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EUROPE’S LARGEST KILLER OF TIME

ZOOP - YOU MAY ALREADY BE ADDICTED

No one is immune
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It looks like a harmless video game until it enters the blood stream

and mixes with your DNA. In order to eradicate this affliction we

must learn its moves, understand its thinking and anticipate its next
move. Only then can we begin to battle and conquer this killer.
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(this pattern continues on, and sadly :
always leads to one’s demise) Virgin/Our Price and all good games stockists

Dixons, Curry's, PC World, Toys R Us, Future Zone, HMYV,

e 1995 Viacom International Inc. Zoop is a trademark of Viacom International Al Fll-*t_rl'".'s Reserved Mintendo, Super Mes, Game B-n:,r and the official seal are rqutemd trademarks of Mintendo of Eurr_'-p-r.'-. Ine. & 199 MNintendo of Eur'.'.l-pl!. Ine St-_q.a ™ Game Gear and Satern are
Q vr!&#%# trademarks of Sega Enterprises, LTDL ANl righes reserved. This official seal s your assurance that this product meets the highest quality standards of Sega. Buy games and accessories with this seal to be sure that they are compatible with the Sega™ Mega Drive System
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Known carriers
of Zoop

PlayStation™ Saturn™
COMING 96 COMING 9

How Zoop affects
the brain

- It attacks

the frontal

) lobes of the

Cerebrum

It slowly impairing:

eats at the judgement,

Cerebellum higher learnin
restricting: reason

movement,
coordination,
balance

It mutates the Medulla
causing irregular:
digestion, respiration,

heartbeat

Are you hooked yet!
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VIRTUA FIGHTER 2 | g

ED LOMAS SPENT LONG HOURS WITH A ,
o | B RULER AND A PIECE OF STRING, MEASURING [0 73
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ARCADE PURISTS MAY KNOCK IT FOR MINOR
FLAWS, BUT WE REALLY ARE AMAZED BY
THIS UNCANNY CONVERSION FROM CAPCOM.
ONE MORE REASON FOR SATURN OWNERS T0
CELEBRATE, THEN, STARTING ON PAGE 54.
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_ | TO READ THIS LITTLE BOX, WHEN
THERE’S ELEVEN PAGES OF
CRUCIAL INFORMATION WAITING
INSIDE THE MAG IS BEYOND US.
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BIDGE KA GEB REVOLUTION

OH NO! JUST AS EVERYONE WAS

HAPPY TO VIEW SEGA RALLY AS THE
PP GREATEST RACING GAME IN HISTORY,
NAMCO UNLEASH THE SEQUEL TO

.
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HAPPY NEW YEAR.

I'S ONLY A BOX...

I've been through about as much excitement as one person can handle,
| reckon - and out the other side!

s you might appreciate, after a concen- certain kind of game. Not the other way
trated few weeks of incredible hardware around. Anyone with enough money could go
and software launches, the whole atmos-  out and buy a development kit for the current

phere on the magazine has been lifted. systems, but few have the right combination of
It's as though somebody has taken hold talent and inspiration to make a great game
of the rug we're standing on and given it a happen. The difference with Nintendo is that
good old shake. Everything’s up in the air, but they know exactly why they wanted their
it's exciting! machine to perform certain tasks. And exactly
Just how everything settles is entirely up to you.  why they required a certain kind of controller.
But don’t let the news of a new Nintendo Admittedly the result is something which makes
machine confuse the issue too much. Though the 32-bit systems look fairly short sighted.
the system is outstanding in every way, the Fair to say that every developer has their work
future still lies with great, imaginative games. cut out for them this year. Which can only be a

The only argument worth recognising so far, is good thing.
that Shigeru Miyamoto has explained that the
NU 64 came about through a desire to create a  PAUL

TWO THUMBS MY FRIENDS!

We’'re not out and out liggers here at CVG, but when
the opportunity arises to meet Pop Will Eat Itself,
we’'re hardly going to turn it down. A lot of people
seem to think it's clever knocking this band, but the
fact is they're a bunch of extremely cool individuals,
whose music has never far from the charts for rough-
ly ten years, and who know exactly what they're
about. Recently they’'ve been all about talking to
magazines like yours truly, because their music is
featured in the game Loaded, from Gremlin. Adam,
Fuzz, and Clint sat down to talk, at the rented flat
opposite to the recording studios where they are

putting the finishing touches to their new album.
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So the big question on
everyones’ lips was, are
PWEI into games, or
what?

“No not really.
We all try to keep
away from it

AMAZING SEGA PAL CONVERSIONS!

By now you've probably seen official
copies of Virtua Cop with the gun, in
your local games shop. Then again,
you probably haven’'t. You see, since
it was released on Decemebr 8th,
gun-packs of the game have com-
pletely sold out, with new supplies
not set to arrive until the end of
January at the earliest. If you look,
you can still get the game without the
gun (we don't recommend it though)
or buy it as part of the new £349
Saturn in-game package. With no bor-
ders and full-speed action, it's a
mighty impressive conversion too...
...As is the UK version of Virtua
Fighter 2! Released on January 5th,
the game runs at full-speed with only
microscopic borders. We've played it
and we can honestly say it retains all
the speed and timing of the Japanese
version. Although bizarrely, the char-
acter select screen has borders and
Shun doesn’t go red (this seems to
have been a Sega of America
request), although he still retains all
his drunken prowess. Nonetheless,

He then went on to rub-
bish Aerosmith, and their
involvement with
Revolution X — as it was

# just an excuse to show

: lots of girls in biki-
nis, and not

3
Res

because it "w much to do
takes up so ' 5 with

much time. Aerosmith
Games are : at all. So
okay for t\;-*;@' - would
about twen- . é ' .< PWEI con-
ty minutes or * sider hav-
so, but you ing their like-
can't really nesses adapted for
play 'em like that. Not E use in a video
this [Loaded] anyway. N :. game?

We haven't gotasave ¢ "+ 3

card either.”

“I was never real-
ly into games before this
|Loaded]. But | think it's

great!” (Fuzz, incidentally,

was still catching up on
sleep after spending the
best part of the previous
night trying to get beyond
stage 11!)

“I thought the music

in Donkey Kong Country
was good when you went
under water, all the ambi-
ence and stuff.”
Right, okay then. So what
about their involvement
with Loaded?

| think kids who
are into our band like
games. It's a sort of
cross-cultural thing.
Games are more popular
than some films these
days. If you get to do a
soundtrack for a game,
chances are you get to

reach the best part of our

market.”

“Yeh, why not.”
4w Ag it turned out, the
band have been keeping
one eye on the video
games scene for quite
some time. Like Clint
used to really enjoy “that
WWI shooting game” on
the spectrum (1942). And
“Space Invaders was
good! I'd like a copy of
that”, from Adam. Plus an
Edgar Alan Poe style
brainstorming session
revealed how Clint thinks
arcade Splatterhouse is
cool too - described as “a
Kung Fu sort of thing,
where you get weapons
and that, then some big
bloke beats the s*** out
of you.” (The clue which
finally gave it away
was the Jason
mask, from Friday
13th.)
This isn’t
first time
PWEI have
been

= | people such

it's a cracking conversion and far
superior to the slow, letterbox PAL
version of Tekken. Expect to see sim-
ilar brilliance from the UK version of
Sega Rally, set for release on the
24th January.

Incidently, an amazing 700,000
copies of VF2 were sold into homes in
Japan within the first two days of
release. And sales of the Saturn com-
pared to PlayStations in Japan went
up from 3:1, to 4.7:1 prior to the
game'’s release. So there’'s been a bit
of a VF frenzy out there, as there has
been in our office, as you can see
from Part One of our awesome VF2
guide on page 78.

involved with video games
on a professional level,
however. 1994’s Donkey
Kong Country came pack-
aged with a limited edi-
tion CD, containing one of
their tracks. Before that
they took to sampling bits
from the Bitmap Bros
classic Speedball 2, for
use in one of their tracks
in 1988. They've been up
to similar tricks with
Loaded for the album in
progress.
The main reason for our
being there, however, was
to talk about the new
soundtrack for ReLoaded
(Loaded 2). For this the
band are writing all new
tracks, specifically for
that game. Work hasn’t
started yet, but Adam
seemed fairly fired up at
the prospect. Them having
to consider certain moods
and atmospheres that
work well in a game envi-
ronment.
There’s still a while to
wait for ReLoaded. But in
the meantime there’'s a
new PWEI album to look
forward to, due this
Spring. Plus 1994’s
cool ‘Dos Dedos
Mis Amigos’ album
has just been
remixed by

as Loop
Guru, Fluke,
and Fun-Da-
Mental,
under the name
of ‘Two Fingers
My Friend’.
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PAUL DAVIES

“Excitement.”

Let's try that again, Paul:

“Excitement!”

That's better. As you can tell,

Paul’s all ‘excited out’ this month.
Last minute Sonic news doesn’t help either. He has
been subject to so much of that particular emotion,
that he is having an extra ‘glee’ lobe fitted to his brain.
That makes a total of three. Currently the full collec-
tion is recharging in time for next month’s onslaught.

TOM GUISE
Fans wishing to meet up with their
favourite Deputy Editor of CVG this
month, will find him at Universe 0’
Carpets, Toothbrush Galaxy, or
Mouthwash Macrocosm — seeking
replacements for his disaster-
struck abode. However don't expect him to sign any
autographs, or offer any kindly advice, because he
has been practically disabled by too many VF2 beat-
ings!!! Hah-hah! Tom’s a loser! Except with Jacky —
but he's cheesy.

ED LOMAS

Egg has been getting pretty

brassed off with people getting his

name wrong this month. It hasn't
helped that his health has been suffering, due to
extended hours perfecting his Virtua Fighter 2 guide -
which took about half the time schedule to write!
Neither did the Christmas party do much to improve
his spirits, as he consumed far too many. . .er, trifles,
and mad himself very sick. Everywhere. All night.
And most of the next day. Poor Mr Lomatose, eh.

TOM COX
“Wouldn't it be good if, right, you
had a game based on ACTUAL
Gladiators. Romans, and that...”
Wassat, Tom? “...an’ you could
have the arena with the two
blokes with SWORDS, or NO! NO!
YEH! You could feed people to the lions. Yeh, that's
it..." Tom! Tom! Snap out of it! “...... and part of the
game could be where you have to RUN AWAY. Huh-
huh. NO! NO! YEH, you could be the LION or sum-
mink and EAT THE PEOPLE..." Sorry Tom, but -

PATREA DOYLE

Truth be told, if we were to write

an accurate account of Trea's

month, we would have spent the

whole time sitting by her bedside

eating grapes. Or something like

that, as she's been ill. So here's
what she would like to have done: “Well, it would
have been really nice if | could spend the whole
month in bed. And have all my friends come round to
visit me. And eat grapes. And that.” So you see, it's
been a near perfect month for Trea all round.

JAIME SMITH

More excessive trifle quaffing at

the office party resulted in Jaime's

subsequent absence from work

the following day. He'd actually

spent the night kipping on Tommy

G's floor, and asking politely if he
could empty the contents of his stomach into the
sink. On his "day off’, Jaime patrolled the London
underground, in search of Sustenance, clinging onto
walls, and cowering in the shadows between times.
So! He was faking this ‘iliness’ all along!
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It's a double Tokyo show the wired-up gaming news section

HOT SUDER [
GAMES AT

L;r l\ /1 !

[

Mario RPG and Kirby Super
Deluxe revealed on Super NES.

frenzy this month, as

First shots of Panzer Dragoon 2
and Magic Carpet on Saturn.

Sega and Nintendo each

More on Saturn Darkstalkers 2 | ! I
and Street Fighter Alpha. N /

/

While the
; Y% ) . :
stage their own ® § Shoshinkai
infendo ) =5
Theldevelﬂpment of .Darllr primarily o
Saviour on Saturn continues. showcase thE
SHOSHINKAI SHOW REPORT : :
: Nintendo 64, 1t
respective events to was also used as an opportunity to unveil some
Finailv: the Plavgtation oets of the hot Super Famicom titles scheduled for
light gun. First game revealed. release this yvear. And 1f you thought the days

of Nintendo’s 16-bit console were over, you’d
better think again, because there’s some crack-
ing software lined up for it.

SEGA Hl]ST
SHOW IN 1070

The launch of
the Nintendo

unveil the upcoming

Christopher Walken stars 1n
future horror game - Ripper!

titles they've got

ThunderHawk 2 arrives on
PlayStati:}n and PC CD-ROM

(
Sl

lined-up for 1996. And it

News of Saturn link-up cable and
a possible first game for it.

i 64 at the
Rise Of The Robots 2 rears its Shoshinkail
cyborg head on PC and PlayStastion. Show might be
the hottest
TOSHIMAEN SHOW REPORT : '

Shoshinkai, you know. video gaming

: news of the moment, but it’s not the only big
And Charlton Heston stars 1in a
CL-ROM warslicr BE. : Tha Piliel console event to have happened recently. At
almost exactly the same time, also in Tokyo,
Sega held a show of their own, revealing some
of the hot games they’ve got lined up for
1996. Here’s a selection of the best titles
from the Toshimaen ‘Vs Saturn’ Show.
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Easily the most impressive is
the Mario RPG, an incredibly
lavish looking production
clocking in at 32 Megs. As
with all the Mario games,

Bowser's involved, kidnap-

ping Princess Mushroom

and leading the little
plumber to his castle. However, whilst they're fighting a huge sword falls from
the sky. Climactic stuff, but in fact this is only the beginning of the game! It's
an RPG in the purest sense of the word, as you have to lead Mario around
Mario World - fighting, using magic and solving puzzles in the usual RPG tra-
dition. You can even return to Mario’s house to restore your health. What's
most impressive though, are the beautifully-rendered SGI-graphics, giving the
game a look that beats Diddy’s Kong Quest. You might think this game is
overshadowed by the the bigger Mario outing on the NU64, however Paul's
played the game he reckons it's
one of the most impressive
games he's ever seen.

=5 % Wal =5 |

RESESHEL

PANZER DRAGOON 2

The hottest game to be revealed at the show had to be the sequel to last
year's brilliant Panzer Dragoon. Panzer Dragoon Zwei is the bizarre
Germanic name of the game and it looks totally incredible. Building on the
360 degree, 3D shoot ‘em up formula of the original Panzer Dragoon, Zwei
pushes the concept even further with larger levels, allowing you to select
different routes through each one. All the familiar elements from the first
game are in there, such as the 3D radar and lock-on/ rapid-fire shooting . | e
system. However, those of you expecting to see your trusty dragon steed Zine Sys tem!!
from the first game you may be disappointed, as the one in Panzer

Dragoon Zwei is an all-new puppy dragon hatched from an egg. As such, r serious o

the early levels take place on the ground with you riding the baby dragon hﬂﬂp E:l{;“ﬁﬁﬂ with real

along the landscapes, before it finally unfolds its wings and takes to the air. sia o
Panzer Dragoon Zwei is still at a very early stage of development, however NBA stars and teams,

it's already clear the graphics are an improvement over the original's. With incredible mode 7 -
Expect to see much more on this game next month. graphics and play by play v
commentary you’ll feel
you’re on the court with
the best the NBA has to
offer. Can you
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used on or in this product are trademarks, « «yyricybifesd

designs and other forms of intellectual projcity of NFA
Properties, Inc. and the respective NBAME! 11l Lot Aand
may not be used, in whole or in part, Withap! e por writter
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cv NEWS

Pictured here is another
Super NES RPG from
Enix - the makers of the
Dragon Quest games.
What it's called though,
is a mystery.

CONNecte

This one has graced the news pages of
CVG before, but with its appearance at the
show, Dark Saviour has earned itself more
coverage. And rightly so, because this

Nintendo

SHOSHINKAI SHOW REPORT

The latest instalment of
the most popular RPG in
Japan, Dragon Quest VI,
was on display at
Shoshinkai. Incidently,Yuji
Horii, the head of Enix (the
people behind the Dragon
Quest series) was asked by
Hiroshi Yamauchi (the
head of Nintendo himself)
about whether it would be
possible to create a
Dragon Quest game you
could write your own sec-
tions into. Mr Horii reck-
oned it is possible, but it's
going to take around one
and half years to devlelop.
So you can expect to see
both this game - and a
similarly ‘writeable’ Zelda

‘DAHK SIAWIG

TOSHIMAEN SHOW HEPI]IIT

game looks set to be hot stuff,

Programmed by Climax, the people behind
the original Shining Force and Landstalker
(both excellent Megadrive RPGs incase you
didn’t know), the game is extremely similar
to the latter. In other words, it's a 3D iso-
metric RPG. However, instead of using 2D
backdrops cleverly drawn to simulate 3D
(as was done with Landstalker) all the
game's background graphics are genuine
3D, created using polygons. The result is

([

M

-9)

FAHE...

Capcom’s next two big Saturn

%

games - Darkstalkers 2 and

Streetfighter Alpha - were
‘ previewed at the Toshimaen
show, and both look set to
match the arcade versions
almost perfectly. Still, that
should come as no surprise
with Capcom’s first Saturn
outing, X-Men: Children Of
the Atom, astounding us with
its arcade perfectness (you can
find the review on page 54). There's
not much else to say, so take a look
at these pictures and look forward

to the forthcoming reviews.

Streetfighter Alpha should be

released first, in January.

RPG ONS

title from Shigeru
Miyamoto - in around a
year on the NU64's ‘bulky
drive’ format. You can find
out more on this machine
in our NUG64 feature.
Another RPG — which,
amazingly enough, was
rated higher than Dragon
Quest VI by Nintendo’s
highly critical internal
games testers - is
Namco's Tales of
Phantasia — a massive 48
Meg adventure. Also quite
interesting is Bahamut
Lagoon, an RPG/ war-
strategy title which has
you breeding dragons.
Most intriguing though, is
Tengai Makyo Zero, a joint

PER NES
UGHT!

RPG from Hudson Soft and
NCL which features the
PLG time-keeping chip.
This chip actually memoris-
es what time and date it is
in real-life, so if, for
instance, you play the
game at night, it's night in
the game too. All the sea-
sons are included too, and
characters even wish you
Happy Birthday on the day.
There are other touches
too. For instance, if your
character has a pet and
you fail to play the game
for a couple of weeks (and
thus not feed it in that
time either), you'll find it
starved to death when you
next play the game!

SU
&

mightily impressive, with multi-height lev-
els, packed with scenery which you can
steer the hero behind or even inside! A
huge ship level was demonstrated at the
show, as the hero-character explored its
engine room, the cabins, and even went
on deck, clambering around pipes

attached the hull. The
game is currently 37%
complete, but we hope
to bring you much
more coverage when
we actually manage to
get our hands ona pre-
production copy.

FIGHTI

N
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A KIRBY COLLEGTION

There were a number of other
Super NES titles from
Nintendo themselves at the
show. Scheduled for a Feb
release is Kirby Super Deluxe,
a collection of six mini-games
on a 32 Meg cart. There's a
condensed version of the
original Gameboy HKirby title.
Another game in which Kirby
swallows his opponents to
steal their abilities (as in the
NES game), this time though
he's joined by a sidekick,
which allows for two-player
cooperative play. There's a
racing game, a maze game
and a ‘grittier’ Kirby game
which has a much darker sto-
ryline. Finally, there's a Kirby

action game in which he
gains more and more powers
as he progresses, stealing
them off the foes he's eaten.

ABOVE: Kirby Block Ball GB

LEFT: Kirby Super Deluxe on

Super Famicom.

KONAN

Rumour has it that the
Game Boy is near enough
dead in Japan, with
games shops placing the
cartridges in bargain
buckets near the doors.
Surprising then, that
there was still a selec-
tion of new (and impres-
sive) Game Boy software
at the show. Takara
revealed, would you
believe, Game Boy ver-
sions of King Of Fighters
and Toh Shin Den. Kirby’'s
Block Ball is a rehash of
the old Breakout theme.

HKonami provided their usual support for the Super Famicom at
Shoshinkai, with Power Pro Baseball 3, the latest and most
impressive instalment of their popular baseball games. They
also unveiled another Parodius title. What makes this one so
special Is that it includes commentary, which changes accord-

Ing to the on-screen action, just like in the Konami sports titles.

And whilst on the sports front, there's also a new Konami
wrestling game, Power Pro Wrestling ‘96. One to look out for.

AND THE (5211
S0y TOO!Y

And, showing

Pocket Monsters. Below
is the Green Version
packaging and title screen.

there’s still
innovation in
Nintendo’'s little
handheld, Pocket
Monsters is an
interesting RPG
which allows you
to train and then
transfer monsters
from your Game
Boy to your
friend’s, via the
link-up cable. Thus you

HAHSTERS

PRCEET

can accumulate a
cartridge packed
with rare and pow-
erful specimens
with which to do
battle with. The
game comes in
two versions -
Red and Green -
each with a differ-
ent kind of mon-
ster. We're partic-
ularly intrigued by
this game, so rest
assured when we
get hold of a few
copies we’'ll delve
further into it.

The Red Version
features a dragon
as your monster.

An Austialian
ForPeop eWhoToss GumOnTheStreet
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ROBOT

RESURREGTION!

Remember Rise

Of the Robots? If

you do, hopefully

it isn't because

you bought it,

because to be

quite frank, it

wasn't very good.

Nonetheless,

those people

responsible,

Mirage, have taken the game back to the drawing
board and are currently warming up a sequel. Big
things are promised of Rise Of The Robots 2:
Resurrection however, as Mirage have taken into con-
sideration a lot of the criticisms raised about the origi-
nal game. Plus, focus groups of gameplayers have also
been called in to gauge the development of the game.
The result is something Mirage call “the most heavily
engineered beat ‘em up in the history of the genre!”
There's now a massive 28 characters in the game, with
a tons of special moves, secret special moves and ter-
minations (fatalities to you and me). And the back-
grounds are now interactive with swinging cranes and
the like. Among the changes to the original Rise for-
mula, is the smoothing out of the special moves, mak-
ing them more like StreetFighter moves (that's what
you like supposedly) and also the inclusion of more
‘humanoid’ characters (you prefer those too supposed-
ly). There are however, still a few spider-shaped com-
batants in there. We've seen early versions of both the
PC and Playstation versions of the game and they look
promising, although we found pulling off some of the
moves (especially the terminations) involves some
ludicrous button combinations. Look forward to a
review next month.

AVSIATIIOIN
LIGHT GUN REVEALED!

Following the success of Virtua Cop on the going to cost, but the first title for it,
Saturn, it seemed inevitable the Playstation Horned Owl, (also pictured) is set for

would have to follow suit with a gun game. release on the December 29th in Japan, so
Well Sony have the situation well in-hand it would make sense that the gun would be
and have commisioned Konami to create released at the same time. Strangely, the
the required device. Presumably because game is done by Sony in-house, not

they have previous experience with their Konami, and in fact Konami have no plans
own Justifier guns created for the Lethal to release any games for their gun. It seems
Enforcers games on Megadrive and Super likely though, that Namco are working on
NES. Well, here's the results of their work — some gun-related titles, so we might see
the Playstation light gun. It's unknown when Time Crisis and (a Tom Guise favourite this)
the gun is set for release or how much it's Point Blank on the Playstation.

gasIa’

PUSH STAR

Horned Owl. It looks to be the usual shooting at the robots affair.
Can it match Virtua Cop in the gun game stakes?

ULTIMATE

DOOM IN A MAC!

We don't normally cover Macintosh games (In fact,
we don't ever cover Macintosh games), but we do
ike them, because we've all got Macs. And stuff like
Macman (Pacman-rip-off) is the only thing an art

—

Yes, it's another spooky game. This

No, it's not a game about some time it's Synerg it on ”“ ¢ from gorilla like Tom Cox can play. So the news that
Australian blokes cracking open Twenty First Century. And in fact, this Ultimate Doom - the complete DD::JH_*T Cﬂileﬂli}r‘l plus
some tinnies in the anvo. It's a one is so mysterious that the pro- Thy Flesh Consumed expert levels - is coming to
PC CD-Rom game about The srammers refuse to tell us anvthing Mac 1s more than welcome news to our ears. All the
Ripper! You know who ‘e be. about what hz ” yens in the ::F' he 5 more so, bec_ause the game is going to be fully
Saucy Jack! That thar gentle- e r ev reveal some of the crucial compatible with the PC version, allowing networking
man what cut up them ladies olot dev h..,f |_. s THAT comblex and frOlT} Macs-to-PCs. Impressive huh? Of course,
down ol' Whitechapel way, intriguing! However. from “.,E varts that's not much good for someone like Tom G who
sarge. Well more accurately, it's we r'qa.,_r.E‘EEE,ﬁl we can tell vou that can only play the game on a Game Boy-sized win-
about a serial killer who “stalks it’s an RPG in the LucasA [T';: tr'a|:;||tu:",-|-'-.. dow on his crappy llci Mac (it's like a 386, folks).
the streets of the futuristic as you IF":.}fl Tim Ma ow-paid
cyberworld of New York™ (hmm, reporter of th e ‘hus E:"-. ronicle
Indeed) patterning his attacks on the trail of a mystery ||_1
on the legendary Jack The murder, deceptio rlr‘+ -
Ripper. What's more, it's a big- 3. Mixing pair
budget full-motion video affair full-motion video
with some pretty gruesome Uses an innovative. acc |
special effects. You should see and-click interface for investigating
the pictures we've seen of the scenery. The game has supi )0S-

spilled guts and opened stoma... bleurph! And just to add to edly taken .-':-:_-:_.-- vears to mal

that chilling atmosphere (and show off the big-budget), the : 5 it looks like it

game stars none other than Christopher Walken as Detective most involving RPG affair.

Vincent Magnotta, hot on the trail of The Ripper. This could more. closer '.*_}:.: ts release

prove to be an atmosphernc and gripping game, or it could be couple of months.

another FMV duffer. We'll find out in the upcoming months.
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MARIO AND
DONKEY KONG
GOME AT THE
SAME TIME!

Yes, you read that correctly.
On the 5th January Donkey
Kong Country 2: Diddy's Kong
Quest and, more impressive-
ly, Super Mario World 2:
Yoshi's Island, hit the UK
shops officially. So no more
staring at those import copies
of Yoshi’s Island, with their
Super FX chips, wishing you
could play it. Cos you can. So
g0 on, go and get ‘'em.

KNEEL BEFORE HESTON!

Ever wondered what God
might look like? Well, the gen-
eral concensus here is that he
probably looks like Charlton
Heston. After all, he's been
the star of such biblical epics
as Ben Hur and The Ten
Commandments, he's almost
there. Well, furthering his
stairway to Godness, Charlie
IS the star of nothing less than
the PC-CD ROM version of
The Bible, now renamed
Charlton Heston's Voyage Through The Bible! Yep, the
mighty Heston guides you through the complete writings of
God, with location filming from Egypt and Israel, ancient
art from museums, and virtual tours through 3D models of
The Second Temple, Meggiddo and other ancient sites. All
accompanied by majestic classical music. The New
Testament is already available, with The Old Testament fol-
lowing soon (wrong way around surely?). Anway, here's a
picture of CH himself, snapped on the finest Turin Shroud.

30 PLATFORMARAMA

nough easy, there s no doubt that last Floating Runner 1s a distinctly 3D plat

HlGHT |N THE
5EBOGIERS)

Here's a Saturn game with a funny name, that's currently being
developed In Japan. Nothing much is known about it (even
Sega Europe haven't heard of it), but it seems basically, to be
a 3D battle game in which each player takes control of a
strange character and flies around, gunning the seven shades
out of their opponent. Although we've seen split-screen pic-
tures of the game, the recent ads for it in the Japanese press
show two players involved in a game on two different TVs.

Could this be the Saturn’s first link-up cable game?

- 1|!'...":."Z"l"f'i':.' lash on the Playstation former of the polygon variety 1|H| UEn
vas one of the most innovative and |||'|I Jumping Flash’s first ;_'J """ On per
ntertaining games seen - being, as i spective, this one takes a more distant
15, the first true 3D platformer. You'd view of H.r.__- r_];.i':':__'|-li.'!|{|, E-;tlll, t all looks very
cct to have seen maore games of this interesting. We'll know whether that's the
lype since then, but supnsingly there case when we get an import copy for a
n't been any. Until now that is. { } pef J|| next month,

AnAmerican Expression
ForPeop eWho TossGumOnTheStreet.

GUM.... ENJOY ITWRAPITBINTT €5
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MAGIC GAHPET
ON S/

== That's what
¥ you're looking at.
Yes, Bullfrog are
converting their
brilliant PC strat-
egy shoot ‘em up
to the Satumn
and, as you can
see, it's shaping
up excellently.
One of the best
e features of the
o] original was the
= excellent
networking feature,
something you'd
wouldn't expect to see

word has it that Sega
Europe already have
Saturn link-up cables in
the country - and
Bullfrog are hoping to
use them with Magic
Carpet. Whether that
turns out to be the case
- deadlines withstanding and all that - remains to be seen. The
game won't be complete until the end of January.

HOSPITAL
CASE...

After the success
of the 32-bit con-
sole versions of
Theme Park,
Bullfrog have
turned their atten-
tion to an all-new
Theme game.
Theme Hospital is
its name, and that
says it all really.

Building new

wards, paying
your nurses, mak-
INg sure you've got enough cardio-scanners and the like,
that's the idea behind the game. Although it might not
sound as thrilling
as, say, Dungeon
Keeper, you can
guarantee It'll be
full of the usual
Theme humour,
although hopefully
not in morbid
taste. Expect to
see more on PC,
PlayStation
and Saturn
versions soon.

on the Saturn. However,

THE (©

)

VORI

KNIGHT

Indeed, he does. Pepperouchau, star of the
two Saturn Clockwork Knight platformers is

back, in two different games! The first one is

a compilation of the two Clockwork Knight
games, combined into the complete

Pepperouchau Adventure (as It was original-

ly intended to be). You can now play as
Ginger, Pepperouchau’s fellow knight, and

there are also some all-new flashy animated

scenes throughout the game. Exactly what
this collection is called is a mystery (as it's
all in Japanese). Whether it'll ever get

& BEHMUI]A

s
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Bermuda Syndrome might sound like the
dreaded tropical plague that Ed Lomas has
brought into the office, but in fact it's an
impressive PC platformer in the Flashback
vein., As the name suggests, it all takes place
In the nefarious Bermuda Triangle during
WW2, as you lead crashed American bomber
pilot, Jack J Thompson around a mysterious
island, armed only with a gun and a few
weapons. Promising plenty of other-worldly

excitement (and dinosaurs), we're looking for-
ward to this one. S0 expect more next month.

Dinosaurs,
folks. It's
got huge
dinosaurs
in it.
That's a
good start.

sory
L
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released over here Is also unknown.

The second new Clockwork Knight game IS a
bit of a departure from the usual platform
fare, as Pepperouchau enters the puzzle
arena. Influenced heavily by Hudson Soft's
Bomberman series, the game allows multi-
ple players (supposedly up to twelve players
at once, in the final version) to move around
a lego-style maze, attempting to blow up
your opponents. It looks kind of interesting,
but it's still at an early stage, so we'll take
another look at this one in @ month or so.

BEWARE

UUNBEDNEERS

From the pictures, you might think
Dungeon Keeper on the PC is just
another maze-style RPG. And you'd be
right, sort of. However, it has one big
difference. Rather than being a dun-
geoneer, you actually control the dun-
geon. Yep, it's another Theme Park-
style game from Bullfrog, only this
time you use your money to create
dank passages, fill them with
monsters and traps, and lure adven-
turers in with your crocks of treasure.
It all sounds highly entertaining and
looks brilliant too. Expect more
coverage on this one next month.
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Following the highly
impressive
ThunderHawk 2 on
the Saturn last month
(it scored 90%), Core
Design are all set to
release the game on
Playstaton and PC-
CD. We didn’t actually
have enough room to
review them this
month, but the two

T

ONSLAUGHT!
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versions are near identical to the Saturn version, provid-
ing you run the PC version on a powerful enough machine
(we recommend no less
than a P75). Core also
have a number of other
game lined up for release
on Saturn and
Playstation. The Scottish
Open is a virtual golf
game featuring the
World-famous Carnoustie
course. And Shellshock is

To the left there you can
see Shellshock. The laid-

back among you might be

FLEABAG OF
GOODIES

To celebrate the release of their all-new flea-related game,
GameTek have offered up some goodies for a competition.
You can win a copy of Frantic Flea (that's the flea game

the long-awaited Tank Pk s da o Sis Wi o aual o folks), a Super NES and a flea-circus (without the circus) if

game in the 3D Thunderhawk mould with a cracking Open, above and below.

Techno soundtrack. Both games a rescheduled for

you can answer this simple question.
Where are you most likely to find fleas?

release next month, so look out for the review next issue.

ACanadian
ForPeopleWholoss Gum OnThe Street.

GUM....ENJOY ITWRAPITBINTL. €518

1. Paul Davies’ wallet?
2. Ed Lomas’ stomach?
3. A dog’'s bum hair?

Send your entries to: Ed Lomas Is Just A Host Coccoon For
Baal, Lord Of Fleas Competition, CVG, Priory Court, 30-32
Farringdon Lane, London, EC1R 3AU. We'll draw out a win-
ner after the closing date of February 15th.

Expression




NINTENDO ULTRA 64

t 8:30am on the 24th of November, | stood with my face
pressed up against the window of the Makuhari Messe Centre
in Japan. In the distant corner of the arena | could see
Nintendo 64 banners, above banks of monitors displaying
what definitely appeared to be rendered images of Super
Mario's face shifting around. | could also make out indistinct demos
of something which | imagined to be a showreel of more SGI demos.
That these were Nintendo 64 games was too good
to be true. That in less than half an hour | would be
not only watching, but getting hands-on experience
of the new machine was unthinkable. After all, this
was press day. President Hiroshi Yamauchi wasn’t
due to make his address until 3pm that afternoon.
Nintendo 64 would be revealed then. | thought.
Well that’s not how it worked out at all.

At 9:00am myself and hundreds more earlybirds
hurried nervously across the arena floor to where
the Nintendo 64 banners oversaw their secret. And Ultra 64 was
real. It was right there. | could play it. All | had to do was park my
bum on the seat, take hold of a controller — having my hands guided
to the correct holding position by a Nintendo official — and that was
it. And it was awesome.

THE WORLD’S FIRST TRUE 64-BIT VIDEO
GAME SYSTEM

The first of the facts: Nintendo ‘Ultra’ 64 is capable of
better graphics, and sounds than any other game system.
It’s better than Saturn. It's better than PlayStation. It's
better than the most expensive PC CD-ROM set up. Its
performance is equivalent to Silicon Graphics systems
costing hundreds of thousands of pounds. There is no
better hardware platform that exists, purely for playing
games. Remember, we’re not pressured to build this thing
up. We're just telling you like it is.

3D-STICK

To quote Nintendo, “Enables players to identify any angle in 360°, as
well as control the speed of a character’'s movement”. PC game-play-
ers are already familiar with the benefits of true 360° control method,
as most complex flight simulators require it. Console players are new
to the experience, but Nintendo have introduced the idea at the most
appropriate time - as 64-bit, real-time 3D environments are intro-
duced to the home. The advantages of this level of control are so
great that it led Hiroshi Yamauchi, president of NCL, to state that
without it “there may not be a future for video games”. Considering
how the 3D Stick may simulate the swing of a golf club, tennis racket ,
or baseball bat, and is obviously more adept at handling steering in a
racing game, Mr Yamauchi may well have a point. Already the majority
of 32-bit games look dated in the light of this, as the best they can
manage is analogue control through 180° with the aid
of a steering device. Most 32-bit soccer games
require the use a of a run button, whereas the

3D Stick provides more natural control -

closer to how the mind thinks. And all at

the touch of your thumb.

D-PAD
START BUTTON

YOU SAY POTATO,
| SAY POTATO FARM
(THE DIFFERENCE
BETWEEN 32-BIT
AND 64-BIT)

Where the Saturn excels at some types
of game, and PlayStation others, theo-
retically there's not much separating
their performance. Nintendo and Silicon
Graphics, on the other hand, have created
something in a league of its own.

64-bit supremacy goes far beyond surface details - the differences are
much more significant than a faster processor versus Mode 7 tricks,
and colour-palette variations. With 64-bit technology driving NU 64, it is
the potential depth of a gaming environment that is the system’s key
advantage. 32-bit consoles made the step from 2D to 3D, but that tech-
nology is still limited insofar as the intelligence and realism of what
that 3D world has to offer. Whereas a car on Saturn or PlayStation may
be a close approximation of its real-life counterpart, on NU 64 its
physics can be completely authentic. In a role-playing game, the occu-
pants of a town or city are usually nothing more than stooges. A 64-bit
environment allows many more key characters to have complex person-
alities. Next time Link runs into a Hyrulian ghoul, it's sure to have much
more up its sleeve than the ability to home in on its target - just take a
look at Zelda 64 for indication of what's to come.

As we talk you through the initial line-up of games, we hope to highlight
those elements which elevate them from the even the most impressive
32-bit games. Before we do that, however, you need to understand why
Nintendo are placing so much emphasis on their new controller.
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“The video game world has started expand- _NINTENDO ULTRA 64

ing into 3 dimensional space. This controller
Is created to give you tight control in this
new world. This is the result of extensive
research in the future of game play.”

Nintendo Co Ltd

FEEL YOUR WAY AROUND

“Nintendo 64, not just for 3 dimensions, but
also for a new dimension of game play.”

The promises Nintendo are making about their
new controller are almost too good to be true.
But with the dream machine as good as here
we’'re inclined to believe most, if not all of
them. Here’s a breakdown of its many unique
features:

They're not
wrong either!”

f CVG

MEMORY PACK

Similar to how the PlayStation memory

;] Davies; Editor ©

Pat

RIGHT TRIGGER BUTTON

e ¥

C BUTTON UNIT

Used primarily to change views in a game,
while direction is handled by the 3D Stick.
Other uses include the more obvious pitch-
er control in a baseball game, or the abili-
ty to prompt player routines in a soccer
game. The C, or ‘Camera’, buttons are also
applied for directional purposes -

in much the same way that Super

4 5;_. . Smash TV does, using Y,B X, and A

on the Super NES joypad to aim
weapon fire. The first game to

card stores data and is slotted into the
console itself, Nintendo's version sits
inside the controller. This way stored data
enables players to customise their con-
trollers individual settings - 3D Stick sen-
sitivity and the like. A fighter's abilities, or
machine settings in a racing game may
also be remembered. The ground breaking
element here is Nintendo’s claim that
entire races, or fights can be recorded for
viewing at a later date, thus enabling play-
ers to revise a friend's strategies when
they're not around. Imagine watching a
Mario Kart race over and over, to learn how
best to take a corner. It's this kind of

make use of this feature is
Goldeneye, from Rare.

prospect that contributes to the excitement
around this controller.

A o
----------
- ...hl: i B

FEEL THE DIFFERENGCE IN JUST THREE WAYS

P A From left to right: 1. Right Position, where players take full advantage of
- the controller’s features. 2. For left-handed people, where the cross-key
replaces the C buttons. 3. The familiar Super NES position.

A, B BUTTONS B

NINTENDO®?

.......

A Forget forking out for a multi-tap adaptor. Nintendo see
four-player gaming as an essential - not just a luxury.

Z TRIGGER

In Super Mario 64, this
button is used to have
Mario duck or crawl
around. Obviously its main
purpose is to simulate the
trigger of a gun. Goldeneye
again, no doubt. We imag-
ine this could be used to
pull the cord on a para-
chute jump in Pilotwings
too - anything out of the
ordinary really.
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CREATOR
SOFTWARE CREATIONS

Richard Kay, managing Director of Software Creations,
mentioned that Creator is a dino-sim of sorts. Jurassic
park on less than a £200 budget? Perhaps. We're in the
process of discovering what that balloon is all about
too. Also on display at the show in the Creator demo
was a Triceratops, which looked every bit as large,
polygonal, and texture-mapped as its partner. To end on
a slightly different note, these ears hear rumour that
Software Creations are putting together some strange
kind of puzzle game for NU 64. You read it here first.
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RARE

Of the developers struggling against the mammoth
Nintendo constraints, Rare were the first to loosen one
arm free in order to answer questions on their projects
displayed at Shoshinkai. Perhaps one of the most
astounding facts is that both Goldeneye and Blastdozer
are being handled by teams of 15 people. Which gives
some indication of the scale of an NU 64 game.

We've printed what the two Martins had to say almost
verbatim, as they explain their games better than we
ever could at this stage.

GOLDENEYE

PRODUCER: MARTIN HOLLIS

DEVELOPMENT DETAILS

“Work began on the Goldeneye project in January. It

was absolutely essential that we

worked in very-close co-operation

with the film-makers at the begin-

ning of the project. We visited the

sef six times during the course of

the film's production, received

scripts, pictures, copies of the

soundtrack, etc. It is very important

that the game retains the ‘feel’ and

atmosphere that the film creates,

and without the level of co-opera-

tion we are receiving the game :

would inevitably suffer. The film- I=F P4 007

makers have to give final approval e

over certain aspect s of the game

but other than that we are left to our own devices to develop this game.

“All the actors’ likenesses will be present in the game, bar one minor

exclusion. Their faces will be texture-mapped onto the bodies of charac-
ters in the game, to increases the
level of realism and help recreate
the atmosphere of the film.
Goldeneye makes very good use of
the Ultra 64's texture-mapping
abilities. The level of realism that
this ability can create has never
been seen before in a video game.
We're also very pleased with the
way our artificial intelligence
works, although this isn’'t a feature

=NP4007 of Ultra 64, more an achievement

in programming terms."”

GAMEPLAY
“The 3D stick is crucial to the degree of control the player will need over
the game. Bond will move around the 3D environment, with a first-per-
son perspective view, and a weapon or item at the bottom of the screen.
The characters and backgrounds in the game are polygonal.”
“Bond will have a number of missions to complete, some based on the
film plot, while many will be created for the video game. Bond will often
be given a mission objective by his superiors, such as ‘collect informa-
tion on the Goldeneye Project’, or ‘rescue this VIP'. For other missions
there will be no briefing, and bond will have to rely on his intuition.”
“Types of mission will vary, for instance: covert, sabotage, clandestine,
and rescue missions are all possibilities. Bond may or may not be
authorised to kill during the mission. A covert mission would require
Bond to be as quiet as possible, (using a silenced pistol) and if the play-
er disregards these instructions
they will find it hard, or impossible,
to complete the level. The bad guys
react to the amount of noise Bond
makes, and a silent attack will be
rewarded with the sight of sur-
prised and unarmed enemies diving
for their guns. In contrast, a less
covert mission would have Bond
storming a train, or attempting to
L escape from a building with more
L TEP 007 powerful unsilenced weapons - a
e 3 AT sub-machine gun for example - and
stiffer opposition, who hold their
guns at the ready. In order to avoid monotonous and repetitive empty
levels the missions will be action packed and fast-paced, with a mini-
mum of waiting, searching and trial-and-error guesswork.
“Control of the gun is crucial, so the joystick [3D Stick] will be used to
aim the gun, the joypad trigger or a keypad button will be used to fire,
and movement will be on the remaining controls. It may be possible to
have movement partly automatic, or on the keypad, or perhaps con-
trolled together with the gun. Similarly, the view may be controlled by
the user, or it may be possible to enhance this control automatically.”
From what Martin says here, it's obvious there's far more to Goldeneye
than shallow Virtua Cop comparisons. We hope to bring you much more
on this game next month.

NINTENDO ULTRA 64 cve

BLASTDOZER

PRODUCER: MARTIN WAKELEY

DEVELOPMENT DETAILS
Before handing over the floor to Martin Wakeley, here's the storyline.
A truck carrying a nuclear reactor catches fire, and goes out of con-
trol. After struggling to contain the disaster, the driver and partner
abandon the vehicle - but not before radioing for help, and jamming
the wheel so that the juggernaut remained on a fixed course. The ter-
ror of the situation is that just one jolt could cause the reactor to
explode.
Blastdozer is the name of a construction firm, summoned to help in
this global emergency. Reason being that they are equipped with mass
destruction vehicles necessary to clear a path - through forests and
buildings alike - for the reactor, until someone found a way to stop the
truck, and scientist
learned how to sta-
bilise its deadly load...
“Work began on
Blastdozer earlier this
year. The original con-
cept cam from an idea
that had been floating
around for some time.
Chris Stamper and
some other designers
at the company had
been looking into the
possibility of creating
a game based around
* the destruction of
buildings, using dig-
il iirdMy ,‘m and other demoli-
- tion tools. Blowing up
and demolishing build-
ings using massive,
powerful demolition
equipment on a huge
scale is very entertain-
ing and provided an
excellent base for a
game centred around
the absolute destruc-
tion of huge struc-
tures, including facto-
ries, towerblocks, etc.
. Many people are fasci-
nated with the power
and versatility of construction/ destruction vehicles used in the demo-
lition business. most people have owned a toy dumper truck, or digger
as a child, and are familiar with the way they work and their uses.
They provide the ideal tool of destruction for the game.
“We are left to our own devices to
develop the game. Obviously it is
advantageous to have assistance
from Nintendo, if we require it, but Ak -
for the most part we work on our
own.. The most important thing to m
Nintendo is that the game plays as
well as possible. It is very impor- : »
tant that we don’t neglect game- e i Ty 1r@
play in an effort to create a game s '
that is full of flash, technical
stunts.”

TRETS
ke e

GAMEPLAY
“Blastdozer makes excellent use of
the Ultra 64's 3D ability. Using a
variety of different
dozers the player is
working against the
clock to ensure the
reactor doesn’t
come into contact
wit any solid
objects, thus caus-
ing its explosion and
the deaths of mil-
lions. There are
many different types
of dozer to control in
the game, each with
its own unique abili-
ties. the control
method will differ
with each vehicle.
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SHIGERU MIYAMOTO
RELATED PROJECTS

BUGGY BOOGIE

ANGEL STUDIOS
Though Angel Studios are best known for their
visual accomplishments in ‘The Lawnmower Man’,
and Peter Gabriel's 'Kiss That Frog’ video, their
expertise is closer to games than you may know. In
fact the reason they were taken on board the
Dream Team is through recommendation from
Silicon Graphics, after Angel produced a Virtual
Reality game to promote Onyx at 1994's Siggraph
show. So Boogie is more about depth and realism
than spectacular CG effects alone. The game
involves driving various custom buggies from A to B
throughout a number of different courses. Along
the way obstacles such as enemy vehicles (all
ground-based in case you were wondering), and
problematic terrain. In one of the examples shown,
the buggy is required to make use of a lift to reach
the tier above. Realism is apparent through the
authentic physics of all vehicles, and the way that
they show battle damage - dents, and so on.
Though Nintendo have been happy to leave Angel
Studios to their own devices, it has been appreci-
ated that Mr Miyamoto often “points out the obvi-
ous things that were overlooked”, as spokesperson
A Custom-build Shannon Stone put it. Producer Brad Hunt and his
your own buggie many partners believe that their game boasts more
from a selection  realism than most others on show at Shoshinkali.
of body parts. For the time being we’ll just have to wait and see.

WAVERACE 64

NINTENDO CO LTD
Word is that this is the follow-up to F-Zero. It certainly looks that way,
especially since the project is the work of Shigeru Miyamoto’'s EAD
R&D team. Though there wasn’t much to see of the game, some
promising features made themselves apparent. The speed boats have
transforming capabilities, switching from stable Catamaran to stream-
line Canoe - presumably at the touch of a button. There are also water
Jjumps, and long winding tunnels to negotiate. The authentic water
effect - specifically its natural behaviour - is impossible to achieve on
any other home system. Boats create a wake as they race, and certain
perspectives allow players to view the race with a cross-section of the
water surface. Wave Race is another Nintendo title to boast intelligent
use of the 3D Stick, where “minute manipulation” is provided over the
craft. You have to see this thing running to appreciate it fully - it's
fast. Plus there’s not a glitch in sight, and the textures are flawless.
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4 The Girocopter, as good as we
could get it. Cool, eh?

PILOTWINGS 64

PARADIGM SIMULATIONS INC
CVG spoke to Dave Gatchel and Matthew Yarbrough of Paradigm
Simulations at Shoshinkai, and discovered many things that weren’'t
so obvious from the video tape. All forms of transportation are based
on actual physical models, so that the Girocopter, Rocket Pack, and
Hang Glider behave exactly as they ought to. No surprise considering
Paradigm’s company background in real-time simulation. Missions
take place over and above a bite-sized representation of the United
States. From what we could gather, it's one continuous land mass,
featuring a variety of terrain which is required to be tackled in differ-
ent ways. This as opposed to the isolated missions of the original
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Super NES game, where the only obstacles were floating rings and
flat-as-a-pancake terrafirma. So now Rocket Packs are required to
manoeuvre around Sky Scrapers, while Hang Gliding takes place near
waterfalls, and the Girocopter buzzes about NASA's Space Shuttle
launch pad. Pilotwings 64 exploits the four buttons in the controller’s
C Button Unit to gain peripheral views from any craft. Press down to
experience extreme vertigo! It is also certain to maximise the poten-
tial of the 3D stick. We've studied the Pilotwings footage many times
here at CVG, and have found the detail to be breathtaking: waves
crash on the beach far into the distance, and traffic is seen jamming
the streets below from a 200-story observation point. Closer to the
player, see how the Jets of the Rocket Pack swivel - it's fantastic. A
cast of six new instructors await. Wonder what the other three disci-
plines are? Can hardly wait!
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A Catamaran is too wide to ,' ‘f; - ﬁr; L _ I ¥
pass by that water jump. ' 3
But the canoe-style version
easily gives the other boats
the slip. Check out the

amazing water effects!
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A You can see the waves
crashing on the beach.
It's THAT detailed!!!
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SUPER MARIO KART R

NINTENDO CO LTD
Simultaneous four-player action - on one screen! Don’'t know what the
R stands for, but 64-bit Mario Kart ROCKS! Though nobody could play
it, everyone spent too much time scrutinising the video clips for
details. There’'s lots to appreciate. First of all there's a cool
speedometer in one-player mode, and two-player races are split verti-
cally now - as opposed to horizontal on Super NES. It appears that
Wario, and Kamek the wizard have entered the tournament too, which
means a whole new driving class is waiting to challenge Kart experits.
Possibly ten characters to choose from, unless Nintendo have dumped
Donkey Kong Jr along with somebody else (hope not!). Best of all,
though, are the super contoured race circuits: Choco Island rides like
a Rollercoaster, and Ghost Valley (though we have no pictures here) is
hemmed in by huge walls at some points. A 64-bit Star Road wasn’'t on
show, probably for the benefit of everybody's mental health. Shigeru I_EG E ND 0F ZEI_n A ﬁ!‘-
Miyamoto is reported to have promised multi-player Ghost Mode, and NINTENDO CO LTD
is planning to include some form of Battle Mode too. 3D Stick preci- h
sion, combined with unparalleled clarity of image — even with the Most significant about Zelda 64 is that it is being developed specifi-
lly with the forthcoming Bulky Drive in mind. According to himself,
screen split into quarters — ensure that Super Mario Kart R is destined sy A L
for stardom on a Galactic scale. Coming June '96. Mr Yamauchi talked with Enix ahuut_ the possibilities of an RPG in
which new information could be ‘written in’ at a later date. When pres-
R T e I G P s o i S 0 7 A TR S ident Yuji Horli said that the idea was sound, Shigeru Miyamoto was
LﬁP 1 / 3 et WA ST i J;ji By handed a whole new brief for the 64-bit Zelda. The game should be
R e as ek 1Y v ready in time for the Bulky Drive's launch at the 8th annual
4 : 2 " ; Shoshinkai at the end of this year. For the moment the only visual
material is this real-time demo featuring Link in combat with an
q 1 i Wn i e armoured guard. Animation runs super smooth, and the Alias special
10110 At Ger e i effects - such as sparks flying - are wonderful. Plus you'll never see
H ‘ ﬂ H ” ] "”””m “ Iﬁ I — | armour looking this real on any other system. Don’'t you hate wishing
‘Ei I l ”I | HHH“ H - Pi - *ﬂ _— lr . H _ years of your life away - ‘role’ on November 96!
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cv NINTENDO ULTRA 64

MARIO 64

NINTENDO CO LTD

A new Mario game. Hold that thought in your head for a moment. It's
easy to dismiss Nintendo’s foremost video game character as old and
done with, but this icon has been synonymous with the changing face of
Nintendo games since the beginning. Now all those fond memories
come flooding back, only this time they're replaced with something as
good as real!

Only 50% complete, but demonstrating the NU 64 hardware to its great-
est advantage - the depiction of believable 3D worlds - Super Mario 64
is the perfect game to help explain Nintendo’s amazing new system. And
so, with only three months to wait for the game’s release, here’s a first
look at what’s in store. You’ll find we have a lot to talk about. After all,
Nintendo promise this will be the greatest video game in history!

" CHANGING FACE OF
MARIO

Em_hmmlmmrh,piay~
ers have chance to toy around with
NU 64's capabilities through the
comically pliable face of Mario.
At the title screen it's possible to
stretch and change the shape of
Mario’s face with the 3D Stick.
ﬂmnmmmmcm.f
md’mmlnmm !
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A Mario is free to go wherever he likes.
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A Bullet Bill's smoke trail obscures Mario from view.

vy XO2

A Sneek up on
this Pirhana
Plant, then give
it a whallop!
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DISCOVERY

You have never played a game like this before. From
the very first step Super Mario 64 is a totally new
experience, but at the same time feels so completely
natural. Almost second nature. The 3D Stick is the
key. Previously Mario could only move in two dimen-
sions — up, down, left, or right. To move faster he
required the press of another button, which was the
same one used to pick up an object. Nintendo,
specifically Shigeru Miyamoto, succeeded in stretch-
ing that basic control into something which required
a great deal of skill to master, by providing ever
increasing challenges through Mario’s surroundings.
Now Mario can move through three dimensions. Push
the 3D Stick in any direction, and Mario heads off in
that direction. As the 3D Stick is sensitive to pres-
sure, this enables Mario’s speed to be affected - the
harder you push, the faster he runs. Simple. And so
obvious. Genius, in other words. The 3D Stick is so
sensitive, Mario can even tip-toe up behind unwary
opponents and then - BANG - puncllﬂlmmmnn
the nose!

SUPER MARIO-NETTE Lol cialaa (/0

The entire game takes place in a real-

+ % time 3 dimensional environment. This is

- light years beyond any other Mario game,

"'""“m in fact it’s light years beyond any other
' video game ever. Now Mario exists as a
_ ' kind of CG puppet, free to explore wherev-
er he wishes - at the player's command.
And it appears the little plumber has more
abilities than ever before. More on those
later. Wﬂﬂt'ﬂﬂlﬂpmﬂwﬂﬁnthm-
players may choose to view the action
from many different angles, to further
appreciate the real 3D experience. |
Players are introduced to the 3D concept
right from the start, as the viewpoint
rests just behind Mario's head, and the
3D Stick is employed to take a look
around in any direction. At the press of
the B, or ‘jump’, button Mario is away to
explore his new world... |

NINTENDO ULTRA 64
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NINTENDO ULTRA 64

~ BEGINTO SEE

'Hunfthol‘:llmllnlhmmnymh-m
viewpoints at any time. Like every feature in
‘Super Mario 64, this isn't just for show. A3D
mﬂdhfuﬂnfabjlmm#ﬂlmmyﬂuﬂ
behind, unless players keep a track of his posi-
tion with the C buttons. For example Bowser, ﬁlll
of the Koopas, is so HUGE Mario is constantly in
ﬂManﬂmﬂnﬂhmw

about the place. mu,mncnmgmm
walls in the World of Rocky Mountain, ﬂ‘llll]lll#
_km.:ﬁmmmﬂnmmtﬁw
ﬁMhmnfothy P

~ WOT - NO MODE 7!

In H-Mlm,ﬂwnmthmmmhﬂoﬂms

 filtered through. 64-bit literally reinvents the whole picture.
~ Silicon Graphics' amazing technology, combined with Alias
special effects breaths exciting new life into the Mario uni-

verse. As he enters a world, Mario leaps Intnnn!nﬂnlnfm

scene, and the canvas ripples like water with a stone as he

disappears. mmmuﬂmmmm,:munf |

translucent smoke follows in his wake.

Water provides the best opportunity for mﬂunﬁﬂu 54'
tricks, however. Mammsam#ﬂhhm-nhﬂnm
Wn:ﬂﬂhwmﬂ Bubbles distort the view as our hero
‘swims deeper for hidden treasure. Towers that rotate have
Mnmnlnmmmmﬁnmmm 64 is
stupendous! So big that it's impossible to see round the cor-

~ ner without tactical use of the C buttons. More amazing still,

and something you can’t see but feel, is how deep water sup- e

ports Mario with a buoyancy you'd expect real water to pos-
sess. When left alone, Mario automatically floats to the sur-

face. And where his body is half submerged, mm:nr
mhurmﬁtndoudbotbudapﬂuhmm .

TharsemsEmEvET.
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EXERCISING TO KEEP WARM i (Y3

At present this 50% complete version of the game finds Mario without
any of his trademark suits. He cannot dress as a frog, or even throw

2:::::!; :I‘; ::;::rmr; :as Paul discovered lots for him to be getting on HE AGH Fun 'I'H A'I' M AGNIFY'NG GL Ass

A once-in-a-lifetime opportunity to stare most intently at
these four worlds which you have never seen before — ever!

After getting Mario up

to speed, pressing the

jump button three

times in succession

allows him to gain

greater height. The

third jump sees Mario

spread his arms,

whereupon they e
become rotor blades S sy
which can carry him | =
over large gaps.

— WORLD 1 WORLD 2
Set off at a sprint in . — N n @ 02" v - 8 _ ROCKY MOUNTAIN ICE
one direction, then e e T e 7 H _;
qummrmw e e o o o R e » x 7 S i x | gﬁﬁ.‘ /‘L"
press jump. This allows B S B v b1 Se— 20 < 158
Mario to perform a e I e, e e T
Cartwheel in the air.
Ideal for giving koopas
the slip, no doubt!

Knew there had to be

some use for the £

Trigger. Press this and “
Mario climbs onto his

hands and knees to

shuffle around the
floor.

WORLD 4

Worth mentioning
because there's one
particular tree that
hides a secret bird,
which carries Mario
wherever he wishes to
go. Don’t tell anyone
else about this.

HE RS O B

Mario clings to the

edges of platforms,

and hauls himself up if

need be. This tactic is | | |

used to reach Bowser's NIRRT GRS Ly L,

doorway in the TR . e L " WORLD'S END
Shoshinkai version of R TR R U . BOWSERI!!!
the game. RS '

Look around for
objects which may
prove helpful, and pick
them up. Not baby pen-
guins though - their
mums tend to get real-
ly angry about it.

4 R e g S ' ' “ 1
Thﬂ"gh ever l’"“"ﬂ in - I": ». 3 lf- iy ‘ d R -'.:"'1'; y ".;','-T' s Eirt . v k NINTEN DO
the gﬂﬂlﬂ looks amaz- 4 T :Hu oA ot A AR IO R P e AT L T

ing to you or I, there
are some characters in
this world that Mario i
doesn't like the look AT Lo
of. So... PAFF!!!

R g
=
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Okay, the gloves
mm["m] are off. Which

logo do you
think’'s better?

| ; | We definitely

U | L | I “ | '* prefer the one
on the right. It's
closer to the

feel of a video
games system.
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PROJECT REALITY

TARGET SPECIFICATIONS
*True 64-bit MIPS/ RISC Microprocessor

*Greater than 100 Mhz Microprocessor clock speed
*Real-Time 3D Graphics, 24-bit colour, high resolution video and
CD-quality audio

*Greater than 100, 000 polygons (50 Pixel Meshed Triangles)
Generated per second.

*Exceeds 100 MIPS (Millions of Instructions Per Second)
*Exceeds 100 MFLOPS (Millions of Floating Point Instructions Per
Second)

*Real-Time Anti-aliased 3D texture-mapping, for very realistic
graphic images

*Resolution exceeds NTSC and PAL television standards.
Compatibility with future HDTV

SELL YOUR DOG - AND THE GERBIL

As always with a feature of this kind, CVG presents a list of all the
games scheduled for release on NU 64 - all of which you're going
to want to buy at some stage, so start saving. Some titles are sub-
ject to change.

Ace Driver (Namco)

Alien Trilogy (Acclaim)
Blastdozer (Nintendo/ Rare)
Body Harvest (DMA)

Buggie Boogie (Nintendo/ Angel

Bulky Drive

Mission: Impossible (Ocean)
Monster Dunk (Mindscape)
Mortal Kombat 3 (Williams)
Pilotwings 64 (Nintendo/

Studios) Paradigm)
Creator (Nintendo/ Software Prey (Apogee/ 3D Realms)
Creations) Quake (id Software)

Cruis’'n USA (Williams)

Doom: Ultra (Williams)

Dragon Quest VIl (Enix) - Bulky
Drive

FIFA Soccer '97 (EA Sports)
Final Fantasy VIl (Square) -
Bulky Drive

Frank Thomas Big Hurt Baseball
(Acclaim)

Goldeneye (Nintendo/ Rare)
Ken Griffey Jnr Baseball
(Nintendo/ Angel Studios)
Killer Instinct: Special Edition

Red Baron (Sierra Online)
Robotech Academy (Gametek)
Shadows of the Empire
(LucasArts)

SoulStorm (Virtual Hollywood)
Stacker (Virgin)

Starfox 64 (Nintendo/ Argonaut)
Super Mario 64 (Nintendo)
Super Mario Kart R (Nintendo)
Top Gun: A New Adventure
(Spectrum Holobyte)

Turok: Dinosaur Hunter
(Acclaim)

(Rare) Wave Race 64 (Nintendo)
Kirby Bowl 64 (Nintendo/ Wayne Gretzky Hockey (Time
Halken) Warner Interactive)

Legend of Zelda (Nintendo) -

w S I F B W e I
1| | =

GCONWVERSATTON PIEGES

The next few months are sure to be rife with gn&sl; ﬁbnut
Nintendo's new system. So we've compiled a few discussion
points to help while away the evenings until NU 64.

Cartridge Size
Nintendo claim that cartridge sizes could go as high as 256
megabit, though the current limit still stands at 96 megabit. It
wasn't long ago since they thought 64 megabit was about all
they could take.
Internet
Though a deal with Netscape is rumoured, Nintendo have denied
it. However a recent interview printed in Nintendo Magazine
System with NCL hinted strongly at the possibility of some kind
of internet connection.

Arcade
A couple more NU 64 related coin-ops are due to hit the arcades
later this year. Williams are partners in the deal, once again.
Also Rare tell us KI2 is exclusive to the arcade. NU 64 Kl is
something entirely different.

Release date
It's April 21st in Japan. End of April for the US and about that
time for Canada and the rest of the world. That includes us. So
please don’t phone us asking this same boring question. It's
coming. Soon.

Strange Days
Shigeru Miyamoto is quoted in one Japanese interview as saying:
“We are going to make lots of strange games from now on”,
after expressing the need to move on and create something dif-
ferent. Hallelujah to that.

Cartridge versus CD - for the last time!
We asked Rare how their games would turn out if they were to
use a CD-based storage system. Apparently Blastdozer would
require more time and much more RAM. Goldeneye would require
twice the RAM, and even more patience...
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NINTENDO ULTRA 64

ACTUAL SPECIFICATIONS
*CPU: MIPS 64-bit RISC CPU (customised R4000 series)
CLOCK SPEED: 93.75MHz

*MEMORY: RAMBUS D-RAM 36M-bit

TRANSFER SPEED: maximum 4,500M-bit/ sec
*C0-PROCESSOR

RCP: SP (sound and graphics processor) and DP (pixel drawing
processor) incorporated

CLOCK SPEED: 62.5MHz
*RESOLUTION: 256 x 224 ~ 640 x 480 dots

flicker free interlace mode support
*COLOUR: 32-bit RGBA pixel colour frame buffer support

21-bit colour video output
*GRAPHICS PROCESSING

FUNCTION: Z buffer

anti-aliasing

realistic texture mapping:

* tri-linear filtered mipmap interpolation

* perspective correction

* environment mapping
*DIMENSIONS: W260mm (10.23") x D!()mm (7.48”) x H73mm (2.87")
*WEIGHT: 1.1kg (2.42Ib.)

HARD TO SWALLOW?
There isn’'t much more to add on the NU 64 magnetic disc accessory, beyond
the fact that it is read, and writeable, and is scheduled for release in
November 1996. Plus developers are claiming that it increases the graphic
and sound potential of NU 64. Cripes! The specifications printed below are not

entirely accurate, rather somebody's ‘best guess' that is being passed around
at the moment.

BULKY DRIVE SPECS (not confirmed)
4" disc caddy feed
150+ megabyte writeable discs
8 x faster than double-speed CD-ROM
2.44 megabyte per second transfer rate
13ms access time
To include another 2 to 4 megabytes of RAM
Price to be confirmed (around the ¥20 000 ($200))

Two super cool
machines, set up so you
can see both ends. At the
back of the system there
are two poris. One for the
AV lead (compatible with
the Super NES one), and a
huge one for the power
supply unit. The entire PSU
pulls out, indicating that
all hardware is standard.
Just the power pack is dif-
ferent. Interesting.
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About to buy a new games machine?

Is it worth waiting?

Yes.

52 bit CD machines are fine, but they
don't cut it where it really counts.

They just don't have the power.

This does. 64 bit power. Nintendo Ultra 64.

The speed of silicon cartridge.
Not CD s = L - 0 - w.

You can't buy it yet.

After all, nothing this good comes easy.

But do you really want something less
powerful?

WAIT FOR IT...

TM and @'are trademarks of Nintendo Co..,

NINTENDL

UL

L td. (C) 1995 Nintendo Co., Ltd.
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] PLHIIlEH A Ah, Defender. Just how we remember it. A And there are those sweet little humanoids., A That's what they look
e like now. Aargh!

A When Tempest 2000 was '

ARCADE GRIEIAL released, it showed the

WY amazing potential of Atari’'s n E F [ N |
‘Defender Classic | Jaguar console. Two years ._

S on, can Defender 2000
restore that lost glory? g o

- ou know Defender. Everyone knows the game. o
Even if it existed before you were born, you at ]5“"
least know what it looks like. Defender is one ‘
of those early coin-ops that laid down the basic

| E"‘![_‘. l!'l_tlﬁl* «

Defender 2000 template for every video game that followed.
: by -. In the same way that Pac-Man invented the charac- )h
Wi ter-led game - from which platform games eventual- - I
ly sprung — Defender gave us the horizontally- ~
scrolling shoot ‘em up. Almost any shoot ‘em up you :
- iSelis play now, 3D or otherwise, has a piece of Defender B :
. % 2 ,_H_ ssE in it. It might be ancient and simple-looking with | l
| basic gameplay, but it certainly isn’t dated. Defender

is one of the greatest pure video games ever made.
So when it was revealed that Jeff Minter was
updating the game for the Jaguar, it sounded pretty
exciting. Mlin'rer hut_::l ulreud}f revamped the clngsn: ' A e Mkt ia
Tempest coin-op with stunning results, enhancing its _ : killed, a gravestone
wireframe visuals with splashes of technicolour and A "3 drops onto screen. It
adding hypnotic rave sounds to the game. Defender, : : kills you if you hit it!
e with its vector graphics, glowering particle explosions e

€5, and highscore-based game-

DEFENDEH BLASSIG play, seemed the perfect can-
didate for the same treat-

This is it, the game behind it all! ment. The idea of Defender

And it’s an excellently faithful con- 2000 was incredible. And now

version of original Defender. The it has arrived!
look is just perfect — right down to

the little multi-coloured 500 points (g pefender was \ [ ® These ‘landers’ are ® This is your
that float about the screen - and actually the first | | your main enemy. They dragster-like ship,

all the classic sounds are in there, game ever to use | | pick up the humanoids which shoots rapid

< . ‘smart bombs’'. and take them up to the beams of laser
:‘rum the rnet.jﬂlllc waaah’ as the Starting with top of the screen. Destroy | | when you tap the .
evel starts, right down to the three, these the lander and rescue the fire button fast. It

phlegm}' thrﬂat'ﬂlearing effect as destroy any ene- humanoid before it suffers from

: . A Once a lander and
i mies on screen. smashes on the ground. momentum when
the alien ships appear. In fact, the screen g ok this arid o humanold reach the top of the

'ﬂnly diffEfEﬂ(l:E }VE I_"ﬂ:tiCEd, i..‘-":‘ that : h}"'FEl'SFHCE around screen, thE}" merga to become
when your ship is hit it doesn’t | _ the level. Although | @ mutant. Fast, unpredictable

hover, trembling for a split-second, 4 > it 2 : this should only and lethal!
before exploding! That’s how be used in

accurate it is! emergencies!

If you've never experienced

Defender before, here’s a quick ® Humanoids. The

| Defender Plis

=
il =
i

rundown of the gameplay formula ' object of the game
d SN ' is to protect these
that has made it the legend it is. P A Another Defender first. The

. g little fellas. Once
It’ll also give you a better idea of they're all the radar tells you what's around.

what’'s going on in the more confus- ; destroyed, the With experience you can

ing Plus and 2000 screenshots. game goes into identify the various enemies
space! by their coloured dots and

movement patterns.



A Going into space in Defender Plus.

A This is how it looks in Defender 2000. Sufferin’ Shad!
This is supposed to still be classic Defender,
N but with spruced-up graphics. However, the

shocking new-look may be enough to kill some
of the older gamers out there. “What have

nEFENDEH znnu they done to my lovely Defender?” they’ll cry.

It's the one you’ve been waiting for. Rave Eﬁg;g:i: Ei;ﬁ;; E;::Slz:knzf thtea:;nies
soundtrack? Check. Glowering particle and turnped your sleak space hot-rod of a shi
explosions and splashes of technicolour? y e :

Check. Wireframe vector graphics? Negative. into a clumsy big ‘thing’. To compensate for
Worms-style graphics? Check. Yes, whilst you your now-oversized ship, the screen is now

: . taller and there are ‘interesting’ blue cubes
JRENt already be prepared for the clumsy big floating around that warp you tgu other areas
‘thing’ ship, you won’t be prepared for what’s

been done with the super-stylish vector land- of the lovel.

scapes. Prepare for muddy dumping grounds,

housing

estates and

oversized old HI57? s

drums. You

almost expect . _
to see Marko g s PR S W
and his Magic '

Football v

bouncing along | ] l

the back-

ground. A The humanoids help by shooting.

THOSE WARPS!

Just like Tempest 2000, Defender 2000 adds to the old
gameplay with collectable power-ups and warps. They're VEHI]IU
essential for survival and add to pace of the game. JAGUAR

==

_:__ The first B ' : 2, The second Tempest EDDD. has to rate. Ht_:' one of my favourite
and third ; power-up games ever. Wlth its simplistic graphic-style, over-the-
power-ups col- i gives you a : : top psychedelic visuals, incredible Sﬂ-l:lf"lﬂ and super-
lected give you _ . : shield that T - AR tough clock-a-highscore gameplay, it's almost perfect.
an Al Droid : . withstands b3, ; And Defender gmu_ng the same treatment has of be
which does all two hits. . . : one of the things I've been waiting for the most. So
your work for : . when | first saw the result | was frankly horrified.

you. Rather than upgrading the extra-cool original graphics
o~ by (as with Tempest) Llamasoft have created ‘real’ ver-
< Collect four _ 1/ Five power- sions of the symbolic old-school sprites. Nobby little
power-ups and ups give you men for humanoids, ugly spaceships and, worst of all,
you get a drone superfast ‘ graduating coloured landscapes. It all looks like a
which fires firepower - : _ hideous Amiga shoot ‘em up. However, after giving it
crackling hom- 15 shots per ; a chance and actually getting used to the revolting
ing boits at second. graphics (and in places, finding them amusing), this
enemies. game grew on me. It's incredibly fast, very challenging
(= ) and actually a damn good blaster. And just like

</ Once you're fully- Tempest before it, the extra power-ups and warps add
powered, warp power-ups to the game. Even though the ‘green path’ isn't a new
appear. Four of these send idea, it's still an entertaining extra level. It's a decent
Iﬁ:.l'fﬂtﬂ the warp zone. A enough follow-up to Tempest, although nowhere near
variation on the second as cool. If the visuals had been as stylish as in onginal
warp zone of Tempest Defender (or Tempest 2000) it might have got 90%+.
2000, the aim Is to stay on As it is, it doesn’t, but I've still got a soft spot for the

:ﬂ:dir:: :kl}:t:;:‘::::ﬁt'e ” game (and it's not in my head).
TOM GUISE

REVIEW cVG
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GRAPHICS

Some brilliant effects in
places. Some disgusting

ANIMATION........€L:

Excellent scrolling
and super-fast sprite
movement.

Entertaining techno
tracks, sometimes for
the wrong reasons.

o0UND EFFECTS..

Some good Defender
sounds. But where's
the cool speech?

GAMEPLAY 86

Swallow the sick and
it's actually quite a
slick blaster.

VALUE..............

If you own a Jag, this
is your best purchase
in a while.,

OVERALL

Initially unimpres-
sive, nay revolting.
But give it time and
it proves to he a
fast, satisfying
blaster.
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The Jaguar has a severe deflclency of racing games.
So this motorbike-scrambling type game has been

eagerly awaited.

NO OTHER YERSIONS

PLANNED

NO OTHER YERSION

AVAILABLE......

e look forward to each month’s regular
Jaguar instalment with great anticipation,
case we eventually get something as fantas-
tic as Tempest 2000. Sadly, our anticipation
has recently turned from looking forward to

good games, to looking forward to getting a good

One of the better features in
Supercross is how the riders are
able to pull off stunts when in the
air. With a simple press of the trick
button, one of a few different stunts
is performed, such as one-handed
jumps and other exciting moves -
like the one that Paul calls a
“Ronnie”, where the back foot is
poked out to the side for a single
animation-frame’s duration.

laugh! Last month’s top game in
this department was Attack of the
Mutant Penguins, which had
tears of laughter streaming into
our pizzas one night. This
month’s game - Supercross -
beats that hands down.

As suggested by the title, the idea of the game is to
drive a motorbike very fast around in the mud, beat-
ing the other seven opponents to the finish line. As
well as just racing around the dirt tracks and jumping
off the ramps, it's possible to perform tricks in the air.
There are 13 different tracks, distributed around the
USA where tournaments which can be competed in a
selection of American states, as well as the usual prac-
tice modes. The 3D texture-mapped graphics feature
digitised characters, and a big TV screen above the
crowd showing live pictures of the action. But how
good is it to play?

A If only you could hear
the sound at this point.

VERDICT
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JAGUAR

Anyone whao's played the awful 32X Motocross game

will agree that it really is so bad that it could put any-
one off the sport for life. Supercross is something
else. The graphics feature possibly the worst 3D effect
ever, with a frame update of about one frame per
second, and awful animation on the stupid-looking
drivers. The sound is worthy of a mention, not only
because of the pitiful Spectrum-quality music but also

GRAPHICS

ANIMATION...._ €
MUSIC 1

because of the painfully bad engine noise. The best

pit 1S when you rige over the small humps and the
engine sounds like a rabid pit-bull terrier trying to
choke up a cat. Despite there being 13 tracks, the
variety between them only goes so far as two shades
of brown mud. These problems could be forgiven if

P HcecbDoas L

RACE

SOUND EFFECTS §
GAMEPLAY 18

the game played reasonably well. Except it doesn't. If
fact, it's probably the worst game I've ever played, E

with more

‘bugs’ than Tom G's flat. For example, if

you run slightly off the texture-mapped part of the
track the bike flips over and crashes in a badly-drawn
neap. You can even pause the title screen, for good

ness' sake!

the presentation sucks, as the sadly

named “Pro, Rad and Tuff” difficulty settings shows.
Plus the badly-timed replays add to the mess (finish a
race and get a replay of the bike slowing down after

crossing the linel). I'm

afraid that even though the

game had us weeping with laughter, it's just not
enough of a reason to even think about buying or
even bothernng to play this mouldy pile of dribbly crap.

SPyriyghe 1995 Ticrtex Limitod

ED LOMAS
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Postcode ] __Telephone to 'show off, e-mail the

mail order dept. on:
enquiriesicex.co.uk

D | enclose a cheque
Expiry date

D | enclose a P.0. Signed

D I'm paying by card
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There’s tough,

MAC VERSIONS tougher and real
s tough... and then

NO OTHER VERSION

AVAILABLE there’s The Dig. It
makes even old
bOOtS IOOk comfy! ith a flood of action-adventure

games lining the shop shelves at
the moment, it's difficult to know
which one to pick. They all come
in nice glossy boxes. They all

boast a host of new and extremely clever

graphical techniques

and effects - such as

motion capture and

cinematic sequences.

And they all claim to be

“The ultimate

challenge!” or “the

most intricate plot

you've ever seen!”.

In fact, it seems the

most challenging part

Borneo Deep Space Observatory of playing an adven-
ture is the bit where

BBN’T wom", rl_l 0“'_‘ BE you have to pick your way through the

rows of boxes, deciphering the real speak

GONE A FEW DAYS." from they marketing hype, only to get
You TH'NK' home and discover that what you've really
. bought is a donkey. But of course you
The story of The Dig takes the player on a wondrous know that. Which is why you rely on CVG
journey to the far reaches of the galaxy. to point you in the right direction.
Set in the present day, Commander Boston Low is Well, if it's an in-depth brain-busting
IJU"Ed rEIunta“tly out of retirem&nt to IEi':Id a hand' puzzling ﬂdVEﬁfUFE wrl‘h a greﬂf plgi
picked team to halt the inevitable collision of the you're after... look no further. The Dig has

Asteroid Attila with our own planet Earth. With him, a it all, and more.
world-famous geologist - Dr. Ludger Brink - and smart Written by Sean Clark and based on an

talking reporter - Maggie Robbins - who just happens idea by the mighty Steven Spielberg, this
to be the most experienced linguist the world has graphic adventure by LucasArts takes the

ever seen (as ifl). traditional craft of archaeology far beyond
The intrepid trio set off into outer-space on what the perimeters of our galaxy.

should be a routine mission.... until things start to go In an attempt to prevent its collision with
wrong.(Well, it would hardly be an interesting plot Earth, Commander Boston Low takes a

otherwise now would it?). - -
) team into outer space to redirect the A Thive are Nasy Gl

Asteroid Attila. But this floating hunk of ent locations to explore.

granite is not all it seems to be.....
e /)

> ’
E<SMINE CrdstTal i

A Oh, now that’s pretty. ' A What on earth do I do with this?

32
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NO, NO YOU FOOLS - DON’'T DO THAT!

After about half an hour’s play, the arrogant Dr. Ludger
Brink carelessly falls down an old shaft and buys it.
After grieving momentarily, for some inexplicable
reason the remaining duo decide to split up and go
their separate ways. NO! Watch any third rate sus-
pense film and you’ll know this is a recipe for disaster,
but would they listen? Would they heck!

ROSH FELLAS, WHERE ARE WE?

After fiddling around with some stuff that they
probably shouldn’t have fiddled around with, the
Asteroid reveals itself as what it really is - a dormant
alien spacecraft - and the astronauts are transported
at light-speed to a strange planet on the other side
of the galaxy.
With no idea where they are, and even less of an
idea how they are going to get home in time for tea,
Boston and his pals set about exploring this strange
new world, in the hope of discovering whatever
secrets it holds (and you just know there’s going to
be a good dose of those, don’t you?).
Players control the heroic Boston as he leads his
team in discovering hidden artifacts, and solving
puzzles and conundrums as they story unfolds....

'f’ e 4

R %

A Behind you!

A Lomas, is
that you?

<4 0Oh well.
Perhaps I can
put it back
together
again with
the help of a
life crystal.

SMART COOKIES

Through the course of
the game, it transpires
that the alien nation
who once thrived on
this planet were a
pretty smart bunch.
They have discovered a
crystal that restores
life to those deceased
(lucky old Brinky - he's
the first person to be
resurrected), and a
source of power that is
quite spectacular.

So, if they were so
smart, how comes
they’re all dead....

or are they?

A Aaaah. Bisto. Oh no, my mistake. It's an alien spectre protecting the
precious life crystals.
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A Rotostack-ahoy! Now I know how my hamster feels!

USE YOUR
HEAD

The puzzling aspect of
The Dig is extremely
tough. There is a puz-
zle at practically
every turn, and with
the exception of one
or two, they are set at
just the right level to
tax an experienced
adventurer’s mind,
but not so tough they
might intimidate the
less adept brain (it'll
just take them a bit
longer that's all).

ALIEN TRAVEL

Once Boston has discovered
how to penetrate the under-
world caverns, he discovers
the aliens had a sophisticat-
ed transport network running
throughout the heart of the
planet. This network consists
of spherical trams that run
underneath the vast oceans
along a maze of perspex tub-
ing. Discover how to operate
this system and a variety of
new locations will be yours
to explore.

A Store all items collected in the inventory.
The game is totally controlled by the mouse, so
it leaves players to get on with the serious
business of enjoying the game.

A You can talk to your absent team-mates via
this transmitter - but generally they're not
overly helpful.

VERDICT

PC CD-ROM

LucasArts won my heart when they produced such
classics as Monkey Island and Maniac Mansion, and
so | was eagerly anticipating a similar style of game
packed with mind-bending puzzles and plenty of
humour and personality. Because of this, | was a little
disappointed at first. For the first 15 minutes or so of
play, the adventure seemed to be a totally linear
affair, with little brainwork required to solve the
puzzles, and a distinct absence of the quirky humour |
have grown to love. Once my quest had taken me to
the planet surface however, | was instantly converted,
as the plot intensified, and the puzzles became more
nightmarish. | can only imagine that the possibilities
in space are limited, but feel that LucasArts could
have extended the stunning intro sequence to the
point where you are plonked on the planet surface. It
would have saved me a frustrated 5 minutes getting
to the good parts. | was further heartened as a mod-
icum of the familiar humour began to seep through.
Graphically The Dig is stunning (though perhaps a
little dated in its style) with a well-developed storyline
and characters, and atmospheric light sourcing and
sound effects that create an altogether absorbing
experience.Don’t think about it. Buy it.

KATE RUSSELL

STORES

JLL THROTTLE
IRY 0.T.TENTRCLE

GRRPHICS

Spectacular backdrops -
if a little dated in style.
A bit pixelly close up.

ANIMATION........ &Ll

Fluid movement with
nice character
expressions.

J0

Eerie and atmospheric.
Just what the doctor
ordered.

SOUND EFFECTS. &l

Accurate and
effective. Top stuff.

GAMEPLAY 3

Thoroughly ahsu}hing
and extremely tough.

VALUE..............

If you don't mind
straining your brain,
you'll love it.

OVERALL

Only slightly let down
by the slow start. After
that you live it every
step of the way.
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GOODS DELIVERED IN 72 HOURS
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SUPER NES F E V G
PUZILE x |
NINTENDO - H ” _

tIMFOR] This is a game about fairies, but it’s not by or for

JUT NOW fairies at all. It comes from Nintendo, and we reckon
I-2 PLAYERS this game is for everyone, as it’s superb. OH YES IT IS!

U VERSION oodness knows we’'ve had our fill of cutesy almost impossible to come by on import. And
RUMOURED puzzle games in recent months. And we appre- Nintendo of America are stripping the game of all it's
ciate how the situation gets more confusing charming character, to replace it with ‘alternative’

NO OTHER YERSION with every new release — especially since all we Nintendo icons.

AVRILABLE ever seem to say is ‘this one’s great, so buy it".  On CVG, we reckon Westerners are missing out on
As if to confound the problem yet again, this latest some serious fun. Whether this is a problem brought
purveyor of all things pretty and puzzular is fantastic.  upon ourselves through lack of enthusiasm we’re not
But the familiar points associated with all games of so sure. But for once we'd like you to appreciate a
this ilk to come from Japan surface once more: Panel  classic game for what it is. And Panel De Pon definitely
De Pon is a success in that country. The game is falls into that category as it stands — fairies an’ all.

WHAT FAIRIES DO IN PANEL BEATING IN FIVE EASY LESSONS
THEIR SPARE TIME - |

il | a3l (L) R

oz . * i

<Tao BEL RGO w,q; o

é' Bk TR & |
* Sl G@ =

1. Panels are manipulated using 2 Wwhen three Panels contain- 3. Time is the enemy in a
this white-rimmed box. It swaps  jns the same shape are aligned Standard, one-player game.

the contents of one square for vertically or horizontally they As the game progresses,

the other. To move a Panel disappear. However special the stacking speed increas-
along, position the box so that - ,ewards are given for the simul- ©S, creating pressure to
the opposite side is in the direc- {ane0us removal of four or make snap decisions.
tion you wish the panel to move.  pore Panels. Intrigued...? Removing four or more
Panels at one time momen-
tarily freezes the clock.
Hiogeds I
& *
¥ STAGE |
i * Tk T -
o e COBE NMORMAL -4
b orid T 2000 * Biret 10 e
SCORE | 21 'S% ¥
= e =%
P S 1. p— i = r
PR ST 4. Versus games, against the 5. When your observational
XE) . computer or another player, skills have progressed enough, .
" reward the disappearance of it's possible to see where the
e . four or more Panels with an removal of one line of Panels
* - - obstacle dropped onto the 0ppo-  could make way for the comple-

sition’s stack. The greater the tion of several, more. This is
number, the larger the penalty. the secret of winning big time!

R
*-
3
*‘1
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RARE JAPANESE STORY

Z000
Scone

2309

‘el L.

WHRID'S WOODS

bRAPHICS

Great characters, and
wonderful presentation.
Superbly colourful.

ANIMATION......... Ll

Basic, but still fluid.
Some nice touches
between stages.

Not the monotonous
drivel you might

% . STAGE 3 R rory £oad

rr e ———

NORMAL oOUND EFFECTS..

ﬂ_’ * TiMeE Spangley bursts of
s 1725 effects that suit the

A %o .

SOUARE DEAL . =SB, GAMEPLAY 93

Instantly playable
and really addictive

k VEH[I":T in the long term.
SUPER NES

Before telling you how brilliant Panel De Pon is, | have
worrying news: Unless a large proportion of dedicated A permanent fixture
super NES fans put pen to paper and beg Nintendo ::;ﬁ;‘::;"ﬁf:;'
to release this game, you're unlikely ever to play it. '
Importers haven't taken much of an interest (| had to
bring this particular copy back from Japan myself), [IVEHHLL
and if they did it would cost an arm and a leg. Point is
the UK is renowned for loving platform games and
beat ‘'em ups. Oh, and we'regT:::rthate ilmugh to wel- Hﬂ_m_endn 4 Ja‘pan.
. ; Brilliantly stylised, and
r. 0 - come the occasional RPG too. But puzzle games? perfectly thought out.
E E;.‘JI Forget it! Even when, as with Panel De Pon, you have Shame we might never
A F-r__'ﬂ_'i the puzzle game equivalent of Yoshi's Island or even see it in the UK...
remesffl  s=STacE 4| : HKiller Instinct. So | can tell you that the logic in this

E,.EEEE‘"TI{ game is perfect; that it plays brilliantly. | can say that

P emynerds 3713 || It has beautiful presentation to match, with typically

Rt oo | excellent music in the NOJ tradition. But it's no use.
We showed you this game because it's interesting,
and worthwhile hunting down. Everyone else, just
keep those fingers crossed. Meanwhile there's

* . 5 '?: Viacom's Zoop to consider.

-

o

=
L

s PAUL DAVIES

il Il e cever |IB
*L ..IE-!.J NORMAL

Another classic from
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SATURN CRAJIR
SEGH T WYy
4499 ' b

OUT JANUARY

-2 PLAYERS

P CO-ROM VERSION

RUMOURED

ARCADE VERSION |
HVAILABLE '_

Here’s a game guaranteed to service your need for an arcade-
experience at home; burst those adrenaline flood-gates open!

xperience has taught us not to expect the impossible. less Sega hit home again with the unthinkable: an arcade BET-

Saturn appears to struggle with Daytona USA, so Sega TER translation of their ground-breaking off-road master work.

Rally is a guaranteed non-starter on Sega’s 32-bit ‘toy’. We suspect some people won't trust us on this one, especially

At least this is the thought that humbled many Saturn fashion-crippled PlayStation crusaders, intent on finding fault.

owners earlier this year. While we’re still recovering from  But it's true nonetheless, as the ensuing four pages set out to
the shock of a priceless Virtua Fighter 2 conversion, the merci- prove. Believe it!

THE LOOK

CVG explained last month how Sega’s CS division
obtained the look of Rally on Saturn. For the review,
we’d like to highlight just how visually faithful this £50
(or less) CD is to the £2000 (or more) coin-op.

ATTRACT

The entire attract sequence from the arcade machine
pushes those nerves to maximum revs, making play-
ers eager for a chance at the wheel.

TCTRALTINE

3247 11488
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DRIVER'S EYES

Skilled racers adopt this view-
point for the Championship as
a matter of course. Otherwise
this is the next best thing for
novices to appreciate the
sheer wow of the driver's seat
experience.

CHASE CAMERA

Always cool to watch, espe-
cially for players who raced
the entire game inside the car.
Outside the vehicle you can
see exactly how close that
last race was - jeez, he was
right on your tail!

FiLLILE
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BIRD’S EYE Y N _ 25

VIEW B -8 ~ o e B v . BEALaacts | A Zoom in on the
g - W harrued | - replay to witness

GOOD GOSH!!! This is the - Se- T3 Fus. e e 1R breathtaking

default option, and the most g - e ¥ S N : moments like this!

impressive by a long way! e

Thrill to the action viewed as v 1

though it were the attract R A

sequence all over again - only | {3‘

this time YOU are the star! ot
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RETURN TO FORMER GLORY
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A Here's where the
Stratos is really put to
the test, in a two-player
battle. The split-screen
action is brilliant.
There's no slow-down,
and hardly any clipping
worth worrying about.
All that's sacrificed are
minor details. Eat your
heart out Ridge Racer!

S'I'EEIIINE

Best to keep the steering column slightly loos-
er than default setting, to manage speedy cor-
rection in the sludge. Not too loose though, as

FRONT SUSPENSION

- mmm for Time Attacks on the
-mmm Otherwise adjust it

~ slightly high for reduced drag, and better per-
.MMMMMMM

~ REAR SUSPENSION

Controlled power slides require the rear end

 set lower than normal. Too high, and the back

- of the car is likely to go skittering into a 360°
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Osamu Hori
Kouichi Toya
Yasuhiro Watanabe
Koji Kaifu

A Finish the extra, Lakeside course and you're
treated to an amazing re-run of the last race.

BLOW OFF VALVE
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hair-pins are a lost cause. Adjust to make

‘acceleration out of tight corners as smooth as

pm hmm

VERDICT
SATURN

From the first time you lay eyes on it, to when the
many secrets open up as reward for hours of dedicat-
ed play, Sega Rally 1s stunning. With it Sega demon-
strate that they make the best arcade games around,
are committed to providing Saturn owners with preci-
sion conversions of the same, and, in doing so, show
that Saturn is the most capable piece of 32-hit gam-
Ing hardware on this planet — when handled correctly.
Though not what you could call identical to the coin-
op in looks, Rally is every bit the game and more
besides. With or without the Arcade Racer it controls
briliantly, with a learming curve perfect for everyone to
appreciate, but not all to master so easily. Watching
somebody slalom through Lakeside in the Stratos is
as exciting as taking part yourself. And whoever suc-
ceeds in Hard Mode is a hero! The music is so good
we've been listening to it even when not playing the
game. Effects are excellent too, from the co-driver's
assistance to the amazing bursts of hip-hop between
replays. The engine noise is terrific, with background
effects to make the experience sound all the maore
realistic. | love this game. | especially love watching
the replays of my car after playing the game, which
makes me love it even more! Just make sure you
order yours before it sells out.

PAUL DAVIES

oECOND OPINION
SATURN

We've been arguing about this game’'s score all day.
Does it get a ludicrously high 95%? Or does it get a
ludicrously higher 96%7 At this point | don't know
what Paul’s given it, but I"'d push for the 96%. You
see, Sega Rally 1sn't just a brilliant game. It's excep-
tional! As an conversion of the coin-op, it's incredibly
impressive. I'd say it's only nit-pickingly inferior. As a
home console game though, it wipes the floor with
anything else. The sheer exhilaration is heart-stop-
ping! The speed, the scenery whipping past, the way
your car rocks as the back end slides out. And it's so
excellently crafted. Wait until you experience your
replays, seamlessly cut together with funky tunes and
MC-style commentary. If you're at all interested in
video games you have to have this. It's one of those
games you’'ll look back on and say “Wow, | got when
it came out!”™ An extraordinary game.

TOM GUISE

aeven e
SCORES

ANIMATION

Very authentic. Has
people leaning into
corners like idiots.

MUSIC 3

Bloody excellent!

Definitely give it a lis-
ten through the hi-fi.

SOUND EFFECTS..EE

Totally convincing,
evil-grin inducing,
engine rumble.

GAMEPLAY 34

So addictive., that
hours fly by faster
than the trees.

VALUE..............EL

A worthwhile two-
player game. Lots of
one-player treats.

OVERALL

Drives home the mes-
sage that Sega are
masters of arcade and
home excitement. A
buzz for total begin-
ners, and hard-core
arcade specialists
alike, You must have it!

95
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amco have one of the most impressive

back-catalogues of arcade games around,

so this museum idea is great - giving the

“mature” gamer a blast of nostalgia with a

few classics on a CD. As an added bonus
J to the old arcade games a whole 3D

museum is included, with separate rooms
dedicated to each of the games. These rooms have a selection of
exhibits relating to the history of each arcade machine, as well as
play instructions, a graphics viewer, and even a 3D arcade
cabinet, The only thing it doens’t have is that lad who always
pestered you for change, and a sticky carpet. Maybe Namco have
happened across the secret to eternal youth, right here?

TURN IT ON!

Whon Nanm say these are arcade-perfect conversions, they
~ don't just mean that the games are similar - they're

| ldarltlml All start up with the original arcade start-up
screens, including all the dip-switch options. These allow the
"_T;um to customise the game slightly by choosing how many
ﬁolnts are required to gain an extra life, and so on. This adds
hmmmmwmﬂmMﬂmmnmwgmmmmmwmﬂmﬁ
Fo dre&med of - so Iung as you're
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Following on from the
basic shooting of
Galaga, Bosconian
adds the ability to fly
the ship around in
eight directions. The
main objective is to
destroy the big green
motherships, either
by taking out the six
circular sections or
by hitting the

CLASSIC
RATING

Another of Namco’s
more obscure coin-ops,
Toypop involves two
wooden toys shooting
other toys and presents
to receive power-ups
and eventually open the
level exit. The graphics | |

are slightly more + .

advanced than most of ~

the other games and the
two-player mode is fun.
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ihe ce Inthis Ilttlomknnwn
#m to drive around the

1a; h': woiding the evil red

n“ll mrdly-placed

| . The object is to collect
all the flags before runnmg

out of fuel, which is also

3 used up dropping mka in

front of the baddies. Though

it's fun fora whlle the game
is repetitive antl the move-
ment of the car is

a U ﬂ ;ng A conver-

I New Rally-X is

£ ded on the CD.

CLASSIC
RATING

710

i

ENTRANCE

This is the entrance =
hall where the players il ¢
start. There’s an infor- e
mation droid behind =
~ the desk who'll give |~

f Pac-Man is possibly the most

famous game in the world.

S Aimmt everyone knows about
‘how the yellow ball with the big

mouth collects the dots,

“avoiding ghosts - unless he’s
powered-up, in which case he
can eat them for points. Though
the game is ultra-simple, it's got
‘all the playability, fun and

“addiction you could ever want.

CLASSIC ¥
IIATIHE

L I

l:'.l.ﬂSEllJ
'~ RATING

Galaga is another of 9[1 0
Namco’s top titles and is
one of the best-loved
shoot-'em-ups around. The
enemy ships work their
way down the screen
toward the player’s craft at
the bottom, each attacking
with different patterns.
There are various bonuses
available, like the dual
ships, and plenty of fea-
tures to keep anyone
entertained for ages.

i 4 ['.'UISSI[:
" RATING

6!10

Pole Position is W
famous for its
excellent wheel on

the original arcade
machine. Though it

v 1982 1990

.....
rrrrrrr

r-w wasn’t particularly
wemca crocurs B 200d for handling,
LLAP 42S9M € it could be flipped

ot | hard, making it spin
- around loads of

times. Even though
this is a perfect
conversion of the
racing arcade
version, the wheel
has been replaced
by the pad, so the
game loses a lot of
its novelty value.

LOUNGE

The lounge contains old Namco
magazines with coverage of all
-of the museum’s games, plus a
jukebox with all the music and

sound effects of the games.

VERDICT
PLAYSTATION

Even though | didn't play most of these games much
at all in the arcades, I'll admit to really enjoying
almost all of them. Nearly all of the games are still
excellent even with some laughably bad in-game
graphics and sound. The presentation is excellent,
and the 3D museum and its various rooms move
around smoothly. There's so much information in the
game that fans of the coin-ops will go mad over it. To
sum up: Old people who used to play the originals
should get this straight away as it'll provide hours of
gaming and hours of nostalgia. Everyone else should
consider it as it's a novel idea and a great selection

of games, E[I L“MAS

' wml "

REVIEW

RIDGE RACER (PP

rml:u HUSEU | 8
1 D00M [PAC-MAN)

GHHPHIES

Graphics are exactly as
the coin-ops (rubbish).
Museum 3D is smooth.

ANIMATION..... L3

All games have limited .
animation. The museum :
doesn't move much. |

"
Y - 1
L
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The game music is S
cack. It's not much MR
better in the museum.

— e mm Ew wE

SOUND EFeCTs. (AN

Poor effects in the
games. Basic bleeps
in the museum.

—— S

GAMEPLAY 05
Most of the games are '}‘_"::
excellent and it's easy to |~

To fans it'll last for- sl
ever. To everyone else ' _.:',',-.'=_~f:
it's six cool games. St
. *g
OVERRLL 4
A great package that
players of the original =

machines will adore

and younger gamers
will still enjoy loads.

Six classic games in
one can't be bad.
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REVIEW

PLAYSTATION

Some people will go to extraordinary lengths to get their
hands on a drop of the hard stuff. But murder and kidnapping
IS positive proof of alcoholism! Prepare to go stumbling in

N0 OTHER VERSIONS
PLANNED

PCAND 300 VERSIONS

RVAILABLE

the darkness. Alone.

muggling booze was a popular
pastime for Americans in the
Twenties. If you wanted to
make a fast buck they didn’t
come much faster than a spot of
moonshine under the counter. But with
the liquor came an unscrupulous
bunch, One-Eyed Jack being among
the most unscrupulous of them all. Not
only has he kidnapped a harmless
child but he’s also knocked off the
detective sent to rescue her. Cue the
arrival of Edward Carnby, another
Private Dick who's out to avenge the
death of his buddy and save little
Grace Saunders at the same time.
Inevitably however, things aren’t as
simple as that. Not only is One-Eyed
Jack a notorious smuggler, he's also
immortal. His mansion, situated on @
stretch of Californian Coast known as
Hell’s Kitchen, isn’t your run-of-the-
mill pad either, a beacon of supernat-
ural energy and crawling with mysteri-
ous spirits. Good material for an RPG
you might think and good material it
proves. Taking the role of Eddie, the
player creeps about the mansion pick-
ing up guns and ammunition and
pocketing just about anything else that
happens to cross his path.

As well as shooting various gangster
types, Eddie’s mission sees him strug-
gling to make sense of cryptic clues
and complicated puzzles that hinder
his exploration of the mansion. But the
real truth sees the budding Malone?
uncover an ancient pirate ship used for
smuggling...As for the rest, well,
you're alone in the dark I'm afraid.

THE CHILD IN CRIME

As well as taking on the char-
acter of Edward Carnby, the
player also gets to experience
life as a small child. When Ed
finds himself all tied up, play
switches to Grace Saunders
who must find a way to get to
Edward and release him. In her
favour she is small and so able
to squeeze into some tight
spaces - like a dumb waiter for
example - and she is no less
cunning than Ed. Of course,
being only a toddler, Grace
isn’t exactly that hard when it
comes to fighting!




A A search for something useful, once Eddy has entered the Attic.

A The malevolent goblin is led into the interior garden, and to its death!

REVIEW CVG

HOW DO THEY DO THAT?

Perhaps the best way to give you an idea of what
to expect from Alone in the Dark is to guide you
past one of the stumbling blocks that Edward
inevitably seems to stumble upon. So, grab your
Trilby and .38 and get ready to flush out your
headgear!

THE ACES:
So what do these four

playing cards mean
then? Don’t leap on to
any of them without
thinking. If you pick the
wrong one, you'll die.
Your investigations of
the garden however
should have revealed
another playing card in
the ground. It was an
ace of diamonds and sure enough, when you tread on this one a
trapdoor opens!

THE CHEST:

After the weird sailor
type has gone up in
green smoke, Edward
checks out the under-
ground. Wandering
around he stumbles
upon a chest. He can't
open it so why not try
pushing it. Hey presto, it
moves and sets off a
switch which sees an
altar rise up out of the floor in the distance.

THE ALTAR:

Pushing the chest does
more than just prompt
the altar's appearance.
It also reveals a silver
Jack of Diamonds. After
Ed has seen off the
spectre that floais
towards him and picked
up the pirate sabre, he
has to find out how to
get out of the under-
ground. How does he unlock the trapdoor?

THE TRAPDOOR: [
The altar obviously has

some significance

where this dilema is

concerned. Wandering

around it doesn’t reveal
anything though. The

solution is one you're

most likely to stumble

across. By taking the o
Jack of Diamonds he o
has just collected out of

his inventory and placing it on the altar the trapdoor is opened
and Ed can return above ground!

YO0
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- SWAG BAG

There are so many things to pick up
in Alone in the Dark. It’'s best to take
everything you come across no mat-
ter how insignificant it may seem. By
combining objects you can then begin
to solve some of the more complicat-
ed problems. For example, when
Grace finds herself trapped in One-
Eyed Jack’s room, her cunning
escape involves taking the mini-can-
non, filling the barrel with pepper and
lighting it with her tinderbox lighter.
Simple really.
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»*| A My dear, you look

Y E'l; ' radiant this evening.

A Ho-ho-ho. Who taught you how to dance? Hey...wha... ouch! Oo! Aagh!
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VERDICT

PLAYSTATION

My usual aversion to RPGs has been considerably
assuaged by Alone in the Dark. This is thanks in the
most part to the inventive storyline and visual excel-
lence of the game. While the use of cinematic editing
seems a bit confusing at first and can actually prove
frustrating when you are fighting someone, it goes a
long way to invoke a noiristic atmosphere to the
game. Likewise the sound effects are very convincing,
be it the echo of footsteps down a corridor, the rum-
ble of distant laughter or the creak of a door.
Although the puzzle elements are certainly taxing on
the brain they're not so obscure as to prevent
progress at a fairly even pace, and the size of Alone in
the Dark means that it's not going to be a five minute
wonder (a memory card is recommended). OK, so
Resident Evil is going to make it look second best, but
as far as RPGs go, Alone in the Dark offers some truly
illuminating moments.

ROB BRIGHT

JUUAES

ALONE IN THE DRRK

GRAPHICS

Spectacular backdrops -
if a little dated in style.
A bit pixelly close up.

—— e e o e ew S

ANIMATION........ g

Fluid movement with
nice character
expressions.

/b

Eerie and atmospheric.
Just what the doctor
ordered.

oOUND EFFECTS. &

Accurate and
effective. Top stuff.

GAMEPLAY 80

Thoroughly absorbing
and extremely tough.

If you don't mind
straining your brain,
you'll love It.

OVERRLL

This is a solid RPG
with a gripping sto-
ryline and a com-
plicated yet
rewarding mystery
to solve. Worth
investigating.
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'  be tarted up with 32-bits.

PG’s are extremely popular in Japan, with loads of
1hem released every month. Not many of these get a
UI( release, partly because of the problems of trans-

J J lating all of the text, and partly because most games

companies have decided that UK gamers don't actu-
ally like Role Playing Games. They've consistently
been proven wrong, as most 16-bit RPGs
have sold really well, and some of the
most popular Sega-released games on the Chack?
Mega Drive were those in the Shining
Force series. Mystaria on the Saturn is very
similar to these games, meaning that it’ll
no doubt sell to all Saturn-owning RPG
fans no matter how good it is. Being the
best Saturn RPG so far isn’t exactly tough,
what with only Virtual Hydlide as
competition but Mystaria is, in fact,

a very impressive game as well.

HARDCGORE THREEDEE ENVIRONS

Being a three-dimensional game, Mystaria is viewed
from almost any angle.

T

&

This is the regular over-
head playing view, where
it's easy enough to see
what's going on in bat-
tles. Grids appear on the
floor during fights,
enabling the player to
see the contours and to
judge distances easily.

This view is handy for
checking the scenery
before a fight. The “cam-
era” switches to inside
the head of the lead
adventurer, enabling the
player to look at the
surrounding area from a
realistic perspective.

Once a punch or spell is
thrown in battle, the view
switches to just behind
the attacker. This gives a
clear idea of what’s hap-
pening, and lets players
see the new special
attacks that are learned
throughout the game.
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Always a nice feature, the character naming is present in
Mystaria. It's always more fun to control a band of your friends
rather than a load of stupidly-named fairies. Here’s the CVG war-
riors on the quest for the magic wooden console - “Karrakos” -
which can produce fantastic 3D graphics with no dodgy clipping,
and doesn’t need plugging in (according to Tom C).

AUL (i) - Lions, tigers, bears, oh my! Cowardly Lion
Paul is a strong warrior who, despite being really
stupid, is totally vicious with his mystical spear of
Thrantos. To balance him out he's rubbish at magic.

I @ (Z) - Little Tom G may look weedy in his
plnk dress nf Sindyos... and he is too. Until he learns
any really awesome spells he spends his time at the

back of the pack, casting “heal” spells on Paul when
he gets beaten up.

D) (8) - The leader of the group, Ed is a master
swordsman and born leader. He can use his magical
sword to perform fantastic lightning moves and
always fronts the team in battles.

He's handsome too.

LTI

MY @ (4)- Tom's an aged archer, armed with a
maglcal bnw and arrow, carved by halflings from a
withered crab apple tree. He may look like a mad old
tramp but he’s particularly useful, as he's got a long
and accurate firing range.

VIRTUAL HYDLIDE
oHINING FORCE M

JAINIE (€)= Jaime's a ninja who sided with the CVG
clan whan his previous master, the evil Lord Bane,
killed his own troops with a large fireball at the start
of the game. Jaime can throw the lightning shurikens ,,{ HHPHIES 34
of Borgros, and attack with his spear. =2 G

ﬂetailed 3D scenery
7EL ()= Trea was also one and well-rendered

nf l.nrd Bane’s cronies but characters.
quit for the same reason as P | § e

Jaime. She's actually a v 3 HHIMHTIUH ......... 73

special type of tiny fairy with :
magical powers given to her s mage The character move-
by the druids of : 2 ment and landscape
Aknarathrogos as well as gl scrolling is jerky.

some really deadly attacks. st b - ) sl B S

SGRAP, SCRAP, SCRAP!

ﬁm usual fanfares

and atmosphric
‘toytown’ music.

The battle system in Mystaria is the part which will <l

bring the most comparisons to the Shining Force &l o . S0UND EFFECTS. B

games. Firstly, a character is selected by moving the P e Some really cool

highlighting box onto him/her. Once chosen, a number | ' y gy i

of squares on the grid are lit-up showing where it is

. e e -

possible to walk — depending on the character and : | s m
items carried. Once the character has moved into

] position, a form of attack is selected. Each attack has APk * eeailony o el Siightly tedious

' | : o V= —= fights but engrossing

a different range with the magic attacks generally R tons.
reaching the furthest. The box is used to select an T SR | | S —
enemy to attack. The view switches, and the attacker A ::;':c :: gs:z :;T;e Ed

swipes, hits, or throws his/her enemy. The Saturn then DA .. Iaunchin g mﬂ’" ---------------
calculates whether or not the enemy is hit or missed, £ deadly fireball of A long-lasting

g g adventure with loads
and how much damage is caused in the process. Kronos. to do all the time.

O e e S e e

- Il-l--!-l A aEma

An Impressfve. but not
entirely original RPG
which the usual band
of fans will adore. For
everyone else, it's
perhaps not exciting
enough to get hooked.

il
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SATUHN

Even though | used to play the old D&D games, I've
never really got into any of the console RPGs. This is
mainly because the fighting is always too long-winded
and slow. Sadly, Mystaria is very similar to the Shining
Force games, and so suffers from the same problem.
The actual game has excellent graphics for an RPG,
LNEEL & ; and the standard “save the kingdom from the evil
TR R N B S B | : Fy i e wizard” plot is as good as ever. Problem is Mystaria is
i 3 o ' gk | . 4 3 s just too similar to other RPGs to make it anything
particularly special. Still, it's an impressive adventure
that'll last a long time, and will no doubt please the
fans who are drooling for a game like this.

ED LOMAS
A
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ven after acknowledging Tekken’s alternative
H approach, Zero Divide is PlayStation’s first real answer
to AM2's genius Virtua Fighter series. But this out-of-
r nowhere fighting game is more than just an imitation —
A

\U

= -ka -

0T FEBRURR...

e e e

“"l 2 PLAYERS

s Wiy
.?I;_-lll- -:rql -l-'\-—l'-li -rrulllr‘:l-lllﬁll—wn.—r—l—\.-l-r ]

156 PC CD-ROM VERSION

- PLANNED............

*a ND OTHER VERSION

HVHILHHLE ...........

Lga g *-h R -’“ﬂﬁnﬁr

it's original too. While it borrows the VF control
method, it introduces concepts that hitherto haven't
been witnessed in a home fighter. The game has

o incredibly slick visuals, and some kicking techno sound- R i
. tracks. Zero Divide certainly has style. But it's the perfor- el
&%mw’ ..mnm, o

': mance that counts, and this aspect is placed under S . 1 _:;._. _

G iR > ~ scrutiny by the CVYG master-brain. Neurons to - - ﬁ"‘“* -

J:V A A 'w B ) analytical, let the operation commence... ﬂ"ﬁ T
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Leaping from the edge of the ring
doesn’t surprise after a few fights.

The majority of 3D fighting games involve a

Ring Out strategy of sorts. And the majority of
players feel pretty hard done to when on the
wrong end of this rule. Zero Divide solves this

by allowing droids to clutch the ringside,

should they accidentally step out of the com-

bat area. Contrary to what we said last month, gg
we've found there is a limit to how long a droid
can stay down, so it's not quite the tactical

ploy we had imagined. Still, there’s scope for
luring opponents off the edge, as well as com-
ing back with an almighty spring kick if their
intelligence is low. An element that definitely
adds to the game.
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‘ve heard some irritating vnices in our
time, but XTAL ~ the tournament’s resident
mentator makes an afternoon listening
to special offers down the market seem
: ling. XTAL is the entity responsible for
‘.. ging the whole tournament, and his
)pearance is kept secret until players are
sk '| ed enough to beat the game in hard
mo ode. As it turns out, XTAL looks like a brain,
th googly eyes and spider’s legs. To give
mutant credit, he at least makes timely
arks, that take their cue from specific on-
; en events. For example XTAL commends
hters on their use of a “Great Counter”,
says “Hey, your unit's gone” when, in
f: , it has. Novel though this feature is, we
spect that most players will want to shut
Al. the heck up. So it's nice to know this is
p . sible from the options screen.

|
.'-l-:
f

Tﬁa PlayStation’s finesse with transparen-

cies is extremely well-represented in Zero

Divide. It’s noticeable in the superb location
backgrounds, but more functional on the
droids themselves. During the course of a
battle, droids sustain damage which is made
obvious by sections, or ‘units’, becoming

‘transparent. Unlike Sega’s Fighting Vipers

coin-op, the damaged areas do not suffer
any extra pain if targeted. In fact there is an
option to switch this graphical effect off.
However battle damage looks so impressive,
we recommend everyone leave it on.
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Part of what makes the classir.: games so 'ﬂ’f‘f m?’ﬁ ? !HE’ Lt
great is the number of hidden extras they 1) MR L |

vt | '8 3”_' B
contain, and Zero Divide has them in spades! o
To begin with there are 16 different colours
to choose from, rewarded after completing
the game with every fighter; half of which
have completely different textures mapped
onto them for that extra custom appeal.
Zulu, the boss encountered after making it
through the game the first time around, is
available as a playable character. Complete
the game with him and there’s still more
secret characters available to discover. Last
month we showed you how Phalanx — a Super
Famicom shoot 'em up - is accessed, and
we've since learned there is a special sur-
prise in store for players who sit through
200 hours of total game time. With Zero
Divide, a Memory Card is essential!
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First thing you need to know about
Zero Divide is how the control
method is identical to Virtua
Fighter. Having said that, develop-
ers Zoom work the idea very well
indeed. For example the juggling
techniques swhere characters are
hit several times before hitting the
ground — are optimised, with spec-
tacular results. Certain special
moves, known as Interrupts, cancel
others out in a far more dramatic
way than in the original VF. And
despite the characters looking so
weird, they are fairly well-balanced
overall. If you've always had a prob-
lem’with the way Tekken handles ime s PR SR WIS
3D fighting control, Zero Divide is Y AT . oy e Tt -{ it S

¥ wnw.;.»‘r'* *#a;r---: '
i ';n Y 3

much closer to what you know. N i A e A

il i SECOND OPINION....... ...
R AN " PLAYSTATION

The first thing | should point out is that this is Paul's ¥

review and we've left the scores as he put them. g

k. p TR . Though | reckon that £D i1s a surprisingly good game, | I
) o don’t think it's quite as good as Paul 1s maKking out. :
The simple controls mean that anyone can play it but

the mass of combos and secret technigues can only

b accessed with some hard playing sessions, so it's

£oing to last those who get into it for ages. There are

some excellent new ideas — like hanging on to the

edge of the arena — but there's something about the

feel that isn’t quite right. There's a slight time-lag

hetween the combos being inputted and being pulled

off, though this can easily be overlooked as it was just

noticeable in VF and Tekken. The graphics are undeni-

ably impressive but occasionally become cluttered

and awkward and XTAL's commentary is plainly dis-

tressing. As Paul says, beat-"'em-up fans will get loads

out of it but most regular gamers will feel that it's

| nothing special. ED LOMUNG £
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Exactly when ¢ pur opponent’s chest

..--plater burst a@part? Or where did you first e gl -
- master Zero’s 9-hit combo? To help you N - e e SE"HES
remembef, there’s a replay feature in Zero ' AR e -
- Divide. £ t's the most thorough replay fea-
ture w seen anywhere! In it you can view
~ ther s from one of four angles, the best
V of is termed ‘Free’, meaning that the
= camera views the fight howeverplay-
ish: zooming ad out, panding
t,and t |
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modelling of droids,
and amazing locations.

AT €

Fluid, and perfectly in
sync. Characters have

great personality.

R

The sounds coming
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When Zero Divide became available on import some
months back, it was lost in the hype surrounding

Li—%;t.“‘ =

i Tekken. Now it has proven to be on par with the origi-

i nal Virtua Fighter — in some ways even better —and [ BV TLHHULD. ....cconneees

: offers serious competition for Namco’s game. By and It's hard to find any

'- large Tekken has been overrated; used as an icon to reasons not to recom-
lﬁ symbolise the exciternent of new hardware. If that's mend such a stunning,
bl all we're about, well Zero Divide is a better symbol all m:ﬂr“

2 round: better looking, and more hip for sounds. G controf

Where it matters, Zero Divide's only real problem is it
borrows too heavily from Virtua Fighter's methods —
which is more of a compliment than anything else. By

its own merits, Zero Divide introduces some cool new
ideas through some of the best presentation around.
- It's more intuitive than Tekken, although arguably less
' complex, and practically makes Toh Shin Den's flash
veneer obsolete. You definitely won't feel let down if
B you choose this over lekken, which ought to be rec-
. ommendation enough for anybody.

PAUL DAVIES
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hat's how fhey' d put it |f this story ever
appeared in the comics, because simply
~ put, X-Men: Children Of The Atom is
one of the most awesome superhero |
battle spectaculars ever brought h:vgeih-
er. All the more so, because you're not |
just reading it in a comic! Whenthe |
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game appeared in the arcades last year, it
& brnught with it a whole new superhero gnmmg BB

A e s A

sensation. The usual formula of soldier-filled
Shinobi-style platform levels was gone, raplucad
by exactly the kind of superhero game you've

._..]_-'I-| a'l‘ ._- - :'._

always wanted. One-on-one superfights with a

host of incredible superpowers to unleash, and [ EEEE T Lo e
plenty of scenery to destroy in the process. What | "0 % oo o B iy i
better superteam to pick than the uncunnlly-pnw- p
ered, hot-tempered X-Men2 And what better pro-
grammers could you hope for than Capcom,
bringing their proven Streetfighter 2 gameplay
with them?2 Last year, it was one of the hottest
coin-ops around. Not anymore though. Now it's
one of the hottest console games around!
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INTRODUCING THOSE
UNCANNY X-FOLK
IN FULL!

- | Okay. So you've got the X-Men
| to star in your beat ‘em up! But
1 WHICH X-Men do you have? .
Getting the right mix of super-
beings was crucial to this
game’s success, but as you'd
expect Capcom have chosen an

’ outstanding selection of super-
heroes — and villains — for their
X-Men line-up.

Tl el el T e

The X-Men coin-op was the first Capcom
heat ‘em up to use the auto-block
system since seen in all their fighting
games. Optionally turned on during char-
acter selection, it appears as a shield
when the character is attacked. Perfect
for heginners facing experienced players.

~ WOLVERINE

It wnuldn’t be an X-Men game wiﬂmut
mmllnﬂwmm,ﬂtedlmmuthe

Ganadianlsportayudasasupar-fast, |
lethally-clawed maniac. And that’s how

he'spomayedinﬂlagamtoolintlw

hands of an expert
he's virtually |

: unsatoppable in
fact, in the hands
nf Imﬁmef he’s vir-

tually umtoppable!

~ SILVER SAMURAI

Ha 's a samurai, he’s silver and he’s a
ﬁupenrlllain. As you'd expect from a
‘Japanese warlord, Silver Samurai’s
main weapon is his large katana
sword, which he ambuas with ﬂery
alectrlcal energy.

 And you should see

the size of his ¥

shurllmnl A dlfﬂcuit : & >
huta:leadlyone B N

ey

Mmt penpla wlll rememher this guy
fmm the old 'Spldammn And His
Amazlng Frlands cartoons. Iceman’s
powers are shm off to full effect
here, with Iﬁebaams and hall hlaats at
his dispnsal And - e
tha ease at which
_he can drop an
aatm'nld -sized lc-a—
_ball on his oppo-
nants ia chilling!

Fnsmslng nu Iess power than tha

abﬂﬂytnmntrolﬂwmther Etonn is
‘midable superbeing. At the lower
anti_of her skills she can ensnare her

et

appdnanta Min tornadm wlth her

| Onﬁ nfmax-h!ans must faarmma |

: ponents is this thawed-out Russian

ol _ler Possesslng Indastmc- _
Slashinie mll Sr on Red




if

b S P Y e o L R e M e T ol e )

3 SRl

i 7 e

-.‘l.n-ﬂ

T‘-.

.,u--a'f.
.

. J ] 1 -
PG _.,.h-*-Mt_.ms-- i hsiaba +=‘5" I’{\ R

FArid iz ; TETN
%—.pr h .._,h....:g; .,_ll-'q;' "'E'“

-. [ st
T - |

_| B

i) F.:_ j“r.:':':u A '.;-‘{“.':

R

-

[T =

B4

n:':'r":- -_',_-1...', o
:

l-||'l.\._

L+

T

:--.r i

,1'-.-..""4“' e = b i'il-,‘._ =

L e i '-I'_
*’ﬂm m.,-‘;:m FLREN. L R

‘R "|'T
[ -:EJJ-'

R c 111
"'-“1-1,1.;‘ rl""” TR -. T
F R .1 ‘-":Jl

Ber=n = S . = .4. i
R L S T R N TR B el S T VL Y e o SE AN ".m'-.f‘-» w:,._

’:‘“' Bl ;."'\-r 1-.‘H'F¢-.{f:l'r._-"\-5"‘1l L

-.eqf.-‘f-'. g“-,.':.

I\_U\,, t‘-.r"a "'||-.'\-I,|l. it

i
1w-i'ﬂ---“ L
1.|..-H-;"‘|' W

TATR T

Pl
¥lag

n =y p
Viad i-'.'.'-:'rlq.. =ERl NS

|I .ﬂ I.|I‘1'|;~I_"':I11:'cf'|11|1‘ “"£

_H.}I 1 I |'|

3 _,-“.r.

]

et

MASS DESTRUCTION!

Citywide devastation caused by
superpowered battles is com-
monplace in Marvel comics. So
much so in fact, that Marvel even
produced a comic called Damage
Control that dealt solely with
moping up after New York's
superheroes. Following in the
vandalistic tradition, X-Men
features property damage on a
scale unseen in any previous
beat ‘em up. Most of the levels
are actually many storeys tall,
allowing for floors to collapse
from the stress of the epic bat-
tles, sending the super-combat-
ants plunging to lower levels -
whilst fighting throughout the
whole fall, of course!
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 THE X-FACTOR!

Devastating special attacks are the least you'd expect from a fighting game
packed with superpowered beings. So, how do the X-Men get their real
kicks? Well mutant-lovers, that comes from the Hyper-X attack! By hitting
your opponent or pulling off special moves, you can charge up your Mutant
Power Meter. Depending on your chosen X-Man, you can release various
strength Hyper-X attacks, with a full power meter unleashing simply awe-
some super-special attacks, some of which can clock up 50 hits or more.
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On the character select
screen, follow the path
shown, depending on which
player you are. Start at the
red dor and end at the blue,
pausing over each character for two seconds.
On the last character, press A, Z and C EXACTLY
together. Get and right and you're Akuma!
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AKUMA IS IN THERE!

As with the coin-op (and virtually
every Capcom beat ‘em up made
in recent times), Akuma, the extra
boss character from Super
Streetfighter 2 Turbo, is hidden in
the game. He's faster and even
more lethal than any of the other
fighters — just about all his moves
can be stringed together into
lethal combos! Here’s how to get
him - on both joypads - for incred-
ible head-to-head Akuma combat!




WE’VE BEEN
~ EXPECTING YOU...

aitlng at the end of the game are
2 two boss characters, the
stoppable Juggernaut and the X-
3 m s arch-enemy, Magneto! In the
- coin-op, they are nothing more

than boss characters. However, in

e Saturn conversion there’s a
aat allowing you to play as them!
om claim it's quite an easy

h -: to discover, although we've

t to uncover it. Nonetheless,

2's some pictures of Professor
X glgantin half-brother and the

T. nstar of Magnetlsm, in action!

e e T — ]
T ] . —

This IS X-Men the arcade game. And X-Men the ' h SRR e o
arcade game is an awesome experience. Players in a i) ; '_,,m',w,_':
f:iL:rr:,- tﬂ.:ah?r"_uf:h:jrr c.ﬂrm,t::abeﬂ fighu_r‘.g; ,_,'ar'r.‘-.ea had Fnrfact lewl nomins
bett{-:_tr get a grip, before incredible titles like this start look. Dynamic fighters
passing you by. Just look at the incredible action and awesome bnc.ltdrops!
sequences rhsplmﬁcf on these pages. Does this 0ok

old fashioned? Boring? Waste of time? Not at all.

Capcom are the all-time masters of the fighting HNlHHT"]N ,,,,,,,,,
game, and X-Men is the perfect joing of forces - N Gssan't Bave 558 2D
Marvel's uncanny characters, combined with to impress. Super-smooth
Capcom’s tremendous sense of dynamism. The animation. Incredible!
combo potential is unbelievable. Of course some
frames of animation have been sacrificed for the
greater good. But when it’s this good, why worry!

PAUL DAVIES

VIRTUR FGHTER 2 8

ﬁjﬁuLnEn AXE

L T e e B il B

ﬂncltlnt.lunn: give
the game a quality
action cartoon feel.

Just wait until you
hear Colossus ram
you through the floor!

It's Street Flghtar 2 on

VERDICT
SATURN

If you're wondering how this game could possibly be
of interest in the aftermath of Sega’s awesome Model
2 arcade conversions, you obviously haven't experi-
enced the coin-op. The combination of Capcom’s

amphetamines!
Awesome gnmuplajrf

Another essential
Saturn title. You have

to own Iit!
punchy Street Fighter 2 gameplay with the awesome
X-Men under your control, makes it one of the bes | - } ; l
fighting ',-_‘,1':1”-&.':.- yvou'll ever play. And this Saturn con- | I g vty
- == - @ I-..l.ij.'q.i iJ 'L

version is virtually indistinguishable from the coin-op. : ’ -
R S BT, S AR Frnnfthltthnia‘lum

The feeling of being involved in a massive Marvel

e A et R AT it R P ! ., PiTs: is | ME home coin-op

superbattle I1s [.I't;'l'_'fF:L'Uj," r.;f::_ut_l_‘ red. Ludicrously powerful machine of the
moves, massive fantastical levels to leap around or moment! One of the

shatter, all topped off with top-grade music and best beat ‘em ups in

sound effects. And the fighting action is mentally fast, existence!

as you reel off super-attack after super-attack in an

attempt to pound your foe into oblivion. It's a titanic

experience! So, which one should you get - VF2 or
X-Men? | honestly think you should have both. They're
drastically different and you'll enjoy owning each of
them. If you have to make a desicion though, VF2
wins. It 1s the best game ever, after all! Yet more
power to the Saturn and a brilliant taste of what we
can expect from Darkstalkers 2 and Street Fighter
Alpha. And roll on Marvel Super Heroes!

TOM GUISE aka QUADCLOPS




v

.._rg a Rally rldlng roug

Hays lon racec this

[ ]
il

[ =

next six pages oug hl Lo u\' e yauwsanie idea...

~,J;.r"'

Cﬂ =

y / a;a-i;
sﬁh

= IR RS ““\‘\

L rrl.-.p

3 00TTED . \L*""_“f'
SN Ry

-

Fans uf the Bee Gees and pnssu-
bly even Kenny Rogers are in for
a treat with Ridge Racer
Revolution, now that the music is
geared toward Middle of the
Road tastes. And if you believe
that, you’d believe that Tom
Guise is awake at 4:30 AM each
day, helping elderly birds catch
the first worms. Truth is
Revolution incorporates remixes
of classic Ridge Racer themes
such as “Rare Hero” and
“Rotterdam Nation”, alongside
maghnificent new grooves titled
“Maximum Zone” and “Drive U 2
Dancing”. As ever, the music is
enough to fry your brain, with-
out so much as laying a fin-

ger on the control pad!
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CHECK YOUR EYEBROWS

-I-"'-Ir"?ﬂ o

// R | 'i‘ } : |
R e ]
ﬁ“‘ﬁ T w A Revolution features more speech
- . - than any of its predecessors.
i m-;qh.,'_,_\fi,:ii & Now the commentary runs to
R e around twice as many phrases
. e il el L o ' as before, so it seems that dri-
e W b | vers are being prompted,
' e — praised, or mocked almost with-
ME - opyyo- out respite. The mystery voice
aa - e now says “Get ready to block”,
| : when cars approach from behind.
'! Questions “Taking your time
' aren’t you! What’s wrong, engine
trouble?”, if the car remains sta-
B tionary for too long. And “Ha-ah!
% 17 03”650 o - Ha-ah! You're too slqw" t_n indi-
ol / cate that you’'re behind time at
3 4’ 10" 765

specific points. Slightly weird is
| the term “Locked on target”, as
= | though cars are equipped with

'S et
L e | missiles some hope!
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In case you hadn’t guessed from the screen-shots, the majority of action in
Revolution takes place on a whole new island. The circuit passes through a
strange blend of modern Japan, the Bahamas, and future city. Each locale
has its own distinguishing features, for example the monorail which passes
overhead is identical to the one found at Narita airport in Tokyo. There are
also aeroplanes seen performing aerobatics at some points. Often the
sounds match the visuals for finesse, as expressed by the roar of the sea
near the beach, or thunder of jets from above. Of course the helicopter
remains cool in both aspects - sight, and sound.

1' 104765

¥ .\-'

4’ .1{1"'2"65

What's the Waltons’ house
Heihatchi from Tekken. Don't doing in this game? Never
spend too long admiring him mind that though, there's a
though, this is a sharp corner! billboard for Alpine Racer.

Phwaor! That helicopter is
totally excellent! You
wouldn’t believe the crazy
places it shows up. Wah!

Hey, look everyone it's
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Future city, we think.
And that cool helicopter
again. And that girl with

As you hurtle around
this hooded corner, you get
to see and hear the heli-

Mud huts. Swarming
with cannibals no doubt.
Don’t stop to admire the

the stiff-legged walk. copter buzzing overhead. view, or you could get eaten!
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WAVE GOODBYE TO ANOTHER YEAR! s s

B ELUE SOLVALOU

M - It's more qf _the same, but since it's Sﬂ_much more,
- 4l : and the original remains fantastic to this day, I'm
- ' hardly disappointed. Still I've mixed feelings toward
[ srtineaness Revolution. On the one hand | can't believe the sheer
i e S volume of features it contains, and am constantly left
ShP | awestruck by the brilliance of the presentation.

Equally I'm floored by the intense gameplay, that is at
least a 300% improvement over the original — talk
about extreme concentration! The point against
Revolution is that we haven’t been introduced to
something entirely new. While | am dedicated to beat
the game in an almost hypnotic state, there's
nowhere near the same elation felt at spying the
secret cars, or happening across the circuits in mirror
mode. There's no magic, it's just a cold Kind of satis-
faction — not red hot and essential as before. Of
course | recommend this amazing game, wholeheart-
edly. Just remember there's an element of been there

: before attached. '
- st PAUL DAVIES |

fial FrTy i TR TR R A

CAR SELKT. CAR SELECT

|

0’ 59”636

4' 107765
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WE use thls wurd a Int ynu’ll ﬁnd but the twn-player angle on Rldge
Racer Revolution really is INCREDIBLE! Not only does it make excellent
use of the link cable, but the two-player link game recalls the entire
race course from the first Ridge Racer game. Far more than just an
open road on which to do battle with one other player, the original cir-
cuit is available to race with all 12 cars should you wish. If you're fortu-
nate enough to take advantage of this feature, we guarantee you’'ll be

massively impressed. Plus, we're almost certain that a cheat exists
which allows players to compete on this course in one-player mode too.

TIHE g .
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Once you’ve gained first position in all six circuits (regular
and extra) an enlightening experience awaits. It's a dark-
ening one too. And may even have a sort of middle of the
day type feel to it. Okay, we’ll stop talking in riddles.
When you totally complete the game, an option to change
the lighting becomes available. Before a race, and before
even selecting a car or race course, you are asked to
select a scene: Normal changes during a race. Noon
keeps everything looking crystal clear and well lit. Evening
casts that ethereal yellow glaze over everything, and
Nights throws everywhere into total darkness.

R R L B _R_L L R_L_R_§ T §_§ T § ]

i |

PLAYSTATION b | S B
Most of the PlayStation titles we've seen over the last ; 1 : HiH

couple of months have left me distinctly unimpressed. :

Ihen Ridge Racer Revolution comes along and brings WG e, ol 4 ! :ﬁ;t;‘;::;,‘:'r:s;: :: ::u
back the kind of electrified excitement | felt when the : [ _. . e - car sick. Brilllant!
PlayStation first arrived at the end of 1995. The game £t ¥ o
Is incredible! Yes, it is basically Ridge Racer with an
all-new track, but the fresh challenges it presents
make it one of the most thrilling games I've played. As

Rk ol R __L__h_ 1L F__J _L L & & L L 3§ 1 ]

e [ R CR 3 .
MICID -'-5{{"’- Hlg ST

. | g I-I:"..' i !
LUl i S b st |
il ot o 1_‘.__.11;;.;-._5[ ] -4 “'-.\__

Hard-core, bangin’,

before, beating the new course in all its forms and :
. : ; ; Lovely day, chaps. echno choons.
gaining all the new cars gives the game that killer , What]:vh a]:' :ymngp Eu:;s;r
- - ' -

addiction that has you wanting to totally beat it. This
Is definitely a game for Ridge Racer fans. If you've
beaten the first game, you know how exhilarating it
was - and you must have been craving more of the
same. Well, here It is in spades. A brilliant extension
of the Ridge Racer experience!

-k R L E_ R _ 2 __R__JX WL L L 2_ 3§ T § J

Engine sounds like a
siren blowing. Speech

T“M GUISE - s+ | e is excellent. Mad!
- '.- i : -L. . ll"'I Y e e S id A F L - .\_.' ‘ £

s e B e A ol e e

RS s T R R B A e T Rl FRSE S L . So0-00 intense! When
i S A R : e ey N M e racing the faster cars,
@I"-é.-':"f’}”ﬂ--’ Bl 04 4 2 Lo B e, : rnunl tallle

I say, hark at that pasltel‘y Dash! It's a trifle dark around | 94
glorious sunset. Simper. these parts. One could get lost!

S50 many extras. Plus
it's a mark of cool to
master this game.

|
ri.‘-.lll | A !
| L A e w l &
e _}11_‘__: iy

Everything Ridge Racer %
maniacs could have
wanted from a sequel,
especially in terms of
challenge. Might not

convince Sunday

PLAYSTATION

Unlike Tom and Paul, the original Ridge Racer
passed straight over my head. | found the weird car
handling frustrating and unrealistic so | just didn't
want to play it. However, I've recently been playing
the game quite a bit and think it's fantastic! Exactly
the same applies to RRR. Though the car handling
isn't particularly realistic or instantly accessible, with
time it can be mastered along with the track(s),
making for an incredible game. Personally, | slightly
prefer the slidey car handling of Sega Rally but this
game still deserves every percent it's got, and should
be bought by every PS owner. It's the first PlayStation
game since Wipeout that I've really wanted to buy. -

ED LOMAS
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PLANNED

NO OTHER VERSIONS

HVAILABLE

In the old days you had to
go to the pub to play pinball.
Not anymore though, this is
the future. So take a beer
pill, switch on your android

mates and enjoy Tilt.

t is widely rumoured that the
development team who
worked on Tilt spent many
hours visiting the shady cor-
ners of public houses across
the country in order to produce the
most realistic pinball simulation
possible. If you ask me, that
sounds like a pretty lousy excuse
for submitting a somewhat dubi-
ous expenses claim "in the pursuit
of accuracy". Whatever the reason,
it seems to have paid off as Tilt is
certainly one of the most realistic

horror table

and it's got a
ball in it.
How horrible.

simulations of a pinball table we've
seen so far. But then it would have
to be, because it's up against
some ridiculously stiff competition
at the moment - there's Empire's
Pro Pinball, Ocean's True Pinball
and 21st Century's Pinball
Fantasies, to name but a few. So
how does Tilt match up in the
ensuing pinball war? It's got the
looks, it's got the realism, and it's
got a massive six tables for you to
flip away at, but can it ‘tilt’ the
scales in its favour? Ho ho.

LOOKIN' GOOD

The most impressive part of the
game are the awesome graphics.
Genuine, you've-played -'em-your-
self pinball machines have been
painstakingly recreated, with effec-
tive use of reflective and transpar-
ent surfaces. Even the

rivets and welding marks are exact-
ly as they were on the

original machines. In order to
achieve this, the programming
team dismantled several pinball
tables, and measured all the
mechanical gubbins inside.

This has all been put together with
an engine that allows free-flowing
movement of the balls, which react
naturally with the springs and
buffers they encounter.

The side-games and cut-scenes
add an interesting dimension to
Tilt, but players will have to exhibit
some pretty skillful flipper work to
experience these - just as you do
with the real thing.

Looks like
Tom Guise is
having his daily
lie-in, much to
the disgust of
the evil art
master.




b ANDROID FRIENDS ACTIVATED!

.' Play Tilt on your own, or with up to

¢ three other players. Be careful who SEUHES
you invite around though, or your

5 shift keys will never be the same

again (We're speaking from experi-

ence here).

A NEW PERSPECTIVE ON
PINBALL

Tilt offers three different views for
your game. 2D scrolling, 3D
scrolling or 3D full table. The
scrolling views offer a player's eye
perspective of the ball as it
_ ricochets off the many obstacles
- littered around the tables, but it
can be a very disorienting way to
play the game.
, SRy _ Players can also fully customise
_. 4 the graphics depending on the

- capacity of their PC, to maximise
the running speed of the game or
go for the highest possible

HEf. ~Nresolution. @000 N Eeee—
J ¥ g o S g v B vecs 68

Impressive 3D-effect
rendered graphics.

ANTHGIES

ILLUSIONS

- -

ANIMATION.........

Smooth animation
creates a 3D look from
rendered frames.

=]

———

- e .

ifr

Appropriate - but not
exactly inspiring.

SIX OF THE BEST SOUND EFFECTS. X

There’s an impressive six tables to choose from, all with

their own theme. Horror, Myths & Magic, Space Quest, Jik e ” gtz 5y
Fun Fair, Gangster and Roadking USA. All the tables - o realism.
offer a variety of different side-games and specials, T | v

GAMEPLAY 85

Well-programmed ball
movement and plenty
of challenge.

and appropriate sound tracks have been laid over to
add further atmosphere.

Roadking, the brilliant Proclaimers song.
Oh no, that’s King of the Road.

} *F!‘_"" # ....:‘,__,'.h
FUNFAIR e GANGSTER ™ 1__ ‘E

JERDI -

plenty of pinball

Pc cn-ﬂﬂm amusement.

Despite the obvious effort that's gone into Tift, tsstilf @ g-=-—=---===c=m====-

less realistic than Empire's Pro Pinball, which has got [WEHHIJL
i = b el = al = Y . - ITI- l_j | 1.

hall movement down to a fine t the ophion

MYTHS & MAG[C r ” Hoﬁnon six tables to play (as opposed to Empire's miserly one A graphically
X i e P _ more than makes up for this slight downg ru{’rlm' In excellent,
J’ B ‘.“ﬁi g %’I"“M - performance. Although a nice a touch, | found the entertaining

pinball sim.

e " a3 b -"" HW‘QQ
y/ 4

scrofiing 2D and 3D views made me feel a bit seasicK
after a while and were soon dropped in favour of the
full table 3-D version. Whichever view you prefer, you
have to concede that Tilt is absolutely stunning,
graphically speaking, Annoyingly you have to exit the
program to the start up menu 1o sample the six differ-
ent tables, which takes time and is more than a little

frustrating. The side-games and video sequences add

a5 .
SPACE QUEST [ longevity to the play, and the option to choose any

o ey Vi ek = one of the six audio tracks on any table was a reliet,

as one or two of them were really annoying. Overall a
great game, but ultimately something you will only
want to bash away at for short bursts at a tme.

KATE RUSSELL
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SATURN
PUZILE/FEEDING
SEGf .
FIMPORT

FALE about feeding animals. |

NO OTHER VERSIONS l y ¥ i
s t's been done by AM3.

ARCADE VERSION And if you think all that’s
AVAILRABLE weird, you'd better take a Iook at the name.

aku-baku-baku-baku. Ah, there's I_ESS“N 1' THE Foon GHAIN

nothing quite like the sound of et : _ =il : o
animals eating. And that really is Yep, it’s a puzzle game in that Tetris-style tradition again. Only this time

nothing like the sound of animals instead of shapes, beads, ghosts, biscuits or whatever, falling down the
screen, Iit's food and animal heads. And the animals eat the food. Except

eating. They go more like snuffle-

P » scrunch-snort-yum, if they’re chomp- each animal only eats un:e type of fun_rd. And _that’s hm:u you clear thf',-
e 1 ing down a trough of oats or the screen. So first of all, let’s get acquainted with the animals and their

like. Baku baku IS however, the chosen specialist snack.

sound little computer animal-heads
make when they're eating. And boy
is it irritating! The incessant sound of
electronic saliva washing down a
feast of banana icons. Mind you, it's
even more annoying when they're not eat-
ing. When you can’t feed your monkey-
heads the bananas they so crave,
because there’s a load of carrots in
the way. And you can’t get the
drooling rabbit-head to clean up
the carrots because there’s a flamin’
load of panda-heads blocking the
digestive tract. Know the feeling?
No?¢ Well you'd better strap on your
wipe-clean bib as we take you through
Baku Baku Animal, an eating game that's
less complicated than heartburn and more
satisfying than a firm, solid dump.

You can call
me The Ape
and I'm quite
partial to a
banana! Ooh

I’'m Scampi
the Dog. Give

S o s s 5 & Yeh hi, I'm the
- Sam® od; & 7 e Panda and |

Jjust love bam-
boo shoots!

S

Eek eek, I'm
Ed Lomas and
I'd like some
cheese, if you
please

£ >

My name’s Mr
Bunny and it's
carrots for me!
Thank you.

SALAD DRESSING!
If you haven’t guessed yet, Baku princess herself. Although the FMV is
Baku is one weird game. And this is quite ropey, the characters are
reflected by the bizarre SGl-generat- beautifully rendered and appear dur-
ed cartoon that leads you into the ing the game, chuckling if they're
game. It seems you're after the hand winning or sweating if they're losing.
of a princess with hair like green In fact all the graphics, including the
chillis. To win it, you have to play munching animal-heads, have been
against a host of strange characters, impressively rendered on Silicon
including the king, queen and Graphics workstations.
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ONE COLONEL'S COMBO
PLATTER PLEASE!

I

L\‘L\'
SR | 2

Pleasant as it is feeding your little animal
chums, you can’t win the game by just shovel-
ling grub down their gullets and clearing the
screen. Nope, this is one of those puzzie games
where you have to beat an opponent by filling

up their side of the screen. And the only way to
do that is by causing chain reactions of animal
feasting on your side of the screen. In other
words, you have to ‘strategically’ drop the
icons, so after one animal has cleared its food,
the icons above tumble down to cause another
animal to feed. This as it’s known in the food
industry, as a celebration dinner. And, in fact,
the instruction manual suggest a few
celebration dinners of ts own.

A By neatly arrabging the

[§ A
i |
o e e

L.Hnr;’_s; another fﬁﬁly

animals as shown above, the combo. Once that dog eats
carrots can trigger a combo. the bone, it's set off!

A Aw, does Panda want some bamboo
shoots? Does he want some shootsies?

'_| L-J‘—_I!_H_IIE -".'I'Ilr. S AR 2l r IS Inole

s ey LFLTLAS LS o [N IE R T

N T LTERL PRLTE T

4 There's too much stuff on my
- screen. Cheese, I need some
.| cheese! Or panda-heads! Just

=== | give me something!!

o

el

** 1 A Some coins have appeared,
.| clearing away some icons! Criminy,
__ | everyone's eating. I'm saved!

VERDICT
SATURN

So it's a puzzle game where you have to match up
animals and food, eh? A novel idea, but not exactly
one you'd think would set it apart from any other puz-
Zlers. The truth though, is that Baku Baku is a wicked-
ly enjoyable game! It's the wackiness of the whole
thing that makes it such fun. From the excellent
gamey sounds (Baku Baku's effects are as catchy as
those of Pacman. No small coincidence when you
consider that Baku and Pac are both eating sounds),
to the madcap animated animals munching their way
around the screen, it's an extremely uplifting
experience. I'd say it's this factor that makes Baku
more accessible to non-puzzle fans than the more
serious Tetris, or even Puyo Puyo. In the same
respect though, Baku's gameplay seems more geared
to lighter puzzle enjoyment. Alithough tough against
the computer, winning seems to be more a case of
blind ‘combo’ luck than any real skill. Of course, you
can plan stunning chain reactions, but most of the
time they seem to happen anyway. Nonetheless

though, an brilliantly fun game.
TOM GUISE

STORES

BRHU BARL
PUY0 PUYD

GRAPHICS

Colourful, cheery quality
look gives the game a
postive feel.

ANIMATION........ L&

Excellent muching
animals and the icons
even beg for the food.

Catchy calypso tunes

and musical box num-
bers for dining to.

SOUND EFFECTS..&L

Brilliant video game
sounds. Munching,
bleeping and screams!

GAMEPLAY 32

Extremely addictive,
hyper-active shape-
dropping laughs.

For two-player puzzie
munching laughs it's
a feast of fun.

OVERALL

The non-thinking
person's puzzle
game. You CAN
play it seriously,
but you can’'t take
it seriously!
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JHIURN VERSION

PLANNED ...

NO OTHER VERSION
AVAILABLE....

e love the idea behind Krazy Ivan! Here you are, you're a

energy weapons, and supplied with all manner of missile /=
and incendiary devices. Sounds good, non? Your task is -r“’“'*

to travel the globe, dropping in (quite literally) on vurrn “

crisis situations, and helping out as Dnly you can. | 4
Each location has a number of ‘arenas’ where you find massive’
alien monstrosities; either human-based creations or robots-based
upon animals. These enormous machines of death are tooled up
in a similar fashion to yourself, and are more than happy to while
away the hours frying you in your own juices.

As you move through the gloriously 3D-fied landscape, various
minor alien enemies do their best to bite chunks out of your shins,

al
Bt b 7

I'? - ::li"l."-'l-T i sl:
| I' t.. 2,

Every enemy destroyed releases a num-
ber of hostages which can be collected for
extra points. Hurrah!

The intro sequence is a right old treat to be
sure. Though technology doesn’t allow us to
show it to you in all its glory, please acept
these static shots instead. Sorry about that.

LIRS P
B B
o, Sl T mtdag B e e R e
CRF g | L e £
R - =

mental Russian soldier, suited-up inside a massive metal- / manner of

lic monster, armed with the latest in lasers, plasma, and At
;sﬂ ot

e
" u
e ]
1=

I..'

20 S e e R e fUI iiems J e 1 | T
pissilé replacements, and even s .'

A g -
r

if demise releases all
sld recharges, extra weapon

B each location you're treated t6 @h awesome-looking
“scene (although the intro seque ce takes all the nomination
‘as fnr as the ‘best presentation’ award '§0@s) while a helpful coor-
dinator appears on your screen every now ‘and then, instructing
you of your next target or helping with information about known
enemy weak spots.
Though you're pretty damn impressive to start with, as you
progress through the levels, energy spheres can be collected and
used as currency (or should that be current-cy? chortle chuckle) to
buy new weapons after each successful mission. New lasers,
plasma guns, and additional armour can be purchased, along
with more powerful missiles and some
incredible special weapons for your tank-
on-legs. Of the latter, you can expect mas-
sive Yortex Bombs, power beams, and even
disrupters (that make the screen go ‘all-
shakey’ just like old episodes of Star Trek
when they used to pretend to get hit).
And there you have it — simple but great!
Ah, but of course you've yet to see the
revealing verdict. Step this way sir.




REVIEW CVG

!
I |
5 e B i I Ty e g rapy e re T B o s i i $ TE T Ty - — g - - . . - .
[k R R L B L R S LS S e TR P R P (L TR AT e i o R B e D SR i T - ]
E] Bl e, oty Ll & 7 T F T : po :
| i W E L] R - - g . . i 2
{ | st B BT b s 0 Fi fae 13, L g e N e e foien el
. - ¥ iy RN Ao 5] ~Eal | i 1 - ]
B TR 1 ..':-r;' o e s iy e B gt ™ v h | 4
Wi 5 _:fﬁ_.-,,kfj_"j‘q:.-;.-..-_-’ Dan . | - j 1R K _
1} -m .ﬁed'.“T g ""p:'-!'r.'fu. v ; '] i fi g i
|l - 1 - i i .. = i ] : x
N - } 2 . i T
: e T Y T b, 2 [
T & = L - iyl it g t ARSI e L, ! -
& l 8 L Y R T (S R P e R
> I|" ..} L = i i iy I _1“.1‘__.._-”.:_ o TR _- [ i
H 5 - '-E.l-l " | ‘;;.r - [
T : gl
i
f

o ¢ o It's not just the big guys you have to
.Y o - ‘d" worry about — there are tons of smaller

gits to be dealt with as well. Unless you need to

UPGRADE TIME

After each successful mission, you
= ' o return to this screen where
o | 7 ) ‘a:ﬁ ' Ll any collected Energy Cores
; ' can be used to buy new
weapons, better missiles,
more powerful ‘specials’, or
simply to improve your
armour. You can only operate
with one type of missile and
one type of special during a
given mission, but can have
up to five different gun
weapons. These can be
cycled through during play.

e kill them for the hostages and power-ups inside,
P Jjust keep moving to avoid these pests.

Once you've cleared a location of its big
robots, it's off to the big energy shield.
This is all very reminiscent of Tron and
Star Castle, so shoot out the shield
walls and take out the source. Easy!

g
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MISS_I!]N LOCATION:RUSSIA ?
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Wltﬁ _
twin canhon:
Dwarf looks™
absolutely supeql
He also has some™
damn fine anima- .
tion when moving. * 1 -

DE0LOIE — More of a robot goril- [RAFTOR — A tricky fella, if only
la than anythlng else, Dedlok supple- hacause of his tendency to jump

ments his firepower by supporting him- into the air like some demented frog o

self on his arms, lifting his legs in the every few seconds. Other than that, ‘
air, and firing energy bolts from his feet. unremarkable.
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MlsélnN LOCATION: SAUDI ARABIA |
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SENTINEL — Known
to hls friends as
Humpty, this enor-
mous flying egg-
come-squid is a
curiosity and no
mistake. What can
we tell you. Shoot
the freak!

J_ .l

This feline-esque Suunds more like a tablet for
3 S droid is impressive to stress than a monster, but this
RO - look at but, as hard chap comes complete with

always, a right old his own supply of missiles. Grr.
push-over.
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“M'|§S|0N LOCATION: JAPAN @

'.l'hu unly enamy that A beautiful sight to

has realised the way  behold, Arclight

to success is to has huge wings

constantly side-step. that unfold and

Fortunately, he’s still spew death in your

not as good at it as face. He's not so
DU are! tough though.

ying on pure bulk, Another very crab-
pssus has a pen- like baddie, but
t for suddenly not one to get par-
g at you with his ticularly worried
down. Er... step- about. Side-step-
the side ping tends to do
ort him out the trick, surpris-
course. ingly enough,

T L ey

MISSION I.IJGATION NORTH AMERL‘IA

WL Rty R

THUNEEHFDU'T-{IJ_ REFLEX (2)

TWISTED METAL

X b 5 & ]
- 5 i N N R N S R S R SR R —
hq_l - . T oA o e g
1% I. s - .1 Hu
i #
. Ry LT .
i i '
. i I " E d " I N e e RN R e arrssEeEEw
. e

Excellent 3D scenery
and some amazingly
impressive robots.

FIREBALL (3) GRANITE (4)

s few bad- v
at isn't a com- LR i . oo B BRLLLLLLLLLLLL SR
2 push-over. A bit ‘ il ' ; :
yfish-like, Granite N £
retract his legs, UR A
n the floor, and 5y AT e —
ut energy bombs.
so packs a fair [EEEEEEREE T e G | R SR BBt THRRESEEEE ] | | bbbt
ch. Good quality and
e ‘ it : atmns':merlt: tunes.

BEHEMOTH (1) Realistic explosions

and clunking noises.

- e e .

oo - & s . GAMEPLAY.._ 62
tic, P
l':ﬂur recorc f ' ; thfiﬁ:n

onds {We kid yol ; fault.
WZZSAW (2)— One 2 P N B | e m——

mmcnlnurful aliens, - _ o il BB, L 1 o SEELSSEN VALUE

Buzzsaw is part-humanoid, LU LW — One to get | e RO T i A

FII'I"WHSF llrnr sumath’ﬂgj. cmam‘"g' b"t q!- : P . .' _I--_.h_ , PR3 s 3 k& i . M‘h it's ﬁm' the

Anyway, he's jolly pretty, othe at, notmuchto}) = B8 sl ¢ i e small fault ruins its
but still well worth killing  write bout. As always 8 LAVl e o PRI )

ASAP. just keep ing. R e |0 B e

SCOHEH] (3)— Probably BARAPAGE (5— A vaguely
Hla mnst boring of all the crab-ﬂk.e creation that
enemies, only because he  makes things

takes so long to kill. You slightly interest- PI. AYSTAT"]N

can only shoot him in th ing b ion-

head, ::;d he keeps :ur-e ;:ﬁ, g;;:;as s From the moment Krazy Ivan loads up, it looks as
mwl'"g into the grﬂuﬂd. Oh around for a bit. though }"'DUITE in for a rght old treat. And then it all

what fun. No I"Eﬂ"jf what a Egﬂd.r What will goes nombly wrong. Yes, sad but true, Krazy Ivan 1S
challenge ; : they think of flawed. The culprit? A simple manoeuvre | like to call

next? the ‘side-step and turn’ move. What am | talking
about? Well, whenever you come across something
that wants to kill you, simply move to the side, but
rotate at the same time so as to keep nim In your
sights. You can merrily blast him to hell, while he gets
all grumpy and confused; shooting at the space you
occupied a scant two seconds ago. Oh dear. A right
shame, and no mistakin’

MATT BROUGHTON

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

VEHHIET ........................................................ A very impressive

action game with loads
of big robots to kill.
It's a real shame the
unseen fault makes
doing that far too
easy.

/5

T
]
L.
i~
. B



L T R L T e o A e A i T T A M Y R D el DA SN A K ﬂm “-""-R' WMH%\"‘-W i:#."-., 2 "-‘.'i" """-H-R' el -'h'-.ﬂﬂ‘\ '!-‘?'!""MQ-'H ﬁ'l-'ﬁh’i'-?f -:'-:-‘-.-K “*“'Jﬁ"'-: ‘i ":'-“'h“‘x "-':- B O o T R O E T

You have to catch these games
quick, y’know, or they're
snatched away again before you
get chance to enjoy them. We're
talking about Namco’s new batch
of coin-ops, first previewed in
November’'s JAMMA feature.
Recently they were on test at
Namco’s WonderPark in London,
so Ed got his skates on...
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I Beat- '&m-up
W 50p per play
M Namco |

n 1-2 Playem

Arcade fans have | lmki Ng TOrv
-'-Mﬂmsmlsdgommmwmm _.
yourself it's easy to appreciate why as the graphics are 'Z'_; the n
in a beat-'em-up. The game is essentially HTMH-EGHGWM

and not just ordinary weapons, these are MAD weapons
ing warrior — mnhamﬂmﬂﬁamtmmmwmlmwﬂﬂha
available across the country soon and is a hot favourite for conversion onto the

wonunmaumummswﬂwmm utﬂt_l'nﬁﬁlﬂnﬂmzlnoklngas |

The charmtars ranga frnm tha usual fast, mk wnman tn th& m
hulking blokes. Though that all sounds a bit dull there are some
totally fantastic and original characters like Vold - a a!tl’ﬂﬂ!& ﬁghtqr
' - with rotating blades for hands. Pumng off thnr mchl moves is ifalrly
standard in that it uses pad rolls, joystic pushes, meaning tliut
there are loads of possibilities. Sadly, there haa to be at least ﬂnﬂ down side and in
Soul Edge it's the speed. The game is far slower than Tekken 2 or VF2 when it's Wﬂi
played normally but the slow-down is particularly noticeable when pulling off a
combo. If three or four buttons are hit in sequence, the character will take a &wm
onds to pull off the three or four attacks, nmnphtﬂly ruinlng the feeling of really con-
trolling the characters that is found in Streetfighte a, for example. The wﬁm
are totally incredible, not only in still pictures but when the; mmmmg as

well, as the items of clothing and oﬂw fine dﬁtﬂlls gl‘ldh around as -

though they were really real, as it were. The fancy th'tlna effects m

add to create one of the best-looking amada M at thu mumnnt but 3, 5
overall it's a bit nfn let- l:luwm e | 3
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Another of Namco’s direct challanges to Sega is Time crisis

B Gun game

H £1 per play ~ a very obvious Virtua Cop-inspired gun game. Of course, there has to be at least one original
W Namco feature and in Time Crisis it's the Action Pedal. It completely changes the style of the game as
¥ 1 Player players can now duck behind objects to avoid being shot. The character ducks automatically and

only stands up when the pedal is pressed. To make it possible to avoid shots, the bul-

lets are vlslbhmthoyﬂytumrdthe player so precisetiming is mqlﬂmdtomm

The graphics are incredible, as with all of Namco's Super 22 games with massive play-

. ing areas which move around in real-time 3D. The Point Blank gun is used again, mean-
ing that there is recoil with each shot. Though the game looksmuchhetmrtlmn Virtua

Cop - and probably better than Cop 2 - it doesn’t have quite the same |

puintnanﬂshnot"feelofﬂWSagagnmasﬂsalutuftimiamnt .
ducking and diving. Even still, the game is great fun and has got sunm 3 15

- really good new ideas. Sadly, there’s no chance of this mhﬁ to
PlayStation as Namco have said that no Super 22 system gamas wili

ﬁgghemnverted

Q199a 199 NANCO LITD.
ALL RIGHTS RIESERVED

0 R SEEG You may have noticedintast "

month’s news section that we mentioned a new
version of Tekken 2. The “Version B” upgrade is
actually the version released in Japan whereby
new characters are added every now and then
by the use of a timing device in the machine.
The new characters include Wang, P-Jack,
Ganryu and Baek.

As well as these new characters there are a
couple of others who can be accessed with
cheats:

ROGER

ALEX

Not only are the cheats to access the characters similar but
_ their moves are all the same.

fhes s .
Y, £
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W Beat-’em-up Capcom s mcredible X-Men
N 50p per play beat-'em-up has finally arrived in your home and, tokaap
B Namco one step ahead, Wunnwrd&asodtﬂmtismtnfa |
1-’2 Players sequel - Marvel Super Heroes.
Thagamalsmslmﬂar in ItsstyleufplaytnX—anndlt
even features four of the original characters. The full cast is: Hulk, Wolverine, bt
Spiderman, Magneto, Juggernaut, Iron Man, Psylocke, Captain America, Shuma-Gorath
and Blackheart. There are two bosses - Dr.lhnmanﬂ?hannsandatlaastmw
characters — Akuma and possibly Ryu. .
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The graphics are incredible - possibly the best-looking 2D sprite-based game ever! All of
the characters are animated just as you'd imagine them to from the mmics and the
backgrounds are amazing too. On one stage, thaﬂhamctmﬁghtunahﬂdga acrossa
raging river, causing damage to the bridge's supports as they throw each other around.
Eventually, the bridge gives way and falls into the river, whara the char&ctars b

keep fighting as they float along the rapids! 3 '
Marvel Super Heroes is planned for release on both Saturn and der

PlayStation some time in ‘96 and should be almost md&-parfect - 5 I 5
judging by the incredible Saturn X-Men gama e T
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ULTIMATE MORTAL KOMBAT 3 (JADE  Stomach Shake Fatality - (close) Hold BK

+ press U, u,n,rw

oy A .lmtalitﬂeumtetamtmunﬂfsaxdumaumm ) S Friendship
on some of the secret characters. We know that it's pos- g Friendship n,-,.B, F,F.I.F
sible to play as a version of Sub-Zero who is still in his REPTILE  Animality (close) D, D, D, U, HK
ninja outfit from MK2 and the moves we printed for Rain Babality F,F,B8 D, LK
-1 | last month are, in fact, the new (or old) Sub-Zero’s. Itis smmu Animality = (close) Hold BK + press F, U, U,/
-also possible to play as Smoke in his original ninja outfit Babality D, B, B, F, HP

huwhgatﬂmachamtamwa'lilatyouknuwhuw Pit Fatality R, R RR,LK

too, rather than his robotic kit. As soon as we figure out ERMAC  Fatality (sweep) D, U, D, D, D, BK
W&wahogotsummammandkomw MILEENA  Pit Fatality D,D,D,LP




¥ Sport Open Ice is the latest of Midway’s
o Midway arcade sports games. As the name suggests, it features
N 1-4 Players only two players on each team (plus the goaltenders) but™
is still supposedly “the most authentic sports simulation
ever presented”. The simple controls
erULLeR e -.,mi"“"“k.*ﬁ'LM anoprvenurg@  of this game's close relative - NBA |
— e ‘9’-:;"'5 s Ve KN gra ™l Jam - are carried on in Open Ice. One but- |
n: L84 ton is used for shooting and blocking, I
another is used for passing and stealing
and the third button is a special turbo but-
ton. The game also features all 26 of the
real teams and over 100 of the real play-
ers from the NHL, meaning that it's really
going to appeal to hockey fans.
On top of all the realistic and regular fea-
tures, Midway perform their usual magic
on the sport by adding loads of new fea-

tures. Like NBA Jam, there are special
moves to perform, there are intermission

. film clips and digitised in-game graphics.
‘ TDELG#E-I‘ = On top of all this there are more than 70 hid-

. den characters (no doubt including
R the Midway crew) and over 20 special T‘ED“T TR oI T | -—‘ﬁﬂﬂ
el cheats and power-up modes, includ- ¥4 fea pmln  oa - " A ws A |
ing the old “big heads” cheat.

The game should be available around
the country fairly soon and we’'ll be

PLAYER N\

covering it in more detail once we've
had a proper playtest.
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VIORTAL KODES Text:  “Skunky!!” 12820

Here are more Kombat Kodes to add to your list. I-::: nﬂnﬂd l::: z;gﬂ m ﬂ 3 4
Kombat Zone: Kahn's Tower 880 220 Text: “ 1

Komiiak SRIEE The Bridge 077 022 ext: Go see Mortal Kombat live tour” 550 550

Kombat Zone: Soul Chamber 123 901 _

Kombat Zone: Street 079 035 Also, once a pit fatality has been performed on the “Hell”

Kombat Zone: = Kombat Temple 600 040 backdrop and the opponent has fallen into the lava, there "
Kombat Zone: Kahn's Kave 004 700 are two tricks that can be done.

Kombat Zone: River Kombat 002 003 To make the Toasty Guy pop up and say “Crispy!” hold HP

on both sides.
Fast Uppercut Recovery 788 322 - To make Shao Kahn say “Crispy!” hold Run on both sides.

e e e
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Two high punches ® ® 11%
fter last month’s massive 97% review of VF2, we made it
pretty obvious that we like the game. Because of this we've High punch, high kick ® ® 20%
been playing it loads for the last few maonths; during which 15
time we've compiled the CYG-complete guide. We know Elbow '1[,,#+® 10%
there isnt a more comprehensive VF2 'move list available R R
“anywhere: And we know that this is totally accurate. All of the Dashing elbow T LLf’F"'(E') 10-20%

moves have the damage caused rateddn . percentages — not some =
stupid number like the guides downloaded from theinternet. So,
here is the list of all of every character’s moves - including Dural’s i

'y
«{P) 10-20%

Dashing elbow (other arm)

=p S =,
: - Dashing palm strike o+ ® 10-32%
for both the Saturn and Areade versions. There are actually quite a
lot more percharacter because there are some attacks which can N ®
Jumping straight kick s+ 15%
S be done by everyone (see STANDARD MOVES). For a complete ping ¢
\., | technique guide, look out for the next issue of CVG. Doubile funsing. stralght kick [:FL> [—L+® ® 30%
A8 PUAY. ASIDURAL -
R 4l To play as the robot boss, Dural, go to the character select screen Power uppercut S:j S\_j+® 259, 1
_ ™. and press (»own, Up, liight, /. +_eft. It sort of spells L/ i % ; }
e\ b\ SLowNioTIoN REPIAYS THeAaiiua aual ;
\ et To slow the replays down simply hold A, B and C when you win a round
| until the replay starts up. Gut punch
SELECTAVICTORY. POSE: Bleolk biaakes
| To choose your winning character’s victory pose, simply hold button A,
B orC when you win. There are three to choose from and there’s an eas
f ' extra pose available if you get a perfect victory.
" To get remixed music from the original Virtua Fighter, simply hold R S D G R o o
A W@l these buttons just before a fight starts until the music begins. COUNT fﬁmpw"m |
f Salali's musie - [ on pad ;. _ e
b 8 For .=.:/2/" music = [ on 2 g A e I R T sl 7
. 0 e GO\ Mid P or K counter
_ OPTION:¢ . | |
: o ~ Once the game has been mphted in “Expert” mode, go to the M’i_wﬂh’tﬁi{’ m P or K counter

~ “Options” screen and press R twice. “Option+” will appear where it is
- possible to change the ring size, select a start stage, fight underwater
~_and watch replays of the whole round.

B SR

STNRAINADD RMOVIEC
STANDARD MOVES
Though it's fairly obvious, there are quite a few extra moves which can
be performed by every character and, as such, aren't listed. The side
kick (DF+K) and the pounce attacks when other players are on the floor
(U+P) aren't listed and there are some moves marked “Can start PPPK
combos”. These mean that the listed move can replace the first hit of a

punch-related combo - which is normally found near the start of the list.

There are notes stating if the move can only be per-
formed at certain times and the numbers at the end
show how much damage - as a percentage - the
attack does if it connects.

ey the direction shown (for - Guard
characters facing right. If fac-

ing left then you must reverse ® = Punch
the controls).
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+ A plus sign means to push the two buttons or
directions at the same time.
IT there isn't a plus sign linking directions or buttons,
they should be pressed in sequence.

i This means that you should ./ the direction.

/= - Behind opponent (- - Close to opponent
4 = Facing away (217 = Crouching opponent
7 = Floored opponent . - Start PPPK combo




REVIEW

METHOD % TECHNIQUE

1 %
™ High punch, roundhouse 21%

Two high punches ® @ 12%

Two high punches, roundhouse @ @ ® 27%

Three high punches @ @ @ 19%

Three high punches, roundhouse ® ® @ ® 44%

Three high punches, sweep ® @ @ 4}”@ 39%

hree high punces, kicknip () (B (B 1+  20%

Mid elbow o+ ® 10%

Mid punch A+ @ 56 8%

Overhead punch Ef*'@ S 7%

Uppercut * 3 @ 10%

Dashing mid punch M M ® 10%

High kick 'H+® 10%

Spinning roundhouse ®® 15-25%

Spinning sweep i * ® +® 10-18%

Rising spin kick i RIELEASE ® 20%

Kickflip f%"'@ 20%
Double kick = {E*‘@ 15%

Cartwheel kick 53+® 15%
Jump kick &+®+® 16%
Spinning stomp 1+ - 8%

-FlHlE.'I&EuI- r Sy .I i

THROW
THROLY ey
THRO\W
THROW -

Y]

‘ . R A
" THROW R o O

THROWY

THROW




R a e,

TECHNIQ!

rr

TECHNIQU

. High punch, high kick

Two high punches

High chop
Mid punch

THROW

A B rHROW

THROW

: THROW

THROW

THROW

B THROW

THROW

W THROW

THROW

~ Two high punches, uppercut

" Two high punches, elbow

" Running clothesline

28%

24%

11%

10%

20%

10-35%

15

10%

15%

THROW ./

High punch, high kick

Two high punches

Two high punches, uppercut
Uppercut

Two uppercuts

Uppercut 2
Low elbow
Low elbow, uppercut
Mid elbow

Mid elbow, arm hammer

Straight kick

Straight kick, arm hammer {} * ® @ 22%

High straight kick = W=7 () 20%

High stomp —> JL+() 18%
Poke dv'? " ®+ ® 15%
Knee O+ ® 18%
Headbutt o+ (P+ ® 20%
Dashing headbutt e, ®+® 20%
Bottom butt ®+@®+® 15%
Two-handed overhead hit & S3+@ 15%
Overhead elbow e '—L;-'+® 15%
Kick, spmountain st (D) 057 &+@O+@® cem |
stomp $:3+® 10%

THROW

THROW.
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THROW.
THROW
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REVIEW

] m punch, high kick @ ® 20% High punch, high kick ® ® 20%
| 'M high punches ® ® 10% High punch, high kick @ ‘?:L . ® 15%
M high punches, high kick ® ® ® 25% Two high punches ® @ 10%
4 m high punches, uppercut ® ® @ 16% Two high punches, high kick @ @ ® 25%
npj high punch, up'cut, spinkick ® ® ® ® 31% 2 high punches, uppercut @ ® ® 15%
E: ;',;-Empuncn. up’cut, kickflip ® ® @ E% + ® 26% 2 high punch, up’cut, knee ® ® ® 35%
3 ﬂbow C 2+ ® 10% 2 high punch, up’cut, kickflip ® @ ® £+ ® 30%
} :2 ¥ ® 7% 2 high punch, up’cut, jump kick ® ® ® Hrlfr iy ® 30%
S+ ® 20% Uppercut e+ ® S 7%

S+ ® +® 25% Mid elbow o+ ® 8%
¥ ® 19% Low punch, knee —+@® ® 20%
O o+ ® 10-15% Knee C o+ ® 15%
<€:§*’ JL+ ® 10% Knee, high knee =51 ® N ® 35%
i O 4 ®+ ® 8% Double lightning kick S+ ® ® - 20%

i Ebﬁf}"" ®+ ® ®+® 16% Triple lightning kick ?ﬁ + ® ® ® 30%
- ‘?{;“+®+® 8% Straight kick ar': "'"® 15%
e et ®+ @ ®+ (ID 16% Straight kick, side kick r,lr T ® @ 25%
L+ ®+ ® 8% High kick, high punch ® ® 19%
{F+ ®+® ®+® 16% High knee i L+® 20%
JL+®+® 18% Dashing knee =5 =0, 15%
G+ @®+@® 15% Low side kick i+®+® 10%
- = ®+ @ 15% Mid overhead kick o+ ®+ ® 10%
O ':E}* ®+ ®+® 20% Kick flip WS+ ® 25%
EREH() 1 16% Back fist S1+® 6%

- - @ 4 11% Two hit kick =r ® 25%
{}_—_' {ﬂ:"" ®+ ® 2 8% Jumping spin kick {E * ® 13%

'{::: {LJ:H' ®+ ® 1 8% Forward jumping spin kick gﬁ + ® 13%

2 P{: High forward jump’ spin kick o+ ®+ ® 10-25%
LT Spin kick + <0+ ' 10%
- {.,;%_E':}Jf@ 10-18% Double spin kick i =L ® ® 20%
| Spinning roundhouse ®+® 10-15%
Hopping high kick g+ ®+ (ID 10%
Jumping spin kick ’{:::' =" ® ) 22%
Back fist = @ A 11%

Kick 33"’@

THROW

“ THROW




METHOE %
High punch, spin roundhouse ® ® 21%
High punch, side kick @ ® ¢ 16%
High punch, spin sweep ® L+® 16-20%
Two high punches ® ® 12%
Two high punches, high kick ® ® ® 27%
Two high punches, uppercut ® ® ® 19%
Two high punches, back knuckle @ ® ﬂj+ ® 23%
Two high punches, elbow ® ® CFL}+ ® 22%
2 high punches, elbow, high kick ® ® #*’@ ® 37%
Back knuckle {4 ® 11%
Double back knuckle I'#"‘ ® @ 26%
Back knuckle, low back knuckle {3+ ® Mo+ @ 22%
Back knuckle, spin roundhouse {:':'+ ® @ 26-36%
Back knuckle, spin sweep {3:"“ ® J}' + ® 21-29%
Mid elbow C 2+ ® 10%
Mid elbow, high kick - @ ® 25%
Low back knuckle Mo+ @ 11%
Low back knuckle, spin sweep o+ ® @ + ® 21-29%
Hook ¥ ® 7%
Quick hook ® ® 7%
Knee —+® 15%
Straight kick %}+® 12%
Downward kick o+ ® 25%
Kick flip WS+ ® 12%
High straight kick = = ® 10%
Double roundhouse ® ® 30%
Spin roundhouse ®+ ® 15-25%
Spin roundhouse, spin sweep ®+® ‘{E"' ®+® %g ﬂ
Low straight kick JL+ ®+® 10%
Spinning mid kick - = ®+ ® 18%
Swipe ®+ ® 15%
5-Hit lightning kick L+@+HOOO® 32%
Spinning hook ﬂ: ":]:"" ® /8%
Kick 3+ ®

THRO\W

THROW -

0.0
50

PO > .-
S ©-©

Mid punch, mid kick

Two mid punches

Two mid punches, uppercut

Uppercut

Dashing low punch
Spinning mid punch
Dashing triple punch

Low reverse elbow

® ®
® ®
®®O®
SHO
%D
@
S+ ®
i‘_’2+®
24

Double uppercut

kick and fall {}J‘f @

Low turn kick t_/{\"" ®

Low turn kick and fall o+ ® ®
Two hit low turn kick [f+® ®
Two hit low turn kick and fall Ef**@ ® ®
Cartwheel kick = E=21()
Double kick and fall o oL ®
Jumping scissor kick and fall 53 T ®
Jumping spinning punch g/m\i + @

Heel kick ®+ ®
Back punch and fall {[x + @
Two-handed push B+ ®
Jumping back kick ®+ ®

Jump’ back kick, 2 handed push

Sweep

Scorpion kick

Triple hop kick

Hop back

Hop back, punch
Hop diagonally back

Hop diagonally back, punch
Hop diagonally back, punch :”
Hop diagonally forward

Stand on head

Upside down kick
Sit down

Rising low kick
Multiple sweeps

THROW nch

. il ©©O®.

THROW

©:® ®
+ ©:®
L+ ®+®

+®+®

H+® ®
2+ (®
2+® @
2+® @+®
M+®

=
T g P Y
f::] 7 s

® When standing on head !’

Ty
® When sitting down

L+@+® ® ®
= 0. O

11%
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METHO % TECHNIQUE MIETHOL %
igh punch, high kick ® ® 21% Two high punches ®» ® 11%
Bkiciol; oibow ® @ 13% High punch, high kick ® ® 20%
figh punch, elbow, backfist ®®® 21% Two high punches, hignkick (D ® © o
-' M+ (@) R0 Mid elbow >+ (P 6%
3 2 M+(® @ e Elbow, kickflip >+P@ R+ 32%
- . — — Elbow, knee —+® ® 22%
| ek g’b ® . Two high punches, elbow ® @ >+@® 16%
Two low punches »* ® ® 12% 2 high punches, elbow, kickfip (P) () E}‘-' +(P® S+ 8%
. Mid elbow =0+ ® 10% Elbow, arm hammer —+(P <+ 25%
=2+ 15% Dashing elbow - = ':[}* +(P) 11%
B e neicnt T+(@ Lok Jumping poke SRS O
sing overhead punch 53+® 18% Back push == _JL}+®+® 40%
T S1+@® &y Dashing headbutt W4 1>+®+® 25%
: Knee —>+ () 15%
JE=g Shin fick 1+ ® . Jumping knee ¥+ —+® 18%
_ __ 0 SEnping spla kick 7+ © 35% Jumping straight kick - = O 15%
| Rising mantis punch G+ % 15% Double jumping straight kick = >+ () ® 30%
S+ 6% Kickflip +® 30%
2+@® ® 10% High kickflip R+®+® 25%
R SESH() N Low kickflip S KX+ 18%
®+® o Jumping kick A+ 10%
SOT0 e Double jumping kick A+M @® 13%
Slide tackie 2+ 12%
o+ (®)+® 15% Spinning high kick S+ ®+ 12%
L+ ® 14% Rising spin kick $+®+® 15%
owkick highspiakick o+® O+® 2% sumping ple ick » oxuD .
3 ‘:D?+®+® 129% Jumping dive kick = L>+ ®+®+® 20%
| +(B)+ Backward roll ML .
- -r :: mid spin kick E;’ E@Ez'l"% +(10) j B et % patilead O el 1
' Punch NEX() 7 5%
Stomp S+ ® 7 6%
(UL igh punch et (®
(002 Migh punch or kick  (B) <+ (D)
(S0 mid punch or kick (&) (2 +(P)
O V0.

-

THROW

3
' THROW

THROW

'.Wﬁﬁmm urldnk

THROW

THROW, .

| THR-'E:W _

THRG W

T s P S I THROW

+~ THROW

< THROW

I ¥ . .
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he ‘interactive movie’ style of game is notoriously difficult
to crack, but Interplay have already originated one of the
better examples in the form of Cyberia for PC CD-ROM.
The imminent Saturn/PlayStation conversions keep the
game’s impressive cinematic visuals intact, together with
the atmospheric synthesiser score by Thomas Dolby’s
Headspace. If the thought of spending some time on a

e . Dirty Dozen-style mission, without 11 other people to bail you out,

appeals, better book your ticket for those snowy wastelands.
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PONER SPORTS SOCCER

., Developed by:.SONY FRANCE
S0
..MAACH "36

607 complete

What footie games need is

a bit of ludicrous over-the-

e PLAYSTATION

Though we all expected vast num-
bers of 3D racing games and
Tekken-like beat ‘em ups on Sony’s
wonder machine, we don’t think
anyone was ready for the amount
of soccer games that have
appeared in the few months that
he PlayStation has-existed. Striker, FIFA, and
Actua are already (or soon to be) outinthe
shops representing Warner, EA, and Gremlin
nteractive respectively, but here come Sony,
and as you'd expect from the company in the
now PlayStation-wise, their offering looks
retty damn funky. |
“owersports Soccer looks more like Actua
joccer than'any of the other footy games
ve've seen so far, with super-smooth mu’nun-
-aptured animations and 4,
ompletely user-definable camera views and
tadium shots. Seny’s French division are also
soasting more realism than ever seen before
1 a soccer release, having studied every footy
jome ever (no mean feat!) They also feel that
ney've combined the instinctive playability of
revious games (such as old classics Sensible
soccer and Kick Off 2) with the realistic player
epresentations the FiuySiuhnn s hmdwure
allows them.
As is always the way with mnhun-cupiured
sraphics, realism is the order of the day, and
sony have spared no expense o make sure
‘hat each player jiggles, wobbles and, er...
moves as accurately as possible.
The controls have been designed fo be as
nstant and instinétive as possible, with the
standard passes, lobs, and shots all
accessible with the standard joypad
buttons. Become familiar with the operating
system, however, and you'll find diving head-
ers, bicycle kicks, and special ‘power shots’ ali
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top action. Get it all here'
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become available to the skilled player. Set
piece practising is also built in, so whether it's
complicated comers, free kicks, or just penal-
ties you want fo perfect, it’s only an option:
screen away. |

Power Sports Soccer features three interna-

- tional leagues — England, France, and
Germany — as well as the option to have

four human players;.two per team. Of
course, all this is of no worth whatsoever if
the game play isn't up to the job, but
fortunately Powersports appears to offer the
player a flowing and controllable game.
Passing, tackling and shooting are all easy to
implement, and with the

players” graphics slinking in a sexy way. -
across the screen, it's an enjoyable game to

watch — even when you lose!

So you‘re now wondering what you should

- spend your Crimbo money on, eh¢ Well, “we

don’t know” is the honest truth — but we'd

- “certainly leave a little room after
dinner for Powersports Soccer — if you know

what we mean.
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Though the players look a bit small, you can’'t
tell from these pictures just how smoothly they
move. It’s lush, you know.
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. Developed by: ... HONAMI
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Ooh, that
flesh looks
kinda raw!

90°L complete

Got a PlayStation?
| ?.Ike basketball? If you do,

I -'H'.-.'l,.._. I.
I.r'ul"lll:lrﬂ'm'!l“"l;r g
All-Stars is ”W hetic.
They've got . H

| moves is palticularly
Imprassive You can pull
| oﬂ' devious no-look pass-
es, counter a tackle with a
spinning dribble and slam
in impressive alley-oop
dunks. You can even drib-
ble with either your left
and right hand if you want!

~ you're in for a treat come the
3 ' " New Year, becau:
~ going to be two to choose from.

se there’s

...*-'.:

ast month we previewed Total
NBA’?6, Sony’'s upcoming basket-
ball outing. This month, it's
Konami's turn in the basketball
preview hotseat, with their
Playstation slam dunkin’ affair - NBA
In The Zone.

A standard feature that sets 32-bit
sports games apart from the 16-bit
ones, has to be the range of realistic
camera angles you get, and In The
Zone is no exception to this rule. End-
to-end views, side-on views, isometric
views, close-up views, you can watch
the game from all these angles as the
action unfolds on the full 3D court.

Another feature that seems standard to all basketball games
nowadays (32-bit or otherwise) has to be the NBA license. And
as the name subtely suggests, NBA In The Zone is another such
license. However, In The Zone does a tad more with its offically
branding than previous NBA titles, whilst making use of anoth-
er 32-bit trait — texture mapping. Yep, each of the NBA stars
looks just like their real life counterparts, thanks to digitised
portraits of each person being textured onto the players. Even
the skin colours of the players are authentic, with some of the
players looking decidely pasty-fleshed. With 29 NBA teams in
the game (plus an All-Star team)
that makes for lot of textured bas-
ketball stars in one game. And all
the other NBA features - full season
play-offs, exhibition matches and
the like — are in there as well. And,
with two multi-taps, up to eight
players can play a match.

We've had a brief playtest of In The
Zone and it seems quite impressive.
Konami have already shown their
Playstation expertise with the more
than decent Goal Storm and it looks
like In The Zone could follow suit (as
opposed to following their not-so-
good Give ‘N’ Go on SNES). We'll
find out in the forthcoming review.

Seles! the CPY trem
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= Yet another classic games character gets
upgraded with 90’s technology. And what’s
today’s catchword, kids? 3D!

uke Nukem isn’t actually a totally new char- elements, though Duke adds enormously to the old

acter, though most of you won’t remember Doom idea with loads of incredible new features.

his previous games. The old Duke PD (Public = One of the unlikely new points which adds a feeling

Domain, ie - free) games on the PC were pri-  of realism is that the majority of the game is set on

marily platform games featuring the odd Earth, so the player can wander around the aban-
puzzle. The new, improved Duke game has got ‘3D’  doned streets of a town, bomb a cinema, wipe out
on the end of the title, instantly explaining what it's  dancers in the disco, even ride on the tube. Though
like. The game is obviously inspired by Doom, he’s on his home planet, the enemies most definite-
meaning that it's a first-person perspective 3D ly aren’t — they look more like Star Wars extras.
action shoot-'em-up with some searching/puzzle

On the ﬂrst wml thera’z a s ..'-'-' i e e | Inside the cinema there’s
computer screen built into the | ie=———= | | | @n operating room with a

wall. By activating it, the viﬂm | sem s | switch which, when
cameras around the levelare | | @ activated, turns on a rather
turned on. These are used to v j'_Qj;'-'_j'_"f-i-;_-.j__.f:.j{{? | |l naughty film.
figure out where enemies - and -".."-z- S B T S '

’ your friends in muttl-player mm:la
— are hiding. |

| .af

II[IGI(ET I.AIINBHEII

&

;,.% -y Annthar new feature tﬂ the As well as loads of little fee_lt_urES, the gameihas got jump
Sy Doom-style game is that thera &= and crouch buttons, the ability to turn Duke’s head around

are mirrors located Hmu“d m . corners, look up and down buttons, jetpacks, sloping and
levels. They aren't just there for moving floors as well as tons of other features not seen

fun though, occasionally thay o anywhere before.

used to trick the player by : _ _ )
pusitlnnlng them around corners, This shareware version of the game - nine levels -

forcing Duke to fire at a available at the start of January, about the same time as
reflection. | the full registered game. We’ll hopefully be reviewing the
' whole thing in great detail next issue.

A Taking out the L.A.R.D cops with the pipe bombs is great fun. Hahahaha.
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Not enough heroes in the world eh? Rubbish!
Here’s some of the finest heroes you’'re likely to

;— s Mmeet with Treasure software’s latest classic,

L
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Guardian Heroes.

PES
228

HAHN SAMUEL

By far the most muscle bound
member of the motley bunch, Hahn
is a master with the sword. After the
first boss has been defeated he’s
given a new and more powerful
broadsword with which to scythe
into enemies. Among Hahn’s special
abilities is a power barge and a
spinning swipe that takes out ene-
mies approaching from both sides.
However, Hahn is pretty pathetic
when it comes to magic, only being
able to pull off the fire spell.
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reasure software have a reputation
for producing games that seem to
match the frenetic speed and exhila-
ration of your average G-Force car-
toon. The style of games like
Dynamite Headdy and Gunstar Heroes has
always succeeded in remaining faithful to
the Japanese cartoon ideal. With Guardian
Heroes they take this approach one step
further by offering the player a choice of
four characters to use as they go through a
magical fantasy land beating up anything
that looks vaguely unfriendly.
But Guardian Heroes has far more going
for it than simply beat ‘em up action. Each
character has a range of magic spells to
utilise as well as their own particular fight-
ing style. They're going to need all of their
respective talents to overcome the
onslaught of assailants, each of which has
their own power-bar and requires a deci-
sive pummelling before they're dispatched.
At times the screen is literally swarming
with enemies and it's times like this that
having a partner around is essential.
The icing on the cake is the one-on-one
beat ‘em up option which enables up to six
players at once to bash it out with one
another. Heroic poses please!

A Hanh demonstrates his jumping kick on one of the many
armour-clad enemies.
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e STILL SOME FIGHT LEFT IN ‘EM oy g
. ! As if miles of beat ‘em up platform action A - e e sl ~
Tyl wasn’t enough, Guardian Heroes also features a - : ’ Ll
. one on one beat ‘em up option which enables
® the player to take on whoever they fancy in a
| | face-to-face scenario. Even better than this
| though, is the fact that you can have six players
fighting at once. The moves each character has
are the same as in the game. Some of the
chaotic scraps that develop are hilarious but be
warned, Randy’s bunny is one of the toughest
fighters of them all!

RANDY GREEN

( Despite the rather unfortunate
X

»

L

R
[ i name, Randy manages to assert
;‘ himself with a little help from his

bunny and his impressive collection
of magic spells. Physically Randy

< isn’t all that strong but he does
REFTN have a few tricks up his Arabian
A ;.:'_ sleeves in the shape of a spinning
# o attack with his staff. His staff is
- e also used to summon up spells that

include a freeze spell leaving any-
one close enough in a state of

! chilled helplessness and a fire

A This is the first boss in the game. storm which invokes an eruption of

B —— flames around him. As for that
o= S0

bunny, it transforms from a cuddly
% hoppy thing into flames and seeks

: &l e % o e A
pe N | 1 ﬂﬂl out enemies like a homing missile!
™ e —— 1E 10
_ - - 4 _
e :1“"'-’5:{. R : .:ffh e R Hﬁ.‘ki—“-‘“& b

A Randy goes a-swiping with his magical staff. The bunny chills out.



DECISIONS, DECISIONS!

Guardian Heroes features a lot of dialogue with the
characters yapping away at each other excitedly every
time they come up against a boss. As well as develop-
ing the storyline it’s also a means of making a decision
of where to go next. There is usually a choice of three
destinations after a boss has been defeated and the
good thing about this is that even if you complete the
game you can do it all again by a different route!
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them-
d chums find
vortex that Jeads toO the

and his large beard.

A Hahn an
selves in @
evil wizard
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Ibushi has the coolest set of combat w
moves of the four characters. He is
actually a ninja, something that
reveals itself in his precise and
i deadly attacks. His roundhouse kick
‘ _ 49 | is truly devastating, and this is

o ’ | - accompanied by a speed punch and
~a spinning punch which sorts out ¥

'“ -
ssaults from both sides. He also : e ‘ | 1
s - arh

="

has some useful spells such as =
‘teleport’ which first turns him blue, W oo S5bzmow 5. e X5 55
before he disappears into thin air o m—

a only to materialise on the other side d J;’;;!m
' of the screen, and an electric storm | |
which sees a trail of electrical i

current emanate from his palms :

A Ibushi gets dizzy with his spinning punch attack.
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¥ This is the point at
which the guardian
arrives. He then kindly
finishes off the first
boss!

p |
1

THE GUARDIAN’S GUARDIAN

So who's the guy in the gold armour? Well, he
happens to be your bodyguard. He arrives
when you confront the first boss and smites
him. His exact role can be altered by using the
thought bubble. Do you want him walking in
front, checking the rear for surprise attacks or
fighting at your side? As fearless as he is
though, it doesn’t mean you can let him fight
your battles for you. There are so many rough
types in Guardian Heroes that there’s not
enough time to try and make friends!

NICOLA NEIL

When it comes to fighting, Nicola is
dependent mostly on her spells. And
whilst Randy has a lot of attack
spells, Nicola’s are mainly used in
defence. Her smiley staff summons
up smiley faces that rain down from
the sky and leave enemies dazed. It
is also used to create a green dome
that protects her from attack or
invokes pink stars that make a glow
beneath her feet, keeping enemies
at a distance. She can also release
a power beam which sends enemies
rocketing into the air if they stand
too close to her.

: Nicola uses one of her many magic spells.




CVG TIPS

HANG ON GP ‘95

To access the three extended courses without any skill,
start the game up and go to the option screen. Leave the
selection on “Game Level” and press B to exit. You'll be
highlighting “Options”. Now press R, R, L, R, R with the top
buttons and you'll hear a beeping noise. Now choose any

= of the playing modes to access the new courses.
Welcome to Lists and Pokes where we

bring you all the best lists and pokes.
We've got loads of lists and pokes for
you this issue - including lists and
pokes for Loaded on PlayStation and
Victory Boxing on Saturn. As well as all
of these lists and pokes we’ve got
lists and pokes for Mortal Kombat 3 to
cheer up all of you Kombatters with no
lists for the game. Or pokes. Most of On the “Option™ screen You'll go back to the title Start a race to get the
our Lists and Pokes Team’s (Ed’s)time PIRSE.S S i

has been Sl{e"f cﬂ_mplllllg lists and To get “Free” time during timetrial races, highlight “Timetrial” on the main menu screen
pokes for Virtua F 'ghtE'_' 2 found and press Right, Left, Up, Down, Z. You'll hear a beep to let you know that it's worked.
earlier on in the magazine. Anyway, Now start a timetrial and keep going until you finish the race (see right below this bit).

enough cheery banter — enjoy the lists
and pokes and don’t forget to send us
any you find as you can win lots of
fantastic games!

MODE SELEC 1.

o

GP RAGE

SS el 16 068 (S IT e

CVG MAGAZINE,
PRIORY COURT,
30-32 FARRINGDON LANE,
LONDON,
EC1R 3AU.

OPTTONS -

FEESS Acel JUBRESE

PLAYSTATION ~~___M PC CD-ROM

LOADED ACTUA SOCCER

Before any of these fantastic cheats can be entered, If you ever get tired of Barry Davies and his comments,

you must go to the in-game options screen and hold re-install the game in French to get a French commentator
L1 and L2 for ten seconds. Keep holding them and — Thierry Roland. He's

press any of the following sequences. really famous you know, in
France.

LEVEL SKIP Cross, R1, Triangle, R1, Square,
Circle, R2, R2, Cross, Square,
Triangle, Cross.

LEVEL SELECT Up, Right, Down, Left, Triangle,
Circle, Cross, Square, Cross,
Triangle, Square, Circle.

If you want to get a secret
team — the Gremlin
Showbiz XI — type:
SOCCER -01142475549
to run the game.

HEALTH Right, Right, Left, Down, Down, Up, = . Apparently they are all
Triangle, Circle. ._ -y % truly gifted. {MTL AN
AMMO Down, Right, Circle, Left, Right, s 7 WS- '
Circle. Rl "}
POWER - Right, Down, Right, Triangle. * L A . +Y :
LIVES - Le%t, Down, Right, Triangle, Square, | Pc CD'ROM
Cross, Circle.
SMART BOMBS - R1, R2, Cross, Triangle, Square, Circle, R1, R2, Circle, Circle, Square. SIM ISLE

To access these cheats you
should save your game with
one of these file names.
When you do so you'll get
extra stuff in that area.

le. money, labour, etc.

VIRTUA FIGHTER

To play as Dural, go to the character
select screen and press Left, Right,

Left, Right, Left, Right, Left, Right, $1D,IDOD IE_IIi"ItEStEdItIED

Left, Right. This can be done with Un_skﬂled labour simonscHickenkb
both players. Her moves all come Skilled labour 3527490

from other characters so just have a Food | ragschocolatestash
fiddle to find which moves she does. Building materials deesextrapixe!




HEXEN

Here are all of the cheat codes for
the fantastic Hexen. Enter them at
any time during play and they'll

work instantly. -
God mode SATAN
All weapons NRA
25 of each item INDIANA
Level warp VISIT (then level number)
Clipping off CASPER
Instant pig mode DELIVERANCE
Show all map MAPSCO
100% health CLUBMED
Change character class ZELIG (then O, 1 or 2)
Hills all enemies BUTCHER
All keys LOCKSMITH
All puzzle items SHERLOCK
Shows coordinates WHERE
Sound debug NOISE
Run script PUKE (then number)
Frame rate TICKER
' Reload level INIT

FATAL RACING

These codes should be entered on the configuration menu
as names.

Various secret cars LOVEBUN, MAYTE, TINKLE,

SUICYCO, 2X4B523P

Access second cars FORMULAL
Destruction mode SUPERMAN
‘Invincible human cars DR DEATH
Premier cup GOLDBOY
Bonus cup MREPRISE
See end sequence CUP WON
See race win | WON

See credits ROLL EM
Killer opponent DUEL
Alternative sounds TOPTUNES
‘Black and white mode (Enter no name)
Widescreen mode CINEMA
Remove cheats REMOVE

' VICTORY BOXING

There are four secret characters in the excellent Saturn
boxing game and they can be accessed by repeatedly beat-
ing the champ when you are ranked number 1. They've all
got maximum stats so fights between them not only last a

. long time but they are also great fun.

NIKI AND NANA A mother kangaroo with her baby joey
In her pouch.

M-091J The silver putty man from the boxer
select screen.

M-097S The silver putty woman from the
female boxer select screen.

SNAKE Your trainer in one-player mode.

YAMATO MUTSU A tough-looking kick boxer.

PC CD-ROM

TIPS

_ saturn I

MYST

There’s a secret “Making of Myst” section of the
game which can be accessed by simply going to the “Cyan”
screen and holding L, R, A and Start. Keep them held and
eventually the secret section will start up. It features
interviews with the programmers, graphics designers,

sound people — everyone in fact. One warning: Don't try this
cheat if you've got a short attention span as it goes on for
ages. And ages. And .......... snore.

RAND MILLER
C-:a-lfm.nckr_:, Cyon

TOH SHIN DEN S

To give the characters big heads (and we mean REALLY big heads) simply hold the L and R
buttons on the title screen while selecting your mode of play. Both players will then have
enormous noggins, showing off the facial movements brilliantly. Aaah, aren't they cute?

MONDO

RETSUDEM

Simply hold the L and R buttons when
selecting any of the playing modes.

The game will start up with the giant
heads activated. It's most amusing.

Run-Go looks totally un-hard with a big
head as his club looks titchy.

The game’'s actually better with big heads
as it makes it fun. Which it wasn't before.

703 BO1/03
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To show Mercy, the two fighters must win one
round each. In the third round, get the “Finish
Him/Her!” message and move over half a screen
from ynur uppnnent Then hold Run and press

This guide is really here to save our

sanity. We’ve had so many ‘phonecalls
from readers asking for MK3 finishing
moves and the bosses’ special moves
after last issue’s boss cheats that we
had to print them all. They all work on
the Arcade, Mega Drive, Super NES,

PlayStation and PC CD-ROM versions.
If you can’t get any of the moves to

work, keep trying and please, don’t
‘phone.

High Punch

LP Low Punch Crush Kiss Fatality

HK High H:l{.‘k (jump) Hold BI(+H + %

LK Low Kick press U, U;B, D

BK Block Flame Kiss Fatality -

R Run (anywhere) B, F, D, D, R

U Up Friendship - B, F, B, D,
R

D Down Babality - D, D, F, LK

F Forwards Hawk Animality - (close)

B Backwards Hold LP + press B, F, D,

+ Press both buttohs F, release LP

: Press buttons{(/ | _ Pit - F, F, .

SHANG TSUNG
SUB-ZERO

Floor Spikes Fatality - (close) Hold LP + press D, F, F, D

Green Splat Fatality - (close) Hold LP + press R, BK, R, ),
BK | " W N Freeze Snap Fatality -

Friendship - LK, R, R, D Aty sy L3 s .:'l':;. .,_.':EIUSE} BK, BK, R, E_HT R
Babality - R, R, R, LK ' ing . 13 ze Blow Fatality - (just
Cobra Animality - (close) Hold HP+ press R, R, R, release ity F g 1 b tSIdE sweep) B, B, D,

Pit - Hold BK + press U, U, B, LP

SINDEL et ] u, od |

Scream Fatality - (close) R, BK, BK, R+BK T g Rt
Hair Spin Fatality - (sweep) R, R, BK, R, BK . N
Friendship-R, R, R, R, R, U
Babality - R, R, R, U Friendship - LP,
Wasp Animality - (close) F, F, U, HP Babality - D, F,

Pit - Dr Dr n: LP T-Rex Anlma"ty = : A T s '
Pit - Hold BK + preSgil Uil 1 - - = Wl Self-DesStruct Fatality -
: T {',mse] Hold BK + press
SRR o . , release BK
JAX LIU KANG Head Fata
Big Foot Fatality - (jump) R, BK, R, R, LK Fatality - (anywhere) F, F, D, D
Blade Hands Fatality - (close) Hold BK + press U, D, F, Fatality - (anywhere) Hold BK + g
U, release BK BK, BK+R
Friendship - LK, R, R, LK Friendship - R, R, R, D+R
Babality - D, D, D, LK Babality - D, D, D, HK
Lion Animality - (close) Hold LP + press F, F, D, F, Dragon Animality - (one step) D, D, U
release LP Pit - R, BK, BK, LK

Pit-D,F,D, LP

94



ANIMALITIES

Once you've performed a Mercy you can knock off
your opponent’s remaining energy and perform an
Animality on them.

L e s e 8 e S et ik .t
LA d

Platform Crush Fr:at.alit:,;r [Emp} LF R, H, EI(
Flamethrower Fatality -
Friendship - (half screen) Ry}
Babality - B, D, Dy,D;HK

Bat Animality - (closelF, F, D u -
Pit-R,R,R, D

release BK, BK

Lightning Axe Fatality - (jump) B, B, D, HP
Friendship = (outside sweep) R, R, R, D
Eﬂhallty F, B, F,B,LP

WOH:Numailty (close) F, F, D, D

Head Pound Fatality - (close) F D B F, l.P s
Skin Peel Fatality - {clnae} Hﬂd HK + m B F’,
release HK

Friendship - F, F, D, F, walt half-unund HF
Babality -.D, D, D, BfHK = = .
Scmpmn Anlmautyi (close |

pse) R, R, R, R, BK

(over half screen) F, F, F, &,bu' |

:_ Rhino Animality - (close) Hold HP + press F, F, D, F,

Pit - BK, BK, HK

Friendships and Babalities can only be performed if the
Block button hasn’'t been pressed at all during the final
round of the fight. They can be performed from any-
where on-screen unless there is a message stating
otherwise.

When fighting on the Subway, Shao
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Kahn Tower or Pit 3 backgrounds,
perform the Pit fatality to knock
your opponent into the back-
ground.
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Fatalities require you to be in exactly the right
position for them to work. The distance in brackets
before the move tells you where to stand. If you
have to hold a punch or kick button to do the
fatality, move away and press the button, then
move to the right distance otherwise you’'ll knock
your opponent over.

Close - Move so that you're touching your dazed
opponent.

One Step - Move one tiny step away from your
opponent.

Sweep - Stand about thrange of a sweep away.
Jump - Take one jump away from your opponent.
Full Screen - Stand as far away as possible.

cream Fatality - (close) R, BK, BK, BK, HK

ead Pump Fatality - (sweep) D, D, B, F, BK
Friendship - (anywhere outside sweep) R, LK, R, R, U
Babality - R, R, LK
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release HP
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~ Fireball - D, B, HP
- Grab and Punch - F, F, LP k.
Teleport - D, U 2
&
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Fireball - B, B, F + LP
Mallet - B, F, HP

Charge - F, F, LP

Jumping Charge - F, F, HP
- Taunt- D, D, LK

Laugh - D, D, HK
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Use the boss cheats
to access Smoke and
his special moves.
Harpoon - B, B, LP
Teleport Punch - F, F,
LK (can be done in air)
Invisibility - Hold BK +
press U, U, R (réepeat
to reappear)

Air Throw - BK (in air) .
Earth Explode Fatality
- (full screen) Hold BK

+ press U, U, F, D,
release BK
Internal Bomb Fatality
- (sweep) Hold R+BK
+ press D, D, F, U
Friendship - (full
screen) R, R, R, HK
Babality - D, D, B, B,
HK
Bull Animality - (out-
side sweep) D, F, F,
BK
Pit-F, F, D, LK

The boss cheats in
the last issue let you
play as Motaro and
Shao Kahn on Mega
Drive and Super NES.
They can't perform fin-
ishing moves but here
are their special
moves anyhow

(left).
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did, we wouldn’t have a clue how to solve

e’'ve yet to your problem. The only advice we can offer
5 is to seek out a second-hand dealer of old #
experience the computer goods, who'’s no doubt still enthu-
= siastic about old hardware. Check the
Post ChHStmas? Yellow Pages. And, sorry, we don’t produce '
Post-Mortem batch of any kind of leaflet about the games we

‘have’ this coming year. Or is this some

Ietters; deta“i“g the kind of joke...? In which case: ho-ho, you
realities of one crucial had us going there.
crimble. Instead there’s

TSI e nrya CONSOLE HOPPING
sus’ letters, and sub- MADMAN

- - f h Dear CVG,
missions from the | am writing to you concerning the sub-

cursed confused among ject of modern day consoles, and their

ever increasing numbers. More and

you. Sometimes it more it seems to be that, if you had

bought a console six months ago, it
seems as well to say would already be outdated. Even the

“Don’t buy anything - long awaited and much praised
- PlayStation — so good it seems there can
ever! You'll regret it!”. ’

be no better — will soon be superseded by

Hopefu"y january will such things as virtual reality systems,

which will in turn be bettered. Thus, if you

find everyone fee“ﬂg want to keep up with the market, you need
considerab|y more to ‘console hop' constantly. This may be

alright for those with the money to do so,

cheerful about their but many people cannot afford it, especially
as today's machines are so much more

machine. (Yeah, right!) expensive.

Send news of your Perhaps people should consider buying a PC.
Even though the initial cost may be much

many happy gamesplay- higher, in the long run it is cheaper than sev-

eral consoles, and much easier to upgrade.

Ing excursions to: Add to this the fact that most of the better
IN THE BAG, CVG, PRIO- console games are being converted to PC

Format, and offer the same fun, at a gener-

RY COURT! 30-32 FAR- ally lower price. What are your views on the M. * 1) £ &
RINGDON L ANE, LON- subject? A The stunning Panzer Dragoon, destined for PC.
DON, EC1R 3AU Yours Hopefully, ERM

R AL James Stein, Bradford

SR T i VT SRR i 1T E R

:* CVG: ERRIII AHH---
g A M E SAGE Fact is James, in order to support the kinds  Dear CVG,

e of games that are running on the consoles | had decided to buy a PlayStation, because
bt FROM BEYOND at the moment, you need to spend in of games like Wipeout and Destruction
sy Dear Sir/ Madam, excess of £250 for the necessary cards Derby. Then | heard that these two games,

SRS | am writing in regard to one of your edi- that sit inside the PC. And, even then, to among others, will be converted to the
tions of C&VG Games. Especially the one take the Diamond Edge board as an exam- Saturn. So now | would like to get a Saturn
4 away back in 1987 as | tried a game ple, it’s unable to reproduce the complex because, with games like Virtua Fighter 2,
&= called pontoon for the 64, by DJ Bennett. backdrops as seen in Panzer Dragoon. PC Virtua Cop, and Sega Rally, | think it
¢ | ran the game once it was completed and CD-ROM seems like an attractive market at could be the ultimate
gl it came up OUT OF DATA ON LINE 110. | the moment, certainly for games publishers £ame machine
¥1 saved the game so | could try and solve it,  who want to run a low risk business, but to own.

£ 8L but | was unsuccessful with it. Please the most successful PC titles usually wind  But then, the
“ 8% could you help as | have up on console at some point — Doom, other night, | was

A L
gl
A ’.' Lt

tried for some time with it. Descent, Quake, and so on  Watching TV, and
Yours faithfully, i — and they usually saw a bit on the
John Sneddon, Glasgow MBI turn out even better. Ultra 64. | previ-
- R oS 0S¥ For the moment, we ously thought the
4§ PS Do you have a leaflet/ | WA EE ' .| still recommend buying Ultra 64 was going
i copy of any games you ' T \. [ a PC, only if you want to be crap, but then |
§! have for this year? , - | to pursue more strategy Saw the amazing
» > \ based, simulation type  £raphics and the
CVG: ' e - games . Or if it’s the absolutely fantastic
We looked through the L : only way to coax in joypad! What's more
entire 1987 back-cata- w ; excess of £500 from it's going to be much
- logue and couldn’t find . .- your folks for ‘education-  cheaper than the '
your Pontoon listing, R\ i B _ al’ purposes. PlayStation or Saturn, at £200. But my
.~ John. And we must con- ' i _ only worries are about the quality of the
= fess, that even if we | games. That and a five-month wait until
April. The games | saw on TV were all like
|




Almost, but not quite, the
same question as James Stein.
However the most telling ques-
tion in your instance,
Jonathan, is whether you still
want our PC to compete as a
games machine. The specs
you quote as having already
are impressive, and can han-
dle most recent CD-ROM
releases - to a degree. But
to get the most out of the
amazing native PC titles
which coming down the line, you really ought to
point you can be thinking of a Pentium upgrade.
take your time Otherwise read what we said to the
deciding Steinmeister. By the way, the Super NES
whether or not Is far from dead yet. You only need to
Nintendo’s new look at Super Mario RPG for proof of that
technology and - it’s FAN-TAS-TIC!
EAIMES @IE @ @ ...t et

sgsscon  NAPPY DAYS ARE
fnetp......... HERE AGAIN

games |'ve seen
before. For example
Mario 64 will probably
turn out to be nigh-on
identical to previous
Mario games, wit the
only difference being
the graphics. Also
Star Fox 64 will prob-
ably turn out to be

the same rubbish as
Star Wing on the
Super NES. I've

seen it all before. |

don’t want to wait i e Dear CVG,

ﬁve r:"lac:v:th?. miss—l 2. / { AHH EEw | would very much appreciate it if you

ing all the fun unti ; would kindly answer these questions for
the launch of ERM EEw me. Cheers!

NU64, unless it will Dear CVG, 1. In your opinion, what is the best shoot
be worth it. | regularly read ‘'em up on either the Saturn or

What do you think | your magazine PlayStation?

should do? Should | and | think the 2. Also, In your opinion, what is the best
wait until April or buy reviews are great.  driving game on either of these formats?
a Saturn now? | own a 486 3. Finally, what is the best beat 'em up on

Considering that |
mainly go for beat

66Mhz PC with 8 the Saturn or PlayStation?
RAM and a SNES. 4. Judging by your answers to the previ-

‘em ups and high- Can you advise ous three questions which would you say
speed race games. me whether | IS the better system?

Which machine should upgrade my 5. So perhaps you can tell me why every-
should | buy?! PC to a 100Mhz one is so full of how great and wonderful

Please help, as I'm
a bit confused and

with 16 RAM or a the PlayStation is compared to the
Pentium 90 with 8 Saturn?

need some advice. RAM By now you will have hopefully realised
Cheers, that STATIONS ARE FOR TRAIN
James Clarke, Devon CE TS CHRERIIN £ Wins SPOTTERS! And SATURN
Tom Cousins, Winchester

CVG:
No way Is Mario 64 like anything you've
seen before, James! In fact the only
criticism you could level at the game is
that many traditional Mario gameplay
elements are so far missing: score
multiplying from sequences of
bounces, the collection of hundreds
of coins for secret bonuses, and so
on. All that has been exchanged for
a more explorational feel, to show-
case the 64-bit processor. And
StarWing, to our knowledge, has
never been regarded as rubbish. It
blew everyone away when it was or should | sell my SNES and
first released - it buy a PlayStation, Saturn, or Ultra 647

CVG:
Right, Cousins, OUTSIDE
NOow!!!

was that incredi- This, bearing quality of games, and the
ble. Seems you're price of upgrading my PC in mind. Do you
a Sega boy at think the PlayStation, Saturn or Ultra 64

heart, mi lad. The are better considering their technical
only way you're spec, and the games which have been

£going to be already developed or are in the pipeline?
happy is by set- Finally, will Actua Soccer be better than
tling for a FIFA 96 on the PC?

Saturn first of Thank you.

all, from Jonathan Fernando, Somewhere
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it’s no hoax! What you see on this page are the first pictures of
an all-new Sonic The Hedgehog beat ‘em up created by none
other than AM2, creators of the Virtua Fighter series and the
stunning new Fighting Vipers coin-op.

As Yu Suzuki, the head of AM2, explains it, this is the result of a totally chance
happening. One of AM2's staff members put Sonic into the Fighting Vipers code as
an experiment, and Yu Suzuki saw the results, liked it, and deemed it good enough
to turn into a fully-blown coin-op in its own right!
The result is exactly what you see. A fully-polygonised 3D beat ‘em up created on
the Model 2 arcade board, running at 60 frames a second, and — at least at the
moment — using the Fighting Vipers code. After the initial experiment, Yu Suzuki was
unsure about whether the game would look strange, but has since found it highly
: interesting. He refered to the lack of previous ‘cute’ arcade games, touting Super
? - Mario as one of the rare working examples. He spoke of how the charm of cute
® == wul characters cannot often be conveyed within the two or three minutes play provided
. by coin-ops. However, he says that whilst gamers may not fully adjust to idea of
~ Sonic in a beat ‘em up, once they see him in action, they'll be entertained. He also
- claims that the game is “calmer than other beat ‘em ups (laughs).” It wil have many
muvas though, including the Spin Attack and a drop attack from the side ropes.
- Certainly, the strong theme of the Megadrive Sonic titles is being mantained. At the
: "_,'__'_____.__ent the 3D Green Hill Zone backdrop is the only level seen, but other zones
. from the games are sure to make up at least some of the other stages. Also, the
. facial features of the characters are being heavily concentrated on, so the charac— gl
"f;anatant[y remgmsahle to gamers. Sonic’s ‘cool’ image is a priority.

Matai Snnin and Knuckles are distinct possibilites. It has alsﬂ;hﬁﬂ '

ed that the orig _nal Sonlc Taam have asked AMZ tn devalap bre
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FREE MEMBERSHIP
~ Al Prices include VAT,

FREE MEMBERSHIP! SIMPLY FiLL IN YOUR
MAME AND ADDRESS ON THE FORM ON THIS
PAGE AND YOU WILL BECOME A LIFETIME
MEMBER ENTITLED TO HEAVY DISCOUNTS,
FREE CATALOGUES AND FREE ADVICE.

EXTRA FAST DELIVERY, 2-3 WORKING DAYS
ON STOCK ITEMS. [PLEASE ALLOW 7 DAYS
FOR CLEARAMCE IF SENDING A CHEGUE.

ALL ITEMS ORDERED FROM US ARE FULLY
INSURED AGAINST LOSS OR DAMAGE

ALL GOODS ARE FULLY GUARANTEED. [F
ANY [TEM DOESN'T WORK AS IT SHOULD,
#ﬁ{gf‘}tljﬁ PLACE IT IMMEDIATELY AT NO COST

10005 OF TITLES AVAILABLE, IF YOU CANT
oEE THE ITEM YOU WANT, PLEASE RING AS
STOCK ARRIVES DAILY. SOFTWARE AND
ACCESSORIES AVAILABLE FOR AL
MACHINES.

ZI ORDER BY PHONE, FAX OR POST,

WE ALSO STOCK A MASSIVE RANGE OF SOFTWARE AND PERIPHERALS FOR PCs
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RANTIC FLEA

--.infesting a Nintendo near you

All game design material is © 1994 HAUS TEKNIKKA. All characters and Frantic Flea are © and ™ 1993 Andy Whitehurst and are being used under Licensed Agreement.
Super Nintendo Entertainment System™ is a trademark of Nintendo. Distributed by Gametek UK Limited 258 Bath Road Slough Berks SL1 4DX United Kingdom.



