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...since the days of the Ninja.

Get ready for the latest 3D Action
game from the creators of Tomb Raider,
Tomb Raider Il and Fighting Force.
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Most Impressive

By John Davison ¢ john_davison@zd.com

fer a Sahara-like drought of
excitement in recent months.
we're about to see a huge great
spooge feall eal cool

. Not counting the fact that
itk s o “officially” confirmed
the Color Game Boy (something I'm
unnatualy glefl about..mist b the

eatha, veTo i hat e are
pant ly impressive develop-
SR puppmg upall over the place.

Firstly, there’s the fact that games on
all of the existing systems are getting a
much-needed shot i the arm both in
terms of original ideas and technology. There are developers out there at the moment squeez-
ing things out of the PlayStation that we really wouldn't have thought were possible a year
ago. Sony’s new “code optimization evaluator” (or whatever t's called) s allowing develop-
ment teams to see exactly how far they're pushing the machine, and where there are unused
Scraps of processing power. Sony’s own Gran Turismo was built around this—and if games

one would be a combination of all your favorites.
Future games from many developers including Crystal Dynamics, Core Design and Sony itself
also make use of it, and we're going to see PlayStation games challenging the N in terms of
graphical cleverness and fancy how-off effects. Watch out for colored lighting, hi-res 3D
Jigeery-pokery, partcle effects (for smoke, fire and pyrotechnics) and scorching frame-rates
from just about everyone in the next six months.

“We're not kidding when we tell you that this
game has all the qualities of a ‘traditional’
Disney cartoon...but in a full 3D environment.”

The N6 is starting to be pushed to its limits too. As you can see from the huge great wad
of information we have on Turok 2 this month, the teams that got in on the act very early are
now really leaning what the machine can do. Remember all of the hype about the “Project
Reality” and how the thing had the graphical power of a Silicon Graphics workstation in a
home console? Well, after two years | think we're finally seeing what they meant. What do
you know? It wasn't B.S. after all. Believe me...Turok 2 s stunning and far surpasses the
visual effects generated in just about any other home console game. It even does a pretty
g0od job of putting 3-accelerated PCs to shame.

For the future though, things are even more exciting.
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seew ex(remely early version of a (hush-hush, secret-secre..make sure 10 ones istening)
Katana game. Now, it was running on a really early development system, and was only a few
petcen complete bt was,Gute Smphy astounding For 1 pactto years developers and
industry “visionaries” have been spouting how the ultimate goal is to create an interactive
experience with the graphical detail o Toy Story. Well, Katana may not be able to quite do
that..butit's a very big step in the right direction. We're not kidding when we tell you that this
game has all the qualities of a “traditional” Disney cartoon...but in a ull mega-mega hi-res 30
envirorment, And umning t Some luicros framevate, Th characters had uly aimated
facial expressions and moved with the exaggerated swagger of Mickey Mouse and his min-
fons. To say it was impressive would be like saying that maybe one or two people have been
to see Titanic. What's even more incredible is that what we saw was running on a very early
system. We were assured by the developer that what was on show was probably less than

30 percent of what Katana can actually do. Cue sounds of jaws hitting floor and much
slobbering and salivating.
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No, this isn’t a retrospective story about J..
“Good Times” Walker’s acting career—it’s an
in-depth look at the sequel that’s sure to make
dinosaurs everywhere tremble in their...er, boots.
Turn to pg. 98 for a look at Turok 2.
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egm letters

Letter of the Month

The Horror.The Horror...

An avid reader of your magazine and subscriber since the
beginning (every issue except #100. | lapsed once. Why then,
God? Why then!), | never thought | would be writing one of these
letters with some insidious gripe (bad reviews, no Resident Evil
in Top 100, why won't you print my letters, don’t poison my son’s
mind, why don’t you review for the 2600 anymore, how do | set
my VCR, etc....) toward your hard work, but you have now gone
too far.

Picture a faceless EGM reader who reads of a video game
based on the film GoldenEye. Pictures within show images of all
five Bonds (Lazenby, Dalton, Moore, Brosnan and Sean
Connery). An avid fan of the Bond series (with the exception of
On Her Majesty’s Secret Service) and exuberant at the possibili-
ty of pitting Connery, God among men against Pierce Brosnan,
his young protégé, I, needless to say, was quite let down when
it was revealed they would not be included due to copyright rea-
sons (all lawyers must die).

Six months later a tired young man staggers home from work
and finds a golden ray of hope, his EGM in the mail box. The
wrapper is opened. The excitement builds. He thumbs through
the mag reading through various articles and is most satisfied.
As he reaches the Tricks of the Trade section, he glances at
something long since forgotten: the missing Bonds and a
method to release them from their legal prisons. Joy overcomes,
tears flood his eyes and he immediately calls as many people as
would be interested (one...blasphemy).

But then glancing to the cover, his dreams are crushe pril
ions of Sheng Long flood to his brain, and he knows
le, horrible truth. His head gets light, his mind goes
blank and then yes, he commits the ultimate sin: He purchases
another mag to corroborate, one with a title that rhymes with
“tame hoe.” But alas, tis too late. The damage has been done,
his heart crushed.

I was that young man, and the pain you have caused me
is unending. My soul weeps. The bad thing you did is very,
very bad.

Alex Boursier—ABoursier@aol.com

PS. Please send me issue 100 [editor’s response: NOPE]
PP.S. Best April Fools’ in a while. They were getting lame.

Congratulations.

4 (Nea)

EGH Letters gives you the chance to
praise, ripe, ask,speclate or smply reflect

by

Boing (o

lettrs. We reservethe ight to it any correspandence for space purposes. You can reach
EGM by witing o

‘930 ighand venu, 1222
IL6o;

el EOH Matgstcom

Compiled by: Shoe
More April Fools’ Feedback

You guys are the lamest. | tried the all-Bonds trick oven and over and
over. Finally, | went into the wonderful world that we all know and love as
AOL, in determination to find out if the code was fake. Sure eriough, many
people ended up with the same wicked fate as me. | used to think your
April Fools' jokes were funny.and they are...until it happened to me. You
should have more respect for your gamers. We love you and appreciate
you, but when you pulla stunt like that our respect for you goes down the
drain. Just because of your April Fools’ joke, | am considering canceling
my subscription (1 won't, but I'm thinking about it).

Name and address withheld

1 hate your weak magazine. I'm switching to GameFan. You guys print-
ed the wrong cheat for GoldenEye 007. You guys got all my hopes up, and
the code didn't work. You guys are a bunch of pathetic, incompetant [sic}
ball suckers. You guys are 5o stupid, you probably don't even know what
incompetant [sic] means.

Rex Lu—frex2@juno.com

Read the next letter (and the letter of the month) to see what people
with a sense of humor think of the all-Bond gag. By the way, “inco
petant” is spelled “incompetent.”

We found your good ol* April Fools’ joke. Just think—kids are actually
out there, trying to getaall the Bonds for GoldenEye. | don’t know how you
faked those screen shots (they looked pretty real). This might have been
your best April Fools’joke ever.

Steve Conger and Shawn Boord—jsc@sgi.net

Thanks. And now for a brief all-Bond history lesson: Like Alex “My
Soul Weeps” Boursier stated, Nintendo and Rare once planned to have
all the Bonds be playable in GoldenEye 0o7. In fact, with a GameShark,
you can see the intended Player Select Screen portraits of the other
Bonds. Unfortunately, licensing problems prohibited Nintendo from
using the older Bonds, so it never got any further than the Select Screen
(i.e., you can't play as these Bonds). Check out this month's Tricks of the
Trade to see how to access these pictures.

S0...2s what happens every year around the April issue, our mischie-
vous minds went into overdrive. We took advantage of the situation and
created what everyone always wanted—to play as any of the non-
Brosnan Bonds in GoldenEye 007. We know we pissed a lot of you off, but
hey, no one ever accused us of being a well-behaved magazine.

Besides the whole Bond thing, here are the other “official” April Fools’
gags: Get Somel's Chico and the Man, the camper's knife review and of
course, the Astrod 2000 preview. Cheers to all of you who had a good
laugh with our April issue. Jeers to those who wrote in and were honest-
ly angry at us. It was just for fun!

AReal La-T-Boy
| read your April editorial about the lack of original games being
released, and | couldn’t agree more. In fact, the comment abou
“La-Z-Boy" attitudes had me falling out of my chair. | happen to
know a game programmer who does most of his coding on a lap
top—while sitting in a La-Z:Boy! Keep up the good work
Name and address withheld

Here Comes A New Challenger
My classmates and | would like to respond to your
closing remarks in the April editorial [*creating a new
and innovative game: anyone out there up to the challenge?”] : Yes.
Nevil Stephens, sludentwdeu game developer
River Community College
Wmmpeg Manitoba, Canada

OK, we'll keep an eye out for you.
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Revealing outfits and the undead. What else can’t most young guys
get enough of? Calcium. But there is a mouth-watering solution. Milk. It can help
provide the calcium growing bones need to stay strong. A real must.
Especially if you plan on sticking your neck out.

MILK :

Where's your mustache?”




If you would take a moment to look at the
instruction booklet for Command & Conquer:
Red Alert, you will notice lines of Morse code
at the bottom of each page. | took it upon
myself to translate the code, and here it is:
MESSAGE COM ALLIED HQS DECODE CRYPTO
NORMAL RED EAGLE PASSES HAWK RED
ALERT RED ALERT SOVIET FORCES... [c, etc.,
the rest of the translated code is much too

long to print here]
1 am very confused. What does this mean?
Russell Sitka—Bowie, MD

The coded message in the Red Alert manu-
al simply hints at some of the secret “ant”
issions in the upcoming stand-alone expan-
sion set, Command & Conquer: Red Alert
Retaliation. This is just a teaser—Westwood
tells us the message doesn't have any actual
meaning or usefulness. It's just for fun.

Monkey Business
Why are there pictures of monkeys in your
past few issues?
Steve Ebbers—Binbrook, ONT, Canada

Now, This Is The Right Way To Do t..

April's cover art is, in my opinion, the best
yet. Sometimes, I'l look back and notice that
most of the covers of EGM weren't really
geared toward an older audience, despite the
fact that your average reader is 24 years old.
The art almost never had an adult “edge” to it.
Referring back to the April ‘98 issue, the cover
picture seemed to have that “edge.” On top of
that, it's a painting! Determined to be an artist
myself, | feel that painting on the cover of your
mag would be a welcome addition. Real paint-
ings convey character. Use the most talented

egm letters

artists of today. Let the best game of the
month dictate the subject matter of the cover.
EGM continues to be the best. Someone say
something about secret messages?

Bill Jenkins—

edding, CA

Just when we thought Astrod was on the
out...someone pulls it back in.

A“little” Sushi Joke Exposed

(i an exte-arge,self-pramoingfo)

“Does Sushi-X really
run around in his ninja
outfit all the time?”

Chad, from 1-900-PREVIEW

‘Talk Back’

Yes he does, but only in the top half.

The Reason Behind The Stats
When | read the “Kings of the Video Game
Hill” article [EGM #105], it didn’t surprise me
that Sony can claim #1 in hardware sales. Like
me, half of the people who bought a
PlayStation last Christmas had to get a new
one this year because the old one broke four
days after the warranty expired.
Blake Clermont —Blakc@webtv.net

Ouch!

Bruce Willis And The End-Of-Existence

I was wondering what ever happened to
the Activision game starring Bruce Wil
called Apocalypse?

Levi Harris—Westby, Wi

n is currently reworking the game
50 Willis' character shines a bit brighter. An
Activision rep told us, “If we're going to spend
millions on Willis, we're sure as hell going to
make him the star!” (As opposed to
his original role as the Apocalypse
sidekick) Makes sense. We
thought maybe the game is being
delayed because Mr. Willis is too
busy dealing with an Armageddon
1o have to deal with an Apocalypse
at the same time.

Question of the Moment

Don’t You Hate
It When...2
(Your least
favol

bits with a remote mine?

rite i old NES battery backup

moments in
video gaming)

before turning it off?

..you're in a heated GoldenEye
battle, and you blow yourself to

D
DarkNovaog@aol.com (editor’s note: Hey! You try reply-

games, you forget to hold reset

xesg@oak.grove.iup.edu

...you send in a question to EGM
andthey don't reply?
opeHat@aol.com

ing to 100 of letters a day!]

~.people keep carrying on about
stupid jokes? (Astrod...hint, hint)

Apocalypses,

Moonlighting.

~.you've packed 48 hours
o Final Fantasy VI, only
to findthe next morning
thatyour dumb-ass excuse
for a nephew has deleted
your game from the memo-
1y card to make room for a
Resident Evil 2 save?

Readers Bid a Fond
Farewell To Ed Semrad

When | read that the “gaming guru” was
|

model for me,  journalist to the world, and
one hell of a guy. Thank you Mr. Semrad.
jamehaffey@juno.com

I truly admire Ed Semrad and thank him for
00 bad he’s
in pursuing his

helping make EG

anada

anted to
rewell to Ed
since the beginning at

for helping start such a great mag. B
luck to you in the future.
Nai Saechao c.washington.

Although |
i)

miss his thot

cision to
nlhur vu.\\«mhb Twill
[@juno.com

1 :am sorry to hear that one of the founding
members of EGM is leaving the mag. Ed did
great things for EGM over the years and will
be missed aders

Gerard Gadigian—gerardg@mediaone.net

Smarty

Ijust rented Mortal Kombat Mythologies for
the Nintendo 64, and | would like to point out
a serious mistake in the instruction manual. In
the “Items” section, it is mentioned that “Sub-
Zero is able to generate ice as cold as minus
00 degrees Fahrenheit by
absorbing the surrounding air.”

| would like to point out that
this is not possible. Absolute
zero is defined as “the lowest
theoretical temperature a gas
can reach,” and is measured
at minus 459,67 degrees

...people write the editori
al staff to take care of
their subscription con-
cerns? Don'tyou hate it
when people don't follow
the easy ittle instructions
on the first page of EGM
Letters?
EGM_Mail@zd.com

Next Month’s Question of the Moment: What games do you want to see at Katana's launch?

Send your short (very short, please), but sweet, responses to: EGM_Mail@zd.com with the subject hea

ing: KATANA
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Fahrenheit. Absolute zero is justified by the Universal Gas Law, which is
written as the equation PV=nRT, in which P represents the pressure of a
gas, V represents its volume, n represents the number of moles of gas,
R represents the Universal Gas Constant, and T represents
its absolute temperature. In theory, matter would cease to
exist at minus 459.67 degrees Fahrenheit, so it is not
possible to produce a temperature of
minus 500 degrees Fahrenheit.

Charles Kinnin, Jr.—Tarboro, NC

OK, Midway..you got some SERIOUS
explaining to do.

“Charles, you've tertamly done your
homework on this | matter,” Midwa
responded. “The reason that Sub-Zero can
generate such cold temperatures is that the
Outworld is a completely different dimension from
ours, so what theoretically may be impossible here
on Earth, could very possibly happen elsewhere.
Besides, it's a fantasy-based game, 50 sometimes
you've got to just suspend belief. Case in point:
How much fun would Scorpion be if he were gath-
ering mold in a coffin somewhere instead of being
that revenge-fueled undead spectre that he is?

Not much.”

Actually, we think a dead and moldy Scorpion
is just what Midway needs to revitalize the aging
Mortal Kombat franchise.

And The Award Goes To...

| want to make a suggestion for your
awards next year. You should have a new category for “Best Movies in a
game or Best Intro.” You just have to remember the first time you saw the
intro from Soul Blade, | watched it over and over of the ones from Final
Fantasy VII. So, please think about it—you have almost a year to decide.
Carlos Gaytan—carlos_g_g@hotmail.com

We've been giving out those types of awards for a few years now.
Keep youreyes peeled fora copy of

Game Babe (it wasn't L
Best Use of Teats, Worst Use of
Adam West and much, much
more. And don't forget—late
this fall, we'll be coming out
with our 1999 edition. Ah...we
just love these little “ins™ t
promote our own hard work.

WINNER

Clarence Goode Iil
Richmond, VA

Congratulations,
your prize is on the
way—an ASCII
Specialized Control
Pad for the
PlayStation. It
features rapid-fire

Violence Rears lts Ugly Head
As | was walking home, | saw
quy a decapitato disc

screaming, “I'm Xena, warrior

princess!!!” After he threw the

disk at me, | gave the boy a

vicious beating. Ask yourselves,

what kind of demented monster

did you create?

Drinkwat@midplains.com

motion for those
intense moments.

Great. First Dungeons &
Dragons, then video games,
now decapitato. Pretty soon,
politicians are going to start
slzppmg ratings on decapitato!

In case any of you are

wondering, decapwam isa
@ flying disc we EGM

Letter Art
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staffers like to throw at each other's heads. Subscribers got a free
decapitato (sort of) in the April edition of the Sushi-X Files.

A Couple Of RPG Oops
1 just got my new EGM in the mail, and | was so happy to discover the
cover story was on my favorite genre, RPGs|! [May, issue #106] I've been
a gamer since the days of the Atari, but Phantasy Star converted me to
an RPG nut! Which brings me to my question. You listed Phantasy Star 1
and 2 among the top RPGs of all time, and you listed PS2 twice, and both
listings had m"erem years. Did you mean to list Phantasy Star 4 for the
second tir
Christine Carpenter—makochan@dcarpenter.com

Yes.

| was dismayed to see your “Must-Play
RPGs” list did not include Ys Books | and Il
I pray this was a bizarre oversight.

arlie Maib—sarm@midusa.net

Your prayers have been answered! Yes, this
was an oversight on our part. Ys Book | & II is
our #38 Best Game of All Time (see issue
#100) and definitely should've been in our
Must-Play RPGs list last month.

Bad Bets
Bet you guys 100 bucks that this letter won't get printed.
CapYoda@juno.com

Dioh! We forgot that Ys
Book | & I is a must-play.

Please make checks or money orders payable to Dan Hsu.

Last month, our coverage of Parasite Eve should have
included the following: () 1998 Square/based on the
novel: Hideaki Sena parasite EVE (Kadokawa Horror

Bunko). Character designed by Tetsuya Nomura.

Where creativity, your favorite video game
and a stamp can make you immortal!*

Close, but no controller

ko

Keith Stanton
Groton, MA

Darryl Taylor
Lousvile, KY

Julio Ramirez
Los Angeles, CA
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By Chris Johnston chris_johnston@zd.com

It Slices
and Djces

Sega Focuses On Katana, Puts Saturn In The Closet

t the Tokyo Game Show, it was “busi-

ness as usual” for Sega, showing off

more than a dozen new games for the
Saturn. There was no sign of Katana anywhere,
and Sega Enterprises was tight-lipped as to any
information about the new system, despite the
fact that many developers worldwide have their
hands on development stations. While the halls
of Makuhari Messe in Chiba, Japan, saw Sega’s
new lineup of Saturn software, a series of news

AR
Saver

7 it

¥’
Katana was nowhere to be seen at Sega’s Tokyo
Game Show booth, just new Saturn games.

reports kept Sega’s U.S. operations in the news,
and not all of it was ros,

The whole thing began with a report in mid-
March on Sega Enterprises’ financial outlook for
the year ending March 31, 1998. It announced
an expected parent net loss of 39 billion yen
($302 million) for the fiscal year, compared to a
15 billion yen profit forecasted earlier. However,
the biggest news from the announcement were
losses announced from its non-Japanese opera-

tions—47 billion yen in total ($363.7 mil-
lion), 40 billion ($309.6 million) of which
came solely from Sega of America

Coupled with the news of the huge
losses at Sega of America came a
report from Japan's Nihon Keizai
Shinbun that said Sega would stop
shipping Saturn hardware to U.S.
retailers at the end of March.
While those games already
announced (Panzer Dragoon Saga,
House of the Dead, Burning Rangers and
Shining Force ) are still slated for U.S.
release, they will be available in
extremely limited quantities—a
rumored 4,000 lot run of each title.
Sega of America denied the reports
that they were pulling the Saturn
out of the U.S. market, saying that
the company would continue to
ship hardware to retailers after
March 31. However, when ques-
tioned about the Saturn’s future
and any announcement of new
games after those already
announced, Sega became
quiet, saying that future
Saturn releases in the U.S.
are st “to be deter.
mined.” With the remain
ing announced games
finishing up in June, it's
likely that Sega has
decided to go full
steam on Katana,
putting Saturn
behind them
and focusing on

owned. At press

time, the last two games
scheduled for release in the
U.S. are Burning Rangers and
Working Designs’ Magic Knight
Rayearth, both due out in May.
The following week, as the Tokyo
Game Show began in Japan, Sega of
America announced the appointment
of Bernie Stolar to president in addi-
tion to his current role as chief operat
ing officer. Originally hired to assure a
successful transition between the Saturn

and Sega's new hope, Stolar will now
have more control over the company’s U.S.
operations. Stolar's objectives are centered

around three points—breakthrough first
and third-party games; strong retail pres-
ence; and cutting-edge consumer marketing
and communications. All are important keys to
the Katana's success in the U.S.

The announcement of Stolar’s promotion
focused on the future and the launch of the new
system, barely mentioning the Saturn. Stolar
said, “I have always believed that Sega has the
assets to capture and maintain the dominant
share of the video game console market. We
have the biggest and most creative software
development teams in the world, some of the

and regaining
the market
they once
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Tidbits..

most popular video game charac- The elusive Katana is expected to be officially

ters and properties, and a brand announced in May before £ in Atlanta.

awareness that most companies Warp, who was originally developing D2 for Playstation S:l:s_To 1o M"“"I‘d
would kill for," said Stolar. “We're the M2 machine, passed out a flyer at TGS Sony announced April 2 they have sol

10 million PlayStations in North America
since the system's Sept. 9, 1995 launch
date. To celebrate, the company is giving
away 100 midnight blue Collectors Edition
PlayStations and 1,000 Dual Shock con-
trollers in nationwide promotions in major
magazines and at their Web site at
www.playstation.com,

going to focus our efforts to better  announcing a May 23 unveiling of the title on a
utilize Sega’s core strengths so that  new (unspecified) platform. Warp's relationship.
in working closely with our software  with Sega makes Katana the likely candidate,
partners, retailers and con- but speculation is that Sega will make the
sumers, we will all win.” official announcement about the system on
or before that date
2 will give the industry and the press its first
good public look at the Katana, at least on
video. At TGS, a Sega spokesman told EGM the
system’s specs are being tailored to fit a
price of around 30,000 yen ($225 at
current exchange rates).
Sega told us the September 1999
release date s the plan for the U.S.
launch, giving in-house and third-
party developers enough time to
make sure there’s a hefty library
of games to support the system.
That will mean good things for
Sega fans, who have awaited
the time when Sega would once
again have a shot at the top of
the market
At EGM, we couldn’t be more
excited about getting our hands.
on the first games.

For the latest news on Sega,
Katana and what's going on at E*,
stay tuned to videogames.com, where

we'll be following the Katana story.
Wwwsega.com

Resldunt Evil 2 Scores

Capcom announced that in only six
weeks, the company had sold an unprece-
dented 3 million units of Resident Evil 2.
worldwide, with more than a m
the U.S. and 1.9 million in Japan.

EA Steps Into The Ring

Electronic Arts has announced that it
has secured a five-year licensing agree-
‘ment with World Championship Wrestling
(WCW) to publish wrestling titles for the
Nés, PlayStation and PC. The first EA WCW
titles will be released in mid-1999. A few
days before EA's announcement, T*HQ
announced that they did not renew their
agreement with the WCW, and will not
publish any WCW-endorsed wrestling
products after 1998.

Acclaim Closes Arcade Division
Acclaim Entertainment is closing the
doors on its Coin-Operated Entertainment
division in Mountain View, Calif, shifting
key employees an toits
Acclaim Studios division in New York.

Sega Franchises Most Wanted on Katana

Sega's got plenty of game franchises that will undoubtedly show up on the Katana once
it's released. That said, we wondered exactly which series gamers wanted to see continued
on the system. Below are the results of our poll on videogames.com, and we received some
surprising results. It’s a given that Sonic will make one of the first appearances on the
system, but Virtua Fighter and Virtua Cop madestrong second-place favorites, followed
by Daytona. Shockingly, Alex Kidd, Sega’s old mascot from the pre-Sonic days rallied with
fans to edge out Sega Rally as.amost-wanted game on Katana.

Paramount Signs Lara Croft
Paramount plans to release a live-action
feature film starring Lara Croft, the buxom
star of Tomb Raider. The film will be pro-
duced by Lawrence Gordon and Lioyd
Levin of Boogie Nights, 50 we can expect
more than a B-grade show of cleavage
and random violence (oh darn). Now the
question is, who will play her?

ALEX KIDD
SEGA RALLY

SONIC THE HEDGEHDG
VIRTUA FIGHTER
VIRTUA COP

Source: videogames.com daily poll for

Monday, March 23, 1998
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Oh My God, Acclaim Killed Kenny!

Acclaim Entertainment Picks Up the License To Comedy Central’s South Park

cclaim announced that it has obtained the license to develop PC
and console titles based on Comedy Central's animated ratings-
buster South Park, created by Trey Parker and Matt Stone. Yes—
Kyle, Stan, Cartman and Chef are coming to a screen near you.
Games based on the no-brow aimated seres should i stoe shelves
ntral last August, s the
most popular show on S today. In fact, in a four-episode streak, the
S 3 to 5 million viewers and captured 50 percent
age market.—prime gamer teritory—for the highly anticipat-
o Hankey Christmas episode.

“South Park i not your average politically correct animated comedy,
which is why it has caught the world's attention. People can't wait to
what they're going to do n Steve Lux, vice president of market
ing at Acclaim Entertainment.

“The addictive quality of the shot
fodder for creating mature-rated video games. We anticipate we will
launch these games with the same type of major marketing campaigns
that were used so successfully by us with Turok: Dinosaur Hunter

s characters and stories is great

Virtua Smithsonian
Seqa's Virtua Fighter Recognized By Smithsonian

hen you thik Smithsorian, Sega's Vitua Fls:mw uhe first
thing that comes However, Sega Enter
polygonal fighter series i being acknowiedged n the s
of the Smithsonian in Washington, D.C. as a 1998 inductee in the
institute’s Permanent Research Collection on Information Technology.
Now don't think that the Smithsonian is turning itselfinto an arcade
(although they DO also host a Pong machine), but Sega has donated a
Virtua Fighter 3 arcade cabinet to the museum. The
10-year-old collection, of which Virtua Fighter is now
g parof,ncldes tchnical achevements from the

and A Bug’s Lfe), Nissan Motors and Rock the vote
(the toll-free dial'in voter registration program).
What won Virtua Fighter the distinction of being
part of the collection along with 441 other tech-
nologies (but no other v
“advanced graphics and inverse kinematics
technology (that) allows players to move
around interactively inside a real-time,
high-quality 30 graphics world in a very
realistic way.” Congrats, Sega.
Www.sega.com

and NFL Quarterback. We're going to

work hand-in-hand with the folks at

Comedy Central to make South Park

as popular in the interactive enter-

tainment arena as it is on televi-

sion,” Lux added.
wwwacclaimnation.com

1 you'e lookingformare Soth Park
gaming action and
Giake . youTl soun be bl to play
the South Park Quake Il Total
Conversion. Developed by ROTT.
Development,it's not an official prod-
uct licensed by Comedy Central or
South Parks creators, but these screen
shots (not from Acclaim’s South Park
‘game) are the early workings of the
game, which i set up for death-
‘match play. Weapons include
Cartman’s Cheesy Poof Launcher,
M Hankeyand Chef ¢ Doible
R yoshen
gl el
1 forthe PC o play,and it supports hird party 30 acclerator
cards. It’ available at http://southpark.scoots.com/

Retro Fans, Prepare For A Blast From the Past

ver wish that some of the older Atari classics like Centipede,

Pong, Adventure and War Lords would be updated for the 'g0s?
u don't have to wish anymore, because Hasbro Interactive

recently purchased Atari’s remaining assets from JTS Corp. (the co
pany Atari merged with in 1996) for $s million in cash. To put it in per
spective, Hasbro bought Tiger Electronics in February for $33 million.

What the purchase means is that Hasbro will soon be releasing a
new line of updated classic games (like it did with Frogger in '97) on
the PlayStation and PC, beginning in the fall with Centipede. Hasbro
now owns the rights to more than 75 game properties, including
Centipede, Missile Command, Pong, Breakout, Tempest, Asteroids,
Battlezone, Combat, N\\vapde. ght Driver, Ultra Pong, Tempest,
Warlords and Yar's Reveng

We are thrilled tht the classic Atar game properties will now be a
part of the Hasbro family,” said Tom Dusenberry, president of Hasbro
Interactive. “These ground-breaking games helped pioneer the video
game industry. We intend to bring these classics back to life by updat
ing them with the latest technology and interactive game design,
while preserving their heart and spirit.”

Theres also speculation as to Hasbro's other plans for Atari's
assets, which include patents to technologies and the company’s
video game hardware.

Could Hasbro be eyeing
the video game hard.
ware market? A company

past been developing
video game hardware—
such as the VCR-based
Nemo system (which
Night Trap was originally
developed for), and a
virtual-reality system.
www.hasbro.com
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IT'S NOT A MASH

YOU TAKE.
YOU STEAL.
YOU SLUG.
YOy CRUSH.
YOU HIT AND RUN.

ﬁ YOU TRY TO BEAT THE HEAT.

AND AT THE END OF IT ALL
' SOME GUY IN A MASK TRIES TO
KE YOU DOWN TO PROTECT HIS HOME,

WELCOME TO AMERICA’S PASTIME
MIKE PIAZZA
(CATCHER, LA DODGERS
MIKE PIAZZA'S
ww

ALL 700+ PLAVERS! ALL NEW 1998 AL -STAR, ULTRA-REALISTIC CONDITIONS AND
ROSTERS! ALL THE MUTHE  WORLD PERFORINANCE, GRASS AND TURF
TEAWNS! AL N 301 T OAY AN HIGHT GAIES. RAIN 0B SHIE.
/ ‘REAL FAN INTERACTION.
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WHAT'S BEEN KEEPING YOU OFF

THE LOCAL GOLF COURSE! TRY HOT

SHOTS GOLF, WHERE YOU DON'T

HAVE TO LUG YOUR BAG OR GET

A LOT OF SNIDE LOOKS FROM OLD

MEN IN BAD PANTS. FROM TEE TO

N, THE SWINGS ARE FLUID, AND.

HAZARDS Al

REAL PLAY A QUICK

NINE AGAINST YOUR FRIENDS - AND

WHY NOT MAKE IT A BUCK A HOLE

WHILE YOU'RE AT IT. COMPETE IN

TOURNAMENTS AS THE CROWD

CHEERS YOU ON. GO A FEW ROUNDS

OF MINIATURE GOLF. OR JUST TAKE

SOME LESSONS. BUT THE BEST PART?

YOU DON'T NEED A MEMBERSHIP.

“This ga

*Hot Shots Go
and most-f 2y

T

so vivid,

golfon TV.
Dave Stevens

ESPN

me is a blast

~Game Informer

~Paul Johnson
Sport Magazine

PlayStation

www.playstation.com

| Golfis atrademark of Sony Computer Entertainment America inc. €

ComputerErter in.Hot Snots
566 Sony Compter Entertanmentinc.
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Video Game Gossip & Speculation

artermann

he gossip is starting to flow more freely now that we're getting

toward the middle of the year. E is upon us, the Spring Tokyo

Game Show has come and gone and the Q-Mann is keeping his
ear to the ground hunting down every last sliver of information.

Ifthere’s one thing that Namco s rather good at...t's fighting games.
IF there’s another it's racing. While partying at a recent soiree, the Q
leamed thattheJapanese giant wil b releasing one oft bg frar-

" . 1 later this year. And which of Namco’s games
are msmncauy e Why..it's the games in the Ridge
Racer series. Make of this what you will. Odds would favor a racing
‘game with lots of words beginning with the letter ‘R’ though.

By the time you read this, SquareSoft should have made an official
announcement concerning its future publishing intentions. With
Einhénder being the last Square game to be published by SCEA it's
thought that all further games, including Parasite Eve and Brave
Fencer Musashiden will be published by Square itself. Certainly good
news for Square fans as it ensures that all forthcoming titles stand a
good chance of a U.S. release. More importantly though—the Q has
learned that not only is Final Fantasy Villin development as we speak,
but both it and Final Fantasy IX are being developed back to back Back
o the Future style. Although only speculation at the moment, a reli-
able source has succumbed to the Q's patented interrogation tech-
niques and let slip that number nine will be out 9/9/99. Expect num-
ber eight in October this year.

While deftly probing a number of game industry characters in the
past few weeks, the Q has managed to come up with some rather juicy
details conceming Sega's Katana. While the machine stil doesn't have
a name (this will be confirmed in early May..watch videogames.com),
it would seem that Virtua Fighter 3, Scud Race and Sega Rally 2 are all
tracking for release when the machine is launched in Japan. This isn't
idle speculation either...one thoroughly probed individual let slip that
they'd actually played early versions, Rumors also abound that Sega is
working on a Panzer Dragoon game for Katana and (surprise, surprise)
Sonic 3.

Following from the Q's revelations last month concerning a Tomb
Raider-style game featuring Indiana Jones coming from LucasArts the
EGM spy network has heard distant rumblings that something even
more exciting may be on the horizon. Do the words “Episode One”
‘mean anything to anyone? Watch this space for more news on this hot
property very, very soon.

On the “yeah, yeah..didn't see that one coming” front it would
appear that within the next month or so we'll be getting a look at the
next game i the Crash series. Apparently due to debut at 2, Sony has
big plans for Crash Bandicoot 3. The first two have sold ridiculously
well..so don't expect any drastic changes to the overall style of
the thing.

Nintendo and Rare have apparently been in negotiations over forth-
coming James Bond related titles. Having failed to get their hands on
Tomorrow Never Dies (who knows how that happened?) they are now
locked in meetings regarding the next Bond movie due 1999. In the
meantime though, we can expect to see a license-less spy-shooter at
E in May which makes use of Rare’s second-generation GoldenEye
engine. Expect better effects, better animation and maybe higher
resolution graphics.

Since shoot-"em-ups are undergoing such a renaissance thanks to
the critical success of Square’s Einhander, the Q is pleased to inform
you that R-Types, R-Type Delta and Thunder Force V are all set to gain
aUsS. release sometime this year. Rumor has it that Working Designs
will be releasing at least one of the trio (Types) and announcements

regarding the other two will follow shortly.

Next month should be a veritable cornucopia of gossip—the Q-lord
will be jetting around the world trying to gather information before the
big E gathering in Atlanta.

&

-The “Q"

ideogames.com

GamingyHot Spots

Percentage of
population that
plays video games 9
1. Detroit 46.1%

2. Louisville 43.1%

3. Memphis 42.2%

4. 5t. Louis 41.8%

5. Salt Lake City 416%

6. Raleigh Durham 41.6%

7. Cincinnati 41.6%

8. Dallas/Ft.Worth 41.0%

8

Source: Scarborough Research 1998

Nintendo Adds Color

Color, Camera and Printer Coming to US. Game Boy
N -Tn;ensdus Game Boy is about to get a much-needed boost.

6]
8

ht, Nintendo of America has officially announced that
it will release the Color Game Boy, a color version of their popu-
lar handheld system, in the U.S. in late summer/early fall in the U.S.
and Japan. A European release is scheduled to follow in October.
e system will be more expensive and
only a bit bigger than current Game Boy
Pocket models, somewhere around $80-go.
The Color Game Boy uses a proprietary
technology developed by Sharp, to display
56 colors simultaneously out of a palette
'0f 32,000—a vast improvement over the
current four-shades-of-black-and-white
display. Nintendo claims that battery life
is longer than the original Game Boy
Pocket—10 hours on two AA batteries.
Oldr games wil play onthe Color
Game Boy Super Game
B palote ot e e
palette of 10 different hues (like using
n0n-SGB games on the SGB). New
games designed for the Color Game
Boy can be played normally on
standard, black-and-white systems.
Nintendo also announced that the
€GB may have future expansion
p b

Softwarewillbe e pried i Jaban between
yen (about $23-35, at current exchange rates), a
Ut more Expendive than curent backcandowhite tdes.

Additionally, Nintendo will release the Game Boy Pocket Camera and
Printer in the U.S. on June 1 in four colors—red, yellow, green and a
new blue. I the first three weeks of release in japan, the Camera and
Printer sold close to 500,000 units. The camera stores up to 30 black-
and-white digital images, and you can trade pictures with other users
through the Game Boy's link cable. It comes with four mini-games and
Yol alsogrimate ant el fods il WAt option oot
you can print out your photos on stickers to keep o

‘The camera will retail for $49.95, and the printer i b ofered
separately for $59.95. Additional rolls of sticker paper will retail for
just under $10.

www.nintendo.com t




THE ONLY GAME THAT TOTALLY SATISFIES YOUR NEED FOR SPEED!

INCLUDES THE ALPHA TEAM TECHNO-MIX AND THE CARTOON'S ORIGINAL OPENING!

Leap short distances using the Mach 5's auto-jacks. «Activate the Mach 5's deflector and periscope to race underwater.
«Powerful rotary saws slash and cut a forest-full of trees.  +Try to find Racer X's Shooting Star, The GRX (*World's Fastest Car”), and more!

JALECO. - www.JALECO.com
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International News
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Got Game In Tokyo

Plenty of Blockbusters, But No 5urpr|5e5 at Spring Tokyo Game Show

e 1998 Spring Tokyo Game Show was
held March 20-22 at the Makuhari
Messe in Chiba, Japan. Gaming pub-

lishers from all over Japan assembled to show

off their latest games, but this year's show
had relatively few surprises. Nintendo was
absent from the floor of the Tokyo Game

Show again this year, but acted as a co-

sponsor of the event with Microsoft.

Big games that stood out at the show
included Square’s Parasite Eve and Brave
Fencer Musashiden, Konami's Metal Gear
Solid, Capcom’s Capcom Generation Vol. 2
(Ghouls ‘N' Ghosts) and Tekken 3. A show so
stacked with blockbuster titles was amazingly
devoid of surprises—the only major one
being Capcom’s Generation series.

ega showed about a dozen new Saturn
titles, including Sakura Taisen 2, Dragon.

Forcell,

Wachenroader,

oA EST IR

ASS!

have PaRappa 2
oreven Blasto
at their booth,
instead showing Sai (a dice puzzle game),
Stolen Song (an air guitar music game), Fire
Panic from Sony Computer Entertainment
Europe (a Burning Rangers-style game with a
Blasto-esque main character), a mountain
climbing sim called Great Peak and a series
of digital comics/novels.

hile the first day was for the industry/
press only, the line was already forming for
the public days on the second and third day.
During those days, thousands of Japanese
gamers packed the walkways, in some spots
creating mosh-pit-like conditions —although
tamer. Some devoted fans participated in

Sega Releases Skeleton Saturn

ega Enterprises will release a
edition Saturn

gh to the inside of the
machine. It will be available
infapan beginning Apri 4
nd will retail fo
bout $150 at current
)
The release is part of Sega’s “This Is
Cool” Campaign. Previously, Se

regular Japanese

“cosplay” (dressing up as your favorite game
character). Some gamers sported really elab.
orate costumes. The crowds turned out for
Metal Gear, Parasite Eve, Sakura Taisen 2 and
especially Tekken 3. Namco sponsored a huge
Tekken 3 tournament, the winner of which
will fly to 2 in Atlanta to face off against the
U.S. champion.

You can find previews of some of the
games shown at the Tokyo Game Show in the
Previews section in this issue of EGA

released
ited-edition Saturn
he silver color of the
aturn system).
Www.sega.com

awhitelin
ole (in addition tc

At right is an actual enemy from
Mathildals Paranoia Scape for
Playstation, shown at TGS.

:—_1 _X

Tidbits...

Be Good And Eat Your Tekken

One restaurant in Tokyo began serving
avery interesting item right after the.
ieiesse ek njagg Tokgen

n. For the uninitiated, ramen is a

Chinese foodle and a favorts e
among the Japanese. The restaurant,
called Nandenkanden, is offering Tekken
Ramen in conjuriction with Namco Ltd.

Tekken Ramen's not much different from
regular ramen, except the laver has a
Tekken 3 0go on . (Laver s paper ke
food made of seaweed.) The restaurant is
also giving away Namco merchandise to
those who order Tekken Ramen.

Pokemon Back on TV

TV Tokyo announced that Pokemon will
resume airing in April. The show has been
off the air since last December. N
guidelines were set up by Japan’s
major TV networks in order to avoid a
recurrence of the incident which
gave several hundred kids
epileptic symptoms.

The 10 Best-Seling

10 Games As of March 15 [

Bushido Blade I(Sqlnul Ps
EVE: The Lost One (Imadio)-S5.

Dead or Alive (Tecmo)-ps

Pia Carot Welcome!! (Kid)-55

Clock Tower: Ghost Head (Human)-Ps
Gran Turismo (Sony)-PS

Bio Hazard 2 (Capcom)-PS.

Music Schaol 2 (Asci]-PS

Xenogears (square)-Ps

0000000000

Zero Pilot: Fighter of Silver Wing (Sony)-PS
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“...never have | experienced a game
S0 unique that it redefines my expectations
like this one. A wonderful game...”

GameSource Monthly
(on-line) September 1997

“Revives a lost gaming genre
and takes it to new heights.”
Game Informer, August 1997

"...one of the deepest, most
involving, and most cleverly designed
games ever released on PlayStation."

[ritcs are

“...a rarity in today’s sequel-studded

== osing their heads..

“...manages to enmesh the player in
engaging character and fantastical story.”
GamePro, December 1996

“...the kind of unique gameplay and
killer graphics that will rocket it straight
into the PlayStation hall of fame.”

GamePro, October 1997

"Best of the bunch 1997"

Animation World Magazine

sn EFUUER)
"Best Director of Animation CD" Wiiths
World Animation Celebration Editor's Cholce Award  Top 10 Best Games 1097

*k Kk Kk k
)

1007 Best Plllem Game layStation Gallera

Immersive. Intuitive. Intelligent.

Inexplicably Challenging.
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* NFL Blitz
* Mortal Kombat 4
* Madden NFL 99

« World Grand Prix
« Mission: Impossible
+Bust-A-Move 2

i

NFL Blitz

Publishe/Develoger  Players/Genre

Midway 2
Midway Sports.

f there’s one thing that
Midway can do better than
any other game company,
it's making action-sports
games. While NBA Jam was
revolutionary, others such
as NBA Hang Time and the

first Wayne Gretzky Hockey

were addictive and fun when
they arrived. But the best (and
most recent) of the bunch is NFL
8litz, the football game that
took arcades and the
offices by storm.
Since NFL Btz s run on a PC
30fx card that is roughly as

powerful as a Nintendo 64,

we've been heavily anticipating

just how good the conversion
would turn out. And finally, that
moment has arrived, kind of.

EGM was treated to the first

hands-on playable version of

the game, but right now, the

Né4 version of Blitz is sl in

its extremely early

stages—and we do stress eary.

But before we get into the nuts and

bolts of how the N64 adaption is

coming along, it would be a good
idea to describe NFL Bitz in gener-
al (for those gamers who have
been shacked up in a basement
for the last six months).
Basically, NFL Blitz is an action
sports game that appeals to
sports and non-sports gamers.

Why? Well it takes the most

compelling elements of NFL

Nb4
Gets Hit
With
Bliz

SMalA9l

P ST AR | v5s

18T AND 30
- ON THE B__

So far, so good. We like what we see in this early rev of
INFL Blitz.

football—passing, running, hitting and scoring—and
distills them into an intense, over-the-top game that
anyone can enjoy. Although Blitz resembles football,
few of the rules are the same. For example, instead of
11 players on each side there are only seven, it takes 30
yards to get a first down, and pass interference is not
only legal, but encouraged. There is no daunting play-
book, excruciating strategy, or dull moments in the
game—just about anyone can jump in and at least
score a few touchdowns. Even if they aren’t winning,
players can extract some measure of enjoyment from
watching the humorous tackling animations, end-zone
celebrations and punishing late-hits

You might notice all the “I1"s on the jerseys. They
will all be real by the game’s release.



NFL Blitz is as beautiful as it s fun to play, and there-
in les the biggest obstacle for Midway in its quest to
make the N6, version do the arcade game justice.
Judging from this early look, the prognosis is good.
Although the graphics aren't high-resolution ke the
arcade, they do appear to be medium-res. Whether it
stays at that resolution or not depends (it could
become higher or lower) on how fast Midway can get
the 3D graphics to move. Speed is one of the most
important facets of Blitz, and although Midway would
like to have spiffy hi-res graphics, they may prove too
taxing. Otherwise, everything is iooking pretty good.
The player models are almost as detailed as those in
the arcade, although they are missing textures and
don't look quite as sharp. Most of the animations are
also in, but move sluggishly and need to be tweaked.
Arid, as you can tell from the screen shots, there are no
end zones or stadiums put in yet. All of this is sure to
be massively improved and polished.

Making up for any possible aesthetic deficiencies in
the end product could be accomplished by the addi:
tional depth that Midway is injecting into the N6 ver
sion. A full 1998 NFLseason can be played in the
game’s Season Mode, in addition to the Arcade Mode
where you must beat all 30 teams. Weather conditions

Vicious tackles during and after the play are half the
fun of playing NFL Blitz—not to mention satisfying.

NINTENDO 64

The game is actually
playable, although t
isn't anywhere near
completior

(wind, snow, rain) and time of day will be optional,
and Midway is looking to work in an instant-replay
feature (it wasn't implemented in the version we
tried) that would undoubtedly be used frequently.

inevitably turn out, we are encouraged by what
we see at this very early sneak peek. NFL Blitz is
an excellent arcade game, and we can only hope
Midway is able to deliver the same experience to
N64 players. Rest assured, we'll keep a watchful eye
on this one as it develops. .

Even though most of the game isn't complete, many
of the post-play taunts are fully in place.

= e .[l.
181N
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Midway 2 60 Jme
Eurocom Fighting 1998
Web Address: www.nidway.com

Mortal Kombat 4

MK4 Comes
Home In
True

CUAN Gt WS

Ithough  Mortal

Knmbal 4 has been

the arcades for

some time, a

home translation,

complete with a

few additional

modes and at least one exclusive

character, s still on its way. The

new addition to the series is

scheduled for a third-quarter
release on the Nintendo 64.

Midway came by the EGM offices
recently with a new rev of the cart
and we're pleased to say it has
come a long way since we first saw
it a few weeks back. In fact,
Midway tells us it's now about 60
percent complete (last time we
saw it, it was at 15). Most of the
special effects are now in the
game, as well as nearly every fatal-
ity, stage-and feature of the coin-
op, as wellas the standard console
modes of play. It was moving at a
brisk 30 fps, and Midway reports
that it so0n be up to 60.

‘As you might expect, the gameplay of the N64 ver
sion of MK4 hasn't changed all that much from what
you already know and love in the arcade.
There are now two types of jumping punch-
es and two types of jump kicks. You have
the ability to sidestep projectiles and other
attacks by tapping the run button twice. The
MK3 combo system has been scrapped in
favor of one that is a bit more skill-based.
But the main change, at least visually, is the
addition of weapons. Each character can
pull out a weapon specific to him/her, at
any pointin the match and wave it around in
an attempt to separate an enemy’s limbs
from his/her body. Since some weapons
have special moves (Sub-Zero's Ice Wand
can freeze people), grabbing an opponent's
weapon can be highly advantageous to a
fighter's cause.

Like the older MK versions, you can
straight-up dismember your opponent
the final round when his/her power is
depleted. Fatalities will be the only finishing
moves available in MKy, though, and each

Speaking o ataiisher’sane where

Quan Chi gets back at Scorpion for
setting hilion e W pulls

Scorp's leg off and beats him with it.

QUAN G WS

As you'd expect, MK4 on the N64 features plenty of
deadly moves, including all of the gruesome fatalities.

character will have at least two. The fatalities are
among the best in the series, partially because a good
number of them are 3D versions of existing fatalities.
Jax.rips his opponents arms off, Scorpion stil torches
is victims, Sub-Zero tears off heads, etc. For more up-
to-date information o all versions of MK, take a look
eogames.com. @

Scorpion loves the smell of burning flesh in the morn-
ing! It smells like..uh, Quan Chi I think. Pretty gross.
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“Lwill pro\glde diehard RPG playe,rs =
and newcomers to the genre with
many hours of saligiigqineplay."
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Electronic Arts. 4 30 umst
Tiburon Sports. 1998
Web Address: www.easports.com

Hey Look,

olu
hav\du ap, EA learned as their Madden
me to the finish line, second

[ |_ d| {0 Quarterback Club 98 last yoar. But
|t5 icenseq! t0 Quarterback Club 198 as year. B

's credit, the company ism’t resting
on its laurels and hoping for
a turnaround. Instead, it appears EA has put
plenty of effort into its first NFL-licensed N64,
football gam
Many of Madden 64's aesthetic “deficien-
2

" (when compared with the competition)
have already been addressed; the game’
graphics are now hi-res, and there are many
new player animations including wrap-tackles,
and receivrs tuming their heads t Watc the
ball. Gameplay enhancements are a lttle shad-
m.v a the momenge L e
on this at ), but right now EA promises a
more realistic kicking game, some new juke

moves and some refinements to its very competent
computer intelligence.

Sure, it seems a little odd to be previewing next

year's football game this early, but with screens that
look  this  good,
Madden  NFL g9
looks like its some-
thing to get excited
about. @

Ah, lookee there,
ifitisn't a wrap-
tackle, one of the
most fundamental
tackles in the NFL.

Video Systems USA. 12 70 M
Paradigm Ent. Racing 1998

World Grand Prix rrm——

Getting about as far away from the cutesy of realism and user-friendly controls and
Diddy Kong Racing mold as possible, Paradigm  options then maybe, just maybe the N64 will
Entertainment’s World Grand Prix seems finally have a good, realistic racing sim.
squarely aimed at the hardcore racing sim fan.

This F1-style racer strives for realism in sever:
al ways including a unique Story Mode which
allows you to race the 97 GP season. To really
bring it home, several of the actual events that
took place that year have been included in the
game. As for depth, 17 true-life F-1 tracks
(Hockenheim, Silverstone, Monte Carlo, etc)
have been re-created as well as 11 teams, 27
drivers and their cars.

Outwardly, this one is similar to Psygnosis’ F1
CE in appearance only with slightly larger cars
and the trademark soft edges of an Né4 game.
Overall it looks quite a bit more detailed than
the other N64 Fi game—Ubi Soft's Pole
Position. Gameplay is still a bit loose on the ver-

o ®

sion we played but it seemed to have that non- - =
forgiving play reminiscent of...well, maybe it's in | s
a class by itself in that category. Time wil tell 20 e =

Despite the large number of options and
features, setting up for race, at this time, is fast  The Cockpit view shows off the detail of the FIs
and easy. If Paradigm can continue the balance  quarters quite nicely.
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Infogrames 1 June
foyimes o, N o

“Web Address: www.infogrames.com

ome thought by the time the
iy e o e
Nintendo 64, Tom Cruise (the star of the
film) would be old, senile and in a
wheelchair. Fortunately for Tom and all of
uswho are anxiously awaiting the title, i
looks as if the highly anticipated
action/adventure title from Infogrames will be here
sometime in the summer of this year...hopefully.
The new info given to us straight from Infogrames
suggeststhe game il have Ethan Havke making is
y through five missions—broken up into 20
Tevels—in a Shadowsiobthe Emplre-mects:

Will It Be
Worth The
Wait?

15 different types of weapons, electronics, disguises

-

) 'z _/((ﬁ

GoldenEye type of world. While some missions
have you shooting your way toward each
objective, other, more-adventure based levels
will give you an opporturity to use your mind
to solve a puzzle or get out of a situation.

ind who knows what else, to help you complete the
various objectives given. As soon as we receive a
playable version from Infogrames, we'll give you an in-
depth update. That is, if the game actually comes out
in the summer of this year like they say. Let's hope. @

In addition to Ethan, you'll also be able to
control one of several IMF team members,
each with his/her own skills. The missions will
take you from the Russian Embassy in Prague
all the way to Waterloo Station in London (iike
in the movie), and everywhere in between. On
top of the standard missions, there seems to
be an additional seven training missions.
These will more than likely help you get used
tothe game’s style of play and control scheme.

Although much of the game is inspired by
the movie as far as the characters, locations
and the basic premise goes, the game is main-
ly based conceptually on the film and is not
meant to be a direct translation of the film into
avideo game (similar to GoldenEye 007).

Gadget-wise, Mission: Impossible is far from
lacking. The finished product will have at least

Publisher/Developer  Players/Genre Release*

Acclaim 2
Tito Puzzle

% Done

920

June
1998

Web Address: www.acclaimnation.com

The ever-popular and oh-so-simple ball-
buster Bust-A-Move 2 is coming to the
Nintendo 64. Although the game is a few
years old, Acclaim is hoping that the puzzle

willing to pick

Unfortunately, this Bust-A-Move 2 is no dif-
ferent from the now ancient PlayStation or

P e
e e e

Saturn versions (except for some odd reason,
this cartridge has better music and sound
effects than the CD versions). We would have
expected at least a few new modes; after all,
Bust-A-Move 3 has come and gone. But the
game is the same—so if you didn't get to
check this game out the first time around,
here’s your chance.

The premise is as simple as can be: Shoot
colored balls at a stack of other colored balls
to make matches of three or more. You can

score higher points for larger matches or
combos (where disappearing pieces cause
other pieces to be released). Be warned: As
time progresses, the balls will start to pile up.

If any balls reach the bottom of the screen,
your game is finished. In the one-player
game, your objective is to clear all the balls in
each round. In the two-player game, our
favorite mode of play, your objective is to out-
last your opponent.

Since they realize it's an older game,
Acclaim is planning on releasing Bust-A-Move
2t a$50 or less “value” price.

Two-player Bust-A-Move is where it’s at.
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VISIT OUR BOOTH AT E3

EAST HALL
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Ever wondered what it feels like to take an S-turn at 180 mph?
Get a grip -- hecause this summer you'll he able to strap yourself
in to Video System's new racing sim for the N84 and get a dose.
Simply awesome.

1398 VIDEO
Licensed by Nin

€0, LTD. PARAOIG ENTERTANMENT, NG
‘Niniendo, the Official Seal, intendo 68, the 3:D “N* ogo, snd the Rumble Pak are trademarks of Nintendo of America nc.

VIDEO SYSTEM USA,INC. 11155 Knoit A s, CA0G 7148043355
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The N6 version of Warzone doesn’t look
all that different from the PlayStation
version (check the PS previews). Lok for
itto hitin July of this year from Acclaim.

_—
‘CHEST CHOP
AOIJ4AGLD

Asajeg manalg
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From the info we have right now,
SMé4 is a Final Fight-esque action/
adventure game. It's coming to us
from Titus in the third quarter.

¥ ]
SHAROCK
CRUCIFIX
A0191A

This off-road racer from Midway
puts you in control of a variety
of 4x4 vehicles. Environments.
include deserts, mountains and
swampy bayous, among others.
Midway promises the finished
product will run at 30 fps.




Nnofrcool




NINTENDO 64

Not only does this game allow you to play in both 2 and 30
Modes, but there’s also an option to change your characters,

from anime style to more realistic fighters. You can also build
your owr characters. It should be out from Natsume in June.

E==5il 3261 Mlic

Choro Q 64 promises to be quite a racer.
Coming to us from Takara, Choro lets you
edit cars and courses and then race, Buck Bumble is
developed by
Argonaut—the people
who brought us Croc.
Putting you in control
of a bee by the name
of Buck Bumble, the
game provides a
colorful 30 environ-
ment for you to.
explore. Wach for

it from Ubi Soft

this fall.

With more than 300 wacky cartoon characters to
interact with and large levels to explore, this N64
title should give a load of non-linear gameplay.
Coming from Infogrames, a release date some-
time in the third quarter of this year is expected.







The ROAD RASH Blood Drive Salutes

THE YEAR'S

“We live for big ‘ol cruisin’ hogs. But we still “Our gang donates with the “crotch rocket”
find the time to give, one gallon at a time" method. It's effective. And, it's patented!”
Dewley gangmember Kalfe Boys gangmember

A “top” donor explains how it’s done:

Step 1 Someone clubs you. Step 2 You club him back

Soundirack available on Atlantic Records.




Vee like Euro-bikes. Vee are friendly to the We're like guardian angels. Only we fight

road. Vee give plasma to the schoolchildren.’ on motorcycles and stuff. And we're mean.”
Techgeist gangmember —DeSade gangmember

Peter Plasma says: “Ya gotta be cruel to be kind!”

ROAD RASH 3D c.ch of o four gangs in this ntense

3-D world have their own style of bike. Their own style of aggression.
Even their own style of music. Like Atlantic Records artists CIV, Full
On The Mouth, Kid Rock, The Mermen, Sugar Ray, and The Tea Party.
So, is that pounding in your head a righteous tune or a billy club?

www.roadrash.com ELECTRONIC ARTS"




Move Over
Bond, Solid
Snake s
Back

‘The map at the top-right
of the screen allows you
to view the whereabouts
of enenies and ther

wing distances. If you
wall within theic ange,
theyllsee you and alert
their comrades.

GM recently had a

ance to visit

Konami's  KCEJ

offices in Japan to

meet with Hideo

mea‘ the pro-

ducer of Metal

Gear Solid, and to get some

hands on playtime with what

very well could be this year's

hottest PlayStation game. What

we played was only a short two-

level demo—the same demo

that was shown at the Spring

Tokyo Game Show just days

earlier—but it was enough

t us walking away.
mighty impressed.

In case you're not familiar with
Metal Gear, heres the story: The
original Metal Gear was released
in 1987 for the MSX and later
way to_ the Famicom,
hetitHasthon brought to the
United States by Konami for the
NES. The game (which was awe-
some, by the way) starred Solid Snake, an agent on a
top-secret mission to destroy a weapon known as
“Metal Gear" before it was unleashed on the
world by an evil tyrant. It spawned an MSX

sequel in Japan called Solid Snake which was a
ot better than the sequel that reached the

United States (Metal Gear 2: Snake's Revenge

for the NES) but the series has been dormant
ever since. Untiln

Meta) Gear Salld fakes place several years after
Metal Gear 2. A group known as Foxhound has taken
over an Alaskan nuclear weapons facility and is threat-
ening to wreak havoc on the world if their demands
aren't met. That's where you come in, as Solid Snake.
It's your job to infiltrate the facility and put an end to
Foxhound's plans before it's too late. Unlike most
“action’” titles however, Metal Gear Solid, like its pre-
decessors, features a
slightly different theme:
rather than go all out and
try to do it Rambo's way,
the key to success lies in
effectively sneaking your

Warning: Ths 3o

o
oy ot rooased s U S N deigme
o o Japanese sysom Importat

e et

Your own ok

+ Metal Gear Solid
+ Colony Wars: Vengeance
+Pocket Fighter
+Rival Schools
« Madden NFL99

e Gansian g
« WWF Wars

« NCAA College Football 99
+ CAC: Red Alert Retalation

 Jersey Devil

+Risk
+ Bushido Blade 2
«Brave Fencer Musashiden

Publisher/Developer _Players/Genre % Done

Konami Co,, Ltd.
KCE Japan 40

Release
1 Sept. 1998
Action Japan

Web Address: www.konam.com OR www.Konami.cojp

Oneofthecooler wastht . Kofi and i tam
are making the amefel more ke a Y

eeping the crdis roling early on, even SoE
youve started playing the game.

way around and not being seen. If you try to run out
and spray bullets all over the place, you're going to find
yourself surrounded in no time.

Gameplay in MGS is completely polygonal, with
huge 3 environments and simply gorgeous (although
rather dark) graphics. While the original plan was to
incorporate CG cinemas here and there, they'e all
gone now. The entire game's cinemas—over 2 1/2
hours’ worth of them—take place in real time, using
the same graphics engine as the game. This not only
preserves the feel of the game, but it cuts down load
times considerably.

The 3D engine provides a much more satisfying feel
than the one the older games offered. While the main
perspective is somewhat similar to the classic games
(top-down), the first-person viewpoint (achieved at any
time by pressing the Triangle Button) adds an entirely
new layer of depth. And since you can now crouch and
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Watch in glee as Snake smokes this guy. Speaking of
smoking, cigarettes are back as a main item, though
now you'll lose health if you smoke. Most objects in
your path are welcome since you can launch off of
them and catch some real air.

crawlt any time, there are a lot more places for you to
hide—like underneath trucks, water tanks, desks and
more. You can enter the first-person view while crouch-
ing t0o, 50 you can see exactly what's i front of you if
you're say, undemeath a big truck. A key benefit to
crouching is that enemies can't hear you when you're
doing it. Sound plays just as much a role in the game
as sight, so if you're too noisy, enemies will hear you
and they will search you out. As they say, silence is
golden. For the more daring types, you can get under-
neath a cardboard box (yes, the box s back!) and try to
sneak your way around without getting caught. Careful
though, if a guard notices something suspicious, he'll
come over and see what's hiding in that box..

There are more than 20 weapons in MGS, ranging
from classics like the Plastic Explosives and the Rocket
Launcher to a variety of new guns and gadgets.
Unfortunately in the demo we played, only a select few
were usable, but Kojima was kind enough to show offa
few from later in the game, like the C4 bomb (which, if
you're good enough, can be attached right to the back
of an enemy) and the awesome Remote Control
Missiles (which can be controlled from either view-
point—first person is VERY cool). You'll even be able to

Keeping quiet is ever-so-important in
MG, I really stin f Sald Sake
blew his cover because of a head col
o something..(cough).

When standing with your back to a wall, the
camera changes to this viewpoint so you can
see what's going on around the corner.

combine certain items with
weapons to enhance them
in various ways.
Communicating ~ with
your peers is another key
aspect of Metal Gear Solid.
Like in the previous games, you can communicate via a
special transmitter by pressing Select at any time.
Sometimes you'll receive calls, sometimes you'll want
to make calls yourself to try to obtain some hints or

Solid Snake can dispose
of his enemies in a vari-
ety of ways, including the
traditional neck-snap

information. Throughout the course of the game you'll (ouchl).If only these guys
deal with at least eight (maybe more) people who each  knew what was about to
have their own frequency which you'll need to find (for-  happen to em.

tunately once you learn it, the game remem-
bers it).

Needless to say, Metal Gear Solid is
going to be HOT. There’s so much detail
in the game (even in the short demo we
played) that we could probably go on for
another 10 pages explaining the game in-
depth. Unfortunately the game isn't due out
here until November (it hits Japan on Sept. 3),
but we'll be back with a bigger, badder feature in
acouple of months when we get closer to the game's
release. In the meantime, be sure to check out
leogames.com on the Web for all the lat-
est screens and info.
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Colony Wars:

sygnosis wants to make one thing
abundantly clear about Colony Wars:
Vengeance: Itis not a glorified mission
disc for the highly acclaimed original.
“We've totally rewritten the Al routines,
we've rewitten the collsion routines,
and we've optimized the code so that
you'll see a 30 percent increase in
speed,” said Lol Scagg, the game’s producer, adding
that the leaner graphics engine will allow for far more
ships and weapon effects to
appear on screen.

And that's just the begin
ning. The Colony Wars
team—which has doubled
in size since it finished the
first game—is adding three
new solar systems that'll be
packed with more asteroids,
more background nebulae
and even distant black holes.
Your ships® heads-up displays
have been revamped with
new shoot-assistance cues
and enemy-status readouts.
You now get 22 weapons,
instead of the original’s

. The improved Al means.
Capital your wingmen will actually help out this
s"<h as rotating, gravity-generating time around. And Psygnosis is throwing in

sections—as well as specific weak  more surprises that'll be revealed in the
pulnls you must target. coming months.

The story and six-ending mission tree
have been heavily tweaked, too. Vengeance
continues the plot established by the origi-
nal's fifth ending, which saw the League of
free Worlds sealing the wormhole to Earth.
Cut off from the riches of the galaxy and with
its own resources dwindling, Earth became
embroiled in global civil wars until a hot-shot
pilot named Kron united the planet's popula-
tion. Kron's goal is simple: Use Earth's navy
of space frigates and fighters to seek
vengeance against the League forces.

You play a battle-hardened Earth pilot
named Mertens, who'll be introduced to other
supporting characters through the game’s nearly 30
cinemas (there's even an enemy ace, whom you'll
chase in several missions). Each mission now features
multiple_objectives, thus upping the game’s overall
length. “We tried to expand the amount of time during,
the missions,” Scagg said. “Where they used to last
between two and three minutes, they're now a mini-
mum of five. There won't be any more missions than
the original, but they'll be just as many and they'll be
longer." Fortunately, you can save between each mis-
sion, unlike in the first game.

With the success of the original Colony Wars —which
sold more than 150,000 copies in the United States—
and with the obvious improvements in this stunning

sequel, it looks like Psygnosis is building the best

space-com-
bat fran-

The Earth
Strikes Back

y

have animated parts—

Publisher/Developer Players/Genre % Done  Release

Psygnosis 1 20 November
Psygnosis Action 1998

Web Address: www.psygnosis.com

While the original Colony Wars strapped
you into seven space fighters, Vengeance
only lets you fly four. But here's the perk: You
can now customize your ships, souping them
up for the mission at hand. After every few
missions you earn power pods, which you can

allocate to increase your ship's top speed,
maneuverability and shield strength. You can
also handpick your fighter’s weapons loadout
and even customize its paint job (we can't
wait to decorate our death-dealing fighters

with peace symbols and smiley faces).
1t's also worth noti
new artist designing the
Vengeance. Instead of creating more of the
decidedly Star Trek-ish ships of the first
game, the artist-who the
labels a “military buffool
the fighters after real-life weapons,
giving each Iy
lethal shape.




outmancuver your cnemy. Then engage

in fierce real-time 3D battles. The w g

outcome? Absolute destruction.

PC CD-ROM OUT THINK. OUT MANEUVER. OUT LIVE. www.crystald.com
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ACCLAIM®

www.acclaimsports.com i

Larry Walker
1997 National League MVP




The Only Hi-Rez Baseball Game on N64
Smooth skin polygonal players
in majestic 3-D rendered stadiums

The Only 4-Player Baseball Game on N64
Play 4 on a team or split up the sides

All 30 MLB Teams and Over 700 Players
Track season long stats in over 200 categories

Advanced Major League® Strategy
Scouting Reports by Larry Walker,
1997 NL Home Run King

600 All New Animations

Outfielders climbing walls, 100 unique batting
stances, plus Future-Throw Technology™to turn
lightning quick double plays

Total Team Management™
Trade, create, sign or release players
and call up Minor League” prospects
1,000 Play by Play and Color Calls
From the Yankees" broadcast team of
John Sterling and Michael Kay
Full Rumble Pak” Support

Feel every crack of the bat, home plate
collision and line drive grab

ALL-STAR :
BASEBALL
99

sweat the details
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Capcom 2
Capeom fing 90 1998
Web Address: www.capcom.com

Pocket Fighter

illy moves, outra-
geous grabs and
big heads...no, it's
not the staff of
Electronic Gaming
Monthly. It's the
cast of Capcom’s
latest PlayStation fighting game,
Pocket Fighter (a.k.a. Super Gem
Fighter Mini Mix in the arcades).
This game is slightly more than
typical Street Fighter
you think you've seen
all in a Capcom 2D fighter,
think again.

The Pocket Fighters are
super-deformed versions
of their full-grown counter-
parts. They come from all ends
of the Capcom universe: Street
Fighter, DarkStalkers and even
the low-profile Red Earth. The
characters are armed with their
standard_attacks and Super
Combos (Shoryu-reppas and the
like, which are performed  off
Super Meters that can be built up nine levels).

The “standard” special moves (fireballs, hurricane
Kicks, etc), however, are a bit different in
this game than in others of ts kind. Every.
fighter starts off with three special moves
at level one power. By beating up your
opponent or opening random treasure
chests, you can release power gems.
These gems come in a variety of sizes
(think Puzzle Fighter) and will power up a
certain special move—up to level three.
As these moves level-up, they do more
damage or hits. For example, Zangief’s
Spinning Piledriver will go up higher and
hit harder at level three power.

You play Pocket Fighter with only three
buttons: punch, kick and special, making this a
relatively simple game to learn. Hitting the
Special button will execute a silly but humor-
ous guard crush. Akuma may swing a giant 2x,
Felicia may transform into a Mega Man form

and blast you...regardless, these guard crush.

es will knock an opponent back—they are
unblockable—and steal gem energy.

The simple gameplay may provide a novel
distraction more than anything, but Pocket
Fighter is still entertaining to watch and play.
With several options (including one that lets you
customize your fighters), lush graphics and

Super-
Deformed

Fun

the
rehas

Collecting the different colored power gems will build
up your special attacks, Here's Hsien-ko’s (Lei-Lei in
Japan) level three Ground Ghost Blade.

ridiculous attacks (just look at the screen shots on this
page), Pocket Fighter may be the refreshing change of
pace Capcom needed in its 2D fighters. @

Check out the cameos in the background. If you look
carefully, you can see a Street Fighter and a Dark-
Stalker. Sometimes, Dhalsim will even come out to
wash the dirty elephant.

Some of the combos are just plain silly...but cool as hell.
Check out what happens when Ibuki doesn't eat her cake.

<l
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Web Address: www.capeom.com
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_____Rival Schools

ival Schools is Capcom’s
arcade 3D fighting game
that was well-received by
gamers, in spite o its low-
hype, low-key status. Now
it's quickly making its way to
the PlayStation, and it may
have what it takes to uproot Street Fighter
EX Plus o as the 3D Capcom fighter favorite.

The game’s cast is made up of 14 all-new
characters (no Ken and Ryu, believe it or
nab They ate divded amon five hish
schools, making four teams of three and o
{eam of two. You pick an high Schooland two of ts members to fight wth (one main
fighter and one substitute).

Think of this game as an excellent mix of SF EX Plus o and X-Men vs. Street Fighter
(except you can only sub in your teammate after the fight...for the next round). Your
main character has all the Capcom frills: special moves, chain combos (ike in Star
Gladiator or SF Alpha), counters, air blocking, throws and super combos. You can also
call in your teammate for special team combos. These are both offensive and defensive
in nature. For example, one team combo may be a Double Spiraling Dragon Punch,
another may heal or pump up the super meter of, the current fighter.

Although this game has a fresh look and feel to it, it's still a Street Fighter game
at heart. If you're a die-hard SF fan (iike many of us at £GM still are), and you missed
this game in the arcades, make sure you don't overlook Rival Schools. It may just
surprise you.

)

ENOUGH?
Galling all

Buttkicker Wannabe's.

Duke’s been framed and now
he’s in hiding. We need a new
Duke and fast! Think you've got the
right stuff? Come on down to
www.gtgames.com and if you
can prove you're Duke enough
you'll appear in The Man’s
next big PIavS(aunn" hit,

ime to Kill.
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EA Sports 8 30 Aqm
Tiburon Et. Sports
Web Address: www.asports.com =

Madden NFL 99

hile it took
Madden Is e
media for its

Back, And irap
was easily the
More "

most realistic football game to
ver hit a console system. Why
the game wasn’t polygonal to
begin with is a good question,
but EAisn't making the same
mistake twice—Madden NFL g9
is now fuly 30.

One gander at these pictures,
and you can tell that this year's
game is enjoying a hefty aesthet-
ic overhaul, even at this early
stage. (It's not even summer and
we're talking football already!)
EA promises the fully polygonal
graphics won't slow the Madden
football’s signature gameplay,
and that once the
game is released, it
will run at a smooth
frame-rate. Also, the makeover is allowing
them to add a host of new player anima-
tions such as receivers staring at incom-
ing passes, wrap-tackles and toe-drag
animations (when catching balls on
the sidelines)

As you might expect, graphics don't
comprise the only enhancements.
Madden 98's excellent computer inteli-
gence is being improved with specific
attention being given to improving the
running game and the way the defense
chooses to cover passes. Additionally,
players will be able to make quarterbacks

o pump-fakes to any receiver to throw
off the coverage, and fake handoffs to
running backs at any time. Ball carriers
will be able to perform jukes via the
shoulder buttons and bad players that try
to juke will have bad things happen to
them. If you want to get rid of those bad
players, maybe you could do something
about it in the off season with the

Polygonal
Than Ever

you can see, players now react
dely, according to where they are hit.

With new 30
player models,
Madden NFL 99's
player animations
areall the more
convincing.

new “Franchise”
Mode. This fea-
ture gives continu-
ity between sea-
sons by conducting
drafts, signings and all of the other things normally
done during the NFL off season.

Considering that Madden NFL 98 made it into EGM's
top 100 games of all time list, all of these major
improvements (assuming there are no ill after-effects)
are getting us excited about the prospects of the ‘99
edition. It stil too early to give the in-depth report
that we'd like to, so look for more information in com-
ing months. In the meantime, enjoy this rather lengthy
sneak peek. @

Polygonal graphics allow for cool
animations such as this fingertip grab.
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Web Address: wwnw.the.com

ust a_few weeks
after T*HQ showed
off the Japanese
version of  Th
Granstream Saga to
us, we received a
near-complete U.S.
version. Talk about quick turn-
around! All of the voices are
already in (and sounding surpris-
ingly decent), and it seems like all
that's left now is a big clean-up
job on the “japanglish” text.

Now that e plyed abitnto
the  English of
Granstream, we can tell you a lit-
tle more about the story and some
of the play elements in the game. The hero,
whose name is now Eon (or at least it is in this
version, anyway), is on a quest to find the
descendants of four wise men who are
the world's only hope at saving four floating
continents from plummeting to a watery grave
below. The magic power that keeps these
continents floating is running out, and without
the magic orbs of Wind, Water, Fire and Earth,
and some help from the four descendants, it
won't be replenished.

Like any other RPG, items in Granstream are
found in chests and purchased in shops. Leveling
up, however, is more of a set process. You don't
gain experience from battles (which, as we men-

tioned last month,
take place on the
real time), but rather you'll raise levels at set
points in the game or by finding special life-increas-
ing items hidden in chests. This, along with the inter-

active battles makes The Granstream Saga seem a

bit more like an action/RPG than a traditional one.
As you can see by the pics here, The Granstream

Saga has gorgeous 3D graphics. However, this does

come with a price—battles are always one-on-one,

and as far as we can tell, your party will never visu- Prove it!

ally increase to more than one person, which is all -

because of potential hardware limitations with the 1. Go to www.glgames.com
S, Still, if you're looking for an RPG e s

s

Granstream's characters have a distinct
anime-style feel. There are several anime
cut-scenes throughout the game, too.

with a (potentially) very cool 2. Send ““’_"’F“"" "'_W“’
story, ;as;ingmgamep\ay vemir:!is- best Duke impersonation
cent of the old Ys games, and a .

Cool, innovative battle system, 3. Answer a few questions
then The Granstream Saga will be about The Man

just what the doctor ordered. . 8

Watch for it this June. @ Show us you've got the right stuff

and you'll win an appearance in Duke
Nukem’s next big PlayStation™ hit,
Duke Nukem: Time to Kill.
Come get some!

G- W

LI »" ot e
Granstream’s battle system is fairly simple in design,
but s also incredibly polished. Enemies will dodge, ﬂ;?ms (o
jump, use special attacks—even drop their equipment! fapendiS
o o

St e q._.-..-m...,.
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MASS DESTRUCTION, ANYONE?

ACTUALLY, THIS IS DESTRUCTION

FOR THE SHOOTER CONNOISSEUR,

TAKE A FLIGHT THROUGH A SURREAL

METROPOLIS, DEEP CAVERNS AND

THE COLD VACUUM OF OUTER

.
SPACE. BLOW STUFF UP. BLOW

EVERYTHING UP. AND THEN PILLAGE
.

THE REMAINS OF YOUR CHARBROILED

ENEMIES. BECAUSE YOU'RE GONNA

NEED THAT FIREPOWER (AND SOME

CEREBRAL AGILITY) TO KEEP ALL THOSE

MONSTROUS END BOSSES FROM

TURNING YOU INTO SPACE GARBAGE.

SQUARESOFT <. -

Playstation
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WWF Warzon

Big Sweaty
Men In A Ring... £ y

cheesy as wrestling can be, you can't help
but love how overithedtop it is For tis
B\ same reason, pla ame based on the
B woric ofbrofeting s it
Of course, a nicely done WWF game from
Acclaim certainly helps things, too.
8. " That's where WWF Warzone comes in.
e, s thing you'l notee Abou atzone ate 8
beautiful graphics. The characters are of a decent size
aid caticmely defaied, The skins on ‘eaeh
polygonal model are taken from realife pi
tures of the wrestlers, resulting in a very
authentic look and feel, Even when four play-
eis are nthe ring, the game stl moves farly
well. The game like other
wrestling games, with a varlew of different
modes, ranging from quick-and-dirty exhibi
tion matches to full-on season-like tourna-
ments for the WWF Heavyy e\ghl belt. There is
also a weapons match, which spreads chairs,
B Suo e i a0 e e
for wrestlers to use.
ers in the game are mostly from
the upper echelon of WWF's talent roster.
Wrestlers include Stone Cold Steve Austin, The
Undertaker, Ahmed Johnson, Golddust and
Owen Hart, among others. The game®
is sure to be a strong point—the g
contains fll commentary flomiJimRoss and
Vince McMahon, with each having a variety of

“Gold Dust, Gold Dust...are =% okay? |
mill

Publisher/Developer Players/Genre % Done  Release

Acclaim 4 75
Acclaim Studios Action 1998
Web Address: www.acclaimnation.com

HAMMERLOCK
'AD0S5X

different phrases to choose from given the situation.
several FMV sequen:
os for each wrestler (worth

tion in: Warzone is the custom
wrestler builder. The name pretty much says it all, but
when you select this n, you can literally create
your oat Wil e i, ) o want a
fat, hairy wrestler, you can make him. If you want a guy
who wears nothing but a gold chain and army boots
(and a pair of undies of course), . Then you
can save this wrestler to a memory card and use him
to whoop up your friends. Check on

www.videogames. com for more up-to-date information
on Warzone. @

INCAA Football 99's Coaches (amera literally draws the
entire play on the field for y

It seems that EA had a change of heart when
it came to developing its college sports. Instead
of having its college games use year-old game

es, the games are now being developed

concurrently with EA's other sports. The first
one to benefit from this is NCAA Football 99.

The most obvious difference in NCAA 99 is

that it's polygonal and has wrap-tackies and

other things associated with being a 3D

60 / footbal title. But the changes between this

Genr

EA Sports 8
EA Sports Sports

Web Address: www.easports.com

year's NCAA Football and last year's
game run deeper than the presentation of
the players. Those who played last year's
game will remember having an easy time
with the game's bad Al, but judging from
this playable version, NCAA has gotten a

50 o

whole lot smarter and more realistic. QB's
can now do pump-fakes, running backs
can juke at the touch of a button, and
defenders cover receivers much tighter.

NCAA 99 will also be chock-full of new
features to complement the improved
graphics and gameplay. For starters,
there's an offensive and defensive play
editor that allows you to draw up a play,
then immediately practice it on the field.
Between this and the new “coaches cam-
era” that lets you see the play diagram
transparently drawn on the field (using a
shoulder button), it seems like NCAA 99
could teach anyone the X's and O's of the
game. There's plenty of other new goodies
such as an improved instant replay cam-
era, new play-call interface, and a beefed-
up Dynasty Mode that actually allows you
to be fired from a team if you do a bad job of
coaching it. These are only the tip of the iceberg
and we'll fill you in on the rest of the details once
NCAA 99 gets closer to release.




Catch $10 Off At SEARS
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The Almost-
Sequel To
Red Alert

‘There's something ironic  sions. Instead of breaking them down between the old
about this Tesla Tank PC expansion discs, they have been regrouped into
getting shocked tobits  separate campaigns. You'll find that these missions are
by these Tesla Towers. quite a bit more challenging than those found in the

Sony Computer Ent.
Malofim In.

. playstat

Publisher/Developer _Players/Genre % Done  Release

Westwood Studios
Westwood Studios

Web Address: wmwestwood.com

fter Red Alert was released on the PC,
Westwood expanded and improved on the
‘game for more than a year. The result was
the Counterstrike and Aftermath expan-
sion discs. Finally, console players are
able to reap the benefits of these add
on discs with Red Alert Retaliation, a

title that wraps everything into one tidy game.
Red Alert veterans will immediately notice very few
changes between this and the original, but they will
find plenty of added depth, such as tons of new mis-

original Red Alert, partly because of the
game's new units.

New units? Yes—and many of them. The
Soviets have developed the lightning-emit-
ting Tesla Tanks and Shock Troopers, added
Nuclear Submarines (they can attack land
now), and also have Demolition Trucks and
M.AD. tanks that level buildings wholesale.
The Allies counter with teleport-capable
Chronotanks, Demolition Trucks, and
improved defensive capabilities. Suffice to
say, it does a lot to change the way the game
plays. But, f you want to know ifthe changes

are for the better, howev-

er, you'll have to wait

for our forthcom-
ing review. @

1
Action

tion.com

into him.

Ever since Croc and Gex 2 successfully engineered 3D platform
games on the PlayStation, the floodgates have finally swung wide
open for the genre. One of the first titles that will flow through
these gates is Jersey Devil, a nearly complete platform game with
alookall its own.

Creating a distinct look for a game is important to distinguish
it from the rest, and the creators of Jersey Devil have opted to
fil this need by giving their 30 game a look that is found on a typ:

television cartoon. The main character of the game is, of
course, the Jersey Devil, an odd-looking purple fellow who looks
like a cross between a rabbit and a devil. But he isn't the onl
cartoony element in the game. Just about everything Jersey Devil
faces is amusing in one way or another. For example, one
of the end-level Bosses is a sexy girl not unlike Jessica Rabbit.
Once Jersey is wooed by her, she turs into a mammoth
monstrosity that attempts to kill him by ramming her belly

But aside
from its inter-

seemingly doesn't deliver anything out of the ordinary as far as
3D platformers go. Actions basically consist of exploring 30
cartoony worlds, while leaping over obstacles, and tail whipping
Jersey's enemies into submission. To progress through the game's

11 levels, objects must be found to open the gate to the next
area. Often, (and as usual) a “Boss” will await you at the end of
the levels.

Although there isn't much aside from its look that set this
‘game apart from its competition, PlayStation owners could always
use a good platformer—if indeed, that's what Jersey Devil ends
up delivering.
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Hasbro Interactve May

8
Runecraft Strategy. 80 998

Web Address: www.hasbrointeractive.com

¥ GUIDE
PRIMA'S OFFICIAL STRATEG

In case you didn’t know, Hasbro
Interactive has an old habit of taking
traditional board games and spicing
them up with full-motion video, new
features and altemate rule sets. Risk is
the latest classic to receive this friendly
treatment.

This PlayStation disc has two games
Classic Risk is the game most of us are
familiar with. Up to eight players can
compete on a number of different
stages (including the original world
map from the board game and a host of
new ores). You can change a number
of options and rules to fit the game to
your liking.

If you don't find Risk a challenging
enough strategy game, then you may
want to check out Ultimate Risk. It intro-
duces several new facets to the simple
formula. Now, you must deal with ter-
rain, weather effects, POWs and rebel
forces. You can construct forts, defend
capital cities, create allianc H
power-ups, create super troops, choose
offensive and defensive formations, set
booby traps and much more.

Hasbro has breathed new life into a
classic. If you've ever been a fan of the
board game, then you won't want to
miss this totally fresh experience. This
isn't the Risk you grew up with.

Available Where
Books & Games
Are Sold

1-800-531-2343

www.primagames.com

SR~ (Namco’)

e ‘TEXKEN 3° & ©1994 1995 1996 1998 NAMCO LTD.,
TheSecrets o the G Logo s  regstred ALLRGHTS RESERVD.
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Fighting
Web Address: wwnsquare.cojp

hen Bushido Blade 2 hit Japan in

late March, it took more than a few

fans of the original by surprise.

Instead of packing it with enhanced

graphics, new moves and all the

other belis and whistles we usually

e in sequels, developer Light

Weight simplified the game’s fighting engine and over-
hauled its one-player Story Mode.

Now, the one-player takes you through various
stages that require you to defeat several generic nin
(in a throwback to BB1's Slash Mode) before facing a
major character from the opposing clan. You'll also run
into support characters who you can control in the fol-
lowing stage. If you die, you simply revert to your main
character and proceed as before. Complete the stage

Square’s
Sequel Cuts
Even Deeper

The fighters are more detailed than the original’.
oddly enough~—the backgrounds suffer massive pop-up.

as the support character, however, and he/she will be
unlocked for play in all modes (including a new
Wooden-blade Mode that's modeled after a real-life
martial arts tournament). You start the game with six
selectable characters, but you'll have as many as 18
once you open the other fighters.

Control s simplified. Only one button is used to
cycle through the three attack stances, and there are
now two Attack buttons and no Block button (you
block by slashing your weapon the same time the
enemy does). The damage system has been revamped,
too. Arms can still be rendered useless, but leg
wounds result in slower motion, instead of BBx's hob-
bled stance.

Square has yet to reveal whether it will bring this
sequel to the United States. We expect that announ
ment at E, followed by a stateside release this fa

Ud. 1
Sqmﬁn.. Ud  Action/Res
wsquarecojp

the show featured three playable a
of the game, each with different objec-

tives and some gigantic Bosses and ene-

mies. By allowing your sword to charge

p, you can unleash special attacks, and

like any good platformer or action/RPG,

you can run, jump, use items, talk to

people (there's a lot of voice in the

game) and more. In certain areas (like

the beginning), the viewpoint changes to

x an “into the screen” view similar to

Crash Bandicoot, and presumably there

will be other varied camera angles as well
during play.

Fe o\

While being touted by Square as an
action/RPG, the company's latest creation,
Brave Fencer Musashiden, is really more of a
hybrid platform/adventure/role-player, with ele-
ments from all three genres rolied into one
extremely promising looking package.

Shown for the first time at the Spring Tokyo
Game Show in Japan, BFM stars a young boy
named Musashi who carries a big..err two big

swords and travels about in a huge, colorful

/(I (and nicely detailed) 3D world. The demo at

64

The character designs are being done
by Tetsuya Nomura, the extremely tal
ented person responsible for the charac-
ters in both Final Fantasy VIl and
Parasite Eve, so expect the game to have
foads of personality. The PlayStation Is
painfully lacking in the action/RPG
department right now, so Brave Fencer
Musashiden should make for a welcome
addition to the PS library when it is
relea in Japan this summer.
Hopefully Square will bring it to the
United States before the end of the year.




Just D

So, you thought
that you had rid the
world of evil monsters,
b ark knights, vicious
yerlords and devils. Well
L guess what? They're
& baaack, and this time A
they re coming at you all i
\ at once! FinaL FanTasy,
the ultimate fantasy role
playing franchise of all
e has returned to
By the way,
is that a sword in yod o

pocket, or are you

_really excited?
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The #1 arcade blockbuster tears into the PlayStation® game console!
X-Men vs. Street Fighter pits Marvel's bone-crushing mutants against
Capcom’s legendary fighters in a slugfest of epic proportions.
Perform outrageous moves — from Rerial Guards to amazing Chain Combos.
Engage yourself in Capcom’s y
signature control and lightning & %
quick responsiveness. -
X-Men vs. Street Fighter.
The collision of two
explosive universes in
one fantasy fighter.

o o



Join the ranks of the world's fighting elte in Capcom's Fighters Edge’
Collect Fighters Edge™ proof of purchase points every time you
buy a Fighters Edge” game to earn amazing stuff like a Fighters Edge’
backpack, skateboard, a free issue of GamePro or other cool gear (see
complete rules and regulations for complete list of awards, point values
and redemption information). Plus, you'll be signed up to receive special
offers and a chance to win killer prizes - like your own arcade machine!

Just complete the entry form in this ad or send a 3"x 5" card with your
name, address, phone number and date of birth to: Fighters Edge”,
Capcom Entertainment, 475 Oakmead Parkway, Sunnyvale, CR 94086.

Tor more information check out
or call 1-408-T74-0400.
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o 2 e Tocain s sen 3

< Po
o, e Edgh PO c1 e .G Enaran ) o e i ot




PLAYSTATION

Similar to the Namco Museum series, Capcom
Generations takes classic Capcom hits and brings.
them to the PlayStation. The first includes 1942
and its sequels, and the second focuses on the
Ghosts & Goblins games. Look for them in the fall.

A13jjeg mainarg

This one gives fans of the first awhole )

new experience. Besides being a female,
there are better graphics, multilevel
rooms and selectable viewpoints.

With the hot Tiger Woods name attached, TW
99 is sure to please golfing gamers. This one
carries the official PGA Tour license and fea-
tures 15 PGA Tour golfers (including Tiger, of
course) and authentic PGA Tour courses.

16TH_PAR4.
Woods -1 A ' '

(o, e
LR &
Mutligan

Heplay

The first Moto Racer received
decent scores from the Review
Crew—will the sequel have
what it takes to be as good?
Early info suggests it's more of
the same with better graphics.
We'll keep you posted.




The game yov love to play,
now at a price yov’ll love to pay.

INCLUDES THE CLASSIC TETRIS VERSION AND MUCH MORE! ' W

GREATEST HITS

Tetris Plus Greatest Hits Edition,
Do yov have yovrs, yet?

Also

From

Whether it's the addictive puzzle play of Tetris Plus, the classic side scrolling fun of
Punky Skunk or the fast paced driving action of Speed Racer; Jaleco has you covered.
Pick up your favorite Jaleco fitle at a retailer near you, now.

JALECO. . www.JALECO.com

©1998 SPEED RAGER ENTERPRISES, G A Rigts s, SPEED RACER s
T i

he



Mortal Kombat 4 comes home from the arcade. If the
PlayStation version is anything like the N6 version, il
have all the arcade moves, two fatalities per player and
deadly, player-specific weapons.

Shao Lin
£ What's this? A fighting game in which you can play up to four
: players at once? On top of this unique feature, the game has
the standard modes of play, six schools of martial arts and an
action/RPG Mode. Look for it from T*HQ in November.

Abe's Exodus

The sequel to Abe’s Oddysee is on its way. Since the original was part of a five-
game series, Abe’s Exodus continues where Oddysee left off, It looks as if you'll
have to save your fellow Modukins once again—this time in all-new environments.
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Dam,\Dém.
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variable lapdscapes, it just may be the -
most addictive game you'll ever play.

That pretty much covers it.

There's a storm coming, and its name is
Wetrix. Here’s the deal: YouSbuild dams,
dikes and lakes and some unholy'being from
above tries to destroy them with torrential
rains, firehalls, hombs and the occasional
earthquake., With its killer graphics and

oos 0w

IFOGRAMES ENTERTAINMENT, INC. {
3 W.Santa Clara Stree, Ste. 820

San Jose, CA 95113

Phone: 408-289-1411 + Fax: 408-289-1889.

www.oceangames.c:
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mall Soldie

Based on the upcoming film from
DreamWorks, Small Soldiers from EA has
you controlling the characters from the

movie in a variety of missions.

Thrill Kill

Originally called S&M, Thrill Kil is a violence-ridden fighter
featuring a load of strange characters. Multitap compatible,
this intense beat-"em-up is coming to us from Virgin.

Treasure's innovative
2D side-scroller for the
Saturn (available only
in Japan) is making its
way to the PlayStation
with some fancy
extras, including at
least one new stage
and improved anime
sequences. Working
Designs is planning to
have the game out this
summer. Old-school
platform action lives!

The info on this one is slim, but the name sug-
gests that it's a racer based on the same group
that holds professional races on courses around
the United States. The licenses are still under
negotiation, but the game may feature cars such
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Unity is the name of the place, and it's
now dead thanks to an evil robotics
corporation. Your job is to not only restore
peace, but also find out about your own
past. Look for itin September from T*HQ.

A13jjeg mainaig

Developed by Codemasters in the U.K., TOCA Touring Car gives you control of eight
touring cars as you race in famous European circuits. The handling and physics
engines are reportedly superb. TOCA should be here in the summer.

The emmy award-winning animated series is making
its way into the gaming world thanks to T*HQ. The 30
adventure game features the cast from the show ina
slew of wacky adventures. Look for it in November.
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L7 new, forbidden weapons
[devastating Tesla Tanks, base-bus
[MYA'D! Tanks, explosive Demolition Trucks

[sJSave battles in progress to your. Memory Card.

[hrwo sides to play - experience
adrenaline producing strategy;

fonl2fseparate CDs - Allied or/ ﬁ
PYcemmmand your forceswithithe 'Game
[coRiTSIier or Mouse. L
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Being a cop is a tough job. Being a cop in the 22nd century is
even tougher. Luckily, you have a transforming assault vehicle at
your fingertips. Electronic Arts is bringing us this one in the fall.

[ramom iy

¢

In this game, you're an unlikely tank hero who
must stop a band of evil robots—ground-
breaking indeed. From the creator of Ecco the
Dolphin, look for it from MGM later this year.

It would be too easy
to compare this one to
GoldenEye 007, so we
won't, Besides, it's on
the PlayStation. This
title from Black Ops
has Bond doing any-
thing from skiing to
driving, and pretty
much everything in
between. The different
styles of play should
make TND practically
five games in one.

Strange how things work
sometimes. We gave you
Astrod, now Activision is
giving all of us an update to
Asteroids. As you'd expect,
the game’s essentially i
the original but now in 30.
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This is

saGa Frontier”

A place where you will
wander through vast palaces.

Seek salvation in lush jungles.
And shop in dark cities

You will hone your magical skills.
Face malicious opponents.

And probably end up with a multiple

personality disorder.

Because you haven't achieved
anything

until you've lived the lives

and completed the quests

of 7 different people:

Red

Lute

WELCOME TO YOUR

T260G Blue

Riki

IDENTITY CRISIS. Ascllus

SHINGROW PALACE

Nothing’ a good as revenge. As Red,
ol bt Black X, the i who kil
i

your family. A5 you
the martial arts fournamient {0 avetiee the
death of your lover. Just remember
10 sretch before strenwons activity.

YORKLAND

Serenity. Nature. A windwill This is
Yorkdand, the birthplace of the musician
Lute. But, as Riki, a millionaire
ives you a ring. No, it not love. IS
oue of the 8 legendary rings you
e to save your decaying planet




MANHATTAN

siest shopping wall. And
. As Red, Manhattan is

 thisis just the

KOORONG
metropolis and a hotbed of
e, this is where you set off
o killyour twin brother.
A as the obot T260G; you lost pest
sk such questions as: Who

It adirty
ime.

DEVIN

“ see a shiny new gun in your

future?” Smal stalls offer fortune-

telling services. This i also where
Blue and Emelia attain some
wisdom on the Rune ques.

Jorces you to
Jo 7 What is my mission? And, where
can 1find a good mechanic

Meet exciting people and oot stab orjputispelleson them.
© in bresthiakingiyiews as yol run for your life.

Lose yoursel
ete without a prison break.

No vacation would be compl

Activities range from music and sailing to killing your brother.
Unless you die, you'll have e mor ssithat Wil Tast FoTevel:

NELSON HARBOR PACK YOUR BAGS
A ilitary port hidden in a cave? the places
‘Not the bestplace to.get a tat;
but it s where you ge the bestrates
Jfor converting gold to ash.

This s only a sampling of
you'l o with s, And as you
v or glory acepance o just vord
aivation, yow'll surcly be thinki
“Ifonly my fiends could sce me o
www.playstation.com

FACINATURU

You are Asellus A transfsion of |
uaman and Mystic blod coursesthroigh
your veins. This is where you ‘ve been
o eted, and thus begins your (g
andering o conflcting passions:

==

Playstation

SQUARESOFT




S

Battling blazes yields
crystals, which serve not
only as your health...

.but also as a power source
(EGN o teleporting the scattered
Y victims to safety.

Seqa 1
Sonic Team Action
Web Address: www.sega.com

t tums out that one of the
Saturn’s final games to hit
the United States is also one
of the system’s slickest.
Recently released in Japan,
Burning Rangers oozes high-
production values. The intro

anime, high-res front-end menus

and pop  soundtrack  (hich
sounds like something you'd hear
from one of Sega's arcade racing
games) are all top-notch. And the
me's vistials—based ona highly
modified NiGHTS engine—are
among the most spectacular ever
pumped out by the Saturn.
You play one of two futuristic
firefighters on a mission to collect
tals and rescue
trapped people. The
game’s set_on four
maze-like levels,

made up of individ-
ual stages and
Boss stage. The first level is a burning
building that's home to dangerous tanks
that explode if you let the fire burn
around them too long. The second level
takes place in an underwater base, which
contains sections that you must swim
through (you'll even come across a
helpful dolphin, although we're not sure
ifit's Ecco).

The third and fourth stages—both set
on a doomed space station—are espe-
cially spectacular, Here you'll find areas
with zero gravity, forcing you to float your
character carefully through burning hall-
ways. All of the levels are home to enemy
robots, as well as end-Bosses, which
range from fire-breathing flowers to giant
robotic fish. As in NIGHTS, you're given a
letter grade for your performance after
you complete each stage

Burning Rangers s heavy with japanese
voice-overs. You hear other members of
the team chime in constantly with status
updates, and you can request radio mes-

+ Burning Rangers

Publisher/Developer _ Players/Genre

. May
5 e

A triningleve kicks things o an showsyouthe
ropes of firefighting.

sages that help guide you to the next fire victim. As
<ol as this feature i, its extremely unlikely that Sega
will rerecord all the game's dialogue in English.
Instead, the game will probably be subitled.

Set to ship on May 12, Burning Rangers is the last
Saturn game that Sega will release in the United
States. Sega has stated that its final lineup (which also
includes The House of the Dead, Panzer Dragoon Saga
and Shining Force {11 will only be available in limited
quantities. No more than 5,000 copies of each are
expected to hit stores, so Saturn fans looking to get in
on the system's last hurrah may not want to sit idly by
while the games sell out.
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Lunar 2 is coming to the
Saturn in Japan in the
form of another remake
by Game Arts. Like
Silver Star Story, Lunar
2 willfeature enhanced
graphics and sounds,
tons of new voice and
animation, plus new
areas and plot twists.

Fans of Castlevania: Symphony of the Night for the PlayStation will be drooling over the
Saturn port, which features two entirely new stages (with new music), the ability to play as
Maria (yes!) and more. Unfortunately, it'll never see the light of day in the United States.

Atlus has a hot new shooter on the way for the
Saturn (and PlayStation) in Japan called Soul
Divide. Featuring gorgeous 2D graphics, huge
enemies and a variety of items and power-ups, it
could be ane of the big sleeper hits of the year.
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ega Rally was released in 1995 and rede-
fined the racing genre almost as much
as Daytona did before that. Graphically
Rally Ever advanced using the Model 2 board, the
y animation was absolutely fluid but more
important, the game. controlled flaw-

Gets A lessly. The idea of a “rally” s pretty
mch offoading with cars on tracks laid Wit dir,

F I ﬂ d in some cases a little pavement. This makes

BCRIIME Fora <ippler rde and makes control more of a cha:
lenge than in g0 percent of
other racing games. Jump
101998 and Sega Rally 2

This game runs on the
monstrous Model 3 Step 2
board, creating a previous-
Iy unseen level of graphics
and fluid animation. Above
that, the control seems to
have been tightened as

well, making it even more
realistic (if that's possible).
Other options in the game
include a handbrake for
sharper turns (and you will
useit), and a rear-view mir-
ror, especially necessary in
a fierce competition.

SR2 offers six different
vehicles to choose from: Corolla WRC,
Ford Escort WRC, Peugeot 306 MAXI,
Lancia Stratos Grg, Subaru Impreza WRC
and Lancer Evolution 4. All of the cars are
unique and have different torque and
horsepower. Four difficulties make this
game more challenging too—they are
Eegiw“el, Intermediate, Advanced or
Extreme. Probably the best option avail-
able in SRz is the Practice Mode where

The Best

As part of an unexpected and reason-unknown
publicity stunt, Slash (formerly of the band Guns
‘N’ Roses) stopped by to sign autographs and try
his hand at Sega Rally 2. It
was his first try so he didn't
fare all that well, especially
against avid Sega game play-
er (and Sega employee) Joe
Kaminkow. Slash did seem to

njoy himself, especially for
someone who no doubt was
partying until the wee hours
of the night before like the
rest of us.

+Sega Rally 2

Publiher/Developer Players/Genre % Done  Release
Sdldneica K800 gy 2don.
Seqa of Japan Racing 1998
Web Address: www.sega.com

P
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there are no other cars, but you are required to beat
the clock or it's the end of your game. The other mode
is the Championship Mode in case you want the satis-
faction of beating your opponent one-on-one.

SR2 is an excellent blend of superb graphics and
gameplay. It is a game all future driving games

held to, and the best partis, it be out by the time you
read this! @




VISIT OUR BOOTH AT E3 "You'd be hard pressed to find
EAST HALL i ‘explosions,| flames, and fighting

aircraft as pretty as these."
BOOT! L E = - Ultra Game Players -

"It is rare that a console gets a l:l.tle that
\ stresses realistic flight control over
arcade-style action, but this is exactly

what Aerofighters Assault does."

- gamepen.com -

..a very satisfying game playing experience
that shouldn't be missed by any N64 owner
- that is even remotely interested

in flight combat games."
- bird.taponline.com -

o S5
= W "Aerofighters' best qualities lie in

its six realistic, highly maneuverable

P NEXTJGENERATION -

“Thl.s*game isfonefof fthoselever Greentitle
thatiwilllhanglaround jthelsystem forever. »

hitp://wwiw-dreamsquare co.jn:
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Namco's newest deluxe machine
is entitled Downhill Racers. This
game is a mountain bike sim that
plays not unlike a previous title
Prop Cycle in that you actually
pedal the bike. This game is early
and it is unknown when (or if) it
will reach your local arcade.

Sega's Fighting

ipers 2 offers =
a é’.,u,le new If you like fishing, Sega's
characters, a Get Bass is THE best rsh-
new Boss and ing game ever. Ut
the same basic Model 3 and a very hlgh

tech cabinet, it's as close
et to ral ishing as you can
one feels pretty get without actually
g00d 50 far, going to the lake. The
reminiscent of pole is hooked up toa
Tekken and VF. motor that pulls the fish-

ing wire when a fish is

caught, simulating a

fish’s movement. Casting

is performed by moving a
strange N64-style analog around.

A change from the previous
titles, Real Bout 2 features a
new motherboard called Neo
Giga. This means Neo games
can now be up to a Gig in size,
and RB2 is a whopping 600
Megs! The increased size
enables SNK to have 22 char-
acters in all (four new from the
previous title) as well as more
detailed backgrounds and a
“Sway” feature (two planes to

Based on the popular
Operation Thunder

Hurricane game, this

Konami shoot-"em-up has

an alien theme. It's not

unlike Sega’s Gunblade N.Y.

where you hold

a large rifle,

and spray

allvisible

opponents

with lead.

The game

should be

out within

a couple

of months.




What are you
waiting for?

See all that
Lara has to offer.
Complete your
collection today.

Tomb Raider 1is
now available
on PlayStation’s
Greatest Hits line.
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Paint swapping. Tire spikes. Road blocks
Jealous cops will always play dirly.

BYE BYE

vOoOo
When you're sitting in a 529hp Lamborghini;
the smell of bacon is that much sweeer.
,"T~
www.ea.com ELECTRONIC ARTS"




Batman & Robin

Breath of Fire I
Einhander

Elemental Gear Bolt
Forsaken

Gran Turismo

Hot Shots Golf

Major League Soccer
Risk

Road Rash 30

Running Wild

Team Losi RC Racing
TimeShock Pro Pinball
Vigilante 8

World Cup 98

Azure Dreams

Bio ER.EAK.S

Cardinal SYN

Crime Killer

Dead Ball Zone

Fox Sports Interactive Golf
Fox Sports Interactive Soccer
Granstream Saga

Jersey Devil

Mega Man Legends
Mortal Kombat 4

N20

Off-Road Championship
WarGames: Defcon 1
X-Men vs. Street Fighter
Constructor

HardBall 6

Silhouette Mirage
Tomba

WWF Warzone

Bass Masters Classic: TE
Brunswick Circuit Pro Bowling.

C

C&C: Red Alert Retaliation
Heart of Darkness

Master of Monsters

Rebus

Redline

SATURN

Burning Rangers
Shining Force I11
Magic Knight Rayearth

PLAYSTATION

Acclaim

Capcom

SCEA

Working Designs
Acclaim

SCEA

SCEA

Take 2

Hasbro Interactive

Universal Interactive
Fox Interactive
Empire Interactive
Activision

EA

Konami

Midway

SCEA

Interplay

GT Interactive
Fox Interactive
Fox Interactive
T*HQ

SCEA

Capcom

Midway

Fox Interactive
Midway

MGM Interactive
Capcom
Acclaim
Accolade
Working Designs
SCEA

Acclaim

T*HQ

T*HQ

Konami
Westwood Studios
Interplay

Ascii

Atlus

Accolade

Sega
Sega
Working Designs

May Action
May RPG
May Shooter
May Light Gun
May Action
May Racing
May Sports
May Sports
May Strategy
May Action
May Racing
May Racing
May Action
May Action
May Sports
June RPG
June Fighting
June Fighting
June Action
June Sports
June Sports
June Sports
June RPG
June Action
June Action
June Fighting
June Shooter
June Racing
June Action
June Fighting
July Simulation
July Sports
July Action
July Action
July Action
August Sports
August Sports
August Action
August Strategy
August Act/Adv
August RPG
August RPG
August Action
May Action
May RPG
June RPG
Acclaim’s WWF
Warzone will be
coming to the
PlayStation and the
Né4. Contrary to our

previous reports,
both versions will
support four-player
multiplay.

soon

Ing

Compiled by: John Stockhausen

Activision’s Twisted

Metal killer looks great
so far. Vigilante 8's
physics behave realisti-
cally, the frame-rate is
high, and the attention
to detail is impressive.
Look for this PS

game soon.

Is it possible the release
date for Mission:
Impossible from
Infogrames is for real?
Hopefully, since the
game sounds pretty
damn cool. Check out the
preview in this issue on
page 40 for more info.

NINTENDO b4

AeroGuage Ascii May Shooter
All Star BB 99 Acclaim May Sports
Bio ER.EAK.S Midway May Fighting
Deadly Arts Konami May Fighting
Forsaken Acclaim May Action
Mike Piazza's StrikeZone GT Interactive May Sports
MLB Featuring Ken Griffey Jr. Nintendo May Sports
Virtual Chess Titus May Simulation
World Cup 98 EA May Sports
Banjo-Kazooie Nintendo June Action
Bust-A-Move 2 Acclaim June Puzzle
Cruis'n World Nintendo June Racing
Flying Dragon Natsume June Fighting
Iggy’s Reckin’ Balls Acclaim June Action
Mission: Impossible Infogrames June Act/Adv
Mortal Kombat 4 Midway June Fighting
Quest 64 T*HQ June RPG
Wetrix Infogrames June Puzzle
GT City Tour Infogrames July Racing
World Grand Prix Video Systems July Racing
WWF Warzone Acclaim July Action
Gex: Enter the Gecko Midway August Action
Legend of the River King. Natsume May RPG
Harvest Moon Natsume June RPG
Quest for Camelot Titus June RPG
Disney’s Mulan T*HQ July Action
Montezuma's Revenge Take 2 July Action

Roadster 98 Titus August Sports




The most entertaining display of technology
since the bug zapper.
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Your Computer Channel

Introducing ZDTV;" the cable channel devoted exclusively to computing and the Intemet. A tantalizing

blue light on the front porch of cable television. Tune in for shows like “Call For Help™" and really get connected

1o your computer. O explore the best of the web on “Intemet Tonight: Call your cable or satellte provider today
and ask for ZDTV. Just say “ZDTV Me?" Or visit us at www.zdtv.com.

Many thanks to our charter sponsors:
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©ZDTV LLC 1998. ZDTV s a trademark of Ziff-Davis Inc.






aphic marvel...
the weapons are simply awesome...
the control is impeccable.”
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a 360 degree 3D world." ®
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By John Davison

uroks home, for the next few months

at least, is the offices of Iguana in
Texas, where the team respon-

sible for the 1.3 million-selling original
s hard at work preparing this much-

cipated follow-up for a late-

imer release. Our arrival at

ana offices revealed a

fany decadently equipped
Fxss. Moving into their lobby,

e lizardy imagery is
more than apparent (as
“long as you ignore the
Squashed lizard road-kill
we stepped over in the
parking lot...a nice
touch, if unintentional)
as huge scale-like motifs
adorn the glass walls,
hiding the rooms of
talent beyond.

Iguana's offices are
awarren of corridors
and offices seemingly
entirely upholstered in
purple plastic and voluminous black leather.
Each of the firm’s many teams has its own vast
area of space with meeting rooms, kitchens and
offices, all linked in a sort of coders’ community
that can sustain them for days on end without

any real need to go outside. There's a huge
lunch room, a well-equipped gym, cupboards
full of food and drink, TVs, videos and lots and
lots of toys.

We visited the Iguana team for some hands-on game
time with Turok 2. What we saw was a spectacular

"~ sequel thot does more than take the dino-hunting
hero out of the jungle—it’s also one of the first titles
to really top the N64’s considerable power.

Somewhere that feels like ' probably in the
middle of all this is the Turok area—and tucked
into the corner is Turok 2 project manager
David Dienstbier' office. Wildly enthusiastic
about his new project, he immediately wants to
demonstrate just how
much better the new
game s than the old
one. An original Turok
cartis slapped into a
nearby N6 and the
now-familiar first level
flashes on the screen
A soldier runs toward
us and fals, gripping
his neck. We watch the
first raptor buy t. Then
the cart is torn from
the machine. Moments
later, the N6 develop
ment staton s revied
and we're treated
10 thefrtlovel of
Turok 2, along with
Dienstbier’s running
commentary.
Dok 2 Poject Manager The obvious cha
lenge was the inherent
problems involved with doing a sequel,” he
begins. “You're a year later, the market's
become more saturated with games and people
may not be into your game anymore. We had to
sit down and really think out how ve were
going to attack this. First we needed to decide
hat was wrong with the original Turok. We had
to fix those problems and then see what we can
do to make the new game twice as exciting. The
firs thing you'll notice is the visual stuff. When

you see Turok and Turok 2
side by side you see how
dramatically different they are.”
He's not kidding, either, Level One s a visual
feast of clever effects and imaginative design.
Turok begins in a harbor, on a jetty with a huge
galleon docked to one side. Moving forward
into the city, Turok finds himselfin the middle
of a war. As he advances, boxes and buildings
explode all over the place, leaving trails of fire
and debris in their wake. Cool lighting effects
spatter every nook of the terrain. “When you
begin the level there's a lot of environmental
stuff going on,” Dienstbier continues, “and
there’s a lot of interaction with the environ-
ment. You'll hear lots of screa d shout-
ing and see people running around—and you'll
notice that the graphics are very different from
anything you've seen before. The lighting is
used very effectively. There are subtle shadows
and flickering light sources to add to the
atmosphere. We're using real-time shadows on




every creature in the game arid not finding any
discernible hit on the frame rate. Everything is
lit according to the light sources in the room
and it gives everything a much more solid and
realistic look.

But amidst all this spectacular eye candy, one
famous N6 “effect” is conspicuously toned
down. Turok 2's skies may be a bit misty at
times, but you never see the oppressive pea-
soup fog of the original game. “What we've
done is make the fog a purely environmental
and atmospheric effect,” Dienstbier says, point-
ing to the first level as an example. “This city is
a coastal city in the early morning, so we've
brought the fog in a litle bit to give it that
atmosphere. You can see five times as far in
Turok 2 than you could in the original.”

Trigger Effects

Further into the level, the scenery begins to
discemably shake. What the hell s that? “This
hallway collapses as you walk toward it,”
explains Dienstbier, “and you'll see all of these
carts exploding and things fying through the
air. All of this stuff causes lighting effects too—
50 you get a very cinematic and realistic look.’

He's right. The impression of a living environ:
ment is portrayed very effectively. But we've
only just begun to see the game’s bag of cool
new tricks, As we move further along, some of
the new weapons make their first appearance.
“All of the weapons in the game make use of
real-time.lighting and particle effects,”
Dienstbier continues, “s0 you see muzzle flash-
es and wisps of smoke whenever a weapon is
used. In places there'll be firefights in really

dark corridors where the
only source of light comes from the guns,

50 we're going {o get some very Alien-

esque scenes.”

The man is clearly very impressed with what
his team has been able to do. “You'll notice
that our torch light actually flickers and that our
reflective surfaces actually reflect,” he says, “so

if you look at the ceiling above the reflective
water you'll see the light dancing around very
realistically. We have one of the most experi-
enced Nintendo 64 development teams on the
planet in my opinion, and if not the most talent
ed bunch of artists on the platform, then at
least one of the. | haven't seen

anything close to what we're doing here with
Turok 2, certainly not on N64. There are even
things on PC with high-end graphics accelera.
tors that don't match this.

Bigger is Better

Soit's one of the first games to push the N64
to its limits then? Seems pretty early in ts life
for that kind of thing to start. “We tore the
engine apart and optimized it to the point
where we could incorporate so much new
stuff,” Dienstbier explains. “We have ool light-
ing, and an improved geometry engine. This is
still the same basic engine from Turok, but




we've pushed it and changed every aspect
to try to get the most we possibly can. The
machine could handle more, but we'd have
10 g0 back and completely re-engineer the
whole thing from scratch, which we just

“I haven’t seen
anything close to
what we’re doing
here with Turok 2,
certainly not on
Né64. There are
even things on PC
with high-end
graphics accelera-
tors that don’t
match this.”

don't have the time to do, The game is 16
Mb this time—that's a 128 Mbit cart, twice
the size of the original Turok.”

Moving on, we discuss some of the
major differences and design changes.
“The idea is to create a couple of different
things,” he says. “Turok was a ‘g0 into a
level, find the keys and then leave the
{evel linear kind of thing. Turok 2 is far

more of a mission-objective-based game
with some influences drawn from Mario
and Zelda, It's now absolutely necessary
for the player to explore the environments
and sometimes even go back into areas
he's already been. The player has to be
very thorough. There’s a lot of re-explo-
ration. You're going to have to make a lot
of notes. In Turok we used lots of

visual clues, like looking over
ledges to see areas that you
obviously needed to go to.

In Turok 2 this is even more
important. The player

needs to be fully aware

of the environment.”

So what can we expect
from the new missions?
Dienstbier says they pack
multiple objectives and are
very story-driven. “One of the
first mission objectives is to free

some trapped children from somewhere in

the city,” he says. “The defenders are
pretty much getting their asses
kicked and whenever you see
them they'll be in the process
of dying—but somewhere
are these kids. Now this is
right at the beginning and

is a relatively simple objec-
tive. As the game progress-
es we'll introduce new ele-
ments. That's something that
we've learned from Miyamoto:
Start things off simple and grad-
ually add to it as you progress.
Later objectives will make far more use
of the dynamic environments.”

THE STORY SO FAR

After using the Chronoscepter to defeat the
Campaigner in the original game, Turok realizes
that the device is too dangerous to exist. In an
attempt to save the future, he travels to the
largest volcano in the Lost Land and throws the
Chronoscepter in, destroying it. (Like he
couldn't just break it over his knee or
something. Noooo, he's Turok—he

has to throw it into a volcano,) Still,
there are repercussions for such
grandiose actions.
Unknown to Turok, the Chrono-
scepter was originally built from
parts of a spacecraft (not necessarily
the first thing you'd expect, but you can
never tell these days), whose origins can
be traced back billions of years to a crashed
ship lying dormant at the heart of Lost Land,
with a single occupant trapped inside. By
destroying the scepter Turok has unwit-
tingly released the Primagen, a nemesis
who s the embodiment of the Lost
Land, a being of vast power whose
alien body, mind and soul have
melded with the fabric of the land

His destiny is inextricably linked

with the Turok lineage.

Now, Joshua Fireseed, the latest
Turok (and understandably pissed off
with his predecessor for being so stupid)
must destroy the Primagen in order to save
the universe. Though still trapped within his

craft, the Primagen has used the power of his
mind to affect simple creatures (Taco Bell
drive-thru workers are notable in their
absence) from around the Lost Land in

away that will make them serve him.
Aware that the Primagen is a
threat, the elders of the Lost Land—
called the Lazarus Concordance (silly
name, important job)—have erected
vast energy totems in critical areas of
their realm. These totems and their
immense power keep the Primagen
imprisoned. But as his power increases and
his servants swell in number, the totems are
under threat from attack. Turok’s job is to
protect the totems before traveling to the
spacecraft and killing off the big bad guy.
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A Whole New World

Speaking of environments, what can we
expect this time? Is it more of the same jungle
and temple stages of the original? This ques-
tion catches Dienstbier on something that is
clearly close to his creative heart. “There is no
jungle level in this game,” he says. “One of the
first rules | set down when we
started was this game was to
break new ground. | didn't
want to see us repeating our-
selves and just doing what you
tend to see elsewhere. What you
often find with sequels is that you
just get a cookie-cutter sequel.
We want to outdo ourselves.”

As we move through some of the
other, less-complete levels in the game, it's
immediately clear that Turok 2 is very different
from its predecessor. As the levels unfold,
there’s a definite sense of progressing ticugh
different domains. “The first two levels
slighty ifforent as you are pursuing this
force through the environments,” explains
Dienstbier. “By level three, though, the
player is thrust into environments that are

the domains of the individual
creatures, Turok travels
to lands where the
creatures come
from and you'll

environments.
We have dark
underground
caves, primitive
cities, alien environments.
There's even a level set
on a space ship. All of
these are completely
unique, and each level
looks completely differ-
ent in terms of its geome
try, the textures and the
creatures that roam around.

In Turok we shared graphics sets between
levels. In Turok 2 there’s none of that. Every
level looks unique, and also you'llfind that
each level has its own indigenous species of
enemy that's unique to that level.”
Soie of the level= relly dre
spectacular. As we walke
around Iguana’s numerous
offices of graphic artists, pro-
grammers and animators, we
were treated to some truly
stunning creations. We
saw vast, dark caverns
flowing with extremely
convincing-looking water
and filled with dank vegeta-
tion. We saw titanic alien

Rz

computer screens at
every junction. We
saw cavernous insect
egg chambers filled
with pulsating larvae
d acres of straight-
from-Alien pods. All the
environments make dramatic
use ofghting and patce
effects along with s

Stanring etamples of trans:
parent textures. The alien
levels, for example, feature
walls with curved, bulbous
windows, behind which

you can see other animated
textures. Most impressive
though will be the insect
larvae squirming within
their transparent egg

sacs. Gross? Sure. Cool?
You betcha.

Nice Ass

“Ooh...there's something else you need to
know about,” Dienstbier adds. “Turok has a
special friend this time around who acts as an
advisor to him. Her name is Adon, the ‘Speaker

“Obviously we’re
aware that the cool
(weapon) effects
were very much a
part of the original,
So you can expect
some cool guns.”

of Forever Light," and she'll help Turok out, tell
him what he needs to be doing, help him save
games—even provide some health or ammo.
She’s not actually an in-game character, but
she is an integral part of the game. She tells
you the story basically. 'm really very happy
with the way she worked out.
really great ass doesn't she? Look at tha
An early model of Adon is brought up on
Dienstbier's PC. “She's not going to be there
to baby-sit you,” he says, “and | want to make
sure we control her in such a way that there’s
a discernible relationship between her and the
player. There won't be any romantic entangle-
ment crap—she's just going to be a friend that
you depend on.

A Question of
Self Control
Another issue that is doubtless on the minds

of anyone who's a fan of the original Turok s,
“Are there going to be more control options this;



ENEMY MINE

Turok was notorious for its gory
deaths and fabulous animations—so
you'd expect more of the same in the
sequel, right? “In Turok we had two
classes of death: regular deaths and
violent deaths,” explains Dienstbier.
“This time we have three classes:
regular, violent and extreme, where
you can find huge chunks of the
enemies being blown off with blood
and gore and stuff just flying every-
where. It's a lot more to do with bodily
dismemberment.”

Fortunately, the team is taking care
to make the combat as realistic as
possible, too. “We are generating
impact flinches in real time this time
around,” he says, “and we're calculat-
ing impacts based on the geometry of

the enemy. A shot to the head will

do more damage than a shot to the
shoulder.” Also expect to see even
more of the amazing death anima-
tions that made it so much fun to
blast baddies in the original—
although Dienstbier promises the
effects won't be overdone. “If you

use the bow and fire an arrow at an
enemy, the guy will flinch and you'll
see the arrow actually sticking out of
him,” he explains. “Now, we don’t
want to do any ‘ow, you shot me in my
big toe’ animations like in some other
games, but we do want the creatures
to react to where they've been shot.
We just don't want to break the
rhythm of the game. That's really
important to us...

It's not just the way foes react after
being shot that's changed; enemy Al
is much more advanced, too. Now
there’s a hierarchy within each race—
noticeable leaders who control groups
of creatures as they attack. Some will
ambush you as you go about solving
mission-related problems. Others will
simply try to overpower you with
sheer numbers. “You have to be
clever with a lot of the creatures in the
game,” says Dienstbier as we round a
corner to be faced by a pack of rap-
tors. “With a lot of the more vicious
guys, you're not going to out-run
them. Creatures like the raptors are
bigger, faster and more violent than
the player. You have to get yourself
into a position where you can kill
them, but they can’t get you.”

The Al extends beyond basic behav-
ior, though. Enemies incapable of
ranged attacks will dart in close and
attack you hand-to-hand. And get
this: Some can even unleash combos,
Killer Instinct style, complete with fin-
ishing moves. But what about Bosses?
“Oh yeah,” Dienstbier adds. “You
wouldn’t believe the Bosses we have.
They're huge...and much more intelli-
gent and dynamic than they have
been before. We don't have them all
in place at the moment, but we've
really outdone ourselves.” @



time?” There are clearly two schools of thought
on the subject—those who prefer the Turok
setup versts those who prefer GoldenEye’s
control—and the team has taken both into
consideration, “As far as we're concerned,”
Dienstbier explains, “it's pretty clean cut what
is going to give the player the best control of
the game. For me, even when | play GoldenEye
| always switch it to the Turok layout. It's just
that it gives you everything you're going to
need to play the game effectively. There are
places in both the original Turok, and more
importantly in Turok 2, where you need to be
able to look around freely while moving, and
especially with the new Sniping Mode, the
player needs more freedom with controlling the
views. That said though, we can't ignore the
demand for different control systems, because
GoldenEye was such a hit. We're not going to
be able to give the player the freedom to con
figure each button...but there'll be a selection
of different layouts provided with the game.”

S0 we've seen the huge new levels, the
incredible environment effects, the control
schemes and a great ass. Now, finally, we get
to the question everyone wants to ask ot
Turok 2; Wil have 2 Multlayer Mode
time? “Here i the ‘ofcial deal,” Dienstbier
beins, Ta wil eature a sngle player Quest
Mode as well as several different types of
deathmatch play. These include ‘Bloodlust’
deathmatch (an every-man-for-himself kil
fest) and team Bloodlust, in which players
can play in two-on-two, two-on-one or three-
on-one type teams. ‘Frag Tag'is an all-new
game mode that promises to make T2 the
best party game around! One player is ‘it

“This time we
have three classes
(of death): regular,
violent and extreme,
where you can find
huge chunks of
the enemies being
blown off with
blood and gore
and stuff just
flying everywhere.
It’s a lot more to
do with bodily
dismemberment.”

and must search out the others to kill them.
The hunted must find predetermined safe-
spots, whereupon another it is chosen
randomly. Here's the catch, though—the
hunted have no weapons whatsoever. And
to make things worse, they have targets
painted on their backs.

“Characters for the multiplayer stuff will




obviously include Joshua (Turok) and Adon; along
with a Pur-Linn (the large ogre-like creatures from
Turok and Turok 2); a Sloth, which is a kind of

undead Pur-Linn that slops around the place; a Flesh
Eater, who will be a point-for-point match with Turok;

The origi . . i .
2 Gant, = dinbsoid reatire: Finally therswill be a e original Turok’s levels and enemies were impressive, sure, but it

hidden character that will probably be a Raptor. In

addition, expect lots of cool
power-ups, weapons, etc., that
can ONLY be found in our death-
match game. The level graphics
will indeed be more basic in
design (less geometry than the
single-player environments) in
order to ensure fast, smooth
multiplayer gaming fun. We are
really excited about our four-
player - You can expect

&

was really the game’s immense arsenal of way-cool weapons—and

their dazzling special effects—that drew the most oohs and
aahs from players. Now, the Turok 2 team clues us in on the
few weapons they're prepared to unveil before the game is
released. “You'll see that the knife is gone

and has been replaced with this kind of
glove/talon thing that you wear on
your arm with these two nasty-look-
| ing claws sticking out,” Dienstbier
explains. “You'll have the pistol

and the shotgun like before, which
have just been beefed up a bit, as

itto be nfe best on the N64 by a
long shot!” well as some cool particle effects like
smoke and muzzle flashes when you
fire them. Then you have the normal bow
and Tek bow, which look pretty much the
same as before. The Tek bow is a
much more powerful weapon than
[ before, though.

“Next we have a tranquilizer gun
| which is pretty cool because it can
drop an enemy without actually
killing him. And there'll be some

Out-GoldenEye
GoldenEye?

Now that's one heck of a
claim, especially considering that
arguably the best multiplayer
game currently on the N64 is
another st personshooler,

E e B parts of the game where the player
tion—have any other games influenced the way the won't necessarily want to kill a creature. For

Turok concept has advanced? “We don't want to get example, there’s a room where the player willfind he
into a situation where we're trying to out-GoldenEye has o open adoor using a pressure plate—but

GoldenEye,” Dienstbier says. “They have their game
and we have this. One of the mistakes people often
make is, say, to try to out-Quake Quake. It's like
trying to out-d id. We just want to make a
marked improvement over our original game. @

if you step off the plate, the door closes.
What you can do is shoot an enemy
with the tranquilizer when he’s
standing near the plate and he'll
fall onto it. Because he doesn't
die, he doesn't disappear, so he'll
hold the door open for you.
“Further along we have the
Firestorm, which is the replacement for the
minigun in the first game. We have a few others which
we haven't decided on yet. Obviously we're aware that the
cool effects were very much a part of the original, s0 you can

g we did manage to see (very briefly) a

number of o(herweapcns that really show off the graphical

power of the N6. A flamethrower (which may not end up in
the final game) spews forth a blast of spectacularly realistic
flame by making use of the game’s
powerful particle engine—a
method by which flames,

J' \water and smoke can be

© accurately modeled by

simulating the “particles”

within the effect.

The final and most spectacular

weapon we saw was the new-and-

improved rocket launcher. Now,

six rockets at a time whip out

anime-style before hitting their
target, sequentially bouncing it
into the air as it explodes and
shoots out gorgeous rings of
flame. Yep, you want cool
weapon effects, you definitely

get them in Turok 2.
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OUR PHILOSOPHY

EGM rates games based on how they com:
pare to other titles on the same

system. The highest score we'll give a
game is a 10. When a game receives a

10, you can rest assured it's one of the
best games ever made~a revolutionary
title that truly stands above everything
else inits genre for its time. At the other
end of the spectrum sits the lowest score
a game can receive: a 10, This is the kind
of game you want to avoid at all costs. It's
pure crap, as our scale (above) explains.
In the middle ies the average grade, 5.0
We repeat: 5.0 IS AN AVERAGE GRADE.

Simple, ain't it?
N
whose average score

i)
Cu_%.» cquals30 ot highr

nigen®
Miriow P

o

Games that average at
80 rceive

Crispin Boyer

Cris wanted to use his bio to squeeze in more Tekken 3 comments,
50 here goes: The CG intro and endings are as cool as Tekken 2's
(owait tll you see Mokujin's super-sily finale). Al the arcade’s pre-

Current Favorites
Tekken 3

Hot Shots Golf

Favorite Genres:
RPGs, Action

ter Mode-which is way slicker than
the one hidden in Tekken 2-is the utimate thank you to Tekken fans.

John Davison
Tekken
Experiencing the very extremes of emotion that reviewing Rival Schools
games for the Review Crew caninduce, John i sl reein from s |REITENENN
time with VR Sports Powerbaat Racing and Pital 30. Havingjusti- [N M SAReR
ably savaged them both, no even a trp back to his native England for ¥
next monts super-secret exclusive cover tory (and a good cupof tea) I AL
‘could satiate his anger at their crappiness. Action, Adventure

Current Favorites
3

PELE T

‘Shoe has been steadily climbing up the NFL Biitz rankings. He's
currently #5 overall among the entie office (including 0PM and
EGM) He was 5o giddy..until Kraig snapped his i-game win streak.
S0.an angry and confused Shoe proclaimed that he could beat Kraig
a game of Panzer Dragoon Saga any day. Uhh..Shoe? We hate to be
the ones to tell you this but Panzer Saga a one-player RP(

Current Favorites
Panzer Dragoon Saga
Rival Schools: UBF

NFL Bitz (Arcade)

Death Tank Zwei

Favorite Genres:
Strateqy, Puzzle

Kraig Kujawa Current Favorites
Panzer Dragoon Saga
Lately, Kraig has decided to expand his gaming horizons a m( and Einhander
NFL Blitz (Arcade)
Breath of Fire Ill

Favorite Genres:

me,then I it you" combat systems predominatly ound n those
o ’ 2 z Y rome o e Sports, Strategy

games. Oh well, every genre can't be perfect, can it?

John Ricciardi

Between daily bouts of NFL Biitz with the rest of the staff and seem-
ingly endless Tekken 3 faceoffs with Crispin and the other Tekken
addicts,i's a wonder that John gets any sieep these days. He's
already headed on another vacation (lazy bum), but he' looking for
ward to digging ito Azure Dreams, mnslmm Siqﬂ and Mega Man
Legends when he returns (whenever that

Current Favorites
Panzer Dragoon Saga
Tekken 3

Einhander
NFL Blitz (Arcade)

Favorite Genres:
RPGS, Action

Kelly Rickards Current Favorites

Rival Schools

With summer arriing and the addictive NFL Btz inaly ot of his sy
tem ed: Gasphemy, Kely has entrenched himselfat the loclarcade
insearch ofthe “Next Big Thing.”Capcon's RivalSchols s sl is
favorite, but with rumors of Sega’s new console flying around and hints

‘of an arcade version on the horizon as well, Kelly is keeping an ear to
the ground. For now, he'll pass the time with the PS Rival Schools.

NFL Bitz (Arcade)

Favorite Genres:
Fighting, Racing

Current Favorites
Panzer Dragoon Saga
1080" Snowboarding

Shawn Smith

Ever since Shawn saw The Big Lebowski he has wanted to grow his
hair and goatee ong, wear his robe around town and drink Half &
Half out of cartons at the grocery store. It’s like he's obsessed or
something. In fact, he's been calling game companies and asking if
they'll make  Big Lebowski game. Let's hope he regains his sanity.
0n another note, check out Shawn's review of Panzer for a surprise.

Tekken
NFL Blitz (Arcade)

Favorite Genres:
Action, Adventure

Current Favorites
Street Fighter Collection
Panzer Dragoon

Sushis sure he'l take ibbing from readers who think he's to set in aga
Street Fighter EX 2 (Arcade)

His ways (see his review of Tekken 3, in which he admits he'll aways
prefer 20 fighters). But the X-man's not about to apologize. He says
any fighter thatfets newbies get by with random button mashing will

never be tops in his book. And most 30 fighters, he says, it that
description. Right now he's praying for a Katana port of SF ..

Favorite Genres:
Fighting, RPGs.




1080° SNOWBOARDING

e 008718,
DAMAGE

1783

There really isn't much wrong with 1080°
. The overall graphics are the

best on the system, and all the problems |

have with the cart are minor. Note that t

and you'll have to mast
0 beat th
game’s Expert Mode leaves little room to

Seem to be perfectly lined up to land, but
end up flipping over for no apparent reason
(even after the experie
Anothr minorpoble i the it etecon,
Once in awhile [d come close to a rock and
stil hit it even mw;mmum;»mm be that
close. This seems like nitpicking, but when
you're trying to win a race, every litle mis-
take can count toward your possible oss
Also, don't expect much from the 2P Mode—
it could be better.Stil, as you can see, thest
problems don't affect my score all that much.
Andyes, there are plenty of gaod points:The
graphics are magnificent. When you're com-
g over a ridge and the sun pops up, causing
lens flare just as powdery snow blows i front

take the graphics and put them with the
incredible sounds and Rumble Pak suppart,
it sees ke you're actually on the slopes.

it rocks! Shawn

1080° Snowboarding is like the icy equivalent
of Wale Race 64, but with less calises and a
miich steeper (and potentially frustrating)
learning clrve. The graphics are beautiful,
and the control is almost perfect, but with
only six courses total and a select few

secrets to open up, you'll be begging for
more afterjusta few days of play. Sill, the
Two-player Mode is fun, and what IS here is
awesome. Ifonly it was bigger... - Joh R,

1080 is a decent game (and 3 [ot less stress:

controls and lots of variety. Butalittle more
variety would've helped. Th half-pipe isthe
only eventl really loved; doing tricks s the.
best part of the game. | would've liked to
have Seen multiplayer races that required
tricks. A Four-player Mode would've beer

nice as well. Otherwise, its notbad.  Dan|

‘While 1080's cosmetic appeal is obvious, i’s
not until yourealize some of the s

the gameplay that this truly proves ftself. The

tures and you realize just how good Nintendo
i< atcreating an overall experience. Johy )
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WORLD CUP 98

Sowhats diferent s

me? Well, World Cup

Hocal a1 st o dea
impr French stadiums
are all beautifully rendered and the teams are
all wearing the correct 1998 strips. A histori
cal game feature opens up once you've taken
ateam through and won the Cup that allows

you to play famous matches from history.
Some of these are even presented in bla
and-white and have Kenneth Wolsten-Holme
commentating (the man who said, “They
think its all over!”). Gripes? The controls are

what youve doe. I
15564..butthis s definitely the
closest EA has come so far. Jol

1 can sum up this review real easy: Read my
N6 FIFA: Road to World Cup 98 review(issue
#102). his s basically the same game,
touched up with a few negligible enfance=
ments. The frame-rate still sinks, and the

act confused (although less

his s stlla fine
soccer game. But EA is ripping you off with
this so-called update. Ifyou own RWC 98,
subtract seven points from my score. IDan

Sporting slightly improved graphics, game:
play and presentation, this is a bit more pol-
ished version of FIFA: RTWC. On the other

begged for it, such as the game's’ frame-rate.

There’s no exeuse - 5564 canun tht

smooth, so can tt vertheless, if you
Krail

ey
don't own RAWC 98, lrecommend i,
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ATARI COLLECTION 2

LRE L ey
Publisher: Midway
Ecipse

FeaturedI: EGMI103

v slways been i proponent ofcolecting
collections. After al, you get several ga
e il e i

ter ones out there. Al the games were fairly
popular in their times: Crystal Castles, Marble
Madness, RoadBlasters, Gauntlet, Paperboy
and Millipede. | liked all of these games when
1vas 3id except | nevr was a big
Paperboy fan—maybe because | was never
sodat 1) Playing these today give e that
warm and fuzzy nostalgic feeling. Thankfully,
Midway and Digita Ectipse were kind enough
to support every peripheral you'd ever need
for these i games, You can use the mouse,
the Dual Analog, neGcon and even steeing

the multitap to play four-play 1, my
favrite game nth bunch e et
pa o provide this kind of

Soppert Al S play just as good

o1u| Yeap 2imeay IsioMm
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BLASTO gL
o ;

3

Publisher: Sony Computer Entertainment
Developer: Sony Iteractive Studios
Featured In: EGM 105

ity Bl s comlaaty woth the
wait,Noris it worthiss, Th
nt some fun challenges and mmmmg
levels, butoveral i is farfrom being althat
special. Sure, Blasto looks good and the
sound effects ar . but ultimately the
game comes off as being average. Phil
Hartman as the voice of Blasto fits really well
(although I have to admit 'm kind of tired of
the wise-cracking hero type of thing), but that
certainly doesn't save the game. So what
really pushes this one far from the 10 spot?
Blasto's problem is bad control. Avoiding
enemy fire is way too hard and falling to your
death is way too easy, even when using the
Analog pad. No one wants to die in an action
game by fallig it
ting eaten by a tentacle bea
rellysurprsed ere wasrtsomething ey
ould have done to make the control a bit
. And smaller things stem
fOMEHISEONtIO! problem. The gaffie&annoy-
ing difficultyintater levels may have bee
h better contiol. Maybel
er-ups andi-Ups
eaple would die alot
due to theeantrol. Another minor problem is
youcan ofilSave to one slot per menory
card. What ifyol wantito go backand check
iote ofthe level outz Rent i irst. Shawn

Blasto's levels are fairly simple and don't offer

only maforgripe is controliing Blastoas
jumps from platform to platform-— i caniget a
bit higandsmiss which is quite stupefdously

Blasto almost has what it takes: He's a hip
isecrackinig character backed By gieat Phil
Hartfian Voice-overs (he's notias hip a& B
the

e, haweves, 1s e
plai!mm fumplhg business in‘a

missed important jufps:Blasto i faicly fun,
bufitcanigeta bit frustrating D:

Blasto s a slightly above- e D
platformer that could've been a lof beiter.
Persl ke the cloon tooK e pol
£, bt others may be put aff by the sela-
tive lacksohtexture mapping. However, there
are two tings that annoy the heck out ofme
inBlasto. fitst, he default camera angle
makes it difficulf to judge jumpinggistances,
and second, Blasto s too slow, making explo-
ration.on big stages atedious afain. g

VISUALS
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Featured In: £GM 1103

Breath of Fire Il is a traditional RPG that has
something foreverybocy. Fans of th Super
NES BoF games will find a world filled with
famillar town and charactr names, s wellas
he fishing minigame. You also

good-ending and bad-ending finales
lalmnurhme ool eding st et

hours to finish—and tha
oo long fishing, g
town-bulding minigame or hunlmelw

s Coh characer s  sacil bty
Fat s imher o idian ) T
game’s story s gripping, yet it never e
the epic v(u[wvhuma!ﬂn:ﬂ Fantasy VIl As in
Wid Ams, you get plety o ways o buid up

Sipribdi e,

Combat, apprenice your members to cat
tered masters, inoculate yourself against cer.
tain magicatiac combine
ldmeous dragon genes to alterthe powers

alittle overboard with that trick). Someof the
game’s puzzles get tedious in{he random
battle-ridden dungeons,

As far as traditional, linear RPG go, you
really can't go wrong with BoFlll, However
taditional, thewists and turnsin the story
addition 0 your

e abovezaverage (with particularly cool

Spell animations), but there isnitanything

too aesthetically mindblowing. Nevertheless,
s ral

this s a long and satisfying RPG:

Breath of Fire I takes a few hours to really
get going, but once it does, Jou won't beable
to put it down. The story s SUFpHiSTngly good
(not quite Rz, but far bettef tha the sleep:
inducing Wild Arms), and tiié charactérs
develapyery nicely. The writing isn't very,
polistied, and some o s halille
Al but the well lhougm ouegalgy
gameplayis a eoft fansofthe
SoF Stk ot soiedh John

Bt gl 14 solld RPG andpgrent

ouldve liked to see
more ingenuity though Afrer all, | get bored
ith the same old, sameold. - Sfya)

SOUND.
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DEATHTRAP DUNGEON '~

'l forever remember Deathtrap Dungeon as a
poor man's Tomb Raider in the claustrophobic
es of a dungeon. The game even goes
to include multiple characters, one
of which Jooks ke a more inky Lara rof
but unfortunately, in
execution doesn't do justice
o the . Mostof Deathtrap Dungeon's
gameplay consists offinding a switch to
activate  ft hat takes you to another swich
that...you get the idea. The whole tedious
y quickly, and the bland
environments aren't compelling enough to
make you want to keep pulling and finding
switches. Heck, you can't even see your
characterpul the s, it st sutomagic
Iy happens stands there. Or
the things et ok e helped this game

body parts, it's pretty
unintresting and wkowrd, The control s an
absoliteiiess, and makes it feellikexwelly

of blood and bady parts. If you're look]
for230 adventure, | advise that you don't
venture into thi g
Tomb Raider wanna-be.

Unfortutely DD well onstucted evels
and thoughtflluests are marred by erratic
o 9
the camera seems to somersault ove: i
head in a puke-inducing high speed m;
VeriPoupatsbvere thoush IS OK, AESISH
Don'tplay it expecting Tomb Raidet - Red
Lotusmaybe adead ringer for Lara, but the
contols, gameplay and grephics aré-riowhere
nearamatch for Core’sclassic. - Jpf

Deathtrap Dungeon offers
and ag@ipount of acton, SRR
details keep it rom gaining classie status. |
fodnd myself struggling with thejerky,
cameraangles, Because of this, the oW

a ool,
medieval theme, Deathtrap Dungeon hasits.
pluses, but the annoying camera angles
really puta damper on things. Kell

Why didrt Eidos use the Tomb Raider engine
areall ly choy

for this? Tlie graphics
py andihe leve of detal s questionable

throughout. The frame-rate can really gz
lagks ey when thereatebige
TS O e seeen and the enemies sl
Bl eslghitorhe gamepiay's ot o3
arly wonderful ither. The leyels are nicely.
constructed, But thefpiizzles Simpijinvolve
pulling levers. Not great. Sus|

| s10ke)d §0 Jquiny
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EINHANDER gL

T

Publisher:Sony Computer Entertainment
Developer Square
Featured In: EGM /106

| s10ke]d §0 1quiny

Without a doubt, the first thing you'l notice
about Einhander i its beautiful presentation.
Although it plays like a 2D shooter,
Einhander's 30 aesthetics are absolutely
top-notch because it embraces, not abuses
its polygonal graphics. The environments are
stunning and the enemies are rendered to
nearperecin, Because they ae 30 bis
and pieces of them can be blown off in
Sectacula fashion, When min e crel
mood, | love destroying an enemy’s legs s0
e caimbes o the ground, o shaterng his
head so he bumbles around harmilessly. But
enough about my fragile mental condition.
Dissecting your enemies is actually a big part
of Einhander's ingenious gameplay—you can
use your grappling arm 10 pick and choose
from the enemy’s weapons and use them for
your own purposes. And trust me, you'll need
as many as you can get. Einhander's elabo-
sses are awesome, and fun to kil
Mostiaftliém,can be destroyediinVarious;

s andhowyou do it is half the fun.
Thete’s plenty of levels, and gachihas the
fone set byzan excellent accmpanifmentol
music andviolent sound effects, Squae hds
reallyapplied What they do best to this

enre—aking immersive worlds. In fact,
S0 wellthat Einhandersupplants R-Type in
my bookas the best shooter ever,  Kraig

sassog aU0saMY 2In3edy 352G

Einhinder rules. The graphics are incredible,

just togbad thereSno 2P Mode: Johin R

PO 19Ae]-OMY O :3in3eay ISIOM,

Enhlgdgle e most camnioghy el
sl hn cer played. Encinies seemingly
Ao ke vou crosn i pvesEles
orthelr m’ln.walls of blaster fifé. You get

spectagulla elentless and attacksitelligent:
inhiander's also iich jonger than the
receNtgrop of too-Sharshooters.

Now this is how to make a next-generation
2D&f00ter Elnhander clearly beats allohits
campetition, Not only does itlaok good (1

q inhénder shows
‘mixing polygonal graphics in
: Dal
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HOT SHOTS GOLF
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Developer: Camelot
Featured In: EGM /105

For the most part, golf games have been dull,
slow and clunky. After years of waiting, golf
players finally get a reprieve in the form of
sonderfully different Hot Shots Golf. So
s sounie sbout i game? Vel, for
start urns a potentially slow and
methodica spors ideo game to  fu, but

Elastacclnaind s nie
holes and actualy do prtty wel The con
Sis a1 v nokive wkie Oerog
nuances that advanced players

mes Grapical Hot Shots e

camera glides grace

the ball until it finds its resting pla

fnds a preferabl anding,such as near the
pin, the crowd reacts favorably or no
youli€BUepar). Most impresgive -
amount of play modes availzble. In ad
tohaving toumaments on fivédifferent
Colirses; severa! modes of “belting” Breiavail

Aere’s even anice Minigolf Mode, w.ms'ucn
depth and great gameplay, this is quite sim-
51y th best mt-gen gl same ve. Kraig

No wonder this game’s such a huge hit in
Japdii HSG s all the complexityand 0piiohs
exceptit’s not rearly
a8 cluky,Andthe game's arcadish feel makes
it perfeet for armchair golfers like myself, Who
don'tdigreakilife golf. The Training Mode,
@xtra golfers and putt-putt course are allnice
luulhEs on this well-roundedgitiesThis game
ect o play with three buddies on lazy
weekend afternoons. Cri

cool—aice change from the superealistic

golf games:and the courses are intereifs
tsand plen

Wode. bat mltplayer

golfinglswhere thereal fun IS Sflaw]

1| maybe you just haver't
Jet. ot Shils Glf s sean-

3” modeled :ourse; are incredibly detaileds
il i more players and courses e
Nallbi Aghtfom thE start. Bt Buese
opening them up ispaitof the fun-. SIS
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While Triple Play 99 does a better job cat
ing to the statistical freaks and those who
prefer a more all-around

baseball, MLB 99 is defi

“action-packed” arcade-style game. That's
't try to be realis
/e got players that

detailed 3 modeled stadiums, “total con-
trol” batting and filding, and so on. The nes
Spring Training Mode
player junkies. But on the
n remotely close to Triple Play in
eel.” Sill, MLB
995 lot offun to play, particularly with a
friend. The game engine is smooth as silk and
the fielding controls, while stll not perfect
(you need to practically swallow fi balls in
the outfield or you'll miss narron
better than those in Triple Pla
game loses points s in the unbalanced play
(the GPUHits FAR too many homerSiifing a
FEirondi v perec fedep)ndl
would be nearly
Sefechifitwerer fo the annoying guessing

|013u0) 3ua)}23x3 :2In3eay 353G

You to sleep e, no offense Vin)i On the
Whole though, ML8.99is 2 great game=it's
justbeitersuited fortwoplayers.. John R

onthe PS because of its quick, fun gameplay
and moderate réalism. Therels stll sore

{ssauoy Auep ooy aimieay 1siom

makeforagreat gibitament. Nowonly fthe
gamewasa litle biteasi awn

MLB 9 is a great.looking, fluid-moving base-
ballsim..just as it was last year. New flash
inclldes a Spring Training Mode Whch tets
jou creaéandtake a playefffom the farm to
the majors=—very cool featuite: Sadly fitfing
is a bif predictable with way 400 manyfeoc:
g, fouls an ronder R
othefllS s anallout - aige. VRS
ancelt R i, ndtin batting
oMl 1S Hed8Arourd)
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PITFALL 3D
7 ~Ihy

400
Publisher: Activision
Developer: Activision
Featured In: EGM 106

Words fail me in explaining just how utterly
appalled | am at the quality of this game. Its
not that t's uninspired, or dull, or boring. Its
not that Activision has taken a sacred totem
of video game history (and a particular
faiete o mice) e unceealoh aled
ed it It's not that, although
are excellent in places, it all.
mmnv ELALE T
Pitfall g
ot bui Ehice a8 ok
the lines he croaks are crass and
downight tacky. o1t the fat that as ar
as gameplay is concerned, Pitfall 30 is cheap,
pastyand amnoying The prec xap

anto I You et o anto Bt i
cause instant and Infurating death The ony
Way to get onto the damn thing is to make a.
neagBlidjump and hope

i desiynrs stopoedGoing skl
oFthing neatly2o years ago

alltheay through. Take thistrtlyiaw
fhing awayfion
annoyed with it,

P
ot R v e SR>
mmmmsnm amateu Effortsingeit
sufférs fromebvious design mistakes: bad
cafmera angles, [umping me GBS oriEoRt

gi
That prettyimich speaks volues.

Kejdauen deay saimyeay 3si0p

Pitfal 30 suffers the same problems that
plague ofo8EBher 30 platformefS:AWkiiacd
camer g eopins G0
platfgfimachote. Add to thaf the g
KV comers i
tigies=aswellas ts jerky afimation-<and
the.ingredients for how not to
ina 3D environment. Without the
Pmaﬂ nameand Eru(tClmnbsll‘svmce, ﬂ!ls
game's ndtWoith 3 SECOR lookBEISPIN

| really enjoyed ths game. Th frae-rate can
be@bitjerky attimes and theamerasome-
timeszoomsinalittle too (lOSE o7 comIok,
but otheriise, Pitfall 30 is surprisingly fun.
Every leyeloffers a new challenge, which:
helps fiovéthe game alongnicely. | ke how
P3D ig@n&ction-oriented adventure game,
but some ofme other stuff (ke Hard/s
‘commentary) can get real
ell

. AR o ‘geeaty but ot bad,

VISUALS  SOUND  INGENUITY  REPLAY

POWERBOAT RACING

Good e s takesth tem sbad o co:
pletely new and previously unchart
B What wert wrorg? ARy the Gning
mediocrity of Sony’s Rapid Racer | was half
Sxpeting VR Sports 1o lea from skt s
ke Butch oL 11 1s worse The raprics
i1 afcios The wikblj-wobbhy water
your inadequate-looking boat this way and
o a you crlse thiough the teran adir
ing the scenery. Or you could f the camera
jasn't set in suich a way that you feel I
ard and staring at the

7L siakelq JO Jaquiny

watery lsck”and tree uarters v
this thing takes pop-up
whole new evel, Important areas of “tra
m view until you'e right on top
of them. So how am | supposed to see w
I going? I'm staring at the sky and half the
stuffis invisble until the last minute. D'oh.
et 2 gy goes, forgt .t may
hayeriiEourses and 16 differetBaatabut
e e} hamlmunawml[suts" mean

121p A1gGOM 24n3ea3 3598

just make eantrolling
9giess.even,more diffieult: Thelbottom
line? It sucketh. Manumentally.

UsuallyI'm very patient with racing games, |
try to fipdi@tlBst a few qualiesto foeusin
on. Unfortunately I really sfaspin .
Gamgplayisjst barely tolerable ad gets
borfig vety fast. The courses are interestirg,

100 naimow and often confusing. Bl
0T thananything else, the water effegtjust
doesnitseem ealistic o al. WaveiRace has:
spoiled usallor maybethe PS justisalt cap.
ble. EitheEWay passonhis ones

sa1yden pue Kejdawen ayy :2inyesy 15iom

Powerboat Racing could've, and probably
wouldy

igns afévery cool,.
il some annoyifig pop-up, i think
i ety sood B8
L {far too sensifive= analog.
[ e lot), and the cam:
era angles are awkyiafdimaking ithatderto
see what'sahead. Bad mus

I've got a soft spot for original games, but in
the case/8FPgierboat Racing, /i
tion chéfged guicker than it 160k e

wo'sOdsIMMM
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Developer: Traveler’s Tales

RASCAL

Publisher: Psygnosis

Featured In: EGM #103

L:s1ked §0 Jaquiny

I only proves one thing: Some people

(' talking about the game designers and

producers here) sill think graphics are the

most important thing in video games, Rascal

is Traveller's Tales' pretty demonstration of

technologcal feats...nothing more. It looks

fanastc It uns us-smoothand i has o

igh-es ook (even thoughits noD. Infact, in

he eye-candy department, Ra

ot tlk about what

of the game). Two ingre

10 the success of any 3D platfomer: good
it (

nd decent co
camera work with horrible

soiydesg N

red, Fm nokEiNGe

Rosca OB o1 hat n.cH RGBS
are all prétty straightforwards You simply
hayéta iove from room to (0= nojbig

ol IR i, TOTERL e

King 2 = g oldgam ity
o HM

Deary, deary. deary me. This could have been
sucfllgreatgame..but it's naly THE Sraphics
e tuly gorgeaus; without a doubt some of
the best gn the Plays:
gamepialisatro

tetion. (Ragia e
ocious. The c
Conibling the thing near imposeb
the controls feel awkward and zlumsy. it
supports analog, but doesn'seconfigurethe
jstem to make use o the stick effectively.
e, very disoppainting. - Jof

5101303 Addes) puy sajBuy esawe) :aimyea 351op

been forced to playin
yeais. Vs really 2 shafmie, because

decent camera. Dot even bother renting
it~ fotworth the frustration. - Jofi

Rascal could easily fool anyone. The game's
graphics@fe&ome of the best orthe Play
Problem is, tifaS pretty
good featiires end. The
caniétals the wm:t probler{SHeH s fdom
€ifes you a good e action. Because
e, sy s on e o
‘and time again. Later levels look incredible,
but good luckgettiggtiere. AlSo note
controlis awkiward W/othe Andlag. Sfrawn
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SAN FRANCISCO RUSH

Publisher: Midway

Developer: Climax

Featured In: N/A

watered down for my liking. Tl
I have is that all of the Lu(maml nt

fair amount of the dreaded pol
nal pop-up we've all come to know m hate,

mnd Ihr -
usic is fairly good
tras i
but on the whole the game just
me interested for extended periods of time.
Another problem | have deals with how crash-
ing the car can be u advantage. If
you blow up your

where you crashed, so if you wreck at the
rightspotllikesjust before the sloWeStpart of
the track, forinstance), you cafl gain a huge
advantag u could do thistoalesser
extentin théiarcade game, but the wayit's

racer with eaal jumps and sharteuts, bt
doesn't guite live upto-the much more pnl~

ished N64 and arcade versions.

n
didn't turn out to be quite as horrible as I
thought it would. Climax did a good job turn-
ingwhat couldive been a huge disaster inte s
maderately playable game with better music
n and ong nice advan- =
link option. The load
times are pretty baditholigh and overall the
game justisn’tmuchfuni A rental. Jolm R

I'm not a big fan of 5.F. Rush, but | cap tell
you thatdhis doesn't or lgok much like
the argadegame. The graphicsdre average,
contalning pop-up-laden tracks, and uRAttrac-
tive'cars, Even worse, the physlcs feel differ-
ent from the arcade, and the music is down-

right tegzible. Rated as its own racing game, it
might have fared better, but it’s definitely not
a good conwersion JUnfortunately, itLlooks

dway rushed it into stores.  {raj

Who forgot to finish making this game? It
s ve load times#Graphical

&5 pop up constantly. The textures are

-blocky. Analog control i5 S0 touchy it's

useless, And the Two-player Split-Screén
Made has many camera problems. If you can
overiook.all these gripes, theactual game-
play isn't too homendous. But it certainly
lacks the arcade feel6f Midway's poit of
Rush for thatother console Cri

VISUALS SOUND INGENUITY

5 5 5 5

=

T-1 s4ahe)d JO 12quinN

dQ yury 19he)g-om] :2inyeay 1sag

Paysny sjas4 ;aamyeay 3sIoOM

WO ARMPILIMMM

REPLAY

TEKKEN 3 g

Publuher. Namco

Featured In: EGM /105

Tekken 3 is the bes!
dn It takes an a

d collision detection and the
tepping 've seen, It all adds

up to gameplay so insanely deep it takes
weeks to master any one of 21 characters.
ands down, th
s to ever unlea:

backgroundsiare
Namcofiianaged to squieeze in enough \
perks to make you think y h
arcade game (you can still 5
gers on some characters, for instance). Then
there are the extras.The secret characters

d Tekken Force and Beach Ball Modes add
even morel replay vallie to this endlessly
playable nmasterpie cris i“

Rather than tell you everything you already
know ahuu{TekkEn 3 (it's practically arcade-
perfect, it's got several extra modes not

found in the'arcade version, the €inemas are
fantastic, ete), Il just get rightta the point
This game ROCKS. Never before has there
been a fighting game that’s this deep AND
this amazingly fun to play. Without a doubt,
the absolute best fizhting game avallable for
the PlayStation, bar none. .llllll'l R

e have been some classics in the
. but TeKKER just gozes quality from
ery beautifully crafted pore. The graphics

are exquisite, the character design better
than ever, the moves graceful while fear-
some and the control system near-perfect.
Add the wonderful secret bits and you have
a thoroughly rewarding experignce. Worth
buying justta'see Eddy perform~the most
graceful thing in'PS .lﬂllll D

3 is phenomepal, the
ng 30 fightér there s
lassic 20/ gameplay over

Nevertheless, Tekken fans have absolutely
nothing to complain about here. Everything

that madethe coin-op such a perfect 30
fighter jshere. | must say thefekken Force
Mode s a cheap paininthe ass, butit's a
bonus o1 really shouldn't complain.‘Sshi

VISUALS SOUND INGENUITY
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Developer: Bullfrog

THEME HOSPITAL

-

Publisher: Ele:tronkm.u

Featured In: EGM #100

th, etc Iund Thf'n‘e
something to watch it gr
Theme Hospital builds on the
improving in so
Where the game works wellis in the
nd fun®” department. Like Theme Park,
Hospital has a lot of
When you water the pla

Hospital, you ﬁn\y make a few design deci-
w big to make the rooms and

to put all the furn and items.

how far you get in the game, mo! nl yuu:
hospitalsiill end up looking similarilhis,
makes the game feel more repetitive than
e, Too bad, because buildin
e hospitalis the best part {the busingss
aspect. inda boring). Theme Hospital may
enterfain you for the first dayor two, but you
may find the design limitations tao...limiting:

Now if we can only take care of the “bloaty

heads" around the EGM offices...

you want an example of how badly mouse-
based gdmeplay transfers to theljoypad-
driven PlayStation then th it. Everything
fromm the PC original is here —the English™
hiimor, thesgaitoon look, the bizarre illnesses
and the'fact that it gets boring after a cerfain
point. It's @ reasonably tough game, but
with the additional problems caused by
the over-fiddly controls | guarantee that
you will get frustrated. John D

It's hard not to like Theme Hospital's surreal
mix of igfdepth sim and goofballhumarjust
like Theme Park, the game forces you to
experime: h different haspital
layouts;staff, types arch, etc. And the
goal-based stages or addictive game-
play—for awhile, at least. After a few levels,
L got to the point where | had.seen enough

quirky diseases and wasn't all that excited |
uhnul reaching the nextstage.

x of TH when | first

rd good things about
the PCane, but | still thought itmight be’

lage fsince it t place in afigspital. | was
wrong. The:game's a lot of fun to play and
has avery unigue feel, even though it pre-
sents ¢hallenges similar to other gamesin
the genre, On to; s reallyfunny, like
allthe grass things patie

sitting around the waiting area.
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Publisher: Electronic Arts

Featured In: EGM #106

At heart this is a fairly simple skirmish-based
gy title—winning battl

used to hire new

basic cavalry, archers and artillery—but ]f{

a few good wins under your belt you can hire
more experienced troops as well as wizards
capable of mare spectacular attacks. All uni
(grouped into squads) are controlled with a
simple point-and-click interface (it supports
the analog pad too) for bol

movement across the relat

but once you

things get a bit hit and miss. Strength in

numbers seems to be the key to a lot of
soon find that the bigy

problem with the game appears when you

lose a fsw men. To keep ground troops a
ick

SOUND

INGENUITY
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Developer: Sega

Publisher: Sega

Featured In: EGM 1105

The arcade version of House of the Dead is
one of my all-time favorite gun shoaters, and
while | wasn't really expecting the graphics in
the Saturn wrsmnm hold a candle to t!

-1 :s12he)q 3O Jaquiny

r Virtua Cop
really muddy and very pixelated.

version do negatively affect the whole experi
It really isn't hard to see what's going
e graphics definitely could've been
better. As far as the gameplay is concerned,
the Satum version really does stack up. At
times, the shooting action is fast and furious,
but of course you've still got to be careful not
to shoot the innocent folks. This alone keeps
you on your toes and prevents you from
dly shooting everything that moves. There
is a cepi@iamount of bmnchlhg‘ n
so chidnges ate you won't play the same:
gametwire Inlacl the SaturiMoge mixes
n entire [y différent Way
me. If you like Virt
anioy

syeg Suiydueig :nyeay ysag

meone obviously rushed this game to
the Satugfi ielooks horrible, Normally graph-
rcswuu{dm hea big deal, bt these :mue

uniqye enemies and chall nﬂnggameglay
The Saturn Mode 8@ Bonus too. [fyou can
look pastthe graphics.'get this'game. Dan

soydesn pLuoy :ainjeay ysiop

One of my favorite gun games in the arcade, |
had big hapes for this. As far, asgd ep
gaes, th!ngs arevevv much intact. The Be

different paths to keep mmgstnteresu

The extra Saturn Modes (Boss Mode, etc.)
add alittle much-needed variety, The graph-
ics could be better though -mexpxtumkm
unfinished throughigtitiand some
mation.could be better:

heseem
gmundtmw& are sometinje schadwu -
dan'teven tell what
the monsters the '
Still, underneath all the ultra-blocky visei [s
mdscsntmyma andme
charactersare a nicetauch, too”
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Publisher: Sega
Developer: Sega
Featured In: EGM #105

Panzer Dragoon Saga is so utterly fantastic, |
really don't know where to start. The graph-

ics? Awesome. The music and sound effects?
Awesome. The story line? Awesome. | can go
on and on. Panzer Sag; st a unique RPG
experience that must be ulm-d to be

brightest feature has got to be its battle sys-
tem. Many menu-driven RPGs can drag on
when you find yourself fighting every other
minute. Panzer is the first RPG ¥
a long time that has toned down the random
encounters to a reasonable rate. But the bat-
tles are aclu lly quite fun to get into. Instead
ecting menu options (as in
most other turn-based RPG fights) Vuu have

1, and believe
nmpames have

This game is hands-duwn my. faveri\e RPG of
ict,

all time, Ind

n(esyatem inmost other
R Gs\mmd!ﬁﬂs‘c\ K th ‘battles,
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It's pretty hard to make a bad Bomberman
game. As long as you have a solid Battle
Mode, a decent Story Mode and good graph-
ics, the rest should fall into place (the rest
being classic gameplay). This Game Boy ver-
sion of B-man has all of those things and a
tad more. The graphics are standard Game
Boy stock unless of course you use it with
your Super Game Boy. When you use it wi
the SGB the in-game graphics remain the
same but the cutscenes look much better in a
multi-color cartoon style. Outside of graphics,
the game presents plenty of challenges. The
Story Mode seems tricky until you learn some
techniques, which you gain as you make your
way from warld to world. Most of these tech-
niques are pretty standard but everything in
the game has an interesting Indiana Jones
type of theme, so instead of getting a glove
to push bombs out of the way you get a whip.
Also, you can pick between two modes
befare’@achworld. Each modegives youa
completely different style of play. And get
this=it usesthe SNES multitap fof the Battle
Mode: unfartunately the playingaréais abit
small. Still, all of the game's unique features
make this Bomberman one to pick up.Ker
inmind that playing the One-player Mode on
the little Game Boy sereen ¢
shainqn YOUr eyes.

995 YUM 2pOW 2|33eg :2anjeay 3sag

I've always thought that a good single-player
versionof Bomberman would be perfect for
the GB, and sure enough— here itis. I'tike
how each World has two different objectives
yau can-chopse from, and the various themies
through each stage keep things fresh and
“interesting, On the downside, the special
items you get are mostly justglorified power-
ups fram elder B-man games, and the Battle
Mode, while fun, is impractical.

apow A1015 sno!:uadau :aIn3eay 15100

2D Bomberman is 2D Bomberman. You've
played it all, you've seen it all. This one, how-
ever, adds a great new ide: e-ability to
choose haw you want to beak each level.
Dependisigon which option you pick, yolican
play each level in a unique fashion, greatly
adding Variety and replay. The game is-also
challgnging (especially the Bosses), 50 veter-
ans won't get boréd Bomberman on the go?
Hey, you won't find me complaining.  [an

Where Wario Blast tried to be a decent one-
player Bomberman Game Boy game and
failed, this new instaliment Suicceeds -
admirablyl The levels are much more interest-
ing, with lots of quirky obstacles, as well as

cool ngw power-ups. Enemy Al is adequate
but never brilliant, and the two diffetent play
modes add to the replay value (as does the
always-awesome giultiplayer game-‘-:iga
© Cris

WOY OpUIIUILMMM

have'a Super Game Boy).

VISUALS SOUND INGENUTY REPLAY
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Publisher: Natsume

Featured In: N/A

This game is to fishing what Natsume's Super
NES farming-RPG Harvest Moon (also due out
on the Game Boy) is to ng crops and cat-
tle. Unfortunately, this ultra-dull fishing RPG
isn't nearly as fun. Although it's certainly an
original idea to tack an RPG quest onto a
fishing sim, your adventure is never anything
to get excited about. It's mostly a matter of
collecting the right fish and items so you can
move on to the next lake, where new types of
fish await (the ultimate goal is to bag a magi-
cal fish called the Guardian, whose powers
can save your ailing sister). And it'll take you
a good while to finish this quest, since you'll
spend go percent of the game sitting o
kiester, waiting for the fish to start biti
and nothing’s worse than catching a pail full
of fish, only to be killed by a monkey, an
eagle or some other beast on the way to the
save-game point). Legend of the River King
borrows heavily from Natsume's PlayStation
fishing slifiR@el Fishing, which isframithe
same develaper. It controls about the same,
has many.efthe same rod, lure ard bait
optiGns—it even has the Tamagotehi-inspired
aguarium that lets you raise your own; fish. Of
, miich of Reel Fishing's relaxing charm
‘came from its laid-back tunes and richily
detailed streams—none-of which translates

to the Game Boy. Crispin

Games like this don’t help the Game Boy’s
image. [t has the fishing elements similarto
Reel Fishing on the PlayStation with an RPG
overldy. But instead of getting something
unigue and fun, you get a strange, makeshift
adventure game that leaves you either
scratching your head or just plain bored. One
thing to note is that the graphics look pratty
nice (for a GB game'mind you) on the Super
Game Boy. It's still a strange one. " m"n

| wasn't a big fan of Natsume’s Reel Fishing,
and seeing as how this is essentiallya
stripped-dawn version of that game with a
lameRPG quest thrown in...well, you see my
score. I just don't see the fun in sitting by
the water for hours, just to catch a few fish
and open the next part of the quest. | sup-
pose lhnsgmms or you if either you liked
Reel Fishing or wanta Game Boy titie to help
bore you tosleep on long car trips. Sushi

There's good original game concepts,

ther® are badiones. This, my friends, Is ai
example of the latter. River King combines.
two of the most methodical things you can do
in a ganie—RPG'ing and fishing—and mesh-
re's just noth-

es thém into a bore-a-thon.
ing compelling about fiddling with lures and
hooks so you can catch fish, selithem, and
then run i the forest to'kill spiders and
chimps. Well, the chimps part is caol. raig

VISUALS SOUND
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There are games on the Game Boy that show
just how versatile it is, and there are games
that effectively demonstrate what a basically
primitive piece of kit it actually is. Last
month's Game of the Month (Nintendo's
Wario Land Il) was certainly the former...and
My: | Ninja Starring Goemon is the latter.
Design-wise this is about as 8-Bit as they
come. Run from room to room slapping bad
guys, picking up objects and occasionally
popping into a shop to replenish health or
weapons. Whoah, careful. Any more excite-
ment and | might fall off my chair. The graph-
ics are tiny, fiddly and not pa larly
detailed, and the music is a perfect illustra-
tion of why you rarely hear anyone playing on
a Game Boy with the sound turned up. On a
more positive note thaugh, the game is fairly
big and there are a number of sub-games
featured throughout that break up the tedium
a bit. Also, some of the translation from the
Japanieseighilarious. “The BlackShip gang
are fram the Black Ship.” Really? Who'd have
thought that? With Goemon backat the fore-
front.of.peeple’s minds you can understand
why this game is here justa shame that
it was slapped together with such apparent
lack of concern for whether grpotit s

bean enjoyable experience.

bea chore to play.

5I2}DRIBY) UOWAON :2iNjea 1599

You're gonna need patience to get anywhere
in this vaguely Zelda-esque adventure, The
game’s stingy with its health poweeups, forc-
ing you to creep onto every new s
avoidenemies, not fight them. Otherwise,
you'llwind up dangerously low on'health way
before you near the next password point. And
there's never a big payoff for your persever-
ance. Every stage is a dull maze of screens
afterscreens after sereens.

uBisaq aAIIWL INJEaq JSIOM

The Game Boy version of Mystical Ninja
might've beefa decent game. ifit came out
iA 1990. The game engine is archaic, witha
very high difficulty curve that doesn’t stem
from challenging enemies or dungeons, but
rather from poor control that makes it annoy-
ingly difficult to get around without getting
hit-orfalling inte a pit. The minigames are
fun, and.the music isn’t bad, huhnhat good
is that if the control'stinks?

Mystical Ninja on the Game Boy is straightfor-
ward enough. The graphics, sounds and
gameplay are all average, which make it
very simple but still fun. This little cartis
pretty hard mainly because health recharges
are so few and far between. You get stuck on
the walls 2 bit much, making yourself an easy
targetfor most of the enemies. A Save fea-
ture would've beenfice, too, but then it may
have made the game foo easy. - sha"n

VISUALS SOUND INGENUITY REPLAY
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THE NaiL Gun

S i
- 3 Short, Medium and Long Range
— s - 2
- NO TEARFUL HUGS. NO WARM HANDSHAKES, JUST ;ml.r-;muwt@i_m THE CHEST. OR

. A RAILROAD-SIZE SPIKE IN THE CRANIUM. THAT'S HOW YOU -SAY-GOOD-BYE “TO. A_FRIEN ND.~ INFRODUCING
QUAKE FOR THE N-64. WITH SINGLE-PLAYER MODE AND. A TWO-PLAYER DEATH MATCH. ‘BECAUSE AFTER
ALL, NOTHING SAYS YOU. CARE LIKE A LOAD OF SCREAMING HOT STEEL IN suMEB(mvs TORSO.

QUAKE" 61436, 1697, 1998 Id Saftware, Inc. Al Rights Rasen

me. the Q&

property of
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NINTENDO 64
1080° Snowboarding

Wotsado

World Cup 98

Feanichn

GoldenEye 007

Niendo.

Snowboard Kids

R

Quake 64

iy

Tekken 3

PlayStation/Namco

Panzer Dragoon Saga

Saturn/Sega

nhander

Ei
PlayStation/SCEA

1080° Snowboarding

PLAYSTATION

Nintendo 64/Nintendo Tekken 3
Einhander
Hot Shots Golf ol
PlayStation/SCEA E‘gt Shots Golf
. Breath of Fire Il
Breath of Fire Il Breath of Fire
PlayStation/Capcom Need for Speed Iil

Gecionic s

Need for Speed Il

PlayStation/Electronic Arts

World Cup 98

Nintendo 64/Electronic Arts

Winter Heat
GoldenEye 007 SF Collection
Nintendo 64/ Ninfendo e

Last Bronx
=

Wario Land Il

Game Boy/Nintendo

HOW TO READ THE TOP 10 CHART The Atermath of ekken 35

5

e of Game Long-Awaited Arriva

\E]
punlisher's Name Red eyes, achy hands, six cases’ worth of empty bee...r, bev-

i erage cans—all were the result of 48 hours of straight Iron Fist
s Choicewars__ | mayhem, after the review guys got their hands on the first beta
# Consecutive Months On The Chart of Tekken 3. Once they got over the game’s jaw-dropping

graphics and beautiful cinematics, they got to work on opening
upallthe extra characters, hidden modes and other assorted
goodies (Crispin nearly went mad trying to unlock Xiaoyu's
schoolgirl outfit, only to discover it wasn't in our early version
of the game). Two weeks later—when the final copy came in—
they had to begin the process from scratch. It's a dirty job...

Rank Number
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NOTHING OUTRUNS THE LONG ARM OF THE LAW.

In the 21st century, a license to kill and heavily armed, turbo-charged patrol vehicles

are all vou need to keeprthespeace. Just don't get blown to pieces in the process.

BY GAMERS, FOR GAMERS 15

wwwinterplay.com.




| === —— Patrol the streets at a breakneck speed of 60 frames per second
| AT Bring in law breakers dead or alive (or barely alive) with high-
\ipeeer powered nar-ethal or lethal weapans like the Vulean Cannon
(O Maintain the peace with the Turbo Patrol Car, Bike
ey or Wing - you're a crack shot with each
[—— Realtime 3D environments wi
e of movement for cleanisiig
Over 20 scenari E-purmping higl
—_ eriminal pursuit caught on interio
ore

A
\}

2 »
EIKAITER]

BLINDING 60 FRAMES PER SECOND ACTION®
- GANEFAN

“YOU'LL GET SPOILED BY: THE SPEED."
QFFICIAL U.S. PLAYSTATION MAGAZINE

PlayStationj/
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Strategies To Get You Started On The Hottest Games

JUMP START
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Compete for Championship Titles
Win big bucks and use the dough to buy
upgrades and repairs.

Revolutionary Track Editor
Create and store 30 custom
tracks on a single Memory Card
with Track Editor.

Death-Defying Moves
Jumps, stunts, hairpin turns,
and bone-crushing wipe-outs.

Furious All-Terrain Racing
Sand, mud, water, gravel, and ice
effect handling and speed.

Race Against a “Ghost Rider”
Compete against a ghost rider simulation
of your best time.

Get a Grip
Plug in a Sony Analog Controller for precise handling.

JEREMY MCGRATH |

sweat the details



Jeremy “Showtime"McGrath
7-Time AMA Motocross Champion

ACCLAIM "

www.acclaimsports.com

Superc

Computer Entrtanant, Inc. Al ohr racemarks are radomarks of Acclam. Entertanman, nc. T ® and © 1998 Acciaim
Enersnman, i eserved




Lately, the Trickman has been working on some magic tricks to
impress his cawavkevs Unfortunately, just about all of them
backfired. He's still trying to get the mwlk stains out of his hat!
Th: warped meister has also tried to
= e his hocus-pocus to cheat on his latest
£ricks t0  games, Allhe® doing s gottingstares

i f ffom anry employees 2 e constantly

find his ts, “Up, Up, Down, Down, Left,Right,

Cheats! (e Rieht"at e sceenou consonin
your real cheats to:

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

14§
or send e-mail
to:tricks@zd.com

Trick of
the Month

Quake 64 O’

DEBUG MENU

To get the Debug Menu for @ I
this game, simply go to the Load

Screen from the Main Menu. When

asked for a controller pak, choose

“Do Not Use Pak.” Then the
Password Screen will appear. Enter
all Q's for your password. It will

tell you that you have entered an H

Invalid Password. Now press the B button to exit. Go into SHOWboa l'd KIdS .
the Options Screen and w
“Debug” will appear above ALL CHARACTERS, BOARDS

the other options! Go into

this new option and you will

o]

To reveal a bunch

be able to choose Start of hidden things in NOENTRY
Map, God Mode, Weapons the game, just go
and Target (the enemy can't to the Main Menu LR
& see you). at the Title Screen, :
and with “Start” NOENTRY NO ENTRY
Password Sereen, enter Jonathan Farrow

highlighted, press
thi of

v your password. i choose.
controls: Analog e extra character, Sinobin!
Down, Analog Up,

o Down, Up, Down.

Left, Right-C,
Analog Up, B,
Right, Left.C, Start.
S551 You willthen hear
Tmer B0 : £
meARACk  *Yaaht" Nowyou  srcpr
and the couses willbe pent il see thatyou oy, ;:‘L"'l"::“:""""
can choose many
more options in the game, such as an extra
player called Sinobin on the Character Selection
Screen. Go to the Board Shop from the Game
Menu Screen with anyone except Sinobin, and
you will see a new type of board called Special.
Choose a Battle Race or Time Attack from the
Game Menu and you will see that all of the

@ £
Access the Debug Option to
y

With the normal characters,  €OUrses are now open, including Ninja Land!
You have access to new boards!

Huy Tong.
Chicago, IL




Auto Destruct @

DEBUG MODE

This trick will give you  option to receive All
aDebug Mode for the Weapons, toggles for
game. In the middle of  Debug Text, Speech Text

the game, press the Start  and Collisions!
button to pause. Now
press he oloving m
tons in this orde
Right,Left, own, Cirle,
L1, Ri, Ry, L, Circle,
Down, Left, Right, Up.
You will hear a sound

and the words “Debug S
Configuration” will appear
underneath the Quit Within the Debug Menu, you can

Game Option. Access this  choose all wespons and more!

After pausing the game, enter  Turning the collisons o will
he cod i

g config. et you

Duke Nukem 3D 75

HIDDEN DEATH TANK GAME

(Note: You must also have  that pits tiny tanks against
the Saturn version of each other. Win each game
Qu 3 ) and collect power-ups for
your tanks. Its a blast!

DEMEH T

ry. Now go to tl
Main Menu Screen in Duke.

Nukem 39@4 u gm;
an extra option at the bot- B
mm tzlléd “ogm‘ Tank.” -

OpHION to/geta oo v oo
nmden munlplayer (upto Accessing this. nvlhn will get
six with a multitap) game you the Death Tank Title Screen.

il i
\ A
A =

Pit Quake in your Saturnand  Witha multitap, you can play

gan

T buKepREew

i i

Menu, you'll see Death Tankl  other in an all-out tank warl

IN-GAME CHEATS

To get this plethora of cheats to work
you must press and hold all four of the top:
buttons (L1, L2, R1, R2) while doing the code.

Enter any of these when you are in the 83me:  puyting the cheat overview on

will give you stats of the batter.

Cheat Homerun - Triangle, Square, Triangle,
circle, X, Square, Left, Right

Cheat Strike Out - Up, Down, Triangle, Square,
Triangle, Circle, X, Square

Cheat Crowd Comment - Up, Triangle, Down, X
Cheat Weather Comment - X, Down, Triangle, Up.

Cheat Sponsor Comment - Left, Square,

Right, Circle

Cheat Nickname Game - Circle, Right,

Square, Left -

Cheat Historical - Up, Triangle, Right, Circle Cheat Homerun will give you a

Cheat Stadium Info - Down, X, Right, Circle home run when you're up to bat.

Cheat Crowd Applause - Triangle, Up,

Up, Triangle

Cheat Crowd Cheer - Square, Left, Left, Square

Cheat Crowd Ooh - X, Down, Down, X

Cheat Boo - Circle, Right, Right, Circle

Cheat User Cam - Right, Left, Up, Down,

Right, Left

Cheat Overview of Batter - Left, Square,

Up, Triangle
‘The User Cam cheat will let you
zoom in and out of the field.

Skullmonkeys

. )
MAXIMUM LIVES, FREE HALO

To get the maximum amount of ooy

lives in the game (99), just enter this p g
code while the game is paused: L1, ! {
Triangle, Down, Left, Circle, Select, Square, »
Right. o get a free Halo, which will protect

you from one hit, pause the game and Pause the game and enter the
enter the following trick: R, Circle, Circle,  correct code for the lives or halo.

Down, Left, Circle, Right, Down.

4 oo
5 §
a D
You will see your lives increase Afree halo s your reward when
1099 in the upper-right corner. you enter the code correctly.

1080° Snowboarding (0]

QUICK START

Right before a race begins, wait
for the announcer to say, “1” and
as soon as that number fades out
on the screen, press Up for a
quick start that will get you a
jump ahead of the competition.

Press Up as soon as the number
1 fades out to get a quick star. @




GEX: fEnter the Gecko

 DEBuG MENU

Qe

B do get the Debug Menu for this 3D adventure, press Start to pause the game. ‘
~ Then hold the L2 or the R2 button and press Left, Circle, Up, Down, Right, Right,

. Leﬁ, Tnangl

s u, 1,412 A
5 L l-nl "

p, Bown You will hear a sound if it was done correctly. Now

press Start to unpause the game and then press

L Select to bring up the Debug Menu! Move up and

_down the menu with the control pad and access

SURVIVE THE HAUNTED MANSION. X
PAVSED any of the Cheat Menus with the X button. You
RESUME - will be treated to a Level Select Menu,
£X1T 7 Collectables Menu, stats and more!
v E e . ;
RAKAL ST, AUTOMATIC
7 ORATIC y
Press Start to pause the game S p aw n

 and then enter the Debug code. -

] ?‘@mﬁ%‘?” ) Level Skip - Pause the game, then hold
e s o ; down L1+ R1 + L2 + R2 and press Triangle,
3 ) X, Square, Circle, Circle, Circle.
Invincibility -
Pause the
% game, then PAVSED
(% - hold down L1 + :
: & - 7 R1 and press st
 Now press the Select button Triangle, by BRG]
to bring up the Debug Menu! Triangle, X, X, o av
B b Square, Circle. 3
o i Invisibility -
ﬁ il . Pause the
aL i ;zﬁ At the Pause Menu in the middle
¥5 game, then of the
el } hold down & gaeme, entus the codes.
xﬁfﬁfrm !}?LE § . L1+ R1and
o press Square,
‘5\* Square,
5 e Circle, Circle,

- Now you can enter any of the
submenus for various results.

GameShark

Codes

Né64:

JEOPARDY! P1 Always
Has $50,000
81058122¢350
JEOPARDY! P2 Always
Has $1,000
810581240000
SNOWBOARD KIDS
1 Lap Race
do1222880000
801222880009

PS:

ARMORED CORE
Tin Mechs
801229880000
8o1a2af80000
801a2c680000
8o1a2dd8oooo
801a2f480000
801a30h80000
NEED FOR SPEED Iil
Start On Lap 4
(Tournament)
do11dd300000
8011dd300003
doi1dd300000
8011dd300001
8001d83803¢e7

e
%

VARIOUS CODES

Triangle, X.

All Power-ups -
Pause the
game, then
hold down L2 +
R2 and press
Triangle, Circle,
Square, X,
Triangle, X.

All Items -
Pause the
game, then
hold down L2 +
R2 and press
X, Square,
Circle, Triangle,
Square, Circle.
Reset Physical
Ability - Pause Invincibility wlll help you in

the game, then fights, but only lasts a short time.
hold down L1 +

R1 and press X, Circle, Triangle, Square,

X, Circle.

Reset Magic Ability - Pause the game, then
hold down L1 + R1 and press Triangle,

Circle, X, Square, Triangle, Circle.

The Invisibility code will make
you transparent in the game.

TRIPLE PLAY ’99
L1+R1 at Stadium
Select for Hidden
Stadiums
do1174900600
8o1fff200001
TRIPLE PLAY ’99
L1 For 3 Outs
doo892h60200
3008ech10003
TRIPLE PLAY 99
L 2 For o Outs
doo892h60100
3008ech10000

See—the Bond actors’ famous
mugs really are in the game.

Pitfall 3D

AWESOME PASSWORD CHEATS

At the Title Screen, highlight
and access the “Password”
Option from the Main Menu.
From the Password Screen,
enter any of the following
codes for the results shown:
GIVEMELIFE - Adds to lives to
the next game launched.
PLAYMOVIES - Plays all
movies.

PITFALLCOMIC - Plays all

of the original comic-style
cutscenes.

STEVECRANEME - Gives the
player 99 lives.

2DHARRY - Causes Harry

to be displayed in 2D.
ZEROGHARRY - Causes
Harry to float and twist

in the game.

BIGHEADHARY - Makes
Harry’s head really big.
STOPTALKING - Turns off
in-game quips.

CREDITS - Password to

gain access to the

Credits sequence.
CRANESBABY - Password to
gain access to the Original
Pitfall game.

Within the Original Pitfall
game, you can do a variety
of codes:

R1+R2 - Toggles “Gary”

head (programmer of the
2600 version).

Ra+Circle - Toggles “Elvira”
head (daughter of lead
programmer).

Ra+Triangle - On the screen
with the crocodiles, it makes
the one on the right say,

“Hi Mom!”

L1+L2 - Toggles infinite lives.
Pitfall Credits: Holding the R1
button at the end of the last
credit (“Thanks to families”
Screen) brings you to self-

On the Password Screen, enter
any of the codes as shown.

With PITFALLCOMIC, you can
see all of the cartoon cinemas!

Enter STEVECRANEME to start
your player with 99 lives!

wacue
- 10:00

i

P
AETLATIaN

Put in CRANESBABY to get Pitfall
original, and then change the

Now, if only you could play as
them in deathmatch...

congratulatory credit. graphics with the buttons!

GoldenEye 007

BOND PHOTOS (VIA GAMESHARK)

You've heard the rumors; this one has
come partially true! This GameShark
code reveals pictures, on the Selection
Screen, of three of the four James Bond
actors from the movies. Using a
GameShark, create a new code called
All Bonds (or any other name you like).
Then enter this code:

A002B19B 0o_ _ For the two spaces,
enter 01 to see Roger Moore, 02 to
see Timothy Dalton or 03 to see Sean
Connery. Begin your game with one

of the codes on, and then begin a mul-
tiplayer game. Sadly, you can’t play as
the Bond actors, as the programming
was removed from the game.
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Gadgets
Electronics
Cool Places
New Media

© Take Me to Your Reader P——
Believe if you will, not all alien experiences are with the b
big-headed dudes with the almond-shaped eyes made
popular by TV shows. Faces of the Visitors attempts to

sort out the alien types people report through a series of =
short accounts. Each case details the experience and +
offers a police-type sketch of the aliens in question. The
authors also rate each account from one to 10 on their o L. |
credibility scale. OK, so some of these guys look like ‘ / ~
Unabomber suspect sketches but t's still a fun read. Y \ 9
)
Price Around $12
For More Information www.amazon.com “ o
A

© Waiter, There’s
a Fly in My Soap
Finally a Glycerin-based soap that does
more than just deodorize your body!
That's right, the more you bathe with
these wacky bars, the closer you get to
releasing the plastic critter inside.

Price Around $5 each

For More Information ww.rei.com
Phone (425) 255-8908 Glycerin Gardens
Styles may vary from soaps shown

© It’s Time For a Beat Down
Gone are the days of disagreeing with a referee’s call
and not being able to do anything about it. With the

Ref Bop Bag from a guy named Gordon Wren, if a ref
makes a bad call you can beat the living hell out of

this inflatable vinyl doll instead of a real person. Hey,
it's all in the name of peace!

Price Around $13
Phone (602) 966-6034.



I'm glad they
blew up your
damn planet!

Han and Lela's first post-nuptial fight.

(®) Star Wars Invasion Force

Looking for a new way to experience the magic of Star Wars?
Check out the full line of flying model rocket kits and ready-to-
fly offerings from Estes Industries. Old farts may remember the
X-Wing Fighter and R2-D2 kits from their childhood, but have
no fear as these new kits let you fly the Death Star, the Y-Wing
Fighter, Darth Vader's Tie Fighter and the Star Destroyer. These
models are launched from a reusable pad and are powered by
one-shot solid rocket propellant engines (sold separately).
Flight altitude can range from 200 to 600 feet after which a
parachute safely returns your model to the ground ready for
another flight. If you really want the full experience you can
hum the Star Wars theme during liftoff!

Prce From $5-50
For More Information www.hobbylinc.com
Phone (800) 372-6565

Hey, | Wanna Leia.
Each of the recently released Princess Leia
Collection sets from Kenner gives you an
important scene from the Star Wars films
in action-figure form. As shown, one set
includes R2-D2 and Leia, like the scene

in the movie when she records her secret
message for Obi Wan. Other sets include
Cloud City Leia & Han, Leia & an Ewok and
Coronation Luke & Leia. There are four sets
total, available at toy stores now.

Price Around $12
For More Information
starwars.hasbro.com/toy/

E-mail kenner_support@hasbro.com
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Enough With The Kid Stuff, Nintendo!

“ll never forget that night back in
November 1987 when | finally convinced
my parents to let me get an NES. After
nearly two years of having to explain

to them why the ancient Intellivision
just wasn't gonna cut it anymore, they
finally agreed. Needless to say, | was
one extremely happy camper.

While it was the Intellivision that drew me
into gaming (| never was a big 2600 fan; all
the good sports games were on Intellivision),
it was Nintendo and the NES tha
made me an addict—a “hardcore” g
that term still exists. That first Christmas, |
got my hands on Zelda, SMB, Kid carus and
a few other first-party NES games that just
floored me with their bri
like these that made me realize how amazing
Nintendo was, not because they
monopolized the console hard-
ware market and infiltrated
millions of homes with

incredible games
that they, as

a software pub-
lisher, managed
to create.

Being the poor
little person that
I was (1 was 12
andona salary
of about
ek | i to find ways to get my hands on
all of the hot NES games that came out. |
somehow talked my brother into buying me
Metroid. | cleaned the house for probably a
month straight to get the money for Mike
Tyson's Punch-Outi! out of my mom’s wallet.
1 took a rain check on a birthday present to
get Zelda Il when it finally came out in late
November (my birthday's in May). This went
on for years. | of course picked up quite
few third-party games as well, but nobody
made "em as good as Nintendo did.

Later when the Super NES came around it
was like the same thing all over again—only
this time | had a job and could afford games
on my own. Nintendo continued to pump out
truly amazing games on an alarmingly con-
sistent basis, and all was well. Super Mario
World, Zelda: A Link to the Past, Super
Metroid, Yoshi's Island—all of these games
were (and still are) at the very top of their
respective genres.

138

EGMs John Ricciardi pauses for a photo with his ido
the legendary Shigeru Miyamoto, last fall in Japan.

Anyway, getting on to the point, these
games, which were all 5o fantastic, appealed
to me when | was 12, and they still appeal to
me now. They appealed to both older and
younger gamers alike, and were (and are)
pretty much timeless classics that transcend
beyond “target” age groups. They could
easily be classified as “games for kids of all
ages,” even if Nintendo marketed them
toward the younger crowd in their ads
(which is just what they did).

This leads to my growing concern with the
Nintendo of 1998—the Nintendo that's fail-
ing miserably with the N6 in Japan, where
they've always dominated; the Nintendo that
insists on sticking to the dated, inferior car-
tridge format (don't believe the hype—two
years ago it may not have been inferior, but

today, with the costs of RAM and CD

are hardly a viable format,
and the 64DD's current

specs are already out-
dated). Most impor-

tantly, though, I'm

concerned about
the Nintendo that
gave us the long-
awaited sequel to
fone of the best
platformers ever
(Yoshi's Island),
but watered it
down and made it
50 annoyingly simplistic that we “older”
folks couldn't enjoy it nearly as much as its
prequel. Did kids have a problem with the
first Yoshi? No. Would they have enjoyed
Yoshi's Story as much if it were larger, more
challenging, and had more depth to its
gameplay’ Of course they would.

Yoshi's Story is a very isolated “incident,”
50 don't get the wrong idea here. Nintendo
still pumps out amazing games, and | stil
have enormous faith in the company to pro-
duce this industry’s hottest titles. But Yoshi
was definitely a wake-up call to us old-
schoolers who have become complacent in
oueadoraton o the ig N Gerall ke

id, i endo that really got me into
ganing), and it bt by and
watch all of my beloved game franchises
head downhill because the only people in
Japan that'll buy N64 games are 8-year-olds.

Whatever you do, don't forget about
us, Nintendo.
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* Play all GameBoy™ games on your Nintendo®64
* Play your old favorites in full size on your
Nintendo®64 monitor or TV
* Supports all games including many
Super GameBoy™ titles
* Unique color palette system allows you
to change black & white GameBoy™
graphics into fantastic color graphics
* Full Stereo Sound Support

“Requires a
GamesShark

N vesion
requirss Cheat 5
De. systom [—
'« *Shark Link gives you the iy
power to search your
PlayStation™, *N64™, or
Saturn games, and create
cheats supplied your own fantastic
Send and recaive. GameShark cheat codes
game saves over + Windows '95 compatible
the nternat Prerico L
+ Package includes Program
interiace and cable o allow you Force Feedback -
to connect your games console Joypad add-on

t0apC
ayStation Shark Link package $29.99....... |
339 99 ,..c.

$49.99 ..., ‘

\
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‘GameShark™ on the PlayStaion'™
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cheats & much much more

Yo Gameghan™ $69.99.....
7 days delivery on stock items
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P NINTENDO 64T
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ABUSE
THE

POWER'

IMMORTALITY LD .
/

Video game, ancement lets you be anything you want. Fastest, richest,
strongest, . Achieve what you first thought impossible. Live your life
as one, B Flomorrow was your last day. Even though it's not.










