the successor to
the Game Boy Color and, of
course, the next generation
console, Project Dolphin.

As it happens, both machines
will apparently have an interface
that will link them very closely
and this interface will not require
a mechanical device. Executive VP
Main went on to say that this
could possibly mean that they will
utilise a modem or some online
capabilities. He made it very clear,
however, that the Dolphin will be
a dedicated games device.
Although it has stressed this
point, Nintendo has also said
that it will discuss any other
considerations that any of its
partners have for the machine.

Considering that Nintendo is
putting all its efforts into this S20

rumours ahout Nintendo's
next-generation console...

billion opportunity solely as a
games platform, it seems

" surprisingly confident in this

move, despite PSX2’s extra DVD
knobs and whistles!

Peter Main also spoke his mind
on the competition during the
summit, noting the X-Box and
PSX2 as fine machines, but not
games machines (basically)!

The Game Boy Advance,
unveiled at Spaceworld and ECTS
this September, is Nintendo’s
main baby, but as for the Dolphin
itself, well... when this will turn
up in any kind of final form is, so
far, anyone’s guess!

Speaking of guessing, the name
for Nintendo’s next generation
console has had a little
clarification. Although Dolphin is
what everyone has been calling it
up until recently, Star Cube has
apparently been the alias. As it
turns out, Star Cube is the name
that Nintendo used when they
patented the Dolphin hardware
and information! So, those who
have been adamant that the Star
Cube is the correct name are
probably very wrong. Still, by next
week it could all be the other way
round again and all the information
you've just read could be totally
wrong. In the world of videogames
anything can happen!
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hen you want to find out
w what games you’re going to
be able to play on your

N64 in the future, this is the only
place worth looking! This
comprehensive list shows you all of
the upcoming N64 games that we
know about, along with their expected
release dates (where known). The
Gamewatch section is also updated
every month, so you can be sure of

getting the most up-to-date
information when you check in here!
To make it easier for you to find out
that all-important date for whatever
Nintendo blockbuster you happen to
be waiting for, all of the UK N64
releases are highlighted in bold. This
should stop you getting too excited
when you spot some fabulous, awe-
inspiring title which looks like it’s
about to be released next month, only

to find that you’re actually looking at

the Japanese release!

¢ Release dates are subject to change
without notice, unfortunately. That’s
software companies for you: always
a-choppin’ an’ a-changin’. So don’t
blame us if your favourite game
turns up six months late! (And let’s
face it, sometimes it can actually be
even longer than that... Perfect
Dark anyone?) :

Known Release Dates

4x4 Mud Monsters

Aidyn Chronicles: The First Mage
Airport Inc

All Star Baseball 2001
Alone In The Dark 4
Animaniacs Ten Pin Alley
Army Men: Air Combat
Army Men: Sarge’s Heroes 2
Bassmasters 2000

Batman Beyond
Bomberman 2

Caesars Palace

Catroots

Cenzo’s Carnival Adventure
Derby Stallion 64

DethKarz

Earthbound

Extreme Sports 64

FIA Formula1

Fighters Destiny 2

Fire Emblem 64

Ghouls & Ghosts

Greatest Arcade Hits
Harvest Moon

Hey You, Pikachu!

Indiana Jones: Infernal Machine
Indy League Racing 2000
Jeff Gordon XS Racing

Jest

Jungle Emperor Leo

Kobe Bryant NBA Courtside 2
Madden 2000

Magic Flute

Mega Man 64

Metal Gear

Mia Hamm Soccer

Mini Racers

Mother 3

Namco Museum 64

NBA Live 2001

NFL Blitz 2001

Ogre Battle 64: Lordly Caliber

Polaris Snocross

Power Rangers Lightspeed Rescue US
Puma Street Soccer

Quest 2 us
Rally Masters UK
Resident Evil Zero Jap
Rev Limit UK
Robocop us
Rollerball us
Ronaldo Soccer UK
Roswell Conspiracies us
Rugrats In Paris us
Scooby Doo: Classic Creep Capers UK
Shadow Man 2 UK
Sim City 2000 UK
Snowboard Kids 2 1116
Space Invaders 1]1¢
Speed us
Spider Man UK
Spooky us
Spy Hunter us
Star Wars: Battle For Naboo UK
Sydney Olympics 2000 us
Tetris Attack 1] ¢
Thornado us
Tom and Jerry us
Top Gun us
Velocity us
Wild Waters UK
The World Is Not Enough 116
WWF No Mercy us
WWF Smackdown UK
X-Men: Mutant Academy UK
Young Olympians us

Sept-Oct 2000

Blues Brothers 2000

Cruis’n Exotica

Duck Dodgers

F1 Racing Championship
Hercules: Legendary Journeys
ISS Millennium

Mario Party 2

Mario Tennis

Pokémon Snap

Rush 2049

Super Mario RPG

Turok 3: Shadow Of Oblivion

November Onwards

Arcade Greatest Hits UK December
Banjo-Tooie UK  November
Conker’s Bad Fur Day UK 2001
Dinosaur Planet UK 2001
Donald Duck UK December
Eternal Darkness UK 2001
Excitebike 64 UK January 2001
Kirby 64: The Crystal Shards 1114 20001
Mickey’s Speedway USA UK November
Paper Mario UK December
Pokémon Puzzle League UK December
Ready 2 Rumble Round 2 UK December
Riga UK December
Rush 2049 UK November
Starcraft 64 UK February 2001
Zelda: Majora’s Mask UK 17 November

To Be Confirmed

1080 Snowboarding 2 Jap
3Sixty us

UK
1]¢
114
UK
UK
UK
UK
UK
UK
UK
UK
UK

September

October
September
September
September
September
13 October
13 October
September

October

October
September

P ™ b
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kay... we’ve all heard of bean
0 bags, right? There can’t be
many homes that haven’t at

one time or another had one of
these squishy, polystyrene ball-
filled items of furniture adorning
the floor. Generally, though, bean
bags have always been a bit of a
let-down. Sit on them and over time
they gradually change shape and
tip you onto the floor. Either that or
you plump yourself down on one,
only to hear that fateful ripping
sound and witness your room
rapidly taking on the appearance of
a cheap school nativity play, as half
a ton of tiny white balls cascade out
across the floor.

Well, now all this has changed.
Chudbuns are the next generation of
bean bag and they’re designed to

In association with

[Left] Hello and welcome to ‘Good Morning with
Richard and Judy’. Only this time with two
people who are slightly less dull.

give you lasting comfort, whatever
you use them for. Made in a variety of
colours and materials, Chudbuns
are incredibly durable and yet
unbelievably comfortable at the same
time. Sit on one of these and you’ll
never want to get up again! Surely
the ultimate in gaming furniture,
Chudbuns are available over the
Internet for £150 plus post and
packing from www.chudbuns.com,
but of course, we don’t expect all our
readers to shell out the cash!

=

[Above| It’s almost impossible to fall off of
these bean bags - but that doesn’t stop certain
daft people from having a go!

To be in with a chance of winning C: Ass
yourself one of these superior butt- D: Artichoke
rests, simply answer the following E: Bum

simple question...

Which of the following is NOT
another word for ‘bottom’?

A: Butt

B: Rear

Stick your answer on a postcard and send it
to: “Park Your Butt Compo’, 64 MAGAZINE,
Paragon Publishing, St Peters Road,
Bournemouth, Dorset, BH1 2JS to reach us by
5 October 2000.

Call (0181) 974 1555

for your nearest
GAME store!

Check out the Web
site at www.game-

retail.co.uk

&i

This  last
Month Month

64M

Game Publisher

e

98%
88%
96%
94%
90%
82%
82%
90%
69%
94%

Perfect Dark
Pokémon Stadium Nintendo
The Legend 0f Zelda Nintendo
Rayman 2: The Great Escape  Ubi Soft
Turok: Rage Wars Acclaim
Star Wars: Episode One Racer Nintendo
1080 Snowhoarding Nintendo
F-Zero X Nintendo
Chers Luv Shack Acclaim
F1World Grand Prix Nintendo

Nintendo

2
3
4
3
6
1
8
9

-t
=
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THE COMPLETE DVD ENTERTAINMENT GUIDE! &

Score

JEW AOVIES THIS ISSUE:
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BERVIS AN BUTTHERD,
HOUSE O RAVATED ILL,
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You can win a £50 voucher to spend at your local GAME shop! All you

have to do is predict the top three games in next issue’s chart and

send your predictions to Chart Compo 44, 64 MacAzINE, Paragon House,

St Peters Road, Bournemouth BH1 2JS!

the future IS here...

DVD Review is available from all good newsagents,/please ask for your copy now,




Perfect Glitch...

Dear 64 MAGAZINE,

| have found an amazing glitch

on Perfect Dark! If you are

having difficulty getting Gold on

all the firing range weapons then

use this cheat to help you:

1. Select the laptop gun on the
weapon select screen and
enter the challenge on any

difficulty setting

2. Change to secondary function

‘deploy as laptop gun’ and start to
deploy it.

3. As soon as it starts to fold up, press

Start and abort.

4. Quickly press Start again and select the

challenge you are having difficulty on.

5. If you have done it correctly then the laptop

gun will deploy in that challenge and the shots

it fires count towards your score. Ace!

Got someraing you
want to get off your
chest? Then write 1o
us and let other
gamers know what
you think!

STAR PRIZE
A%

Prize Winner

An Oldie But A Goody!

Dear 64 Magazine,

When the Nintendo 64 came out | decided
not to buy it straight away, but looked for a
magazine which was independent and not
influenced by the manufacturers. | decided
to take 64 MacGAzINE from issue one and see
what you had to say about it and, more
importantly, the games.

I noticed that if you did not like
something, you said so, but at the same
time if something was good, you praised it -
and you certainly do not mince your words if
something is really crap.

1 am 64 years old and if | was to invest in
the N64 console then | also needed a
magazine that could assist me to play the
games when | got stuck. | found this when
you also produced guides for the games
that were coming out. It’s all right for the
youngsters, but my brain does not function
as fast these days and needs a bit of help
at times; this you provide excellently and
thanks to you | am able to complete the
games, so take no notice of those whingers
that write and complain about the helpful
guides you produce.

The star letter each month
wins a lorry load of N64
peripherals courtesy of
Fire International.

IS

,, \ '-‘/JJJ.I’J

COURTESY OF FIRE
INTERNATIONAL

VRF-1 Steering
Wheel

SFX V3 Universal
Adaptor
Né4 Joypad

8 Meg, 1 Meg and
256K Memory
Cards

1 Meg Jolt Pak

SCART, S-Video
a - and Extender
Cables
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-
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[
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Also, if you select the Farsight in the firing
range and, using the primary function, aim it
at head of the person who says ‘Ah! Our star
agent’ and then move it upwards, you can
see Carrington in his office. Now if you then
zoom out all the way you can see a ladder
section hidden outside Carrington’s office. By
the way, keep up the good work — your
magazine’s the best.

Tom Burdett, Salisbury, England

We tried out your top tip, Tom, and it works...
some of the time. A few times when we used it
the laptop gun deployed, went mental on the
target and then we got a failure with a
message saying ‘score unattainable’.
Someone at Rare obviously foresaw this kind
of thing happening! It did work with some of
the weapon challenges though. As for the
hidden ladder — we had a look and we reckon
it’s actually just an X-ray view of a desk!

The Secret 0f The Starcube?

Dear 64 MAGAZINE,
I’'ve found something out about that
mysterious purple object that appears at the
end of DK64! When | was
flicking through the

After your fifth issue |
decided it was time to buy the Né4 console
on your superb recommendation. It has
given me and my grandchildren many hours
of entertainment. They have a PlayStation,
but still cannot wait to get here and play the
N64. They admit the graphics are a lot better,
and that some of the games are superb.

In your magazine you have many people
complaining about the cost of games. |
suggest they look at the adverts (especially
Gameplay) in your mag. Take the latest
game, Perfect Dark: | ordered it a couple of
weeks before it was released and | paid
£35.99, a saving of £19.00, and it was
delivered by post at 10am on the day of
issue. So my advice to your readers is to
look at the adverts in your magazine.

Lastly, oldies like myself do need your
help and it is greatly appreciated. Oh, am |
your oldest reader and player at 647 Please
find enclosed a photo of myself with issues
1and 42 - it’s a terrific magazine. Lastly, I'm
sorry to see 64 SoLuTIONS go, but looking
forward to seeing it incorporated into 64
MacAzINE. Keep up the good work.

Derek Popplewell, Norfolk.

Blimey, Derek - 64? That’s... erm, old!
(Sorry, but the average age of the staff on
64 MacaziNe works out to about 24.)
Anyway, we’re glad to hear that you like the
magazine, and we think it’s safe to say that
you may well be our oldest reader - unless
anybody out there knows different? On the
subject of mail order - well, we don’t just
stick those adverts in for nothing you know!




mag a few months back, you showed the star
thing for the first time. | guessed that this was
Rare up to its old tricks again, as | remember
the SNES Donkey Kong Country 3 showing a
glimpse of an N6é4 in Wrinkly’s Cave, ages
before the console appeared in the shops.
Puzzled by this (because, let’s face it, if the
console looks like that then Shigsy has clearly
been working too hard), | went to play my copy
of DK64 in the hope that | could grab a few
more bananas and maybe see the picture for
myself. | wasn’t very far into the game at that
point — | was still only halfway through Gloomy
Galleon - but this proved to be a good thing,
otherwise | wouldn’t have found the little
purple starfish enemy which is identical to the
pic in your mag! The purple and yellow spots,
the leather jacket thingy which it wears, and if
you look down at the bottom-right hand corner
of the picture, you can even see the little blue
whip which it uses to smack DK about. All very
odd. Is this some kind of a joke on Rare’s part?
Did they hurl a bogus picture in at the end of
the game and are now all paralysed in a fit of
hilarity as we drool over it in wonderment?
Don’t just take my word for it, nip down to
Gloomy Galleon and have a look yourself.
There are quite a few of these ‘Star Cubes’ in
the sunken ship remains.
Tomas Woodbridge, London

Well spotted, Tomas! We went down to Gloomy
Galleon to have a look and sure enough there
are a whole bunch of starfish things that look
exactly like the mysterious ‘Star Cube’ that
everyone’s talking about! Whether this really
is the design for the hotly anticipated next
generation Nintendo machine... well, who
knows? Stranger things have happened! Rest
assured that you'll read it here first, as soon
as we know for sure.

Goldeneye Games

Dear 64 MAGAZINE,

| don’t know about you, but sometimes | get a
little fed-up of playing the same old
multiplayer games in Goldeneye. Yes, it has a
lot of variety but after a while you just seem
to get bored. So, | made up my own game to
play. | was wondering if you or the readers

have any games they have made up that
aren’t actually in the game. Eg: ‘The
Assassins’ — Four players in the Stack with
any weapons (sniper rifles are the best).
Player 1 chooses any character (-4 health),
player 2 chooses any character (+1 health)
Players 3 and 4 choose any characters at
normal health. Player 1 must stay in the top
part of the level at all times. Players 3 and 4
have to hunt him down. Player 2 must
protect him at all costs.

Darren Glover, Kilmarnock

Hi Darren. As regular readers will already
know, we too played Goldeneye so much
that we decided a bit of innovation was in
order and so invented our own deathmatch
games, which (way back in issue 19) we
dedicated a whole feature to! Of course,
with Perfect Dark only recently having
arrived, deathmatch fans should have
plenty to keep them busy but if anyone else
has any ideas for new Goldeneye
multiplayer battles then let us know. They
can’t possibly be better than ‘Get Coltrane’
and ‘Grenade Cricket’ though!

A Worried Nintendo Fan...

Dear 64 Magazine,

| am writing to say that the PlayStation is
bad. The N64 is a better machine, but the
PlayStation has cheaper prices, more
games, more shelf space in shops and more
popularity. The popularity is what is
worrying me. More people are buying the
PlayStation for these reasons, and it is more
popular as it came out first. | know that in
one of Roy’s excellently written (I like them)
editorials he mentioned that the case in
America is different, but (shock, horror) |
don’t live in America. Anyway, the PSX2 is
due to come out before the Dolphin, so as |
am getting a Dolphin, | am wondering if the
same thing will happen. | am not worried
about the Dreamcast, as no-one | know has
one and it is bad.

Oh... Perfect Dark. | ordered a copy as
soon as | saw the 99% and it arrived — well,
get this — four days late. It was worth the
wait though, and | got it at £35.99, and |

hope it REALLY boosts the N64 sales! There|§

are even loads of shop displays in Bognor
Regis! (An N64 one-off!)

PS Your Not Nintendo section is great!
Michael Bowerman, Bognor Regis

It’s probably a bit of a generalisation to say
that the PlayStation is ‘bad’. No matter how
much we love to hate it, if the console wasn’t
any good then it wouldn’t sell, certainly not
as well as it has. However, the fact that the
PSX2 is coming out well in advance of the
Dolphin is worrying, particularly since it’ll
be able to run both PlayStation and
PlayStation 2 games. All Nintendo can do is
get the Dolphin (or Star Cube, or whatever)
out to eager gamers ASAP and sort their
marketing and prices out this time around!

As for Perfect Dark shop displays in
Bognor Regis — we weren’t even aware that
you had electricity and running water yet in
Bognor Regis, never mind shops!

LETTERY &

Not Perfect?

Dear 64 Magazine,

| have a feeling that this letter may get me in
trouble. Equally, | may not be the only one
who feels this way, so here goes... I'm a little
disappointed with Perfect Dark (ducks
instinctively). There, | said it. There was no B
gunfire, so I'll continue.

This is not a gripe based on a game living
up to its hype. Perfect Dark is a very fine
game, especially its multiplayer options,
which are exceptional. The challenges are
extremely good, and generally well balanced
(except the final one, which has me utterly
flummoxed). My complaint is actually about
the one-player game. Goldeneye had a
deeply absorbing one-player game, and not
just because of the strong plot ‘feel’ to it.
The levels were very well constructed, and
there was never a cop-out, even on those
levels not taken directly from the movie.
Perfect Dark has some equally astounding
levels: all of the Area 51 levels, the
infiltration of Airforce One, defending the
Carrington Institute, even the villa. Equally,
the game suffers from three pretty dull first
levels (even on Perfect Agent setting), an
uninspiring last level, and the ultimate cop
out: an end of game baddie. Jet Force

Gemini had the same problem.
The final baddie there was
just so run-of-the-mill that |
couldn’t actually be bothered
trying to beat him.
| think the problem is that
we’ve come to expect so
much from Rare that when
they deliver only
slightly above-
average elements,
ones we would
excuse coming
from any other
publisher, it
just doesn’t
feel right.
That is the
ultimate problem
with Perfect Dark’s
pA one-player game - it
&= just doesn’t feel right.
y . § The last levels,
particularly in plot terms,
) ' are so uninspired that they
inevitably disappoint. It
would have been more
interesting to maintain the
near-cyberpunk elements of
dataDyne versus the Carrington
Institute. The game loses

something when it goes from a

‘sneak-about’ (not nearly enough of

that) to an out-and-out blaster. Am

| the only one who feels this way?
lain Lowson, email

Gosh... criticism of Perfect Dark
and of Rare, and all in the same

letter! You’ve got some reasoned

arguments though, lain - what
are everyone else’s thoughts on
the subject?
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See the games of
fomorrow today!

14 Hey You, Pikachu!
16 StuntRacer 64

16 Indiana Jones And The
Infernal Machine

17 Banjo-Tooie

£
2
-

p
y
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e |
4 |
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he Pokémon phenomenon

I seems to have polarised the
’em or you hate ’em! If you fit into
the latter category then you may be
glad to hear that it’ll soon be
possible to tell Pikachu himself
exactly what you think of him and
send him running off into a forest
to cry. Well... almost. Hey You,
Pikachu! looks to be one of the
more interesting and novel spins on
the whole Pokémon craze because
in this new game you can interact
with the little yellow creature via a
rather snazzy ear-piece and a
microphone that utilises a voice
recognition gadget.

You start the game by walking
through a forest, until you come
across Pikachu having a crafty sleep.
By speaking into the microphone you
can wake him up and so begin your
bonding process. Before you can say
“Well, now what do we do?” you find
yourself helping Pikachu solve the
odd puzzle, find an item or two, play

KX HEY YOU,
PIKACHU!

-3 PUBLISHER
~+ DEVELOPER
~+ UK RELEASE

Nintendo
Nintendo
TBC

He'll do anything

gaming world: you either love

you say... honest!

some mini games, climb trees for
apples and even uncover some
interesting creatures to meet.
Pikachu’s mood can change also -
one second he could be happy as
Larry and then the next, he’ll go into
a right sulk. This, of course, all
depends on how you treat him.
Pikachu likes to be complemented
and played with and absolutely
hates it when you call him “Baka”
(which means stupid). Pikachu then

[Above] On tonight’s program, a dancing

frog called Brian and the new Steps single.
All that and more, after | have a good cry.



[Below] Hey you, Gl! You
wantee big fun with me?
Bouncy, bouncy, sir? Only
fifteen dollar for plenty
lovely fun, you like?

[Below] Go on, eat it! Eat it

before I force it down your

throat, you ungrateful fool.
Don’t look at me like that!

Stop it!

promptly runs
' off and ignores
' you until you ask
’ him to marry you.
Well, okay... that
bit’s a lie. However, it
does take a long time for you to
regain the yellow fellow’s trust so
that he’ll listen to you again. Which
is where, as we’re sure you will have
guessed, the challenge lies.

To some it might seem that Hey
You, Pikachu! is nothing more than
a glorified Tamagotchi — and that
wouldn’t appear to be that far from
the truth. Given the limited amount
of words that the game can
understand, it’s fair to say that you
won’t be up until the wee small

[Above] Welcome to my town. There’s no
crime, no misery and the streets are made
of chocolate. I get so lonely...

[Below] Are you talkin’ to me? Are YOU
talkin’ to ME? | don’t see anybody else
here, so you must be talkin’ to me!

hours debating with the cheeky
chappy on the meaning of life, the
universe and everything and, just
like other virtual pets, the aim of
the game is basically to keep the
furry fellow happy.

Since it was released in Japan,
way back in December ’98, Hey
You, Pikachu! has sold extremely
well and has managed to remain
continuously popular with the
punters. Thanks to this success,
American Pokémon fans can expect
to see it arrive on their machines
before the end of the year. As for us
lot... well, at the moment it’s
anybody’s guess. Usually you can
slap the name Pokémon on nearly
any kind of game and it will sell, but
at least with this you can expect to
find something a bit different
contained within the cartridge if you
shell out your readies for it. Which
is why it would be nice to see it
appearing on a Nintendo UK release
schedule fairly soon (hint, hint). |

[Above] I've got something. It is very big.
Well don’t just stand there smiling like an
idiot - give me a hand!

Rquonum @ .
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[Below] Elvis lives!
Well... his car still
does anyway. Lets
hope James Dean isn’t
behind the wheel.

The future is pink!

e did an extensive preview
on this game back in issue
40, only to hear a couple

of weeks later that publishers
Midway might be canning it! “Say
it’s not so!” we cried. And thus...
they did, for the US at least. The
game is still called Stunt Racer 64

and it is now due to come out in
September in the States. We’ve
managed to grab a shot of the
vehicle-modification system for
you, as well as confirmed sightings
of Elvis’s pinky!

In this latest version the cars
seem to hug the road much more.
This is a good thing, considering the
wildly undulating nature of most of
the courses. It’s still possible to
jump off the track using the various
jump-pads which are dangerously
situated in front of the Nitros. Boss

Indiana Jo

And The Infernal Machine

Whipping up a storm!

[Below] The Né64
version is already
looking just as good
as the PC version - if
not better!

hy is it that heroes never
get a break? After hearing
of the heroic Doctor Jones’

adventures against the Nazis, the
CIA decide that he is the ideal
person to deal with their latest
problem. Apparently, a Soviet
physicist by the name of Gennadi
Volodnikov is searching for the site
of the Tower Of Babel. Legend has
it that an ancient machine, holding
the power to open dimensional
gateways, exists in the depths of
the tower. Unfortunately, there are
several parts missing and it is
Indy’s job to find them all before
Volodnikov does.

His search takes him across the
globe, with beautifully detailed
levels ranging from lush forest-
temples to labyrinths and Soviet
bases. As well as his trusty whip,
Indy also has access to pack-
charges, a pistol and a bazooka!

Indiana Jones isn’t due out until
Christmas but it’s already looking
stunning. The game is already out
on PC, but developer Factor 5
insists that the graphics, sound
and control system will be
improved upon for the Né64
version. As these are the guys that
brought us Rogue Squadron and
are developing the official sound-

Games have confirmed that the
finished game will have twelve
tracks and that it will support the
expansion pack with a high-
resolution letterbox mode. Expect
a full review very soon! m
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tools for GBA and Dolphin, this
might not be too much of a claim!
The US version of Indiana Jones is
due out in just over a month -
expect a full update then! m
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Another issue, another batch of new shots...
This game looks awesome!

T more out of Nintendo’s box-of-tricks
Rare’s highly anticipated

than they did last time!
sequel to Banjo-Kazooie slipping

also promises a complete overhaul
of the camera system.

There is already so much to this
game, it’s probably going to take Rare

his month has seen rumour

Rare is keen to emphasize the
fact that the comedy duo have their
back to next year. It didn’t really
help that Nintendo and Rare kept

own missions this time around and
fairly quiet about it, but eventually

are going to be far more
independent of each other than in
Rare posted an article on their
website, adamantly stating that

the previous game. For example,
Kazooie is now able to find power-
Banjo-Tooie will be out in time for ups like ‘suction-boots’ which help
Christmas, and Nintendo’s latest
press release concurs! A good job

when walking on ice. One bonus
too, because there’s no way that

game per level has also been
promised and with the help of
anyone’s gonna be able to wait Mumbo Jumbo (who appears as a
until next year after seeing these playable character), Banjo can
latest screenshots!
Every new batch of screenshots
that gets released shows the game
coming along in leaps and bounds.
The variety and visual depth of the
levels is astounding — somehow
Rare has managed to squeeze even

As If By Magic...

Rare have stated that both Banjo and Kazooie are going to have
bags of special abilities. It seems that Mumbo Jumbo is still behind
Banjo’s transformations, but the source of Kazooie’s abilities has yet
to be disclosed.

[Above] This could well be and wonderful objects. The levels
one of the bosses. Knock the

stuffing out of him!
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The best driving game ever?

Sy S,

transform into a whole host of weird

are being designed specifically with
these transformations in mind. Rare
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from now until the day the game goes
to production to test and de-bug it! At
the time of writing the latest version
of Banjo-Tooie is due to be shown in
playable form at Nintendo’s
Spaceworld show on 25 - 27 August
in Tokyo (so by the time you read this,
it's happened). Expect more on the
game the minute we get it! 1
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Hercules: The
Legendary Journeys is a
trademark ond
copyright of Studios
USA Television
Distribution LLC,
Licensed by Universal
Studios Licensing, Inc.
All rights reserved. (c)
2000 ~ TITUS.
Developed by Player 1.
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e’d been hearing all
w sorts of good things
about Hercules: The

Legendary Journeys and so for a
while we’d been hassling Titus for
review code of the game.
Eventually Titus relented and said
we could have the code on one
condition: that we travelled to
Paris to collect it! Obviously a
free trip to France was an awful
burden to put upon anybody, but
nevertheless Roy generously
offered to go...

The trip to Paris was a smooth
and enjoyable one - well, once
the whole ‘getting to London from
Bournemouth’ bit was over,
anyway. Paris itself was very...
erm, French, but in truth we didn’t
get to see much of it as a taxi was
waiting to pick us up from the
station and ferry us very rapidly
(if you’ve seen the car chase
scenes in Ronin then you’ll have
some idea of what it was like) to
Titus’ headquarters, just on the
outskirts of the city.

After meeting the team we sat
down to get our first real look at
the game, as the game testers
who've been playing it to death
for the past month or so gave 64
MaGAzINE a whistle-stop tour of
the land of Hercules. Once this
was done and we’d had a quick
play (under the watchful eye of
the game testers, which was a
little intimidating because they
made the whole game look

[Below] The team in France were all
extremely friendly - and some of them
were rather cute too!

If Titus won't come 1o
64 Macazine... 64 Magazine
will go to Titus!

extremely easy... which
it isn’t), we got a
chance to chat with a
couple of the people
who have been involved in the
production of the game...

Karine Cohen is the
Hercules Producer
at Titus:

64 MaGaAzINE: The game engine
in the game is very impressive
with little or no fogging — was it
written specially for this title?

Karine: No, Player 1 created
an entirely new engine, totally
from scratch, for Hercules. They
didn’t take it from a previous
game at all.

64 MacGaziNe: Obviously
Hercules is based on the TV
series. Did the series creator Sam
Raimi have any creative input in
the game at all?

Karine: As a licencee we had to
submit everything about the game
to Universal for approval, so they
gave us some input regarding how
to use the characters and at
certain times gave corrections -
things like ‘this character can’t do
that, this one should be more like
this’ - that sort of thing. In
addition, Player 1 watched an
awful lot of the series before they
started work on the game, so that
they could ‘get into the spirit’ of
the whole thing.

Universal were very keen - and
rightly so — to ensure that the

[Below] Hello Mum! Just to prove that
we really did go to France... er, here’s a
picture of a building.
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game matches and fits with what
the series is all about and so you
can’t just go off on your own and
do what you want.

The script was done in-house
by Player 1 and then given to Titus
and Universal for approval. And
then the actors. Well... the agent
of the actors.

64 MaGazINE: So you actually
had to check things out with the
actors’ agents as well as checking
things through with Universal?

Karine: Yes, because we were
using the Hercules image and thus
the face of the actor Kevin Sorbo.

64 Macazine: So the faces of the
actors have actually been mapped
onto the characters?

Karine: Yes. For the face of the
main character anyway — just

[Below] My mother was a cow was she? Well... yes she was actually, now that you

)

were created by the team of graphic
artists, starting life as sketches.

L) [Below] The creatures in the game

P
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for Hercules, not the other
supporting characters. We also
had to submit the design of the
character to Universal.

64 Macazine: How long do you
think it would take to play the
whole game from start to finish?

Karine: Hmm... | think
something like 20 hours, it’s

come to mention it, but that’s not going to stop me from chopping you up!

» A HERCULEAN ADVENTURE

-

A Hero Visits Paris!

Okay... so we didn’t actually manage to get hold of the real
Hercules (he was off somewhere doing Hollywood-type stuff) but
we got the next best thing - a huge cardboard cut-out of the guy.
Being the strange people we are at 64 MaGAzINE, we figured it'd
be a laugh to take old two-dimensional Herc on a tour of Paris
and introduce him to the populace...

SR
Even action heroes need to stop

every now and then for a drink ~
Hercules fancied this bar.

These outdoor diners in the centre of
Paris were strangely unfazed by the
arrival of a celebrity...

Suddenly Hercules was accosted by o
strange individual who subsequently
spotted the comera and ran off.

Old man: “Why... if it isn’t that
heroic hero-type person Hercules!”
Hercules: “Who's that old guy?”

For some reason, this doorman at the
Marriott Hotel was unwilling to give
old Herc a free room!

Those crazy laid-back French people!
If we’d done this in the centre of
London we’d have been mobbed!

: m
MAGAZINE
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P!ayer 1. When no-anewas uking, we pm:keted a few of the
prelim!nary sketthes for ﬂmm... :

pretty long. Although that’s only
if you knew what you were doing
and had played through it
before, like the game testers
have. 1t’d be a lot longer if you
were playing the game for the
first time — maybe closer to 100
hours for me!

64 MaGaziNe: How long has the
game been in development?
Karine: Id say it’s
been in progress for
around 14 months.
There were seven
graphic artists
working on the

[Below] You may not know this... but
French roads are much, much wider
than the ones in England!

game to create the world, out of
a team of about 14, so we’ve got
some very attractive worlds in
the game.

64 MAGAZINE: Anything you’re
particularly proud of?

Karine: We are very proud of
the gameplay, because it was
tough —we had to do a lot of
research to get the gameplay
balanced with the story. We are
proud of the fact that you need to
change characters - Player 1
created many different behaviours
for the various characters, so there
are many different animations for
the various individuals that you
meet. There are also lots of
different items to pick up and use
and we'’ve tried to make
something that’s easy to get into,
but at the same time is very
interesting because you’re always
looking for something. Fighting is
a part of the gameplay, but it’s not
the only part — there are lots of
puzzles to be solved too.

Holly Hirzel is
President of Player 1,
the company that
developed Hercules
for Titus.

64 MaGaziNe: The first thing
that you notice about this game is
that atmospherically it’s very
reminiscent of Zelda, which can’t
be a bad thing. Did the game
designers have Zelda - or indeed
any other previous N64 games —
as an influence?

Holly: Yes, Zelda 64 was indeed
a tremendous influence on
Hercules: The Legendary
Journeys. As Nintendo’s wonderful
design team already did an
excellent job making an intuitive
interface for a third-person action-
adventure, why re-engineer it?

64 MacGazine: How long did it
take you to come up with a
storyline for the game? And was
the game written around the
storyline or the other way around?

Holly: An overall story was
written in about two months,
which includes researching the
television series. The game was
written around the storyline,
incorporating all three main
characters’ (Hercules, lolaus, and
Serena the Golden Hind) abilities
into the overall gameplay.

64 MaGazINE: What elements of
the game are you particularly
proud of?

Holly: We are proud of the boss
characters in the game, such as
the Cyclops, the Minotaurs, Ares,
and especially the Titan
Mnemosyne. We are also
particularly fond of the dialogue
in the game, which we hope
conveys the campiness and
humour of the television series.

64 MaGAzINE: Was there
anything for Hercules that you
would like to have done but
weren’t able to do?

Holly: Due to time constraints,
we were unfortunately unable to
provide in-game movies that
marked important milestones in
Hercules’ journeys. We feel,
however, that our clever solution,
using storytelling parchments, is
quite adequate.

64 MaGAzINE: Karine Cohen
mentioned that you had to
submit the game ideas to
Universal for approval. Did they
come up with any ideas that
went into the game and did you
have to get any input from Kevin




[Below] We checked out all the
important cultural attractions in
Paris... like French McDonalds!

3

[Below] French office cubicles are a
little stranger than those in the UK -
these were more like tents!

Sorbo, who plays Hercules in
the TV series?

Holly: At the beginning of the
development, Titus submitted the
pre-production documents to
Universal but not to Kevin Sorbo.
We eventually chose to not use
Kevin Sorbo’s actual face, so asking
for his opinion was not necessary.
We regularly submitted elements
of the game at different stages of
the development to Universal.
Player 1 and Titus paid a lot of
attention to stay very close to the
spirit and universe of the Hercules
series, so Universal didn’t ask for
any change on the characters and
didn’t go into the game at all.

64 MaGazine: What’s your
personal favourite N64 game?

Holly: It’s got to be Zelda 64.
No other N64 game has garnered
so much of my time and attention.

64 MaGaziNE: What
would be your favourite
game of all-time on
any format?

Holly: As |
particularly enjoy
first-person
shooters, | am

playing

Counterstrike 48

quite a bit.
Nothing
compares
to online

interaction.

64

MAGAZINE: If
the characters
Hercules and

Xena had a
fight, who
would win,
and why?

e

Holly: Ooh. A tough question.
Hercules and Xena have fought
on the television series a few
times, and in all cases, it’s been
a draw (as any other outcome
would spell certain disaster on
either series!) Therefore, any
answer to this question would be
mere speculation. Now, if you
asked me who would win a
battle between lolaus
and Gabby...

64 Magazine: What
advice would you
offer to any of
our readers who

avideogames
y. tindustry?
% \\ Holly: Do

(4 /plenty of

research. Read

the magazines, play as
many games as
possible, and try to
think of ways in which
you could make the
game that you are
playing right now better. A
good way to get your foot
in the door is to apply as a
game tester at a local
developer and work your way up
by learning through your peers.

64 Macazine: How did you
yourself get into developing
videogames then?

Holly: By following my own
advice, basically! | started off in
the customer service department
at Interplay Productions, Incin
Irvine, California. | worked hard
at that and eventually | found
myself designing videogames
for a living.

64 Macazine: If you could have
the licence to any TV show, film or
book in the world, which one
would it be (besides Hercules),

fortune. Heh. @

why, and what sort of game
would you turn it into?

Holly: | love the Alien series, so
making a good game based on the
Ridley Scott/James Cameron-
directed movies would be a dream
come true. A cyberpunk-type
game, based on books such as
William Gibson’s Neuromancer or
Neal Stephenson’s Snow Crash
would also be fascinating.

64 MacaziNe: What was the last
videogame that you bought?

Holly: Diablo I1.

64 MacaziNe: So what is your
least favourite videogame of all
time, and why?

Holly: There are so many. Off
the top of my head, I'd have to say
it was any clone of Street Fighter
that looked like it was done in six
months. Particularly bad
examples of this would be SNK’s
King of Fighters (although the
Samurai Showdown titles, up to
the second iteration, are excellent
examples of how to make a great
game), and Midway’s horrific
Mortal Kombat. What garbage.

64 MacazINE: If you weren’t in
videogames and could have any
job that you wanted, which would
you choose to do and why?

Holly: This is a rather tough
question to answer, as I've always
wanted a career in the
videogames industry. | guess the
two careers | would pursue
would be as an actor or a Major
League baseball player. I've
always fancied a bit of fame and
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For all those 3D movie buffs out there, here are
the locations of the IMAXs where you’ll be able to
witness the visual spectacle that is Cyberworld.

National Museum Of
Photography, Film and
Television,

Bradford,

West Yorkshire,
England

BD1 a1NQ

Bristol IMAX
Deanery Road,
Harbourside,
Bristol

BS1 5DB

BFI London IMAX
Cinema,

1 Charlie Chaplin Walk,
London

SE1 8XR

United Cinemas
International,

Lee House,

90 Great Bridgewater
Street,

Manchester

Ma 5jW

IMAX 3D Cinema,
Science Museum,
Exhibition Road,
London

SW7 2DD

Sheridan IMAX Cinema,
Pier Approach,

Bath Road,
Bournemouth

BH2 5AA

The Glasses

The IMAX 3D experience
requires two main
elements: the huge
screen and these rather
unusual glasses. A far
cry from the cardboard
red and green lensed
affairs that used to be
associated with 3D, these
are comfortable to wear,
very sturdy and provide
a viewing experience like
no other. Even if they do
make the wearer look a
little ridiculous!
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Enter the fantastic 3D realm that is: Cyberworid,

ave you ever been to an IMAX
Hcinema? Statistically there’s a

good chance that you have:
apparently more than 500 million
people across the world have visited
an IMAX theatre since the
introduction of the technology in
1970. That’s a lot of people and yet a

quick straw poll in the office couldn’t
find anyone who had visited one — or
at least who remembered visiting one.
But why?

Well IMAX cinemas are generally
known for their 3D films. They don’t
just show 3D films, but that seems to
be what they’re known best for. And
\ _this is where the problem comes

D in. If you’ve had any experience

of so-called 3D movies outside of
an IMAX then you probably
remember blurry — possibly black
and white —images, and on the
whole a fairly mundane movie,
where at strategic points in
the action someone would
wave a sword, a finger
\\.._ orastickin the

general direction
') ~. of the camera,

V. =
. ;

B
{

The Plot

To be totally honest, and as we
mention elsewhere, Cyberworld doesn't
actually need a storyline. However, the
finished movie does have something of a
plot to it, so just in case you're

D

century! For those of you've
who’ve never visited an
IMAX before, the first
thing which hits you
about the place is the

causing the audience to think “gosh, it
almost looks like that
sword/finger/stick is pointing
out of the screen... a little.”

If this — like most people in
the 64 MAGAzINE offices —is your A size of the screen —it’s
idea of 3D films then it’s small | AL absolutely huge!
wonder that you’ve never been | Stretching from the
to an IMAX. And that’s why floor to the ceiling,
when we were invited to a press the screen is easily
screening of a new IMAX movie the most impressive
created from clips of various other thing in the
computer-generated films , building and the
and programmes... well, to , seats are
be honest we weren’t positioned on a
really all that excited steep slope, so
about it. But we went )/ g that wherever
anyway, because we like ¥ you sit you have
to keep an open mind ”\_“] a clear view of
on things. And boy, are b the movie - so

/

we glad that we did! no having to
The version of | strain to see past
Cyberworld that we the annoyingly

" tall people with
big hair who insist on sitting
right in front of you.

When you enter the theatre
you’re given a pair of special
glasses. These are a far cry
from the red and green-
lensed cardboard affairs that
heralded the first 3D

movies, being made of
tough plastic instead, and

went to see was only
eight minutes in length
—the version which
goes on release
later this month
lasts the best part
ofanhour-and |
yet it was the '
most enjoyable
movie we’ve
seen... well, this

;

short film. Of course, it wouldn’t be a
very exciting movie without a bit of
drama, and this comes in the form of
three computer bugs called Buzzed,
Frazzled and Wired who break into the
museum and start to eat all the
computer code, forcing Phig into a
battle to save herself and Cyberworld
from extinction. Scary stuff!

interested, here’s what we know:
Cyberworld is apparently a futuristic
museum which contains three-
dimensional animated exhibits from all
over the universe. Living in the
museum is synthetic hostess Phig, who
takes visitors on guided tours of the
various wonders, each exhibit being a
clip from a computer animated movie or

000z %7 anss| auizeSey Y9
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You'd be hard-pushed not to have at least heard of Dreamworks SKG’s
Antz. This tale of worker Ant Z-4195, his love for the beautiful Princess
Bala, his friendship with soldier ant Weaver and the subsequent
adventures that result was a massive hit when it reached cinemas not
so long ago. Watching the clips on an IMAX screen adds a whole new
dimension to the experience though — maybe Dreamworks SKG could
make their next animated movie entirely in 3D...

they are also surprisingly comfortable
(although they do look a little daft).
Even the size of the screen and the
flash glasses can’t prepare you for
what happens when the movie begins
though. If you’ve ever seen a science
fiction movie where the main character
sits in their chair watching a
holographic image, which seems to
appear literally right in front of them...
well, this watching this movie is quite

simply the closest you can come
(currently) to that!

The sense of depth in the film is just
breathtaking. Combined with the way
the seating is laid out, you feel that
you could quite easily fall into the
movie if you were brave enough to
stand up. The most amazing thing,
though is the way that the movie
characters seem to come to you. For
instance, in the clip from Joe Fly and

Pet Shop Boys

The Pet Shop Boys’s video, Liberation, was released in 1994 and won Best Music
Video Award at the Siggraph WAVE ‘94 Awards and the London Effects and
Animation Festival. For Cyberworld additional animation and effects have been
created, including three completely new scenes, plus 85% of the material in the
section has been specially re-rendered by British company Eye Animation Studios,
which was founded by lan Bird, one of the people behind the original video.

Originally produced as part of one of The Simpsons Halloween specials, Homer 3 saw the loveable yellow-

skinned slob discovering a mysterious portal in the living room which led to a bizarre land where everything
had more than two dimensions! Seeing familiar characters Homer and Bart in 3D on the big screen is a very
strange experience indeed!




» CYBERWORLD

Sanchez there’s a bit where a scarab

(who’s Mexican, so presumably he’s
Sanchez) comes forward to talk to the 08 y a” a”c ez

audience. Only he doesn’t just come to

the front of the screen —he quite Joe Fly & Sanchez — Mostly Sports was first released in 1995 at the Siggraph electronic
literally leaps out of the screen, so that theatre. It contains some incredibly amusing characters, and all the action is viewed

he appears to be standing on thin air from the perspective of an insect. When you combine this with the IMAX 3D effect,
about six inches from your nose! All even the most mundane of household objects looks very strange indeed.

through Cyberworld there are cool bits
like this — you really have to see it to
believe it!

The final release version of
Cyberworld actually has a storyline
behind it (see our plot boxout for more
‘on that), but do you know what? it
doesn’t matter! This movie could be a
bunch of unconnected adverts for
washing powder for all we care —we'd
still watch it, regardless.

If you’ve never been to an IMAX
before then make sure you go along to i 5
one. If you’ve been before but weren’t
ikl Monkey Brain Sushi

—it’ll blow your mind! And just think...

at the rate that technology seems to Monkey Brain Sushi was originally produced for the 1995 Siggraph computer

be developing, how long will it be animation conference by Sony’s Imageworks. This rather surreal journey through a
before we’ve got interactive IMAX strange, fantasy landscape was designed to convey the illusion of a seamless ‘ride’
videogame arcades where you can and the short section we saw certainly seemed to achieve that. It really is as weird as

the title suggests...

quite literally get ‘into’ the games? The
future’s looking very brightindeed! 1

KraKKen

KraKKen: Adventure of Future Ocean was produced in 1996, rendered
in stereoscopic high definition television. This underwater odyssey,
based upon British palaeontologist Dougal Dixon’s studies and
theories on animal evolution, includes characters such as the family
of ‘KraKKen’ (a futuristic cousin to the sea lion), ‘sea-lizards’,
‘jellyfish-birds’ and the vicious ‘jabberwocky’. Only six minutes long,

this film is currently on show in The Digital Art Square in the Osaka =3 -
et lapa". r’g 'sla
: ez A |/ [

The IMAX Corporation was founded in initial concept, it wasn't that long before
1967 and has its headquarters in IMAX 3D arrived, premiering at EXPO
Mississauga, Canada. The IMAX giant- ’86 in Vancouver, Canada.

screen technology was first shown to The technology is still being

the public at the Fuji Pavilion, at EXPO improved upon and today there are more
’70 in Osaka, Japan. Soon afterwards (in than 180 IMAX theatres spread across
1971) the first permanent IMAX 25 different countries, 50 of which
projection system was installed at the incorporate IMAX 3D technology. Around
Ontario Place’s Cinesphere in Toronto, in 75 new IMAX theatres are scheduled to
Canada. Building on the success of the open in the next two to three years!
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The NES

As soon as the Nintendo

Entertainment System (which is

affectionately known as the NES)
launched, Rare knew it was onto a
good thing and started throwing out
games as if they were going out of
fashion! Amongst the flurry of titles
to appear were a couple which
would become well-known over time:
RC Pro Am and Battletoads. The
Battletoads have appeared on the
Game Boy, the NES and the SNES -
all we need now is a Battletoads
game on the N64!

The NES days also held an absurd
amount of television tie-ins for Rare.
It would seem that everyone in the
company must have been a
gameshow addict, as the NES titles
included three Jeopardy games and
three Wheel Of Fortune titles!
Hollywood Squares and Double Dare
were also based on TV gameshows
and as if this wasn’t weird enough,
Rare also made a game called Taboo
for the NES, which was basically a
Tarot card reading game!

twinkle in Nintendo’s eye, before even the N64’s

ancestor, the NES, came along, Rare was known by
another name - Ultimate. Set up in 1982 in Twycross by Tim
and Chris Stamper, the company made games for the popular
formats of the time, notably the Spectrum 48K, the
Commodore 64, the BBC Micro (ah, the memories), the MSX
and the Amstrad! Then — as with Rare now — Ultimate seemed
able to do no wrong, releasing hit after hit and producing
such classics as Jetpac, Solar Jetman, Alien8, Pssst and Sabre
Wulf. Rare was actually set up as a subdivision of Ultimate in
1985 to start working on Nintendo titles and eventually took
the limelight after Ultimate was sold off to US Gold. The rest,
as they say, is history!

Along, long time ago, when the N64 was naught but a

[Above] Cabal was an extremely addictive
and very fun shoot-’em-up where you had
control of both character and crosshair.
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[Above] Here they are: the Stamper brothers. The men responsible
for starting one of the most creative and most respected games

. i [Above] Hitting rocks
developers in the world! Not sure about the cardigans though... % A |

is never a good idea
\ while on a bike.

000000 pReRY I 000000

[Above| The Battletoads were one of the
best-selling franchises and appeared on
every system up until the N64.

The NES also saw the only Rare
outing (so far anyway) into wrestling
games, with WWF Wrestlemania and
WWF Wrestlemania Challenge. During
the short period of time that they had
the licence, a wrestling game was
also released on the Game Boy. One
of the most popular ‘sporting’ titles
was California Games, which included
such extreme sports as surfing,
skating, BMX and frishee!

NES Games

@ Anticipation (1988)

@® Arch Rivals (1990)

@ Battletoads (1991)

@ Battletoads Double Dragon (1993)

fonon 000000

® Beetlejuice (1990)

@ Cabal (1989)

® California Games (1988)
@® Captain Skyhawk (1989)
® Cobra Triangle (1988)




® Digger T Rock (2990)

@® Double Dare (1988)

@ High Speed (1991)

® Hollywood Squares (1988)

® Ironsword (1989)

® Jeopardy (1987)

@ Jeopardy Junior (2989)

@ Jeopardy 25th Anniversary (1990)

¥
V.

£ 2008
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[Above] Don’t worry if you haven’t heard
of Jeopardy - it’s huge in the US but
sadly isn’t shown over here.

@ John Elways Quarterback (1988)
@ Jordan Vs Bird (1988)

® Marble Madness (1988)

® NARC (1990)

@® Nightmare On Elm Street (1989)
@ Pin Bot (1989)

@ Pirates (1991)

® RC Pro Am (1988)

® RC Pro Am 2 (1992)

@ Sesame Street 123 (1988)

® Sesame Street ABC (1989)

® Sesame Street ABC and 123 (1991)
® Silent Service (1989)
@® Slalom (1986)
@® Snake Rattle N Roll (2990)
@® Solar Jetman (1990)
@ Super Glove Ball (1990)
® Super Off Road (2989)
® Taboo: The Sixth Sense (1989)
® Time Lord (1990)
® Wheel Of Fortune (1987)
® Wheel Of Fortune Family
Edition (2990)
® Wheel Of Fortune Junior (1989)
® Who Framed Roger Rabbit (1989)
® Wizards and Warriors (1987)

[Above] In the days of the NES, when
graphics weren’t exactly mind-blowing,
gameplay was all that mattered.

® World Games (1988)

® WWF Wrestlemania (1988)

® WWF Wrestlemania
Challenge (1990)

[Above] The first successful

Rare driving game was the RC
Pro Am series, which

: got loads of praise

from the gaming

community.
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released from our favouri

and all but one was based on a full-

size console counterpart!
The highlight of all of
games has to be the Don

Land series, which amazed all with
its dual-colour, blowing other lesser
platform games away! Just like

Donkey Kong Country on

this was a landmark in gaming

history and fans of the m
be pleased to hear that a
version of the game is on

soon for the Game Boy Color.

The Game Boy

It’s only recently that Rare have come
back into the Game Boy market, with
Conker’s Pocket Tales and Mickey
Mouse. A few years back,
on the good-old-fashioned chunky
Game Boy, there were loads of titles

® Battletoads (1991)
though, (1993)

(1993)

A ® Beetlejuice (1991)

these

Game Boy Games
® Amazing Spiderman (1990)

@ Battletoads and Double Dragon

@® Battletoads in Ragnorak’s World

@® Conker’s Pocket Tales (2999)

¥y
vke

key Kong

the SNES,

onkey will
full colour
the way

® Killer Instinct (1995)

(1999)
® Monster Max (1994)

[Above] It may not be Donkey
Kong 64, but when this game
came out everyone was
going mad about playing
with the Donkey!

[Below] Donkey Kong really
was one of the most
groundbreaking games on
the system - check out these
lighting effects!

Rare may have only released a few
games for the Super Nintendo
Entertainment System (the SNES) but
they were pure quality. The Battletoads
made a welcome reappearance, but it
was a game called Donkey Kong
Country which really took the world by
storm. It’s probably no exaggeration to
say that this side-scrolling platformer
made Rare the company it is today!
The game pioneered light-sourcing
techniques and advanced computer
modelling, pushing the SNES to the
brink of its limitations!

From conception to completion,
Donkey Kong Country took the
equivalent of 22 years of work, shared
out as it was between development
teams. It was all worth it, however,

[Below] The toughest green things since the
Turtles and the hard-hitting brother team -
now who’s gonna mess with them!

[Above] Conker’s is one of the more
recent Game Boy titles from Rare.

® Donkey Kong Land (1995)
® Donkey Kong Land 2 (2996)
@ Donkey Kong Land 3 (1997)
@ Fortress Of Fear (1990)

@® Mickey’s Racing Adventure
@ Sneaky Snakes (1991)

@® Super RC Pro Am (2991)
® WWF Superstars (1991)

because the game made £1 million in
the first day and has sold over 8 million
copies! The original was surpassed in
quality by the two sequels and they
each remain just as playable today.
Killer Instinct was an odd title for
Rare, as their first real outing into the
beat-’em-up genre. Despite this, it
became one of the most played beat-
’em-ups on the system after Street
Fighter — hardcore gamers couldn’t
get enough of those bloody combos!
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SNES Games

@ Battletoads in
Battlemaniacs (2990)

@ Battletoads Double
Dragon (1993)

00 yyy ()
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[Above| Quite why this toad doesn’t
need a space suit isn’t explained!

® Donkey Kong Country (1994)
® Donkey Kong Country 2 (1996)
® Donkey Kong Country 3 (1996)
® Ken Griffey Jr Winning

Run (1996)
@ Killer Instinct (1995)

J2 przss
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[Above] Killer Instinct was one of the
first games to be updated for the N64.




ms ”64 Né64 Games

el @ Banjo Kazooie (1998)
About the time Rare was finishing @ Blast Corps (1997)
Donkey Kong Country 3, a new ® Diddy Kong Racing (1997)
Nintendo console was announced —a ® Donkey Kong 64 (1999)
machine that was to be known (of ® Goldeneye (1997)
course) as the N64. As th_e leading ® Jet Force Gemini (1999) {Above] Those who bove
second-party developer, it’s safe to say @ Killer Instinct Gold (1996) managed to get far enough in

that Rare practically dominates the ® Perfect Dark (2000) this game will know that this
N64 market, with Nintendo at its side. lighthouse turns into a

After the huge success of Goldeneye, r " rocket and takes off!

L

Ourumov: Kill him!

whenever Rare decides to do a
new game the whole world
sits up and pays attention!
The definitive Bond shooter
originally started out as a plan
for a SNES platforming game but
thankfully it found its way onto the
N64. The authentic and fun gameplay A
still makes this one of the best-selling . [Below] How many other companies would
¥ ] o let you become a suave and sophisticated
games on the machine today! Not one ‘Double-o’ agent!
to let go of a good thing, Rare used
the Goldeneye engine to create
another first-person masterpiece in
the form of Perfect Dark.
With these two games and three of
the best platformers ever to grace the
N64 under its belt, it’s fair to say that
Rare have one up over all the other
developers. And with four more games
in the pipeline, you can expect a lot
more fun to be heading your way!

Show Me More...

When it comes to arcade All this, and Rare is still busy working away on new
machines, Rare doesn’t exactly titles for the N64 and Game Boy Color, not to mention
have what you'd call memorable some secret Dolphin projects!
titles under its belt! On the one
hand you have Killer
Instinct but on the
other you've got a
digitised version of
spot the ball!

b

[Above] Banjo-Tooie is one of the most [Above]| Conker 64 is one of
anticipated games on the horizon, if only the first Rare titles to
because it allows you to finish the first game!  include an adult theme!




The ulimate magazine for the ultimate games machine

Sony’s new PlayStationg2 arrives on 24 November...

Are you readyr

P2 is the only magazine you need. The first issue hits the
shelves on 27 September and guaraniees...

* In-depth PS2 reviews, previews, news, solutions and
features every month

* Not just a games magazine — P2 features reviews of
the latest DVDs from the UK’s best selling DVD
magazine, DVD Review

* 100% unbiased and unofficial — informative views
and opinions from well respected writers you
can trust

» Sony'’s stylish new console deserves a quality
magazine — accept no substitute

HiBUSialione — e facdfs

| The latest 128-bit
gaming technology
Plays UK DVDs right

= out of the box

— mm-fM

| Compatible — §
; = Full Dolby Digital and
W DTS sound support

with PlayStation ‘ -

1 & 2 games

Future expansion for

X \ ), Internet access
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littie Boxes

Explained!

Our reviews are liberally splattered with boxes,
for your convenience - if you’re too lazy to read
the main review, or want the b
technical guffery, these are
where to look. But what

do they mean?

NINFO
\\\;\\\%

&
-+ PLAYERS 5

The number of @ smn n
""" +EXPANSION PAK
Does the game
have Expansion O

people who can
play the game.
© This is where we list the
good and bad points of
Pak’s extras? the game. If there are
-3 RUMBLE PAK @ more of the latter than
Can you plug this
in to shake along
Publisher Who sells it
Developer Who wrote it
Game Type What type of game

not going to be worth

the former, it’s probably
with the game? your money!

Origin Country it was written in
When is it out?
See if you can guess?

Release

Price

In UK Update reviews, this
box replaces the $64,000
Question. It means we've
already reviewed the game
as an import - has the

IIFI'IIINS

Does the game have a
built-in chip to save
your position, or do
you have to buy one of
Nintendo’s Controller
Paks to record your

British version suffered in q
translation to our PAL E
television system? ]

SUPPLIED BY

We get import games
through importers ~ if you
want to get hold of an
import game for yourself,

Those Pesky

Mo,

The world's most popular plumber is
back with all his crazy mates for 2 new

take on the usually far-too-civilised
sport of tennis. Forget Wimbledon, this
is how tennis ougit to be!

-
\ -

then these are the people

progress? to call.

64 MAGAZINE RATING

64 MacazINE rates graphics, audio, gameplay and challenge out of five. What does it
mean when a game gets a particular score?

x\-‘ \- ( '\-

\-

Well above and beyond the call of duty - five in a category means
it’s damn near faultless!

A good job - there might be a few rough edges that could have
been better, but nothing serious.

Average - a game that gets this score does its job adequately in
this category, but isn’t anything special.

Things aren’t looking good - a mark of two means that this part
of the game is definitely below par.

Complete rubbish — this part of the game has been done so badly,
you wonder why they bothered!




Footisall fanatics rejoice, for the
game you've all been waiting for is

Iam Turok! Yes, the dino hunter

here! Check out the first official : What do all those
review of the finished game. returns in this, t{'ﬂ... er fourth buttons on the pad
game of the series. And you know do? We try to make

what? It's darn good! sense of the insanity!

ALTERNATIVES

There may be other games of the
same type already on the shelves - here
you can see at a glance whether the
game being reviewed measures up to
the competition.

RATING
Graphics

Does the game look like Melanie Sykes,
or Dot Cotton? ;

Audio

Does it sound like music to your ears, or
nails down a blackboard?

Gamepliay

Perfectly-tuned entertainment machine, or
clumsy and annoying stack of cack?

Challenge

Will it keep you coming back for more, or
be finished in five minutes?

OVERALL

Another N64 heat-'em-up comes
crashing onto the machine. But is
it 2 knockout or a wimp-out?

It's muscles all the way as Titus takes
us to the magical Iand of Hercules -
and we've got the exclusive review!

Every game gets a score out of 100 ~ but what does it actually mean? ignore anything
other mags may say — 65 MaGAzINE Is the most brutally truthful N64 mag around, and if
we give a game a good (or bad) mark, you can take that as the gospel truth. These are
what the scores mean in English...

This score wins a game the coveted Gold Medal Award. Unlike some rags, which hand out
top gongs like Smarties, we’re very tight-fisted with this award — out of well over a hundred
N64 games reviewed, only four have got the gold. It’s your guarantee of a top game!

Welcome to Sizzler country! Scooping one of these awards means a game has had our
. brand of quality seared into its tender flesh. Unless you have a beef against the particular
kind of game, anything that scores in this range can be bought without fear of crapness.

The good-but-not-awesome zone. A game in this range will still be worth getting if you like
the sound of it, but it will either have some minor but annoying flaws or be missing the
hard-to-define ‘hook’ that makes a truly great game.

29%-10% §
Below10% @

Starting to drop into the realm of games that should only be bought if you're really, really
into the subject. They might have flaws that spoil the gameplay, or be well done but not
especially interesting. Be careful before you spend your money.

Warning, Will Robinson, warning! If a game can only manage a below-average score, then
there’s obviously something badly wrong with it and you should give it a wide berth. Don’t
say we didn’t warn you.

You are now entering the World Of Crap. If a game ends up here, it’s got so many things
wrong with it that the Russians may be planning to use it as a space station. Do not, under
any circumstances, buy anything that scores this low!

Can there really be anything this pathetic on the N64? Oh yes, there can. Oh yes.

SCORE g,

The final score!
It’s not an average of
the four categories
above, but our
definitive rating of the
game. So, is it worth

your dosh?

Soundbite:

The game in a nutshell, for the truly
lazy reader!

oooz 7% anss| aujzeSey 79
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Can Konami malm it
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Konami

Developer

In-house *

Game Type

Football

Origin

Japan

Release

September

Price

£39.99
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[Above] With a little practice
you’ll be able to put the ball
exactly where it belongs -
right in the back of the net!

P9
4 d

[Above| The England goalie
lets the side down again. |
What are the odds of
something like that
happening, eh?

N e c \

MEMORY
OPTIONS

~*MEMORY:
Not used
~3CONTROLLER PAK
Saves Career mode
and results of games

?
2

$64,000
QUESTION

@ It’s ISS!

© Career mode makes a
welcome addition

© The closest thing to real
football on a console

© Did we mention that
it’s ISS?

@ It’s pretty much the
same game as its
predecessor

@ Slowdown evident in
hi-res mode

@ Should've been
released in time for
Euro 2000!

ith the painful memories of
Euro 2000 nothing but a dull
ache in many footie fans’

souls and a new season just around

the corner, it would seem like now is
an ideal time to release another
\ <
foot qll game for curious N64 owners
0 rave yet another fix of virtual
occer. Having said that, quite why
onami feel the need to thrust
' nother /SS game onto the N64 is
nyone’s guess — a touch of F/FA-itis
\Eerhaps? Surely not?
However, this isn’t just any old
otie game, oh no! /SS 2000 has
edigree, and of the handful of footie
games that have graced the N64,
Konami’s /SS titles have always been
the most consistently brilliant, so this

game certainly has something to live

_ up to. Even without the official licence

that the FIFA games have
championed, it is true to say that no
one has come closer to replicating
the beautiful game than Konami. Now
with this — the third game of the /SS

last incarnation. After all, ISS ’ 98
wowed gamers the world over with its
fine blend of speed, Al and ball
control. Without such improvements,
ISS 2000 could prove to be just a
fairly dull and pointless sequel —
surely Konami would never dream of
doing such a thing?

Can You Guess What

It Is Yet?

Early indications are positive, and the
Expansion Pak that has been in
meltdown from all those hours played
on Perfect Dark can, should you
choose, transform the once blurry
graphics of the original games into
super-smooth, hi-res loveliness,
which is nice... This was perhaps the
only weakness of /1SS ’ 98: while it did
just about everything else brilliantly,
the game’s visuals appeared to have
been smeared with a layer of
Vaseline. Now you have the option to
enjoy sharp and clearly defined
graphics, although this comes at a

“Of all the footie games that have
graced the N64, Konanu's ISS
games have always been the
most consistently brilliant..”

series on the N64 — you might
justifiably expect them to have
created the greatest of them all.

The big question is whether or not
Konami has managed to squeeze yet
more goodness out of the N64 in the
two years that have passed since the

cost. The ISS series of games have
always been fast and fluid, but switch
on the hi-res mode and things begin
to slow down somewhat. This is,
however, very much down to your
own personal taste. If you prefer
sharper visuals to pace then you

Hair
Raising

Back in the 8os virtually every great
footballer had to have a Mullet and
you’ll find a fair selection of them in
ISS 2000. However, it’s good to know

that it’s not just footballers that sport
the daftest trim known to man...

[Above| Oh dear, this’ll be Billy Ray
Cyrus... His unfortunate taste in music
was matched only by that hair style.

[Above| Jason Donovan had hearts
aflutter but with his mullet proudly on
display it’s hard to see why...

[Above| Somewhere this man is at
large. He could be a friend or retdtive,
he shouldn’t be left on his own...

[Above| Sid Vicious, wrestler and owner
of a mullet. It looks great! We have to
say that ’cos he’s bigger than us!

oooz 77 anss| auizeSew o
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should be very happy, but if you are a
long running fan of the series, you
might be a little disappointed by the
sluggishness that you’re faced with.
In fact, you might just prefer to leave
the expansion pak option unused,
which is a bit of a let-down. ’

Can You Kick It?

A cursory glance at the options screen
reveals a few newbies to accompany
the raft of gameplay options that
threatened to overwhelm players of
ISS ’ 98. For starters, you can now
play, should you wish to subject
yourself to it, in European Cup mode
(that’ll be a sort of official licence-free
version of Euro 2000 - thanks for that
EA). Here you get the opportunity to
take England (or whatever European

[Above] There’s no easy way
to score in ISS. However,
crosses coming into the box
from the wings offer the
greatest scoring chances.

“You'll
never play
a better
game of
foothall on

Sde Dreak

R Deerbob

a”y 0me’ side you fancy) through the qualifying
[Above] Penalties are all about putting those well-practised set pieces into play. If you stages — only this time you mi ght just

7  want to make the most of those valuable chances, you’ll have to put the practice in. . . .

00”30’8... do a better job than Kevin and his

boys did in the qualifying stages — and
right through to the finals (you know,
the bit where you get to win a trophy
and stuff, Kevin?) Without EA
bothering to release an officially
licensed Euro 2000 game, this is as
close as you’re going to get to reliving
the (ahem) magic.

The Hand Of God

Perhaps the biggest deviation this
game makes from its predecessor is in
the much-enhanced version of the
create-a-player mode. In IS5’ 98
literally all you could do was develop
some basic characteristics of a virtual

[Above] Cameroon impress footballer, such as height, strength
f,’l';‘ z’;'i';"" ‘;Z:t";l;"””"" stamina and position played. However,

Konami have taken this idea (that is
used in most sports games) to quite
another level entirely. Not content
with controlling the anatomical
#\ features of the player you create,
you now have the chance to carve
out a career for him, starting him out
as a young player as you attempt to
take him into the big leagues. This is
more like a stripped down RPG, with
you taking responsibility for the
player’s every move, from training and
playing in friendly matches (if you

‘levitating’ ball trick. It’s
cheap, it’s cheesy, but it gets
‘em every time.

who
The...?

Without the official
licence, Konami has
always had to alter
the names of the
players to get around
this. However, gone
are the days of
Shoarer and Gascone
- although he can be
found, humorously, in
the Career mode. Here
is the England squad.
Can you recognise any
of this lot?

f‘
\

>
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Bring
Back
Tony!

Tony Gubba, the voice
of ISS, is nowhere to
be seen and has been
replaced by the
relatively unknown
Chris James and former
England player, Terry
Butcher. Whilst Chris
James has a fair old
stab at commentating,

Dxie Hroak

Terry Butcher’s .
infrequent remarks are
bland and pointless.
So, whatever
happened to Tony?

R Rmet

are given the opportunity) to chatting
up the ladies around the training
ground. Everything that your player
experiences — including chatting to
and eventually going out with the
ladies — increases or decreases the
various skills required to become a
professional football player, like
stamina and speed, ball-handling
abilities and enthusiasm (it’s amazing
what a little love can do for a man’s
ball handling abilities). Depending on
the position that you have chosen for
your player, you have to try to focus
on the specific skills that are
necessary for success. And so you
have to attempt to balance out
training, resting and socialising to try
and create the most complete and
successful football player possible.
Though the idea is sound enough,
the execution is at times a little
lacking; there’s a little too much text,
and some scenarios begin to grate —
especially when they are repeated.
This is exacerbated when your player
is randomly punished for some
misdemeanour like not tidying his
room. This depletes your skill points

[Above] After their diabolical
attempt at participating in
Euro 2000, Germany
celebrate the fact that
they’ve actually scored a
goal. Bless!

[Below] A game between
Switzerland and Wales - two
of the greatest football
teams... That’ll be really
interesting then... (yawn).

TE—

_ubtddard LR

[Above] Brazil miss a sitter. Not unlike the last World Cup... However, as ever, the
animation of the disappointed striker is exceptionally realistic, which is nice.

and there really isn’t anything that
you can do about it, so it tends to
make you feel frustrated, even though
it is supposed to indicate the
randomness and difficulties of making
it into the world of football.

The Career Mode is a fairly novel
idea but it does detract from the game
itself somewhat (surely the main
thrust is supposed to be kicking a ball
about?), plus you need iron-like
stamina to wade through a ton of text
and options which can become a tad
wearisome. To be honest, it’s a little
dull and though it works well enough

[Below] As ever, the goalkeepers are
rock-hard. You’ll have to be a little more
creative if you want to score goals.

Siitiger R

Foothall..

The Career mode could’ve been a
worthwhile addition to a great series,
but unfortunately it doesn’t quite work.
It’s a little on the dull side, but
nevertheless it is worth a look...
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[Below| Oh the drama of the shoot-out! Here
the mighty England take on the age-old - and
aging - foes, Germany...

It Can't Be Real!

The ultimate test this one. We set England
against Germany in penalties to see if /ISS 2000°
really was just like real football. Here’s proof
positive that Konami has got it all wrong... Sorry
lads, we’ve seen England lose at penalties too
many times to find this result credible.

[Above] Taking a [Above]...there’s
penalty is fairly easy  always those damn
in theory. However, goalies there to spoil
once you've taken aim  your fun. Time for a
and let fly... spot of aftertouch...

000z 7% anss) aujzeSey 79
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REVIEWS

R
adium S clec ‘..;

A Enter "B Gobsck © - Start Button For Random
[Above] As you would expect,
ISS 2000 gives you a raft of
stadiums to play in. Our

favourite is the Saint Denis
Stadium in Paris.

“UIrs
amazing
what a
little love
can do
foramans__

hall Aplz:!t:f?:m the cosmetic changes and
handling s e e e
abilities...”

it does all seem a little pointless.
However, there will doubtless be
many people who will relish the
opportunity to train a player from the
lowly ranks of obscurity to the lofty
heights of international stardom.
Whatever your views on the career
mode, it does add further longevity
to a game that already had a near
limitless lifespan, which is no bad
thing, and it is good to see that

extra reason for gamers to purchase
this game - nice one, Konami!

before — which to many will be a good
thing. ISS 2000’s predecessors had
already managed to attain the status
of near-perfection — we don’t hand
out 95% scores to just any old game
y’know! Nevertheless, it’s difficult to
see what will appeal enough to
anyone who already owns /SS ’ 98 to
make them consider buying this
latest instalment. Certainly there are
graphical improvements, if you are
prepared to lose on speed, which
was one of the most important
aspects of the game in the past.
Without that speed, many /SS fans
might feel that the graphical
improvements hamper the game
somewhat. If you are unprepared to
sacrifice speed over graphics, the
game looks pretty much the same as
it did two years ago, which means
that you might just decide not to
bother and to stick to the original.
Then, of course, there’s the Career
mode, which whilst being the great
addition it is, is largely a frippery —a

ICF"E B AJOR an:
CARD _ ~

[Above] Unlike ISS ’98, the
referee is no longer afraid to
whip out his big red card and
send a player off - you have
been warned!

~# 've never claimed to be a dedicated
footie fan but I’'ve also never been
able to fault /SS for playability. This
latest version isn’t a huge evolution
over the last one but if you're after
better graphics or you’ve missed all
the others then check it out now!

* * * * * ~# Roy Kimber

2nd

Opinion

Konami has at least tried to offeran -

nice-bonus no doubt, but hardly
something that will make you want to
buy this latest version of the game. In
fact, ISS 2000 does feel a little like a
cash-in that ought to have been
released in time for Euro 2000 - at
least that way the European Cup
mode might have then become a
relevant addition to the game rather
than just another option.
Unfortunately, /SS 2000, in spite of
its many improvements, just doesn’t
have enough of them in it to make
you need to own it. Perhaps if the hi-
res mode had not hampered the
speed so much then we would have
unreservedly recommended this but
as it stands, we simply can’t. Perhaps
Konami simply couldn’t improve on
what was the finest footie game ever
and while we can hardly criticise that,
we do feel a little short-changed by
what it has offered gamers here. The
bottom line for gamers that own /SS
’ 98, is that you'd be better off
keeping your money in your pocket,
rather than being tempted into buying
the same game dressed up to look
smart for the new millennium.
Nevertheless, if there is an N64
gamer out there who doesn’t own a
soccer game, ISS 2000 comes highly
recommended - you’ll never play a
better game of football on any other
console. You'll be impressed by the
sheer loveliness of the gameplay,
you’ll delight at the control system,
which feels as good as it ever did -
largely because it remains
unchanged from /SS ’ 98. Add to that
the multiplayer game and you’ll be in
football heaven. However, should
you chance upon a second-hand or
cheap version of /SS ’ 98, you might
just want to buy that instead... Hey,
it’s your money, just don’t say we
didn’t warn you!
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[Above] Cameroon may not be the greatest
team in the world, but against Japan
anything’s possible.

BOTTOM

=5 LINE

CONTROLS

S

C Up: Through pass ® C Down: Dash e
C Left: Lob ball e C Right: -

D: Player movement

ISS 64: Konami
Reviewed: Issue 3, 93%
ISS ’98: Konami
Reviewed: Issue 18, 95%

RATING
Graphics
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Audio
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Gameplay

SNONININ

Challenge

OVERALL

Soundbite:

Had the hi-res mode not hampered speed
this would’ve been perfect!
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Iect Cheat

ptions

Pokémon Yellow

Have Mew

Action Replay Online™ ships with over 2000 Pokémon cheat codes
ready to use straight out of the box, including Pokémon Yellow.

This brand new version of Datel's best-selling cheat cartridge for Game Boy® Color and
Pocket™ is jam-packed with thousands of cheats and enhancements for the hottest Game

Boy® games.

Everything is included to allow you to connect your Game Boy® via any PC to the internet
(cable and CD supplied).

O Exchange cheat codes with users all over the world using Action Replay's™ unique web link!

__®) Customize the look of your Action Replay Online™ by selecting your favourite style from the
ones available on the CD - or go online and choose from loads more!

® Exchange cheat codes wnth other Action Replay owners via Game Boy® Color's infra red
| /| function.

® Action Replay Online™ is fully upgradeable via the internet!
® Create your own powerful cheat codes using the built-in Code Generator.
| o) Fully updated and easy-to-use graphical on-screen interface.

WIN E250 WORTH OF R0 GOODIES! 1!

4 1st PRIZE WINS: Pokemon™ R/B/Y games + limited edition Pokemon™ Game Boy®, Cuddly toy, capl,
| T-shirts + board game and more....10 RUNNERS UP WIN: Pokemon™ limited edition Game Boy®
CALL THE COMPEFIFION HOFLINE NOW:

064 774479

(Cals cost 60p a minute, Lines open 24 hours a day. UK only)

COMPETITION CLOSES MIDNIGHT 31ST DECEMBER 2000. Postal entries l{ot accepted. Winners will be notified by post + details will be found at: www.codejunkies.com

EC
(AVAILABLE FROM ALL GOOD GAMES STORES OR ORDER FROM D3 WORLD: QQ\‘Q‘&YQ
“J0845 6010075 0RDER ONLINE: www.d3world.com BV e |
“? *Lines Open 9am - 5pm, Monday to 6““‘ 0‘\\‘ ﬁs
\ ; FREE 1ST CLASS DEUVERY To MAlNLAND UK Friday. Cpalls chargedpat low- callyrate ““\‘“‘ Q‘\“Q“ 3 \ﬁ\ﬁ ‘Q\
© 1997- 2000 Datel Design and Development Limited. Action Replay™ Online is a trademark of Datel Design and Development Limited. “‘“ “ “ ] m\““
Game Boy® Color and Pocket™ are trademarks of Nintendo® Inc. Pokémon Is a trademark of Nintendo/Creatures, Inc and Game freak 3 \‘
Inc. This product is not sponsored, endorsed or approved by Nintendo®. Actual appearance may vary. 5 Qa\ .

IDRAGNRIIZ !
AREAY
P [P
BATVAN
[




g
2
&
=
e
=

&

P,

64 Magazine Issue 44 2000

{ PLAYERS

+EXPANSION PAK O
3 o Y
! RUMBLE PAK

Publisher
Developer
Game Type Shoot-'em-up
Origin us
Out now

39.99

Acclaim
Acclaim

Release
Price

MEMORY
OPTIONS

~+ MEMORY:
N/A
~3CONTROLLER PAK
Stores saved games

s defip,

[Below] Honestly, th

mutant spider creatu ill
eat anything. Next thing you
know they’ll be eating GM
foods.

It's time Turok and roll!

hat is it about the number
Wthree? To some people it

seems to be a kind of magic
number. They say things like “third
time lucky” or “disasters always
happen in threes” and everyone
always seems to applaud when a
football player scores a hat-trick.
Trilogies happen to be popular
cinema franchises at the moment too,
and when it comes to bedroom
gymnastics many of us fantasise
about some three-way rumpy-pumpy
night-time action! The number three
could very well be the meaning of life
(nope, that’s 42 — Roy) or at least be
some kind of key to it. Or maybe not.
In Turok’s case though, third is
definitely the time to be lucky.

Dead Loss

Or maybe not. Well, not for Joshua
Fireseed anyway. After suffering the
onslaught of hundreds of nasty evil
beasties in the last few outings, he is
now being plagued with visions of his
own death and a child that is the key
to stopping a nasty character called
Oblivio&nd continuing the line of

an -
nmmmam on f#mlr 2...

Turok Before you can st“mycho
plot twist” his home is invad

Spawn minions and he is pro y
blown to bits. Dead, you 8ay? Well
that’s not much of a game then is it?

/

That would be the case, where it not
for Danielle and Joseph Fireseed
(Joshua’s little bruv and sis) who
decide to take his place in the long
tradition of Turok and search for the
child he dreamed about. All, however,
is not what it seems!

As you may have gathered by now,
it is your job to assume the identity of
either Joseph or Danielle and stick a
very big gun in the faces of some very
ugly mutant enemies.

Everythmg OldlIs

New Again!

The first thing to be said about Turok 3
is that it came as a pleasant surprise to
most of us here at 64 MaGAzINE. So,
already things are looking up for the
guys and gals at Acclaim (not that we
overrate our own importance or

" anything - Roy). One of the main

complaints about the first two Turok
adventures was that the game largely

_consisted of running through a plethora

of corridors, flipping switches and
bumping into the odd monster or two
that could be despatched with a brief
dose of gunfire. In all honesty, that
tradition continues in this game too, but
what makes this one different and
slightly more refreshing is how the
levels are set out. Instead of sprawling,
endless environments that could bring
even a chemistry teacher to tears, the
levels here are much more compact.

Although the levels are big enough
to satisfy the most adventure-hungry
among us, this time they’ve been
chopped up into smaller objectives
that give you the opportunity to play
the game in chunks, concentrating on
one mission at a time, and that can
only mean good news for the
gameplayer in a hurry!

If it is true that variety is the spice
of life then Turok 3 also delivers on
that front. One minute you could be
walking the streets, the next
scuttling through the sewer systems
beneath, and the next finding
yourself on a runaway train, hunting
for the brake switch. If Acclaim’s
aim was to keep you stuck in your
seat, anticipating the next change of
gear, then it is pretty safe to say that
it has succeeded in that respect. The
game is like having a giant tub of
popcorn in front of you: you eat until
you think you can’t eat any more
and then carry on picking away at it
when you probably should have
stopped an hour or two ago. Unlike
eating too much popcorn, however,
you hopefully won’t feel sick after
playing this!

Split Infinitives

Another aspect of the game that
keeps us happy is that, because the
game is separated into bite-sized
chunks, when you die you don’t go




@ Involving, varied
gameplay

© First class ticket to
carnage

© Some infuriating

# sections

@ Some of the problems of
" the last two games
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[Below] Looks like he disagreed with
somethin‘g’ that ate him. (Where have |
heard that said before?)

Different Strokes!

Another interesting little feature is that if you play as Joseph you can
get your dirty hands on these nice night vision goggles. This allows
you to access different parts of the level and take on challenges that
Danielle can't do - like set the video recorder at home for instance!

back to the very beginning of the level
but instead are placed back at the

Not to be left out, Danielle opts for a gadget of her own. She don't
want no damn goggles, no baby! Instead she wants the energy
grappling hook... Line your hook up with one of the white glowing
orbs that are positioned at certain parts of the game, aim, fire and
watch yourself beam up to that spot. As before, this allows you to do
things that Joseph can't - like clean up after y \f and not wall

start of your most recent mission or
location. This means that any items
essential for that mission or objectives
you have already completed/are in the
middle of, will be ready and waiting
for you once you have restarted (these

in your own filth! !
sections can also be saved onto your

memory card, which'is nice). Let’s be
honest, we all hate it when we’ve
completed 75% of a level, only to die
and have to start with nothing. At
least in Turok 3 you can start again
with that 75%!

As with its predecessor, Turok 2, in
high resolution this game looks
absolutely luv-er-ly and is as smooth
as a bald bloke’s beret! As a package,
those of you who decide to buy this
won’t have room to complain either.
The game is well thought out; again,
like in the other two, your mind won’t
be too stretched in the puzzle
department, with each objective
leading neatly on to the next. It’s
simplistic enough to play, while
ingenious enough to warrant more
gameplay. The added advantage of
choosing between the two characters
is that depending on which one you
choose, the game splits off in different
directions at certain points and joins

up again later on. An example? How
officers popping in for tea. But wait! It's I I

not just a rifle we can play with in Turok 3. No,
no, no! You can also collect various weapons that
are individual to one of the two main characters,
like a napalm launcher, a shredder shotgun and
what is perhaps our favourite, the Cerebral

Groovy

@

Guns. We all know that it's not guns that kill
people, it's the people who use them, right? Well,
believe it or not guns do have a hell of a lot to do
with it! That's why it's good of games like this to
allow us to shoot an assault rifle in the safety of
our own homes, without the threat of armed police

[Below] Now you and all your friends get the
experience of being the Predator, without
the hassle of Arnie trying to hunt you down!

about this one: when you decide
between characters at the start of the
game you are informed that Joseph
and Danielle have special talents in
various areas, for instance Joseph
gets to wear a pair of night vision
goggles, while Danielle can pick up
an energy grappling hook thing, plus
they both have character-specific
weapons. In a nutshell, this means
that when it is time for our heroes to
sneak into, say, a museum that has
infrared security beams to navigate, °
while Joseph must hop and crawl
carefully through, Danielle can just
zap her way over the top of them.
This means that even when you have
finished the game with one character,
there is more than enough reason to
go through it all again with the other.

Gore Blimey!
Gore fans will be pleased to know
that all of the carnage from before is,
erm, alive and well in this game. A
carefully placed shot can blast off an
arm, a leg or even a head, bursting it
like an overly ripe zit (ugh — Roy).
Despite that, though, it must be said
that we got most of our enjoyment
from shooting some harmless rats
with a great big shotgun. The mess
we made! C
As we all know, for every positive

® @

Possessor! This little baby, like most of the
cerebral weapons, has the ability to blow your
opponent’s skull right off his shoulders, but what
sets this one apart is that once the missile
attaches itself to the skull, you can temporarily
see what that creature/human is seeing! Sweet...

F %s g% F v gy

RARRNERNN RERRUANEN

Step one: Take aim at the creature you wish to kill. Step two: Lock and fire.

RENANENEN

Step three: And that’s you, looking through his eyes!

-




there must be a negative somewhere, = \

: and Turak 3 is no exception. It is bad v, ‘

. enough when a really great game is — ! : ”ce ”0"
let down by some ridiculous faults ‘ o .
but’eh, as in Turok ¥s cdse, they ' \ & ‘ "me
are the exact sam‘fa.ults as its - . ¥ i (L]
predecessors, you really have to just g ' i It is a dark time for the rebellion... Sorry,
shake your head in sa s. The Lo . wait, that's a whole different thing all
biggest offender is all #4@¥umping g : together... It’s still a miserable time for
around business. As has fggen said v & Joshua though, plagued with visions of
Debie Ly dhls IR, TS : T o te St i st
. . B 3 g B C I 5 S
s i gap e iar ok ‘ Danielleyand tells her that this boy could
person 3D game.mvolves !ots e . be salvation for the Turok. Paranoid?
of patience, particularly with a ‘ Maybe, but he was right to be suspicious,
jump that has to be perfect or els€ ; 2 g because in the middle of the night along
you fall to your death. Luckily, there . 5SS ; f 7 come a whole gaggle of goons who

aren’t that many fatal falls within the = { P promptly despatch our hero, Before he
" dies, Joshua tells Danielle and her

& .game,‘but' still, there a r t-‘ d " 7 brother Joseph to get away and live to
s Mally falling down. andhavingto g : - fight another day. They do a runner and
climb back up’ again momegis that ' , Joshua blows himself to bits, taking the
get right on your nerves andave ; ‘ rest of the bad guys with him.

= you warting to throw yogr contg I3 s : Rescued from imminent death, the
pad at the scre'e' n. e 4 ’ duo meet up with Adon, who introduces

= 3 ] them to the council. They tell the duo
AnoFﬁer really annoymg a}spect .ls S . g - they must continue the tyradition of Turok
found in some of the objectives within ‘ and help find this child. Reluctantly, they
the game. Every now and then there is ’ . agree... the game, as they say, is afoot!
a ‘race against the clock’ section that
pits you against time, obstacles and
enemies. Much of the enjoyment of
these sections is spoilt when you have
no clue whatsoever as to which
direction the bomb you have to
diffuse lies in, or when you have a
large amount of ground to cover and

Guaranteed to put a
smile on your Iz

v

[Above] We’ve heard of people trying to catch
a train before, but this is just flippin’
ridiculous! (Boom, Boom!)

Generator Room

oooz 7% anss| auizeSey 79
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Under Siege

Trains are great: narrow corridors, screaming children, bum-numbing
seats and the sensation of trying to pee standing up whilst standing
on the centre of a seesaw (unless you're a girl). If you think that is
bad then wait until you see the train service in Turok 3. The trains
never stop to pick up passengers, they are overrun with monsters
and rabid dogs, in serious need of renovation and the one you find
yourself on is a runaway that is heading towards a dead end at a
very high speed. Trying to get control of the brake was no problem,
trying to get our £75 back from the rail company was!

Turok 3 is not so much a

hard game, more an
infuriatingly tricky one...

b
q‘“ .

are met en route by a shed-load of
nasties. This means that by taking a
wrong turn or taking things cautiously
you end up dying many, many times.
This wouldn’t seem too bad, but trial
and error gameplaying can become a
right pain in the neck, especially
when you have to face an animated
cut-scene every time you restart!

Age Of Oblivion

Turok 3 is not so much a hard game,
more an infuriatingly tricky one. The

[Above] I am Oblivion, the all powerful, all
evil, world-destroying overlord, and | want
my lollipop!

level of difficulty can be very uneven
too: you’ll find some sections a
complete breeze to walk through, only
to find yourself confronting a
seemingly impossible challenge at the
end of them. The bosses at the end of
each area are a prime example of this.
Although they can be very susceptible
to a well-aimed gun shot, their weak
spots can be quite hard to pinpoint or
at least to have a clear shot at. When
you come across Oblivion at the very
end, it’s damn near impossible to
determine where exactly you have to
shoot him. In their defence, at least the

[Above] When little Tommy decided to
squeeze that spot he’d had for seven
months, all ofhis friends lived to regret it!
of its life and then finish it off by ©
droppiia bloody big sulfmarte
on its ff€ad - guaranﬁed to puta
smile on your face!

This Is My Riﬂ'e!‘
As well as the main game, |

we forget, you also have the
multiplayer games to keep you
in touch with your friends.
There are eight deathmatch
modes to choose from this
time around, all of which offer
you the chance to show your
mates that “you’re the d

bosses are imaginatively created. One = _ The arsenal that you havogo .

in particular stands out, which |nvolves
you having to blast it to within® an inch

play around-with i is @ also migh
simpressive, for'the mostparf?

o

. We All Live In A Yellow Submarine..

The Xiphia

e i

Thie Xiphias L]
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Most bosses are fairly boring things
to kill: find their weak spot, take a
good shot or two and then sit back
and watch them pop like a weasel.
This particular one amused us a lot
though! Upon entering the chamber
containing the Xiphias, take a good
look at the swine. This ugly one-
eyed chap is your enemy. You must
kill him. To accomplish that you
must know your foe...

Do you see that big eye he has?
Good, that is what you must
concentrate your firepower on. Make
sure you have plenty of ammo and a
healthy energy bar, as he is quite a
cunning little bugger. He fires lasers
at you, lashes out with his tentacles
(yes, tentacles, not the other things)
and attempts to drag you into the
water. This makes life hard for you.
Trust us.

If you're lucky enough, then sooner
rather than later that eye goes the
way of the balloon and bursts,
making Xiphias rather annoyed. He
begins to flail his tentacles around
like a crazy fool and takes pot shots
with the laser he happens to have.
‘What now?’ you cry. Well if you take
a glance above his head you'll notice
a yellow submarine just hanging
there — how convenient.

Access to the control panel that
releases the submarine has now
been granted, thanks to a ladder that
comes down from above. Get yourself
up there as quick as your little pixels
can carry you and flip the switch.
That poor creature won't know what
hit it. You will. It's a big submarine,
you daft squid. It was either you or
him. Dont grieve - it wouldn’t have
grieved for you. Would it?
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[Above] He’s shooting at you
so he must be an enemy!
Wait, look closer, is that
really who we think it is
trying to kill you? Hmmm?

[Above] This is just one of the many edited-out
accidents from BBC’s Charlie’s Garden Army.
Don’t worry, he was given a burial at sea.

all honesty, however, some weapons
are next to useless. The vampire gun
is, as far as we are concerned, good
for nothing. It’s the weapon
equivalent of having Emu stuck to
your hand, and unless all
enemijggeare small childr

Mich arkinson, we don’t see
what good it can do. One weapon
that does stand out is the cerebral
possessor, which enables you to fire
a mind-cgarolling device at your
nemesis en see through its

- eyes a short while it also
allows?to control s&t
creattffe, wefl... at lgast
until its head explodes
anyway!
So what, in the
end, can be said
about Turok 37 It’s
definitely an improvement on Turok 2
in nearly all areas, although as the
game goes on the imagination that it
had by the bucketful at the beginning
seems to wear out, leaving the game
almost as formulaic as its
predecessors. Learning a trick or two
from other similar games on the
.market, Turok 3 places itself
omewhere between Goldeneye and
sident Evil in tone and layout, and in
the process improves itself
considerably, but not enough to
challenge those titles for supremacy.
However, to even be placed near the
same sentence as those games is
no bad thing, and Turok 3’s
definitely worth the investment
if you loved (or hated) the
others in the Turok series to pieces.
Big, red, raw fleshy pieces! H

Non-Celebrity
Deathmatch

In Turok 3 you get not one, not two,
but eight different deathmatch games.
‘Hurrah?” you shout. ‘Eh?’ we said.
Although the games have different
agendas, they all still involve just
running, shooting and covering your
own ass! No matter, it's still an excuse
for you to beat your mates at your own
game and feel really proud of yourself
for a day or two. Oh — and they have
’bots in too.

.

BLOODLUST

Aim: Score the highest number of kills
before your time runs out.

CAPTURE THE FLAG

Aim: Well... you have to capture the
flag and hold on to it.

LAST STAND

Aim: Kill, kill, kill until you're the last
man standing. Or not.

GOLDEN ARROW

Aim: Find and hold onto that precious
golden arrow before someone else does.

®

MONKEY TAG

Aim: Find the character that has turned
into a monkey and stamp on his head,
before they turn you into a monkey
instead. (Hmm... rhymes!)

ARSENAL OF WAR

Aim: Fight and kill with whatever
weapons you have. When you die you
lose a weapon - lose them all and die
for good. ¥

COLOUR TAG

Aim: Kill the opponent, and when you
do they join your team. Keep playing
until someone has captured everyone
for their team.

WEAPON MASTER

Similar to Bloodlust and Arsenal of War,
however you can only hold two
weapons at a time.

The iateh bieging

- P e

o1 Ancient

A b

BUTTOM

G4 4 LINE

'NTIIII[S

L: Not used

B: Weapon/ Item
select

C Up: Look up * C Down: Look down e
C Left: Turn left ® C Right:Turn right

D-Pad: Crouch/ Sniper
on/off

ALTERNATIVES

Goldeneye: Nintendo
Reviewed: Issue 5, 95%
Turok: Rage Wars: Acclaim
Reviewed: Issue 33, 90%

RATING
Graphics
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Third time seems lucky, all right!
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:  REVIEWS

~#PLAYERS

Publisher
Developer
Game Type  RPG Adventure
Origin France
Release September (Import)
Price £39.99

Player 1

re you a wimp? Well, | am! So
n when a game like Hercules

comes along, | can melt into a

fantasy world of heroic battles and
rescuing lovely ladies, without
having to get my backside kicked by
big men with baseball bats! One of
the benefits of a videogame is that
no matter how bad you are at
fisticuffs in real life, you can always
g0 one-on-one with a giant axe-
wielding bog monster and win. In
Hercules, you can do that very thing
and not have to worry about what
make-up you can steal from your
mum’s handbag to cover up the
inevitable bruises on your face.

legantary

(3

s
L e

tnoy.

Listen ap I tell vourn
!ﬂfﬁ Ofo“rba%ch

Strong like Bull!

Hercules is a part 3D platform, part
RPG adventure that sticks you in the
disgustingly well-formed body of the
son of a Greek god. The plot -
because every game needs one —
involves our hero trying to foil the
machinations of his evil brother, Ares,
who has decided to seize his father’s
throne (his father, who just so
happens to be Zeus. It must be nice
having a God for a dad!)

But wait! Before you just run off
and start beating people up, hadn’t
you better learn a couple of his
moves? Luckily for you, Hercules finds
himself at the training stables of his

good friend and golfing partner,
Cheiron, who gives you afew pointers
on kicking, punching and lifting your
enemies. If you have played Banjo-
Kazooie then you should have a
rough idea of what this initial stage is
like. Once all that is out the way, you




proceed into the big bad world,
hopefully with the intention of saving
it! From that moment on, it becomes a

MEVIORY §
ine job of bashi h i
RTINS Al oty

-3 MEMORY: from the village folk and navigating
Not used around the really, really large map
~+CONTROLLER PAK that lies ahead.

Saves game position
Get a Grip!
Controlling Hercules is not the most
pleasant of experiences and getting
comfortable with the controls takes
'35 some time. The main problems can be
found when jumping or punching
(two of the things that you do the

%
most of), because the character
364,000 doesn’t seem quite as responsive as
Q“ES“““ he should be. There are certain times
in Hercules when the game requires
© Interesting challenges you to jump from a ledge to reach a

© Plenty to explore certain switch. It is infuriating enough

© Tricky to control when you miss the target because
© Repetitive gameplay

“In the varielty stakes,
Hercules is pretty well offf”

» HERCULES: THE LEGENDARY JOURNEYS

you didn’t jump as far as you'd
thought, but when missing the leap
means you have to run for minutes on
end to get back to the place you
started from, it can be a total pain!
And it gets worse — there are
points when a miscalculated
effort sends you plunging to
your doom like Wile Coyote! This
instantly brings the Game Over
message up and you have to
begin from when you last
bumped into The Scribe (see
boxout), which could well
be a village and a half
away. Having to do
this over and over
again until you
get it right, and
manage not to
die until you

can save your

position again, !

g g %
" . .
o

[Below] 0i, you, girlie! Bet
you can’t do this, can you? |
can, because | am a big
strong man. Grrrr!
Impressed are you?

She follows you, hanging on your every
word, and also records your adventures.
could tell her to get lost but that wou
stupid, because if it was not for this
“Scribe” your quest would be a lot hard

\%

't it now

pon't use Rumble Pak
b se——

oooz 7% anss) aujzeSey 79
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» HERCULES: THE LEGENDARY JOURNEYS

[Below] Help, phone the
ambulance! I think my back
is about to snap! Oh hang
on... phones haven’t been
invented yet — damn.

obstruction

Put ’Em

land a blow

can be just the sort of truly irritating

that can ruin enjoyment

of the game.

Up!

The other point of annoyance in this
game is when it comes to having a
scrap with the opposition. The nature
of the combat means that when you

on the face of the enemy,

your character slides forward. In some

cases, when the enemy is right in

front of you,

this is quite handy as it

means you can carry on bashing him
until he’s out for the count. However,

“The major flaws of the
game might put off the

casual yamer... z

[Below] Hmmm, cosy! A
roaring fireplace, a glass of
wine and a woman’s touch.
Oh well, | guess one out of
three ain’t bad!

CT X

Once in the village of Traycus
you could see the sights, meet
the people or, and this is just a
suggestion, pull your finger out
y and solve some
& bleeding puzzles. If
. you are still too
. laid back to do
anything, maybe
this little guide

e will help

solving
out of
the way!
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Run across the bridge and up

one level to meet a red-head
lady who can’t find her moth

cookbook. To retrieve it, go back

down one level and there
should be a house with noth
but a bookshelf in it. That’s

where the cook book is (lucky
guess!). Return it to the lady.

when you have three or four guys on
you at once, the follow-through on
your strikes becomes less useful and
can result in the enemy troops landing
some lucky punches.

Although the game is enjoyable to
a certain extent, and in all honesty it
doesn’t go too far wrong in places,
it’s all the small things that let it
down in the long run. Like what?
Well, like this...

After progressing well on a certain
area and going as far as possible, the
gameplay is stopped in its tracks
when, to get any further, you have to
retrieve a rune stone or other such
article in order to carry on. This means
you have to run all over the place,
going back and forth to places you
may have been to many times before,
just to get past one doorway! It is not
impossible to lose track of where you
are going and it’s not made any easier
when there are no real clues and only
vague guesswork to help you along.

Saucy Sisters.
| could go on like this for a while, but
Hercules is not all bad. There must be
some good points, right? Yes, there
are. The first thing that makes the
game refreshing is that it does not
take itself too seriously. The dialogue
is humorous and stuffed with rude
innuendo, if you look hard enough.
Not everyone you meet in the
game particularly likes

Things To Do In Traycus When You're Dead (Almost

Inside this book is a key. Take it
to the chest, which is a quick
swim across the river from the
Cyclops’ fort. Open the chest to
find a teddy bear. If you haven’t
seen the man in the watchtower
already, the bear won't be
picked up. Go and see him first,

ed
er’s

ing

then go the back to get the bear.

you and it is not uncommon to run
across an inhabitant of a village that
thinks you are an idiot. On the other
hand, later on, there is a village full
of identical sisters who desperately
want to, and we quote, “shuck your
oyster”. We kid you not! If only the
game was more interactive - if you
know what we mean (Cue Sid James-
style laughter).

One very interesting diversion
allows you give up the daily stresses
and strains of being the world’s
strongest meat-head, and take over
the role of another character fora
while. For instance, Hercules cannot
climb a certain section of wall and so
he gets his mate lolaus to do all the
hard work for him. Taking control of
another character allows you to carry
a new weapon; in lolaus’ case it is a
long staff that you can swing around -
like Donatello (don’t pretend that you
[Below] Help, help! Look, I’'m drowning you
silly tart! Stop laughing, it’s not funny. No,
really... it’s not funny!

Once you have finally given it to
him, he will give you the key to
the Cyclops’ fort. You can then
go in and kicks its one-eyed
ass! If you succeed, the water
will return to the village and
the farmer’s crops will grow. Go
see him and, well... find out for
yourself you lazy lot!



[Below] This was Hercules,
trying out for the part of
Chandler in Friends. He
didn’t get the part. He
wasn’t fat enough.

don’t know who we’re going on
about!) and further down the road you
can play the role of a half-woman,
half-horse beast who owns a rather
vicious looking bow. Playing with this
last character sends you into first-
person mode and then it’s Turok-Lite
all the way! So in the variety stakes,
Hercules is actually pretty well off!

Wish You Were Here!

The many different environments
offer scenery from snow-covered
mountains to glorious beach
villages, and there is even a stop off
on Mount Olympus to keep things
interesting. You are never bored for
want of something to do either. It
seems that no matter where you go in
the game, there is always someone or
something that wants you to do
something for them, and in return you
usually get given a useful artefact to
help you on your way.

There are plenty of puzzles to crack,
codes to break and people to save, but
unless you’re a massive fan of the TV
series (on which the game is based), a
die-hard RPG fan or just a weakling
like me who wants to be a tough guy,
this may not compensate for the major
flaws of the game, which might put off
the casual gamer. W

=3 When you first start Hercules you
immediately think of Zelda due to the
music and the look of the whole thing.

P This game isn’t in the same league as
Opinion

[Below] It took me seven
hours but I finally finished
it! This is a faithful
recreation of what my future
house will look like!

that mammoth adventure, but it’s still
pretty good. Fans of the series should
definitely give it a look!

-3 Roy Kimber

I shuck. shucl, shuck
them oyaters!

[Below] Whoa, baby! Go on and get your coat love - you've pulled. She
obviously has a big thing about sea food this girl!

» HERCULES: THE LEGENDARY JOURNEYS

Buddies

She’s half horse and he’s got a
big stick, but together they’re
your best mates! Apart from
talking about you behind your
back and getting drunk on your
birthday, what else can these
mythical chums do?

IOLAUS

You’ll meet this blond buddy
reasonably early on. His job
here is to climb the vines to
access a part of the map that
Hercules can’t (be bothered to)
climb. He’s a bit quicker on his
feet and his staff is a nifty
weapon against the common
enemy. He even gets his hands
dirty in the puzzle-solving
element too, although the most
dangerous thing he does then is
rescue a cat for a little girl! Fool!

yr=

SERENA

Although she looks pretty, below
the waist she’s strictly for the vet
to play with. Not that it matters
much because when you get to
control her you can shoot a mean
bow and arrow. Her parts of the
game allow you to dabble in a bit
of first person shoot-"em-up fun.

it [INE

CONTROLS

2
B: Attack

C Up: Activate Magic ¢ C Down: Block ® C Left:
Rearward Attack  C Right:ast Person View
¥ Z: Centre the camera

D-Pad: Not used
= behind you

Banjo-Kazooie: Nintendo
Reviewed: Issue 16, 90%

The Legend of Zelda: Nintendo
Reviewed: Issue 21, 96%

RATING
Graphics

NN
Autdio
NN

Gameplay

Challenge

NN
OVERALL

Soundbite:

It’s all Greek to us!
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$64,000 |
QUESTION

© Lots to do

© Superb replays

© Extremely fun gameplay
© Loads of details

© Four-player fun

‘g‘ © Controls a little basic

Issue

pazine




9 Developer

SUPPLIED BY
Video Game Centre

-3 CONTACT INFO:
(01202) 527314

. -+ RUMBLE PAK

Publisher Nintendo

Camelot

Game Type Sports

Origin Japan

Release Out now (import)

Price £69.99

»' MEMORY
\J. OPTIONS

. ~*MEMORY:
Saves data and three
game slots
~3CONTROLLER PAK
N/A

A Smashing Game!

hen Mario Golf first came out,
w everybody in the office

suddenly seemed to develop
a weird obsession with golf. Now it’s
all happening again but this time the
Mario posse have traded their clubs
in for rackets and are hitting the
tennis courts. The scary thing is that
Mario Tennis is even more playable
and a hell of a lot more addictive than
Mario Golft

One of the things which really

makes this game stand out is the
four-player mode. Where before the
four-player games meant that you
had to wait longer for your turn, in

" Mario Tennis you get a fast and

furious game which keeps the
adrenaline pumping. This being a title
with Nintendo characters, it’s no
surprise that realism has been
sacrificed to some extent for
maximum playability — as in Mario

Golf, power shots and other neat
tricks are possible, something which
is most definitely a good thing!

Look Left
It’s not that the physics of the ball
aren’t realistic — because they are -
but it is possible to put more power
on the ball than would be possible in
your average tennis game! This is
done simply by holding down the hit
button. Of course, this comes with
its own catch, as you cannot power
up and move at the same time - so
prediction is definitely the key. If you
manage to pull off a power shot
though, the rewards are more than
worth it, as the ball shoots across
the court in an explosion of fire and
light — a great tactic to strike fear
into your opponents!

With only two buttons used, the
controls are actually, if anything, a

“The Mario posse have traded
their clubs in for rackets!”

[Above] The newest addition to the group,
Waluigi is pretty quick on his feet but has

got the lankiest legs in the game!

[Above] Every time you miss the ball your
character collapses to the floor. Talk about
taking the game too seriously!

MAGAZINE

Ensuring value for money, Mario Tennis
gives you not only your usual game of
tennis but also more than a few other
silly games to distract your attention
for a while:

This game gives you the perfect
opportunity to practice your reflexes and
return skills. The three plants at the back
launch tennis balls at you and you have
to get them back over the net and past
your opponent in one shot! Things can
get very hectic!

A classic ring game brought onto the
tennis court, There are several variations
to this but the main idea is to work with
the computer and get the ball through as
many rings as possible. The sooner you
hit a ring, the more points you get for it.

A tilting power-up-filled court
suspended over a lava pool - this must
be the work of Bowser! In this extremely
difficult course you get to use all the
usual power-ups, including homing
missiles and banana skins, to thwart
your opponent’s plans!

oooz %7 anss| aujzeSey 79




Four-player games are
always fun but Mario
Tennis is one of the
best we've played in
ages. In the heat of a
long rally, tensions
tend to run pretty high
- not only between
opposing teams but
between tennis
partners as well!

little too basic but Mario
V' Tennis makes up for this
with its playability. The
handling of the players as
they run across the court is
smooth, and coupled with the
simplistic controls this makes
_ for a highly enjoyable
experience. Professional tennis
players may scoff, but long
dramatic rallies and devious
chess-like games are more
than common. To top it all
off, the excitement quite
literally doubles if you get
four people on the court!

Look Right
One thing’s for sure, there’s
no chance you can ever get
bored of playing this game.
The single matches are fun on
their own but when you add in
all the other types of game that
there are, it makes for a lot of
playing hours! You've got the
singles tournament, the doubles
tournament and three bizarre
hybrid games (see boxout). This
may not sound like a lot but when
you realise that you need to
complete the entire lot with each of
the 16 characters to open up extra
goodies, things begin to get a
little daunting! Then of course
there’s the code entry screen,

which is still used to generate new
games in Mario Golf today.

By entering an official Nintendo
released code you have the
opportunity to take part in a new
tournament set up by Nintendo. One
code for Mario Golf released recently
created a speed tournament and
there’s no reason why you can’t
expect to see things like this with
Mario Tennis. The possibilities are
practicatly endless!

Look Left

As you might expect from a
Nintendo-published game, the
quality of the presentation and the
attention to detail in Mario Tennis is
second to none. The animation and
sound effects are superb but it’s the
small attentions to detail which
really make you smile. For example,
on some of the courts you have
Bobombs acting as linesmen — go
over the line during play and they
blow up to signal your mistake! What
stands out most about the game,
however, is the replay facility.

After each point is made you get to
revisit your moment of glory or
agonising defeat with a multi-angled
and overly dramatic replay. John Woo
himself couldn’t have set up the
camera shots better! Amusingly you
can also actually see these cameras
floating around on clouds during the
in-game action. In another nice touch
to the game, the cameras also zoom
in close on you just before a serve
and show your character’s pose in
exquisite detail via a small picture-in-
picture display.

Look Right

The only possible rival to this game
on the Né64 is the Hudson tennis
game Let’s Smash. Both are highly
playable but Let’s Smash just
doesn’t have the wealth of options
or the variety of characters that
Mario Tennis does. There’s a lot to
be said for Nintendo characters,
after all! Donkey Kong, Mario and
the gang automatically bring a
whole new level of fun to this game
all on their own.

Whether you like tennis games or
not, Mario Tennis has got something
for everyone. For the arcade buffs it’s
got power shots and silly games, but
for the hard-core tennis fans the ball
physics and gripping gameplay make
this more than worth the money.
Mario Tennis is another fine example
of the kind of quality games the Né64
can produce - it’s fast, it’s furious
and it’s fun: it’s got balls! W

“You get a fast and
furious game...”



CourtinTheAct! & ,
Complete the first part Of  Tavwsu 1o NTEEEEED ¥ mmm SR 15 (R ; y | l’”[
the tournament in single g \ : B, o e8| : MAGAZINE

player mode and you’re : i i | ;
rewarded with these / ; "Tn“ls
themed courts based on s . 3 i -

your chosen character!
They may look nice but
the bright colours do
tend to put you off your
game — that and the fact
that there’s a huge tennis
player below you!

L: Not used : R: Discard
Weapon

B: Strike Ball A: Strike Ball

C Up: Not used  C Down: Not used ®
C Left: Not used e C Right: Not used

[Above] On the one side you’ve got Wario TE“ “AT|“ES

and on the other a cute pink creature with a Mario Golf: Nintendo
bow called Catherine - hardly a fair match! Reviewed: Issue 29, 88%
: Let’s Smash: Hudson
Reviewed: Issue 21, 90%

RATING

{Above] If you hold down the button in-game

you can charge up the racket for a massive  [* " g B G " =
power shot to destroy your opponent! "’ L I g e mp ’cs

NN NN

New Faces

Glancing across these pages you will

probably notice that there are a few new Eame”’ay

characters in the Nintendo stable.

oA W NN NN

Challenge

This new character is a little bit strange
to say the least - the pink blob with a

horn for a nose goes by the name of

Catherine! Obviously a hip name over
in Japan!

=% I’'m not a fan of tennis in general - you
wouldn’t find me queuing for hours to
get into Centre court at Wimbledon.
That said... if Wimbledon was anything

nﬂlﬂlﬂll like Mario Tennis then | might change We’ve had Wario, but now it’s time for

my mind! This game is as addictive as | Waluigi, the evil personality of original

Rating they come! Check it out now! | plumber Luigi! He looks rather striking in sn””dhi’e-
| purple - oh and his eyes glow too! S
* * * * * -3 Roy Kimber I Extremely fun and very addictive
tennis action.
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-+ MEMORY:
Stores all the hidden
characters

~*CONTROLLER PAK

Stores special skills,
scores and Fighter’s
Arena position

%

$64,000
QUESTION

© Good fluidity of

movement

© Eleven characters to
choose from, plus
secrets

© Fighter’s Arena adds
longevity

© There are absolutely
loads of moves to learn

© Fuzzy, almost first
generation graphics

© Weak music and sound
effects

he original Fighter’s Destiny

T punched and kicked its way onto
the scene in the N64’s first year

on sale. Despite its disappointing

graphics, the game made its impact
by introducing us to a points-based
combat system. This novel idea has
been reintroduced for the sequel,
and once again, it saves the game!
The first title provided each
character with a number of
special moves and the same is
true for Fighter’s Destiny 2.
Each method earns you a score
of between one and four points.
The first person to gain the pre-
determined number of points
wins! You can knock your
opponent out of the ring, grapple
them to the ground or simply
pound them into submission. A
successful finish gains you four
points. Special moves must be
learned and they show up on your
command list once you have
completed the game.

Wanna Fight? Fight Me!
Aside from the specials, there is also a
multitude of standard moves in the
game. However, if you only play in the
1P VS Com mode, chances are you'll
never discover them all. Even in the
training mode, where you fight against
a strange robot samurai, the command
list doesn’t reveal more than a handful
of the moves. Mastering these simple
combos takes almost no time at all
and your attention then turns to the
grapples and counters.

Grapples are generally initiated by
pressing the A and B buttons in
conjunction with Up, Down, Left and
Right on the D-pad or analogue stick.

" board game —a cross

The Blue
Corner...

There are eleven fighters available in
the game to start with. The two that are
from Great Britain look rubbish. What
must the Japanese think of us?

[Above] Some of the special moves are
awesome. Saeki finishes off his opponents
in style. Check this out for a finishing move!

Saeki: Japan Adriana: Brazil

|
¥

-

. okl
i -

[Above] This is Pierre the French clown..
There’s no accounting for taste...but you
probably wouldn’t want to say anything!

.\\\hlfa'ﬁ“§
Abdul: Mongolia

“The combat
engine of
Fighter's
Destiny 2 is
sound and very
playable... ©

As soon as the move begins a
‘grapple-bar’ appears at the bottom
of the screen. Over a period of about
a second, the bar decreases in size.
The opponent has as long as the bar
remains to tap in the counter move. A
successful counter attack can itself
be countered — and each time the
maximum length of the bar becomes
shorter. This system of counters and
counter-counters is extremely L
playable — maybe other developers Plare: | France
thinking about producing a beat-"em-
up should take note!

As well as the one-player,
multiplayer and training
modes, there is a
brand new mode called
the ‘Fighter’s Arena’.
This is essentially a giant

Ziege: Germany

Meiling: China

between Soul Calibur’s quest-

mode and Mario Party. Upon starting
the arena, a large roulette wheel
appears on-screen. This determines
how many squares you can move.
Each square is adorned with the image
of a certain fighter, and he, she or it
challenges you to a duel if you happen |
to land on their space. If you fight well - &
and use a technique which impresses
the character known as the Master,
then you get rewarded with bonus
points. These are added to your vital

l oooz %7 anss| aujzeSey 79
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) FIGHTER'S DESTINY 2

Fighter's
Arena

The Fighter’s Arena is a
giant board game in
which you can discover
all the secret characters.

Ooooh! it looks just like
Mario Party, doesn’t it?

SPECIAL

Cherry is one of the
bosses. This secret
character spins around
and around and
around... it’s enough to
make you dizzy!

SONKIB T
Bl L

This is the bloke who
claims to be the Master
of all fighters. Master
this, you old freak!

Samurai returns from
the training stage to
test you on all that he
has taught you. Why
didn’t you take notes?

The French knight
Fabian is one of the
bosses in the Fighter’s
Arena.

Opinion

. Vi

1 e \\{I-j)(
[Above] Each character has an alternative
costume which can be selected by using
the R button.
statistics thus making you stronger.
Needless to say, as you progress
through the board your opponents
become stronger as well.

You Talkin’ To Me?

In addition to the normal squares in
the Fighter’s Arena there are the
Master Squares. Land on one of these
and the Master summons you for a
test of your abilities. Depending on
what grade you get, the Master then
teaches you a standard move, a
special combo or a finishing move.
Get an ‘S’ grade and you know that
you’re good!

Bizarre pink circles also pop up
every so often. Land on these and
you're treated to a challenge from the
loved-up Cherry. This character is
best described as an aging she-devil.
Don’t be deceived by her apparently
lustful promises — just put her down!

Reach the end of the board to face
three final challenges —
Rodeo, Fastest and
Survival. These are
pretty much the
same as in the
original Fighter’s
Destiny — Rodeo
challenges you to
survive for 30 seconds o
against a psychotic cow, : -
Fastest requires you to
defeat a number of
opponents within a set
time limit and Survival

FIGHTER'S AREN,

Mach Meteo Fall
448
Special

: ™
MASTER
The Mach Meteo Fa

skill is Uours,

This is my special o

~# Long-term readers will know that |
loved the first game... and | admit that |
like this one too. But (and it’s a BIG but)
it’s damn near exactly the same game
all over again! | mean, | liked it, but |
don’t want to buy it twice! Only worth
getting if you missed the first one,

% Roy Kimber

e

[Above] Pierre’s stage is like something out
of Yoshi’s Story. Saeki is too busy being
sick to worry about fighting some freak!

mode pits you against twenty
characters in a row. The latter of the
three challenges is also the toughest -
there is nothing more frustrating than
getting to opponent number eighteen
and then having to start again because
they get in a lucky strike!

Feeling Lucky, Punk?
As with the first game, Fighter’s
Destiny 2's chunky, gaudy character
design seems influenced by the Tekken
series. All the fighters also move with
the same slow-but-solid fluidity which
gives the characters a satisfying feel.
Only four characters have survived
the transition from the first game:
Meiling, Abdul, Pierre and Ninja. The
character models are more advanced
than first time around but their textures
are very fuzzy. This tends to make the
fighters merge into the similarly fuzzy
backgrounds. Each character has their
own stage, ranging from Saeki’s fiery
dungeon to Pierre’s Clown Land, and
2 they all have an alternative costume
to save on confusion when they
face off against themselves.
At the end of the day, the
combat engine of Fighter’s
N\ Destiny 2 is sound and very
' playable. It feels good and
o s should keep you going for
% ages playing against a friend but
A\ there is no excuse for the
Q? poor graphics and sound
. and the frustrating end to
the Fighter’s Arena.
There’s very little
indeed to distinguish
this from the original
game — the character of
Mou the cow for instance
is practically identical to
Ushi, the cow from the first
one! Even the Fighter’s Arena is really
just a variation on the Master
Challenge in the original title and for all
that it’s a bit more playable, it's nothing
to write home about. Ultimately, the
flaws and the lack of originality bring
the score for this game down. It’s a
shame, because the first game had
some really innovative ideas and it
would have been nice to have seen a
few of them here! Fighter’s Destiny 2
is, however, still a fun beat-’em-up and
if you never played the original, it'’s
probably worth giving it a look.

BOTIOM

= LINE

CONTROL

A:High
attack

Up: Not used e C Down: Not used ®
Left: Not used ¢ C Right: Not used

D: Forwards,backwards, § 4B Z: Not used
jump, duck. =

Super Smash Brothers: Nintendo
Reviewed: Issue 24, 87%
Fighter’s Destiny: Ocean
Reviewed: Issue 11, 92%

(©
¢

RATING
Graphics

NN

Audio

Gameplay

Challenge

NN NN
OVERALL

Soundbite:

A massive spoonful of gameplay saves this
otherwise functional beat’-em-up.




EVERYTHING YOU WANTED TO KNOW ABOUT GAME BOY!

elcome to a new area
w of 64 MAGAZINE. The
following pages have

now become an enclave of our
sister magazine, ToTAL GAME Boy
CoLor — think of it as a Game Boy
Color embassy in N64 country!
This means that for the next
seven pages, all content comes
under the auspices of the best-
selling Game Boy Color magazine
on the market. Each issue, this is
the place to find all the latest
news and reviews on the newest
Game Boy Color titles — enjoy!

What It All

M i s
eans.:
The scoring system for ToraL Cool Bricks
GAME Boy CoLor reviews is fairly -
sim.ilar to the N6.4 one, but to , , Gold And Glory:
avoid any confusion, here’s a : % : Road To El Dorado
quick explanation... * : - F o

“I“Fﬂ Alfred’s Adventiire

Link cable Can }/ou p:?y; two- Mayim’ ﬂmﬂ

ayer link-up? )
Infrared Doesp th¥3 game uge s ‘ | I u
the infrared facility? UMMMB’?W”

Built in rumble Some games “Esnn“
have their own rumble.

Saves? Does it save to cart or
use a password?

Publisher The company
selling the game.

Developer The company that
wrote the game.

Game Type What kind of
game is it?

© The pros and cons of the
game summarised for
easy access! If you can’t
be bothered to read the
whole review, this gives
you a fair idea of the
high and low points.

hAME BIN' ON SALE NOW!

if you want more Game Boy

Colour action, look out for o
the latest issue of ToTaL GAME o

Bov CoLoR, on sale now

I S— ggf,ggtgb

- Is! wa visual masterpuece, /‘I?llﬁl;yAplonky audmgarbage
or a dated pile of poo? " ormusicto your r éars?: Like our Né4 reviews, this isn’t an
average of the other scores but it is a

n nll-l“ﬂ definitive rating of the game. Anything
over 90% is great, 89%-70% good and

below 70%... well, it’s not the best
Gamenlav °

c”a”e”yg game on the market, that’s for sure!
The most important element | 7 How long will th ) N Soundbite:

—isitfun to play,.or pants? : 4 lars‘you If you really can’t be bothered - this sums it
up in one easy-to-read sentence!

competitions!



[left] This is a shot of the PlayStation _

CLASSIC
GAMING
EXPO

version. For the Game Boy Advance
the backgrounds would have to be 2D.
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It’s Gonna Be A Classic...

The Classic Gaming Expo took place at the end
of July in Las Vegas. This was a special event
where fans of ancient consoles - such as the
Jaguar, the 3DO, etc — got together and talked
for long periods of time about the ‘good old
days’ of programming. Not a place for us to
be? You’re wrong! There were an awful lot of
developers there, including several who
regularly churn out titles for the Game Boy
Color. When the subject came up, they all got
very excited about the upcoming Game Boy
Advance, as apparently they can’t wait to get

[lGWS views, exclusives, gossip aml competitions!

their hands on it!

-

Triple Whammy!
Konami has announced that they are
currently developing three titles for Game
Boy Advance. These are Golf Master, Konami
Wacky-Racing and the PlayStation hit Silent
Hill. Konami has always been amongst the
first to test out new machines and it’s great
to see them supporting Nintendo’s new
handheld so strongly. All three titles are
apparently playable at Spaceworld.

v -

it1i Be Bigger Than The Hula Hoop!

Every time you've look
towards Nintendo for the
next big thing, chances are
you will have had ‘Dolphin’
slapped right inyour face.
And yet the next console to
hit the streets is not going to
be the fabled Dolphin/Star
Cube/Whatever-The-Hell-
They-Decide-To-Call-It, but
the rather groovy looking
Game Boy Advance.

Having been kept under
wraps for some time now, the
fourth Game Boy console
gets its official unveiling at
Spaceworld, giving everyone
a chance to find out how it

performs and thus estimate
just how massive it might
turn out to be. Prior to the
Spaceworld show, Nintendo
had issued a poster that
teased us with a tiny glimpse
of what the GBA might look
like and although none of the
designs were confirmed, they
do hint at the style of the
machine. Forget about the
outside though, it's what’s
inside that counts and on
that front the Game Boy
Advance promises to deliver!
The graphics are above
that of the old non-portable
SNES console and the GBA is

far more powerful. How much
more? Well the carts go up to
a staggering 256MB in size
(although most of the early
games will be either 64 or
96MB). If those numbers
mean nothing to you, then
think of it this way: eventually
games for the machine will
be of the same size as Zelda
64 - can you imagine it?

Last we heard, most game
developers had received the
GBA development kits and
those we've spoken to are
drooling at the mouth in
anticipation of what they can
do with the new technology.

News is also in of a new
Kirby game for the Game Boy
Advance that uses a ‘tilt’
cartridge, which means you
control the action by
physicatly moving the
console. So far it all sounds
pretty damn special. But hey,
don’t just take our word for it,
check out these screenshots!

Nintendo And Namco
Make Up

Relations between the two big ‘Ns’ hasn’t exactly
been great since Nintendo opted to go with the
current cartridge format for the Né4 (judging
by the lack of Namco titles) but that
appears to be changing. As well as
developing Tales Of Phantasia for the
Game Boy Color, Namco is apparently
now looking for someone to do a port of £Y
Tekken on the Game Boy Advance! Y

We’ve got five deluxe Pokémon Game Boy Color carrying
cases (worth ten whole English pounds each, less a penny)
to give away to any 64 MAGAzINE readers that fancy them!
These cases are... erm, stitched together with cotton and
stuff, have pictures of Ash and various Pokémon on them,
and contain enough empty space inside to carry not only
your Game Boy Color, but also the odd game and useful
accessory! How could you possibly not want one of these?

To win one, simply stick the answer to the following
question on a postcard and send it to: It’s A Carry Case!
Compo, 64 MacaziNg, Paragon Publishing, St Peters Road,
Bournemouth, Dorset, BH1 2JS, to reach us no later than 5
October 2000.

QUESTION: WHAT IS THE POKEMON GAME BOY COLOR
CARRYING CASE DESIGNED TO CARRY?

A: Large vegetables

B: Game Boy Colors ’n’ stuff

C: The complete works of Tom Clancy
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e e No hat would happen if you :

Balltmumile i crossed The Land Before Time
v with Rambo? Well, putting the

moral implications to one side, it
would be fair to say that you would

Passwords
Acclaim

Saves?
Publisher
Developer Bit Managers
Game Type Scrolling
beat-'em-up adventure

a 1,00 0
QUESTION

© Easy to get to grips with
© Simple and basic

© Simple and basic!

@ Graphics your Amstrad

- CPC wouldn't envy

RATING
Graphics

RATING
Eamanlav

» Turok 3: Shadow of Oblivion

end up with Turok 3 on the Game Boy
Color, which plays like a “no thrills”
edition of the N64 version. Stripped of
the Doom-style mayhem it’s known for,
Turok 3 limps onto the small screen
with gameplay that makes Pokémon
Stadium seem complicated. Compared
to the recent Tomb Raider and Wacky
Races conversions, there seems to be
really no excuse for this kind of poorly
conceived platform game.

Jurassic Pork
Once again the human race is having a
bit of a tiff with the dinosaurs and it’s
stopping everyone enjoying tea in the
park. It’s up to your two thumbs to
bring an end to the war by shooting a
big gun and running in one direction for
a long period of time. As far as the
gameplay goes, that’s pretty much your
lot. In between the regular bouts of
action you do get to do a bit of driving
(and shooting) in either a tank, a speed
boat or a car, but these episodes merely
serve as a bridge between levels.
Admittedly there are enough levels
to keep you going and plenty of
weapons to choose from, but these
small virtues are undermined by all
that is bad about the game. Getting

“Bring an end to the war
by shooting a big gun!”

Audio

e gee

l.'hallenye

Snundhlte.

[Above] This is a scene from America’s
cosiest ram-raiding accidents!

[Above] Who’s the daddy now? Come on,
I’ll take you all on!

through the various stages is
extremely irritating due to the
constant onslaught of your opponent’s
legion of heavies. This is especially
annoying when the task in the level is
to completely destroy a certain
number of specific objects and you
lose track of what or where you are
because you are constantly having to
fend off the enemy. Buy it if you want,
but consider yourself warned! m

OVERALL
SCORE s,

Dull, repetitive and not a patch
on the N64 version.

‘A uanL

-
o
=
2
]
B
s
-]
3

&

000z Y717 anss| aujzeSey 79




1aquiny foy

3

64 Magazine Issue 44 2000

Link cable

Infrared No
Built in rumble No
Saves? Passwords
Publisher SCl
Developer Pukka Games
Game Type m

b
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© Incredibly addictive
@ Top music/sound effects

© Well suited to the Game
Boy Color

© Can get repetitive

Anybody remember Arkanoid?

long time ago in a galaxy... er,
Ahere, there lived an arcade game

called Arkanoid. Simplicity itself,
this game involved using a moveable
bat to smash various coloured bricks
with a ball. The unique selling point
of the game was that every so often
one of the bricks released a power-up
which affected the bat or the ball in
some way and thus added variety to
the gameplay.

Why are we burbling on about an
old arcade machine you ask? Well it’s
because Cool Bricks - to all intents
and purposes - is Arkanoid. If there
were an Arkanoid lookalike contest
tomorrow, Cool Bricks would win,
buttons down.

Now don’t get us wrong, we’re not
being critical here, because a game

that’s like Arkanoid is no bad thing at
all. In fact it’s a very, very good thing,
providing that it’s been implemented
properly... and thankfully Cool Bricks
has been.

Chilly Blocks

The aim of the game is simple: destroy
all the bricks on the screen and
proceed to the next level. To start with,
the ball moves slowly and the bricks
are in fairly mundane lines. As you
move up through the levels though, the
ball starts to move faster and the bricks
appear in more and more complex
formations, with indestructible blocks
making the whole thing more
complicated. As you play through,
various power-ups drop from some
bricks when you smash them. These can

“An incredibly enjoyvable game

[Above] Catch an alarm clock and the ball
gets all sleepy - which stops it moving.
This is only really useful if you fancy
having a bit of a rest.

RATING
Graphics

- llllﬂﬂSSlhle 1o put down...”

[Above] Here the alien has picked up and
spewed out multiple balls, one of which
has released a rocket power-up. It’s all-go
around here, you know!

gee gee

RATING
Gamenpiay

Challenge

------

SCORE ﬂﬂnﬂﬂﬂ
R - B

[Above] The L-plate which you see here
slows the ball down for all the
beginner bat-drivers out there.

be helpful - like laser guns, missiles,
grenade launchers, larger bats or
multiple balls — or more of a hindrance,
like reversed controls and a stunned
bat. You also get alien creatures and
flying saucers, which do their best to
cause trouble by getting in the way of
the ball.

Cool Bricks is an incredibly enjoyable
game, which is almost impossible to
put down once you'’ve started playing
and due to its simplicity, it’s extremely
well suited to the Game Boy Color. It
doesn’t require a lot of thought but
it’s darn good fun! W

OVERALL

21 Soundite:

Tremendously fun game with balls!




[Below| This is what the
game is all about - if you
can’t find all the pieces of
the map then there’s no
hope of finding El Dorado!
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Link cable
Infrared Yes
Built in rumble No
Saves? Passwords
Publish Ubi Soft

Developer Planet Interactive
Game Type Platformer

5L
QUESTION

© Easy controls

@ No puzzles

@ Just another platformer
© Gets very repetitive

» Gold and Glory' EI Dorado

REVIEWS;
MAGAZINE

Gold And Glory:
The Road To El Dorado

A pocketful of gold?

videogame deal on a big
nanimated Hollywood movie is

almost a licence to print
money. After all, a well-known hero
from the big screen is more likely to
sell games than a faceless
newcomer. The problem is that most
of the time it's used as a blatant
cash-in and unfortunately this
appears to be the case with Gold
And Glory: The Road To El Dorado.

It's not that this game isn't

playable because it is, and the
controls are nothing to complain
about. It's just that the whole game
seems a little uninspired - and
that’s saying something considering
it's based on a major film! The
puzzles are more or less non-
existent and the levels, although

colourful, quickly get boring and
repetitive. In fact there’s nothing
really here which would encourage
you to come back to play over time.

Gold To Lead
On the plus side, the controls are
easy to use and the basic gameplay
is sure to make this a hit with the
kids. To try and keep people coming
back for more, Planet Interactive has
included the chance to play as either
Tulio or Miguel (the two major
characters in the movie) on each
level. Alas this is an opportunity
wasted, as they both handle the
same and both have the same
moves!

Gold And Glory: The Road To El
Dorado is enjoyable for a few

“Ir’'s just that the whole yame
seems a little lllllllSﬂll’Gd...
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RATING
Graphics
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RATING
Gameplay

EEERHEE R
“'l' doe

[Above] On one of the levels you are
pursued by a huge bull which fills up the
entire right-hand side of the screen!
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[Above] Rell out the barrel... and we'll have
a barrel of fun... unless it knocks us flying
head over heels that is!

O3S

minutes but if you're after a lasting
challenge then look elsewhere! The
lack of puzzles and variety really
does hamper any chance of real
enjoyment here. You may be
chasing after the gold in this game
but all you get is bronze - Gold
And Glory: The Road To El Dorado
is far from a must buy. W

OVERALL
SCOREs,

' Soundbite:

An average platformer which
fails to amaze.
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P ALFRED'S ADVENTURE

REVIEW/

This chicken sure ain't.. er chicken!

Link cable No

Infrared No

Built in rumble No

Saves? Passwords

Publisher scl
per Mobius E

Game Type Platform

© Funky, chunky graphics
© Simple enough gameplay
© Repetitive play

© Music? you could call
it that!

,,,,,,,,,,,,,,,
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Mekka-Chickens are up to no

good again. They’ve captured
Billy Egg and are planning to
perform all kinds of ungodly cloning
experiments on the poor little guy.
And due to the fact that Alfred’s
name is on the box, it’s up to him
(well... you really) to save the day.

In true platform fashion, you must
jump, dive and peck your way through
11 levels of balloon-bursting
craziness. To be honest, it doesn’t get
much more complicated than that, but
it is the Game Boy Color after all!
Luckily, every now and then the odd
level throws a nice surprise at you.
One minute you're running away from

I t seems that those dastardly

(|

A Thmd =t
l‘ez { |
4]
[Above] It’s the Kentucky Fried Choinsow

Massacre... luckily Alfred’s managed to
find himself a can of pop!

RATING
Graphics

RATING
Gameniay

a chainsaw-type instrument of doom
and the next you're involved in a
lovely piece of puzzle solving. The
levels themselves are just long
enough to sustain interest, and
passwords come at the end of each to
keep you from sitting in front of that
small screen for hours on end.

Run, Chicken, Run!

Alfred’s Adventure is well designed
and looks rather special, with big,
juicy graphics that even those of you
with poor sight should enjoy. It’s not

[Left] What’s
\ stranger? A midget
i 5y BN whale or a chicken
with scuba diving

gearon?

shy in the colour department either,
with each level erupting with more
hues than a B&Q paint chart!

Okay, so it’s not the most difficult
game ever and if you have nothing
better to do you could complete itin a
day or two. Then again, that all
depends on who’s playing it and if you
haven't guessed by now, Alfred’s antics
are probably aimed at the younger
gamer rather than your average Final
Fantasy enthusiast. Still, how many
times in your life do you get to say that
you have power over chickens? W

“Looks rather special, with big,

-

[Above] A touching sight! A chicken in an
eggcup watches over two sleeping
clockwork mice - weird or what?

Audio

Challenge

Juicy graphics...”

A

4

i

[Above] Hey baby, what’s your star sign?
Mine’s Pyrex don’t cha knowl! (Paul.. ore
you on something? - Roy.)

OVERALL
SCORE

¢ 2ege Soundbite:

Finger-lickin’ good fun!




[Below] Not the time to tell her [Below] Here is the motley crew
that her important operation has that you have to choose from.
been cancelled! They are all wanted felons!
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Magic? You could call it IRAL.. % couviciiesioicer.” NINHI

because the manual forgets to include Vink cable

ill you be the next Magical dream come true! The tournament a characters section. Bar the variety of Infrared
w Drop master? Possibly, but itself is a Tetris-style puzzle that balloon types and special combos, Built in rumble

judging by this game it won’t  involves grabbing various coloured there is nothing here which you haven’t FEE No save facility
be a life-changing event and besides,  balloons from a grid and shoving then  seen in other similar releases. LOANT O s ee iy
do you really want to be the master of into a vertical link of three or more of The game can be enjoyable for a Developer o alY
all balloons? Think of the power! the same colour. Once that is done, while but when you realise that you Samedyes R
Think of the money! Think of having they pop and are replaced by even could be playing for hours with no real
to dress up like a clown for children’s  more of the same. : end in sight, your interest in becoming
birthday parties and twist said : the Magical Drop master will pop like a
balloons into amusing animal shapes! Up, Up And Away! balloon. Despite the game’s attempts

Actually, according to the legend To make it a little more interesting you  to add something different, most of the
(sorry, manual) the Magical Drop isa  can choose from a range of characters time you won’t even know when these
book that, if won in a tournament, that each have their own strategies and  differences appear because you’ll be
grants you the power to make any traits. However, unless you get really too busy focusing on the basic grab 'n’

stack gameplay. Magical Drop? You’ll

“You'll like iL.. but not a lotI”  ici..bunotalot Q$||ES'|10N

© Fast, colourful and
very frantic

© Print scores on your
Game Boy printer!

© Standard puzzle game

@ Doesn’t maintain
interest too long

1000
01

RATING
e wd 's’gf;%'rﬁf

’nother... brick in the
wall. That’s what hap-
pens when you get on
Handy Andy’s nerves.

RATING
Gameniay Challenge

CEEFEEFEEEE

Balloons burst, points scored,
job done!

000z % anss| auizeSew %9




R uanm

uospieyay NN

g

64 Magazine Issue 44 2000

3G -
L I
0w
£ -
[
H o
Howw
H n
G L L

8 10

G L L] Houore
G L L
G M
oy
il iy
.-

[0 - o}

AP IROVE LG B CSCLTEYED

ver ;mo(

=
11
He3ed
e

Tactics

. [MAGAZINE

[Below] With a tap of the Start button
you can kick off an instant replay and

control the speed of it with Select.

RIS

CCAREONDT

v
onRe

Yen

[Below] If you're lucky enough to get a
penalty, you have to judge where to

kick the ball with a small speedlny dot.
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T he strenuaus sport of foothall made a little less lll’llly...
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Link cable
Infrared No
Built in rumble No
Saves? To cart
Publisher Ubi Soft
Developer Live Media
Game Type Sports

S
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@ Great gameplay

© Lots of options

© Dodgy sound effects
© Can be too easy

s if the idea of turning a

sport into a computer game

weren't lazy enough, now you
can even play at being a football
manager! In O’Leary Manager 2000
you’re the bloke who sits in a
chair and orders your favourite
football team around. How much
more distanced could you get from
actually running around on a field?

Despite the fact this is a

management title you do still get
to play the games yourself — which
is a good thing. If you want to you
can just sit back and handle all the
club’s finances, tactics, transfers,
training and so on. If, on the other
hand, you prefer a little more
action, you can also opt for the

EYERTON 1
LIVERDOOL o

RATING
Graphics

RATING
Gameniay

CEEEEEEEEE

career mode which lets you go
through the game as both manager
and player. There’s also an option
to just play a quick arcade game,
and this one allows you to play
link-up against a friend.

It's actually worth sacrificing a few
management options to play the
career or arcade modes, as the main
footy modes are very enjoyable to
play. If any of you are old enough to
remember Sensible Soccer, imagine
having a hand-held version of that
and you get the idea. Those who do
will be watering at the mouth right
about now and rightly so! The
controls are responsive and smooth
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[Above] Lots of fouling going on - footballs

just not what it used to be in the old days!

o

and every game plays like a dream.

O’Leary can be a little easy but
once you realise there are different
difficulty settings, the challenge is
there for the taking. The problem is
that you have to turn the CPU’s skill
up to ‘super’ in order to have a really
good game!

The only thing which really annoys
about O’Leary comes when you turn
up the sound. The moving ball
sounds like a bad pinball machine
and the crowd’s cheering is just like
hearing interference on a badly tuned
TV! If you can forgive these small
gripes, though, then O’Leary Manager
2000 is one of the best football
experiences you can have.

OVERALL
SCORE g,

Soundhite:

~ All the excitement of football in
the palm of your hand!



Osney Hill Farm Business llnns( e 3
Witney, Oxon 0X8 6P} F -

FAST DELIVERY ALL ITEMS GUARANTEED!

ON COLOR GAMEBOY

ONLY £29.95 EACH

Pokemon Gold & Silver ....£29.95
Pokemon Attack (Due Soon) ..ECall
Pokemon Pinball (Due Soon) ..£20.95
Pokemon Trading Card Game £29.95
Zelda: Trilogy Games

PLEASE CALL FOR
A FULL LIST OF
GAMES ETC

Postage & packing is
£1.95 per order.
Please send registered cash,
cheque (Please put cheque
card numbers on the back),
£7.95 postal orders to:

Pakemen acing G‘:;:::yo:fﬂ::,:td'

Business Units, Witney,
Please Call for details

Oxon OX8 6PJ.
Single Cards & Packs available Mon - Thur 10.00am - 8.00pm
Series 18 2 Jungle & Fossil

Toom Rockit Gym Fri - Sat 10.00am - 6.00pm

e 11 0845 6011028

unnwm'-.m..mm-mnmmi-pum

Gameboy Slip Cases.............

Pokemon Snap
Pokemon Stadium
Star Wars Episode 1 lmr .£14.95

CHEAP CHAT! B #Y0f A

Live 1-2-1
at only

L3S0 350 685 |

“CALLERS MUST BE OVER 18!” “CALLERS MUST BE OVER 18!”

Po Box 1896 London WC1N 3XX. Calls cost 35p per
min. Live calls recorded. Callers must be over 18!

Gul Box 5306 WC1N 3XX. 09069 Calls Cost 75p/min.
Live calls recorded. Callers must be over 18!

THE FUNNIEST WAY TO WIND UP A FRIEND!/

CALL ONE OF THE
NUMBERS BELOW,
PUT IT THROUGH . |
TO A MATE.

- THEN WAIT FOR
THE REACTION

IRATE DELIVERY DRIVER
09060 191569

MR. FURY

09060 191566
THE DETECTIVE
09060 191567
MR. STAMMIR MY DAUGHTER'S PREGNANT
09060 191568 09060 191570

Calls charged at £1/min at all times. Jokelines, P.O. Box 43, Warminster, BA12 7PP
Please seek permission of person paying the bills before calling.

A SIMPLE CALL AND YOU’ VE GOT THE CHEAT.'

A Excitebike 64 Mission Impossible Super Smash Bros

ABug’s Life P T

Armorines

Army Men Series
B

F
F1 World GP
FIFA99, 98 & 64
F Zero X

Perfect Dark 1080 Snowboarding
Pokemon Snap  Tarzan
Pokemon Stadium  Tony Hawk's

G Premier Man, 64 Top Gear Rally 1&2
Gauntlet Legends o] Turok 18 2
Goldeneye Quake 2 & 64 Turok Rage Wars

H R v

Banjo Kazooie

Blast Corps

Body Harvest
c

Rainbow 6

Resident Evil 2

Ridge Racer 64
S

Castlevania
Castievania: L of D
C&Ch4
Cyber Tiger

D

Vigllante 8
Vigllante 8 2nd Off
VRally'99

W

Hybrid Heaven
|

Int. Super. Soccer
15598
J Shadowman WCW Mayhem
Jet Force Gemini ~ Shadow of Empire  WCW Vs NWO Rev
K Snowboard Kids ~ World Cup’98
South Park WWF Attitude
South Park Rally ~ WWF War Zone
Star Fox WWF Wrestiemania
Star Wars: Racer X
S.W. Rogue Squad Xena Warrior Pcess
Super Mario 2

Destr. Derby 64

Diddy Kong Racing

Donkey Kong 64

Doom 64

Duke Nukem 64

Duke Nukem: ZH
E

Killer Instinct Gold
L
Lego Racers

Mario 64

ECW Hardcore Mario Karts

8 \

TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL - PRESSQ TO RESTART SERVICE  PRESS 9 T0 MOVE BACK A STEP

DC - GBC - N64 - PC - PSX - P52 - SATURN

INTERNATIONAL ACCESS:
+44 (0)700 5900 020

MOBILE PHONE ACCESS:

0700 5900 615

Please ensure you have permission of the bill payer. Calls to the under 16 number have a maximum cost of £3.00 and will be
terminated by forced release after 5 minutes, No restrictions apply to the over 16 number, Ensure you are calling from a touch
tone phone. Please put comments or queries in writing to Interactive Telcom Ltd,, 8 Grants Walk, PL25 5AA or call our

Customer Service: 08700 885 656
Grab a free magazine af wwwicheafsunlimited.com

170

PERSONS AGED UNDER 16 CALL THIS NUMBER ONLY

09066 098 024

Calls fo the above numbers cost 60p per minute
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Take your place on the paper poa mitnatis...

has been laid down to you all by Jon Burrows, all the way over in

Queensland, Australia! Another thing worth mentioning this issue
is the impressive Jeff and Barry racing times from Jet Force Gemini. The
person who can step up and take a bow this month, however, is
Stephen Hill from Kent who has achieved some mightily impressive
times on Star Wars: Episode One Racer and Zelda. Congratulations
Stephen, a steering wheel is on its way to you now — maybe you can
even improve your times with it!

Enter The Zone!

Follow these easy steps to achieve entry to the 64 MacazINE

annals of fame:

@ Get a top score or time
on an N64 game -
without cheating!

@ Use a camera or a video to
record your time.

@ List all your scores on a
sheet of paper, along with
your name and address.

“ urrah! We've had our first ever times in for Perfect Dark! A challenge

@ Send the proof of your
prowess to:

64 ScoreZone

64 MAGAZINE

Paragon House

St Peters Road
Bournemouth BH1 2JS

@ Include an SAE if you want
your photos/videos back.

New Games Needed!

We’ve had some good scores for Tony Hawk’s this month but we want
to see more! Plus, get those times and scores in the post for Hydro
Thunder, Ridge Racer, International Track And Field, Asteroids 64,
Resident Evil 2 and Jeremy McGrath Supercross. Your country needs you!

Llegend Of Zelda

BIGGEST FiSH 0:46 David Ryan, Derby
24 Pounds Harris Shackleton, Halifax 0:47 Matthys ten Ham, The Netherlands
24 Pounds Matthew Thompson, Cookham 0:47 Philip Longhurst, Sudbury

24 Pounds Gareth Haynes, Droitwich HORSEBACK ARCHERY
23 goungs Be:g}é l!avil(d?{x,bcbheshum 2000 points Mark Nicol, Western Australia
AULOMICS BV Ltk eani 2000 points Matthys ten Ham, Netherlands
MARATHON RACE 2000 points Chri;topher Ryag, Derby

. ili 2000 points David Ryan, Derby
s FultR onRRUIE SUdbuly 2000 points Jan-Erik Spangberg, Sweden

1:02 Davlid Ryan, DevbY
1:04 Karl Jobst, Australia
1:03 Mark Nicol, Western Australia E?:VEYAtherfeAnCHEm Kent
1:06 Matthys ten Ham, The Netherlands 0553 David Ryan, berby
HORSE RACE 0:56 Darren Harris, Birmingham
0:46 Mark Nicol, Western Australia 0:58 Tammy Harris, Birmingham
0:46 Michael Tokarz, New South Wales 0:59 Martin Hurley, St Helens
RAMBI ARENA ROME B
g:g ’S(fgnc'x‘r?ggg‘g’;‘ '?Val"aselg;ley 01:43:04 Bjorn Bem, Wolverhampton
202 James Eyre, Leicester |
202 Chris Webb, Gloucester
190 Kimmo Kartasolo, Finland
ENGUARDE ARENA
365 Sean Matthews, Paislehy
255 James Eyre, Leicestershire COMPLEX
Anth Hooley, B t G
330 Trent Green, Australia Darren Hans, Bimingham
250 Chris Webb, Gloucester Thomas Munn. i.eicester
JETPAC ARCADE GAME COMMUNICATIONS CENTRE
661910  James Eyre, Leicester 0:47 Darren Harris, Birmingham
655360 Jeffery Van der Aa, Netherlands °f58 T?D"“’Z Munn,kLe:cester
50650  Trent Green, Australia 2359 Alexander Cook, Leeds
31060 Anthony Hooley, Breaston INTELLIGENCE CENTRE
1:33 Darren Harris, Birmingham
DONKEY KONG ARCADE GAME 137 Alexander Cook, Leeds
52900 Yihannis Zé’;“’sl’ Cyprus 1:40 Thomas Munn, Leicester
52400 Chris Webb, Gloucester
30600 John Lambregts, Holland STROGG ‘D)UTPgST- fhaly
30500 James Eyre, Leicester g~3[3) Alaerr:rn\d args. Eni_mn:jgsham
) . xander Cook, Lee
19100 Jeffery Van der Aa, Netherlands 0225 Thomas Munn, Leicester

Perfect Dark

DATADYNE CENTRAL
0:43 Jon Burrows, Queensland

DATADYNE RESEARCH
2:08 Jon Burrows, Queensland

DATADYNE CENTRAL
1:40 Jon Burrows, Queensland

CARRINGTON VILLA
1:36 Jon Burrows, Queensland

CHIcAGO
1:28 Jon Burrows, Queensland

G5 BUILDING
2:39 Jon Burrows, Queensland

AREA 51: INFILTRATION
1:58 Jon Burrows, Queensland

AREA 51: RESCUE
2:53 Jon Burrows, Queensland

AREA 51: ESCAPE
1:50 Jon Burrows, Queensland

AIR BASE
1:50 Jon Burrows, Queensland

AIR FORCE ONE
2:10 Jon Burrows, Queensland

CRASH SITE
211 Jon Burrows, Queensland

PELAGIC 2
2:10 Jon Burrows, Queensland

DEEP SEA
5:27 Jon Burrows, Queensland

CARRINGTON INSTITUTE
1:26 Jon Burrows, Queensland

ATTACK SHIP
3:48 Jon Burrows, Queensland

SKEEDAR RUINS
2:53 Jon Burrows, Queensland

MR B’S REVENGE
1:58 Jon Burrows, Queensland

Maian SOS

2:55 Jon Burrows, Queensland

THE DUEL
0:04 Jon Burrows, Queensland

/

Tony Hawk's Skateboarding

WAREHOUSE
7898079 Chris Webb, Gloucester

ScHooL
4758731 Chris Webb, Gloucester

SKATEPARK
4157821 Chris Webb, Gloucester

MaLL
3927417  Chris Webb, Gloucester

DOWNHILL JAM
1819142  Chris Webb, Gloucester

BURNSIDE
7298717  Chris Webb, Gloucester

STREETS
3385784 Chris Webb, Gloucester
2989177 Martin Hurley, St Helens

DowNTOWN
1533868  Chris Webb, Gloucester

ROSWELL
15684647 Chris Webb, Gloucester
14799103 Martin Hurley, St Helens

Star Wars: Episode One Racer

ANDO PRIME CENTRUM
3:04:033 Stephen Hill, Kent
3:33:629 Darren Harris, Birmingham
3:33:500 Chris Perry, Cambridge

BEEDO’S WiLD RIDE

3:06:411  Stephen Hill, Kent
3:34:998 Darren Harris, Birmingham
3:35:652  Chris Perry, Cambridge

BOONTA TRAINING COURSE
01:53:644 Darren Harris, Birmingham
01:53:851 Luke Sutton, South Australia
01:54:023 Chris Perry, Cambridge

EXECUTIONER

4:39:014 Stephen Hill, Kent
5:00:653 Darren Harris, Birmingham
5:01:034 Chris Perry, Cambridge

MALASTARE 100

2:03:049 Stephen Hill, Kent
2:14:014 Darren Harris, Birmingham
2:25:364 Chris Perry, Cambridge

MonN GAZzA SPEEDWAY
0:47:409 Stephen Hill, Kent
0:51:297 Darren Harris, Birmingham
0:55:894 Chris Perry, Cambridge

SCRAPPER’S RUN

2:26:855 Darren Harris, Birmingham
2:27:602 Chris Perry, Cambridge
2:36:542 Andy Murray, Bournemouth

VENGEANCE

4:18:857  Darren Harris, Birmingham
4:22:203  Chris Perry, Cambridge
4:59:217  Andy Murray, Bournemouth

Top Gear Rally

COASTLINE
02:25:83 Gavin Deadman, Biggin Hill
02:34:75 Chris La Rosa, Hundelton
02:37:07 Chris Dunn, New Leake

02:39:50 Kristoffer Thorbjornsen, Scotland
03:40:42 Jason Larosa, Pembroke

STRIP MINE

02:01:80  Andrew Wetherell, Sandhurst
02:04:20 Chris La Rosa, Hundelton
02:08:76 Michael Tokarz, New South Wales
02:43:03 Chris Dunn, New Leake

02:52:79 Jason Larosa, Pembroke

JUNGLE

03:24:50 Gavin Deadman, Biggin Hill
03:29:74 Chris La Rosa, Hundelton
03:38:90 Michael Tokarz, New South Wales
04:15:73  Chris Dunn, New Leake

05:10:74 Jason Larosa, Pembroke

MOUNTAIN

03:59:70 Gavin Deadman, Biggin Hill
o4:11:05  Chris La Rosa, Hundelton
04:52:82  Chris Dunn, New Leake
06:13:83  Andy Green, Kent

06:29:16  Kuljit S Athwal, Dundee

DESERT

03:53:54 Gavin Deadman, Biggin Hill
04:02:57 Chris La Rosa, Hundelton
04:45:18  Chris Dunn, New Leake
05:56:59 Andy Green, Kent

06:05:43 Kuljit S Athwal, Dundee

Gry1

1:45:65  lan Lawlor, Churwell
2:02:98  Jon Burrows, Queensland
2:03:91  Sam Doyle, Glossop
2:05:81  Michael Williams, Exeter
2:08:73  Joe Young, Bickerton
City 2

3:07:66  Jon Burrows, Queensland
Gty 3

1:58:36  Jon Burrows, Queensland
DESERT 1

1:59:60  lan Lawlor, Churwell
2:00:95  Jon Burrows, Queensland
2:02:88  Michael Williams, Exeter
DESERT 2

1:54:70  Jon Burrows, Queensland
DESERT 3

2:27:18  Jon Burrows, Queensland

SPACE STATION 1
1:44:58 lan Lawlor, Churwell
2:06:30  Jon Burrows, Queensland

SPACE STATION 2
2:15:95  Jon Burrows, Queensland

SPACE STATION 3
2:49:41  Jon Burrows, Queensland




o

IN
ASSOCIATION
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Goldeneye

FACILITY — 00 LEVEL!
0:48 David RYan. Derby

0:51 Arif Mollah, Rochdale
0:55 Jon Burrows, Queensland
0:56 Richard Dunn, New Leake
0:57 Ben Kitchin, Australia
BYELOMORYE DAM
0:52 David and Christopher Ryan, Derby
0:53 Arif Mollah, Rochdale
0:53 James Eyre, Leicester
0:53 Jon Payne, Derby
0:53 Timothy Darling, Kent
FaciLity
0:39 David Ryan, Derby
0:40 Jon Burrows, Queensland
0:44 Luke Sutton, South Australia
0:45 Richard Dunn, New Leake
0:45 Arif Mollah, Rochdale
0:51 James Eyre, Leicester
RUNWAY

} o:23 Jon Burrows, Queensland
0:24 Karl Jobst, Australia
0:24 Michael Williams, Exeter
0:24 David Ryan, Derby
0:25 Matthys ten Ham, The Netherlands
SURFACE 1
0:57 Jon Burrows, Queensland
1:01 Magnus Smith, Burra Isle
1:02 David R\{an, Derby
1:04 Arif Mollah, Rochdale
1:06 Luke Sutton, South Australia
BUNKER 1
0:17 David Ryan, Derby
0:19 Jon Burrows, Queensland
0:19 Chris Stuart, Peterhead
0:19 Arif Mollah, Rochdale
0:19 Karl Jobst, Australia
LAUNCH SiLO
1:02 David Ryan, Derby

6 Arif Mollah, Rochdale

1:06 James Eyre, Leicester
1:08 Ben Kitchin, Australia
1:09 Luke Sutton, South Australia
FRIGATE
0:24 Jon Burrows, Queensland
0:25 Magnus Smith, Burra Isle
0:31 Karl Jobst, Australia
0:31 Matthys ten Ham, The Netherlands
0:32 Stephen Hill, Maidstone
SURFACE 2
0:54 Jon Burrows, Queensland
0:56 Karl Jobst, Australia
0:57 Danny Dunn, New Leake
0:57 Sam Doyle, Glossop
0:57 Matthys ten Ham, The Netherlands
BUNKER 2
0:20 David Ryan, Derby
0:22 Arif Mollah, Rochdale
0:23 Luke Sutton, South Australia
0:24 Christopher Ryan, Derby
0:25 Jon Burrows, Queensland
STATUE PARK
2:30 Jon Burrows, Queensland
2:33 Karl Jobst, Australia

2:37 Matthys ten Ham, The Netherlands
2:38 Danny Dunn, New Leake

2:38 Arif Mollah, Rochdale

MILITARY ARCHIVES

0:16 David Ryan, Derby

0:16 Jon Burrows, Queensland

0:17 Chris Stuart, Peterhead

0:17 Arif Mollah, Rochdale

0:17 Christopher Ryan, Derby
STREETS

112 Jon Burrows, Queensland

1:14 Danny Dunn, New Leake

1:16 Karl Jobst, Australia

117 Matthys ten Ham, The Netherlands
217 Andrew Joules, Weston-Super-Mare
DePOT

0:22 David Ryan, Derby

0:22 Jon Burrows, Queensland

0:23 Chris Stuart, Peterhead

0:23 Arif Mollah, Rochdale

0:23 Luke Sutton, South Australia
TRAIN

1:04 Arif Mollah, Rochdale

1:21 Jon Burrows, Queensland

1:25 Luke Sutton, South Australia

1:25 James Eyre, Leicester

1:26 Matthys ten Ham, The Netherlands
JUNGLE

1:05 Jon Burrows, Queensland

1:06 Karl Jobst, Australia

1:07 Matthys ten Ham, The Netherlands
1:07 Arif Mollah, Rochdale

1:10 Richard Dunn, New Leake
CoNTROL CENTRE

3:40 Jon Burrows, Queensland

3:43 James Eyre, Leicester

3:51 Arif Mollah, Rochdale

3:52 Richard Dunn, New Leake

4:20 Karl Jobst, Australia

WATER CAVERNS

1:04 David Ryan, Derby

1:05 Jon Burrows, Queensland

1:06 Matthys ten Ham, The Netherlands
1:06 Arif Mollah, Rochdale

1:07 Karl Jobst, Australia

CRADLE

0:40 Jon Burrows, Queensland

0:42 Matthys ten Ham, The Netherlands
0:45 Karl Jobst, Australia

0:46 Stephen Hill, Maidstone

0:46 Arif Mollah, Rochdale

AzTeCc COMPLEX

1:08 David Ryan, Derby

1:10 Chris Stuart, Peterhead

1:16 Jon Burrows, Queensland

1:18 Arif Mollah, Rochdale

1:18 James Eyre, Leicester

EGYPTIAN TEMPLE

0:49 David Ryan, Derby

0:50 Jon Burrows, Queensland

0:54 Arif Mollah, Rochdale

0:55 Karl Jobst, Australia

0:55 Matthys ten Ham, The Netherlands
0:56 Martin Hurley, St Helens

Jet Force Gemini

JEFF AND BARRY RACING TRACK 1
26:88 Daniel Bates, Stoke-On-Trent
27:40 Kimmo Kartasolo, Finland

. 27:80 Anthony Hooley, Breaston
32:08 Darren Harris, Birmingham

JEFF AND BARRY RACING TRACK 2
37:56 Daniel Bates, Stoke-On-Trent
38:40 Kimmo Kartasolo, Finland
39:88 Anthony Hooley, Breaston
44204 Darren Harris, Birmingham

Chameleon Twist

JUNGLE LAND
03:11 Luke Sutton, South Australia
03:15 Robert Gallagher, Southampton

03:25 Zack King, Surrey
04:50 Jeffrey Van Der Aa, The
Netherlands

ANT LAND
09:27 Robert Gallagher, Southampton

Mischief Makers

53 yellow gems Luke Kemp, Sevenoaks
52 yellow gems Luke Sutton, Australia
49 yellow gems James Ryland, Yandina, Aus
47 yellow gems Robert Gallagher, Soton

37500 Anthony Hooley, Breaston
37424 Danny Dunn, New Leake

. 35998 Richard Dunn, Boston
35460 Bonny Quistorff, Copenhagen
34956 David Park, Hebburn
33701 Andy Murray, Bournemouth
32112 Martin Hurley, St Helens

Turok Training

2:12 Michael Williams, Exeter
2:17 Mikhael Farrelly, Zimbabwe
2:20 Richard Dunn, New Leake
2:23 Fiaz Farrelly, Zimbabwe
2:33 Ben Webster, Millbridge

Tetrisphere

RESCUE
913530600 John Lambregts,
The Netherlands

259549700 Joel Smith, Springwood,
Australia

145032800 Jay Scott, Fort-William

82047300 Gavin Brennan, Claremorris

78621700 Barbet Koolmees, Holland

ANCIENT LAKE

00:32:21 Stacy Needham, Bicester
00:37:11  Keith Boiston, Felling
00:42:03 Adam Charlton, Buckden
00:42:10 Rob Pierce, Salisbury
00:42:54 Stephen Henderson, Upminster

FossiL CANYON

:58:26 Stacy Needham, Bicester

:03 Keith Boiston, Felling

James Eyre, Leicester

:00 Adam Charlton, Buckden
01:10:00  Arthur van Dalen, Netherlands

JUNGLE FALLS

00:41:51  Stacy Needham, Bicester
00:41:53 Adam Charlton, Buckden
00:42:60 Keith Boiston, Felling

:45:66 Arthur van Dalen, Netherlands
00:47:13  Richard Dunn, Boston

TREASURE CAVES

00:42:20 Keith Boiston, Felling
00:44:75 Adam Charlton, Buckden
00:47:71 Arthur van Dalen, Netherlands
00:49:06 Richard Dunn, Boston
00:49:31 Thomas Ferrari, Norfolk

WHALE BAY

00:53:01 Keith Boiston, Felling
00:56:75 James Eyre, Leicestershire
00:57:06 Rob Pierce, Salisbury

63 Danny Dunn, New Leake
01:02:11  Raymond Burton, Stockbridge

PIRATE LAGOON

01:01:23  Keith Boiston, Felling
01:04:36 Rob Pierce, Salisbury
01:05:73 Jan-Erik Spangberg, Sweden
o1:11:35  Jon Quarrie, Stapleford
o1:11:85  Darren Harris, Birmingham

WINDMILL PLAINS

01:33:18  Keith Boiston, FellinE
01:35:45 Adam Charlton, Buckden
01:45:93 Richard Dunn, Boston
01:47:56 Darren Harris, Birmingham
01:49:36 Jan-Erik Spangberg, Sweden

CRESCENT ISLAND

01:07:45 Keith Boiston, Felling

01:11:40 Adam Charlton, Buckden
01:14:31  Richard Dunn, Boston

01:17:43  Jan-Erik Spangberg, Sweden
01:21:31  Kevin Seeney, Bury St Edmunds

Hort Top VoLCANO

00:58:20 Stacy Needham, Bicester
01:04:33  Keith Boiston, Felling
01:10:35 James Eyre, Leicester
o1:15:75  Richard Dunn, Boston
01:17:93  Rob Pierce, Salisbury

GREENWOOD VILLAGE

N

1:16:26  Stacy Needham, Bicester
1:22:01  Jan-Erik Spangberg, Sweden
1:22:73  Kevin Seeney, Bury St Edmunds
1:23:25 Richard Dunn, New Leake
1:27:24  James Eyre, Leicester

HaunTeD WooDs
00:48:36 Stacy Needham, Bicester

Diddy Kong Racing

00:51:26  Keith Boiston, Felling
00:52:76 Richard Dunn, New Leake
00:54:05 Kevin Seeney, Bury St Edmunds

00:54:26 Darren Harris, Birmingham

FROSTY VILLAGE
01:10:96 StaC\éNeedham, Bicester
:01  Rob Pierce, Salisbury
60 Richard Dunn, New Leake
86 Kevin Seeney, Bury St Edmunds
01:27:20 Darren Harris, Birmingham

EVERFROST PEAK

01:19:88 James Eyre, Leicester
01:25:26 Richard Dunn, New Leake
01:28:11  Darren Harris, Birmingham
01:28:16 Tammy Harris, Birmingham

01:30:91  Kevin Seeney, Bury St Edmunds

SNOWBALL VALLEY

00:44:10 Stacy Needham, Bicester
00:5340 Richard Dunn, New Leake
00:54:70 Jan-Erik Spangberg, Sweden
o James Eyre, Leicester
00:56:05 Darren Harris, Birmingham

BOuLDER CANYON

01:25:48 Keith Boiston, Felling

01:33:36  Rob Pierce, Salisbury

01 Danny Dunn, New Leake

James Eyre, Leicester

01:36:30  Kevin Seeney, Bury St Edmunds

WALRuUS CoVE

01:29:31  Keith Boiston, Felling

:73 Adam Charlton, Buckden

15  Jeffrey Van Der Aa, The Netherlands
:95  Richard Dunn, Boston

o1:41:55 Jan-Erik Spangberg, Sweden

SPACEDUST ALLEY
01:25:05 Stacy Needham, Bicester
01:28:83 James Eyre, Leicester
g Danny Dunn, New Leake
3 Keith Boiston, Felling
1 Arthur van Dalen, Netherlands
01:47:51 Kevin Seeney, Bury St Edmunds

DARKMOON CAVERNS

01:39:13  Keith Boiston, Felling

01:46:41 Adam Charlton, Buckden
01:49:03 Richard Dunn, Boston

01:55:43 Kevin Seeney, Bury St Edmunds
o1:55:71 Jan-Erik Spangberg, Sweden
01:57:26  Martin Hurley, St Helens

SPACEPORT ALPHA
01:32:00 Stacy Needham, Bicester
01:32:31  Keith Boiston, Felling

:41:51  James Eyre, Leicester
01:44:35 Kevin Seeney, Bury St Edmunds
01:44:60 Danny Dunn, New Leake
01:46:23 Rob Pierce, Salisbury

TY
Stacy Needham, Bicester
Kevin Seeney, Bury St Edmunds
Rob Pierce, Salisbury
Richard Dunn, Boston
Darren Harris, Birmingham
John Dick, Uddingston
Martin Hurley, St Helens

BATTLE OF HOTH

0:02:07 Matthew Stevenson, Bournemouth
0:02:46  Magnus Smith, Burra Isle

0:02:52 John Brennan, Bicester

0:03:15  Karl Jobst, Australia

Hans Lafeber, The Netherlands
ESCAPE FROM ECHO BASE

0:04:27

0:01:36  Magnus Smith, Burra Isle

0:01:58  Jason Lloyd Parsons, Anglesey
0:03:28  John Brennan, Bicester

0:03:52  Matthew Stevenson, Bournemouth
0:04:45  Karl Jobst, Australia

THE ASTEROID FIELD

Shadows Of The Empire

Mos EISLEY AND BEGGAR’S CANYON

0:01:41 Magnus Smith, Burra Isle
0:02:49  Matthew Stevenson, Bournemouth
0:04:26  Hans Lafeber, The Netherlands

IMPERIAL FREIGHTER SUPROSA
0:01:20  Magnus Smith, Burra Isle
0:01:55 John Brennan, Bicester
0:03:13  Hans Lafeber, The Netherlands

SKYHOOK BATTLE

0:06:06  Magnus Smith, Burra Isle
0:06:37 John Brennan, Bicester
0:06:50  Matthew Stevenson, Bournemouth

o;ogzn Karl Jobst, Australia

0:03:16  Matthew Stevenson, Bournemouth 3,

0:03:38  John Brennan, Bicester Xizor’s PALACE

0:04:00  John Lambregts, The Netherlands 0:04:15  Jason Lloyd Parsons, Anglesey
o:04:04  Karl jobst, Australia 0:05:00  Magnus Smith, Burra Isle
0:04:19  Sebastian Pantrey, Goudhurst 0:05:54  John Brennan, Bicester
0:04:23  Martin Hurley, St Helens 0:07:50  Hans Lafeber, The Netherlands

SINGLE MATCH
98120 Jon Burrows, Queensland
61900 Rab Varley, éueensland

TAG MATCH
110680  Jon Burrows, Queensland
77280 Gavin Deadman, Biggin Hill

US HEAVYWEIGHT e
160120 Gavin Deadman, Biggin Hill
145670  Jon Burrows, Queensland

CRUISER}NElIsGHT RS
1 on Burrows, Queenslan
9%57‘&)5 Gavin Deadman, Biggin Hill

TaG TeAm TITLE
571110 Jon Burrows, Queensland

WORLD HEAVYWEIGHT
160650  Jon Burrows, Queensland

TVTiTLE
96960 Gavin Deadman, Biggin Hill

HANDICAP MATCH
97540 Jon Burrows, Queensland
BATTLE ROYAL

47000 Gavin Deadman, Biggin Hill
46400 Jon Burrows, Queensland

oooz %7 anss| aujzeSey 79
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Starfox/Lviat Wars

OVERALL SCORE

3577 kills Gavin Deadman, Biggin Hill

2686 kills Magnus Smith, Burra Isle

2217 kills Darren Simmons, Mossley

2192 kills Andrew Robson,
Newcastle-Upon-Tyne

2150 kills Jan-Erik Spangberg, Sweden

CORNERIA

282 kills  Andrew Robson, |
Newcastle-Upon-Tyne

282 kills  Craig Humphrey, Stifford Clays

259 kills  Neil Friedman, Whitefield

254 kills  Adrian Stead, Hull

240 kills  Matthew Kagelidis. Greece

METEO

397 kills  Richard Dunn, New Leake

377 kills  Kevin Seeney, Bury St Edmunds
343 kills  John Lambregts, The Netherlands
339 kills  David Ryan, Dublin

321kills John Lambregts, Holland

SECTOR X

246 kills  Kevin Seeney, Bury St Edmunds
244 kills  John Lambregts, The Netherlands
211 kills  David Ryan, Dublin

188 kills  John Lambregts, Holland

161 kills  Gavin Brennan, Claremorris

KATINA

333 kills  Daniel Dunn, New Leake
217 kills  Kevin Seeney, Bury St Edmunds
215 kills  John Lamgregts, Holland

214 kills  David Ryan, Dublin

192 kills  Gavin Brennan, Claremorris

SECTOR Y

187 kills  David Ryan, Dublin

166 kills  Gavin Brennan, Claremorris
166 kills  Charles Nuttall, Oldham

SECTOR Z
85 kills  Greg Smith, Wamberal

VENOM 2

232 kills  Andrew Anderson, Hutton

227 kills  Gavin Brennan, Claremorris
227 kills  Kevin Seeney, Bury St Edmunds
227 kills  David Ryan, Sublin

227 kills  Richard Dunn, New Leake

AREA 6

448 kills  Daniel Dunn, New Leake

417 kills  John Lambregts, Holland

374 kills  Mark Nicol, Western Australia
327 kills  John Lambregts, Holland

. 00:4
© 00:48:42 Caroline Fawcett North Horncastle

Quake 64

MAP 1: THE SLIPGATE COMPLEX
30 Michael Williams, Exeter

30 Raymond Burton, Stockbridge
30 Jon Quarrie, Stapleford
30 Kevin Seeney, Bury St Edmunds
0:31 Karl Watt, Shetland
Map 2: CASTLE OF THE DAMNED
0:28 John Brennan, Bicester
38 Jon Quarrie, Stapleford
40 Karl Watt, Shetland
43 Michael Williams, Exeter
0:44 Raymond Burton, Stockbridge
MaP 3: THE NECROPOLIS
1:00 James Eyre, Leicester
1:05 John Brennan, Bicester
141 Karl Watt, Shetland
1:12 Jon Quarrie, Stapleford
114 Michael Williams, Exeter

MAPa GLoom Keep

ames Eyre, Leicester
ohn Brennan, Bicester
on Quarrie, Stapleford

49 Michael Williams, Cardiff
0:55 Karl Watt, Shetland
MAP 5: THE DOOR To CHTHON
0:09 James Eyre, Leicester
0:15 John Brennan, Bicester
0:54 Jon Quarrie, Stapleford
0:56 Chris Street, Huntingdon
1:02 Karl Watt, Shetland
1:03 Raymond Burton, Stockbridge
Mar 6: House OF CHTHON
| o0:23 John Brennan, Bicester
f 0:27 Karl Watt, Shetland
. 0:28 Kevin Seeney, Bury St Edmunds
0:29 Raymond Burton, Stockbridge
| 0:29 Jon Quarrie, Stapleford
| MAP 7: ZIGGURAT VERTIGO
| 1:04 John Brennan, Bicester
1:24 Jon Quarrie, Stapleford
2:31 Karl Watt, Shetland
Map 8: THE OGRE CITADEL
0:35 James Eyre, Leicester
0:53 John Brennan, Bicester
0:58 Raymond Burton, Stocksbridge
0:58 Jon Quarrie, Stapleford
1:03 Karl Watt, Shetland
Mapr 9: THE CRYPT OF DECAY
1:12 John Brennan, Bicester
118 Raymond Burton, Stocksbridge
1:19 Karl Watt, Shetland
1:20 Jon Quarrie, Stapleford
1:26 James Eyre, Leicester
MAP 10: THE WiZARD'S MANSE
1:45 John Brennan, Bicester
2:18 Karl Watt, Shetland

2:91 Jon Quarrie, Stapleford

2:27 Raymond Burton, Stockshridge
Map 11: THE DiSMAL OUBLIETTE
1:53 John Brennan, Bicester

5:06 Raymond Burton, Stockbridge
5:16 James Eyre, Leicester

5:48 Jon Quarrie, Stapleford

MAP 12: THE UNDEREARTH

0:47 John Brennan, Bicester

0:58 Karl Watt, Shetland

1:13 Raymond Burton, Stocksbridge
MAP 13: TERMINATION CENTRAL
0:43 John Brennan, Bicester

1:02 Karl Watt, Shetland

1:08 Jon Quarrie, Stapleford

1:10 Raymond Burton, Stocksbridge
1:20 James Eyre, Leicester

MAP 14: THE VAULTS OF ZIN

0:37 James Eyre, Leicester

0:54 John Brennan, Bicester

1:08 Karl Watt, Shetland

1:13 Raymond Burton, Stocksbridge
Map 15: THE TomB OF TERROR
0:33 James Eyre, Leicester

1:06 John Brennan, Bicester

1:10 Karl Watt, Shetland

1:25 Raymond Burton, Stocksbridge
MAP 16: SATAN’S DARK DELIGHT
2:07 John Brennan, Bicester

3:00 Kevin Seeney, Bury St Edmunds
MAP 17: CHAMBERS OF TORMENT
0:43 James Eyre, Leicester

0:53 John Brennan, Bicester

1:15 Karl Watt, Shetland

1:27 Raymond Burton, Stocksbridge
MaP 20: THE ELDER GOD SHRINE
0:37 John Brennan, Bicester

0:40 James Eyre, Leicester

Map 21: THE PALACE OF HATE
0:47 John Brennan, Bicester

0:37 James Eyre, Leicester

MAP 22: THE PAIN MAZE

0:49 John Brennan, Bicester

MaP 23: AZuRE AGONY

1:25 James Eyre, Leicester

1:42 Jon Quarrie, Stapleford

2:55 Karl Watt, Shetland

3:26 Raymond Burton, Stocksbridge
MAP 24: THE NAMELESS CITY
1:26 John Brennan, Bicester

MAP 25: SHuB NIGGURATH’S PIT
0:50 John Brennan, Bicester

0:50 Kevin Seeney, Bury St Edmunds
0:52 Jon Quarrie, Stapleford

Mario Kart 64

LuiGl RACEWAY
00:36:91  Arif Mollah, Rochdale
00:43:73 Adam Tucker Great Yarmouth
00:46:78 Ben Kitchin, Australia

124 Jon Burrows Queensland

Moo Moo FARM

o1:15:77  Jeffery Van der Aa, Netherlands
01:16:55 James Eyre, Leicester

01:18:74  Arif Mollah, Rochdale

01:19:26 Adam Tucker, Great Yarmouth
01:20:51 James Allsopp, Alvaston

KoopA TROOPA BEACH

01:20:86 Jeffery Van der Aa, Netherlands
01:23:17 James Eyre, Leicester

o1:24:04 Adam Tucker, Great Yarmouth
01:24:48 Arif Mollah, Rochdale

01:27:81  Alan Dundas, Arbroath

FRAPPE SNOWLAND

00:25:33 Arif Mollah, Rochdale
00:25:34 Arthur van Dalen Netherlands
00:27:45 Alan Pierce, Sallsbury
00:27:72 Rob Pierce, Salisbury

. 00:29:57 Danny Dunn. New Leake

MARIO RACEWAY

00:18:80 Arif Mollah, Rochdale

00:25:72 Ben Kitchin, Australia

00:27:79 Adam Tucker, Great Yarmouth
00:49:38 David Park, Hebburn

00:51:47 Caroline Fawcett, North Horncastle

WARIO STADIUM
00:18:32 Jeffery Van der Aa, Netherlands
00:18:84  Arif Mollah, Rochdale

| 00:19:16 Ben Kitchin, Australia

00:19:68 Aaron Norris, Western Australia

| 00:21:22 Richard Dunn, New Leake

CHOCO MOUNTAIN

0:46:08 Jeffery Van der Aa, Netherlands
0:57:96  James Eyre, Leicester

01:00:56 Richard Dunn, New Leake
1:02:98  Arif Mollah, Rochdale

01:20:74 Adam Tucker, Great Yarmouth

RoyAL RACEWAY

01:19:75 Jeffery Van der Aa, Netherlands
01:24:49  Arif Mollah, Rochdale

01:26:99 Ben Kitchin, Australia

01:27:43 Adam Tucker, Great Yarmouth
01:47:73 Jon Burrows, Queensland

KALAMARI DESERT
00:50:70 Jeffery Van der Aa, Netherlands

00:52:47

:09:01
01:20:65

YosHi VALLEY

00:34:83
00:34:88
00:35:19
00:37:64
01:00:94

RAINBOW ROAD

03:08:87
04:04:92
04:04:70
04:07:89
04:13:51

BANSHEE BOARDWALK

00:52:31
00:55:24
00:58:76
01:20:52
01:47:28

DONKEY KONG’S JUNGLE PARKWAY

00:28:81
00:29:03
00:31:28

4

9
00:35:01
00:41:49

SHERBET LAND

00:58:05
01 35:89
014

0o1:5
01:56:16

Bowsm S CASTLE

9
02:02:79
02:21:22

TOAD 'S TURNPIKE

43  Arif Mollah, Rochdale

Ben Kitchin, Australia

Adam Tucker, Great Yarmouth
James Eyre, Leicester

Stacy Needham, Bicester
Aaron Norris, Western Australia
Danny Dunn, New Leake

Arif Mollah, Rochdale

Jeffery Van derAa, Netherlands

Ben Kitchin, Australia

Adam Tucker, Great Yarmouth
Arif Mollah, Rochdale

Jamie Eccles, California
James Eyre, Leicestershire

)efferly Van der Aa, Netherlands
Ben Kitchin, Australia

Jon Burraws Queensland

Adam Tucker Great Yarmouth
Arthur Van Dalen. The Netherlands

Arif Mollah, Rochdale

Aaron NOI’I’IS, Western Australia
Jeffery Van der Aa, Netherlands
Danny Dunn, New Leake

Rob Pierce, Salisbur

Martin Hurley, St HeYens

Ben Kitchin, Australia

Jon Burrows, Queensland

Adam Tucker, Great Yarmouth
James Eyre, Leicester

Arif Mollah, Rochdale

James Eyre, Donington Le Heath
Martin Hurley, St Helens

Jeffery Van der Aa, Netherlands
Adam Tucker, Great Yarmouth
Ben Kitchin, Australia

Jon Burrows, Queensland
James Eyre, Leicester

Martin Hurley, St Helens

Jeffery Van der Aa, Netherlands
Arif Mollah, Rochdale

Jon Burrows Queensland
Adam Tucker, Great Yarmouth
James Allsopp, Alvaston

Martin Hurley, St Helens

Banjo Kazooie

SPIRAL MOUNTAIN
0:02:01  Jon Burrows, Queensland

0:02:25  Niall Hickey, County Waterford
0:02:44 Darren Harris, Birmingham
0:02:58  Michael Ilioski, Australia
0:03:31  Christopher Ilioski, Australia

MumBo’S MOUNTAIN

0:04:44 Jon Burrows, Queensland

| 0:05:28  Kevin Seeney, Bury St Edmunds
0:06:30  Danny Dunn, New Leake
0:06:40 Jan-Erik Spangberg, Sweden
0:08:17  Niall Hickey, County Waterford

. TREASURE TROVE COVE
0:08:29  Jon Burrows, Queensland

Jan-Erik Spangberg, Sweden
Richard Dunn, Boston

Niall Hickey, County Waterford
Darren Harris, Birmingham

MAD MONSTER MANSION
0:10:45  Jon Burrows, Queensland

: Jan-Erik Spangberg, Sweden
Kevin Seeney, Bury St Edmunds
0:18:1 Niall Hickey, County Waterford
0:26:09  Ingvar Gunnarsson, Iceland

BUBBLEGLOOP SWAMP
0: 14 o7  Jon Burrows, Queensland

:0 Kevin Seeney, Bury St Edmunds
Jan-Erik Spangberg, Sweden
Niall Hickey, County Waterford
Darren Harris, Birmingham

CLANKER’S CAVERN
0:08:31  Jon Burrows, Queensland

0:08:47

“Crick CLock Woobp

0:20:52
:25
:05
0:43:46

RusTY BUCKET BAY
0:12:18

0'28 :38

Ingvar Gunnarsson, Iceland
FREEZEEZY PEAK
o 13 19 Jon Burrows, Queensland

34
o 15:25
119:40

142

GoBI’S VALLEY

0:11:25 Jon Burrows, Queensland
0:12:44  Jan-Erik Spangberg, Sweden
0:14:44  Kevin Seeney, Bury St Edmunds
0:15:58  Jan-Erik Spangberg, Sweden
0:16:44  Niall Hickey, County Waterford
100 JiGGIES, 900 NOTES

2:46:17  Kevin Seeney, Bury St Edmunds
2:53:54  Jan-Erik Spangberg, Sweden
3:38:52  Mark Nicol, Western Australia
4:46:00  Ingvar Gunnarsson, Iceland

Kevin Seeney, Bury St Edmunds
Jan-Erik Spangberg, Sweden
Niall Hickey, County Waterford
Jan-Erik Spangberg, Sweden

Jon Burrows, Queensland
Jan-Erik Spangberg, Sweden
Niall Hickey, County Waterford
Kevin Seeney, Bury St Edmunds

Jon Burrows, Queensland

Kevin Seeney, Bury St Edmunds
Jan-Erik Spangberg, Sweden
Niall Hickey, County Waterford

Kevin Seeney, Bury St Edmunds
Jan-Erik Spangberg, Sweden
Richard Dunn, Boston

Darren Harris, Birmingham

Mario Party

SHY GuY Fy

0:08:76
0:09:28
0:09:72

Kimmo Kartasolo, Finland
Darren Harris, Birmingham
Daniel Hao(ey, Breaston
0:09:72  lan Kirk, Nottingham
0:09:12 RachaelVerel ulwood

SLoT CAR DERBY 1

0:25:13  Darren Harris, Birmingham
0:26:86  Tammy Harris, Birmingham
0:27:60  John Lambregts, Holland
0:29:73  Kimmo Kartasolo, Finland

Siot CAR DERBY 2

0:34:03  Darren Harris, Birmingham
0:34:20  Anthony Hooley, Breaston -
0:39:90  Kimmo Kartasolo, Finland

Blast Corps

DiIAMOND SANDS
1:58:0 Mark Nicol, Western Australia
2:53:6 Luke Sutton, Australia

OYSTER HARBOUR
2:55:5 Mark Nicol, Western Australia
3:26:5 Luke Sutton, South Australia

SIMIAN ACRES
0:14:5 Mark Nicol, Western Australia
0:14:4 Luke Sutton, South Australia

Moon

2:23:0 Mark Nicol, Western Australia

VENUS
2:21:5 Luke Sutton, Australia

CoveNTRY Cove
:98  Martin Van Duuren, Holland
0 Matthys ten Ham, The Netherlands
Jan-Erik Spangberg, Sweden
Paul Nicholls, Coventry
4:50:01  Robert Parker, Cambridge

Mounr MAYHEM

. Matthys ten Ham, The Netherlands
Martin Van Duuren, Holland
Jan-Erik Spangberg, Sweden

:53:5 Paul Nicholls, Coventry
4:54:69  Andrew Slanger, Wyton
INFERNO ISLE
6:29:06  Martin Van Duuren, Holland
6: Jan-Erik Spangberg, Sweden

Matthys ten Ham, The Netherlands
Robert Parker, Cambridge
Andrew Stanger, Wyton

Sur«ssr SANDS

6:00:96  Jan-Erik Spangberg, Sweden
METRO MADNESS

5:43:46  Martin Van Duuren, Holland
5:50:98  Matthys ten Ham, The Netherlands
6:12:53  Jan-Erik Spangberg, Sweden
6:19:76  |ohn Brennan, Bicester

6:25:48  Andrew Stanger, Wyton

Wickep Woobs

3:42:02 Jan-Erik Spangberg, Sweden
3:54:11  Matthys ten Ham, The Netherlands
3:56:50  Martin Van Duuren, Holland
4:12:46  Paul Nicholls, Coventry

4:14:42  Andrew Stanger, Wyton

Matthys ten Ham, The Netherlands
Martin Van Duuren, Holland
Robert Parker, Cambridge

Andrew Stanger, Wyton




Micro Machines

THE MAIN COURSE

| 00:11:90 James Eyre, Leicest
00:15:28 Jeffrey Van Der Aa, The Netherlands
00:15:45 Chris Cox, Cambridge
00:16:62 Ned Pendleton. Brackley

LOVE TRIANGLE

00:23:72 james l;:)rre, Leicester

00:39:17 leffreg ‘an Der Aa, The Netherlands
00:40:02 Ned Pendleton, Brackley

00:40:30 Chris Cox, Cambridge

BEWARE OF THE DoG

00:17:30 James Eyre, Leicester

00:35:29 Jeffrey Van Der Aa, The Netherlands
00:35:86 Ned Pendleton, Brackley

CRASH AND FERN

00:13:19  James Eyre, Leicester

00:21:22  Jeffrey Van Der Aa, The Netherlands
00:22:06 Ned Pendleton, Brackley

DESTRUCTION DIRTBOX

James Eyre, Leicester

8 Jeffrey Van Der Aa, The Netherlands
Ned Pendleton, Brackley

BRAKE-FAST BENDS
00:26:26 James Eyre, Leicester
00:33:36 Jeffrey Van Der Aa, The Netherlands
00:33:76 Ned Pendleton, Brackley

CALCULATOR RiSK

00:15:94 James Eyre, Leicester

00:23:19 Jeffrey Van Der Aa, The Netherlands
00:25:97 Ned Pendleton, Brackley

WiPEUP

00:17:06 James Eyre, Leicester

00:34:25 leffrey Van Der Aa, The Netherlands
00:36:67 Ned Pendleton, Brackley

TANKS ALOT

00:18:39 James Eyre, Leicester

00:27:10 Jeffrey Van Der Aa, The Netherlands
00:27:67 Ned Pendleton, Brackley

BAGUETTE BALANCE

00:15:70  James Eyre, Leicester

00:22:07 Jeffrey Van Der Aa, The Netherlands
00:22:71  Ned Pendleton, Brackley

00:23:00 Chris Cox, Cambndge

TRUCKER’S LUCK

00:17:71  James Eyre, Leicester

00:22:95 Jeffrey Van Der Aa,The Netherlands
00:24:32 Ned Pendleton, Brackley

Bikini BLAZER

00:16:34 James Eyre, Leicester

00:23:11 Jeffrey Van Der Aa, The Netherlands
00:25:05 Ned Pendleton, Brackley

PEBBLE DASH

00:15:69 James t\E};re‘ Leicester

00:24:93 ]effrer ‘an Der Aa, The Netherlands
00:25:70 Ned Pendleton, Brackley

BEACHED BUGGIES
00:11:09 James Eyre, Leicester
:19:68  Chris Cox, Cambridge
i Ned Pendleton, Brackle
00:22:59 effrey Van DerAa The Netherlands

RIGHT ON CUuE

00:12:30 James Eyre, Leicester

00:19:29 Jeffrey Van Der Aa, The Netherlands
00:19:53  Chris Cox, Camb ndge

00:19:85 Ned Pend'leton, Brackley

RAck ’N RoLL

00:30:05 James Eyre, Leicester

00:47:36 Jeffrey Van Der Aa, The Netherlands
00:47:97 Chris Cox, Cambridge

00:48:41 Ned Pendleton, Brackley

PuLLING POWER

00:22:47 James Eyre, Leicester

00:39:29 Jeffrey Van Der Aa, The Netherlands
00:39:58 Ned Pendleton, Brackley

STINKY SINKS

00:10:32 James Eyre, Leicester

00:17:35 Jet‘frege /an Der Aa, The Netherlands
00:22:31 Ned Pendleton, Brackley

SAND BLASTER

00:14:72 James Eyre, Leicester

00:34:65 Jeffre ge ‘an Der Aa, The Netherlands
00:35:42 Ned Pendleton, Brackley

SWERVE SHOT

00:06:05 James Eyre, Leicester

00:06:85  Chris Cox, Cambnd¥

00:11:86  Jeffrey Van Der Aa, The Netherlands
00:12:03 Ned Pendleton, Brackley

00:12:11  Achillies Zanems. Kenton

BREAKFAST AT CHERRY'S

00:11:30 James Eyre, Leicester

00:21:95 Jeffrey Van Der Aa, The Netherlands
00:23:64 Chris Cox, Cambridge

00:24:12 Ned Pendleton, Brackley

FormuLa X

00:13:87 James I;Z)/re, Leicester

00:27:82 )effreg ‘an Der Aa, The Netherlands
00:31:18  Ned Pendleton, Brackley

RNING CURVES
James Eyre, Leicester

:27:03 Jeffrey Van Der Aa, The Netherlands
00:34:17  Ned Pendleton, Brackley

CHEMICAL WARFARE

00:13:27 James Eyre, Leicester
:26:99 Jeffrey Van Der Aa, The Netherlands

CHEESY JuMPS
00:7:18 James Eyre, Leicester
00:14:12  Jeffrey Van 'Der Aa, The Netherlands

CEREAL KILLER
00:26:50 James Eyre, Leicester
00:43:48 Jeffrey Van Der Aa, The Netherlands

AmBUSH AT Mos EISLEY

Star Wars: Rogue Squadron

00:35 Richard Dunn, New Leake
00:45 Arif Mollah, Rochdale
00:54 Jon Burrows, Queensland
00: Jan-Erik Spangberg, Sweden
00:57 Darren Harris, Birmingham
RENDEZVOUS ON BARKHESH

. 05:10 Paul Nicholls, Coventry
05:13 Darren Harris, Birmingham
05:19 Richard Dunn, New Leake
05:19 John Brennan, Bicester
05:19 Karl Jobst, Australia
THE SEARCH FOR THE NONNAH
03:29 Arif Mollah, Rochdale
03:31 Richard Dunn, New Leake
04:08 Karl Jobst, Australia
04:11 Darren Harris, Birmingham
04:30 John Brennan, Bicester
THE JADE MOON
01:02 Richard Dunn, New Leake
01:15 Jan-Erik Spangberg, Sweden
01:17 Darren Harris, Birmingham
01:18 Arif Mollah, Rochdale
01:36 Paul Nicholls, Coventry
DEFECTION AT CORELLIA
07:29 Jan-Erik Spangberg, Sweden
07:50 Karl Jobst, Australia
08:10 Arif Mollah, Rochdale
09:02 Chris Handley, Notts
09:09 John Brennan, Bicester
THE LIBERATION OF GERRARD V
04:04 Arif Mollah, Rochdale
04:04 Richard Dunn, New Leake
04:04 Jan-Erik Spangberg, Sweden
04:20 Karl Jobst, Australia
IMPERIAL CONSTRUCTION YARDS
01:51 Richard Dunn, New Leake
02:02 Jon Burrows, Queensland
02:03 Karl Jobst, Australia
02:12 Arif Mollah, Rochdale
02:22 Philip Munt, Surrey
AssAuLT ON KiLE Il
01:55 Richard Dunn, New Leake
02:39 Arif Mollah, Rochdale
03:28 Jon Burrows, Queensland
05:17 Karl Jobst, Australia
05:55 lan Lawlor, Churwell
REScUE ON KESSEL
0:24 Richard Dunn, New Leake
0:24 Jan-Erik Spangberg, Sweden
0:26 Karl Jobst, Australia
0:29 Jon Burrows, Queensland
0:34 John Brennan, Bicester

PRISONS OF KESSEL
07:36 Richard Dunn, New Leake

07:55 Jon Burrows, Queensland
08:31 Darren Harris, Birmingham
08:47 Arif Mollah, Rochdale
09:01 John Brennan, Bicester
BATTLE ABOVE TALORAAN
01:58 Arif Mollah, Rochdale
02:02 Danny Dunn, New Leake

02:20 Jon Burrows, Queensland
02:24 Jan-Erik Spangberg, Sweden
03:03 Darren Harris, Birmingham

EscAPE FROM FEST

05:29 Arif Mollah, Rochdale
05:29 Karl Jobst, Australia
05:44 Jon Burrows, Queensland

06:21 John Brennan, Bicester
BLOCKADE ON CHANDRILA
04:48 lan Lawlor, Churwell
05:02 Jon Burrows, Queensland
05:04 Karl Jobst, Australia

05:05 Darren Harris, Birmingham
05:10 Arif Mollah, Rochdale
05:11 John Brennan, Bicester

RAID ON SULLUST
01:25 Arif Mollah, Rochdale

01:43 Richard Dunn, New Leake
01:46 Jon Burrows, Queensland
01:55 Darren Harris, Birmingham
02:54 lan Lawlor, Churwell
MoOFF SEERDON’S REVENGE
02:29 Jon Burrows, Queensland
04:01 Arif Mollah, Rochdale
04:08 John Brennan, Bicester
05:50 Paul Nicholls, Coventry
06:00 Karl Jobst, Australia

THE BATTLE OF CALAMARI

02:372 " Richard Dunn, New Leake
03:07 Jan-Erik Sﬂangberg, Sweden
03:11 Arif Mollah, Rochdale

03:20 Darren Harris, Birmingham
05:07 Karl Jobst, Australia

BATTLE OF HOTH
02:49 Jan-Erik Spangberg, Sweden

03:11 Karl Jobst, Australia
03:16 Arif Mollah, Rochdale
03:18 Danny Dunn, New Leake
THE DEATHSTAR TRENCH RUN
01:50 Jon Burrows, Queensland
01:54 Richard Dunn, New Leake

01:56 Jan-Erik Spangberg, Sweden
01:58 Ben Webster, Millbridge
01:58 Arif Mollah, Rochdale

ISLAND

0:45:20  Luke Sutton, South Australia
0:45:48  Luke Kemp, Sevenoaks
0:46:76  Jeffrey Van Der Aa, The Netherlands

Ski
1:04:84 Jeffrey Van Der Aa, The Netherlands
1:09:48  Luke Kemp, Sevenoaks

RALLY
0:53:44  Jeffrey Van Der Aa, The Netherlands
0:55:84  Luke Kemp, Sevenoaks

CANYON
o:51:12  Jeffrey Van Der Aa, The Netherlands
0:51:84  Luke Kemp, Sevenoaks

MOUNTAIN
1:11:44 Jeffrey Van Der Aa, The Netherlands

Luke Kemp, Sevenoaks

WATER

0:46:04 }eﬁre\kVan Der Aa, The Netherlands
0:47:92  Luke Kemp, Sevenoaks

PiPE

1:24:24  Luke Kemp, Sevenoaks
1:28:52  Jeffrey Van Der Aa, The Netherlands

BLADE
0:58:36  Luke Kemp, Sevenoaks
0:59:24  Jeffrey Van Der Aa, The Netherlands

AZTEC

0:47:52  Luke Sutton, South Australia
0:53:32  Luke Kemp, Sevenoaks
0:54:17  Martin Hurley, St Helens
0:59:48  Andy Murray, Bournemouth

Wave Racer

SUNNY BEACH

0:55:388 David Ryan, Derby

0:57:863 Adam Tucker, Great Yarmouth
0:58:142 James Eyre, Leicester
0:59:296 Luke Sutton, South Australia
1:00:782 Alan Dundas, Arbroath

SUNSET BAY

1:00:029 David Ryan, Derby

1:00:144 Adam Tucker, Great Yarmouth
1:03:207 Luke Sutton, South Australia
1:03:925 Alan Dundas Arbroath
1:09:152  Gavin Deadman, Biggin Hill

DRAKE LAKE

0:57:965 David Ryan, Derby

1:06:908 Adam Tucker, Great Yarmouth
1:09:305 Alan Dundas, Arbroath
1:12:527  Gavin Deadman, Biggin Hill
1:12:902  Ross McKinstray, Arbroath

GLACIER COAST

1:19:448 David Ryan, Derby

1:19:942  Adam Tucker, Great Yarmouth
1:29:522  Alan Dundas, Arbroath
1:36:655 Douglas Bonnes, East Kilbride
1:39:393  Charles Nuttall, Oldham

PoRT BLUE
1:23:733  David Ryan, Derby

1:24:704 Adam Tucker, Great Yarmouth
1:29:903 Charles Nuttall, Oldham
1:30:304  Mick Smith, Worcester
1:38:255 Ruaidhri Dunn, Enfield

SOUTHERN ISLAND

1:00:106  David Ryan, Derby

1:05:837 Adam Tucker, Great Yarmouth
1:12:716  James Eyre, Leicester
1:13:497  Luke Sutton, South Australia
1:14:868 Darren Harris, Birmingham
1:17:721  Gavin Deadman, Biggin Hill

TwiLiGHT QITY

1:28:483 David Ryan, Derby

1:44:321  Adam Tucker, Great Yarmouth
1:46:449 Gavin Deadman, Blgfln Hill
1:47:538 Ruaidhri Dunn, Enfi
1:48:406 Simon Blakene: , Basingstoke
1:50:372 Martin Hurley, St Helens

MARINE FORTRESS
1:15:165  David Ryan, Derby
1:18:853  Adam Tucker, Great Yarmouth
1% 27 710 James Eyre, Leicester

g Ruaidhri Dunn, Enfield
Gavin Deadman, Biggin Hill
Martin Hurley, St Helens
Andy Murray, Bournemouth

challenye.

Nobody has quite managed to do the International Track And Field
challenge from last month and we still want to see some bleeding
thumbs! (Er... though not literally, obviously — Roy.) Set as many
world records as you can and drop them in the post to us - the

starting pistol has been fired!

There can be only one! Well, only one a month
anyway. Every issue the ScoreZone

—

gammg champion who picks up the coveted

accolade of Ultimate Player, wins themselves a
rather spiffy Top Drive 3-in-1 Steering Wheel from
Logic 3! This cool piece of kit is compatible with
e your Né4 (obviously) but also works with the
PlayStation and the now antique Sega
Saturn, so it’s perfect for anyone flirting
with more than one format.

Any readers not quite adept enough to make
Ultimate Player can get the Top Drive wheel
for £44.99 from Logic 3 on (0208) 902 2211!
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Starcraft 64

Some brand new cheats to
help keep your head above
the stars — may the Force be
with you.

Cheat Menu

To access all of the cheats
from the cheat menu off the
options screen, you first need
to complete set tasks within
the game:

All Research

On episode 2 mission 5 (Zerg)
walk Karrigan to the left of
the animal cell.

All Upgrades

On episode 1 mission 4
(Terran) find the person in the
orange suit.

Extra Resources

On episode 5 mission 7
(Terran) surround the bear at
the top of the map

Invincibility
Complete the first three
episodes (only makes your
units invincible).

Infinite Mana
Finish all of the missions on
every episode (56 in total).

No Fog

On episode 4 mission 3
(Protoss) capture the flag to
the north of your base.

SOLUTIONS

L\ Zombie Cheat

Our sister magazine 64 Sownons has finally
closed after years of supplying N64 gamers
with the best cheats and guides for every
Nintendo game. It lives on, however., in our

Turok 2: Seeds Of Evil

With Turok 3 nearly on the shelves, you might need
a little bit of help to get the story up to date.

Cheat Entry

To unlock a lot of the cheats in Turok 2: Seeds of
Evil all you need to do is enter the right code on
the cheat entry screen:

FROOTSTRIPE PIPSQUEAK

Multicoloured enemies. Small enemies.

HOLASTICKBOY STOMPEM

Skinny enemies. Big hands and feet.
IGOTABFA UBERNOODLE
Pen and ink mode. Big head mode.
LIGHTSOUT WHATSATEXTUR
Blacks out the levels. EMAP

Gouraud shading mode.
ONLYTHEBEST
View credits.

Strange Faces
To put some strange faces on the health icons,
enter one of the following codes at the cheat menu:

HEEERESJUAN Juan
AAHGOO Zach

Master Cheat

To unlock all of the cheats and enable a co-operative
mode, enter BEWAREOBLIVIONISATHAND on the
code entry screen. This will also unlock some extra
multiplayer levels, which can be accessed from the
pause menu in a deathmatch game.

Invincibility
To get invincibility in the game find
any teleporter portal and go
through but make sure you don’t
move once you come out the other
side. Now stay in the portal and wait
for an enemy to attack. Once your
health is down to nothing, step
out of the portal and you
should be invincible! Be warned
though - picking up a health
makes you vulnerable again.

If you’re having trouble with the
zombies on level 2, simply set
the blood colour to off. This
stops them from hurling body
parts at you!

new-look Cheat Centrall For older tips, try
going online and browsing the database of
cheats at htip://www.totalgames.net

Tony Hawk's
Skatehoarding

Get the most out of your boarding
experience with these new cheats:

Increased Character Stats

To put your player stats way above the
normal levels, pause the game then hold
L and press C Up, C Left, Left, Up and then
Down. The screen shakes to confirm
correct entry.

Fast Specials
To increase the speed
of the special moves
pause the game
then hold L and press
C Up, Left, C Down, C
Down, Up, Down,
Right. The screen
shakes to confirm
correct entry.

Private Carrera ¢
To unlock the hidden skater, Private
Carrera, you need to first have unlocked
Officer Dick. To do this simply finish the
game with any character. Once you have
the Officer begin a new game with him
and pause the game. Now hold L and
press C Left, C Down, C Right, C Down,
Up, Right and then Left. The screen
shakes to confirm correct entry. Now exit
the game and return to the character
select screen, where you should find
Private Carrera!

Hidden Pictures

To see some hidden pictures of a girl,
pause the game, hold L and press C Left,
C Down, C Right, C Left, C Down, C Right,
C Right. If entered correctly the screen
shakes and the picture should appear! To
see another picture, hold L again but this
time press Down, C Left and then C Up.

SYNTCH SHEAMRIND
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Nuclear Strike

If the guide isn’t enough to help
you save the world, why not try
cheating instead!

Cheat Codes
Enter any or all of the passwords
to beef up your chances:

PCPNL

Increased armour.

CPPLM

Invincibility.

BDGFK

Increased damage.

Excitehike 64

Add some excitement to your
racing with these new codes.

Cheat Codes

To bring up the cheat code
screen go to the main menu
and then hold down L, C Right
and C Down. With these held
down, press A to bring up the
cheat menu and enter one of
the following codes for the
desired effect:

Mirror mode
Night mode

All stunts

Beat This! mode

YADAYADA
MIDNIGHT
TRICKSTER
PATWELLS

Developer Photo

To see a photo of the
development team, enter
UGLYMUG on the cheat menu
screen and then go to the
credits from the options menu.

International Supersiar Soccer ‘98

CHEAT{CENTRAL
Fighter's Destiny

Fulfil your destiny on this
classic beat-’em-up with the
help of 64 MAGAZINE.

Hidden Ninth Skill

Collect your eight main skills
from master mode as normal
and then set up a two player
battle using that character. If
you win you are awarded your
ninth skill.

Hidden Werewolf
Select Pierre as your character
then, mid-fight, press the L
button. You should notice that
as you press it more, his nose
grows! Continue pressing it
until he explodes and
transforms into a Werewolf!

Unlock Boro

To unlock Boro as a playable
character, finish the main
game in easy mode.

Unlock Ushi

To unlock Ushi the cow you
need to survive in the Rodeo
mode for one minute or more
without killing the cow! Ushi is
the only character who has a
hidden move - a throw. To do
this in-game, press L twice
and enjoy the results!

Unlock Joker
To unlock the Joker as a
playable character you need to
complete Survival Mode by
defeating 100 fighters!

Unlock Master

To open up the Master you
need to beat the Master
Challenge Mode by defeating
all opponents!

Make sure you stay on the
ball in the prequel to ISS
2000 with these cheats.

Big Head Mode
When ‘Press Start’ comes
up on the title screen,
quickly press C Up, C Up,
C Down, C Down, C Right,
C Left, C Right, B and
then A. Next hold down
the Z button and press
Start. A sound confirms
correct entry.

Extra Heads!

To unlock some bizarre
heads for use in the
Create A Player mode,
complete the
International Cup on
difficulty level 4. They
include clowns and aliens!

Extra Players
When ‘Press Start’ comes
up on the title screen
quickly press Left, C Left,
Right, C Right, Left, C Left,

Right, C Right, Down, C
Down, Down, C Down, Up,
C Up, Up, C Up, B and then
A. Next hold down the Z
button and press Start.

Play Dirty

When a player is tackled
you can hold down all of
the C Buttonsto do a
fake dive! However, if the
referee cottons on to this
he will book you instead
of your opponent.

Unlock Bonus

Teams

When ‘Press Start’
comes up on the title
screen, quickly press Up,
C Up, Up, C Up, Down,

C Down, Down, C Down,
Left, C Left, Right, C
Right, Left, C Left, Right,
C Right, B and then A.
Next hold down the Z
button and press Start.
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Mission 1: Eliminate
Informants
t looks like the evil LeMonde has
I been gathering inside information
on the resistance from a network
of spies based in a nearby village. It’s
jpb to destroy the village and
stop$pe leaks.
THig first mission is really just a
trainjig exercise, and thus is a'good
changgto get to grips with the
b controls. Firstly, take out the Early
Warning Radars with your missiles —
each one is marked on your radar as
% ‘R’. Removing these makes your

¥ ‘mission far less troublesome. Then
¥simply destroy all the informants
and their back-up. Soldiers, small
_ vehicles, small tanks and lookout
« Wdints should all fall under the

* firepower of your chain-gun, so
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armour so use your strafing abilities
(via the Z + R buttons) to evade their
fire. Remember: if you stay stationary
for even a few seconds then you can
wave goodbye to your armour.

Mission 3: Supply
Warehouse

aja knows the location of the
“ enemy’s supply warehouse, so

drop her off at the rebel helipad.
It’s marked on your map as ‘H’. She
might take a couple of minutes to
collect the details and do her hair!

Apparently, Naja doesn’t fully trust
you as yet, so she’s going to take her
chances on a motorbike. It makes
your job a lot more complicated but
that’s the way it has got to be.

The rebel base is now surrounded
by soldiers and tanks. Protect Naja, as
she’s needed for later missions. Use
your radar to locate the enemy forces
ahead of Naja and take them out
before they can fire. Keep your eyes
peeled for a rear attack and once you
know the location of the warehouse,
there’s no need to waste the more ~pick Naja up and return to base.
valuable weaponry here. Some of
the informants are hiding inside the
buildings, so flush them out by
levelling the structures. We don’t
want to'see any dots left on that
radar, you hear?

Mission 2: Rescue Naja
ead for point ‘N’ (the northwest
“ area of the map) and rescue
Naja. She’s the leader of the
rebel resistance group and is
therefore crucial to our operations.
Expect an ambush the second you
land, so take off and let rip with your
chain-guns. Now you can take out the
other defences. The larger tanks and
ground-to-air cannons may need
rockets to finish them off. Their
firepower batters away at your
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Mission 1: Liberate Town
aja’s troops have come under

“ attack from some tanks. Whilst
the troops are fairly well-armed

and can thus take care of themselves
to a certain extent, human being vs

tank is pushing it a little too far. Take
out the small tanks with rockets. The
larger tanks have stronger armour, so
don’t mess around - you’re playing
with people’s lives here! Take them
out as quick as possible with your
missiles, and remember, Commander:
you can’t afford to miss!

Mission 2: River Fort
eMonde’s River Fort is one of his
lmain centres of operation. It must
be destroyed. However, it is very
heavily guarded. Your orders are to
help the rebel gunboats to infiltrate -
the base.

Starting out from the rebel base,
follow the two gunboats north and
north-east up the river, swiftly
removing any and all resistance that
you come across. The gunboats can
hold their own, just as long as you
can hold off the bigger tanks.

The best way to do this is to follow
the right-hand boat first to protect it
from the first two or three tanks, and
then use your radar to locate the other
gunboat. Protect it for a while, and
soon the two boats are bound to meet
up - they are travelling to the same
location, after all. Fly ahead and
search out the Early Warning Radars
that have been marked on your map.
These areas are home to a fair bit of
resistance. It looks like you haven’t
been invited to the party, Commander.
That’s not on, is it? The gunboats
should now be safe and you should
notice that two more boats are tagging
along. Sorry, we forgot to mention
those! Once they too are safe, use your
radar to find and destroy any
remaining enemies that you’ve missed.

Mission 3: Extract Elites

group of Elite Rebel Chopper
A Pilots have been captured by the

enemy and are trapped on several
isolated outposts. Fly to point ‘P’ in the
north-east corner of the map and locate
the rebel pilots. While you’re rescuing
them, two tanks move in to attack you.
Destroy these armoured annoyances
then rescue the pilots. You don’t have
enough room on board to rescue the
others at the moment, so take these
four back to the helipad which we have
marked as ‘H’ on your map. Now you
can rescue the remaining pilots who are
at point ‘P’, a little east of the helipad.
Once again, you are set upon by the
enemy, intent on keeping their
hostages. This time there are six AMXs
to deal with. These are all heavily
armoured and it takes three or four
rockets accurately targeted at each one
to get the message across that they’re
not welcome. You can only carry four
people in your craft, so come back for
the remaining two pilots once you’ve
unloaded. Grab these last two airmen
and return them to the helipad. Once
they’re in the air, your job is done.
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BMission 1: Capture
ML.eMonde’s Generals

Gl

e’ve located LeMonde’s Field
Generals. They’ve secured
themselves inside three

“Yortified villages. These have been

marked on your map as ‘G’. Your job
i to flush them out and grab them.
., On this mission try to avoid the

.enemy at all costs. Only take out the

hostiles that are lurking around in
the immediate vicinity of the
generals ahd even then, only do so if
you find that they are hampering
your progress. Basically, it’s a case
of grab the generals and get out.

The first general can be found in a
hanger in the north-east corner of the
map. Each general is well guarded, so
use extreme caution at all times in
order to survive.

The second general is in the
south-central area and is even more
heavily guarded than the first. Keep
an eye on your armour — if a certain
enemy is really damaging you, retreat
from the fray and come back in from
a different angle.

The third general is located a little
north of the second general. Grab him
and get out. You should be able to get
him without much of a confrontation.

Lastly, go to the area on the map
that we’ve marked with an ‘X’ and
clear this sector of any resistance.
Trust us, we have acquired some
inside information that leads us to
believe that this area could be vital in
the near future, so you’ll be thankful
for doing this later!

Mission 2: Jungle Fortress
aja has been given the job of
destroying the Jungle Fortress

from the inside. Whatever you

Waralng: Lo Armorll

[Above] The convoy is protected by an
infestation of tanks. We’re not cowards or
anything, but we recommend running away!

do though, don’t drop off Naja to
begin with. First, take out all the
ground-to-air cannons, tanks and
commandos in the fortress. If you
don’t do this, Naja won’t last more
than a few seconds and the mission
ends in failure. Once you’ve cleared
the area, drop Naja off at the
helipad (it’s marked as ‘H’ on your
map) and follow her to the temple.
As soon as she enters the temple,
enemy trucks start to arrive with
dozens of commandos inside.
Simply aim at the stairs to the
temple and let rip with your chain-
gun. Once you have destroyed the
commandos, scout out the
immediate area for any solitary
trucks, as they may still be sneakily
concealing a few reserve troops.

Mission 3: LeMonde’s
Convoy

s we suspected, LeMonde is
ntrying to escape with some

nuclear warheads. The trucks
that are carrying the load are
travelling in a convoy which must
pass through the area marked ‘X’ on
the map. The convoy consists of at
least six heavily-armoured tanks,
three missile-launchers and two
cargo trucks. Keep a safe distance
away from the convoy so that the
tanks don’t fire at you and
concentrate your fire on the cargo
trucks, which are located at the rear
of the convoy. Each cargo truck has
some serious defence — they’re all
protected by a missile-launcher, so
it's prudent to destroy these too in
order to make things go more
smoothly. Once you have taken out
the cargo trucks, pick up Naja from
the Jungle Fortress and return to
base. Manage to do this and it’s level
complete, Commander!

[Above] Oh no! A coconut tree has been
taken hostage! And those soldiers have got
rubber-rings on!
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[Right] You would expect
ammo-crates to be well
protected, but this is
ridiculous! Don’t you have
anything better to do?

[Below] You need to bribe
Cash Harding in order to
obtain his help. The solution
is simple: nab an enemy
treasure-crate.

1: Contact Cash
e could really do with having
WCash Harding on our side.
Apparently he’s Cash by name
and cash by nature — we’ve been in

contact with him and now feel that a
serious degree of bribery is in order if

we hope to persuade him to lend us
his services. Obviously, it wouldn’t be
at all acceptable to use our own cash
reserves on unofficial business such
as this, so instead we suggest taking
one of LeMonde’s treasure crates and
using that!

We're afraid to say that we’ve had
to set you down in the middle of the
enemy forces. Take them out and
destroy their transport, then fly to
the south-western corner of the map
to find and nab the treasure-crate,
which we’ve marked on the map as

Scenario 1- All Missions

“T’. We believe that it is to be found
in an enclosure, together with an
ammo crate, and obviously it’s
protected, so take out all resistance
before you attempt to grab it. Pick up
the treasure crate and deliver it to
Cash Harding’s mansion (‘M’ on the
map). Upon delivery, several vehicles
start to home in on your location. It
seems that they don’t want Mr
Harding lending us a hand! Dispatch
these unwelcome guests and go and
pick up Cash.

Mission 2: Stop ASAT
Missiles
eMonde has teamed up with
l Hwong to take out our Pacific
region GPS satellites and they’re
just about to launch their missile
attack! You need to get rid of the
missile threat before it’s too late. The
ASAT missile locations have been
identified and are marked on your
map as ‘M’. .

The first can be found on a
stranded warship just off the coast of
the southeastern island. Use your
missile to destroy the ASAT, but be
quick though, as it will launch within
seconds of the operator spotting you.

The second ASAT is being launched
from a submarine to the south of your
base - sink it!

The third is being held in a bunker on
the northeastern landmass. Drop Cash
off at the bunker’s helipad (marked as
‘H’ on the map). Several vehicles come
to intercept you, so take them out. In
the meantime Cash will reprogram the
missile, thus shutting it down. This
done, return to base.
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e need to keep hitting Hwong
hard while he’s down, so
you’ve been given free rein to

“.*create as much havoc as possible at

the airport.

As soon as you start, head to the
gouth to reach the airfield, which we
have marked as ‘AF’ on the map.

Immediately on arriving, take out all

of the OH-58 choppers as they lift
off, and then drop off Cash at the
helipad (marked ‘H’) next to the
bulldozer so that he can take out
the other helicopters. Now you just
need to destroy every last defensive
element on the airfield, and then
when Cash has finished doing his
bit, pick him up.

Mission 2: Junk Fleet
wong is well known for exploiting
“ slave labour and he is trying to
get the slaves out via the sea by
using his Junk-ships. We obviously
don’t want to harm the slaves, so
destroy the ships before they load up!
Head for the northeastern
landmass. We have marked the Junk-
ships as ‘)’ on the map. They are
protected by at least one gunboat
apiece, so you need to deal with
these as well as taking the Junk-ships
out with your missiles and rockets.
There is one boat tucked away in a
southern harbour, while the rest are

along the northern coast. Some
soldiers are also concealed in huts
in an enclosure, marked ‘S’ on the
map, so destroy the lookout towers
and the huts.

Mission 3: Stop Missile
Boats

wong is attempting to gain a
“ monopoly of the oil market by

attacking the various oil-
shipments of his competitors using
his fleet of missile cruisers. Pick up a
mine from the building on the south
coast of the dry dock and place it on
the target at the entrance to the
dock. The mines can be found at
point ‘M’ on the map and the mine
targets are located at the areas
marked with the ‘+’ symbols. Attack
one of the docked ships to lure it out
of safety and the mine will destroy it.
Do this again to destroy another ship.
There are two targets in the mouth of
the dock. The uppermost target
should be used for one of the top two
cruisers. The lower of the two targets
should be used for one of the bottom
two cruisers.

There are now two missile-boats
remaining and the mines have all
been used up. These boats are very
hard to defeat. You need to use
missiles and rockets when the boat is
not firing at you. Avoid its missiles at
all costs by using the ‘Z’ and ‘R’
buttons. To complete the mission, you
also have to destroy the three large
hangers in the dry docks, each of
which has a missile truck guarding it.

[Below] Place a mine in the mouth of the
dock to wreak havoc among the enemy
forces. Oops, sorry - didn’t see you there!
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Mission 1: Destroy
Barracks

e’'ve managed to neutralize
nearly all of Hwong’s defences.

The only threat that remains is
represented by the troops in the
training centre. You know what to do!

You'll find the training barracks
(marked with a ‘T’ on the map) just to
the north of your base. The barracks
have four turrets, each protected by
chain-guns. These structures are very
sturdy and can take a fair number of
missile hits. Take care to avoid the
enemy turrets’ fire — the best way to
avoid the guns is to keep flying over
them — each time you do this they
[Below] This is Hwong’s supply depot. they’re

all having their lunch at the moment, so we
won’t disturb them.

» NUCLEAR STRIKE

take time to re-align their sights.
Aside from the turrets, there are four
other main structures that you must
destroy. Missiles and rockets are the
order of the day, as your chain-gun
won’t even make a dent in them!
Don’t worry about using all your
ammo up though, as you should find
that there is plenty of it lying around.

Mission 2: Hwong’s
Depot
wong’s supply depot can be
H found on the central island and
it is heavily protected by
Scimitars and Warriors, so be careful!

To add salt to the wound, the whole
sector is also protected by hilltop
radar. The depot can be found at
point ‘D’ on the map, oh... and take
care not to destroy the supplies —
you’ll find that you need them!

To begin with, fly to the northern-
most part of the central island and
take out the tanks that you find there,
using your rockets. Hwong’s brother
tries to make a run for it at this point,
so grab him. Now drop off Cash next
to the missile-truck. He puts it to
good use by blowing up everything in
his path, which should help you out
no end. While Cash is busy wreaking
havoc, neutralize all the other
defences, and destroy any buildings.

Mission 3: Capture
Hwong

e’ve located Hwong’s
hideaway. He’s converted an
oil-rig into a fortress and we

need to get him out — alive!

The plan is to nab three of Hwong’s
bomb components. The first is south-
west of the supply depot, the second
is on the north-eastern island and the
third is on the middle of the eastern
islands. They’re all marked on your
map. Each component is only lightly
defended — you could practically do
this mission with your eyes closed,
however we’d rather that you didn’t.
Drop the completed bomb onto the
oil-rig fortress, which we’ve marked
as ‘0’ on the map. Once his hideaway
has been destroyed, Hwong tries to
escape in his gunboat. Follow him at
a safe distance — if you get too close
then he starts shooting. When he
clambers ashore, grab him. Now
return to base.
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ission 1: Rescue Sirok
Agents

etting info out of Hwong is like
ﬁ trying to get blood out of a

stone. However, our experts
fgave finally managed to get
'something useful. This information
points to the peace conference in
Korea. On further investigation, we’ve
discovered that three SIROK agents
have been captured for interrogation.
You need to get them out of there!

Unfortunately we’ve only been able

Its weaponry and handling are far
inferior to that of your usual machine,
but then you’ve always relished a
challenge, right? Even considering
your skills, we recommend avoiding
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to get hold of a local military chopper.

direct confrontation wherever
possible. The agents in question are
being held in three detention centres,
which have been marked as ‘D’ on the
map. The first can be found to the
south-west of your base-camp. Attack
the building in order to flush out the
interrogators. The SIROK agent is the
figure who flees into the corner. Pick
him up and get out fast. The second
detention centre is north of your base
and the third is to the north-east. In
both instances, attack the buildings to
flush everyone out into the open, and
then when you see the agent, grab
him and clear out. You shouldn’t need
to open fire on anyone on the ground
so there shouldn’t be any unfortunate
‘friendly fire’ episodes.

Mission 2: Stop Military
Transports

e've figured it out! President
Kym is going to attempt to
kidnap the foreign dignitaries

at the peace conference. There are
four military transports on their way
there right now. You need to destroy
them before they get to the peace
conference, which has been marked
as ‘P’ on your map.

Use your radar to locate the
APCs. Follow the first one along the
road for a while - you’ll notice that
its armour is in a different league to
your feeble armaments. This means
that you need to come up with
another way of dispatching it aside
from an all-out assault. Maybe you
can knock a power-line pylon down
onto it...

The second of the APCs is nearly at
the conference already! Chuck some
tear-gas at it to slow it down then use
the time that this buys you to throw
as much firepower at it as you can.

The third APC is equally as tough
as the first one you hit but the tactics
that worked on the first one should
work again this time around - crush
that mutha!

You’ll find that the fourth APC has
already entered the conference
perimeter. You now have a choice of
methods for dispatching it, but
whichever one you choose, do it
quickly! Either knock a pylon onto
the hostile or place a barricade in its
way. This gives the APC no choice but
to go on a long detour, thus giving
you more time to hammer it. Remove
the last APC from the equation and
it’s victory to the good guys! The
dignitaries are safe for now.

[Above] This APC truck is on its way to
disrupt the peace conference - the git!
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[Right] You know that
whenever things start to get
quiet, all is not well. Watch
out for ambushes!

[Below] A French frigate is
waiting for the bus-load of
officials. Don’t disappoint
those cheerful sailors!

Mission 1: Escort Bus

e’re afraid that interfering

with the President’s plans has

caused an awful lot of bad
feeling. So much so, in fact, that a
nuclear device has been planted in
the conference centre! We must get
the dignitaries out of the city before
it’s too late!

Our covert teams, headed by
Andrea, have managed to get the
dignitaries onto a bus just to the
south of the conference. The location
of the bus is marked on your map. The
bus has to travel to another part of
the city in order to pick up some more
dignitaries then it’s going to make its
way to a French frigate, which is
waiting to pick everyone up.

We've kept this all very quiet, so
you shouldn’t encounter much
resistance. Some tanks and soldiers
are about all that is in the area.
Remove any barricades that you come
across, because the driver will choose
the quickest route. Once the bus has
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picked up the second party of
dignitaries, the enemy will know
what’s going on and you can expect
an ambush just past the petrol
station. The frigate is located at a
point just past the palace walls and is
on your map as ‘V’. Once the bus has
made it to safety, pick up Andrea.

Mission 2: Cover Airlift

t was getting far too dangerous to

send the bus in again, so we’re

sending in two Chinooks to get the
remaining dignitaries out. We know
that the area is very well-guarded
following our last mission, so it’s
down to you to provide cover. The two
Chinooks will show up on your radar
and they arrive a few minutes apart.
Expect heavy resistance the second
that the Chinooks land. Cover them
well and take care not to shoot our
guys! There are some tanks
concealed behind the buildings, so
keep your eyes open and your trigger
finger ready. Escort the Chinooks to
safety and return to base.

[Below] Allied Chinooks fly in to save the
remaining officials - wahey the lads!

[Below] Once the Chinook is safely in the
air, groups of soldiers and tanks attack you
- wipe ’em out!
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ission 1: Escort

. Diplomats

t turns out that there were too
many people for us to airlift out
and the nuke detonation is
imminent! The only way to get the
remaining friendlies out in time now
4s by train. We've managed to secure
an engine and some carriages.
.Andrea is going to travel with them

and needs to be dropped off at the

station (marked *S’), which is at the
south-west corner of the map. Before
you do this though, fly along the
railway lines and clear the
surrounding areas of any resistance.
Now drop Andrea at the station
and wait for the train to get going.
You need to stick close by the train at
all times. The suspect collision that
occurs next to you is unavoidable. It

may take out the rear carriages but
don’t worry — all the diplomats are in
the front carriage. Of course it’s not
all plain-sailing: Kym is sending a
rogue engine on a collision course
with your train! Fly ahead and hit the
points switch by the rails to send the
runaway engine onto a different track,
and then stay with our train until it
has reached safety.

Mission 2:
Palace
e’ve found the opening that
we need. All of Kym’s forces
have gathered at the palace
for.an all-out attack on the

Destroy Kym’s

[Below] This is in fact a train station, and
not a haunted house. Just in case you
were wondering.

[Below] You must hit the switch to move the
tracks. It’s the only way to avoid a terrible
head-on collision.

demilitarized-zone. It’s up to you to
rain on their parade!

The palace is marked on your map
as ‘P’. Make your way there and take
out all of the troops. This takes about
ten seconds, assuming your aim isn’t
totally rubbish. Once the troops are
gone, concentrate your fire on the
palace itself. Destroying the palace
annoys the enemy quite a bit but that
doesn’t matter, as by now they only
have a couple of tanks left. Chuck as
many missiles and rockets as you
have at the palace. Raze it to the
ground and laugh heartily as Kym’s
empire is reduced to nothing!
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[Below] Here we can see a
badly shot-up allied plane.
Unfortunately, all the pilots
are dead so it’s actually no
use whatsoever.

| Mission 1: Collect Andrea

e’re in the heart of the
demilitarized zone now.
Demilitarized zone? What is

that? Sounds like something out of
the Wizard Of Oz! Er... anyway, some
of our troops are here as well, so
watch your trigger finger; our guys
are under enough pressure without
having to worry about getting shot
by mistake!

We don’t need to cause any trouble
just yet, so to begin with avoid flying
into North Korean airspace. You start
this mission in an enemy enclosure,
so take out their communication
towers as a way of saying “hello”!
Andrea needs to be picked up and

I"wr—ﬂMZ
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you can find her at point ‘AN’ on your
map. This is essentially a simple
honest-to-goodness rescue mission.
You don’t even need to fire at anyone!
Just let them stew, rescue Andrea and
get the hell out of Dodge.

Mission 2: Main
Battlefield
he Korean People’s Army is on its
T way for a full-scale attack on our
forces. They are carrying some
fairly heavy weaponry, so this is going
to be a tough mission.

SNAFU Threshald 75%;

.

You should be able to locate our
troops by using your radar. Fly to their
location and give them a wake-up call
by hovering briefly over their barracks.
Take out any resistance you encounter
from the bad guys. Keep watching
your map for any new enemy troops.
Once you have rousted all of our boys,
concentrate your fire on their bases.
They are marked on your map as ‘F’
and are now high-priority enemy
holdings. Remove the lookout towers
and any other enemies that bother
you. Work swiftly, otherwise the
sector gets over-run by the enemy.

When the order comes, head
south-west to the inlet. Submarines
have surfaced here and are marked
as an ‘S’ on the map. Destroy the
submarines and the troops that they
have just landed.

Your main priority now is to keep an
eye on your map and help out our
troops — it’s fire-fighting time! If
certain area is becoming over-run,
then get there and help out. If all of
our troops are destroyed, then the
battle is lost! Try to hang in there until
your back-up turns up. When the air-
strike arrives, return to base.
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ission 1: Protect Agents
he worst case scenario has just
arisen. We've tracked LeMonde
down to a Siberian missile silo,
and he has nuclear weapons!
& As you well know, Naja and Cash
“are already in there doing their bit.
«They’ve just radioed in and they are
-under attack from a group of
mercenaries. They’ll show up on
your map as ‘C’ and ‘N’. Get in there
and cover them while they get to a
safe airlift location. Get into the
advanced chopper that they lead

[Below] Naja and Cash seem very secretive.
If we weren’t in this damned helicopter

maybe we would be able to hear what they
were saying!

(-]
[-]
Q
N
<
e
-}
2
A
s )
=
]
ép
S
-

DE

you to and prepare yourself for the
rigours of the next mission.

Mission 2: Destroy Radar
Towers

outine stuff, this! You will find six

radar towers on your map, each

marked by a ‘T’. Each one is
hidden inside a buildingand is
protected by a minimum of four gun-
turrets. Take out the gun-turrets, then
concentrate your fire on the building
to reduce it to rubble. Finally, take out
all six of the radar towers.

- rorress

Scenario 1- All Missions

[Below] These armoured temples conceal
the radar dishes which you need to destroy.

[Below] Huzzah! Let Naja and Cash loose on
this building and you can unveil a brand
new chopper!

5;:.::.2,:3&_‘;9“:: mpnx ‘;ig:
Mission 3: Assist Hack
ack has managed to infiltrate
the enemy’s defence-grid. We
need you to buy him some time
so that he can finish up. The radar
station that he is working in can be
found on your map at point ‘S’. It is
vital that you stop the tanks from
killing him. Be very careful not to hit
the station that Hack occupies
though, because it’s not very robust!

[Below] The perimeter guns are thorough in
their work. Don’t hang around too long or
you’ll be toast!
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Mission 1: Locate and
Destroy EMP Radars
ack, the little genius, has
“ managed to disable LeMonde’s
perimeter defenses! This is our
one and only chance to get LeMonde.

First things first though: there are
six Electro-Magnetic Pulse Radars in
the area. They are disabling your
weapons systems, so they must be
taken out! '

Fly north along the border, avoiding
any enemies. Alert any friendly troops
that you come across. Take out the
RAZORS on the walls and drop off
Naja at the northern helipad (marked
on the map as ‘H’). Follow her and
protect her while she locates the
hidden radars. There are enemy
troops everywhere, so be extremely

» NUCLEAR STRIKE

thorough. A couple of well aimed
shots from the bad guys and Naja will
be history. The troops that you alerted
turn up to help you along the way.
Don’t take it for granted that they will
take out the enemies that they are
battling with though, as half the time
they will lose. Destroy all the radars
and pick up Naja.

Mission 2: Disable
Guardians

ive huge Guardian Guns were
Fdisabled by Hack. Unfortunately,

when disabled the guns close up
and cannot be destroyed. Drop Cash
off at the second helipad (marked as
‘H’) so that he can open up the guns.
Destroy them to give our troops a
better chance. Four rockets and four
missiles should be enough to blow up
each one. Use the same tactics as for
the gun-turrets: fly over them to force
them to reset their sights. Follow

[Below] These huge wall-mounted guns are
incredibly powerful. Don’t give them a
chance to lock onto you.

Cash and destroy them all, and then
go and pick up Cash from where you
dropped him off.

Mission 3: Destroy ICBMs

e’ve located six ICBM silos,
each holding a nuclear
missile that is targeting a

major city. They are ready to launch.
Each nuke takes a fair number of
missiles and rockets to destroy it, so
stock up well before taking on each
silo. There are a lot of supplies on
this level that don’t show up on radar.
You can find them by destroying the
cargo trucks that are dotted about
the level. After mission two, more
supplies will be dropped off for you.
Use your radar to find them.

Each missile silo is marked on the
map as ‘I’. For each one, drop Naja off
at the silo’s helipad so that she can
expose the missile. Naja is needed for
every silo, so pick her up as soon as
the nuke is exposed. Chuck missiles,
rockets and chain-gun fire for as long
as it takes to destroy the ICBMs. Each
silo is protected by tanks and missile
launchers. These should only be taken
out once the nuke itself is history.
Destroy all the ICBMs and stock up on
the recently-dropped supplies.

LeMonde is playing his final card:
the Shiva’s Dagger missile. The
launch device is on its way to the
launch-site. Get to the launch-device
(marked as ‘D’) and hammer it with
missiles and rockets.

Succeed and it’s time for
congratulations, Commander! We’ve
finally finished LeMonde — he’s being
picked up by our men right now. Now
we can talk about that vacation!
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a bit of coin slot-aided enjoyment. Once again we hurried down the

road, like a bunch of naughty schoolboys who'd skipped science
class, and headed off to our nearest Sega Park to try out the latest in
arcade technical trickery! This time around we got a little bit trigger happy,
put on our dancing slippers, donned a crash helmet and rounded up a
rhino or ten — all under the same roof! How, you ask? Here’s how, you
inquisitive bunch of monkeys!

A nother month, another excuse to nip out of the office to indulge in

[ 1amBo sarari

Lurking in one of the corners of the park we discovered this intriguing
new game. Bringing out the hunter in you, Jambo Safari lets you jump
into a jeep, hunt down a wild animal and lasso it so that you can score
points. Think Crazy Taxi with elephants! Chandra turned out to be quite
the little hunter, bagging himself a fair few big game animals. Paul, on
the other hand, looked as though he didn’t quite get the point of it all,
the end result being that he thought it was a “Wish You Were Here
with Judith Chalmers” simulation! Weird, but fun.

'l“u“ll » .

Okay, so it’s not a classic in
the traditional sense
(because it’s not really that
old) but it’s still a damn fine
piece of bullet-ridden fun to
us. Taking out the enemy
with sniper precision,
aiming for the head,
protecting the president —
it'’s a tough job, but it’s all
in a day’s work for the gang
at 64 MAGAZINE.

QUICK AND CRASH

A whisper circulates, the townsfolk get worried... suddenly
the streets of Bournemouth become less crowded as people
run back to their homes. An itchy trigger finger gently
caresses the barrel of a gun, the hand pulls the gun from its
holster, takes aim and BANG — Roy shoots a tiny target at
the back of the screen. He looks pleased... well, he would
wouldn’t he? A change from the norm, Quick and Crash uses
a light-gun to blast a real moving target within a simulated
firing range. You get a total of 20 shots to complete the four
levels and the last one lets you shatter a cup into a million
bits. Yes, really! As we’ve said already, Roy was very pleased
with himself. Mr Kiss Kiss Bang Bang indeed!




DANCING STAGE EUROMIX

Take your partner by the hand, make an arse of yourself in front of those who stand around! One, two, three and
stamp your feet, act real daft and then claim defeat! This is definitely one of those games that you can either be
very good at and wow the passers by with or, like us, look like a bunch of mid-life crisis fathers dancing to
Britney Spears at someone’s birthday party! Pick a song (worryingly, Roy chose a Boyzone number with positive
relish) and then move your feet on the arrow pads below you in time with the beat. Eerily, Russell turned out to
be quite the diva at this game! Funky, tiring and probably the only bit of proper exercise any of us had had in the

To Find
'Em...

There are Sega
Parks all over the
country — check

past month! Despite the embarrassment factor, this game was easily our favourite this month.

STAR WARS:
| POD RACER

It Possibly the best bit in the whole Star
Wars Episode One movie has been
transformed into an arcade adventure of
I trembling excitement. You get to sit in
I the pod and control it just like that Milky
It Bar kid (sorry — Anakin) did in the film,
by moving the control bars left and right.
Totally immersing ourselves into the
environment, we felt as if we were there
on Tatooine, zooming and buzzing
 around the track, dodging the opposing
racers and striving to save the galaxy
(er... or something). The only way to have
made this game any better would be if
you had jar Jar Binks tied to the track,
and it let you score extra points for
running the swine over!
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out this list for the
one nearest to you!

SEGA PARK
Hamleys Metropolis
189-196 Regent Street
London
(0207) 494 2000

SEGA DOME
Oriental Shopping City
Edgware Road
London
(0208) 200 5751

SEGA PARK
Hilton Hotel
Westover Road
Bournemouth
(01202) 316 396

SEGA PARK
Strykers Pleasure Bowl
River Drive
Tamworth
(01827) 68448

SEGA PARK
Units 70-74
The Harvey Centre
Harlow
(01279) 425 741

SEGA PARK
Bargate Shopping
Centre
East Bargate
Southampton
(023) 8022 5067

SEGA PARK
88-96 High Road
Woodgreen
London
(0208) 888 3129

PLANET SEGA
Queens Ice Bowl
155 Queens Court

Queensway
London
(0207) 229 0172/
Ex.5207

SEGA PARK
Eastgate Shopping
Centre
Basildon
Essex
(01268) 293 207

THE LEISURE

EXCHANGE
St Botolphs House
138-139 Houndsditch
London
(0207) 623 2782

THE LEISURE

EXCHANGE
365 Station Road
Harrow
Middlesex
(0208) 863 7846
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MAGATZINE

Welcome to the Not Nintendo section of 64 Macazve where we cover anything
and everything that we think is coel but which just doesn't have a whole lot to
to with the N64! This issue we're particularly impressed with the meaty Desert
Fagle BB gun, the Homer Simpson inflatable clock and the Bagpuss beanie.
What do you mean you've never heard of Bagpuss?

* Bagnuss Beanie

This is one of those weird Remember Professor Yaffle? The mice that lived in a clock? The toad
movies that either achieves that played the banjo? If you do then chances are
cult status and huge critical you’re probably pretty old, because we’re talking
acclaim or just flops. It’s not a about the classic children’s TV series,
traditional mainstream Bagpuss. It was about a little girl who owned
‘Hollywood blockbuster’, a shop full of old, unwanted toys that
rram Tie pirecTor oF “swineERs”  instead it follows a short came to life whenever no-one ’
period in the life of a was around... in fact you could
small group of American almost say it was the
winan picinir— kids who all have some inspiration for Toy Story
rane LS very bad luck. When Go (wonder if anyone’s ever looked
sanan pricey— hit the cinemas the into that?) Anyway, Bagpuss
seorr WOLE - critics raved about it and fans will no doubt be
if you were ‘in’, then you delighted by the new range
saw it and you loved it. of Bagpuss merchandise,
1t’s actually not that bad, including this beanie
but then it’s not the which costs just £5.99
world’s most earth- from Wonderworld.
shattering pic ever Get them on
either... although it has (01202)

¢ \ B » got Dawson’s Creek star 394918 or
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