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ZELDA 64
WILD ARMS
TOSHINDEN 3
VANDAL HEARTS
TALE OF THE SUN
TENKA
RALLY CROSS
SHINING =
THE HOLY ARK
MEGAMAN 8
TEKKEN 3
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oI sl | AN INTERVIEW WITH CORE DESIGN!
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4 international mission where your ; 208
y chance of survival will be your precision & N

- gun control, your razor-sharp aim and your
| 1mpeccable sense of style. Good thing

you're James Bond. In the new GoldenEye M
for N64, you've got a 360-degree range, 3

ADL@keyword:NOA
www.nintendo.com

18 weapons and a license to kill. “i 14
V /3

Hope your tux is pressed.
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REMEMBER WHY YOU STARTED PLAYING VIDEO GAMES

i i !

SO DID WE.

The fun of yesterday’'s arcade is now more than a fond meé
resenting Namco Museum Vol. 3™ for the PlayStation™. Six authaﬂﬁc arcade
lassics that brmq back the buzz of a bygone era. Galaxian™, Ms. Pa;:-lﬂan“"
>ole Position 2™, Dig-Dug™, Phozon™ and The Tower of Druaga™. Em:h great

game an exact translation of the coin-op upright, all the way down m‘lhb aﬂ:ade
bptions and dip switches. Namco Museum Vol. 3. Because fun ne |

& PlayStation|ii
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This past month has been an eventful one. In one fell swoop, next gen- 2
| eration supremacy was won by SCEA in Japan. What the signing of Square
began, the signing of Enix completed. With the Final Fantasy and Dragon Metropolis Staff
Quest franchises under their belts, Sony literally has sealed the victory in Group Publisher
: Japan. In the days preceding the ofﬁciali announcement (12/23-1/5) the

| Sony PlayStation which has been available in Japan for well over a year sold Jon Holman
1| 269,389 units to Nintendo’s 105,315 and Sega's 98,813. Sony now con- Publisher

4 trols 52% of the import market to Sega's 16.6, and Nintendo’s 8.7. To date

- | | SCEA has over |.I million prebooks for Final Fantasy VII, which at the time Jay Puryear

of this writing (1/20) is only 10 days away.

El :
i " Whether this merging of Japan's finest RPG makers will have a similar | ' e Pubiisher
- | | impact here in the States remains to be seen. There are vast differences in | David Olbrich
- | the two markets. The US game scene is viewed by many as a hobby, while '
E in Japan, and the UK for that matter, where there is far less recreation, ! BalOr YAy vident i
- gaming takes on the proportions of our Major League Sports or major of Sales o
| motion pictures. We line up for Jerry Maguire, they line up for Final Fantasy. Brian Pockett

~ The difference is more evident than ever as you watch Mr. Gadget or so

- many Network Entertainment Editors stumble through a video game seg- !

ment. “This machine has 64 bits, twice as many as the competition” It's | )

hilarious. In Japan they have network shows hosted by game experts, simi-

lar to our Entertainment Tonight, and game music is 2 major industry. And it 1

' doesn't stop there. Resin kits, action figures, and other merchandise based

on major video game characters are as available as Spawn toys here. 14

In Japan, the Nintendo 64 was met with broad skepticism. Only a hand-

ful of developers are currently developing games, many of which enjoy little | &

brand recognition. The decision to adhere to the cartridge format played a i

vital role in Square's and Enix's departure and 3rd-party apprehension. Communications

Here in the States, however, the Nintendo 64, which launched with only a t i

handful of games, enjoyed record sales and more mainstream press than Aaron M. Heier

Sony and Sega combined. In the past, however, Nintendo’s success ® controller
1
_
4
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i
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Production Director
Alicia Esken

Retail Distribution
Irwin Billman

Ralph Perricelli-MCC
Director of Corporate

Stateside was due in no small part to massive support overseas—support
| Sony now controls. Nintendo, however, as if they saw the entire scenario Alan Powers
unfolding, has begun signing a new group of Super Developers. Rare, Subscriptions Director
Paradigm, and the magical Shigeru Miyamoto continue to produce
Nintendo games regarded as events on the American game scene. 3rd Karen Cole
| party support Stateside also seems to be on the rise. But who will make Office Ma
the RPGs? This is the burning question. RPGs are on the rise in the US, ‘ G
thanks to Sony and Konami. Suikoden rose to the number one spot at EB Elaine Schings
upon its debut and garnished the nun'tber two spot the following week. ; Secretary
Currently, Sony has Square's Saga Frontier, and FFVII, their own Wild Arms, | ; :
and Konami's Vandal Hearts in the pipeline. RPG heaven! Christine Epley
But can RPG supremacy control the US market as it has Japan’s’ One A METROPOLIS PUBLICATION
look at FFVII actually makes me believe it just might. In the end however, | " i
think diversity is probably the key. Offer enough of everything and the core GameFan Volume 5 Issue 3 March
gamer is yours. The hardcore fans have been waiting long for this chain of :f;:'op i P L
events, and | still believe if you win their trust, the masses will follow. Wilshire Boulevard, Suite 1240, Los
Whether the US game scene will become as mainstream as Japan’s Angeles, California 90036. One Year
remains to be seen, but it seems more likely than ever as we enjoy the subscription (12 Issues) s $24.90.
Foreign and Canada add $10 per year.
Please remit in U.S. funds only, Please
allow 60 days for your first issue.
M| Periodical Postage Rates Paid at Los
Angeles, CA and at additional mailing
offices. POSTMASTER: Send change

most diverse market across the boards perhaps ever. Sony’s emergence
 has played a major role in Japan and | can’t imagine they'd stop there.
Could this be the move that enthusiast gamers have been waiting years
for? It would seem so. The months ahead will, 'm sure, tell the tale,

A A I A I I I T T I T T I T I AT

W_ 2 b i | of address form to: GameFan, P.0. Box
& / RSl 1 T 459084, Escondido, Ca. 92046-9084




) Brﬁnd new Mega features
| nd classuc Mega moves. The whole
cast has returned warh devious new

enemms,s oth a uﬂon,
.-f'.?.?“.rrv

and endless customizing upgrucles.

~ rlus, T Ji punese anime

sle on ar today! In honor
nniversary, we've also mciuded a iﬁ with

PCOM CO., LTD. 1996, mrnm
PCOM CO., LTD{:APCGMIsarngI “ :
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irTua Cor, Seca Wor owine SoCCER ‘97, NIGHTS anD VIRTuAL ON ARE THADEMARKS OF SEGA SowaET SteuxE anD D o

% 1906, DeveLorep By CLIMAX Lo PususseD By SEGA Enterpmises, Lo DavTona LISA 15 & TRADEMARR OF THE IN ' iy i

r MAIOH LEAGUE BASEBALL TRADEMARKS AND COPYRIGHTS ARE USED WiTw PEFamssonN OF Masoh LEacue Basenan: Prost e MLBPA MLEFA

F TEAM INDICATED. INFL AnD Suren BOWL ARE REGISTERED TRADEMARKS OF THE INFL. SEGA 15 an OFFICIAL LICENSEE OF NFL Proeer IMC 5 d .
PLAYERS INC © 1996 SEGA. PO Box BOAT, Reowood Civv, CA 94063 A

VieTuar On~™

BUY OF v HE
TWELVE GAMES ON
T HEL Bl

AND GET

OF THE
FOUR ©GAMES ABOVE
FREE"

S E B FHEERiiE O R

CAE LEEECEA Al
1-800-SEE-SATURN
FOR MAIL-IN COUPON.

OFFER VALID UNTIL
APRIE 18,7199 7/.

*ONLY §2.95 FOR POSTAGE AND HANDLING.




=

<B1F LN VPRl | LT b = =12 R

48K S0

R

e

't

- ?mage Heart dL 3
ity of Lost Childfen

¥ gcscent i
"Doom 64

racula X

nemy Zero
Fighters Megamix
Grand Slam
Hexen
MegaMan &
Norse by Norsewest
Perfect Striker
Power Pro Baseball 64
PowerSlave
Rally Cross
Ranma 1/2
Rush Hour
Scorcher
Sentient
SFIll
Shining the Holy Ark
Soviet Strike
Spider
Tale of the Sun
Tekken 3
Tenka
Thunder Truck Rally
Tigershark
Toshinden 3
Toukon Retsuden 2
Turok
VYandal Hearts
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C RDUENTURES ARE COMING 107~
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~ Drop that remofe. Two action-packed Star Wars qames have arrived - s‘peciall'u enhanced for tfm
ek, PlayStation™ game ‘cunsul'e, Dark Forces™ surrounds you with its visceral brand of first-person fire-
power, while Rebel fAssault 11: The Hidden Empire™ launches its perfect combination of live-action

video and infense space combat” Two thrilling Star Wars experiences - both designed {0 fake Maximum- .

. advantage of The'pu'mer found in Sony’s stellar game system. Who said there's nothing good on TU?
75 i _
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READERS’MOST
1. Resident Evil 2 - PS

2. Final Fantasy VIl - PS
3. Turok - Nintendo 64

!

READERS’ TOPTEN
1. Tomb Raider - PS/Saturn/PC
2. Mario 64 - Nintendo 64
3. WaveRace - Nintendo 64

4. Resident Evil - PS 4. StarFox 64 - Nintendo 64
5. Tekken 2 - PS 5. Street Fighter Ill - Arcade

6. NiGHTS - Saturn 6. Doom 64 - Nintendo 64

7. Crash Bandicoot - PS 7 MDK - PS

8. Suikoden - PS Bt 8. Yoshi’s Island - Nintendo 64
9. Star Wars - Nintendo 64 | 9. Virtua Fighter 3 - Saturn

10. Street Fighter Alpha 2 - PS/Saturn
.'-‘-

6. MegaMan 8 - PS 1. Turok: Dinosaur Hunter - N64

-?- 10. Tekken 3 - PS

% 1. Final Fantasy Vil - PS 6. Tenka - PS

2. Turok: Dinosaur Hunter - N64 7. Toshinden 3 - Saturn 2. Fighters Megamix - Saturn 7. Hexen - Saturn
E 3. Shining the Holy Ark - Saturn v{ 8. Mario Kart 64 - N64 3. PowerSlave - PS +« 8. Broken Helix - PS
4. Doom 64 - N64 8. Y8 9. Tale of the Sun - PS 4. Doom 64 - N64 { . 9. Street Fighter Alpha 2 - Arcade
% 5. Wild Arms - PS 10. Castlevania: Bloodlines - Genesis 5. Mario Kart 64 - N64 10. Strider - Genesis
Q’ 1. CoolBoarders - PS 6. VMX Racing - PS 1. Turok: Dinosaur Hunter - N64 6. Rage Racer - Arcade
5 2. Turok: Dinosaur Hunter - N64 7. Super Mario 64 - N64 2, Doom 64 - N64 7. Soul Blade - PS
') 3. Jet Moto - PS e / 8. Black Dawn - PS 3. Tekken 3 - Arcade M 8. Tekken 2- PS
S 5 4. Soul Blade - PS 0l 9. Tale of the Sun - PS 4. Tale of the Sun - PS 94 9. Tokyo Wars - Arcade
5. Doom 64 - N64 10. Choro @ - PS (import) 5. Parappa the Rapper - PS 10. 3D Monster Maze - ZX81
== 1. Soul Blade - PS - 6. Baku Baku - Saturn 1. Fighters Megamix - Saturn 6. Ray Earth - Saturn
=l 2. Wipeout XL - PS L 7. Formula 1-PS 2, Vandal Hearts - PS 7. Mega Turrican - Genesis
Ll 3. WaveRace 64 - N64 8 8. Virtual On - Saturn 3. Suikoden - PS 8. Broken Helix - PS
1 4. Turok- N64 B 9. Amok - Saturn 4. Norse by Norsewest - PS o0 9. Tempest X - PS
“te 5. Rage Racer - PS 10. Daytona CCE - Saturn 5. Shining the Holy Ark - Saturn 10. Contra Hard Corps - Genesis

e gyg Q JE SOI 1. Dragon Quest 3- Super NES 6. Shadows of the Empire - N64

2. Mario Kart 64 - N64 7. Soul Blade - PS

3. Fighters Megamix - Saturn 8. Rage Racer - PS
E}%ﬂﬂgg - % 4. Turok: Dinosaur Hunter - N64 9, Parappa the Rapper - PS
Video Games NMagazine 5. Virtua Fighter 3 - Arcade 10. Wild Arms - PS

WIN THE GAME SYSTEM OF YOUR CHOIGEE m&m&&

All you have to do to enter the drawing is write down a st of your top 10 favorite games and the 10 games you want the most that aren't out yet,
ona plece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301

Congratelafions
to last month’s winners:
First Prize:

David Valliant, Glen Park, IN
Second Prize:

Joe Plitner, Worchester, MA
Third Prize:

Shane Mclntire, Susanville, CA

Third Prize:
Ynur r.home uf a 32)( Your chmce of one of the Picks A FREE year of GameFan!
VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the universe!

~ Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified
ey by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope.




SYMPTOMS
| > Uncontrollable
compulsion

to play Super
Puzzle Fighter

> Obsession
with color
patterns and
falling gems

> Victory
induced
Euphoria

> Extreme
competitive
tendencies:
gloating, etc.

WARNING
HIGHLY
CONTAGIOUS

RX :

> Continue
regimen

of frequent
game playing

> Defeat friends

repeatedly to
relieve anxiety

y 1L
WHS

“Ferociously

competitive,
unfairly addicting...
a fantastic puzzle game...
you just won’t be
able to stop.”

n W W X

NEXT GENERATION
Oct. '96

PlayStation

www.capcom.com

[ CAPCOM is a registered trademark of CAPCOM CO., LTD. Super Puzzie Fighter is a trademark
puter Entertainment, Inc. Sega and Saturn are trademarks of Sega Enterprises, Lid
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Cheaters (Prosper...

Waka and Chief Hambleton seek the
finest cheats, secrets and tips known
to humanity, and we need them from
YOU!! We'll look over all the codes
you send and award a magnificent
Grand Prize every single month!
Remember, no cheap codes from
previously published US magazines!
Winners will be drawn each month
and displayed in the only place
where cheaters prosper. (Current
subscribers who win a subscription
will receive a one-year extension.)

SENDYOURCARDSAND ST RS 10;

Waka and Chief Hambleton
Hocus Pocus
5137 Clareton Dr., Suite 210
Agoura Hills, CA 91301

14
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Qravel ‘With 5hy Controller “In

TOU'EE LOVE I

GXTV is the world’s first video game TV with hyper-amplified sound
and graphics. Enhance the thrill of gaming with adjustahle speak-
er doors, stereo surround sound and a 15 watt sub woofer. Plus,
the intense screen graphics will make you feel like your head's
right inside the game. GXTV is also a 181-channel, 13" stereo TV
with two A/V inputs, stereo headphone jack, backlit remote control
and tilt/swivel stand. So whatcha waitin’ for? Send in those codes
and maybe you can win one of these GXTVs for yourself!

e Prize]”
Free 1 year
GameFan
Subscription!!

et i/ 4

Coromd Dris
Second Drise]
A

Viewpoint
ne of your
choice!

CONERAT ULATIONS T0
TS WONTH'S WINKERS!

GRAND PRIZEWINNER:

SIMON YANG, LINDERHURSY, NEW YORK
FIRST PRIZE WINNER:

JOHN MOYER, BRANDON, FLORIDA
SECOND PRIZE WINNER:

ALEX 0, BELMONY, MASSACHUSET TS

THIRD PRIZE WINNER:
LACH DEUSLER, MIDDEET OWR, WISCONSIN

' Sega Nomad 3
System!] -




SECRET CHARACTERS, MULTI ENDINGS, EDGE MASTER MODE FINAL WEAPON

OULEDGE— SONY-PLAYSTATION {IMPORT)

Few know of the evil,
corsed side of the

sword. The dark side. i -
llll"f W
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OBTAINING THE FINAL EDGE MASTER MODE WEAPON: When playing in
EDGE MASTER MODE, work your way to the last episode and beat Cervantes
and Soul Edge. After your character’s ending, you will return to the map
again searching for the “Ultimate Weapon.” Now all you have to do is save
the game when you return, move to the episode before your final battle, and
lose on purpose. Then travel to the episode before that (usually 7 or 6), and
win. After defeating that opponent, you will hear the spot effect and have the
“Ultimate Weapon!” Your character’s weapon power is unmatched!!

PLAY AS SOUL EDGE!!

Beat the game in Arcade mode with
every character, and you will
receive this nifty title screen! But
guess what..? You will have SOUL
EDGE as a playable character! You
know what’s even better? He has
an ending in the game as well!

HIDDEN CHARACTERS!! - Simply beat EDGE MASTER MODE with the cnrrespandmg characters; Siegfried, Hwang, ananﬂﬂi
obtain their “Ultimate Weapon.” Go back to Arcade Mode and move the cursor past Hwang or Cervantes. Although the new cllamﬂnw aren't
any different from their counterparts, there are a whopping 15 characters in the whole game to play from! No new endings, though. Ih

MITSURUGI’'S ENDING - Yes, you can actually play Mitsurugi’s ending!
Just move him left or right to dodge the bullets, and forward to
advance. Then tap the SQUARE or TRIANGLE to finish Tanegashima!
MULTIPLE ENDINGS! - All of the characters (excluding Soul Edge)
have multiple endings! When their ending starts, tap all on all the
VR R @271 buttons and move the D-pad like a madman. Their ‘other’ ending will

WAL vk BT/ il commence, and you can see what happens to your favorite
character... twice! Just one more thing... Voldo is indeed a freak!

15



SEQUENCE
L = LEFT
M = MIDDLE
R = RIGHT
M,L, R MRLRMMM,L
R,L,M,R L R MR,RR,R,
R, R L,M,R L RLL ML,
R,R L,M,R RLRL MR,
R, M, M, R, M, R.
e Marco when you first reach
land. Talk to her and play jﬂhﬂ MﬂYﬂr
le game. Then use the sequence
ahove to rake in the money! =
 (Note: This sequence works about Br d"dﬂ",
of the time, so if she breaks s
La)
the sequence, just quit and start Horld a

again!)

TOMB RHATDER - StGA SATURN-—L£¥EL SEECT!

'umm)EN—souvmvmnonm o d

——SEXY-PHRODIUS —SONY-PLAYSTATION {IMPORT) —POMER-UP-CODE:

7300

l= L 1)

MISSION @
WANTED

.g:

CORN CHIWA
[Zuao% @5 1]

POWER-UP - Pause the game and
enter: UP, UP, DOWN, DOWN, L1,
R1, L1, R1, X, and CIRCLE.
POWER DOWN - To lose all power-
ups, pause the game and enter:
UP, UP, DOWN, DOWN, LEFT,
RIGHT, LEFT, RIGHT, X, and CIR-
CLE. (“Oh my god!")

Unknown Entity
chaotic__order@ihm.aet

—VIRTUA-COP -2 Slﬁﬂﬁlmﬂwmm—

Exit to Title

- LEVEL SELECT - At any time dur-
~ ing the game bring up the PASS-
RT SCREEN. Flip to the last
that says: “Exit to Title.”
pressZYZ Y. X, X X,
press START. You then
r Lara make a sound.
“C” button to exit.

Simoa Ya g
Lindenhurst, H.Y.

RETZKY 11 NNTENDO 64 (ODES GALORE!

BIG HEAD - Beat the game (or just
go to the third OPTION SCREEN if
you have it). Go to BOOK KEEP and
see total games played. The starta
game and RESET (A+B+C+START).
Once your total number of games is
58, you should be able to turn “BIG
HEAD” mode on!

Thad Phillips
Atheas, Georgia

HEE ARE SOME CODES FOR WAYNE GRETZKY 64! HAVE FUN!

CREATE TEAMS (FROM OPTIONS SCREEN) - L + BOTTOM C BUTTON, BOTTOM C BUT-
TON, TOP C BUTTON, TOP C BUTTON, BOTTOM C BUTTON, BOTTOM C BUTTON, RIGHT C

BUTTON, RIGHT C BUTTON, BOTTOM C BUTTON, TOP C BUTTON, TOP C BUTTON, TOP C
BUTTON, TOP C BUTTON, TOP C BUTTON, TOP C BUTTON, TOP C BUTTON, TOP C BUT-
TON, TOP C BUTTON, TOP C BUTTON. (From View Stats screen.)

SUPER TEAMS (FROM OPTIONS SCREEN) - L + RIGHT C BUTTON, LEFT C BUTTON, LEFT
C BUTTON, RIGHT C BUTTON, LEFT C BUTTON, LEFT C BUTTON, RIGHT C BUTTON, LEFT
C BUTTON, LEFT C BUTTON.

SELECT OPPOSING TEAM (FROM SELECT TEAM SCREEN) - RIGHT C BUTTON, RIGHT C
BUTTON, RIGHT C BUTTON.

LOGO VIEW - Press the Trigger Button at the many
attract screens to view logos.

INSTANT GRETZKY START - Hold a button when
pressing START on START SCREEN.
HEAD

tom “C” button and “R”.

BODY SCALE (FROM OPTION SCREEN) - Press left
“C” button and “R”.

Y SCALE (FROM OPTION SCREEN) - Press top “C”

button and “R”.

- Press bot-

16

PLAY MODE

RIMK SIZE

TEAM SIZE

DIFFICULTY

PERION LENGTH

FIGHTING

PENBL TIES

PLAYER SHITCHING

LINE CHANGES

PLAY. SPEED

PUICK STREAK

J PLAVER FATICUE
{ DEFauLY Camrea

TOGGLE CAMERA

WHTDE




-%ags carry emergency medical information with you. PlayStation and the PlayStation logo are trademarks

DISCLAIMER: Waluer of lability. By reading this, gamer understands we accept no

THE OFFICIAL SPORT DRINK OF THE
PROFESSIONAL UNDERGROUND LEAGUE OF PAIN.

WELCOME TO THE FIRST
SPORT SIM WITH A
DISTINCTLY UIOLENTFLAUOR.

i A

No referees. No rules. In this league it's

pummel or be pummeled, beat or be beafen.

Your challenge is to guide a six-man team

through a gauntlet of 15 internat

teams in practice, league or cup play.

go and Professianal Underground League of Pain are trademarks of Psygnosis Ltd. © 1996 Psygnosis Ltd.

The first futuristic sport sim lo deliver
ultra-realistic game play with full sports
management capabilities. Crush the life
out of your opponents from multiple camera
angles with full multi-player capability,

Torment your opponent and score goals

while experiencing real-time light-sourcing
y and the highest resolution available for
Sty N ; Play Station. v

PROFESSITNAL ONOTAGRO

on

PlayStat

“of Sony Computer Entertainment Inc, The ratings icon is a trademark of the Int



‘j rm JAM EXTREME

SONY-PLAYSTATION - HIDDEN TEAMS!

VIRTUHL QN SEGA SATURN NEW COLOR, HIDDEN CHARACTERS, SUPER MOVE!

i
| B ‘ﬁ
g mm

inhn Hess Rlex 0
o-WEMAT - johnhess@pe.net Belmont, MA
- ICE, APRIL 27
e |
KT GOLD — NNTENDO 65 MACHINE GARGOS? |

CROUCH ATTACK - LEFT or RIGHT or DOWN +L+R+A+CorY.

F;i-k-c-;e T

e 2 CO“BO

SECOND COLORS - Tap LEFT SHIFT when selecting Arcade, VS, etc. ‘

SPECIAL ATTACK (For Viper 2 & Temjin) - While weapon gauge is full:
VIPER 2: While jumping, UP, UP, Y, Y.
TEMJIN: While jumping, UP, UP, Y, Y.

DORKA'S SPINNING HAMMER - RIGHT SHIFT + Y. |
JAGUARANDI - To get Jaguarandi as a selectable character, beat the
game on HARD. At the character select screen, press right after ‘
RAIDEN, and he will be selectable.
YELLOW/WHITE TEMJIN & RAIDEN - Press UP + RIGHT SHIFT and
LEFT SHIFT at the START SCREEN. If done correctly, you will hear a
sound confirming if.

GARGOS - During any character’s
tat screen (above), press Z, B, A,
. A, L. Then at the same screen
i lapui the GARGOS CODE: Z,
, Z, A, B. Now choose the

uld GARGOS be
Ultratech’s cre-

Rohert Daily
Henderson, TX

END CREDITS -2, L, A, Z,A, R

LEVEL 5 OPTIONS - (Blocking)

TA
ORCHID - Hold UP and press FK.
GLACIUS - Hold UP and press FP.
MAYA - Hold UP and press MP.
SABREWULF - Hold UP and press QP.

TJ COMBO - Hold DOWN and press FP.

FULGORE - Hold UP and press MK.
KIM WU - Hold DOWN and press QK.
TUSK - Hold UP and press QK.

JAGO - Hold DOWN and press QP.
GARGOS - Hold DOWN and press MP.

SECRET SKY CODE - Hold DOWN on both controllers with MK at the same time.
SPINAL'S STAGE AND MUSIC - First player Hold DOWN and press MK. Second player just select

qgaracler.

su‘mn {teeabova) input: Z, B, AZALorZBA L, A Z

LEVEL 1 OPTIONS - (Throw damage, easy breakers, invisible tag, and aerial view.)
LEVEL 2 OPTIONS - (Full super bar, full breakers, and powered finishes.

LEVEL 3 OPTIONS - (Missiles, fast fireballs, and auto doubles.) 3

LEVEL 4 OPTIONS - (Early ultimates, knockdowns, quick openers, and cheap llgmes )

Musi ES

ORCHID - Hold UP and press FK.
GLACIUS - Hold UP and press FP.
MAYA - Hold UP and press MP.
SABREWULF - Hold UP and press QP.
TJ COMBO - Hold DOWN and press FP.
FULGORE - Hold UP and press MK.
KIM WU - Hold DOWN and press QK.
TUSK - Hold DOWN and press QK.
JAGO - Hold DOWN and press QP.
GARGOS - Hold DOWN and press MP.

fach Deusle
Middletown,
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he blood red skies of Verdite look on as a lone

Figurct ventures out Into the g_r'l.-al[. scene ("{:

carmage and death. Austin [..a_;lc'x Forester,
prince of the bedamned ngdmm of Verdite
unsheaths the mlt{htq E';xcc?|~[f-:_mr and prepares his
heart and soul for the journey just set betore him...

What it takes to make an epic
RPG/Adventure game

o

King’s Field Il, following on the heels of the wildly
successful original, is hands down the best thing to

LM happen tothe PiayStatlon' E'U'ery aspeCt that made the The young prince had listened in Hora_”or as Leon
: A7 original a hit are back - with reinforcements! ASCIl has spun the tale i the ﬁcm ten years of ;‘rw-umﬂ
' .4 - . . . . gc&’rruuhnﬂ. Arter Alexander’s h‘|urnP ant return
t'* A(J mad?ran Incredlb‘e Effort to nge you the DESt RPG to from Melanat with the I‘u’lumnhgl'st Sword, peace had
Mad Dog find its way to the home market. Maklng an encore ensued for five years in the great kingdom as the
McGamer  performance are the artfully designed landscapes and R e L e
A b o ace they had enjoyed. bBut nive years later, the sun
brilliant effects of the first 360°, fully rendered masterpiece, but this time, ot (b Pt il et Vo
ASCIl has included a host of improvements that will fulfill your every seen on the horizon - a storm with intent of the
fantasyl - Purest evil, E_I;_ﬂ'wtcnmg struck the tower, ut"rr:*.rh;

Shat‘tcnng th{:hﬁuoﬂ%}'lt Sword, and the Huh{ King,
John Alfred Forester fell ll.

When the ng recovered, he was a c}wangm man. It
was as it the devil himself had taken the throne nF

Verdite. The reign of terror he ushered in after his

z d
e

recovery had m;ParaHH in all of history. Evil demons
of every conjunng magmal::lc: took to the kingdom
ke a H_mgci‘mg laguc. l|ttc‘_r1n5 the ]ﬁc;iuhﬁ;l hills
and PL’.!IHS with the terrible carnage mn!q 3
Hm}dthrﬁttj God could F.sermat. Alexander had tried
invamn to hc:[F his former friend, the L’”f\' but after
chlmg UF‘IILj the remaining hilt of the great Mumi:\ghi
Sworg. he Légn'e his life to seal the Demon King within
the castle walls.

Story line, sound, action and How could L}_iif'ﬁ own father have done ‘;'f‘_f-'“_'htc“”-'Ht"
graphics made their way to the top o i s
of ASCII's to do list with upgrades
ranging from original compositions
in beautiful stereo sound to SGI

rendered cut sequences!

things? L_qle's 51'1'ug5!c* was brief. The deeds that

haﬁranshrcd ou'f:‘_r the Pa:at ten years would have to
be met with the terrible steel of battle, his was the
qucst for b]mc_}d...thf. blood of his own dc-mun_ father,
KingJohn Alfred Forester - UN-Holy King ot
Verdite!

This will be your quest in ASCII's sequel to last year’s
Smash Hit, King's Field.




First on the boards was the Story line. In

response to consumer requests, and their own

dreams for the sequel, ASCIl employed a team

of experts in the RPG and writing fields to

breath the life into King$s Field Il that would

make it a timeless classic. Austin Leininger,

formerly “Sir Garnabus” of GamePro Magazine

worked with the rewrite along with ASCll's own

Jane Cowley and expert GameMasters David Silviera

and Mark Johnson to bring the flare of professional Gamers into the plotline,

making Kings Field Il one of the first RPG’ to hit the PlayStation completely
written for the American Gamer!

Packs, clans, and families of previously

undiscovered monsters ravage Verdite

as you battle against them with an

improved arsenal of over twenty new

weapons along with several old favorites!

Over 100 new items await your

discovery along with the arrival of well

over 50 completely new breeds of

monsters. These improvements

complement the plot well as you journey through the villages of your kingdom

9% 1 & speaking with well developed characters that will suck you into their world

MasterR THE GA M E, within moments! ASCII spent a lot of time on the development of new

KI1 ow aLL THE characters in King’ Field Il. Humor, depth, personality, and history can be

SECRETS, BECOME A found in every character you encounter. Along with each meeting comes

\ _ a chance for additional sub-plots - and of — :
course, the acquisition of more items
and power - as you involve yourself in
the lives of your royal subjects and your
kingdom.

Naturally, ASCIl took the time to
improve on the knowledge, use, and
appearance of magical spells as welll
Forty different magics in five
disciplines can be at your command.
¥ All magics are either new, or have been redesigned to look and sound
& as powerful as the gods who invented them!

Next on ASCIIS list was the question of sound. As in the original,

Kings Field Il undertones your quest with the terrible wails and

screams of the enemy. Those same battle cries of your flesh-

hungry enemies louden as they approach, heightening

the sense of reality in the game. In addition to this

old favorite is the host of original music,

To order by Visa or Mastercard, call 415-780-0166. For the KF i hintline of to written solely for use in Kings Field II.
charge the guide to'your phone bill, call 1-900-288-ASCII (2724). To-order by mail,
send money order made payable to ASCII Entertainment, P.0. Box 6639, San Mateo,
CA_94403. Price is $12.95 plus $2.00 shipping & handling. Not available in'stores.

‘800 line is $0.95 per minute. leé'rp under 18 must get parental permission to call, Touch tone phone required.




The scores of new music are
beautifully composed in stereo to
complement whatever scene you
are faced with, bringing tension and
climax along with a beautifully felt
ambiance throughout the game.

Of course, what would an RPG be in
modern life without action!? ASCII
- has taken great pains to provide as
much wonderfully gory and personally satisfying carnage as possible!
Battles rage throughout your quest with new enemies, new magics, and
new weapons. Even battles of epic proportions ensue as you take on the
Gods themselves! Additionally, ASCIl included several cut sequences in
full SGI rendering. Key points in the game are perfectly ushered in with
these awesome action scenes of
graphical prowess.

Along with the enhanced character

definition and overall improvements

on landscape and character design,

what could possibly make this game

any better? Well...perhaps a copy

of ASClls King’s Field Il Strategy

Guide! The same talents and

energies that created the Kings Field

l masterpiece came together again to bring you the strategy
book - actually written by the same hand that wrote the
game itselfl Who better to know than he who was the
creator?! The book is beautifully designed of high quality
paper and crystal clarity.

ASCII offers all of this, wrapped up in a beautifully
rendered 3-D world of enhanced polygon graphics
with texture mapped surroundings to give a complete
package of absolute perfection!

Good Luck to you,
mighty warriors, the
battle ahead is like
none you've ever
seen! Choose your
weapon wisely and
you might even
survive!

Ascll 2 : ' '~ For more
ENTERTAINMENT AN \ SR, mfnrmatmn visit =

©1996 ASCII Entertainment Software, Inc.
King's Field is a trademark of ASCII Entertainment Software, Inc./From Software Inc.




@ it to the top of the castle

2 cannon? Well here's a

ay to do it and really impress
s! Head towards the far right

tain side next to the castie and do a
mp starting the first jump next to the

, as pictured above. The second jump

ist start right where the mountain and

ound polygons meet. The third jump should i

opel Mario towards the top of the mountain $ I 3

 where he'll begin to slide on his bottom as pictured above. From here, perform SDe‘Jlal thanks to:

inother jump off his backside aiming towards il side of the castle where it meets )

he mountaiside. Now perform a wall spring as you hit the castle side aiming Hi%ary

towards the castle wall with the tower on it. Phiew! For best results, take the moun- G

side at a gradual angle (not dead on), this will increase Mario’s chances of slid- & - -

on his backside for the final jump. Mario can't jump from a stomach slide! .
poookennnnnn!!! Knightmare! —

ITARIO HHRT -6 —NNTENDO 64 {INPORI ) CUIING TINE TRICK! —_—

* Wllﬂmtamki Skid for a q:iuit Mtinl ;u;lll'ttlt Imuslé
~ When taking a corner, hit (lie to on an Bt
“hold it while gently steering into the turn. This °'"cuit drive onto the left
will begin the skid, as signified with a _ hand side of the first
“wwwVVV" coming from your exhaust ridge after the start line
pipe. Now while still holding R, steer and face the wall. Use a
away from the turn. then |mmﬂdialely Mushroom speed boost
steer back into it. This will continue the and just as you're about
skid, now making the exhause display a yellow - Y
~ “geeEEE”. Now steer out of the turn and back into it 1o hit the wall tap (and
v the “EEEs” should turn red. Now just let go of the R button for ~ keep tapping) the jump
- a Mini Turbo. Your character will dgm out a shout of joy if done cor- button. It doesn't work
~ rectly. With practice, you can hold the skid for long periods, or even every time, but if you

pe iple Mini Turbo skids in one turn to really build up your ;
am:edly_ VEEEEEEEEEI" That's the sound tires make when in a skid,  °'a' the wall you'll save
ain up

1o 5 extra KMH or more! Shinkuuuu-Hadooookennnn!!! about 30 seconds!

Hikaru - Watch out!
Banana peels! No
worries, just tap the
brakes to recover
when you pass over
the peel. If done cor-
rectly you'll see a
“Musical Note™”
appear above your
character’s head!
Shoryuuuukennnn!!!!
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Spare your cabill
Play th




Shelve the puny human routine. It's pulverize or be pulverized
when you become this mean green fighting machine. GO
fist to fist with the entire Pantheon gang from Ajax,
Ulysses, Hector and Adalanta to your own Future Imperfect self,
The Maestro. It's all part of mastering the puzzle. Not to

mention, the finer points of smashing, crushing and pum-

meling anyone YTes IRNICREDIRLE that gets in

~ f =
your way. SO go ahead, burst a
' I' l. - l‘lg Just not your own.

H!I
AT l!l ] ll ]\

THE PARTHENH SAGA

-

-

EIDOS HINT LINE 1-900-288-4263

Coetr oF CAaLL $0. 95/ MINUTE/MUST BE 18 YEAR!
or HAVE Parent's Pearmission/ToucH=-Tone PHONE REQUIRED

rademarks of Marvel Characters, Inc. and are used with permission. Copyright © 1986 Marvel Characters, Inc. All rights reserved. Eidos Interactive is a trademark of Eidos, Plc. ©1996 Eidos
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Play mechanics|’

Originality

Legend
raphics

usic

E.STORM NICK HOX KNIGHTMARE SUBSTANCE D ORION GI.ITCH TAKUHI

CHIEF

SﬁlDER
PLAYSTATION

MG+CD
ACTION/PLATFORM

Spiders concept first and fore-
most is its strongest feature.|
Playin?| a spider trying to catch
up with your limp dying body is
indeed intriguing. Right off, the|
CG will astound you with its crisp
visuals and violent theme. From
there, it's on to a fairly basic platform scheme
made entertaining by the neato play mechan-
ics and solid soundtrack. The bosses are
meaty as well; | just wish there were a couple
more. Boss Studios has done a fine job with
the poly’s too. Spider's a solid game.

5P, 00,

HAMBLETON

The concept behind Spider is a
sound one (controlling a cyber-
spider in a pseudo-3D environ-|;
ment), but the game never real-
ly makes the most of it. It's like
a less spectacular version of ;
Pandemonium. The graphics are nice in
parts, and there is some clever level
design, but nothing to make Spider scream
‘essential purchase.” One for 2.5-D plat-
form aficionados only I'm afraid.

5B E e,

. |
" | of web, there’s nothing really new here. A few

Take a unique game concept (con-
trolling a spider) and mix it with| =
2.5-D play mechanics and you end |
up with Boss' Spider. Aside from
wall and ceiling crawling and the
ability to hang from a short length

moons and a Crash Bandicoot ago, this game
may have been more captivating, but as it
stands, there are better examples of the play
mechanics to be found elsewhere. Still, the

%% 5% T8

TENKA
PLAYSTATION
PSYGNOSIS-CD
CORRIDOR

Tenka will surely please each
and every corridor hound.
say that because | really like
it, and a corridor fan | am not.

Psygnosis’ first POV shooter is aly
competent, if un-original, genre|
entry with solid Quake-style poly-§
gon graphics and awesome sur-
round sound. The levels are a bit
too compact for my liking (probably
to keep the frame rate up) but
there’s no denying that the hideous mutant
bionoids are cool, or that taking a creature’s
head off with a single shol isn’t incredibly satis-
T"g PS owners seeking a corridor game with

the emphasis on combat would do well to give it
a whirl.... after PowerSlave.

6,5, .9,

Codename Tenka is a highly
competent 3D corridor blood ™
fest, with excellent (and some-Jiis
times downright deviant) poly-
gon monsters. I'd agree withj
me ol’ pal nghtmare 100 per- -
cent with the game’s failings though; lhere s
a lack of variety of weapons (more chunky
rocket launchers, please!), the levels are far
too small... but there’s certainly enough of
them! Time to rent this one, people!

] <
NANOTEK WARRIOR

PLAYSTATION

VIRGIN-CD

3D SHOOTER

Why are we re-viewpointing[y
Nanotek Warrior? Simple. After|
our review in last year's|
December issue, Tetragon took
into consideration many of our
criticisms and changed the game L
accordingly. Thus, this new version features
more enemies, more spectacular explosions,
cooler bosses and best of all, more balanced
gameplay. It's still one tough shooter, but
now when | die it's my fault as opposed to
some cheap hit. Cool!

BE e,

5% B e

This game rocks. Imagine a -
Tempest 2000 that has been turned
inside out, texture mapped, light
sourced, and pulled through infini- *
ty. The graphics are smooth and
fast, with wonderful, luminous
weapon blasts. And adﬂlng to the ™
highly kinetic action is an awesome techno
soundtrack. Fans of Tempest are lutally gonna
dig this revisionist interpretation of the “shoot-
ing down a tube” theme. They've even thrown in
some greal boss encounters. Good show,
Tetragon and Virgin.

S8 me,

JBE,

POWERSI.AVE

The unique storyline and

interactive qualities only add

and hardy visuals. The polygonal environ-
ments are among the best around, nearly
sourcing is genernns Cool, dude.

I love it. What's that? There's new|

enemies, enhanced level design, and| -

ronments, | crave the ulira-respon-

sive controls, and | dig the intensity

as the last minute additions go: Cleaned-up graph-
ics—right on. New enemy & level design—wicked
this game needed. MNanotek's 3D shooting as fast
and furious as one could ever desire... and there's
PowerSlave was and is a spec-

best SS corridor type by a mile,

and here on the PS it’s even bet-

spectacular lighting. Much of

the game is open air, rather than hall after
dously to the game play. These Lobotomy guys
are serious, folks. Even those (like me) weary|

to a game with great control, good sound,
on par with PowerSlave’s, and the light
Sure, I'll play Nanotek Warrior again, e
new bosses? Great! | love the envi- \&\@

5 T ’;,
level. It's definitely hard-core. Asfar'——
and tough. Beefed-up boss scenarios—exactly what
not much of that going around.

86

tacular Saturn game, easily the
ter, with 60fps close-ups and
hall, and the platform elements add tremen-
of corridor games will embrace PowerSlav

After the awesome Saturn version
of PowerSlave | had my hopes up|
for the PS version and Lobotomy
hasn't disappointed. Cleaner
graphics, new level design, and
more realistic lighting coupled
with PowerSlave's trademark
innovative non-linear level structure, atmos-
pheric sound and action-packed qamenlay ELL
go to make this the best corridor game yet
seen on the PS. PowerSlave is fresh, atmos-
henc violent, long lasting and above all,

Lobotomy are the developers to
watch for, especially after you've
gunned down the masses of mutant [l
mummies present in this offering.
Taking the Doom genre one step fur-§
ther, there’s level after level of com-
bat carnage coupled with cunning
puzzles to complete, some really e:cellent mon-
sters (with supreme Al), supreme music and a
whole load of secrets to find (including those
team dolls!). 1I'd go as far as saying this is the
best 3D corridor game on the PlayStation. Buy it

f RPN

S
_;“ ~,
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TUROK
NINTENDO 64
ACCLAIM*CART
CORRIDOR/ADVENTURE

POWERSLAVE and walk like an Egyptian. nI Purchasn |mmad|alely' nnw Ihare s MUNTHS of uameplay here.
PLAYMATES.CO e | %196] %% %3 "™ %90
- Iguana, with their 1st N64 title have When corridor game players die, this is Forget the fog and believe the hype.

basically said: “KABOOM! Take this
on, gamers, we've created the ulti-
mate 3D adventure, and we just got
started!” Turok is man-style, adren-
aline-boosting 3D gaming, packed™
with mouth-watering beasts, massive
environments, platforming, puzzle solving, climb-
ing, tunneling, and the best Al I've perhaps ever
seen. Leave the beasts be and they turn on them-
selves! Crunch! It's big, it's bad, it sounds awe-

some and it plays like a dream with the best control
mechanism in years. OK? Allllirighty then! |

5,5.F, 8.5,

where they go. Turok is corridor heav-*
en! Getl ready for the most detailed,
realistic enemies ever; atmospheric}
| sound; huge immersive environments
|and cool, COOL weapons! Aside from
| the fog (which | admit is a pain) these .
are the most advanced graphics yet

seen in a videogame. And this is first gen 64-hit!!!
Turok scores big in the gameplay department too. The
control system (like the mouse/keyboard combo on PC)
is AWESOME, while the mixture of exploration and
destruction is up there with the best of them. 1I'm not
| sure | like the re-appearing enemies or lack ol ammo,
| but when everything else is this good—who cares!?!

5,5,5,0,0

Turok is the best 3D corridor game in
existence. Yep, you read that cor- i
rectly. Huge sprawling levels. More
enemies than you've ever seen
before.  Almost-constant 30 fps
action.  Graphics so sharp and
detailed that they'd make it into a 32-bit CG intro-
duction. An involving plot. Shockingly involving
gameplay. Monsters which animate perfectly. The
most impressive bosses ever seen in any video
game. Beasts fighting each other. Loads of
secrets and cheats... Buy without hesitation.

% 0 0" 599
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What a month for corridor games!
Yippee!!! Now this is pure carnage on
a cartridge, the very best version of
Doom you'll ever get to play. Thirty
levels of in-your-face action with}
loads of enemies on screen (over y
twenty in some places!!), all-new textures on every-

thing and the classic, blasting gameplay that every- |

one loves. This could have been a straight port with
cleaned up graphics, but Midway went the extra mile
and should be congratulated for giving us exactly
what we want. Gore, gore and entrails! Whoopee!!

S b

Sure, Soul Blade crushes FMM in
terms of graphics, but gameplay is
king, and AM2 rightfully claims the
throne. They've thrown everything
into MegaMix: Over 85% of the ar
moves from VF3, true 3D move- aY e
ment, and perfect control. They —

tossed the high-res of VF2, added awesome light-
ing effects and increased polygons instead, and
maintained the glorious 60 fps we've come lo
expect of Sega fighters. | can’t believe how far
the Saturn has come. This is the best home fight-
ing game available...until VF3, I'm sure.

[rina? Heck, yeah! Doom 64 rocks like L= = :
'no other! As with previous versions of Doom, the |

In the same month that we get the most|
advanced 3D POV shooter ever ( Turok),
we also see the re-appearance of the iy -
game that started it all: Doom. But with =
competition like Turok, can Doom possi-
bly hold its own four years down the|

emphasis is squarely on action. Kill, kill, get a key, |
then kill some more! The 64-bit graphics and sound |
add to Doom's trademark atmosphere, while the 30+
all new levels are works of art. It may not look as |
impressive as Turok, but what it lacks in beauty, it more

than makes up for in action. Feel the fear.

O R

Lets me see now. Fighting Vipers

. vs Virtua Fighter 2.5 with 12 secret|==% =

characters, better graphics than FV,
two different game styles (VF and}p® g
FV rules), survival mode, multiple
one player paths, perfectly graded| . & aj
difficulty and a treasure chest ofL_<~. 28

secrets. | think its safe to say that this is a good
game. |'ve always preferred VFZ's instinctive,
fluid, precision gameplay to all other 3D fighters,
and MegaMix elevates it to the next level. It may

nol be the best lm:l:in?| fighting game out there,
but in my opinion it's the best playing, and that's

G é) C E?_-D P é} M é) 0 98
Hey, what's this? NOT a 3D corridor
game? But you still get to shoot
things, right? Okay!! This is a real
treat for fans of the Sirike series,
involving you in a cunning weave of |
intrigue (thanks to cool if a little
grainy FMV) and some pretty darned
difficult levels. Analog control makes this game
control delightfully and there’s loads to shoot, but
the game is marred a little by slowdown, those

waler-thin building explosions and enemies which
attack when off-screen. Other than that, a veritable

®

what counts. A fighter from the Gods!

Gg) C @o) P @o) M é) 0
long for 3rd party multi-format] "= =

Why must Saturn owners wait so

games?! EA has added some extra[¥ %
stuff exclusive to the Saturn version ?’ :
(see my review), but not enough to 3.}** oy
warrant a three month delay. The| )' :
game itself is a worthy addition to ;

the Strike series, with the traditional blend of
action and strategy accompanied this time by poly-
gon models, realistic CD sourced terrain, qualily
FMV and cool movie-like set pieces. Only the high
difficulty level and choppy frame rate spoil the
party, but it's still a must-have for Strike fans.

| wish this was my favorite cate-
- gory, it’s bursting with software.
Anyhow, Doom 64 is without a
' doubt the most superb version of
' Doom that exists today. The tex-
‘tures are blessed by the N64 as
is the lighting. Even the sound is ominous,
not to mention the beasts which look soooo
'much better here than anywhere else. This
‘game just keeps on giving all the way
‘through. Simply divine. Buy it right now!

6, P, W, 10,195

NINTENDO 64
MIDWAY-CART
CORRIDOR

Fighting games don’t get munﬁ
better than this, I'm afraid. You’ll| '
be hard pressed to find this many| '\

characters in any 2 games. From|" 3\
the whimsical (the Daytona car)’
fighting a piece of meat), to the
sensuous (Honey vs. Pai), to the serious, (Akira
vs. Bahn), FMM has variety to burn, along with
the juggling and ring annihilation you love in
Vipers and the superb gameplay and animation
from the VF series. AM2’s got this genre dialed.

G, C-. P, M O
Do oo 60
You either like Electronic Arts’ Strike

series or you don't. Fans were no -
doubt overjoyed with PlayStation

Soviet Strike. And guess what? A P
Saturn Strike is even a hair better.| % 4
Sure, the Oliver Stone-style mixed| o+ f
media FMV is a bit grainier on Saturn

(no surprise there), but play the game with the
NiGHTS pad and you'll be in Strike heaven. It still
gets a bit choppy when things pile up on screen, but
it remains a bit smoother overall than PS Strike. If

you like the Strike series and don't already have the
PS version, this will make you very happy.

chopper frenzy, and no mistakin’!
G- C,L P- M, O 89
D ®
What?  Another 3D corridor
game to review?! Bibble!!
Thankfully, this happens to be a
great conversion of another
Doom-style classic. Think Doomyj
with swords and you're on your
way to realizing the fun you can have slicing
a host of increasingly gibbering monsters
into a pile of goo. More features than the

PlayStation version, three characters and
involving gameplay. Buy PowerS/ave first,

®

Gl [cl, P, M, 0], |93
@ ® @
Hexen was one of the few Doom|_°
clones that actually managed to| =
improve on id's classic, and was|\ .o
generally considered to be the bestyy,
PC corridor game up until Dukel
Nukem 3D. Probe has managed a|
respectable conversion—much bet-
ter than the PS tragedy—but still not as smooth as
Lobotomy's PowerSlave. Fortunately, the genius
of Raven's game design shines through, and the
adventure based gameplay still cuts the mustard

by today’s standards. One thing’s for sure: it pos-
itively hoses all over Saturn Doom!

G, C-. P, M, O
® ® @
Hexen, although smoother on the
over, om0 ot Ihe, best Boows Incar:

nations of the bunch, thanks to
some keen design elements (like

being able to carry items) and
great level design. The puzzles
in Hexen are fierce and the game’s far less
forgiving than Doom. The beasts are ultra
nasty as well. Truly demonic creatures popu-
late every crack and crevice. After playing
the SS version I’'m looking forward to the N64

then this pumping version.

G-, C PE-‘DM

.

Take the best-selling 3D corridor game
of all time, employ programmers with
no Saturn experience, observe Doom
3D0 and mix it all together. Whaddya
got? This shambling and indeed tragic !
port-over. We've seen PowerSlave on
the Saturn. It can do 3D. This howev- .

er, is an insult to id, the Saturn and even me (| had to
waste my time plodding through appallingly unopti-
mized PlayStation code). Three frames per second of
animation? What? An absolute disgrace. This is a
twisted version of a hallowed classic, reduced to a

mockery of its former self. Appalling.

G.CLP- M O 30
@ ® ® ® a

| can’t believe I'm finally review-

ing a Scavenger game. The wait

was certainly worth it, as Amok is

a total blast to play. Whether

probing the murky depths or
scampering above ground, the

.
game engine is fast and smooth. And though
the screen shots may look blocky, wait till you
see this thing in motion (where have | heard
that before?). Stellar music and great explo-
sions round out this fine package. A word of

warning though; this game is hard.

GCéP@)MéO

G @) cg} Pg Mi (o)
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| love Doom. Doom 64 rules. But
Saturn Doom isn't even fit to be
mentioned in the same viewpoint.
If Turok is corridor heaven thenp, =
Doom (this version) is corridor|
hell. It's the same trademark
ameplay and level design as PS
oom, but the graphics are unbelievably pixely,
the frame rate is appalling and sound effects are
feeble. It's nice to be able to use the analog
controller, but that alone can't save this sub-

standard port. If you want a corridor game this
month, get Hexen, or better yet, PowerSlave.

G@CPMO&D 75

Oh my, what tragedy this is. Is :‘ &
it not painful enough simply to ‘ |

play Doom again? | guess not. .
Well, they’ve drudged this one -’A |

up from the bottom, oh Doom| __ P=_ '
warriors. Even the most hallway depen-
dent will surely gaggle with dismay as
they witness the horrific frame rate and
broken sound effects in this game. I'd

o > ® 690
Well, its about time! Scavenger has
been working on this pretty much
since | started my career, and it'sfi8 W
nice to finally see it getting aff =&
release. And hey! Surprise! I's af"} s
cool game! The graphics may be a| 38
little blocky, but the frame rate isL .
smooth and the action is full-on hardcore blasting.
Both vehicles control like a dream, and there are
an unfeasible amount of secrets and enemies
tucked away in each of the games 10+ levels. Add
to that multiple camera viewpoints, a pumpin’
soundtrack and real-time cut scenes, and you've
got a game that blasting fans are gonna love.

('ﬁa CPi__é)Oégo

®

rather scrub the floor, really.

G.C.P- M, O
D bl

After baking in Scavenger's mmn e

for over 2 years, Amok has finally @

seen the light of day. The amaz-

ing thing is, it's still fresh! Amok
is search-&-destroy gaming at its|"

highest level. Both submerged
and above ground, the action unfurls at a blis-
tering pace, while the deep, moody soundtrack
bellows the despair of its grim world. Amok’s
a deep, involved adventure and thusly, quite
hard, as it should be. Savor this one my

friends, it was a long time coming. 92
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ACTIVISION.

INTRODUCING THE ALL-NEW MECHWARRIOR®2
ARCADE COMBAT EDITION.

REBUILT FROM THE GROUND UP.

MechWarrior 2 has been fully customized for
console systems. Built with 48 lethal missions —
sixteen exclusive console scenarios, plus six
training missions. Simplified controls, intense
power-ups and turbo-charged Al for ultra-fast,
shooter-style gameplay. Loads of 'Mechs per
mission and enough firepower to obliterate

anyone who refers to this game as just a PC port.

AK 8 % P R E S E N T S

S1ISTCENTURY COMBAT

ARRIVES MARCH 28TH

48 missions with awesome power-ups Ultra-fast gameplay packed with Advanced tactical artificial intelligence
including Stealth and Invincibility! lethal missiles and "Mechs! and stunning 3-D texture-mapping!
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Activision is & regstered trademark of Actasion, Inc. © 1995, 1997 Acrvision, Inc MechWarrrior, BardeTech, BattleMech and "Mech are registered trademarks of FASA ( ORPORATION. © 1995, 1997 FASA CORPORATION. PhyStanon and
the PlaySeation loges are trademarks of Sony Computer Err: winment Inc. Scgs and Sega Satum are trademarks of Sega Enterprises, | Led All other a":-vu ks and trade names are the propertics of their respective owners. All rights 3 reserved
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owerSlave on Saturn is probably my favorite single player first per-
son shooter of all time. Not just because of the way it looks (the

orridor engine on Saturn) but because of the way it plays:

f intelligent game design. Its fluid controls

\PowerSiave is a trinmphp

52

KNIGHTMARE
Ramses Rules!

‘and RPG trimmings give it the perfect blend !

: nit-picking. PowerSiave PS is still the best corridor game available for the system,

ple of what happens when dedicated games players get together and make a game they

of exploration and action, while the devi-
ously-hidden team dolls make it the
longest lasting corridor game I've

ever experienced. So to say | was
looking forward to PowerSlave on

PS is something of an understate-

ment.  Thankfully, all of the essen- 5! 11 /11| "éf "-”im LY
tial elements that made Saturn — Sl
PowerSlave so brilliant are intact. = ¥

This is basically the same great :{f_. Y
game, albeit with a few significant =
changes. The responsive controls are =
the same (the most instinctive yet on —
the PS), the number of levels are the
same, the weapons are the same, the
artifacts are the same and all but one —
of the monsters are the same (the red - s :
spiders have become blue scorpions). F

However, PowerSlave PS runs on a different graphics enginé to Saturn "%
PowerSlave (cleaner graphics, more realistic lighting.but a lower frame ﬁ)ﬂi

IARE LRE RN RAR]

and this has meant some changes. Most notably, some of the level’s have had
to be re-designed to cater to the weaker engine. For the most part this is justeon- =
fined to the opening area of the level, but in some cases (like Amun Mines or
Cavern of Peril) it has meant a complete overhaul. This isn’t a bad thing—the new &
levels are cool enough—nbut they are a lot smaller than anything on Saturn. g

Thankfully, Lobotomy has taken advantage of this re-design to up the enemy co
re-distribute the team dolls. For someone like me who’s played the Saturn
inside and out, these changes came as a welcome surprise—it was like playing 1
game for the first time all over again!! PS PowerSiave is also noticeably harder tha
the Saturn version, with many more enemies to combat and less life bars to find.

In balance | would say the Saturn version is the slightly better of the two but that's just

a long way. Even though the engine isn't as smooth as the Saturn version. it’s s%’
smoother than any other game of its type on PS, and the quest is as perfectly structure :
as ever. Finding all those team dolls will take you months! PawerS/ave is a good exam- *
]
uld want'to play. The sound is perfect. the control is perfect, the level design is
inspired and short of the occasional slow-down (mostly when things explode), the
graphics are hrjlliant too. Ican’t wait to see what Lobotomy is going to do mixtll K
ST O T T Vs L i IIE!IH:HI‘:‘I‘!E\HLLIETHTTFTMHIIH
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;.bm'rom nmm_
~ PowerSlave impressed us so much that we sought out the

"‘games creators, Lobotomy Software, for a quick one on
-. : one. Under the spotlight are project leader Brian McNeely
: “b--mand Saiurn lead programmer Ezra Dreishach.

,:.,3‘ oy

¥ *wmmw bitabout Lobotomy's backgroun?

~ BM: Paul Lange, Dane Emerson, Scott Perras and myself quit

efore finding some local office space. With the help of
- ﬁf ul Knutzen, we started working on a SNES
% demo, a hmang ‘game similar to Punch Out!! Although the
game was never picked up by a publisher, it helped us get our
. feet in the door. After a couple of years of more demos, CES
shnm and Top Ramen, we started working on an Egyptian first-
person PC game that was originall called Ruins, now known as
PowerSlave. The development me eventually led to
our Saturn and PlayStation Pomm ntracts.
. ' GF:. How many staff do you cur have working?
» BM: There are wn'ently 21 unique’ ndwldmls working at
Lobetomy. .
GF: How many games have you made?
BM: We worked on a few products with ﬁ:crosoit but
PowerSlave is olir figst original title tIBVQI?ped com-
pletely in house.

-GF: Why did you dmde s ﬂ%t major game would be a

9rson perspective blaster?

 We hac ad a lot-Bfideas for this genremm thought
be refreshifi for gamers, and when we realized that

‘gamers were in need of a great first-person adventure

"% Game,we jumped at the chance to provide them with one.
" GF What were your influences for Puwm both in
l |r n?as‘of theme and gameplay?

p& ~We watched a bunch of Egyptian docuhentanes on

‘big screen in our break room and hecked out stacks
~ of Egyptian books from the local library. ‘We did a lot of
vcﬂ'

homewaork and brainstorming to ensure the authenticity of
the theme. As far as gameplay goes, | guess you could

tE

say that that part of development just came naturally.
B all of us we have seen several lifetimes of devot-
L‘%. experience und&r our belts!
{ GF Wmmf g youdevefap first?”
210 As we ork on the 3D engine, our art and design
; teams began | e framewaork of the game together.on
paper. We de ed waaks to this until we were happy
with all of " CO ‘At the same time, David Lawson
began modifying and addmg new featuresto BREW. our
?i't\ world editing 10ol. Paul Schreibericreated a tool Called
- Peepshow that we used to D£all f the animations in the
"r:?f game, and Jeff Blazier deutlo an editor for object place-
| Mand ambient lig htmg ‘When-all of these elements were
= we started putting it all to make a game.

 GF Most of the ather corridor games, particularly on Saturn,

i ﬁem to run very slowly in comparison with PowerSlave.
as it tricky to keep the speed and frame rate so high?

ST ~ ED: The other Saturn corridor games are either ports or
' "-'~f  Robotica! ‘Writing a fast corridor game on the Saturn
~isn'tmore tricky than writing one on the PC. People just

' ~haven't put much effort into it.

~ GF PowerSlave’s engine allows for true 3D level design—

_ rooms above rooms—something which Doom and Hexen

'; : _did not. How difficult was this to implement?

~_ ED: A full 3D engine is a better match for the Saturn

han:lwam than a strip engine like Doom.. % don’t.think

- e e
¥

WerSlave on the Saturn.
"G The lighting effects in PowerSlave @re exceptional, par-
#Dﬂﬁﬁ}mn’rhe Saturn. "How wereithese.achieved?

| put the dynamic lights in after seeing Loaded on the
P PlayStation. Each of the wall polygons is being drawn
gouraud shaded forthe static torch light. As each vertexis
transformed, the lighting contribution from the dynamic
lights is added in. The algorithm is the eheapest, fastest

h - th:ng | could.think of that would still look okay.
. % GFJhere are a nu r of differences between the PS and
N 4 Saturn versions .o owerSfl'ue most notably the level
* design and the IM Doll 'iocaﬁans Why the differences?

; ?;1

o

‘make a Doom-style engine that runs as fastas

" We had to- gme stage |numnmmumwl 11111
areas unﬂwPlayStaﬁﬁnto ' the : =
ditferences in the game eng ﬁ-‘?,rﬁ'h -~

During this process we decided to
one Lobotomy Team Doll in every'
stage, unlike the Saturn version where
the player might find two Dolls in on
stage and no Dolls in another. .
GF At what stage in development Lobof Creators SN
dﬂig!{auchgase!ma%ﬂw ;sgm Bria [ ~

s, and how long did it take to Ezra Dreisbach S =
hide them al? " W Dm0

Scott Branston, our souﬁ engineer, discovered the 2
Bomb-Bonst trick whﬂe testing.the Saturn version. When ETETETIUECRTEIRTRARTEN Hllll
we were almost finished with the Saturn version, Dominick ==

1NN

Meissner, Jeff Blazier and myself came up with the idea to g »
hide the Team Dolls in t places that forced the player £t %
to use the Bomb-Boost and other obscure techniques R

to uncover them. We had to move fast to get the secret
areas into the game, so Dominick, Ezra and myself did
about two months’ work in one week. During this comple-
tion time we only slept for an accumulated few hours dur-
ing an entire week’s time, never leaving the office and sleep-
ing under our desks! It was completely insane! When it
was all over, after having been awake for nearly three
straight days, we collapsed on the floor, laughing hysteri- &
cally at what we had just done! Soon after, Ezra threw
together Death Tank and we put it in the game as a reward
for finding all the Dolls.

GF: PowerSlave is a game that beats its competition in all
but ene area: multiplayer action. Why did you choose not

to incltde a link-up mode in either version?

ED: When we began development on Saturn PowerSlave
there was no Sega link-cable or modem, so we didn't really
consider the issue. A multiplayer mode is very difficult to
retrofit onto @ game, so by the time the hardware material- —
ized, it was too late. N
GF: The sound in PowerSlave is among the best I've heard on — %

any system. Who is responsible for the music and effects? '

Scott Branston is responsible for all the audio in the
game He has a passion for games and an ear for perfec-
tion. His secret? Lots of coffee and little sleep!

GF: Who's the guy who did the voice over for the intro and
King Ramses voice? He sure sounds familiar.

30 His name is Don LaFontaine and his voice is used in
several entertainment mediums. | don’t thinka day goes by
without hearing his veice on the radio or TV or on a movie
trailer. He's everywhere. Our US publisher, Playmates
Interactive. hired him to do the voice sequences for
PowerSlave,

GF: Is there anything that you would liked to have fmpraued
in the game had you had mere time?

ED: kwould have liked to have worked more on the monster Al.
GF: Can we expect to see a sequel to PowerSlave at some
point? If so, what kind of mw features waould you like to
Jnmrporate?

-~ We are considering i sequel but don't have any infor-
mation about itright now.

GF: What do you guys think of the N647?

“The N64 has provided us with some very memorable gam-
mg experiences. We're excited about the future of the system
and are really looking forward to games like StarFox and Zelda.
What we've seen so far on the N64 has inspired and motivated ==
us to develop a great game of our own on the system. “ny Omme
GF: Will you be developing games for N64 in future? An E] " |
N64 version of PowerSlave perhaps?

11 We are looking to develop a game for the N64 sometime E“ LT i h l.
in the near future, and we have several original concepts that
could potentially take full advantage of the system.

GF: What plans do you have for future games after all versions
of PowerSlave and Saturn Duke Nukem 3D have shipped?
BV We have started focusing heavily on new gaming pos-
sibilities with the idea that there is still much room for
improvement in ‘many areas of game development.
Undoubtedly, we will continue to develop great games that
are industry-competitive and most importantly, fun for
gamers! -
GF: Thanks for your time guys, and keep up the good work! et
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% ¥ have exceptional strategic depth,

4 identical
~ Treasure Hunter Zach, and the rebellious»’k‘ :

DEVELOPER - G-CRAFT # OF PLAVERS -1
PUBLISHER - SONY DIFFICULTY - INTERMEDIATE
FORMAT - CD AVAILABLE - APRIL

' ith Su:koden a #1 hit and even Beyond
! Wme Beyond a modest success, Sony has
[ wisely snapped up Wild Arms for an
- American release before it even hit store shelves
3 in Japan. Sony’s aiming for a March/Apnl release,
. leaving the responsibility of amusing RPG players
« until FFVIfs late 97 release solely on this title's
. shoulders... Can an RPG by the team who's
brought us nothing except for mediocre Gunstar
Heroes rip-off Gunners Heaven really be up to that

. challenge? Surprisingly, yes.

©  On first glance, Wild Arms appears to be a
¢ standard RPG with impressive 3D battles and

. blah overhead graphics. But there's a lot you

" can't see: The battles not only look good, they
And the
overhead scenes may not be visually stun-
- ning, but they're so full of Zelda-esque

L action/RPG style puzzles that they're always

fun to explore. The final result is a game
that's highly derivative of past RPGs, but
, uses the best from each to create an
. exceptionally enjoyable RPG experience.

©  You control a party of only 3 characters:
. Wanderer Rody (who looks suspiciously
to Gunners Heaven's hero), |

« princess of Alderhide, Cecilia. While your |
. roster is slim, the characters are unusually
well written. Rody is one of only two people |

TAKUHI
Ancient
Relic
{ Machines.
4 Remember

¢}

nize with artifacts unearthed from a society that
existed a millennium ago, tools called “ARMs”
(Ancient Relic Machines, that is... And you
thought they were just guns! Which | suppose
they are...). This is just the first hint that his
past may be more complex than he realizes.
Zach and his physical-sciences-loving pet

rat Hanpen are searching for a rumored
source of absolute power, perhaps in
order to avenge an incident in Zach’'s

past that he won't allow himself to 8
remember. And poor Cecilia; she S
has incredible magic power, a f
number of cute outfits, and a
gentle heart, but a lifetime-s
of the princess i
treatment has

left her thinking

that no one

really loves her

4
L
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or who she is inside... Oh, Cecilia... | do! Umm... Actually, This
‘probably isn't the time or the place for that, Sorty.
You've got to feel sorry for Media Vision... They _
“announced Wild Arms about a week after Square |
[ announced FFVIL giving their game the unde-
served appearance of an FFVIlrip-off. The similar- §
ities are more than skin deep, too... Not only does
Wild Arms have impressive 3D battles, it also has
| its own strategic equivalents of FFVI call spells and |
| limit attacks. While Wild Arms has been in devel- |
opment longer than FFVII, and should not be con- (&
sidered a rip-off, it does seem that its developers %
have learned a few things from the Final Fantasy & . ey mmes
series, such as how to craft battles with e
heavily strategic elements, and - ' 3
(unfortunately) how to make other: ) J F }1

wise cool dungeons become tedious « Z ac )
with too many fights. The glut of \ _ L’

fights leads to your characters being way too powertful by

the time they get to the bosses, causing a serious lack of g oo
challenge. But the enemy and boss design are so good |

almost didn't even mind. Almost.

Its other main inspiration was the Jeloa and Esipolis series, a very wise
choice, as the game's dungeons are full of cool puzzles and riddles that
keep things interesting. | wish they were a bit more challenging (There
were a few tough ones in the end), but they definitely keep the game
moving, and keep you glued 1o your seat
L1 Add to this an impressive intro and ending animation and an
B excellent (but repetitive) soundtrack, g
i and Wild Arms has the makings of an |
' epic.  Except for its inexcusably §

brown overhead graphics (that i1s a @
 part of the storyline, though) and its §
. poor battle balance, Wild Arms is a @
¢ spectacular game, and one of the
% most riveting RPGs in recent memory. |
It looks as if Suikoden may finally i3
have some company atthetop. T o
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On
~ with the pre- b
view then. The char-
acters in this game seem to have
been extracted from so many Japanese
RPGs, a good, no, great thing. Each is drawn
beautifully and comes attached to a different
vehicle. The vehicle you choose, by the way,
will have a direct outcome on the course ahead.
Some are heavy and strong with muddy control, some
light and fast with weak bodies. This balance is part of
what makes T7TR such an appealing racer.

The effects in TTR, which include light source shading,
excellent weather effects, dust clouds, splashing water,
and dazzling lens flares are all top-notch PS good stuff.

Should you get stuck in a precarious position while
driving madly, bouncing realistically over the
treacherous terrain, and get notched in a rocky

gorge or what not, at a button’s press in comes the
tow helicopter to carry you to safety, just like real
life! | have a button like that in my truck too! AAA
ought to have a helicopter, come to think of if.
The control in T7R varies. Our disc was marked for

C
E. STORM

e NINIIIIUUR S GIT DIRTY...
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preview only (although the sell sheet, printed in
December, quotes reviews, while the game’s not due
until March) and some of the cars really blew, with the
better handlers so weak they exploded on lap 2. The
actual steering is excellent with R1 & 2 available for
sharper cornering and two available camera angles
suit the action just fine. I'm quite sure the game will
handle superbly when it’s done.

The music in our cart was limited, with only a few
tunes available. Heavy metal seems to be the direction
they’re taking, which fits as tight as 0J’s glove.

Judging by Psygnosis games past, | think it’s safe to
assume that Thunder Truck Rally will set the standards
for off-road racing on the PS, although Rally Cross is
looking lovely as well. With any luck, we’ll have a
TTR review in the April GF. E
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ly arrived. In Spider, you play a nanotech scientist whose con-

sciousness has been transferred into the body of a nanotechno- &
logically-enhanced tarantula. In your tiny form, you make your way
through now-gigantic environments such as a lab table-top, boxes,
and the inside of a computer. Other hopped-up bugs and even rals
attempt to stop you on your way to the final couln“n with the
Big Brain. Thankfully (and predictably) for you, yo ider
up weapons such as homing missiles, poison qﬁ.&ﬂngs. and
mines. In a neat touch, the appearance of the spider’s front legs
change when you power up. You're gonna need lﬁﬁa"weapons too

The much anticipated arachnid game from Boss Games has final-

because without them, you're stuck with these puny little front legs
that only allow you to attack at close range.
Gameplay is the now-familiar 2.5-D, meaning 3-0 @ckdlips wjlh
“pretty strict left-right play mechanics (a la

Clockwork). Basically, you're playing a 2-D platform game. Sure,
there is the occasional spot where you are actually going into the
screen, but for the most part, you're simply pressing left and right
and jumping. In keeping with the platform tradition, you have the usual assortment of timed jumps,
conveyor belts, and bottomless pits. Also, being a spider, you have the ability to cling to the under
side of platforms and hang from a short web. This adds a little unigueness to the game play. And.
in an attempt to add some variety, there are multiple paths, sometimes taking you to the level exit
seconds after entering a stage. On your way through the game, you run into a scapt three hosses, l
the first being the Mechanical Arm, which throws bombs at you and tries to sm The second

boss, a big lizard, is the most impressive one in the game. A nicely animate ced

PlayStation




replile attacks from above while
~ you dodge his flaming breath.

- The final boss, a goofy looking

“big brain with two bulging eyes
(think Rebacop 2) shoots lasers
and attempts to crush you with a
claw at the end of its spine.

3 Asturln onphln they cer-
- lamlv« ett lm There
~ are som ) explosions

and ca “ ullluﬂthes but
~some levels pntty flat

I ds ":

)t 3-D elements ths
Ilts aCT0S!
Lot polygon bre
n case of slows
in. For the pumber of

- ynow  Seams e pnlyunns rear their ugly heads. | suppose | would be less critical ul lhe graph
ic prowess lﬂll the game come out sooner and had | not been so spoiled by the lushness, reso-
lution, and solidity of Crash Bandicoot. On the plus side, the spider and most enemies ani-
fle  mate well, and the game impresses at times (mostly during angle changes and the excellent

. jm Tllanldullv the music and sound effects are above average. The serene and atmos-
‘ ite effestively, and the sound effects are crisp and appro-

0 the gaming scene, I'll forgive them a bit. A truly fun game is
have a unigue concept going and the quality of the intro
special effects house. There is potential. And there’s nothing
~ terribly wrong with Spider, it’s just that it's lacking that spark that puts a smile from ear to ear.
The gameplay is simply not intuitive or compelling enough for what amounts to a
= Y gussied up 2-D game. Again, I've been spoiled by Crash’s graphics and tight, fun, clas-
sic platforming. Spideris a decent
game that has its moments, and had
it come out a year ago, it certainly
would have been looked upon
with kinder eyes. We'll see
what Boss does with
their upcoming
N64 rally racer for
SD
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makes a :

remaining "inhabitants seek

only to escape the planet and

travel to one of the many off-

world colonies where paradise

awaits them. One such inhabi- |

tant is Tenka, an ordinary man

who has labored for many years to buy his
ticket to a colony called Extrevius 328-B.
Htmeg er, upon arriving at the colony, Tenka

. goyers that it is not what it seems. A super
u s

pation called Trojan Inc. has taken over

the colony and
v

" made it into a

PlayStation

Winston out of business.
The biggest advance that
Tenka offers over most PS POV
shooters is undoubtedly the
graphics. Most PS corridor
games feature 3D texture-
mapped environments inhabit-
ed by 2D sprite enemies (like
* Doom), but Tenka goes one
step further by including fully
- polygon enemies and scenery (like Quake on
PC). All of the game’s enemies are 3D texture-
mapped polvgon models, allowing for some
awesome lighting effects and. of all, anato-
my-specific damage. Why pl g Gway at a large
creature’s body pgieidse £
when you can _ v




straightforward for my liking. Most of the environments are
pretty small, with none of the epic design that characterizes P
games like Doom or PowerSlave. This keeps the frame
rate up, and adds an atmosphere of claustrophobic
tension, but it's a trade-off that effects the long term m
appeal of the game. By the time you get about 10
levels in (there’s around 30 in total), you get the .
feeling you've seen it all before, Only the sewer
levels offer any real visual variation.

But Tenka doesn’t depend on its level design,
It's not about exploration; it's about shooting
things. The emphasis is definitely on combat,
and in this arca at least the game delivers,

Being swarmed by a horde of biomechanical
M
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Descent Maximum drops into my in-tray. And after a

g ~ 6 ﬁ' With out so much as a word of warning, a review copy of

-
L]

+ (such as the helpful Guide-bot), and the

few hours of play, | can see why. Once again a high
caliber PC title has been ported o the PS and, er, lost some-
thing in the translation. Oh, well..

For those of you who don’t know Descent, | suppose the best
description would be Doom in a space ship. Your craft is grant-
ed a full 360 degrees of movement, and the level design takes
complete advantage of this freedom, leading you up vertical
shafts and down rotating corridors in search of each level's
power core. Destroy the core and it's @ mad 50-second dash to
the exit before the whole mine blows up.

Descent Maximum is basically the
same game as PC Descent 2 (even the
intro is the same) but with all new levels
designed exclusively for the home ver-
sions. PC Descent 2 was a really great
game, and it offered a number of signifi-
cant improvements over the original
Descent. The engine was better, the ene-
mies were smarter, your craft had a num-
ber of cool extra weapons and add-ons

gameplay was much, much fairer
(Descent was hard). All of these addi-
tions make it into Descent Maximum,
along with Descent Z's hitchin’
Redbook audio soundtraek, but as with
nearly all other PC ports, the graphics
let the side down,

Descent Maximum is an ugly, framey,
pixely mess that runs at an average of
around 10 fps and slows down even more
when the action picks up! The control
system translates well onto the PS pad,
but at points the game runs so jerkily that
it doesn't matter. Descent is a disorientat-
ing game at the best of times, but with
these graphics it becomes downright
confusing. | love the way Interplay
have aud: 2 a ‘fullgscreen’

0 1
| e
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While the vast majority of GF editors now shun this

mighty PS fighting series, due to an admitted lack of
@l balance in parts 1&2, (my super cheap Ellis drives
%1 them mad) | happen to enjoy it massively. Not only
is it supported by a quality anime series but it /‘
remains one of the most graphically appealing
3D fighters. The characters alone are worth
the price of admission, if you ask me, espe-
cially since the inception of Tracy and Chaos.
It is true though, in the past one could dance
through the game by causing cheap ring-outs or

BT iaw

N1 iaw
- o,
-‘_ -
-, 3
B — £
= o

repeating the same move against a U ponent. Whether people"
0\ other than magazine editors actually'de | do not know. If that
has been a complaint of yours as we n now put such qualﬁq,
| aside. Toshinden 3 takes place in hill € rooms. That's right, four
walls and a ceiling. This alone adds to the game’s appeal. 4
seems to be the transitional Tesh Also added in 3 argjug-
gles a la Fighting Vipers. Wicked comibos can be perfoniéd as
juggle your opponent literally acroge half the pla The
" or “Rengi” gauge is back too, excep now they produce expli
effects which gladly do far less dam@ige than previous versic
When a Rengi is gerformed, the lights go ot
(so the bagkgrounds don’t, I'm sure)
huge bursts of flashing madness
dance on sereen. These are performi
provided you're not blocked, by pressing
all 4 buttons or R1&2 simultaneously. l‘gﬁ
not so cheap though, as they do minimal
damage. They're best reserved for finish-
ing an opponent after you've blocked his,
leaving him drained and open. The moves
& of which there are many for use
(4 / : and far away, produce gor-
gl "",fg;,,,... - / 5 transparencies but your two
>\

i
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strongest can still be activated by simply raﬁalng R1
or 2. | make it a rule to never dish out thia cheap-
ness and wish theyd just take this out once and for
all. It certainly shouldn't deter you. Besides that,
the control is excellent. The import version of 75
includes a handy combo chart | hope is in the US
version as well. Playmates is adding a training mode
'W% which | think is a brilliant idea. The one in Tekken 2 was phenomenal.
2 Also new are the 14 available alter-egos in T3. Each of the 14 char-
acters has an alternate being attached. Simply beat the game with
anyone to receive his, her, or its clone. These are quite interesting.

Ellis’ ¢clone is a bouncy native, Sophia's a wicked cat-
woman, David's a Jason-like killer and so on. Once all
14 are found I'm told a few more are attainable.
Toshinden 3 also has an available 60fps mode!
Although the backgrounds drop to flat-shaded poly-
gons, the action looks amazing as the characters
take on the ani-

mation qual-
ity of Tobal No.l. This is
truly an awesome feature
that | hope to see more of in
future fighters. Lastly, the music in T3 (as with all
Tamsoft games) is excellent. Playmates is shoot-
ing for an April release of Toshinden 3 and my
advice to fans is to obtain one immediately. For
those who've become weary of Toshinden | say at
least give this one a try. From this point on the gg'
series may take on an antiraly ew dlmﬂ. this W
being t-hs ﬁrqt in the 1 tra i i

et VA }.,."?ﬂi. .FFJ}
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Ivarsaiile a system the
I : PlayStation is. Concepts,
like those in Tigershark, can be
w fully explored using the PS’
A (seemingly) endlessly flexible
{5 ", hardware. Naturally, not every
¥ title is a shining example of this
 — ¥ power, however, as explored con-
- ceptions often stumble into reality.
Tigershark has the CG FMV, the
texture-mapped 3D polygons, and the redbook audio, but it seems
to have all but forgotten about gameplay structure.

After the short, unremarkable CG
intro passes you by, a /m;"m

basic set 13

of control,
sound and password options
lead you into the game. Even at this point,
| felt as though the game wasn't heading in the right
direction. Then another CG sequence, briefing you on your upcoming
mission, and it’s into the game we go. You start the game skimming
over the water surface, and after a little experimentation, you'll take a

‘ve come to realize just how

dive only to discover the battle contin-
ues beneath the waves. This concept is highly origi-
nal, and the large levels ensure plenty of exploration over and
under the water.

The first stumbling block: Horrible clipping. This guality of PS 3D |
went extinct with the first generation of software. My second beef:
completely uninspired gameplay. Previous mission-based
games, i.e., Strike Point, Black Dawn, have
had clearly defined missions,
greatly enhancing
the

game-
play. Tigershark tells
— you what needs blasting (power sta-

tions, radar installations, barriers, etc.) and yet,
between the crude environments and poor controls, you'll be

hard pressed to find any of it convincing (or interesting for that matter).

Sadly, this steals away from what could have been an extremely involv-

ing free-roaming 3D shooter.

Although its execution falls way short of its concept, some might still

enjoy the search-and-destroy nature of Tigershark's play mechanics.

Let me make this clear, though: The graphics do little to impress, and
the questionable gameplay, even after you've given it an open-minded i
chance, probably won't keep you coming back very often. G
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0 . Weapon: |
um tail can be nanipulate

o truc Inn uﬂlu oulur shell and lnl__ rio rlum:tmns

| llaly more 1o do.
pgramming: This is the Iumiamml -action program of

tlu 0k . The result of battles is predicated by the completeness
ol !lllt mmra and the proficiency of behavior davalopma Yeah, |
~ know, techno-babble can be lame, but you wouldn't b incred-
ly cool the software programming is. You actually lay down e CPU chip set
0n a table, and arrange sels of commands for proce '

i beyond complex ( | guarantee E w'll be flipping through that tutorial a

Ilmu). but once understo r OKEs will be performing amazing
lwers mld-haﬂle—ail thanks to your ingenious programming.
~4| al command system for construction/programming is beautiful,
wlckedly intricate set of parameters within a simple menu
lﬂl full, glorious, PS mouse compatibility).
n what I've described so far, | think this game is well
ol aslng | will tell you that the 3D engine used during
hat Is pretty good (20 fps or so), with no clipping, and light-
suurcing constantly dances over the polygonal playfield as shots
and explosions ignite the air. The sound effects are good, while
the PCM music, : A :
played during the L el Tl . @
menu screens, is t | |
mostly horrible (oh
well).
If you play mech-
% hbased strategy
games, you'll never
; play one as detailed
mage Heart. The self-running battles may seem a lit-
tle tedious, but once you realize battles are being
waged using your precise tactical program-
| ming, your involvement and appreciation are
&“\ secured. Highly recommended. G
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Psygnosis is known for taking @
risks with their games, and |
Sentient is no exception. |
M Sentient is an interactive sci-fi |
: " ‘soap opera’ that goes way | EREEES
. beyond the conventional. It's | CZEKEES
> a corridor adventure game | ;: i Ol
with an incredibly sophisticated character interac- |
tion system and some of the most realistic behav- &
ioral Al yet seen in a videogame. In truth it’s an §
entirely new genre of game.

You play the part of Garrit, a medical technician ***
sent from Earth to the ICARUS 4
space station to investigate an |
outbreak of radiation sickness. |
As your transport arrives, a *
solar flare from the nearby sun ENEECRRHEES
erupts, causing you to crash | IREEEANES
land in the docking bay, bring-
ing down the station’s shields. §
You’ve got 10 minutes to get the shields back up §
before the next flare hits, and 15 minutes before the M
oxygen supply on your deck runs out! And that’s just =S
the start of your problems! g

In Sentient there are six major plot scenarios that
vary from game to game. |
These include trying to stop the =
spread of an unknown disease, ©
and investigating a murder. |
Everything happens in real- ©
time, with 60 different charac- =
ters all going about their busi- |
ness in over 200 locations on
the space station. Every decision or conversation
you make leads you down a different path, and since
there is no one fixed ending to the game, there are
multiple ways to approach each situation. s

The conversion system is the most flexible and |
comprehensive I've ever | .
seen. When talking to anoth- | I ccicter ot in
er character the player is pre- | g i gy
sented with a vast range of |
different phrases to say, and
learning to assess and |
respond to a character’s per-
sonality (i.e. being dominant
with weaker characters) is as important as solving
puzzles. Innovative is not the word!!

The graphics are sound are nothing to write home
about (at the moment) but the game’s unique concept
and hugely involving storyline more than make up for
any aesthetic inadequacies. 1
haven’t seen a game this origi-
nal for years, and if Psygnosis
make good their promises for JIRITL
the final version, we could be
looking at a whole new direction g
for adventure games. K

KNIGHTMARE
- | Innovative is not the

| word!
.' G
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/ 1 ity Of Lost Children must rank as one of the backdrops are noth-
£ strangest choices for a movie-to-game frans- ing short of spectac-

KNIGHTMARE
JEUNET and CARD
would be proud!

Y

lation ever (next to Warlock!). The French
movie was a dark, surreal fantasy aboul an omi-
nous city where children are being mysteriously
abducted by a sinister force. I's hard to see how
anyone could make a game out of such source
material. Well, try telling that to Psygnosis. But
what’s really surprising is not that CoLC is one of
the weirdest-movie to-game translations ever, but
that it could turn out to be one of the best.

The game takes the form of a Resident Evil-style
graphic adventure with polygon characters super-
imposed over CG-rendered backdrops. You play
the part of Mietle, a twelve-year-old orphan who is
forced to steal for a living by her headmistress,
Pieuvre. From what we've seen, the game follows
the plot of the movie pretly
closely, with Miette team-
ing up with Circus strong-
man One to investigate the
disappearances after One’s
brother is abducted. It's an
absorbing story, if a bizarre
one, although its dark,
unsettling overtones might
not to be to everyone’s
tastes.

What should be should
be to everyone’s tastes,
however, are the games aesthetics. CoLC graphics
are way beyond anything seen in Resident Evil,
and in some cases even go so far as to match the
splendor of Final Fantasy VII. The polygon charac-
ters are detailed and superbly animated, while the

Lo
=
=
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ular. They perfectly !
recreate the hyper- »'I
real look of the !
movie and the poly- : 3
gon eharacters inter- 7 i e
act with them almost e -
seamlessly. The
awesome visuals
combine with some
super smooth FMV 7
and an incredible “ . 4 '
eerl@ Dolby surr ‘ = :
sountirack 1o c %ﬁ ‘

one of the most
atmospheric ga* !1
“environme I’uﬁ'mr experi-

enced.
~ Miette mmu like
Chris or l M  Resident Evil,
ut without the mm iltll:k
e can
characters um ctogtlng
for a change) pick u
items, run, and even change
the camera angle al certain
points (how many times would
you liked to have done that in
Resident Evil). I's tough to make any judgment
calls yet, but from what we've seen so far City of
Lost Children colild well give Resident Evil 2 a run
for its money when it's released later this year.

We'll keepvou{)oﬂed."- e
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"% (i’s automatic, after you accept a blow), and wield spectacular magic.

.=+ worked on the game, and although the PCM tunes are varied, only a handful

—_——

=R - P g = =

[ ~
U B ’'m  shocked. § interested. Thankfully, the writ-
by I Out of nowhere, ing in Vandal Hearts is superb, guiding the plot
. M the PS has become through layer after layer of romance, betrayal,
. “ . the system of choice for RPGs in intrigue, death, and vengeance. Interaction
i ' America. Thanks to titles like Konami’'s between characters is especially well done;
¥ ultra-hot Swikoden, the genre has re- there’s no lame humor, and no weak or generic
~ affirmed its popularity. Vandal Hearts character speech to be found.
is their next project, and after days and The hattle system is like a mix of Shining
* days of playing, | can vouch for the Force and Tactics Ogre, with movement ratios,
. qguality of this translation. attack se- -
| play strategy RPGs religiously, and quences, and
Vandal Hearts is one of the best ever. multi-level
You know how it is with this genre—the fighting. You
biggest complaint is always, there’s way too can use the L
much fighting”. You move a little, fight, move and R buttons to

L

. intuitive, many people find it difficult to stay which is cool, L ot

a little further, fight, etc., etc., and it takes for- swing the cam- !' &
ever to get into the game. Unless the story is era around dur- & -~ =5 "SR 71
«© great, and the battle system is simple and ing battle, "}ffjffj‘f_f#i[

because everything’s happening on a 3D playfield. These polygonal battle-
fields are multi-layered, well-textured, and always demand new strategies.
~ For example, a pesky archer might be positioned high atop a ledge, and
should he fire down on you, the arrow will take off a considerable amount of
life (more than a ground to ground attack), so keep track of those punks! The
troops, good and evil, are detailed little sprites that attack, counter-attack

Battles, overall, are a joy to watch and play.
If there’s one problem with VA, it would be the music. Three composers

of good tracks exist, while the others range from grating to average.
Strategy fans, listen-up: Vandal Hearts will be ready this March (yes!),
it’s one of the most enjoyable games in the genre, and the translation is
perfect. Don’t even think about letting this one slip by. I'll be back to
dissect Vandal Hearts next month. G
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o BEVELOPER - KONAM  0F PIAYFRS - 1
}_3‘1[:( BEVELUFLCR - AUNAMI § OF PLAYERS - 1 GLITCH
e L S — E—— — Konami is
o T PURI ISHER - KUNAMI RIFFIPIITY - MARFRATF
% I UDLIGIILN MRy tal.'-14L=.1 i *1.{;[&&4._ nnarn“!
| o TN | want more!
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49




- ‘-.ll - ..III.l.t ‘I-l‘ Y

" raibp

ralbh 101 4
whd
0233

5
=k

s

.I-IIIIIIIIIIIII-I-_IH [ B E BN NN N NN

I'l.lll.l .l.'.l.l.l.l .l.l'.l' B
- s

' rlapgef 4

= you are allowed to choose from

"
= Quite well. The Yexture maps are s

"6 ot

W aneEE
:‘l.l.l.l-l.l'l-l-l.l eaEEEEEREE]

s far reaching as the

APIaySlatiun’s game library is, it

has, up untilthis point, been

lacking a good rally racer. Sega, of conrse, has

probably one of the finest examples of the genre in

its wondrous Sega Rally conversion on Saturn. Sony

Interactive’s Rally Cross fakes a slightly different
approach fo this popular road racing siyle;

For one, this game is not:about speed. Because of
the violent, undulating nature of the frack; staying on
Heaven forhid you should end up on your
roof, trying frantically to get , . uessssrssnt"
upright again. Memorization of :'- T
the track is mandatory or you'll % _-'}’035590
be upside down half the time. ¥ -

You race against only three other -_'.
competitors, but believe me, = "
dealing with the track is quite =
enough. Speaking of tracks, they ::
range from desert, to snow, to an &
abandoned mine tunnel. Initially, 3

s Fapi71 70
j 34 20
M =

.
umn sl
ey

:'- ralap 101 4

just three tracks, bul once
you've beaten the rookie and vet-
eran levels, a further three fracks
are opened up. And notionlyare.
there. multiplel pathsi on' each

track, there'are'also'three slightly %
different layppisforeach paspIier; A
routes are OpENEUNTPTESY

up the ranks. This ad (\_ET,E

the replay value. .
The graphics serve the game

nn il
) |‘|-lll.l.l.l-l.:
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A e

l.l-l.l'l.lll.l saEsanEl

even make out spectators trackside snapping their
cameras, And though there is a hint of pop-up
(which may very well be corrected), the track layout
hides it pretty well.

But what impresses more than the graphics are
the sound effects, The creaking, mechanical, ker-
chunks of your car being thrown around the track are
great, as are the environmental
effecis,
SHCH' @5 u w5855
crowd ot '

l'l'.';'.l'l',l'_l'l' e S

‘:' rlap 29' 4 oy
=p3
m15596

r D56 16
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KSydnd even jungle sounds.
or. @ fall review in an upcoming is

:: detailed, with each car leaving a great liftie di
= irail in its wake. The aesthetic of rally raﬁn’g has
= been captured quite well, with these neaf/Jooking
* hatchbacks careening around corners.  Yi

%
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DEVELOPER - SONY # OF PLAYERS - 1-4

ME? IN THE MUD?
YOU'VE GOTTO

BE KIDDING!
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How coo. ls-ém?'Hw MUCH -~ -
DO THEY LOVE US GAMERS? WELL,
r WS T RELEASING TALE OF THE SUN.

- i " & I'D HAVE TQ SAY QUTE A BIT, IN
il
it

\VAVAVAY,

- s

y
L

(AN ULTRA-"9(S EFFORT TO MAKE -
7 THE PS A TRULY UNIVERPSAL SYS-

i B
s 4

’ _ . TEM THEY ARE DONG WHAT FEW

N - T e A 2 V' COMPAMES EVER DO, KELEASING A
(gl By R il =) \| GAME THAT IS WELL, IT°S HARD TO
v Jf Jff -.‘f“} n "”,13 el EXPLAIN, | GUESS IT°S A CAVEMAN

'‘ANA SIM, IT°S DEFIMTELY: NOT MAIN-

STREAM, IN TQOTS YOU MERELY LIVE AND EVOLVE, THERE ARE NO INSTRUCTIONS, G0
OUT AND EXPLORE THE WORLD AND WHEN YOU GET A KILL RETURN HOME AND FEED THE
TRIRE OR JUST KEEP GOING, IT'S A BIG WORLD, AS YOU PROGRESS YOUR LUNGS, LEGS,
BRAN, ETC, EITHER GROW OP DIMINISH DEPENDING ON HOW WELL YOU LIVE, WEAPONS .
CAN ALSO BE EARNED AND UPGRADED AS YOU EVOLVE, IN My OPMION TOTS IS THE &
SINGLE BEST CREATION TYPE GAME AVALABLE TODAY, YOU'LL PRACTICALLY FALL Lo
DOWN LAUGHING AT TIMES, THE GOAL IS TO BULD A TOWER OF MAMMOTH TUSKS 70 I

M * PEACH THE SUN... AND THEN, WELL, TUNE IN WHEN WE PEVIEW TOTS IN A FUTURE
ISSUE OR DIG OUT 1SSUE 7, VOLUME 4 AND READ THE PEVIEW | DID ON THE IMPORT,

"\ TALEOF THE SN WILD. PURE. SIMPLE, LIFE... GO AHEAD. LIVE A LITTLE

0 E b= -5 - _' - REUEI APER . ARTRINK . : . E. m G
) AR 5 Loy "-:r ] ': PLYLLUOTLR * ARIENTA y :
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Joining the ranks
of Doom-inspired corridor games comes the Japanese-flavored Beltlogger 9,
developed by Genki. Look for a stateside release from Jaleco in the second quarter of 97.
| won’t go into the story (which is very nicely illustrated in the intro), but rest
assured that only the fate of humanity rests in your hands. So there you are,
strapped in your mech, walking the corridors of Beltlogger 9 taking out any and all
polygonal enemies who stand in your way. &
The level layouts are guite nice and are one of the main draws of the game. There
are a good number of vertical elements as you drop down long shafts and look up to
see platforms and pathways overhead. The puzzie elements are also nicely done, with passwords
that need to be entered, along with the usual switch finding. There’s even a bit of platiorm jumping _
thrown in for good measure. Thankfully, the controls are logical and smooth, with strafing and looking up
and down handled painlessly. |
You have your usual assortment of weapons, from lasers to the all-destroying BOM, which can kill you if
you don’t split right after shooting it. For the U.S. release, Jaleco has a few changes in store. For one,
new enemies will be added with more difficult Al. Obviously, the Japanese will need to be translated, and
Jaleco is taking steps to ensure accurate and well-acted voice-overs. Fans of corridor games, and espe-
cially mech flavored corridor games will have a good time with Beltlogger 9.  SD




Ever wonder what Mario Kart would be like if it were hased on
MegaMan? Probably not, but Capcom did, and here it is.
% MegaMan Racing puts you in control of MegaMan and his pals in
- Bthis super fun battle-racer. The course design is straight outta the
' Mega Mamlal and the gameplay (though still early) seems to he on the right,uh,track.
We'll have more MMR next month.

> Namco is readying both Xevious 3D
.. and Time Crisis for the PS. Time |

. Xevious features full-on texture map-
ping and new play mechanics. Both look
stunning on screen. We’ll have lots more on

both games in the very near future.

X

Complete with new characters
and projectiles, 60fps animation
and an all new Quest mode,
Tobal No. 2 is soon to be
released in Japan.

Still no word on a US date, hut
we’ll keep you posted.

DRACULA X- SYMPHONY OF THE NIGHT
And here lies the game on the very top of my most wanted—no,
make that the I've-GOT-to-have-it list. I've been dying for a 32- bn:
hand drawn Castlevania since both the PS and 55 were
announced. March 14th is the firm Japanese release date and

Konami tells us that a US version should be no more than three | BRh S 433 42
months behind. You play Alucard (Dracula spelled backwards), | ’ m =
the son of Dracula. Alucard is fighting his legacy and is torn =0 ’MQL\_W“E

. between the dark and the light. Like CV2, by earning money you {@e
' can upgrade your weapons and armor at shops. You also gain

" «i experience points by killing enemies in DX and level-up RPG style! Alucard can turn to mist or
" a bat as well, to get out of certain situations. The gameplay, of course, is pure Castlevania
only now you can do special moves via fighting-game-style commands. There are even banks
in DX, where you can drop off jewels or exchange them for gold. DX is sure to be a game to
remember as have been all the Castlevania adventures. Where the Belmonts fit into the

| equation remains unknown. Tune in for more info next issue!
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We previewed Broken Helix a couple of months ago, but since then -
it's come on in leaps and bounds. In this latest beta (about 70%) '
Konami's concept of a real-time, story-driven, corridor adventure is -
really starting to take shape.
You play the part of Jake, a bomb disposal expert in the year 2026
who is called in to diffuse two explosive charges planted by a rogue scien-
W tist inside a top secret military bunker called Area 51. You are accompa-
. nied by a crack military squad headed up by the fearsome Black Dawn, an
Arnold Schwarzenegger look [and sound) alike whose intentions are
unknown. After locating and defusing the bombs, an energy shield locks
down the bunker, and the marine team starts sweeping through the com-
_ plex, destroying everything and killing everyone they come across—includ-
.e ing you! Your mission is to find out just what the hell is going on and
| — what it all has to do with a top secret project called Broken Helix...
The game plays like a standard corridor shooter (look up and
down, strafe, jump, crawl) just with a simple item interface
and the ability to talk to other characters. The voice acting =
is the best I've ever heard in a videogame—amusing and "
totally in character—with Bruce Campbell himself taking
the role of Jake and sounding for all the world like a
- _ futuristic Ash (of Evil Dead fame). This adds a huge extra
" dimension to the game and Konami is to be commended |
' ~on such inspired casting.
: But what really impresses is the way everything in the
¥ . game happens in realtime. You have a certain amount of time
3 ©  _ in which to find and defuse the bombs (without getting seen by
" the security cameras) after which the marine team starts sweep-
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ing through the levels in order. Everything hap-
pens by the clock, and by replaying and doing dif-
ferent things at different times you can effect the
outcome of the game. There are a number of dif-
ferent paths the story can take depending on your
actions, and all of them are cool.

The graphics engine is looking good, with impres-
sive light sourcing and a smooth frame rate, and
the game features a number of small innovative
touches that really add to the experience, such as
controllable droids, interactive computer panels and
the ability to change Jake’s disposition (from nor-
mal to angry). Broken Helix is really shaping up to
be something special, and fingers crossed, we'll
bring you a full review next issue. K

.......
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IME FOR SOME ,
've had to be surgically removed from my N64 pad. The rea-
l son? Well, I've just clocked up over 30 hours play on '
finest 3D corridor game ever to grace a console. Yes, |
waiting for Turok for a long, long time, desperately wantin,
believe (and perhaps creating some of) the hype. Then
of joy. | plugged in the cartridge and I'm still not properly
after this unbelievable playing experience.
: | can’t even begin to enthuse
enough about this title, so
instead I'll cover the major
accomplishments which blew
me so far away I'm still in
freefall. Firstly, those graphics.
Yeah, there's fog (N64's version
of ‘pop-up’), but this keeps the
frame rate up to an almost-
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constant 30 fps
(yes, even when
there's five enemies on screen at once, L\ L
non-believers) and enables truly scary amounts of detal S
to be displayed on all the enemies you face. From the lowly spearman to BN
enomenal Triceratops riders, every single enemy looks real enough tohsﬁm
endered.intro, and moves with stunning realism. AT '
20k up and you'll see rolling clouds (which you actually ascend to) and breath-ta
flare from the sun. Look directly into the sun and the screen turns white. Of
ffSe, you won't have time to marvel at how real everything looks; you'll be perfecting
the Training mode before launching into the most epic slaughter you've ever withessec
Finally, you'll never be anything less than utterly amazed by the floor, wall and sky tex-
tures. Everything is texture-mapped o absolute perfection. v &
ok himself can run, jump, look all about him
ter, you'll be gawking e

=

1 -

developed, and you'll discover that the 8D stick and various other buttons
make for the perfect control syster-'l‘lﬁéﬁ!are is no other game which
responds as exactly as Turok; pure heaven for any 3D corridor junkie.
i The monsters you face are the most epectacular ever faced in any video
game ever. Yes, really. There's raptors (I did mention that they move with
pantaloon-soiling realism, didn't 12), solders, shamans which fire flaming
skulls, gorilla lizards, leaping monkey
& 3 reptiles, even ED-209-style robots
L5 g (with or without rocket launchers)
and many more creatures which only
appear very rarely (such as the
sewer crabs). What's even more
stunning is that the monsters

become more cyborg than flesh
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! you progress (the raptors eventually become
bio-mechanical beasts with pulse rifles!), and the final level =

sees robots replacing the usual natives or soldiers. Of course, %
there's at least three different death animations for each monster and ( P u Ts—
that's just the tip of the iceberg... | must just tell you what happens % - '
when you defeat a Triceratops; the beast collapses onto its side and
squashes the rider (cue a chilling blood-curdling scream). Also, every time you
approach a particular soldier, he'll

different texture-mapped face (f
'g.m”“! it o ddi, ) PP
J e f‘- s choice of 12). Unbelievable. -
*5 Level design is first-rate. Only eig
o ~— < levels, but each one takes upwarde
d % e hours of constant playing to complét
E = ik B 5 ] R and finding everything (keys to unlock fi
e \4“ 2 i ther levels, plus pieces of the
1':: — X £ Chronoscepter) will keep you occupied%‘
. r;, - s i "\s wec'eks De.:splte cf)mpletmg the game, I'm
R p : t still horribly addicted; to such an extent
: . LA iN Y . that | start to salivate and twitch at
- pesssgpatie §
A et asser et s <= 3 ‘f\ - "= the mere mention of the word
= }.I':_ § iy L% ‘Tyrannosaurus’... The cunning placements.

-4 e Tt of weapons, secrets (over the edges

A FEAILING MANT“ AND SEWER CRABS!- . 7

-




leaps to find) keys and items keeps the game /A
moving along at a pace somewhere between |
frantic and nail-bitingly tense, but you'll always be || || |
in ecstatic delight, rounding every corner, peering lw ‘ = |

into the mist and readying yourself for

the carnage that lies ahead...

Music is perfection, considering the gho
sound capabilities. Jungle tom-toms, inhuman &ct
ferent effects depending on your situation just adﬂtﬂ'ﬂhlj art-

stopping tension. The last level has hideously addictive _:. »
music; enough to drive you insane. Couplg tﬁl#m _ SR

ing the lguana has begun tn unladﬁiﬁ‘bbh"" '
| must 2 mention weapons. Thesn#f"’ 15

-f ‘ :

-
%
-

A

your TV and say "Thate Jesse &
Ventura's mini-gun from Predator” Yes, really. Each of the pieces of killing ord-
nance bobs up and down with phal:ogmphla realism. | don't know how they g
managed to get those weapons to ladﬁaﬂd perform as well as they did, but
every piece of hardware moves like youé expect in real life. I'm not even going }
WL to approach the subject of the alien weapons. Let's just say these are the k
most spectacular and gobsmackingly massacre-inducing ever. Better than
anything you've seen before. Including Quake.
Sega and Sony; start shaking in your boots.
This is so far removed from 32-bit gaming that
it's not even funny anymore. Turok is so good-
looking that | can’t face returning to pixelated poly-
gons. Fortunately, lguana has had the ability to
include an enthralling trek to 64-bit
hell and back, a
festival of

< hardcore 3D

§ corridor gam-
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ing and the
best one-player

experience on any d' S i AR of
console. Lock yourself in RS .;'; . ¢
your room, crank up the | g\ (V- Pa
stereo sound and prepare .q - NS
g yourself for the future — = R
y of video-gaming... CH . '
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THE PERPETUATI Y-PERITED MARINE IS BACKIII

!Illlllllllllllllli

o How many games do

V ! you consider to De
,/"‘ truly revolutionary?
,ﬁ h,, Games that create or
re-define an entire
. genre? Games so innov-
"ative that they set a
new standard of excel-
' lence and change the

way you loock at gaming
' forever. For me, such
games can be counted on
twn hands. And one of those fingers belongs to Doom.

When Doom debuted for the PC in 1993, it wasn't
just the technical accomplishment that amazed me.
Sure, it looked impressive, but it was more than
that. The breakthrough visuals were simply a means
by which id software could transform the raw,
instinctive gameplay of Wolfenstein 3D into a liv-
ing, breathing, experience. For the first time ever
I forgot I was playing a game and became that Space

L

Marine--creeping down llllllllllllllrl.llll
a flickering alien cor- '
ridor, wounded, low on }]
ammo and not knowing =
where, or what, that
growling was coming
from. Doom was a land- _
mark title and single-
handedly paved the }
way for the corridor
genre as we know it.
Respect is due.

Since then, Doom has appeared on pretty much every
home platform that could handle it, and some that
couldn't. There have been numerous sequels and
updates, thousands of new levels, and a spate of
clones that have only recently managed to dethrone
Doom from its long reign as king of corridor shooters.
But now all that's set to change. You thought Final
Doom was the final Doom? Ha! You thought wrong. Doom
is back on the N64, and this time it means businessS...

7N

AibdbAsbbsassassaas ;iiiiﬁiiiidiii'.i.-;ii.iA CAST OF’ ii'i'i;i{i.a......a.‘!

" The Big Daddy of

_%| corridor shooters

still rocks!

G
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There's no looking up and down, no jumpi
crouching, no climbing steps taller than ‘ankle A
a height, the infamous auto-aiming and poorly ani- §
A mated 2D scaling enemies that can only be viewed
g 1 ‘§ from eight directions! The control and gameplay

- v is exactly the same as it was with original Doc
" on PC all those years ago with only very sl
changes. Simple is not the word. g
Now the good news. This is Doom! The control “ <=
' and gameplay have been left simple for a rea-
=™ " son, and a damn good one at that--action! Lik@
Tenka on PS, Doom isn't about exploration.
Sure. there are some stunning-looking environments A
in there, but they serve as little more then a back- !
drop for the carnage--picturesque battlefields if you ,
A will., Doom is a shoot-'em-up, pure and simple. The
"} control interface was designed to be as straightfor-
o f’v ward as possible because you're not supposed to worry
Al ¥ about things like jumping and looking. You're sup- *
AT ‘_ posed to worry about the 40 or so Imps that
P ~ = T just came tearing through that door in front &
/ »asm=n=® of you. So after getting over the initial lim-
%{ﬁ:ﬁ‘" itations of the control (it took one level), I

: ; settled back down into the rhythm of Doom.

And do you know what? Doom still rocks! Now I'm
the first person (bad pun, I know) to lament the
. lack of improvements in the game, but you have to !
look at it as an equation. You can add all kinds of
stuff to the control, but somewhere along the line &, . g LS T
* those additions are going to compromise the pace of I : -‘8 — e I

- £ - B g RN

et

i
143

im

e

the gameplay. By keeping things simple, the play-
er can master the controls a lot quicker, and
< the game can chuck out even greater chal- —
1enges. It only takes a few hours play to slip """""""""'
L into the Zen of Doom, wherein the control is so intu- W’ﬁﬁﬁﬁﬁ
IA itive that you find yourself ripping through levels ﬂ b4 )

PV A ol Y

"g in record time, destroying hordes of creatures in \\
y the blink of an eye. The gameplay in Doom 84 is pure,

v unadulterated search-and-destroy nirvana, and a

believe me people, it doesn't get any better than !f‘

¢ this. The only slight downer is that the N64 con-

% troller which, while perfect for analog turning (like M

- a PC mouse), makes it tough to run in a e 4 :
- straight line! Practice is the key. ) L, B i

1’. Of course, it doesn't hurt that Doom 684 is @ s

e s

e dhdid

.w
running on the most powerful home console ""_':__’_,1;—_—;-*3
currently available. Aesthetically, Doom 84 is a ...-........ : -

- huge leap over both PS and PC Doom, not to men- | b 0 S I
¢+ tion every other corridor game that isn't Turok. !i ““' A
.+, The action runs at a consistently smooth 30 fps, no fl

y matter what's on screen, and it's only when you ; 2 Y
find yourself swarmed by 40 enemies at once (as Y '
opposed to Turok's 3) with no slow-down that you -i

= X ;‘ realize the benefit of having sprite-based enemies
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m instead of polygnns. The N84's hardware anti-alias- g
T ing eradicates the blocky textures and sprites com- ,
monly associated with the genre, while the N64's
much-maligned sound chip blasts out bassy samples
. 4% and some frankly stunning environmental sounds. A
‘:, Plug this into your stereo, pump up the bass and A
| _prepare to be amazed. The 're-designed’ look is, for i§,
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actiun to an;}oy, and aach and every one is a
work of design art. I've played literally |
thousands of Doom WADS over the years, and "!’ '
' I'm not kidding when I say that these are AL LTS
among the best I ever seen--and that includes id's ‘“*‘ittt:ntu.;.{.;.‘
' own. Veteran Doom players may notice the odd homage ih*?“’
here and there (Even Simpler than Dead Simplel?!)

but everyone will appreciate the cunning traps and A
1 abundant hidden secrets. There's even some hybrid A2
3D design in there (bridges and rooms above rooms) ,«..;.;
“‘l' though the moment you try to jump over a monster's Vi, -

= head the age old 2D collision detection rears § =
“*‘*&“m“‘*“ its ugly head. In fact, the only problem with 7% =

1 these levels is that they're so well designed '!I!ltt%tt‘t'
Ithat you can't help but think how cool they ““““““‘r:;%
would be in DeathMatch. 3 \ _
A And that, for me, is the biggest disappointment--no i
€ multiplayer mode. Doom survived for so long purely A }‘.» -
{§, on the basis of its DeathMatch, and without it, the 4 e e
game feels incomplete. I know Williams argued that ¢ 11 P - 0

a split-screen two player mode would ruin the pninti \'i'a. "
(you can see where the other person is), but I say, to ' ; oy '1
hell with it. If you can do it, do it! Throw it in R R
there and let us decide. At the very least it g e
would make for some awesome co-operative ‘bat—
sdani tles on the highest difficulty setting! Even if
ws the frame rate was cut in half it would still be & .
i smoother then Saturn Doom! The only other real dis-
appointment is the lack of monsters. MIA from Doom 2 .
are the Chaingun dude, the Revenant, the Spider 1,5
- Mastermind and the Arch Vile--four of the coolest mon- . *
~sters in the Doom universe. Oh, well. o
% Despite these setbacks, Doom 64 re-awakened all *
. .‘ . those feelings that I felt playing the PC original L5
' four years ago. It's the best (single player) _ Y
o version of Doom yet, not to mention one of the
hors - best console corridor games out there. If L

| N‘ T you're a Doom fan, you'll appreciate the
! SS S ediiiuuagys breathtaking level design and immense challenge

W that Doom 64 poses on the highest difficulty set- i&"m y :
- | ‘

’ ' "'?H:(—(

ting. If you're not a Doom fan well then wake up, | e
A dammit, you should be. It may not be as beautiful ,‘mﬁ
4 as Turok, or as intelligent as PowerSlave, but play q'
Y it loud, with the lights low, and I guarantee you'll 1

% feel the fear like never before! Another notch in
[ Williams belt. Nice job, guys' K ¥ =ow
| 1_.'-
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Chameleon

b

ETA

-

AROUND!
| CHAMELEON
==e{ TWIST WILL
SURELY COME
'TO THE STATES...
- SOMEDAY.

M3 IS THE 2ND

: - — - ' ' \ 64 DD GAME
TITLE CHAMELEON TWIST AN ODD LAD
COMPANY [ JPN. SYSTEM SUPPLY [ - /\ INDEED. OUR P g{: it FIRST OTR '98 é%lL?Nglh%ng
ETA JPN.-NOVEMBER -\,_’ HERO USES HIS % ST i
GENRE___| 3D ACTION/ADVENTURE ) TONGUE TO GET

THE 1ST 2D GAME
FOR THE N64 LOOKS
TOO GOOD FOR
WORDS. WE'LL
KEEP THE
SHOTS
COMING!

TILE [@mE ]IMAGINEER'S BEEN BUSY LATELY  |[TITLE— Toomoon

COMPANY | IMAGINEEF 'WITH 3 N64 GAME'S IN DEVELOP-
JPN.-SPRING MENT. ETALE WILL COME TO THE

ACTIONRPE US BY T+HQ THIS YEAR!

|COMPANY|EPOcH - RETURNS AGAIN. HIS N64 DEBUT
|ETA | JpN.-maRcH SETS HIM AND HIS HUMAN PALS IN
|GENRE | 30 acion aoventure | A MARIO-ESQUE ADVENTURE.

-

THE 1ST 3RD

T+HQ WILL TIHE -/

BRING US THIS JCOMPANY | SETA PARTY Nb64
FINE RACER TO JETA JPN.-MARCH RACER LOOKS
THE STATES!  {GENR ; AWESOME!

LY

] MER IN JAPAN AND JUST A FEW MONTHS LATER HERE IN THE STATES. SO FAR THE GAME 1S LOOKING NOTHING

THLE

SUMMER-JPY.

IND THAT THESE SHOTS ARE 2ND GENERATION, L.E. LOW-RES & FUZZY.

HORT OF SPECTACULAR EVEN IN THESE EARLY SHOTS. WE LEARNED FROM VIEWING
ARLY MARIO SCREENS THAT THE FINAL PRODUCT WILL LOOK QUITE A BIT BETTER,
0 LOOK FOR UPDATES RIGHT HERE AS THE GAME PROGRESSES. ALSO BEAR IN




something of a surprise. Vipers and the
Surprising because it's not Virtua Fighters get-
like Sega to do this kind of thing, ting ready for bat-
¥ surprising because up until three tle. The character
months ago no-one even knew it models are the same ones Sega used for

e existed, but most of all, surpris- the VF3 promo video and the quality really
ing because it exceeds all expectations. rubs off here. It's not gonna worry Namco
VF3 is my favorite 3D beat-'em-up of all or anything, but it’s still pretty cool.
time, and Fighting Vipers is my third Hit start and you're presented
(after Tekken 2). So you can imagine with a title screen offering every
how excited I got at the prospect of a mode of play you could possibly ask
FV/VF team-up. My only concern was for in a fighting game: arcade, versus,
how AM2 would balance VF2’s precision survival, team battle and training.
mechanics with FV's lightning paced Versus, survival and team battle are
‘PPK’ gameplay, but of course, I needn’t all pretty self-explanatory, while the
have worried. AM2 had no intention of training mode is similar to the one fea-
compromising either game style, and tured in FV (i.e. a full moves list and a
their solution is something that fans of dummy to perform them on).

_ both games are going to be happy The arcade mode offers a selection
THE with. And then some. * of nine different theme-based

R i,

“ F:ghrers MegaMix comes as depicting both the

5 b Fire up the disk and you're paths’ to choose from, each
] f Ji I DLI(‘-{ greeted with a cool, full- incorporating six characters
( ()] J] j}‘ ( /‘] Oh ()) screen, rendered ! and a secret boss. There

, intro ’ NOVICE, Vll"tl.l'a = _‘i;--_"_'! ;_ ':_; ._ :.' ' v -_'.I
.J TEHS INA fru Py

o | [DEVELDPER - AM2 FOFPLAYERS - 1-2
C}— * | KNIGHTMARE
[PUBLISHER - SEGA DIFFICULTY - INTERMEDIATE | Fighting from the
e gods!

O

seca saturn | [FORMAT - ED VATLABLE - MARCH ‘87 | S
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HIDDEN CHARACTERS

1&2: Kids Akira ) B - N —_ :
LAY T MSIRT T | Men, Smart Guys, Bosses, Dirty Fighters and Secret Characters. Beat =T
VF Kids intro a path and the secret boss character for that path is added to your Sre
we saw them character select screen. There are 34 characters that we know of so
YT AT Wi /1218 | far: 11 Virtua Fighters, 11 Fighting Vipers and 12 secret (see side pan-
VTR 1L\ [T -| els), although it's possible that there are even more!
it’s time to take [ Enter the options screen and you'll discover Fighters
revenge on the g MegaMix’s first major revelation: You can choose between Virtua
tle itpstarts... Fighter mode and Fighting Vipers mode! In VF mode the game *
plays like VF, or more specifically, VF3, with longer recovery 3: A darker,
delays on certain moves, more realistic physics, the 3D ‘escape’ .
button and more than 50% of VF3’s new moves, including wall

- e - ¥ o -
S s N P 4
|l — a "

meaner Bahn
with his own
background and
a few new moves.
4: Janet plays
just like Aoi from
VF3 and has a
mega damaging
gun attack!

throws! This is a completely
unexpected turn up for the
books, and a real bonus or VF3 fans.
In Vipers mode, the game plays like (funnily enough), with
easy PPK-derivative combos, air recoveries and armor-breaking
{{\ power moves. Some of the VF characters’ moves (such as
g}\, ra’s shoulder barge) have armor-breaking properties and the %
S ® VFers can string together combos that wouldn’t normally be
possible in VF mode. Personally, I prefer to use the native mode
#\ of whichever character I'm playing (i.e. F¥ mode for a FV char-
3 ), acter), but it’s nice to be able to experiment.
2 Start a game and you’ll discover Fighters
.MegaMix’s second revelation: the graphics.
Even though the fighters aren’t as hi-res as
VF2, this is a vast improvement over the
Fighting Vipers engine. The polygons are
cleaner, the fighters
- _ _— are more detailed
3 : ‘ \ o Ul and the animation
ﬁf‘ﬁ"ofe::f;”e L e is second to none. [
7 Everything runs at e
Bean and Bark an ultra-sr?‘looth 60 _;::“‘w

Yiw

from Sonic The § : fps, and the &"
Fighters! Bean i : gouraud shading R
is the duck B and lighting }

with bombs, L Tned o effects are highly

and Bark is the [ , impressive—

polar bear ' v |
(of sorts...).

-

W

{
.
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ven more so than FV. Unfortunately, like FV
there is occasional slow down on some of the
walled arenas, but it’s rare and doesn’t affect
A the gameplay. Every character has their
own hi-res parallax 2D backdrop and red-
book audio track, and Sega fans will
appreciate a lot of the
_ in-jokes (e.g. the
" % ' I} Hornet’s background
:.-zz._.,f ==/ is the seven speedway
| track from Daytonal!).

“’ Overall, even though the aesthetics aren’t as impres-

—h sive as something like PS Soul Edge, I'll take 60 fps

action over 30 fps any day of the week.

As with most AM2 games, Fighters MegaMix is not just

a pretty face. Like VF2 and FV, Fighters MegaMix is all

about gameplay. Fast, fluid, intuitive gameplay. [I've

7: Rentahero,
the old Genesis
AM2 RPG char-
acter makes an
appearance.

8: Deku looks
like a giant

m jumping bean to

me, but I can't
guite be sure.

already mentioned that I think VF2 and FV are among the best

3D fighting games ever created, and with MegaMix you're basi-

cally getting both games in one, with added extras! I'll admit that

VF2 (or rather VF mode) isn’t the easiest of beat-"em-ups to get into
(which probably explains why it’s not that popular in the States), but
persevere and you’ll discover why it’s been the most successful coin- o

op series in Japan for the past three years. Behind the deceptively sim-

-| gy just waiting to be discovered. AM2 makes fighting games that last.

v ¥
L

‘| So there you have it. Fighters MegaMix is awesome. | mean, we knew it was

=1 going to be good, we just didn’t know it was going to be this good. The end result _
is above and beyond our expectations, and ™
confirms once again that Sega is still the |

9: Siba was left
out of the original
Virtua Fighters,
but he’s back in
MegaMix!

10: Things are get-
ting a little silly
now. The Hornet
from Daytona?

Riiggght.

UL

o
-

&r!!#i}lnlhﬁl{h '8

best reason to own a Saturn. I know there are a lot of people out
"8 .| there who live for Tekken 2 and Soul Edge, and won’t even look

| at Fighters MegaMix (mostly biased PS owners), but personally I -
/| prefer the more realistic timing and strategy of VF to tlle areade 1

<] style preset combos of Tekken 2 (though r se a
my opinion Fighters MegaMix is the best pl aying :
available on any console and a *’*’ true

Roll on Saturn VF3 Sega,}.’ ready!

4
‘ B
11: Meet Meat.
Have fun be...
er, defeating
this one.
12. The AM2
Tree. Hmmm...
First Meat, then
wood. Now
that’s polygon
power!!!




| They're lost (man, are they | ———) ) ] ]
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are supremﬁ

crary on-screen amlcs Graph
"\ of parallax, and h quallty nimation nfz
concept, it’ eam work, and puzzle ng, on i
}‘ronm our ? Well, you have no idea. It's ultra cool! Each

charactes spe al abilities (jumping, uom...l;hs.
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ell, here’s a turn up for the books! For once, the Saturn version of a
Wgame is better than the PS version! As with PS Hexen, the game

design and mechanics are identical to the PC version, and that’s defi-
nitely a good thing. Even in the this day of Quake and Duke Nukem 3D, Hexen
is still a stand-out first-person shooter, and going through it again on Saturn
only re-confirmed to me how much | enjoyed playing it the first time around.
Where the Saturn version improves on the PS version, however, is in the area
where you'd least expect it: the graphics.

First off, the game runs at a much higher frame rate than the PS version, and
although it's not guite as smooth as the seminal PowerS/ave, it’s not so bad that
it ruins the gameplay (like the PS version). Secondly, the game gives you a lot
more options than the PS version, like a brightness setting, or the ability to play
the game full screen without compromising too much speed. Thirdly, the Saturn
version contains full animation on all of the enemy monsters, including the gory
‘overkill’ death sequences (the PS version was missing the body explosions).

Graphics aside, what makes Hexen so good is its unique blend of exploration,
action and puzzles. Obviously there’s the usual smattering of violence and death,
but that's not what characterizes the game. Unlike most POV shooters, Hexen
operates on an innovative non-linear level structure called the ‘hub’ system. Each
‘episode’ is based around a single hub—a large level with multiple exits to vari-
ous sub-levels—and in order to complete a hub you must venture to and fro
between these sub-levels, finding keys or solving puzzles that will open up a new
area back in the central hub. This gives the game an almost RPG feel and cer-
tainly adds a welcome element of adventure to the carnage.

One final point is that Saturn Hexen features a link-up mode, the first American
release to do so! Hexen Deathmaich contains a lot of unique features, including
the ability to choose between three different character classes, each with their
own physical properties and weapons. Deathmatch takes Hexeninto new realms,
and even though it's impractical (you need two copies of the game and two TV's)
it's what POV shooters are all about. K

[DEVELOPER - PROBE | [# OF PLAYERS - 1 PLAVER
ﬁlll[l - GT INTERAGTIVE I iiffll:lm - INTERMEDIATE I
seca saturn | (FORMAT - C0 | AVAILABLE - NOW |

¢}




L 1 005 4/
|

o e
_
- I

e

"P'L

7

¥

-

e

pl dh ((6r

-

ar 14 r\;, dja

I l_: N Y

‘f.lt'

W

e

r;viensi

<

LaP 274 rOS A )4

=
|

-,

F. 4

L Q4 P0S 44

| L2 1 /4 POS )4

i
= M T

B

» Now that AMOK has finally made its way |
_into lucky Saturn owners hands, its time to © <5
" start looking forward to Scavenger's 2nd
long lost Saturn title, Scorcher, from their
Zyrinx team. Scorcher is entering the final
~ : + + 2 tweaking stages and should be available no
k ‘[ M, |ater than March. The game's visuals are
- \ absolutely unbelievable, and the gameplau,
a mix of racing and avoiding obstacles by ..
x‘jumping pits and hazards while piloting a :"
> hover bike within a sphere, is totally -
unique. | should have a Scorcher '
review next month if everything goes
as planned. When did we do that cover?..
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If I've said it once I've said it, a, 2000 times! The
Saturn’s strength lies in the realm of 2D, a genre full of
gaps and bursting with possibility. Asfal 2 anyone?
How 'bout Castlevania, Ghouls 'n Ghosts, Strider, and e
er, SONIC fer gods sake! The list goes on and on. Jeez, if | was Sega pre:
turn the whole bloody company around! Anyhow, as you can see from
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The Saturn H20 is swirling nicely, while the PS’s reains flat. 'therwisa the game’s identical...

ing hand-drawn art. What's that you ask? Well, that’s when a human actually draws a charac-
ter without CPU assistance. Gads! What a concept! No renders?... We'll surely perish! Buy
this game ASAP if you don’t think I'm 100% wacko, it’s a great SS game.
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lidentical! You can’t say that about any PS 3D conversions now can you? MM8is c!mh g
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CHIEF
HAMBLETON
TOUR OF
DUTY -
PART 1:
AN
AUDIENCE
WITH
CORE

DESIGN | :
Earlier this year, Chief Hambleton packed his frying pan
and traveled to the UK. Staying as the guest of the

Guvnor, his mission soon became clear: to interview a couple of England’s finest software developers.
First stop; Core Design, the creators of Tomb Raider. Here's the first installment of what he discovered...

—

On a cold English winter morn, | left the relative safety of the
Guvnor's shady East End pub in a fog-filled London and ventured
Northwards in search of Core Design’s headquarters. The task? To
interview those responsible for the seminal Tomb Raider, to see
what choice pieces of new software the entire Core development
staff were laboring on, and to gain the first available information on
the forthcoming Tomb Raider 2. The following events transpired...

As | gained entry to Core’s main building (a beautiful mansion nes-
tled in the town of Derby), | was guided through the maze of stairs

and narrow corridors until finally | gained an audience with the actu-

al creator of the Tomb Raider concept. Taking a break from their lat-
est (and most secretive) project, Toby Gard (game creator) and Paul
Douglas (lead programmer) agreed to talk about the phenomenal
success of this awesome game. Here's what they had to say...

CH: What sort of involvement did you have on Tomb Raider?
TG: | came up with the original game design and | animated of all of the
characters and objects in the game. | sort of overlooked all the rest of it.
CH: How many people were involved in the Tomb Raider project and
how long did it take?
TG: It took 18 months from start to finish, but the initial concept began
almost two years before we finished the actual final project.
CH: How many people were involved in Tomb Raider?
TG: Well, we had our main team of three programmers and
three artists, and then we had a guy for the sounds and a
guy who did the music, and we had lots of people working
on it, a load of extra artists who helped out, mostly on the
FMV sequences, and some people who dropped in at the
last minute to help when we realized how big this was
going to be.
CH: So it grew sizably?
. TG: Yes, in the last few months it became quite a large group,
but even then, trying to hit deadline was pretty tough.
CH: What do you think was the most difficult aspect of the game
to program?
TG: | don‘t know, I'm not a programmer, but | would imagine it
would be all of it—it's pretty ambitious; an impressive achieve-
ment considering that the three main programmers had-
n't made a game before. Shows you what incredibly g
talented individuals they are (!). A
CH: Speaking of incredibly talented individuals,can | ¥
direct some specific programming questions to Paul /
Douglas? What particular areas caused you program-
ming difficulties?
PD: The animation stuff was pretty complex,
compared to everything else.
CH: Did you use real motion capture?
- PD: No, there was no motion capture at all.
CH: What effects were you most and least
" happy with?
PD: There weren’t that many effects in there, we
wished we had just a little more time to put
more effects in there, like more transparency

out of the PlayStation.
Because it was a cross-
breed format, we did-
n‘t have any extra time
to implement specific
console improvements.
It was limited by the
others, but the
PlayStation version is
the best version any-
way... for the price.
_H: The game is on
three formats, the PC,
Saturn, and
PlayStation. Which
format are you most satisfied with?
TG: That's tricky... they're all pretty much the same—I mean they
are all the same game. | suppose | like the accelerated PC version.
You should check it out with the 3Dfx card...
Were you tempted to do something like Lobotomy did with
PowerSlave; they changed level designs. Was there a
temptation to do that or did you just want a straight
conversion for each?
TG: Well, no because each game had to be released
simultaneously.| mean for us you have everyone
working on the core routines of the game, then

one person spend a little time just working on
the stuff to make that work on that platform, it
wasn't like there was an individual programmer
and each version was significantly different ...
they're all the same.
CH: Speaking of Tomb Raider’s music, do
you think in-game music is important to
you, or do you prefer it to sort of
enhance the atmosphere rather than
sort of jingle away in the background?
\ TG: Yeah, that was the plan, it didn’t
work out quite as well as he had .
hoped. The plan was to do interacs
tive music, it shouldn’t go on all of
the time, because then you get sick
of it and just shut it off. You
should enter a certain area you
have a dramatic moment enhanced
with the music.
/. What do you think of the
success of Tomb Raider; are you
N ‘ surprised that it's done as well as
it has, and what would you
attribute it to?
TG: Well, | suppose we were hoping
for it to do well, but it's still kind of a bit
of a shock. It has done well because | think

stuff on the PlayStation. EEL everyone on the team cared about it as much
CH: Were you pushing the PlayStation “poO YA F as they did.
to the limit? WELL " (/. What are your opinions on the growing

PD: No, but the Saturn was pushed, pretty
much, but you can bring a bit more extra
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cult of Lara Croft; people on the Internet
are sampling various parts of the game



s and joining them up into sort

| of, er, interesting phrases.

| There's Lara Croft lookalikes...

| Since you invented the charac-
ter what da you think of :t'?

dldn t intend to go about pro—
moting the character, like the
| print-loads of stuff in maga-
-l zines, and you hear that net-
works are thinking about
doing a cartoon... Yeah, it's
quite strange. The most
1 strangest thing is when | met
44 one... or, three Lara lookalikes
/4’| at a show, and | was just like...
| “Whoa, what a tribute!”
A CH: Is the rumor true that

_. | Lara is based on a real life
... | archaeologist?
TG: No. Completely untrue.
CH: Who supplied the voice
of Lara?
TG: | think her name was
Shelley! She was a voice-over
actress; no one famous. Mind
you, the French version of the
‘| game used the actress who
did the voice-over for Speed
| over there.
CH: How many polygons is
| Lara comprised of?
| TG: Around 300, with around
half that for the rest of the

— I e . -
P ¢ R eeee——| background.

CH: WAl Lara turn up in Tomb
Raider 2 or any other title?
TG: Yeah, yeah, she’s going to
be in Tomb Raider 2 for sure,
but she’s unlikely to appear in any other Core game as a secret
character. Cool idea though.

CH: What was your favorite part of the game?

TG: | kind of liked the bit where she turned to gold in the
PlayStation version. | like the bits where she gets grabbed by the T-
Rex and eaten. And when she gets pounded by the last guy.

CH: You mean when the giant demon without the legs just comes in
and grabs her and then just pounds her on the floor?

TG: It's sick, | know, but | like that.

CH: Why do you think you went with the full 3D effect, | mean was
there temptation to do a sort of Doom-style game or did you sort
of want to go away from that?

TG: We specifically decided not to do a Doom-style game; it was
specifically to do a game that looked cinematic, that had all of the
camera angles, constantly moving.

CH: Did you get any inspiration from stuff like Resident Evil?

TG: No, we didn’t see that until we were way along the way in
design terms. That stuff is preset camera locations anyway...

CH: Were any of the zones based on real life temples or mazes,
and did you use any of the texture maps, like gargoyle heads for
example, from real-life sources. If you take a look at Doom, the
. .gargoyle heads on the stone walls were taken from a book called
~ “Nightmares in the Sky.” Did you use any of that sort of thing to
texture map?

TG: Uh no, but the guys that worked on the maps spent a lot of time
researching references for the levels. The Inca place is based on a
myth of the last lost city hidden deep in South America. That'’s
where the Incas are sup-
posed to finally hidden all of
their gold from the
Spaniards... And there's a
load of hidden places that
the TR2 team incorporating
into Tomb Raider 2.

CH: What's your take on the
status of the big three video
game companies; Nintendo,
Sega, and Sony?

PD: Sega’s got some good

Paul Duuglasand Toby Gard, 'suit&ll:ilz,ir chuffed | games, but seems to be a
with their achievement. Note that all Tomb | it dead, really. No one’s

Raider shots taken from the PC version. buying it. Sony"s dning

pretty well, but hasn’t got any good games. Not themselves, any-
way. And that's what it takes. Nintendo has got Mario, haven't
they? And Mario Kart, and a whole line up of games that you
can see coming out.

TG: What do | think of them? Uhh... | think Nintendo’s got a
great machine but they'd probably be terrible to work for, but
from a consumer’s point of view they’'ve got it so right and they
do such quality games and they don’t let rubbish come out
[Hambleton note - Toby hadn’t seen Cruis'n USA at the time of
the interview], which is great.

CH: 50 do you think the future is going to be a battle between Sony
and Nintendo?

PD: Yes. But until Saturn 2 and PlayStation 2 come out...

CH: What sort of developers do you most admire within the
industry?

PD: Developers? Uh, LucasArts.

TG: | suppose Looking Glass. Yeah, they're pretty good.

CH: Finally, what sort of games do you personally play, what are
your favorites?

PD: Uhh, | can’t remember the last game | played... Hey, Tomb
Raider’s quite good (laughs). | play Puzzle Bobble on the
PlayStation.

TG: I'm still playing Mario 64, and | play a bit of Tekken 2.

CH: Okay, thank you very much for your time.

The excitement didn’t end there, either! After tea and biscuits, |
was escorted to the office of Adrian Smith (Vice President). My
mission? To obtain the very latest information on Core’s plans for
1997, their take on the state of play in the market, and some really
rather secretive information on a little side project of theirs called
Tomb Raider 2. Let us begin...

CH: Thanks for granting us an interview. Firstly, | was just wonder-
ing what your take is on Sega, Sony and Nintendo... without obvi-
ously treading on anyone’s toes...

AS: No, | don’t think we’ll tread on anyone’s toes. As of today, Core
hasn’t synched up a relationship with Nintendo, but we’re actually
pursuing it at the moment. We'll be talking to Nintendo, and trying
for a license, we're quite interested in the hardware. | think it's a
good time to talk to Nintendo, when Core’s probably got its best, as
opposed to twelve months ago before we shocked the world with
Tomb Raider. So it's something that we would like to get started.
_H: Would you envision an
N64 version of Tomb Raider?
AS: Well, we might envision
it, but | don't know whether
Nintendo would. We've all
thought about what it would
look like on the N64, we've NN
seen the PC version running =7
on the 3Dfx cards, which
looks close to what the N64
version would look like, and
that is just amazing. s
_H: Tomb Raider would be an
easy port over because it
doesn’t have much in the way
of soundtracks. Am I correct?
AS: That's right. Our main
problem (more that we
thought) would be the :
amount of textures that we're |
holding, all of the texture
data. But | have to say that
the sound for some of the N64
is very impressive.

_H: I think the best sounds
that we’ve heard is in Killer
Instinct Gold.

AS: | haven't seen it yet, but
I've read about it. Is it nice?
CH: It is. A couple of people
at GameFan really like Killer
Instinct; I can’t say I'm one
of them. The sound is ﬁrst-
rate though.

AS: The Nintendo-direct stuff |
think has been brilliant, but
I've been very disappointed
with the third party stuff I've
seen to date. At the moment,
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we continue to build on a very solid rela-
tionship with both Sega and Sony. Core has
been with Sega in the past, and that's the
relationship that we will build on. We're also
as close to Sony as we are and have been with
Sega. Obviously it helps to have a good title,
and we're very fortunate with Tomb Raider,
and that helps to build small bridges.

Because Tomb Raider is an English
game, it's obviously had to be tweaked
shght!y for the Japanese market, such as the new

renders. How much sway did you have in that
sort of thing, or did you have people in Japan
to sort that out?
AS: No, we didn't. Tomb Raider was licensed
a long time ago by Victor. We've worked
J with Victor in the past... five years, really.
They have first options and they took options
on Tomb Raider (known as Tomb Raiders in Japan)
when it was a sketch on a piece of paper. They did-
» . % n't want us to change anything, except for proba-
3 " % bly a month before it was finished when they
came back to us and said that they wanted us to
N change her face to be more Manga-ish, if you like,
' and they wanted us to re-render the cut-sequences. This
caused us horrendous problems, and in fact we didn’t do it in the
end because it probably would have taken us about two months to
re-render, so they went with the western face.

So, essentially, the Tomb Raider game in Japan is the same.

AS: Exactly the same; except for publicity shots where they've
mocked over different faces, it's exactly the same.

What about voice-overs?

AS: We've implemented Japanese voices and speech. They do all of
that and ship it over to us, and send someone over to check that it's
in the right place. Yeah, doing the Japanese version is just the same
as doing a French, or an English, or a German version. They're very
good, we give them time constraints and they keep to that.

Actually, | just got a fax here that said it’s actually been approved
and gone through. The Japanese did a clever thing; they gave Lara a
birthday of February the 14th, Valentines Day, and they’re going to
launch the PlayStation version on Feb. 14th.

What does Core have in store for the next twelve months;
there are obviously the games that I've already seen, I've seen
the Ninja game, and Judgement Force, and Swagman, which is
obviously your next big one.

AS: We've got four titles for 1997. Swagman, then Ninja, then
Judgement Force, then Tomb 2. You've probably seen a little of Tomb 2.
I was told TR2 was only just started?
AS: Yes, it started just before Christmas. We've been working on
TR2 for quite some time. The engine development has been going
on for some time as well. It's a good deal of the way through
now, basically we know now how long it will take us to do the
levels, that’s the big thing. So, it's very different, but with the
essence of Tomb Raider. If you take what the gameplay was but
with more effects and a whole lot more. We're
aiming it to be as different and as shocking as
Tomb Raider was. We're doing a lot more effects
and we're going outside now. We've got some
lovely locations, such as Venice which looks
absolutely superb, I've seen the mock-ups of
it. We've created a proper Venice which is
% ransacked and crumbling, you've got
> buildings half fallen, and Lara will be
outside before she visits the final level...
And that’s coming out on the
PlayStation and PC would you say?
AS: And Saturn. We've been talking to
"\ Sega about this cartridge which will be
launched for Virtua Fighter 3 at
Christmas—there’s a possibility of using that, and
increasing it further than say the PlayStation ver-
sion. But we've now got someone who is taking the
bits here and will go on and produce the Saturn ver-
sion for us. So yeah, we had certain constraints with
the original Tomb Raider that we're going to remove
on Tomb Raider 2, we hope that it should be as good
as the PlayStation version of TR2.
When do you plan on releasing it?

AS: The 24th of November. It's the twelve-month
>, day to day from the original one.

So sort of like what Namco did with Ridge
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Racer and Revolution.

AS: Yes, and it's going to be an easier process this time; we know
how long the levels will take, and how long for the character
animation.

So it's a lot more straightforward because you have core rou-
tines already implemented from the first game?

AS: Yeah. And we're very fortunate to have a French artist who has
done some stunning character designs, so we may introduce a lot
more characters into the game. The original artist and creator (Toby)
has gone on to look at the next generation of games along with
Paul. Two of the original programmers of Tomb Raider have stayed
on the team, and we're bringing in someone else new into it, so
we’ll have new blood in there which I think will make a difference.

What sort of enemies will Lara have to face? Are they similar?
AS: Nope. Quite different. It won’t be human based but interac-
tion with realistic beings. There’s another storyline which will
spin through the game. We're going to have the generic wolves
and bats, but we’re changing all of that, in fact that is no enemy
being used in the second one that you've seen before. The list is
even bigger because some of the locations. We're going to have
crows, and dogs, and eagles...

Would you say that the game is about as long as Tomb Raider?
AS: Yeah, it's exactly the same amount of levels, which is purely why
we chose all the locations. We've done two, that won't be similar
to Tomb Raider, one is Venice, another of the levels will be an under-
water sunken vessel which is split into three separate zones...

I think that’s what quite a lot of people were expecting with
Atlantis, and we got instead this sort of pulsing alien type skin
board with hideous baying freaks...

AS: Er, yeah. So the theme at the moment centers around the thou-
sand terra cotta soldiers and the great wall of China. It's a really
nice skew | think, but | can’t reveal any more...

Are you going to be applying similar CG cut scenes as before?
AS: That's the one thing we haven’t agree on yet is, the other ones
took so long, and we all liked them, but everyone probably watched
them once, then skipped it. But the cut scenes worked really well
for it, so we're looking at maybe slightly better, high-res cut scenes.

Are you still going to be employing British Archeologist Lara Croft?
AS: Yup.

Because that went down extremely well in the US.

AS: We're going to track the original voice-over woman down, but
yeah, she’s the same ol’ Lara. She's a bit more coy, she’s a bit older, a
bit wiser. And there will be different characters that she’ll meet
along the way, a lot of people like sort of the Pierre that kept com-
ing back for more and being a pain in the arse, shot you a few times,
you shot him like four hundred times and he disappeared. So a bit
more of that, a bit more of...

Re-emerging enemies coming in from scene to scene?

AS: Yeah. Visually, | think it will be better. Venice looks brilliant;
lots of old buildings crumbling into the water. That’s going to be
the biggie, we know people will have jumped on the Tomb Raider
wagon and will be developing games like Tomb Raider, and we
know we’'ve got a window of opportunity of twelve months, |
don’t expect that there will be anything out within that time peri-
od. We’ve taken the engine and we’ve pushed it further, we've
taken the tools we create environments in and pushed those fur-
ther, so | think we’ll come up with a much stronger game four
months down the line.

Thank you very much for your time.

The Core story is only just beginning... Next month, we reveal all

the other projects Core are working on for 1997, including interviews

with the teams responsible for Ninja, Judgement Force and
Swagman. We also journey to Fortress Rare and chat to the
Developers of GoldenEye on the N64. Join us next month as Chief
Hambleton’s Tour of Duty continues...

Chief Hambleton and the entire GameFan staff would like to thank
Susie, Toby, Adrian, Jeremy and the entire Core Design staff.
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Read all abaht it! More trivial chat from Old Brittania,
the country which gave to you The Prodigy, James Pond
and Worms—what do you think of the show so far? (It's
traditional to shout, “RUBBISH!” at this point... oh you
wouldn’t understand anyway). Right, how’s about this...?

THE PLAYSTATION RULES

It’s not even worth pretending that it was a long, hard-
fought battle this past Christmas. Sony walked all over Sega,
with sales now holding out at a little over three PlayStations to
one Saturn in UK homes. In fact there was even a pre-
Christmas panic concerning availability of the PS which started
from other areas of Europe where they suffered shortages. In
the end we pulled through and Sega pulled over. Sorry, this is
already starting to look grim for Sonic's prestigious stable.

BRITISH SATURN OWNERS ARE FOOLS?

Well, you know there’s little hope for a nation who can’t rec-
ognize that one of the greatest games on the Saturn is there.
Virtual On—that skillful conversion of the fantastic AM3 arcade
experience—only just managed to make the bottom of the
Saturn-specific charts in the month of its release. It didn’t
even feature in the All Format chart! We all went and bought
sodding Saturn Doom though; probably the worst translation of
id’s bygone classic ever seen. The mind most certainly boggles.
Of course Sega didn’t let anybody know Virtual On was going on
sale. Perhaps this MIGHT have had something to do with this
MINOR catastrophe in our lifetime... what will Sega NOT think
of next? Doh!!!

EA TAKES ROOT AND BRANCHES OUT

A company recently more committed to providing the UK
gamer with exactly what ‘he/she/it’ wants, is Electronic Arts.
They now have a UK specific HB—in operation since early
e January—which will act as a sep-

AR S arate department to the already
' established European office.

# 4 This has more to do with stream-
»= lining retail than anything else,
'~ "1 but the new move could also
affect the development of soft-
| ware at a later date. The Public
.| Relations department, being UK
. sl specific, will be able to monitor
= L customer needs much more

EA sets out to take closely. No more horse manure
the UK more seriously. like FIFA 97 then...

BLOODY BRIBES

As if Resident Evil required any kind of publicity at all (the
word of mouth euphoria which preceded that game over here
was phenomenal), Virgin chose a shocking display to raise
awareness. They
did too, as well as
complaints from
concerned parents.
Understand this
thing wasn’t used
| with too much
reserve. This is
giant sized billboard
material! Actually
this is nothing com-
pared to the
Greenpeace cinema
ad which showed
gallons of blood

spewing from a
That subtle Resident Evil ad... Pass the soap. lavatory. Larverly.

Ol YOU GET ORF MY
MANOR SO YOU WANT
THE LATEST WORD FROM | SN
THE WORLD OF UK GAMING fy
DO YOU. ME OLD COCKER |
SPANIELS? WELL READ ONI

WHAT A DISASTER!

As the UK launch date _ Nl _
of the Nintendo 64 (March )
1st, 1997) crawls ever / .
nearer, there have already f'e,': /
been a few disappoint-
ments for the patient,
verging-on-desperate
British gamers. For a
start, THE Games,
Nintendo’s exclusive UK dis-
tributor, recently revealed 9
that WaveRace 64 will not [~ a
be joining Super Mario 64, _ e
Pilotwings 64 and Shadows "————————
Of The Empire as one of the games available at launch as previ-
ously announced, and will now debut 3-4 weeks later. Although
not exactly a disaster, this delay will deprive the machine of a
multi-player game at launch.

Worse still, THE Games also revealed to British trade news-
paper CTW that initial N64 shipments are likely to be very lim-
ited, with as few as 20,000 machines ready for launch and only
a total of 90,000 machines available within the first three
months. This is unlikely to satisfy demand—indeed, THE’s own
research indicates that over 160,000 eager punters will want
to buy the machine at launch.

However, perhaps most annoying of all is that British pun-
ters will have to pay an outrageous £249 (around $400) for
their N64s, while German gamers will only have to fork out a
slightly more reasonable Dm399 (roughly $250)! Quite why
this is the case is unclear, but Johnny Englander isn’t too
chuffed about the situation, to say the least.

AYE! AYE! IT'S THE ATENl!

It’s the event we all attend to see... what has already been
seen before. But occasionally there are some surprises in
store. This time around London’s premier arcade bash had
Tekken 3 from Namco and Sega brought Scud Racer. Savvy
players already had these sussed in obscure parts of the fog-
filled capital before the event, and we’ll be going back to play
them again just as soon as the event has passed us by. Early
comments on T37 | Like Law’s sharp new punches, but the
graphical quality has a way to go before matching the awesome
VF3! How come you US gamers don’t get into that game? It’s
bloomin’ flippin’ magnificent!!!

e - F
e e

Scud Racer - very impressive... Tekken 3 - even more Rave War!

KONG KLINCHES IT!

As in the US, the popularity of the 16-bit consoles in the UK
is rapidly declining as the more powerful 32-bit and 64-bit
machines come to the fore. That said, however, the big games
still do remarkably well—over Christmas, Donkey Kong Country
3 for the Super NES did exceptionally, outperforming many of
the high-profile releases for the more advanced systems. For
example, in the week ending January 11th, the Entertainment &
Leisure Software Publishers Association’s charts reported that
DKC3 sold more than the Saturn’s Virtua Cop 2 and Daytona
USA Championship Edition and WipeOut 20397 (XL) and MK
Trilogy on the Playstation. Not bad for an old monkey, huh?
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Gumel’an Sporis Preview
VR Baseball 9777

Asneak peek of the next installment in the VR Sporis series. As you can
see, the initial shots look promising. VAB is an all-polygon game, with
real Drift mechanics. There are over 700 actual major leaguers; you'll be
able to pick them out by their clear names, and numbered jerseys. Speaking
of jerseys, each team has 4 of them: home, away, alternate and practice!
VRB features real-time, 3D stadiums that have become characteristic of VR;
all the stadiums are in here, including the 3 new ones in Atlanta, Anaheim
and Oakland. You won't have to worry about the accuracy of each player’s
stats, as the rosters are complete with all 1996 stats. Get this: Your pitcher
needs to warm up in the bull-pen before he's ready, and he even starts to lose
accuracy and strength, as the games progresses. From the looks of it, VR
Baseball seems to he @ game with the right combination of game play, as
well as smooth graphics and control that every sports gamer is looking for
these days. We’ll be back wnh an update soon! i

; hﬁady for the

( Saga ElAayers will finally have
d ' 's 32-bit soccer update |
nothing is lost between the and Saturn versions, 'cept for a few fps &
animation. Everv D| al player is fully rendered (using EA’s propri-
~ efary “Motion Ble Imntlg ), motion-captured, and accurately
ot textured according personas. Over 4000 real players,

\' }7 from 12 intern

agues, pack the rosters and fill the 3D stadiums.

FIFA ‘97 also mcludes Outdoor and Indoor matches—demanding that you mix-up your
formations and re-think your gameplan to deal with the environments.

Anyway, the PS version is good, and although i ‘inferior graphically (keep in
mind, this could change), the Saturn version plays exactly the same. This info should
tide you over till the review, coming up next issue. JS
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“now in the NBA. Nevertheless, office pools will
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KIDD'S
CORNER

s we enter into a new season, the world
Aof sports also makes its spring transi-

tions. Spring training is right around
the corner, as the Boys of Summer come out of
hibernation. __”arch Madness is about to burst
upon the scene, but indications of a decline in

popularity is already apparent, as more atten-
tion is shifted to the would-be collegiate stars,

culminate and run amok, and not one of you
will escape unscathed. Talked to NBA rookie,
Shareef Abdur Rahim, asked him what his
favorite game was, he said, “NBA Live '97 on
the PlayStation, and Vancouver's my favorite
team.” We’'ll see if Reef’s sayin’ it's his favorite
in 2 years when he’s a free agent... Remember
'Dennis Rodman? Well, now he’s making
'movies, TV shows, was voted in the Top 10
\Worst dressed women, and has recently kicked
a cameraman in the family jewels—can hardly
wait to see what's next in the Adventures of
Rodman... How about my boy Jason Kidd?
Shipped off without a return address; Big D
will live to regret trading the ‘chise... I'm
telling you right now, that Tiger Woods can sin-
gle-handedly revolutionize the game of golf.
Never has one individual achieved as much
success, so quickly, at such a young age... this
guy is the real deal. One event coming up that
really intrigues me, is the Fastest Man competi-
tion: a showdown between America’s Michael
Johnson and Canada’s Donovan Bailey. Mark
this one on your calendar (May 31), not only
noteworthy because of its participants, but the
prize money is $2 million, while each sprinter
receives a $500,000 appearance award; a defi-
nite track and field first... My mighty Golden
Bears aren’t looking so Golden after losing
Coach Mariucci to the Niners—a quick solution
could be to hire the Niners’ X-Coach Seifert; if
the Cardinal can have Bill Walsh, why not?
The 1997 NHL All-Star game will be played this
weekend in Silicon Valley, good luck to all, and
no high-sticking. Remember, “life’s a sport,
drink it up.” Finally played 4-man NFL
GameDay, and what a game that is, when
played with four—highly recommended.




he early season baseball Mes are
already starting to appear! First up J\_/
at the plate:

- Grand Slam '97, from /¢
Ny ﬁmﬁﬁ Vlrgm by Spot Goes to Hollywood developers
P Burst. The standard these days is to include full

license support from the MLBPA, with all your favorite pro play- \
ers. Grand Slam gives 'em to you, among a healthy collection of
<" other options that baseball fans are sure to appreciate. "
i Our preview copy obviously needs some tweaking, but progress \;
seems to be going well. The teams are fake, but at least there’s been
no attempt to label them with dumb phony names. And brief, accurate
historical facts are tagged to the team selection screen (such as Detroit’s

AN 22
ru:u:mm““‘

=i
— r; dedication to keeping the team in the city), so you're still given a sense of
g _ , reality. Stadiums, too, are accurately represented, such as Toronto’s
§ i ‘ Skydome, Boston's “Green Monster,” etc.
h ¢ The gameplay is solid, not terribly exciting, but seems to be easily accessible.
: ° ‘ Pitches are selectable before winding up, and then a power meter (golf game-

.“‘:“j:‘::'::’:::‘"’\‘ style) determines the power behind the throw. Cool idea. And finally, fielding
Izl AN . :

"’ = SN and base running use simple one button controls; I've had no problems.

The ‘tweaking’, in my opinion, falls into two very important categories:

" W9 N\ loading times, and graphics. At this point, the game loads almost constant-
: ‘—\H ly. It'll load options, into more options, set- ';‘;;;;;;;;‘\\‘\\\\\\\‘
R tings, into camera views, and then even the §# [GoNE \

camera views need loading. Very annoying. ’ EERERRE] AR a

And the graphics, despite a decent frame rate ‘ T : t

and cool 3D stadiums, aren’t as detailed as y fomr= 5

________ they could be—including sprite-based players 4 XTI 3

y With stiff animation. = T | & ;

_____ £ -_'».-»%er Anyway, that’s the early report on Mnd = | Curee’ | ’
g5 B Yo Slam '97. I'll dig up the latest rev and send an t - ’
update your way soon. .. J5 . Avvnnnnwwssssssssss 4
"IIIIIIIIJA\\\\\\‘\\\‘
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ell sporis fans, I'm about to pull an unprecedented first. Yes, as painful as it is for all of us
Wmachu. athletic wannabes to admit it, I'll be the first to come out and say King of Baseball is

one cute game. Yes, “cute.” | mean, | tried and | tried, and | just couldn’t get away from this
inevitable fact. Not only that, but KOB just happens to be a wonderfully addicting game. In terms of
game mechanics, this game plays identically to Konami's smash hit Talking Powerful Pro Baseball for the Super
Famicom in Japan. Also known as Botfom of the Ninth for the PS in America. Despite the similarities, K0B does
look entirely different. In addition, there are many pleasantly surprising features and options that no other baseball
game has ever dreamt of offering.

Batting
Battimg*eam e considered the hardest part about KOB. You assume the classic batter’s box point of view, which can be
altered for a higher of lower view of the pitcher’s mound. You must aim a target box directly where the hurtling ball
wiI‘pass through your strike zone. This doesn’t sound hard, but when you take super deformed characters with slow
batting swings you'll soon understand what | say. To remedy this, Imagineer has added an exira option not found in
any of Konami’s baseball games, the Lock-On baiting cursor. The Lock-On feature must be switched on, and is not a

$ __ R T A e O R IR A

A%

BEACHBALLL @ = SIRIKEOUTLY = = “BEANED]

standard setting. The reason for this is because the the Lock-On feature makes batting extremely easy. The batting cur-
sor will hold its position when placed on the pitcher’s throwing cursor. So you’ve basically got two batting helpers, the
batter’s cursor which indicates when you're locked on, and a pitcher’s cursor, which shows you exactly where the pitch
will end up in relation to the strike zone. With the Lock-On feature enabled, expect high scoring games

ing.two players_iLsoon becomes a t 1 of fielc .
b b -

-

1 This is what sets this game apart from the rest as you train in pitching, batting,
-, catching (shown from left to right) and fielding. Your desire to improve and impeccable work
_ethic translate into higher levels of performance come game time.
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Fielding
Fielding here is the same as any other baseball game. One thing you must accept is these tiny players run very slow. | presume they are run-
ning slowly to matchlhamlo size of the stadium, but | may be grasping. By having a keen eye, you can actually tell where the ball will end

p, as the ball is hit. This is possible because there is no visible black screen as the game makes the transition

dehind the batter to an above the diamond camera angle. Rather the game zooms out following the ball
making it easier to predict its path rather than being surprised.

" Training
n KOB it's possible to hone the skills of your players on your favorite teams, or a team which you have cre-
gd. Every position can be put to the test, from batting, pitching, fielding, and even down to catching bunts
~ with the catcher. When these tests have been passed (3 to 5 tests per position), your character will level
up for whatever aspect was practiced. For example: Practicing pitching with my star pitcher whose best
pitch is a sinker with a level of 2, it took me about 4 hours to gain one level. However, things like bat-
= ling averages can only go up in a game. | can effectively work it up to level 5, that being the best.

evel 5 will add either more speed to the sinker, more spin to the sinker, or even hoth!

oo Stealln

M plethora of buttons to%e found on the N64's con-
troller, the many options at your fingertips can become overwhelm-
ing at times. The directional C buttons each correlate to a base
within the diamond. For example, down is home, right is first, up is
second, etc. When stealing, you can buffer your command by press-
ing the advance button before the pitcher winds up allotting you

more time to concentrate on the pitch. The only disadvantage is

your runner can be easily be picked off by the pitcher. Or you can
steal by pressing the advance button during the pitcher’s wind up,
this way you can avoid the pick and get that extra mileage or avoid a
double play. When caught in a pickle, it's not like other games where
you can time your opponent’s throw animation to work in your
favor. Here, they still throw annoyingly slow, yet the person
with the ball can run about 4 times faster than the runner caught
in the pickle. This becomes annoying
when your runner is tagged out by the
catcher who sprints faster than Jessie
Owens with 20 pounds of gear.

While the visuals found in KOB can
be considered a bit childish, the
game itself is pure perfection. With
the option to create your own team,
hone their skills, play a season, save
stats, make trades—and addicting
gameplay, this one’s a must have for ;

haseball enthusiasts. The hardcore player may want to settle for something less childish in
the graphics dept. but they will soon be content with the number of features available.

Check Out These Stadiums! King of Baseball prowdes you
stadiums; 12 actual Japanese ﬁelds as well as two fantas KS
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easoa=s 8| W gotta tell ya, this soccer thing is really growing on me. Never before have
FEFS I | had such a stirring inside of me to run up and down a field, kicking a
g checkered ball into giant nets. But it's games like Perfect Striker that only
58| add to this recent symptom. | guess | shouldn’t say games like Perfect
|\ Striker, because there js no game like it. This is one of those rare occur-
)| rences that’s like eating hamburgers your whole life, and then discovering
how good it was to have steak.

The Beauty of N64:

I didn’t think graphics and player control
could get any smoother in a soccer
game, but now, not only do we have no
load time on this cartridge-format title,
but also seamless play control and ani-

mation due to N64’s powerhouse processors. In fact, using
the Motion Capture process, Konami grabbed over 17,000
animations for character movements (for 16 real teams, and
256 actual Japanese players). Another big advantage to this ™
N64 game is that all the character movements are on the fly,
thus, there are no pauses, and everything happens when it’s are
supposed to. For instance, the commentary (incidentally a
world-renowned Japanese soccer voice), has over 500 different
words and phrases included, and the fact that every word is
played back on the fly means you don't have to wait 20 seconds
to hear the correct player’s name being called. Instead, you get
non-stop commentary that is not only intelligent as it should be,
but timely—a wonderful and effective combination.

You can't
touch this.
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ing: get to be one of the teams from Ja t year'
Shooting and passing are somewhat complex, as you can do game, and of course
many things never before offered ina soccer game. You can the score is tied 2-2
keep the ball on the ground or you can put it in the air. You are  Wwith just 23 Sﬂﬂﬂﬂds \

able to monitor the distance of your k have a map to on the clock! It's up
indicate the general vicinity in whi and. You have » _you to determine the
things like Search Passes, which automatically passes it to the ome of that game,

closest teammate, regardless of which direction you are facing. and turn back the clocks on

Of course you have headers, as well as bicycle kicks too, but history. You can even save
th

enario mode to your memory
so if your friend wants to play
as well, just bring over your memory
card and you can up-load your

game data onto his system and he

the most exciting feature of kicking may be the curving featur
Once the ball is in flight, you can actually curve the ball with:
your analog stick or D-pad. Incredible, as this is all on the fly.
You'll need plenty of practice though.

Training: can play your game when you
Apparently the Training Mode in Japanese sports games is a leave. If this is not the best soc-
pretty hot item. And as far as I'm concerned, Amerie \pa- peergame out there, I'm not sure

nies should take note, because | for one love they iva Perfect Striker!

mode. | can practice every aspect of the game
tackles to corner kicks, kicks in the air to kee
ground, blocking defense to 1-2 kicks, head
ins; it is truly a great feature to have. In se
such as King of Baseball, they even allow yt
from the practice which translates into heig
your game career. Sure, some advocate i
with both feet and learning “the hard way;~
ly is no substitute for good old-fashioned &
for guys that need to work at it like me, it " *f
isolated areas to work on the different fa -. '_ |
of your game.

to have

________

Scenario Mode: 12
In this mode the game really gets fun, and"it Il
would be safe to say is the best one player
feature in the game. Basically the game
gives you this mode, where you get 12 histor-
ical games to choose from. For example yuu




Four-Way Face Off!

EA Sports, Virgin/ESPN, Sony and Midway Scra
By Bill Kunkel

Hockey has always been the red-headed stepchild ofl'he major tear
After years of gheﬂolzahon in Canudu and the Northeastern Uni

. is breaking out, inking major contracts with Fox and
L io see how far the fastest team sport on Earth has come, scope
hed its landmark NHL series during the power days of 16-bit tech-
deal in schoolyards), terms like “drop pass” and “one-timer” have
5, “lens flare” and “texture-mapped polygons.” As evidence of
| of which have been released this season.

out the evolution of hockey simulations. Ever since EA Sports e
nology (just when inline skates and roller hockey was becoming

entered the lexicon of gamers everywhere—along with the likes ¢
the growing popularity of hockey sims, we offer four power playe

EA Sports: NHL ‘97
EA Sports has dominated the hockey sim market like Montreal
with its follow-up, NHLPA, revolutionized the entire market, tran:
vented gridiron video games. It is ironic, therefore, that NHL ‘97 (E
who've seen the other next-gen ice bashers. For the first fime in
radically departing from previous incarnations in its visual prese:
ular has been replaced with a variety of trendy, on-the-ice 0
the puck’s the size of a Frisbee, shots seem to have no steam on them a
era pulls back on long shots, it becomes extremely difficult to tre
dented progress in the simulation of individual players, replicating
tinctive wrist shot or slapper. This is also the most physical hockey ge
- founding dekes, NHL ‘97 is a real grinder up against the boe

final comment, however, is required regarding the Genesis vers
solid, realistic simulation. Goaltenders, for example, are now fre
to mimic arcade-slyle contests like NBA Jam just doesn’t mesh

d the “50s from its very first release, NHL Hockey, which, along
hodwy sims much as EA’s John Madden Football series rein-
; m/Genesis) will almost certainly disappoint gamers
nﬂhe franchise, this game attempts to fix what is not broken,
n. The angled, two-thirds perspective that made the game so pop-
OVs which are offen awkward and somewhat ragged. Moreover,
all (even when they’re reported at 90 mph), and when the cam-
ual players. On the upside, however, the game makes unprece-
hing from the way in which a player dekes (ie, fakes) to their dis-

2 ever seen; whereas most sims focus on fancy skating and dumb-
| when more wide open teams compete against one another. A
NHL ‘97, which takes great liberties with what has always been a




Virgin/ESPN: Power Play k

Power Play/ESPN Hockey (Virgin-ESPN Sports/Saturi

(too late for Virgin to even get the famous cuhla

gamers alike. This is unfortunate, since it's arguc

camera angles (with extremely smooth and natu

And the replay interface is absolutely brilliant, allov

three SKUs of this game are solid, but the Sail.lm
One caveat regarding e ~

the EA and Virgin games, “ﬁ‘g‘%‘ ;"‘" R i

though: the EA Sports’ e

design is player-based

while the Virgin/ESPN

model is team based. The

bottom line: the Avalanche,

Rangers, Red Wings, etfc.

seen in Power Play operate |

more like the real teams |

than the EA Sports versions

do. In Power Play, team Al is bunlt around l'hal

er has been cusfomized to function only as a -on "
significance depends entirely on the gamer’s prior

Sony: NHL Face Off
Since Sega Sports’ own Saturn-based hockey

sims. NHL Face Off ‘97 (Sony/PS) is a smooth,
of camera angles and, like its aforementioned ¢
on screen, thereby rendering the players smdor

game has a great look and feel, the onl'f oornplnim _L‘ a

Gamers less interested in stats and technical radlm
tioned NBA Jam could do no better than Wayne Gret
'(complete with sizzling slapshots that incinerate the g
may well prove unsatisfying to hardcore hockey nuts, &
beautifully modeled and animated players, and Fox |

In short, life is sweet for video and computer game '
get sweeter. So pop me a brew and pass the back bacon,

GAME REALISM
NHL ‘97 7
Power Play
Gretzky 3D
Face Off ‘97

. —— L - e

ACTION FACTOR AUDIO/VISUALS SPECIAL FEATURES TRADES

7

8
8
8

W

_k | on the market, with spectacular graphics, variable
icular sense of bringing the player down on the ice.
m literally any point and any angle on the ice. All

2as EA’s teams are comprised of individuully cre-
to deal with player trudes, since each pluy-

‘s life m a total washout, gamers are dependent on the
the other glove, have produced their own first-rate on-ice
'if_ : .Iug' slapshot in sales. The game offers a quartet
logos. The POVs tend to keep much of the rink

nﬂ-ninder) and a “simulation” format. The latter
 tra will devour the eye candy, complete with
the puck as it screams up and down the rink.

 sport. And, with each passing season, it’s likely to

les: "hmdmoﬂ BK

TOTAL (Out of 40)
9 YES 29

NO 32

NO 31

YES 31
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J Taukon Retsuden 2 is a hot sequel. The original wasn’t exactly begt

ging for improvement, but Tomy and Yukes went way beyond expec-_
tations and created a stunning sequel—easily re-establishing their
product as the top wrestling game available. 4
For starters, if everything else about this game was bad, I'd still buy it
the incredible graphics. Mind blowing animation, 30 fps, and gi
wrestlers without a hint of slowdown. The textures are hyper-detailed, p
fectly gouraud shaded, and the polygon count is high. Even light-sourcing, -
as camera flashes brighten the ring and reflect off the wrestlers, has foung
its way into the sequel. And since everything else about this game isi
bad, tlle wicked eye candy is just the tip of the iceberg.
T ameplay in TR2 is so good. Although it only takes a few simp
to snare your foe into a brutal move (such as holding up a
g O, for a neck-breaker), it takes timing, a little cunning, and pe
battering. You'll also have to make complete use of the 3D ring
go anywhere freedom of movement that it allows. | say all it}
is one game against a buddy to check out all the amazing moves,
‘each other, and you'll be hooked.
0K, bear with me, it's time for stats and modes: There are 18
réstlers, three weight classes, several perspectives and venues, multi-~
GP league play modes, training, and two to four player (simultane- -
natches. Great options, 'nuff said. b
1 any other wrestling game touch Toukon Retsuden 27 No way. It's
an impressive mix of awesome polygonal graphics and hot 3D game-
ith all the fringes, PS effects, and options. Good news: If the
rt's out of reach, it'll be on its way here soon enough. Either way,
) your eyes peeled for the best wrestler ever. JS
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NASCAR. Racing for the PC was the biggest racing game ever. Now it’s available for the PlayStation™ Game Console.

e Totally realistic car physics

e Customizable Simulation Mode or hop-in
and-start-driving Arcade Mode

e 1996 cars and drivers on 18 different tracks,
including 2 fantasy tracks

e Night racing on 3 tracks
e Hard-rock soundtrack, realistic sound effects
e Qfficially licensed by NASCAR.

Change tires, gears, suspension, and more to : : In-car view puts you in the driver’s seat. Rear
customize your car’s performance in Sim mode. * Also available on PC and Macintosh view lets you see the big picture.
A For more information, see your local software 2

% - A S G N Y. G dealer or visit us at http://www.sierra.com.

PEPIRUY

©Sierra On-Line, Inc. ® and/or ™ designate trademarks ol or licensed to Sierra On-Line, Inc. All rights reserved. Papyrus and Papyrus logo are trademarks of Papyrus Design Group, Inc. PlayStation™ and the PlayStation™ logos are trademarks of Sony
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REBELLION RETURNS...

Anyone who even remotely remem-
bers the Atari Jaguar whether they
owned one or not surely remembers
its single most hyped game, Rebellion’s
Alien Vs. Predator. Well, I'm elated to
report that work on a PS version by
Rebellion is well underway. While this
version allows you to play as the
Marine, Alien, or Predator as the origi-
nal did, it goes much, much deeper.
Besides new Aliens (for Resurrection’s
sake?) AVP will offer more polygons,
smoother 3D, lighting effects, brilliant
texture maps and new weapons. We
should have some screens for you by
the close of the next issue. Stay tuned.

SPAWNING SEQUELS
Not only is Todd McFarlane’s Spawn in
development for the Sony PlayStation,
(a supreme 3D action/adventure we're
told) to be released this Summer, but
there’s a full length animated feature in
the works, to air on HBO, and a major
live-action motion picture as well!
“The animated feature wasn’t tame
enough for the networks,” sources say,
and so rather than stray from the path
that put Spawn in the spotlight Todd
McFarlane decided to go with HBO. A
brilliant choice in the opinion of this
reporter. Let’s hope the same goes for
the theatrical release. We've all seen
what can happen when a story goes
astray (see Super Mario-the Movie,
and/or The Mask). Mario used humans
(big mistake) and The Mask went from
comically violent, to comically chal-
lenged. Jim Carrey, uh, carried that
show. A Mask sequel is also in the
works, directed by (insert name) We’ll
have to wait and see if lightning does-
n’t strike twice.

TUROK ME AGAIN PLEASE...

Work on Turok 2 has already begun!
Assured by magazines the world over,
I’'m sure, that they’ve got a mega hit
on their hands, Iguana has started con-
ceptual work on a sequel to be
released around the same time next
year. No word yet on whether T2 will
be cart or 64DD Disc. We'll keep you
posted as the info comes in.

CHANNELING:

The Sega Channel recently announced
three significant changes to its pro-
gramming plans for 1997. The lineup
of games offered will now change
every two weeks, instead of monthly,
increasing the total package to over 70
games a month. They’ve also signed a
licensing agreement with Disney
Interactive for the cable rights to the
games Aladdin, Gargoyles, and Tailspin,
along with Maui Mallard in Cold
Shadow, of which a Genesis version
isn't yet available at retail. SC will also
continue its Prize-O-Rama. During
January and February subscribers will
have the chance to win a Kawasaki KX

80, Mitsubishi 32” color TV or an Aiwa
Surround Sound Home Theatre. SC
has been offering exclusive titles like
Pulseman (a fine import platformer |
might add) and Power Drive through-
out ’96. The new “Test Drive’ section
allows subscribers to play games that
are new to the market or currently un-
released as well. Call your local cable
operator to find out when, or if, the
Sega channel is coming to your neck of
the woods so you to re-visit those 16-
bit days 24 hours a day.

VICTORY FOR RPG

PLAYERS EVERYWHERE!

For years much of the gaming com-
munity has been pleading for import
RPGs to be localized and brought to
the states faster and in greater quan-
tity. For some reason, be it lame sur-
veys, or data from those “Marts” the
RPG market has not been allowed to
flourish as it has in Japan for years.
However, upon its release, Konami’s
Suikoden rose to the top of the charts
at Electronics Boutique, a high-profile
chain which caters to console gamers.
An RPG at number I! Ahead of
games like Madden, Tomb Raider, Killer
Instinct Gold, and MK Trilogy. The
week following, Suikoden held and
appeared in the number 2 spot.
Could this be the omen we’ve been
waiting for? Surely, Wild Arms, Saga
Frontier, Magic Night Rayearth, Yandal
Hearts, and Final Fantasy VIl will enjoy
similar results as they are all top
notch RPGs. This could spark a trend
and before you know it gamers with a
taste for substance and drama will be
back in business. Will Dracula X have
a similar impact on the 2D market?
One can only hope...

YER FREAKIN’ ME OUT...

Wondering what happened to VYirgin’s
Freak Boy? Well, so were we. It turns
out the designers weren’t 100%
pleased with the shape the game was
taking, so Freak Boy is in the shop
receiving a major overhaul. I'm sure
it's for the best. Look for Freak Boy to
appear later this Summer or early
winter. It better be freakin’ great stuff!

SPEAKING OF DELAYS...
Haven’t seen much of Robotech lately,
or for that matter, Body Harvest.
We've received no official word on
Robotech but in Body Harvest’s case
word is that Miyamoto had a look and
requested some graphical changes.
Supposedly he’s had a hand in the
games development. We're surely in
for an amazing game under those cir-
cumstances. Don’t hold your breath,
though. It’s gonna’ be a hot Summer!
Yoshi’s Island has again been
moved. First it went from January
(these release dates are Japan) to
March and now it has slipped on to
the dreaded unknown list. Blast Corps

has slipped as well, going from
January to March. | see a pattern
forming. In the Star Wars: Shadows of
the Empire case, the Japanese version
has been moved from March to June
as Miyamoto’s play testers suggested
changes take place. Tighter control
will surely be offered in the import
version. No word yet on what else
they’ll change, but June’s a ways off so
they must be up to something.

EIDOS COMES ON STRONG...

Jon Romero (the original creator of
Doom), has started a new development
company: lon Storm. 3D Realms’ Tom
Hall is on board as well. We're talking
big talent here folks. In mid-January
Eidos signed the new developer and
will publish titles for the PC,and home
consoles. Which games and which con-
soles were not available at press time.

THE M2... WHEN?

Panasonic’s official word on the M2 for
the States is “Don’t ask.” Don’t look
for the Japanese DVD/game player this
year either. The official word in Japan is
late '97/early '98 with the emphasis on
'98. Being so far off, the M2 had better
be one blazing piece of hardware. Sony
and Sega both have new machines in
the pipeline that could appear as early
as 1999, giving the M2 only one year to
reign supreme on a hardware level.
Third party support is another matter
altogether. Question is, who won’t be
making games for the PlayStation in
1998? The signing of Square and Enix
has all but sealed a victory for the
PlayStation overseas. It’s likely that the
M2 will be marketed as more than a
mere game console. They'd better
hope it waxes floors at this rate.

THE INTERNET... 27

Plans have begun, by the originators of
the internet, on its successor, the
Internet 2. It seems the people who
created the net (college professors, for
the most part) can no longer use it to
the extent they need, due to heavy
traffic and the general overload of
sorts that is currently taking place. It's
well publicized that upon lowering
their monthly fee, the flood of new
subscribers literally froze AOL, who is
now working frantically to carry the
load and appease the mass of new
users. Waiting times are far too long
currently and it’s only going to get
worse as the net continues to expand.
The Internet 2 will have a faster band-
width and next-gen servers and is cur-
rently being funded by over 90
Universities. Plans are to have it up
and running in approximately 2 years.
For the internet to succeed in the
mainstream, instant access is a must.
People do not like to wait for their
entertainment. Imagine clicking on
Seinfeld and the screen reading, “The
server is not available”
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s # = = R ® t's been a full six years since Street Fighter II: The World Warrior hit the
. o Mﬂ ﬂf‘. ¢ arcade scene and changed video gaming forever. There are those that argue

T ¥ that the fighting game genre was just waiting to be born; anybody could have

o g been first to start the frenzy. Somehow, | just don't believe that. Did Fatal Fury,
; . the second fighting game to be released (which actually began development before
.0 M SFll came out) spark the same kind of manic passion that SF did? For that matter,
has ANY arcade game in the last half-decade reached the giddy heights of SFII?

- How can Capcom hope to follow up such a revolution? How about a game
3 running on brand-new 32-bit hardware with literally four times as many animation
g% frames than its predecessor, gorgeous vertically scrolling backgrounds that

% change every round, and nine all-new, never-before-seen fighters? If anything

1 could be a worthy successor to The World Warrior, New Generation is it.

We can't say much about the gameplay, as the game is far from com-
§ plete, but rest assured you can jump right into the New
: ¥ Generation if you're a Street Fighter fan. Rumors of two-in- . e
ones being removed proved false, and the fighting system remains largely the same. There are several game- LH
LR S

changing new features, however, which you can read about on the right.
We'll save gameplay comments for the review, but | must talk about the graphics. You've never seen anything
like this before. Still shots do the game zero justice—SFlll is to 2-D what VF3 is to 3-D: This is the most animat- |
ed game ever. The characters are so beautiful that it's almost hard to describe... imagine Disney smooth-
ness with actual shading, as opposed to wide bands of single color. Every fold of every
uniform is rendered with shocking attention to detail. No 2-D, hand-drawn
"> 1§ gameon the planet can compare. It's that simple. For now, _
=" 4y read all about the new systems and the charac- ‘ . F\i
ters on the following pages. There's - "N‘E 9 LY
EL -

more SFIll to come in i
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Like every other SF before it, /ll is chock-full of new gameplay innovations. At first glance some of them
may seem questionable, but looks can be deceiving... all of the following new systems
-7 have the potential to become indispensable Street nghrer mainstays. Also, please
remember that all of the information below is based on a 60% version of the game.

s L

Parrying is basically an offensive block, and
motion is a tap forward for a hlgh Parry,  down fo
sounds insanely simple, but nothing wi en (

or duck for a second) unless you's

the first few frames of the oF

S extremely difficult to do. The
‘a low Parry. This
| walk forward a step

o In the Alpha series, each character had at least two

supers. In /ll, each character has three of them, but you

can only select one before the match begins. Super

g | meters and the max level of super vary wildly; Sean can
ud hold six supers-at once and his gauge gm

] Is tiny. The reason for this is that his
supers are extremely weak. Some
characters take an insanely long time to
charge up and have a maximum of one

1 super charged at a time, because their

| Super Arts are extremely powerful.

Street Fighter Ill features a new system whereby one
can two -in- one a super into a special move. For exam-
ple: Ken can do Jumping Fierce, Low

SFlllis the first Street Fighter to
feature dashing, a mainstay of

" |do for seasone

Fierce, Fierce Shoryuken, then, -in-
one off the Shoryukg n into a Shoryu

Reppa. This is similarto Street Fighter
EX's Super Cancels. It's fairly easy to
d.players; far simpler
than doing a straight super two-in-one.
Besides this addition, the combo sys-
tem largely.remains the same.

almost every other 2-D fighting

- game. They are accomplished in
the traditional manner: a double-
tap. The dashes in Street Fighter
/] are very fast, but don't cover
much ground, One can theo-
rize that the addition of dashing
to SF will add.a whole new
level to chea& and foot games. -

There are

se Gen s Kir UJHate.g

' Rolento’s high |

Besides Parrying, Super Arts Select, Super anletl and
Dashing, SFIll has a number of innovations
first and most obvious change is the removal of air blocking,
returning a massive el
' Also, each charactef no
accomplished by T

anges. The

nt of strategy to t F series.

has a top-down d attack
..i jump ed like,

o't nearly as gacky a.S in the X-Men Sé
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Alex is a streetwise youth from Manhattan who's search- ! & Cr o B L e
i

ing for the man who defeated his mentor, Tom." He has

; .
1Y o |

the Power Bomb, a command throw, the Flash Chop. L o |

which stops fireballs, a stomp like Bison, and-a mid-air | ,h ’ - ’ ;

catch move like Rose. He has one super that goes | F NS iy : g \

over fireballs (accompanied by a rousing cry of "Two | e < [ i

|

can play at that game!") that, when it hits, dizzies. It
takes ages to charge, however, and you can only have |
one stored at a time. Alex-is considered to be the new |

main character of the game. I F

ER ALREADY? YOU‘RE MOT COOD _
CH TO BE MY SPARRING PARTNER!”

Ryu still seeks the true meaning of fighting. In Street
Fighter Ill, Ryu can no longer two-in-one off of his low
Roundhouse, eliminating a favorite push-away tactic that's
been used for years. He can no longer do the Tatsumaki
Sempuu Kyaku in the air. His new fireball super, Denjin
Hadoken, can be charged up for several seconds by

i1 holding the button down after doing the double-fireball
motion. You can see it coming a mile away, but if it hits
at max power it's not only unblockable but it dizzies! His |
other new super, Shin Shoryuken, is just a super uppercut.

m— “FOR ME, THE CNLY THINGS
THAT EXiST iN THiS WORLD ARE MY FiSTS

N YUN-& FANG-

YuK
‘% Yun & Yang are twin brothers, masters of Chinese Kerapo. | | =

) .. IThey are seen as young leaders of their small part of

Hong Kong. They are identical; Yun is chosen

with Punch and Yang with Kick. They have
Senkyutai, a rolling kick uppercut, Zenpo
Tenshin, a move that flips you over the oppo-

nent, giving you a split second to combo,

Zessho Hoho, a stepping punch, a downward-

mmmme thrusting kick like Chun-Li's Falcon-Claw kick and
=" a Super Arts that increases your speed!

=
_‘ “ “WE MUST BECOME

]

|

;_ |
I
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STRONGER AND STRONGER...!*

Dudley comes from'a distinguished British sporting fami-
ly, and is an wealthy heavyweight boxer. He has very
strange moves—besides his uppercut, he has a move
which makes him quickly duck under high attacks.
After doing this move, pressing P or K will have differ-
ent results. Another of his moves, the Machine Gun
Blow, is similar to E. Honda's Hyakuretsu Harite. He has *
a move called Cross Counter which acts like an Alpha
counter, but it's initiated before an attack connects. The
enemy'gets pummeled but Dudley also takes damage. ,

“4:00... iT’S HiGH TEA.
CARE FOR A SPOT? PARJEELING CR EA{I. GREY?#

\ = &R » ) T A AN S N o
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i’ Necro is a Russian punk who was wrongfully experi- ﬁ ‘ b . \ E

!
|

mented on and DNA-enhanced. He's now searching for J‘ T N }!l '.\
| {1 Y
i J

the man who altered him. Necro is animated so well,
and is, like, flying.all over the place;, and stuff, that he's
REALLY hard to play. \Two Necros on-screen can be | |
incredibly distracting. Besides his Dhalsim-ish stretch- « |
ing limbs, he can do the Blanka-like Electromagnetic i
Blast, several command throws, and the Tornado Hook, a | |
rotating punch move. In the words of the immortal L.A.
Akira, “Necro's like a cross between Dhalsim and Victor.”

“PON‘T... PON‘T STAND
iN FRONT CF ME! i“LL RiP YOU TO SHREDS!!
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BUK

Ibuki is a normal Japanese high school girl, but she was
born and raised in a secret Ninja training facility which has
been operating since the Warring States Period. She's
insanely fast and incredibly versatile. She has a mid-
air kunai-toss that travels at several angles like
Rolento's Stinger, Koho, a short-range fireball on the
ground, an uppercut with Kick, Kubiori, a command throw
| that snaps your neck, Hien, an air kick, and a three-move Y
‘11 sequence with kick like Fei-Long's Rekka Ken. She may
1 wind up being a very high-ranked fighter in SFI/I.

“REMEMBER THiS BATTLE!
YOU HAVE WiIiTNESSED THE POWER CF THE

—ELENA- ———e e

Elena is the daughter of an African tribal leader. She has
studied in France, so she's well-cultured. She has
extremely long range, and only uses her legs. She has a
kick uppercut, Scratch Wheel, an overhead like Chun-Li's | |
Sen'enshuu, Mallet Smash, and a two-hit kick called Rhino | |
Horn. She even has a super which actually refills your life | |
by about a fourth of the bar! The second form aof her stage | |
(after an eagle zooms straight into the camera and cuts the | |
wires holding the log you're fighting on) has another log just ‘
behind you on which two other people are fighting. }
i

“WE €CULDP BE CREAT

FRIENDS! PON‘T YOU AGREE?~

RYUY A

Oro is a 140-year-old hermit living in the Amazon._His origins, how-
ever, are unknown. He feels his time is coming near and Is trying to
find @ pupil. Moreover, he has ONE ARM! He's the only charge
character in the game. He has an uppercut and a kick that
travels straight down in the air, and his fireball, Nichirinsho,
can travel at several angles. He has the coolest supers in
the game, too: One actually takes objects from whatever

| background you're on (Whether they're boomboxes from

J New York, street'8igns from Hong Kong; or just plain boul-
ders from the Amazon) and surrounds himself with them.

“POOR NAJF...

_—KEM

& BN \__'./fd Ken now lives on the west coast with Eliza‘and his 3+
-\ year-old son Mel. Since Ken hadw@child, he and Ryu
have grown apart. He has since made a promise with
Eliza that he'll only-enter tournaments that Ryu is
in. Ken is very Similar to Ryu as far as drastic
changes go... he has no.air-hurricane kick and
can't two-in-ane his low roundhousé. ‘He has
one new.super, the Shippu Jinrai-Kyaku, which is
basically several standing kicks followed by a
Tatsumaki Sempuu Kyaku.

“iT“S ALL ABOUT SENSE! Vicrony is |
LLOW UNLESS YOU WiN WiTH STYLE!”
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Sean ls Ken's student. He has not mastered the temnlquas of
Hadoken, Shoryuken of Tatsumaki Sempuu Kyaku F&hme-
quently, hesuses his own rough versions of each.
Dragon Smash, an uppercut like the Shoré uken, except he tags
on an extra mid-air punch at the end, the Sean Tackieswhich
es under fireballs.\the Tornado; which is very similafto Dans
4 Dankuukyaku, and the‘Ryubikyaku, which goes up inthé'aif:
hangs, then.comes-down. He has Hado Burst, a supeffire-
ball,.and Sheryu Cannon, & super uppercut, but they m
muctmore powerfil thian Ryuand Ken's regular ofles

“SHORYU REPPA...!
NEXT TiME... NEXT TiME j’LL PERFECT i

'*.'.
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~ GAMEFAN UP-TO-THE-NANOSECOND UPDATE!!

More information on Namco’s lat-
est Rave War tournament has final-

/ ly been uncovered!! Here, in no

particular order, are the finer points for

nine of the combatants in the third Iron Fist
competition. We’ll have much more in the coming issues, but for

now, here's how Tekken 3 is shaping up, 19 years on...
A new fighter called Jin Kazama (aka ‘Lightning of Destiny’) has

arrived. The son of Jun Kazama and Kazuya Mishima, he found out about Kazuya's

past atrocities at age 15, just as his mother passed away. To overcome his sorrow,
he spent time in training with Heihachi. To Jin, Heihachi is a grandfather and a teacher. Now, Jin has turned
19 and acquired phenomenal techniques of Kazama-ryu Jujitsu and Mishima-ryu Kenka karate.

Next is Hwoarang, a possible alternative character to Baek Doo San. In Tekken 2, Baek had many kick-
ing attacks, such as the Hunting Hawk and Heel Explosion. Among these three techniques, only Heel
Explosion can be seen in Tekken 3 as part of Hwoarang's ensemble. This youngster certainly looks like
he’s mastered all facets of Tae Kwon Do, however.

Xioyu, the girl with the longest neck of any 73 character, is something of a dark horse, but she looks to

share many of Michelle’s techniques, along with many jumping attacks. So far, all the attacking movements
in Tekken series seem to have been ground-oriented when it comes to the crucial tactics of a game. By looking
at the pics, some GameFan folk suspect that there should be more aerial fights between characters in this time.

Of course, ol’ coif boy makes it back into Tekken 3. Last time, Paul failed to win the tournament (Kuma sav-
aged him). After this, Paul began practicing aikido to learn to style of Nina. Now, Paul has become a renowned
martial artist, admired by children throughout the world. Although he has won the first prize in many tourna-
ments, he has started to feel that something is lacking in his life. In the spring, at the age of 46, Paul receives
a letter, which contains information about “The King of Iron First Tournament 3.” He has never skipped train-
ing and he feels confident (er, for a third time). No way he is going lose the tournament... again.

Fans of Marshall Law will be excited to discover that his son, Forest Law (‘Dragon of Reviving Fire’) has
been training at his father's dojo, but was prohibited to enter any tournaments with others. Paul comes fo
practice with Marshall Law every three months and comes by again, but he does not see Marshall since he
has been out of town for the construction of his new dojo. Paul persuades Forest to leave the dojo, and a
blissfully unaware Forest doesn't realize he's headed for the Tekken 3 competition...

The Chinese supercop puts down his pension book and draws his beretta; he's back! During the last

tournament, Lei almost nabs Bruce, but the kickboxer escaped after a plane crash. Lei spent the inter-

HWOARANG

V4

4 N
T N

STINKNOWN<

vening years solving many international crimes. All international crime syndicates are afraid of him. | » =

However, strange incidents become rampant. Leading martial artists have started to disappear one after |

another. One day, Heihachi visits Lei and asks him to enter the tournament. Lei does not understand why

Heihachi asks him to enter the tournament, but he is finally persuaded by Heihachi words, “Everything will |

be understood if you enter the tournament.”

An all-new King has also arrived (the first King died at the hands of Armor King). This King (‘Anger of the |

Beast’) doesn’t know this, and enters the tournament with Armor King to defeat and kill another new opponent,
Toshin. Toshin has been framed for King’s death by Armor King. What a nasty piece of work.

There’s a reason Nina looks so young after 19 years; she’s been placed into a Cold Sleep Machine, developed | 4
by Dr Bosconovitch (Yoshimitsu's scientist). Both Anna and Nina have slept for 15 years. Heihachi’s troops (the |
‘Tekken shu’) succeed in excavating Toshin (no information on him), and Toshin’s psychic waves wake up Nina.

Under the control of Toshin, she tries to kill Jin Kazama in a Sarah Bryant plotline extravaganza.

Lastly, Yoshimitsu is back; this time looking really, really scary. Apparently, his scientist, Bosconovitch
has started a research on eternal youth and a wake to wake his daughter (his daughter has been kept in the
cold sleep machine). Yoshimitsu, as the boss of Manji-tou, has been helping poor people and financing

-

Bosconovitch projects.
renowned martial artists, and goes to Bosconovitch’s Iab, but finds him infected with
an unknown virus. Bosconovitch tells Yoshimitsu that he

LE1 WHLONG
nament to help Bosconovitch. ..

finding out how the actual game controls. From what we've
seen, this is essentially souped-up visuals and gameplay
with 3D backgrounds (a /a Virtua Fighter 2), and we're sali-

much hair will Heihachi have left this time...? CH and W

One day, Yoshimitsu hears of the disappearing world- |

Confused? Yes, we all are, and we're still no nearer to '

needs the blood of Toshin to obtain eternal life and res- |
cue his daughter. Yoshimitsu decides to enter the tour- [

vating with excitement at the prospect to taking this game |
apart. Watch this space for further information. Just how |




rendered characters have been shown that would seem to sug-
gest that the game will at least have a new CG intro. Rumors of
a new CD soundtrack (!) are also flying, but Square has yet to
make further comment of the title. Whatever.

BioHazard Headed to Saturn, BioHazard Il Delayed

Mixed news for BioHazard (Resident Evil) fans this week, as
Capcom confirmed the speculation that BioHazard was coming to
the Saturn, but also announced a delay for the heavily anticipat-
ed BioHazard Il.

No details were available on the Saturn version of BioHazard,
save that it would be released this spring. Capcom had previ-

 ously said that if they did do BioHazard on the Saturn, they would

. & | make sure to add new elements. Although these could be as sub-
: 12| | tle as new costumes and weapons, there is some hopeful specu-

- B o I 2 4

Enix Announces PlayStation Development...
Is Dragon Quest VIl on the Way?

On January 9th, Enix announced that they had signed a
third party agreement with Sony Computer
Entertainment of Japan. This marks the first time in the
company’s history that they will be developing for a
non-Nintendo system, and is a major turning point in the
Japanese video game industry.

Enix’'s corporate stance has always been that they
will support whichever system is dominant, and Enix
stated only the PlayStation’s strong market diffusion
as the reason for the decision. While Enix will con-

tinue their Nintendo 64 development, it seems likely that
Dragon Quest, far and way Enix’s most powerful license, will
be coming to the PlayStation. Despite rumors that the Dragon
Quest series was Saturn-bound, Enix responded to inquiries
about Saturn development only by stating that they are not a
Saturn third party.

Enix has announced only that they have begun PlayStation
development, and refused to announce either titles or genres.
But Dragon Quest is rumored to be an absolute certainty, espe-
cially considering Enix’s past commitment to develop the game
on whichever system is most prevalent (The PlayStation now
holds nearly 60% of the Japanese video game marketplace).

In related news, Dragon Quest producer Yuji Horii confirmed
that Dragon Quest VIl development would soon begin (he also
declined to name the system), and that the game should take
about a year to make, placing a release in March of next year.
Game details are vague, but Horii promises a game that will “blur
the line between RPGs and adventure games... a new game that
will make people who have played previous Dragon Quests won-
der, ‘Is this really Dragon Quest?’”

It could be many months before DQVIrs platform is announced,
but it's a virtual certainty that the announcement of a PlayStation
Dragon Quest would solidify the PlayStation’s position as
Japan’s dominant video game platform.

New Peripheral Makes

Saturn Video Phone Compatible
Sega and NTT, Japan’s phone company, have announced the joint
development of a “Pheonix” video phone peripheral. The device
plugs into the Saturn cartridge slot, and has a camera and micro-
phone built into the top.

In addition to being able to communicate with the six or seven
other people who own video phones worldwide, NTT and Sega
have all sorts of wild plans for interactive video phone schools
and stuff, like on those old AT&T commercials. Sega hopes the
system will have wide appeal, and plans to sell it for as little as
30,000 yen ($260).

Square Announces Next Final Fantasy Title

Perhaps in an attempt to dispel the wide-spread rumor that a
Final Fantasy 1 remake was imminent on the PlayStation,
SquareSoft Japan has made the somewhat baffling announce-
ment of a Spring release of a PlayStation Final Fantasy IV (Final
Fantasy Il here in the states).

The game uses all of the graphics of the original (meaning that
it still looks like a 1991 Super Famicom game), but some poorly

lation that the Saturn version could end up being BioHazard
Dash, the semi-sequel to BioHazard 1 that was scrapped in favor
of BioHazard Il on the PlayStation.

BioHazard Il, which Capcom had long since intended to release
on the March anniversary of BioHazard 1, has now been delayed
until this summer. It is not known if the two items are simply a
coincidence, or if the delay is because Capcom is concentrating
on finishing the Saturn version of BHT first.

More N64 Delays
Shigeru Miyamoto Hopes for 50 Titles by Year End

A few more software delays for the Nintendo 64 were
announced this month: Both Yoshi’s Island and Kirby's Air Race
are no longer planned for Summer and Spring respectively; both
titles now have no expected release date. StarFox has been
delayed from March to Late April, and Mother 3 may have slipped
into an early 1998 release.

Despite these setbacks, Shigeru Miyamoto told Japanese mag-
azine Famitsu that Nintendo plans to release at least one game
every 2 or 3 months, and that if all goes well, the N64 will have 50
games (counting third-party titles) by the end of 1997. Miyamoto
is currently at work on StarFox 64, which he hopes to make into
a “B Sci-Fi movie that anyone can play.” His personal goal for the
year is to ensure that “99% of those who bought a Nintendo 64
will be happy they did.”

Final (?) Samurai Spirits RPG Details Announced,

“Fencing Instructor Pack” planned for PlayStation

SNK'’s long delayed Samurai Spirits (Shodown) RPG, due for
the Neo-Geo CD, Saturn, and PlayStation, is finally nearing com-
pletion. The double disc Neo-CD version will be released on
March 28th, for 6800 yen (about $60). SNK swears that this will
be the final release date for Samurai Spirits Bushido Retsuden, a
game that’s been delayed for well over a year.

One major change in SNK’s plans is that the three versions will
no longer be different: SNK originally developed three complete-
ly different scenarios for the Samurai RPG, and two of these sce-
narios would be on each version, forcing gamers to buy copies
on at least two different systems to have every scenario. Now all
three versions will have the same two scenarios... As for the third,
“we’re saving it for the sequel,” says SNK. Maybe they should
just try to get that first one out... Anyway, the game will still fea-
ture cover art designed so that the whole image won’t be revealed
until the Saturn, PlayStation and Neo-CD versions are lined up,
side-by-side. Otherwise, the three versions will now be basically
identical, with only small changes in the graphics, sound, and
text, as based on each system’s abilities.

SNK has also announced that they will be shipping the
Samurai Spirits Fencing Instructor Pack, for the PlayStation
this March... It's basically just Samurai Spirits 1 and 2 on a sin-
gle PlayStation disc, complete with some bonus stuff, like
sound rooms and training modes.

Suikoden Il Announced! Suikoden 1 on Saturn!
And finally, humanity has just incurred one of its greatest tri-
umphs with Konami’s announcement that they will be bestowing
upon us, the undeserving masses, a sequel to everyone’s RPG of
the year, Genso Suikoden. No details or shots have been
released, but, really, what more need be said? Suikoden ll. Also,

_the original Suikoden is in the process of being ported to the

Saturn, so now everyone in possession of a 32-bit system (in
Japan, at least), can taste the magic.
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nce again, a new year comes and fans that have
been waiting ages for a new Ranma fighting game
can finally have peace of mind! | can actually say
that this game is well done, and although this game isn’t your Tekken 2, they have done a
magnificent job for their first venture onto the 32-bit category.

The fighting system is actually pretty simple. One punch button, and one kick button.
That's it! However, there is a meter below your life bar that when gl:king or connecting

hits, fills up eventually. This gauge allows you to perform insane bos and even unleash
the famous trademark moves! And what Ranma game wouldn’t be compl
alter egos? Yep, the Ranma characters can change into the cute little animals!
fight, you might run into a slight drizzle, so the feature of changing into their alter €
give you the advantage or vantage during battle. Frankly, | think that just the s;mple
fact Shampoo made it in this version of the game is reason
enough to own it... heh heh.
There is also a pretty cool
endings for each and every charach
all eight characters (and picking up h
peration moves, etc.), you wage battle
Rouge to set things right once again on the
Not bad, eh? No really, Ranma is quite indeed a unigue
game and believe me, if the Sailor i series sold
shockingly well, then this game wi sell
much more. | know that there are
Ranma fans out there, and all of yoi
So I'd better go seek cover before tf
Coalition gets a bit unruly! W

N LR Jh"—.'{‘.f—l sl L ey

fih “‘\*\

N
e

pde, with com
After battli

[}
»
L4

-
]
¢
\
L]
¢
5
.
|
»
%
Y
H
|
v
‘.

1APAN
JAFAN

FORMAT - CD

PIayS[anQn AVAILABLE - NOW

'\ \

w—.l'l?

A

oy

LIS o S P St N P S R S Y N _T“- )
v alle Y
- 1 g \H

v . Y 'y

=% . o

. i . a

LS a

G Y [ 4

4 ] i

N 34 K 5

24 § P

. ry . s

v e @ z

3 Y ?

R} . F y

) X )

1 i F ]

4 -y |- 2

Rl < ey R T ¥ 1 g L)

B e T e T O ) Plieeain A | Mapn g 2ssimeas AL s A Al aps A

rLamEe

A CIC R RN PSRN CU

LD .Jﬁﬁ- s ) CY
i —— " mm— 2
v - -
g 1
\,b‘ he
= LS
J ')
% 5 F
Y 'y
X A
3 i
3 )
¢ i
y 5
) Ve A
- =4
¥ e
| 3= W
Y i g o =g “ !
\.. o SR L TC I LR L TR R e T - L TS ,’

LOR L S S P S RS L ch— O*’Jnf—
] 2

T wf-ﬁ-» )

- -

4% L

, A P e el R g ) B




MOKONOKD

like to admit it, but | have i P R
| R a fetish for fringe fighting games. | consid- \h Sl n N
S er professional, high-end fighters like —— / / : "*\
Sl \\\ almost anything from Capcom and SNK i |
, B N ;\v‘*- games to play competitively... whacked-out, anime-infused
i =4 " _>) ' borderline titles like Flash Hiders, Asuka 120% and Lightning

Legend are just games to have fun against the CPU with, and |

N SRR love 'em. They don't offer the precision feel of super-produced
A ) ;@ fighting games, but their emphasis on story and character
. N\ design over gameplay is something | can appreciate.
J.f I'm going to warn you now: | really like Lightning Legend.
Almost everybody else at GF thought it was non-stop pap, so don't
~+ take my word as the Savior's. | may love it, but most people prob-
— ably won't. It plays exactly like a 2-D fighting game (i.e. hold back
to block, jumping is very fast, it has a 2-in-1 based combo system,
etc.) and, in a unique and previously untried move, Konami uses ALL of
the PlayStation's polygonal abilities on the characters at 30fps. What this
2 means for you is pancake-flat backgrounds but characters with such detail

as individual fingers, locks of hair, necklaces, capes, and clothing. LL has the best implementation of anime-style char-

acters in a 3-D environment I've ever seen... Each character's facial expressions change constantly, the 3-D models are

so detailed and un-doll-like as to almost challenge 2-D fighter animation, and the character motion is the greatest
non-motion captured movement ever.

&‘:f’ . You know about the graphics and the gameplay, so now I'll tell you about LL's #1 feature: Story Mode.
Each character has a complete, RPG-like story mode, complete with tons of items, which you get by beat-
ing or losing to enemies in certain ways. There are over 180 items in the game, and each has a certain

use, such as looking at fun staff messages, sketches, animation tests, character profiles, etc. Like Sou/
Edge’s Edge Master Mode, this gives you massive incentive to finish the story mode with each character.
e’ | have to give Lightning Legend my highest recommendation, as | had tons of fun with it and |
really love the character design. (Moko Moko
and Naughty! Too awesome!) Besides graph-
ics many will find distasteful, Lightning . -2
does have one mysterious flaw: Constant auto-blocking.
There are very few attacks P
in LL that you have to YN
manually block,
making it fairly easy
and nothing but
annoying in versus
mode. Ah s
well. -
Konami has ‘Sl
a great offering
for their first 3-D
fighter... | hope
they consider
releasing it
here.
NR
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Here in the ties. A glance back at the not-so-
US, the Sega distant past however, reveals the
Saturn is real story. Hardware deficits didn’'t
enjoying stop the Genesis which was less of a

less than spec-  machine than the SNES in more
tacular popularity among the three ways than one. What the Genesis
next generation gaming consoles. had was strong 3rd party support,

Many attribute this to the hardware and a plethora of
itself, due to its supposed lesser h\lﬁe‘ titles from their par-
FMV and 3D capa- h“pen‘)o‘“ ent, Sega of Japan.
bili- ake w Of course these two
been aW : -
“tshave things work hand in
Mons hand. Hit titles

C‘Q‘ 3!?3 from the manufac-
- ST ‘é

turer lead to more

T&"Q’\ ' = hardware sales

and thusly 3rd party support
begins to swell. It's all about
software; always has been,
always will. 1'm not implying
the Saturn is hitless, Virtua
Fighter, and Cop, as well as
Rally and a host of others have
done Sega proud. But the
effort to get the imports over
here in an acceptable time
framlf has dwil:ldled substan-
TR tially since those Genesis
} ;,Q; :7\?‘ days and herein lies the
WL 8 *ﬂ problem. e

R

RN O-7« AT
HP

g _.amﬂomwwmmrnrnawg

IFU"E'!‘N“E!N'SMII L L
EF“?II’ o5+ F -

& i
ﬁs&.u.&nm&umlnﬂﬂg
Meet your foes face to face! Eﬁsl

94




i iatd L%k falite oul 4
GTORN O—5« N>y
¥ 15‘ HP 132 W 128

_—
"‘.‘l.

4 &
L™=

.';Edl'l'l.—-l- T
i D e Y e
W e g e

TN N B o
W N S

Case in point, Shining the Holy
Ark, sequel to the renowned
Genesis game Shining in the
Darkness, has not only not
begun the localization process
but as of press time has not even
been considered for release by SOA.
It's bad enough Phantasy Star isn't even being considered.
Now, hot RPG number two is getting the cold shoulder
as well. A subscription to the import Saturn books Sega
needs... desperately. All the while the PlayStation has
begun an all-out assault on the now-hot category
(Suikoden won the top spot in a recent EB top 10 and con-
tinues to hold firm in the top 5) with Suikoden, Persona

™ and Beyond the Beyond already available
L | and Tale of the Sun, Carnage Heart, Wild
~ Arms, Vandal Hearts, and the king of all
& RPGs, Final Fantasy VII, all on the way.
. Not to mention the recent signing of Enix,
who have signed on exclusively with
* Sony. With Square and Enix they've won
in Japan, hands down. Those two compa-
mes enjoy god-like status overseas. The PS will be the
top-selling console for years to come in Japan. America
however is a different story. The battle rages on here, but to
win you must support all genres. At present, 3 great SS RPGs
in wait overseas: Tengai Makyo-The Apocalypse 4, Airs
ture, and Shining. Had the localization process started
m these went Beta, we'd be
looking forward to all three
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Sega of old. The Sega gamer
need only be supported and he
will stick like glue. 1 know,
because 1'm one of them. 1 start-
ed playing seriously on the NES
but the Genesis made me a gamer
for life, with, for the most part,
Japanese software. That said, on
with the review!
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Shining the Holy Ark takes 3D
Role Playing into a whole new
realm, as only Sonic Software
Planning can. Hardware aside,
it's the way these guys make
games, the way they feel, that
cannot be duplicated. By taking
the player both inside and out to
do battle among forests, snow
covered peaks, haunted man-
sions, Egyptian corridors, and

wamumuvrv— Leael doble

'. _ :lnurky sewers, the monotong of 5 K II d “
ungeon-esque gaming is thwart-
ed. And by creating realistic 3D mg oms and vi ages
townscapes where you enter into So real, “ S Ilke
each dwelling and watch events heing there!
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unfold, they’'ve made the Role Playing aspects as fun as the
fighting. Also first rate is SSP’s icon display system. From
four central icons you’ll buy, sell, equip, trade, toggle
game functions, and do battle. The system is linked and
layered and the most functional I've ever used. The fight-
ing itself in StHA, is phenomenal. Your char 'S perspec- | /=
tive is first person while your comrades, .
> realistically, are second. The magic %
“'spells are a sigﬂﬂndeed and the char- | *
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acters able to cast them can store ample supplies Japan.

of MP.. The dungeons and mazes in Shining are
(believe it or not) even longer than Shining
in the Darkness. This is compounded by the
on-screen map which you can call up at any
time. Mazes take anywhere from an hour
to over 4 to complete, depend-. or later Sega will stumble across
ing on your skill level, and are ) | e : Shining and begin the local-
laced with mysteries and puz- & ™ T » e “% __ ization. So, while it may be
zles that will perplex and N > " late in com-
amaze you. Simple walk-and- ing, you prob-
hack gameplay this is not. ably will see
StHA is pure RPG goodness. it in the future.
typical SSP form the soundtrack \ Knowing
backs up the drama and then % almost no
some. The music in Shining is \ 2 Japanese, 1 got
excellent, easily worth purchasing stuck only once, so,
if you're into game music from for those of you who

So, you see, this is why I'm so
peeved that a US release is not
even being considered at this
point. On a positive note howev-
er, if history repeats itself, sooner
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. “ ST -~ play import RPGs this one
= s B - is very do-able. Whether
£ 1E38  you play it now or wait,
S § = - StHA is the best Saturn.
4 9 ~ RPG to date. 1 only
B . | _3 hope there’s more
1 :] where this came
== i a2 _ - from. E
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I'm alrnost a little disappointed that Enemy Zero fmally did
come out. | miss the drama, the soap opera theatrics: The ==
President of Warp suddenly becoming a game industry God for
,-’ heading up a start-up that had only ever generated one hit game
(D), the industry-shaking stab at Sony as Warp announced that their :
; long-awaited PlayStation title would be a Saturn exclusive (at Sony's 3
= own PlayStation Expo!), the constant interviews and press conferences, . «
1 and even the much-hyped $2,000 special version of E0 which was delivered
. to the purchasers’ homes by Writer/Director/Producer/Musician/President Kenji Eno himself. |
- doubt any game, save for Final Fantasy VI, got as much Japanese press coverage in 1996 as E0
did. And now it's finally out—Warp's second major release, a game that's been built up for so Iong
there’s no way it could ever possibly meet gamers’ expectations. / -
Orcanit? EQis a spectacular game, a game that takes the well-received premise of D and |nfus-
_es it with everything that title was lacking—challenge, length, action, and an intricate storyline. |

7

The main character is Laura Lewis (no relation to D character Laura Harris—Warp thinks
of the Lauras only as being the same “digital actress”), who's just woken up from cold sleep
with a bad case of amnesia. She’s not sure what exactly her role on the giant spacecraf

“Aki" is, but she knows that her fellow crewmen are rapldly being killed off by invisible cr’ 3
tures they refer to as “Enemy Zero.” |

The storyline is fast-paced and full of plot twists, although just about every single one of
them can be easily predicted by those familiar with the Alien series of movies. Even when they
are predictable, the exceptional quality of direction keeps the level of suspense high. The
game plays mostly like D did, with a traditional FMV engine that gives you limited freedom as
you explore the game’s impressive pre-rendered environments.

The twist this time around is that there are also real-time polygon corridor scenes that link the
pre-rendered FMV rooms. Although heavily letterboxed like the FMV scenes, these scenes are
beautiful, with lots of obstacles, varying textures, and unnerving lighting effects. These scenes are
also where the action scenes, some of the game’s finest moments, occur.

Anyone expecting a Doom rip-off has a little surprise coming. Compared to the infuriat-
ingly tricky corridor scenes in EO, Doom'’s about as intense as playing Candy Land with your

Above: The game'’s
corridor scenes.




= B
4-year old niece. Picture this: You're fighting against an enemy that's com- G
pletely invisible... The only way you can track him is by listening to the high- L :
pitched notes your motion-tracking earpiece generates, his growls, and the | _
terrifying crash of the automatic doors as he gets near them. Now imagine H§ -@‘" ¥
that the only weapon you have is a gun that has to be charged for fully 3-4 S
seconds before it can get off a single shot. And just to push that disturbing | plesSeser_""""
scenario completely over the top, Mr. Eno decided to make sure that no gun m -
in the game can get more than 3 shots off of a full charge. tuhinbe ) ™

Even that doesn't do the experience justice. | really can’t describe what it's like m '
walking down a corridor, trying to track an enemy on a parallel corridor with only |
the pitch and tempo of your ear piece to tell you what side of you he's on and how
close he is. And then, while you're lying in wait with your last shot of ammo,
expecting to Kill the enemy you've maneuvered in front of you, you suddenly hear |
the crash of an automatic door behind you... I _
It's aspects like these that make me think that EO0's true ancestor isn't so much ¢
D as it is Resident Evil: Both games share the same white-knuckle intensity, not
only in the action scenes but in the directorial style and storyline... In fact, In terms

; of absolutely scaring the crap out of you, I'd have to give the edge to EO.
Surprisingly, E0 is not only long and challenging, but also has a number of non-
linear elements. While the storyline only ever proceeds in one direction, there is
a great deal of freedom of movement. For example, when you get to disc 2, you
have access to an elevator that will take you to 8 different floors that you'll need to
thoroughly explore in whatever order you wish. The game might actually be too
_~difficult for some: | enjoy the challenge of having to map the dungeons by hand and fight invisible
ﬁ enemies with an unbearable shortage of ammo, but am a bit troubled by the limited number of times. |
you can save or load. Of course, there is a beginner mode, but even that won't come close to
providing a D-like walkthrough that some players might be expecting.

Warp could have easily made a ton of money by knocking out a sci-
fi version of D with pretty graphics and two hours of simplistic play.
Instead, they went the distance and made a game that does as
much for the interactive movie genre as that classic title
did. It's too bad that E0 was almost overshadowed
by the industry soap opera it generated, but
yoﬁ"SImpIy can't argue with the quali-

.ty of the final product -

12/1 3/96 '
1* |

13
!

Takuhi




Hey all! Just a quick note here to let you know that this will be my last instaliment of Anime
Fan. Pm sure it will return soon in someone else’s competent hands, but I just wanted to thank
all of the readers for the ton, of letters | got, and thank all the company reps for all that they've
done for me over the last year. Since this is my final column, | figured I'd toss out all the lame
stuff-and just highlight all of my currently running favorites. I hope youw’ll give-some of these
excellent titles a try, and happy anlme ing until we meet again! -Takuhi

[ Based on the smash-hit video games available
on the PlayStation™ & Sega Saturn™!

-l

I could start by saying that this is 'rhe best 1h|ng the
Toshinden series ever brought us, except coming from
me that wouldn’t mean much. And believe it or not,
the Toshinden anime actually deserves more than
such faint praise.

While certainly not a masterpiece in terms of storyline

or animation quality, Toshinden is one of the few game-
to-anime translation that | can actually approve of, and a
much needed lesson for the producers of the currently
running Virfua Fighter and Street Fighter Il V series.
For one thing, the many fight scenes are thank-
W fully broken up with only @ minimum of storyline (a
W storyline that’s actually pretty good), and are full
\ of suﬁsfying, well-directed action. All of the &
 game's characters appear (the lamer ones
appear only briefly... fine with
me), and while their signature
moves are well-represented,
the director didn’t let an obsession with
accuracy get in the way of the action.

Both episodes are present on this
one $19.95 tape, available in both
edited and uncut (but still barely PG-
13) versions. li's only available in
dubbed form, which is unfortunate,
but if it’s any consolation, the anginal
Japanese actors were, in many cases; .
even more annoying.

Fans of the: series arefortunate to'have It
a well-done anime translation that treats
Toshinden's storyline and characters with
almost more respect than they deserve:
And even non fansilike myself can find |
plenty-to enjoy in this |
enjoyably-fast-paced title.

TCR B15348814 23
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For some reason, AD Vision has abandoned their
numbering scheme and retitled this collection of the
show’s 13th and 14th episodes Rebirth. While it's
e T bound to cause some confusion, this move does serve
. to highlight one of the series more interesting|
moments: It's right around this area when the series
ULRLUCIE I changes its more episodic format in favor of concen-
trating more on the series’ overall storyline. |
Blue Seed has always been, in my opinion, a rather
awkward mixture of excellent fundamental storyline
concepts and uncomfortably juvenile subplots. The strong back story and the excellent
Yuzo Takada character designs have always kept things interesting at even
NI72, the series’ weakest points, but the simplistic find-monster-kill-monster
® N\ storylines and ultra-stereotyped characters of recent eplsodes have still
>N been a bit trying. Fortunately, however, the series’ fascinating main
A storyline is now being allowed to develop, and the return of
| Momiji’s twin, Kaede, brings the two episodes in Rebirth some
| much appreciated drama and gravity.
| can only hope that Blue Seed’s producers continue to take the
high road and develop more upon Blue Seed’s unique storyline
and potentially interesting cast of characters. Until | find out
otherwise, it's good to have Blue Seed back.

P
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& Plastic Little, Satoshi +1 T
Urushihara’'s fabu- [ENEEEES: ohRE
lously animated fantasy epic, is finally available in | S
_ an English dubbed version. While Plastic Little's
it susteies | storyline doesn’t live up to the awesome potential

of its design and animation, it's still one of the
most enjoyable hours of animation available today.

I've been a fan of Urushihara’s artwork since the Langrissa series of strat-
egy games, and he’s in top form in Plastic Little, his 2nd major animated “'('&/
effort. Plastic Little showcases not only his famous beautiful and
incredibly erotic female character designs, but also his skill at creat-
ing a lush and beautifully realized pseudo-modern fantasy world.

Plastic Little is full of memorable scenes, but they're slapped togeth- %
er with such a poor sense of continuity that | can only assume that Plastic
Little was originally intended as a full-length movie that ran out of time
or money somewhere in the middle. Ah well, if you can look past the [
unresolved subplois and undeveloped supporting cast, there’s a lot to like.

The dubbmg is pretty good, but the supporting cast tends to go a bit

: » overboard on the accents... Especially
Q& Doctor May—I keep wunhng to yell,
ST __,_ﬁ { “Don‘t trust herl That’s Radinov from
hf‘f Gunsmith Cats!” to her patients. But :

" regardless of its faults, the animation Don't Sweat It, She’s Captain Tita!

quality and character design make
?lcrd'w l "'“He)

Original dakg=n ﬂ@? B ogu el

G
Plastic Little an excellent adventure > :
for mature audiences. ﬁ:.@ 3 INOGIY BRIGEGES

T ATVYELT™IIDEDS ™ i A

i
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only ever made three of these masterpieces, and although %
’El'(hefmee:s OF OlgChicagol | the Kenichi Sonoda manga is still running, | haven't heard §
of any plans to do any more OAVs.
While I'm afraid | must report that Gunsmith Cats 3 is
r the worst of the ftrilogy, you
N i &~ have to keep in mind thati
- 7 Gunsmith Cats at its worst is
still far better than 99% of the
anime out there at its best... i
While less exciting than its predecessors Gunsmith 3 is still a
superbly-directed episode that’ll make you want to rewind it
and just watch it again the second its over.
The problem this time around is that the writers, evidently
_ — suddenly realizing that the series is coming to an end,
1 o : . \
/ - ; hastily try to add a far-reaching conspiracy plot to
explain the events of the last two episodes. This is all
well and good, but every minute spent on the plot is one
less minute of gun and explosive play between our beloved
heroines Rally and May, and their cunning adversary, returned
hitma... er, hitperson, Radinov. This leaves only a few precious
minutes of action, but as you'd expect from Gunsmith Cats,

\\ A Dl To The Desth... : | And now, the bad news: Gunsmrth Cats is over. Yep, VAP

K-

_A
3™
-
o

2

they're still well worth the price of admission... | know I'm not
the only one who'll miss
this superb Half of the worl kS EATTEETCAT ‘
series. The human raCEIEETERTRUTTETRS

the facE iRl
«..Aind anly one forcEfSTTHSIETRECTNTATKin d
and totdiEn e ‘

But hey, if anything can fill the void left by the conclusion of | (i 3
Gunsmith Cats, it's Evangelion. | know I've already printed - (
a Unabomber-sized missive about how spectacular this /g°
series is, but | can’t allow myself to leave Anime Fan g > 1
behind without one last plug for my most favorite :
anime of them all. And hey, | even stole a piece 4
of Evangelion artwork for the background to 4
this special, limited edition Anime Fan. ‘
For those who have taken the plunge, | can
only promise that as good as it is now, it's only going to get
a lot better a few more tapes from now. The creativity and
ingenuity in the latter half of
this series represents everything |
love about anime. And for that rea-
son, | can heartily recommend
Evangelion to even the most jaded of

anime fans... It just doesn't get any
better than this. T
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-NINTENDO 64. PLAYSTATlON

and SATURN compatible!
-Programmable shift buttons and

4 position shifter on the column!

-One piece design triple connecter

for all 3 platforms!

-Programmable foot brake and throttle!
-Analog gas and brake pedals!
-Adjustable steering column!

-Ferrar type steering wheel!
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y |NTRODUC|NG THE POWER WHEEL TRUE ANALOG STEERING CONTROL. REALISTIC GAS
! BRAKE. AND SHIFTING. PLUS EVERY STOCK CONTROLLER FEATURE BUILT IN! -
'THE POWER WHEEL BRINGS RACING GAMES TO LIFE. WHY DRIVE WITH ANYTHING LESS?

" IT'S THE RIGHT TOOL FOR THE JOB.

'  FOR INFORMATION ON THE FULL LINE OF GAME SOURCE
, PERIPHERALS OR TO ORDER CALL:

' (212)-279-6758

7 |FAX 212-279-6760
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'FROM A CAVE DEEP INSIDE AGOURA...

Dear Posty

1 am a diehard Zelda fan and I'm afraid. I'm
afraid that Zelda 64 will be entirely 3D and
will have completely different gameplay. |
just don’t think a 3D Zelda will work. Why
can't they just make it 2D? If it ain’t broke,

don’t fix it. It’s not like the Nintendo 64
doesn’t have enough 2D power. It obviously
does. Just look at Yoshi's Island 2!

Oh well, enough of that rant. Here are
some questions for you, if you would be so
kind as to answer them:

1) Is Tomb Raidercoming out for N64? X-Men
vs. Street Fighter? Cruis’n the World?

2) What fighting games are coming out on
Nintendo 64?

3) What is the big deal with box art? It's not
like you're going to frame all your game cases
and hang them on your wall.

4) Have you noticed the uncanny resemblance
between Orion and the aliens from Mars

cks?
5) What happened to Evil Lights? He was my
favorite reviewer. Takuhi is my favorite now
with Chief Hambleton close behind.
That’s all for now and thank you for listening.
Spunky, the Amazing Bowl of Pasta
Magnolia, DE

Well, Spunky, the indusitry consensus seems
to be that if something isn’t “next generation”
(meaning 3D, evidently), it won't sell.
Personally, I'd love another 2D Zelda, but a
3D one would certainly have its own charms.
Shigeru Miyamoto claims that Zelda 64 will
have nearly all of its traditional items and
play mechanics, but there will be some major
changes with the 3D perspective, and evident-
ly a new contral scheme that allows you to
swing your sword freely... Only time will tell
if it Link can adapt to his new world...
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1) Tomb Raider probably isn’t, but Core is
mink‘.;? about making the sequel on the N64
(In addition to PS and Saturn, of course). X-
Men vs Street Fighter is a no, Cruis'n the
World is a maybe.
2) Well, you have your Kl Gold and Mortal
Kombat... After that is Hudson's Dual Heroes,
which will likely be made into a Power
Rangers game here... Bleah...
3) What's the big deal with box art? What's
the big deal with box art? How can you say
such things, Spunky!? Okay, let’s take a
quick reader poll: How many people took
special care to put their Suikoden face down
on the counter when they bought it?
Personally, | was too shocked to even do
that... | broke down and leveled with the girl
behind the counter. “Look, this is a complex
adventure about political rebellion and filial
piety that’s based on a seminal classic of
Chinese literature,” | said. “Really, it is!
«Don’t give me that look!” I'm sure she and
r co-workers are sltill laughing at that

* pathetic boy-l-wish-lI-was-Boris-Vallejo art-

work and the deformed boy who purchased
it. And you know why | must endure such
shame? Because of you, Spunky! Clearly
the so-called “surveys” game companies
claim they do consist of calling up Spunky
“The Amazing Bowl of Pasta” and asking him
if he cares about box art. Sure, it’s what’s
inside that counts, but would you take the
Mona Lisa to Frames Plus and ask them for
the cheapest one they have? Why not go all
the way and just sell the games in plastic

. " jﬂ& -
the next day to find our parking lot mysteri-
ously repaved and no one’s seen Evil Lights
since. Hmmm...

- | To The Only Unbiased Gaming Magazine | Can
. Find in Isolated lllinois,
~ l'write with a puzzled mind seeking enlighten-

ment. These questions are starting to really
bother me:

~ 1) Nobody had ever provided me with clear
| | and straightforward answers as to why we are

not supposed to play.import games according
to Sony, Nintendo, and Sega. | realize you
couldn’t do anything about it, but why do
these companies go to such mm’&e to make
Japanese games incompatible with American
systems? |... sob... just can’t Stand it any
longer... | WANT MY DRAGON BI‘L 21 Sorry,
but it really isn't fair.

2) | realize Nintendo 64 games are hard to
come by, but when | was looking for Wave
Race | called some places and found that
the game was selling for up to $90! This is
ridiculous, | realize it's hard to find, but
why hike the price $25?

3) | realize that the exchange rate between
the dollar and the yen is not favorable and
they have to be imported across a big
ocean, but why do soundtrack CDs (both
game and anime) carry prices of $30-$40 a
disc? It makes for very few CDs on a limit-
ed student’s budget. Then aua%}w

sets for $65 aren’t bad...
4) Any hints at all on Dragon Ball Z, Ranma
1/2, MegaMan, or any other anime-related
games for the N64?

Being the second person to buy the
Nintendo 64 at my local retailer, | am simply
amazed at what has been released. Not only
with the capabilities of the hardware, but with
the creativity, overwhelming amount of
thought put into the games, and most impor-
tantly, how *$#% @& fun these games are! If
this is foreshadowing what is to come, | will
be completely loyal to Nintendo.

| realize you people take all of these procla-

mations of gratitude and congratulations for
granted what with how many you probahly
receive, but GameFan really is the best mag-
azine on the newsstand, and the best thing is
that there is never a shortage of anime!
Eternally perplexed and directionally chal-
lenged James “Makoto” White
St Charles, IL , -
PS: Being an anime fan does not mean | have
any interest in Sailor Moon and | wish to keep
it that way. Miyazaki’s works are as cute as
I'll watch. I'm sure I'll get all sorts of nasty
letters for this.

1) It always seemed so ridiculous to me too. ..
| mean, let’s say you buy an import Wave
Race... Nintendo of Japan makes 20 bucks or
so, right? Let’s say you buy the domestic ver-

sandwich bags? You disappoint me, Spunky! 'Oﬂ Nintendo ﬂlf America _makes 20 bucks
4) So that explains where Orion’s been for the or so, and they mail that to Nintendo of Japan.

last nine manths...

5) What happened to Evil Lights? Well, one

day he loudly announced at work that he “did-

n’t really care about game box art.™ | came in
pt

I know it’s an over-simplification, but compa-
nies just want control over all of their prod-
uct... And they don’t want us to know what
we're missing overseas. There are some
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good legal reasons (if there is such a thing as
a “good™ legal reason) involving licenses and
such, but that’s just not good enough for me...
Maybe I’'m missing something, and a compa-
ny exec will write in and educate us. Hey, did
you hear that the electronics industry has
demanded that there be different DVD stan-
dards for different parts of the world? That
means you can’t by Japanese Sailor Moon
(Give in and accept Sailor Moon, James, or
they’ll hunt you down and make you. Believe
me, | know) DVDs and play them on your
American player. How very, very lame.

2) At least you didn’t get stuck paying $575 for
a Tickle-Me-Elmo doll. But hey, it was worth
it! I love that thing!

3) Actually, soundtrack CDs are dispropor-
tionately expensive even in Japan. While
the prices of games are roughly equivalent
at current exchange rates (most CD games
in Japan are between $55 and $70 dollars),
Japan musie CDs are still nearly twice the
cost they are here. There’s actually a rea-
son for this: Unlike video games, the music
industry completely controls the pricing of
their products; music stores are not
allowed to sell CDs for less than their retail
price, which is decided by its record label,
and printed right on the CD case itself. The
Japanese gavernment is currently consid-
ering breaking this monopoly, but the
music industry claims that if they didn't
make ludicrously high profits off of CDs,
they’d no longer be able to offer fringe
products, such as traditional Japanese
music and (ulp) game and anime sound-
tracks. But | think they just want to keep
making $10-15 a pop.

4) Well, there’s Doraemon! Probably not what
you had in mind.

Thanks for the kind words and the thought
provoking letter!

Dear Posty,

I’'m a game crazy, anime-watching, GameFan-
worshipping, SF loving, 2D-craving freak,
bent on world domination (well, maybe not
_ world domination) who has kindly taken the
“time to notice your glory and write to you.

1) May | PLEASE have Jen Seng’s address?
I'll do anything, clean your cave, give you
waffle chips, do my homework! After all, we
SF fans gotta stick together. (Keep in mind
that | did say “Please.”)

2) What ever happened to Core’s Ninja?

3) Sakura Wars? Here? 1 know that the
chance is slim but please tell me who to write
to so | can persuade them. I'm sure if it does
well, they’ll start releasing games like Arc the
Lad and Dragon Quest.

4) Can anyone loan me $3000? | was think-
ing of buying a couple of games, but | seem
to be a little short. I'll pay you back, | don’t
need TWO legs!

9) I've liked Metroid since day one (that is,

until it refused to work and | had to throw"it
against my wall), and when Other Stuff was

kind enough to suggest that it may join the 64-
bit world, | went crazy. Any word on that?

6) Capcom, | love you, and it breaks my heart
to say this but... what the hell is wrong with

you? Not only do you release this polygon
monstrosity (it was sinful just thinking about
it) but the little bit of hand-drawn art you put
into Street Fighter EX sucks! Star Gladiator
was an excellent game, but why SF...?7

Um, | guess I'm done. Oh yeah, | hope that
our Preeminent Primate Postmaster of the
Post Office will be kind enough to grant my
request and give me Jen’s address. Okay you
nuts at GameFan, keep making the best damn
magazine in the universe... | love you, man!
(Snuff).
Shoryureppa!
Ken Diaz
Miami Springs, FL

Sorry, but to everyone who wrote in request-
ing Jen’s address, or requesting we relay their
addresses to her, the answer is, unfortunate-
ly, no. Once again | must question whether
the words “good” and “legal reason” ever
seem appropriate together, but that’s the offi-
cial answer from the higher-ups...

2) Chief Hambleton sez, “Isometric polygon
joy. Think Shinobi in 3D. There’s an inter-
view with the Ninja team in the next issue
of GameFan!”

3) Sorry Ken, but it seems as though you're
never going to see any of those games here.
4) Um...

5) Yeah, what'’s up with that? Nintendo’s mak-
ing 64-bit versions of GameBoy games like
Wave Race, but they don’t make a 64-bit
Metroid!? I bet it’s in the works.

6) Even Capcom needs a little bit of that
tough love once in a while, | guess. But
don’t worry, beautifully hand- drawn Flll is
coming FOR YOU.

Dear Posty,

I've played that Final Fantasy demo and | got
to tell you, the SgquareSoft staff has God
stashed away over there. This is just the
demo? Posty, please answer these questions
as best you can:

1) Will FFVII music be streamed? (Please
say no...)

2) Will a Sasquatch be in this one?

3) Will the box art be Americanized?

4) Why was Bullet’s name changed?

Thank you,

Lumigata Bethleem

Dallas, TX

1) All of FFVII's actual in-game music will be
PCM, and all of the scored music will be
streamed with the FMV. If what you mean is
“Can | listen to the soundtrack on a CD play-
er,” the answer is, unfortunately, no. A 4-disc
(gulp) soundtrack will be sold separately.
2) You mean Umaro? Probably not, but | bet
Gogo will, since he was in Final Fantasy V,
too, as a character class.
3) The Japanese box art is just the Final
Fantasy VII logo on a white background. |
hope Sony'’s bold enough to use that here, too.
) Bullet and Barret are both acceptable trans-
ations of the character’s Japanese name. We
guessed Bullet, based on the fact that he has
a gun-en his arm, but the translation team
thought otherwise.

Dear Postmeister,

Help! | may not connect with everyone here,
but | need to know! Am | the only one or do
other people want to see Phantasy Star V on
the Saturn? | know more people own
PlayStations and care about FFVJ/, but my
heart aches for a 32-bit Phantasy Star.

I've sent Sega two letters in the past year
demanding PS Saturn, but I've gotten the
same “Dear Sega Gamer... we passed on your
idea to R&D.” What is that? Maybe we need
to start a massive write-in to get Sega’s atten-
tion. I've nothing against Sony and Square
and even though PS isn’t the most revolution-
ary in terms of interface, battle engine, etc, it
has been one of the best (at least 1, 2, and 4,
minus the cheesy dialogue on part 4) ways to
pass the time ever.

Sega, give us PSIA | want the classic pseu-
do-medieval words back! | want first person
dungeons back!  Yes, we have fought Dark
Force many times, but there is so much you
can still do with the storyline (time travel to
various times from parts 1 & 2, or something).

- Saturn has Lunar coming, but Sega, you
‘need your definitive RPG on the Saturn.

Fellow gamers hear my plea! Write in to
Sega! We need the PS legend to continue.
We can’t have FFVI/and Sega seems to forget
good titles (Kenseiden, Golvellius, etc). But
how dare they forget PS. If Sega won’t give us
PS, than we (at least | will) should send a
message and stick with FFVI/ & PlayStation as
RPG game of choice. Unleash the hounds and
let the stationary flow into Redwood City.

An Unfortunately Dejected Sega Fan,

Patrick 0’Gorman

Watertown, WI

Phantasy Star is thoroughly a Sega of Japan
series, so | doubt SOA has too much to do
with it... But why hasn't a Saturn PS game
been announced!? It just doesn’t make
sense... We had heard one was in develop-
ment, Phantasy Earth was on the release lists
since day 1 of Saturn... Did it get cancelled?
Or was it just a tentative title for the dreadiul
strategy game that would become
TerraPhantastica? Ah, it hurts me to see
Sega use that trademark “Ph” in a non-
Phantasy Star game, and especially as awiful
of a game as that...

Phantasy Star doesn’t have a big following
in Japan, but it has a strong cult following,
and there have been a few exceptional
Phantasy Star memorabilia books released in
the last year or so. One of them had inter-
views with the developers and it really did
sound like they were making a PSV... There
were even sketches of the son of PSIV’s Rudy
and Fals (I shall not disgrace them by men-
tioning their hideous American names). But
I’'m starting to fear that it may never be...

\Wiite o e off Pll fun sof] Plletident!

o PoSiled (O
51 37 Clareton Dr. Suite 210

Agoura Hills, CA 91301
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Exclusive Nintendo 64 Update—Its About Time!

Let’s begin with the 64DD (in Japan). According to
sources at Nintendo of Japan, the date to watch is
Sunday, July 20th (though not official) with a retail
price in the neighborhood of $149.99. Zelda 64,
which may be released on the same day, will retail
for under $50.00. Games should hover between $35
& $50. The official US unveiling of the 64DD and
Zelda 64 will be at the upcoming June E3 in Atlanta
along with Mother 3, Ultra Donkey Kong 64 (also
64DD) and F-Zero 64, which may or may not end up
being a 640D game. Another big announcement is
Stunt Race 64, which has now officially begun devel-
opment for the 64DD. No release date is available.

Updated N64 Release Date List For the US and Japan
America:

Mario Kart 64 Feb. 14th
GoldenEye Mar. 24th
Blast Corps Mar./Apr.
Ken Griffey Jr. 64 Apr./May.
Kirby's Air Ride (name will change) May/June
StarFox 64 May/June
Turok: Dinosaur Hunter Mar. 2nd
Doom 64 Mar. 25th
FIFA 64 Winter
Mission: Impossible Spring
Lamborghini 64 Summer
Clay Fighter Extreme May
Dark Rift Spring
WCW Wrestling Fall
RoboTech: Crystal Dreams Spring
Hexen Summer
Quake Fall
Duke Nukem 3D Oct.
F-Zero 64 Fall
Yoshi’s Island 64 Nov/Dec
Donkey Kong 64 Fall
Zelda 64 Oct.
Unknown-America:

Battle Sports 2 300
Crazy Cars Titus
Superman Animation Titus
Jungle Bots " Playmates
Actua Golf Interplay
Raze Interplay
Ascension Ocean
Deadly Honor Tec Magic
Rotor Gunners Tec Magic
Mace: The Dark Age Williams
Pod Ubi Soft
Ed Ubi Soft
Japan:

Powerful Pro Baseball 4 Feb.
Blast Corps Mar.
J League Live 64 Mar.
The Mahjongg 64 Mar.
Doraemon Mar.
Turok: Dinosaur Hunter Mar.
Rev Limit Mar.
Blade and Barrel Mar.
Wild Choppers Mar.
StarFox 64 Apr.
The 64 Sumo May
Sonic Wings 64 May
Morita Shogi May
Multi Racing Championship May

Star Wars

Chameleon Twist Nov.
Cavalry Battle 3000 Nov.
Goemon 5 Summer
Dual Heroes Summer
Hexen Summer
Mission: Impossible Summer
RoboTech Summer
30D Fighting Summer
GO GO Trouble Makers Summer
Unknown-Japan:

F-Zero 64

Yoshi’s Island 64

Bomberman 64

Kirby's Air Ride

M2 Gets Official Name, But Still 1 Year Away .

Qur foreign correspondent tells us that the official
name for the M2 in Japan is now the “M2 Station.”
Apparently the M2S will be unveiled this year in
Japan along with an unspecified number of titles
already in development, including 02 and and a
conversion of Konami's new coin-op GTI Club. GTI
Club is Konami's first 64-bit arcade racer which dis-
plays over 1 million polygons per second, making it
an ideal showcase for the M2's power. It will be
released to coincide with the launch of the M2 which
is currently scheduled for Spring of 1998 in Japan.
Known third parties so far include: Konami, Warp,
Studio 3D0 and Electronic Aris. Word also reaches
us that the M2 Station will not use a standard CD
drive as previously announced, but will instead fea-
ture DVD (Digital Video Disc) technology.

Capcom’s Future Line-Up: The Next Generation?
Street Fighter vs Dark Stalkers is rumored to be
nearly 50% complete, and Streef Fighter vs Marvel
Super Heroes should debut sometime next year.
Not many details I'm afraid.

Saturn Gels Quake and Duke Nukem 3D.

Well, it's official. Quake is on its way to the Saturn.
It's rumored that the conversion is being handled by
the same people who did Quake and Doom for the
Mac, so expectations are understandably high.
Duke Nukem 3D is also Saturn bound, courtesy of
the programming lords at Lobotomy (creators of
PowerSlave). The conversion will use a modified
version of the PowerSlave engine, and will definite-
ly include a Net-Link mode, like Quake. Lobotomy
aims to have the game wrapped by May.

Saturn Manx TT Shaping Up

Recently, one of our sources managed to caich a
glimpse of the Saturn version of Manx TT. The
game is not hi-res as previously announced, but it is
running at 30 fps with a phenomenal amount of
trackside detail. Apparently the analog controller
works brilliantly with the game. Expect a full pre-
view next issue.

Capcom's Power Trio...

Capcom has confirmed a SF2 compilation disc
including Street Fighter 2 Turbo, Super Street
Fighter 2and Super Street Fighter 2 Turbo all on one
CD. The game has been tentatively titled Street

June/July Figder Collection and will be released for both

n and the PlayStation in the US on June 15th.

Tekken 3 To Hit PS Later This Year in Japan.
Namco is set to release the Tekken 3 coin-op in
March all across America. The home version of the
game will be released on the PlayStation in Japan
later this year, with a hardware upgrade similar to
the PC 3D accelerator card. Rumor has it the US
version may have a simultaneous release; however,
traditionally the trip takes 3-6 months.

Final Round...

® This new column is just basically last minute non-
stop info! So let's get on with it... WarZard is com-
ing to Saturn and maybe the PlayStation in the 4th
quarter (Japan and US). We know the Saturn ver-
sion will come with a RAM cartridge, and it’s possi-
ble the PS version could do the same.

® San Francisco Rush is being converted to the N64
along with Cruis'n The World. both titles should be
released in the 4th quarter of this year.

® Virgin's rumored N64 version of Command and
Conguer (by Westwood Studios), has not yet begun,
but they do have N64 development systems.

* Both Ghouls 'n Ghosts and MegaMan are rumored
fo be in development for the N64, but Capcom has
asked we wait until the E3 for the full scoop du jour.

® Konami will be bringing their new N64 game,
Goemon 5 (Legend of the Mystical Ninja) stateside
this Fall. Konami also has Castlevania 30 in devel-
opment for the N64, which should be publicly
announced at the E3 with a 4th quarter release date.

The Ultimate Arcade

GameWorks, the new ultra-arcade from
DreamWorks SKG, MCA, and Sega, is set to debut
this March in Seattle. Be prepared for 50,000
square feet of gaming nirvana. Gamers will be able
to find the latest Model 3 games from Sega along
with eight player linked-up cabinets along with orig-
inal games like the seven story tall Vertical Reality.
This sends four players up a twenty four-foot projec-
tion screen shooting enemies Virfua Cop style.
There will also be a rock climbing attraction where
players climb their way to the top in a race against
other competitors as visual and audible cues guide
them along their way. Also, cameras embedded
into some games will project high scorers’ faces
onto a huge screen while little spots shine down on
the player, basking them in a heavenly glow. Quite
the ego booster. You will also find high-end internet
access and avatar-based chat that will allow players
to communicate with each other while in
GameWorks. There will even be a micro-brewery
on hand and a restaurant. Basically, the idea is to
make gaming as social an experience as possible
and to present the latest in technology as intuitively
and ftransparently as the technology will allow.
After Seattle, locations will open in Las Vegas and
Ontario, CA., with an expected 100 locations by
2002. Thanks to Jon Snoddy and Melissa Schumer
for the behind-the-scenes tour.
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Send your Cartridges/Orders l0:

BRE Software

352 W. Bedford Ave, Suite 104 Dept F3
Fresno, CA 93711

We will buy back your old videogame sysiems and games. W buy all carindgesidiscs, call for Bes that are nol

kstad n ths ad

| Genesis core system
Super Nintendo core system

Saturn (w/1 control pad, AV cable)

Recerse a check back, punchase other gams Bles. ol your choice

We Bq.gl

$20 |
$60

Sony PlayStation (w/1 control pad,AV cable) $90 |

Nintendo 64 (w/1 control pad, AV cable)

Above are buyback pnoes only. W do not sell used sysiems.  Systems must include 1

$120

Control Pad, AC Adapted

and RF Cable or AV cable. Genesss systems mus! inchude CO connecior cover.  Additional controders alss purchased
m;-,mummumnmmum meramon). §1000 will be deducied for sach missing of

defective coniolier, AC adapler, AF cable, AV cable

SatumyPlaySabon AF units purchased separaiedy
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SAVE OVER $40!

Subseribe To $2 499
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PO BOX 469084
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ganada and Mexieo orders add $10.00 U:S; funds.
Allow 6 {0 3 WEEKS [ar Yaur ISt ISSue,

ADVERTISER'S INIDEX

ACTIVISION
ASCII

BRE

CAPCOM
EIDOS

GAME CAVE
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17
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We Rock!t

Game Cave is the first ever full-scale import game and related merchandise center.
You'll find the latest import games for the Sony PlayStation, Sega Saturn and
Nintendo 64, a complete line of domestic games, resin kits, related toys, game
music, wall scrolls, apparel, anime, and peripherals all under one roof. When you
call Game Cave, you’ll be greeted by one of our many expert sales people eager to
assist you with your purchase. Leave those busy signals behind! Our state-of-the-
art phone system assures unparalleled customer service.

Our goal is your satisfaction, each and every s 0 == \—.‘
time you call. Bottom line: We want your -—"'""'"'"' e

business! Call Game Cave today!

GAME CAVE CLUB!
FOR A FREE MEMBERSHIP FILL OUT THIS FORM
AND SEND IT IN! YOU'LL RECEIVE...

* A $10.00 OFF MAIL-IN COUPON
* A GAME CAVE CATALOG, AND MORE!

NAME & AGE

STATE & ZIP

gt (1) R —
MAIL TO: GAME CAVE 421 E. RUNTINGTON DR. MONROVIA CA. 81016

. We’re Big Enou

to Admit it...

Toll Free - Orders Only - Please - All other inquiries: 818/930-0060

888/Game-Cave

888/426-3228 L. E



FINAL FANTASY
SPECIAL OFFER:

(

PURCHASE
FINAL
FANTASY VI
ORIGINAL
SOUND-
TRACK
(TRIPLE
DISC) +
POSTER,
JUST
$74.95.

OR, GET FFVI
GRAND FINALE

MUSIC AND
(IMPORT) FINAL $ 9 5
FANTASY VI FOR

THE PLAYSTATION

FOR JUST :
$109.95!!! Package Special

GHOST IN Tﬂlf SHELL

Package Special!
Get the Ghost In The Shell wall scroll plus
the music CD, for one low price. A $60
value. If you haven't yet seen this

amazing anime, now is the time!

LUNAR
SPECIAL OFFER:

$8395

Package Special!

Get them while they're hot! Our package
includes Lunar Saturn and the music CD,
Supplies are limited so call now! A $100.00
value!

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST

BLUE SEED
SPECIAL OFFER:

=a

$2

Package Special!
Get 'em both: Blue Seed music CD and

! Wall Scroll, a $60 value for only $29.95.

DRAGON QUEST Il
SPECIAL OFFER:

Tl

Package Special!

You get it all, Dragon Quest I1I,which will
never see a US release, plus the music
CD for one great price. A $150.00 value.

CASES QUAN-

TITIES ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPA-

NIES. ALL RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN

GAMES ARE NOT COMPATIBLE WITH NEWER SYSTEMS, CAL

SHIPPING AND HANDLING ARE EXTRA CALL FOR CURRENT PRICES

GAME CAVE SPECIALS... MORE FO??;H MONEY
78N

, ," EVANGELION FANS
/

REJOILE!

Large Rei Ayanami kit

17 inches tall. Constructed with
Poly-resin. Comes fully assembled
and hand painted with extreme
detail, with anodized clothing and
shadow effects. $119.95

Sold in japan for $250-$300

95

STAND NOT INCLUDED

Pl '_}_1:

the

Evangelion bust statues
(9 inches tall - actual photo of statue)

89.95 ($150 ua!ue$8 %?

Y ) , ~
)

Misato Katsuragi

l
ﬁ:suka L:}ngiey
Small Evangelion kits $ g 5
8-1/2 inches tall. Constructed with
Poly-Resin. Comes painted and €d

fully assembled. $89.95 Sold in STAND NOT INCLUDED
Japan for $150-$175

ei Ayanami

Toll Free - Orders Only - Please - All ather inquiries: 818/930-0060

= Soo/ame=-Lave ¢

888/426-3228 W



THE LATEST NINTENDO 64 TITLES FROM JAPAN ARE AT...
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YUKE YUKE TROUBLE MAKERS

ENIX's MIND-BOGGLING PLATFORMER (BY TREASURE!)
WILL BLOW YOU AWAY! AND IT'S COMING SOON! caLL
FOR DETAILS.

: __ ,
Lf\- b | L] N
.--L. - ‘. a STARFOX 64

THE SHOOTING EVENT OF 1997 FOR THE NINTENDO 64 ARRIVES IN JAPAN THIS APRIL.
CALL NOW AND PREBOOK YOURS. QUANTITIES ARE LIMITED.
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WILD CHOPPERS

IMPORT AVAILABLE MARCH IMPORT COMING SOON!

King of Baseball
IMPORT AVAILABLE NOW!

REV LIMIT IMPORT AVAIL. MARCH

IMPORT NINTENDO 64:
AVAILABLE SOON!: J-LEAGUE PERFECT STRIKER « MARIO KART 64

[ CALL FOR DETAILS ON N64 COMPATIBILITY I

DOMESTIC WAR GODS RAYEARTH SPACE JAM
VeTATINN- PSYCHIC FORCE SHOOTING: JAN.-FEB.

f}f_&’g_m ION: 2. BLACK DAWN ACTION:
ACTION: . A POWERSLAVE TUROK: DINOSAUR HUNTER
MDK oAl RACING: BLAST DOZER
RE-LOADED i oAl Ul HARDCORE 4X4 SHOOTING:
THE CROW: CITY OF RACING: JAN.-FEB. SCORCHER DOOM 64
ANGELS VMX RACING ACTION: BTN GOLDEN EYE
MEGAMAN 8 RED ASPHALT MEGA MAN 8 i ﬁ—; SPORTS:
e et SHOOTING: INCREDIBLE HULK ek 7 NBA HANGTIME
;.1 TENKA MAJOR DAMAGE -
T Pt X2 DRAGONHEART 3 Q B %
Ly CRIME WAVE AMOK SRS

. STRATEGY: SPOT STRATEGY:

£ COMMAND AND CON- e COMMAND AND CON-
CHEESY QUER QUER
INCREDIBLE HULK SPORTS: SPORTS:
MAJOR DAMAGE NCAA BASKETBALL NHL '97 RACING:
THE DIVIDE NCAA FINAL TOUR iy VR GOLF '97 MARIO KART 64
ADVENTURE: JIMMY JOHNSON 2 e COMING SOON:
TAIL OF THE SUN MADDEN '97 ACT. ROLE PLAYING: MAR.-JULY £
ROLE PLAYING: GAMEDAY '97 DARK SAVIOR s . MISSION: IMPOSSIBLE
ARC THE LAD FIGHTING: ROLE PLAYING: NINTENDO 64: BODY HARVEST
SUIKODEN CLAY FIGHTER 3 MAGIC KNIGHT MADDEN '97 KIRBY'S AIR RIDE

ALL ARTWORK IS COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL RIGHTS RESERVED



DECORATE YOUR WALLS WITH BEAUTIFUL ANIME AND GAME RELATED WALI. SCHOLLS'

ANIME!?

ALL OF THE BEST TITLES TO CHOOSE FROM!
ENGLISH DUBBED OR JAPANESE DIALOG.

RPG classic SFAM titles

Get all your epic RPG classic SFAM titles
at the Cave! from $64.95 - $99.95

Final Fantasy V - Square Bahamut Lagoon - Square
Secret of Mana 3 - Square Front Mission - Square
Romancing Saga 2 - Square Creation of Heaven &Earth - Enix
Romancing Saga 3 - Square Tales of Phantasia - Namco

Dragon Quest Il Reprise - Enix  Star Ocean - Enix
Dragon Quest VI - Enix

SECRET OF MANA 3
SPECIAL OFFER:

9
"129%... 4" ¥

Get Secret Of Mana 3 for the Super Famicom
and the Music CD for one low price!

h_.‘- s

Sguare Game Music Special
WE HAVE ALL OF THE BEST TITLES TO CHOOSE FROM!

h.__.__ -

Secret of Mana ~ CT Brink of Time  Final f-antasy ‘.'I

BUY 2 GET *5 OFF!

Buy two or more music CDs from our Final Fantasy, Chrono Trigger or
Secret of Mana collection and get $5.00 off your CD Purchase! Hurry,
supplies and selection are limited to stock on hand.

RESIN KITS, TOYS, ETL.
DIRECT FROM JAPAN AND VERY COLLECTABLE!

SPECIAL IMPORT ITEMS

Macross 7 Fire
Valkyrie action

figure
(11 inches tall/ fully
posable)

84

Dragon Ball Z trunks
fully posable figure
with clothing $69.95

GAME CAVE CARRIES A FULL LINE OF RESIN KITS. ASK ABOUT YOUR FAVORITE CHARACTERS. KITS CAN BE SPECIAL ORDERED. CALL FOR EETAILS!

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUAN-

SHIPPING AND HANDLING ARE EXTRA CALL FOR CURRENT PRICES

TITIES ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPA- ~ GFoo3
NIES. ALL RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN a m E - ave wem [0
GAMES ARE NOT COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO —

Toll Free - Orders Only - Please - All other inquiries: 818/930-0060

888/426-3228




GET SAILOR MOON-S, THE
NEW RENDERED FIGHTER
AND SAILOR MOON WALL
SCROLL FOR JUST...

@TERS?MEEAM
] lf,%ﬁ ga{ ' &

$7 495

Package Special!
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: Flghters Megamlx [SS Impurt)
& Virtua Fighter 2 Music CD!
A $104 Value.

38395

Package Special!
KII\IG OF FIGHTERS 96
R

AM2’'S CHARACTERS MEET
FACE-TO-FACE IN THE ULTI-
MATE SATURN FIGHTER!

SPECIAL1 GET THE IMPUHT SATURN KING OF
FIGHTERS 96 WITH RAM CART AND SAMURAI

SHODOWN 3
FOR ONE LOW PRICE!

149"

Package Special!

ED YOUR US SATURN SOME IMPORT POWER!! THE BEST SS GAMES ARE IN THE CAVE!

Wis ws ww wa
V| YTY.

FROM THE DIRECTOR OF
GHOST IN THE SHELL COMES
FAKEDOWN:; A 3D ACTION
ADVENTURE SURE TO BE ONE
OF THE YEAR'S BEST. PRE-
BOOK THIS HOT MARCH
TITLE WHILE YOU CAN!

THE LONG AWAITED RPG FROM THE
MAKERS OF SHINING IN THE DARKNESS
HAS ARRIVED. GET YOURS TODAY AND

SATURN IMPORTS: EXPERIENCE THE ULTIMATE ROLE

$59.99-74.99 PLAYING ADVENTURE.
g X e ACTION
Yo DIE-HARD ARCADE
““f-l—Psrcmc CURSE TRYRUSH DEPPY
L0 B2 ASSASSIN
.~ " GUNDAM SIDE
e -y STORY1&2
! ROCKMAN 8
SHOOTING
ASSAULT SUIT LEYNOS 2
BLAST WIND (TECHNOSOFT)
MACROSS
SENGOKU ACE wo
SEXY PARODIUS
TALKING PARODIUS
SPACE INVADERS
E’;ﬁ'ﬁﬁﬁgﬁ“ YOU WON'T FIND nus COLORFUL ACTION PLAT-
FORM IN THE US. TRYRUSH DEPPY STARS A TOON
FIGHTING TOWN TAXI AND FEATURES 2D FORCE IJIII.Y THE
KOF ‘96 SATURN CAN PROVIDE.
FUNKY HEAD BOXING

ADVANCED VARIABLE GEO AIRS ADVENTURE

FIRE PRO WRESTLING

ROLE PLAYING

TENGAI MAKYO THE APOCALYPSE IV
TERRA PHANTASTICA :

YOU CAN PLAY IMPORT GAMES EASILY ON YOUR ||
US SATURN WITH A CONVERTER. ASK ABOUT
OUR CONVERTER SPECIAL WHEN YOU BUY AN

IMPORT SATURN GAME

~ ENEMY
! @ ZERO

2”@ o LAURA RETURNS,
A | BUT THIS TIME IN
= THE MOST STUN-
NING SATURN
FMV EVER! REAL
= TIME DUNGEONS

BRING THE
A B

A SATURN ROLE PLAYING EVENT. ANIME
STYLE BATTLES COMBINE WITH STUNNING
ROLE PLAYING IN THE 5TH GAME IN THE
POPULAR TENGAI MAKYO SERIES.

ACTION TO LIFE!

ALL ARTWORK IS COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL RIGHTS RESERVED
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GAME CAVE IS BURSTING WITH IMPORT PLAYSTATION GAMES YOU JUST GOTTA PLAY!

s e i US NeoeGeo CD SpeclaI'

NG
THE WAIT IS ALMOST OVER! THE LEGEND

HITS JAPAN IN STUNNING HAND DRAWN 2D,

1ST QTR. '97! THIS NEWEST CASTLEVANIA
ADVENTURE IS SURE TO BE ONE OF THE
YEAR'S BEST. CALL NOW FOR MORE
INFORMATION AND PREBOOKING.

SAMURAI SHBBBWN 4 (US NEI’J'EEB
CD) PLUS SAMURAI 3 MUSIC CD

HOT GAME—GREAT MUSIC. $ g 5
HURRY. THIS ONE WON'T LAST!

Package Special!

YOUR CHOICE! RACING SPECIAL [mraverarnion mrorts:

R s SPEED KINE | ¢54.95-$79.95

ACTION

SD GREAT BATTLE 6

LONE SOLDIER

HERMIE HOPPERHEAD
SHOODTING

MACROSS DIG. MISSION (MAR.)

o E SEXY PARODIUS (2D)
: — | RAY STORM (3D)
THE REIGNING KING OF RAC- | KONAMI'S ARCADE SPEED- BELTLOGGER 9 (3D CORRIDOR)
WALLOP! AND THE IMPORT'S
AVAILABLE NOW! AIR GRAVE (OVER HEAD)
GALEOS (3D)
2 SPACE INVADERS (CLASSIC)
Get Your Choice TSU KURU (MAKE YOUR OWN)
of Racing Game FIGHTING
and A NeGcon LIGHTNING LEGEND
HEAVENS GATE
Controller for RURD NI KENSHI
one great low ROLE PLAYING
price! ARC THE LAD 2
A $140 Value. TREASURE GEAR
Packa jal!
go Specia RANAM 1/2

IT GOES WITHOUT SAYING.
PREBOOK YOURS RIGHT NOW!

WILD ARMS SPELTALL

AN IMPORT RPG YOU MUST | GET RANMA 1/2 (PS) & A RANMA
SEE TO BELIEVE! WALL SCROLL FOR JUST $94.99

OR, GET THE GAME AND RANMA -
PLAYING CARDS FOR ONLY $84.99!

i!ﬂ!lﬂLJEHTEHE

i Sailor Moon uper S Iport

|
r
i
1

~e Sailor Moon Super S

NAMCO'S STUNNING ARCADE FIGHTER COMES
HOME PIXEL PERFECT DOWN TO THE LAST
SPARK. THE IMPORT VERSION IS WAITING
FOR YOU AT GAME CAVE NOW! FIND A PHONE
AND YOU'LL BE PLAYING TOMORROW!

ATTENTION!

SAILOR MOON FANS

PlayStation Package!

- Get It All!

e Sailor Moon Playing Cards

e Sailor Moon Laminate Poster
e Sailor Moon Vinyl Balloon Doll
e Sailor Moon Gyro Top Ball Toy
e Sailor Muon Sticker Set

Package
Spemall

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUAN-
TITIES ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPA-
NIES. ALL RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN
GAMES ARE NOT COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO

SHIPPING AND HANDLING ARE EXTRA CALL FOR CURRENT PRICES

B88/Game-Cave -

888/425-3228

Toll Free - Orders Only - Please - All other inguiries: 818/930-0060

-E



DESTINY

3

410 el iz Gamanly

You'll encounter realistically rendered When dealing with aliens,you can ‘-Hightu detailed mini-movies explain Move wherever you want,
aliens, scientists, marines, warbots, be nasty or you can be nice. * ‘'your mission, show flashbacks or whenever you want. Get advice,
mutants, hybrids, and computers. 1t’s your funeral. what’s happening on other levels. ask questions. Or just walk away.

Konami® presents Broken Helix™, Brought to you in incredible Real Time 4-D. Where there’s no right way - or wrong
way to accomplish your mission. You’ve got to ask questions first and shoot later. Or you just might end up
whacking the only guy with the information you need to get out alive. But don’t take too long, or you’ll end up
becoming alien luncheon meat. Broken Helix stars Bruce Campbell as Jake Burton, the marine commando explosives
expert assigned to find out why scientists are threatening to blow up Area 51, (yes, that Area 51) and to stop the

mutated aliens from escaping. Either by turing them, or by destroying them. Or you
might choose another scenario, that has you turn into an alien - human hybrid. Or ””K EN
™

perhaps you feel like being an evil scientist this time around. The choice -and the
outcome, is totally up to you. So enter the world of Broken Helix, where the only
& ' Broken Helix is a trademark of Konami Co., Ltd. Konami® is a registered traden.atk of Konami Co., Ltd. PlayStation and the
[t ‘ PlayStation logos are ‘\ ks of Sony Comp Entertai Inc. @1997 Konami of America, Inc. All rights reserved,

sure thing is that there are no sure things. Sonsaank




