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Prepare yourself
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directional
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experience ever!
6 Total freedom! 4 . ; 7 T
Cruise on foot 3 :
or fly with your
jetpack through
25 wild 3-D
environments.

4 16 of the
baddest,
maddest
monsters in

6 A vast arsenal ‘
_ of weapons

power drill, @
flame thrower .
and meat
seeker.




s insanely
addictive. . | °
PO’ed stands out
with so muﬁhE
innovatio

unu:::li:::

weapons.
lie Hard. .Ga’me?‘Fa

Awamo ut,our om hitp://www.anyc om
3 - i 500, SanJose, CA 95129
PO'ed Is a trademark of Any Channel, Ino. WEA (Warner/ ) a Warner Music Group - All ights reserved. Licgnsed by Sony Computer
Entertainment America for use with the PlayStatig o an logos are trademarks of Sony Computer Entertainment Inc: The fatings kson s a registered trademark of the Interactive Oiital Software Assotiation.
Manufactured and pl BLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC UG DESIGNATION. LS. AND FOREIGN PATENTS PENDING

i




ELEGIRONIG
0517@
==Ll

publisher. Steve Harris

editorial director. e Funk
editor in chldelf B - Semrad
managing editor. anyon Carpenter
assocaﬁtllgedilms. Andrew Baran
Mark LeFebvre
Mike Dcsrnond

Scott
third-party liaison. John Slockhausen
news editor. ‘Todd Mowatt
assistant news editor. Nelson Tarue
creative director. Michael Stassus
art director. Jason Hinman
layout and design. Paul Ojeda
Tim Davis
Ken Badziak
assistant editors. Howard Grossman

Sushi-X ® Mike Vallas
“Terry Minnich ® Al Manuel
Dindo Perez ® John Gurka
Jason Streetz ® Mark Hain
Dave Malec ® Dave Ruchala
Carey Wise @ Scott
Dan Hsu » Shawn Smith
online editors.  Jason Morgan e Joe Fielder

managing copw edntor Jennifer Whitesides
senior copy 0-EI M. Damen
copy editors. ]lm Caswell ® Dan Peluso

forcign comrespondents. Stuart Levy
2 i David Rider
president. Steve Harris
execuhve vice president. Mike Riley
vp/general counsel. Mark Kaminky
vp/finance. Lambert Smith
editorial director. Joe Funk
dulc;lttomf operations. M:Ing: Cﬁ::won
ublicity ma gers
glrcuhhon d?r:gaor Val Russell
circulation manager. jack Copley
contract publishing manager. n Williams
production coordinator. N#uhn Bom
production mana ave McCracken
advertising coordmator. Mike Darling

customer service (NO TIPS!).  708-268-2495
isi ECG, Inc.

advertising
inquiries 20700 Ventura Blvd., Suit ZD
contact: Woodland Hills, CA 91364
818-712-9400
national ad director. Jeffrey Eisenberg
national ad manager. Jon Yoffie
account executive. Karen Landon
ad coordinator. Suzanne Farrell
new york office. (212) 984-0730
account executive. Michele Citrin

ELECTRONC AN HONTLY (3344 16554100 e et o Sencs.
B o 1 lmn;m" d;%&mmm&hu&m“ﬁ!
ssoe e 498 FOSTMASTER Fr

Pled Ok, 1A 51 éﬁmmnmnm esponsie b

Pmted n ﬂle SA

Audit Bureau of Circulations
EGM and Sendsi Media Group are raderarks of Sendsi Publishing Group, Inc.




o I 5 . ‘ot cauw - a wswmen 5
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Striker 96™ mests you head on with state-of-the-art soccer including an exclusive indoor soccer
option! Exhibition, league, tournament and championship modes! Simulation and arcade options!
View the ultra-realistic play from any of seven different camera angles and catch an instant
replay of your majestic moves and greatest goals! The #1 team sport in the world comes alive!
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You set the pick for Magic, who rolls to the top of the key. Sometimes it's the smallest details—Jams off the glass, “This fastpaced, first-person basketball sim does a

As the defender rotates to cut off the lane, Magic lofts a Defensive thunder swats, Reverse dunks, and Play-by- phenomenal job of bringing players into the action.”
pass to the wide open power forward for the alley-oop jam. play commentary, that separate hoops from lawn bowling. — NEXT Generation magazine
R B o : :
144 52
21NN
!
i
[v——‘r F
6 o

Sﬁm E]] all 1-800-771:3772 for game rating information. ‘
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Franchise player mode lets you abuse opponents like
they were players for an expansion team. Control Magic,
Kareem, or Anyone thru a 13, 26, 52, or 82 game season.

l;;,ﬁ, ,,

THE NO-LOOK PASS.
THE SKY HOOK TO BEAT THE BUZZER.
MORE THAN A SIGNATURE ON A BOX,

IT'S A LICENSE TO DOMINATE.

It's Showtime! Slam "N Jam "96 featuring Magic and Kareem

brings you the same net-melting offense that culminated in five

championship rings. Set a bruising pick and run Magic and Kareem’s patented no-look alley-oop.

You got hops? Clear the lane and challenge Kareem to a high jumping contest. Or call for a double-team,

all controlled with the squeeze of a plastic button. With their signature moves, you'll get nothing less

than in-your-face basketball. And see it all from the 3D “fastbreak™

perspective Crystal Dynamics’ Championship Sports brings to the

hardwood. And that “agony of defeat” feeling? It's natural. Walk It Off™.
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Project Overkill is Konamis hot, new
action/adventure game that will explode
onto your PlayStation early this summer,

—7 \\ 7 G Y I& Battle your way through over 40 levels
7 - [ of heartpounding, mind-blowing, non-lin-

\\\\ / \\\ \\\ o i ear action. Look inside for an exclusive
[I % it 7 / special preview of this revolutionary

2177 /I / 4 new title and a one-on-one interview with
/ 7/ 7 the design team that created the game!
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HOW EGM BECAME THE BIGGEST
AND BEST VIDEQO MAG EVER!

Take a trip down memory lane with this issue’s eighth anniversary special feature.

This special is filled with info about the growth and progress of the magazine as

well as the video game industry. Read all about the video game highlights of each

year and some EGM oddball knowledge. (Did you know that Sendai was in the

National Enquirer and Fabio was on an EGM cover?) Whether you're a new reader
or EGM's oldest fan, everyone will get a kick out of this! Memories...

“What started out as more of a local fanzine has grown into an internationally
recognized publication.”

VE3 WILL MESMERIZE GAMERS WITH
ITS AWESOME QUALITY

Sega has truly outdone itself with the third installment of Virtua Fighter. Gamers will
be amazed at the phenomenal details of each gine their reactions; as
the camera angle slowly rotates around a fighter, they notice that the fighter’s eyes

follow it. That's not all—the fighters even have facial expressions. Gamers might
freak when seeing a fighter smile slowly after performing an awesome move. Sega
brings a true realtime arcade machine into existence with Virtua Fighter 3!

“ithough the look is the same, the guts differ since Virtua Fighter 3 renders
the animation in realtime.”

FF7 IS WHAT GAMERS HAVE BEEN
DREAMING ABOUT!

RPG fans rejoice—there is news on FF7. Square has paid particular attention to
lighting and shading effects in this game, such as the glow of a neon sign or camp-
fire, which give the graphics a sense of depth never before seen in an RPG. There
will be three new characters: Claud, a fighter who packs a huge sword; Ealis, a
pink-cladded lady who yields a staff and Barett, whose arms are powerful weapons.
As for a story line, it apparently involves a futuristic-styled city called Midgar.

“Encompassing two CDs, FF7 takes full advantage of SGI-rendered graphics to
create richly detailed city and dungeon scenes.”

YOU WANT THE GOODS?

ENTER THESE GREAT CONTESTS..

There are a plethora of contests to enter and lots
of prizes to win in this EGM anniversary issue!

SCORE SOME OF THE BEST LOOT AROUND
[] = EGMs sPEGAL CONTESTS!




YOU’LL TAKE MALON

YOU’LL DRAIN THREES

Okay, rookie. Here's
all the 3-D realism,
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PlayStation

your chance to go up against the big boys. Play for an entire season. Find yourself man-to-man with

intensity and sweaty, stinky action of playing in the NBA. And, with Multi tap, you can even link-up with seven

we mean players, too. With over 300 NBA players and real plays, NBA Shoot Out is, without a doubt,

of your dreams (which, let's face it, is as close as you're ever gonna get to the real thing). H




THE BEST VIDEO GAME NEWS
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As Nintendo, Matsushita Delays Surface,

MILK:

The Games
Nintendo has finally
announced the three
NG4 launch titles for
Japan. Two come as
no surprise-Pilotwings
64 and Super Mario 64
(gamers may remem-

ber that the Super NES :

launch also included a
Mario and a Pilotwings
title). The third title,
however, comes as an
eyebrow raiser since
it's a previously unan-
nounced third-party
titie. Called Habu
Nanakano no Saikyo
Habu Shogi, it's a
Japanese chess game
featuring a popular
shogi player. It seems
doubtful this titie will
ever reach the U.S.

s the saying goes:

All good things

come to those who

wait. Unfortunately,
the saying now applies to

: 64-Bit gaming devotees,

according to several reports.
First, Nintendo of Japan has

announced an additional delay

for the Nintendo 64 launch in

¢ that country, from April 21 to

June 23. The delay results
from an apparent shortage of
memory chips for the N64 sys-
tem and additional time needed
to “fine-tune” the launch titles
(see sidebar at left), according
to a company statement.
Sensing how this delay
may worry U.S. gamers, the
statement assured, as it has
in the past, that the Sept. 30

* launch here “is on schedule”

and that launch plans “have not
changed.” In Japan, Nintendo
will begin a pre-selling

campaign April 21. For more

information on the Nintendo 64,
watch the EGM area on NUKE
our Web site at ww.nuke.com.

More nebulous is Matsushita
Consumer Electronic’s release
date for its M2 system, which
has been the source of
conflicting reports.

According to 3DO’s Web site
(at http://www.3DO.com), an
M2 release date is slated for
the second half of 1996.
However, reports have sur-
faced that an M2 console may
not be ready until the spring of
1997. A Panasonic Interactive
(U.S.) official offered a strict
“no comment” when asked to
confirm either the fall of '96
date or any launch date
changes. In addition, reports
have surfaced regarding the
M2 controller, which allegedly
offers similar functions as the
Nintendo 84 controller.

WHO
YOU

£GM digs heneath the

- Retailer profit varies depending on the
store’s expenses (salaries, rent, etc.).
On average, retailers get 30 percent
revenues from each game.

at sells 100,000 copies.

royalty paid to hardware makers)

u $5 other license fees price tag and takes
!\! (if the game has movie or
sports league ties, such as NFL or MLB)

oo S sk 88 you inside the numbers

% (16 NOR memary shipm) very player has lived
$2 packaging and instruction book E

Where the Money Goes

$4 advertising and prometions through this scenario
$3 publisher profit per game in one form or another:
Shell out $60 for a game, t
after 15 minutes of playing it at
home, you realize that it stinks.
As you stare at the piece of
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Wuch Awaited 64-Bit Machin

Sega of Japan will
debut a new version of
the Sega Saturn that
will sell for $199 (sys-
tem plus one con-
troller, above). Aside
from the price cut, this
new version incorpo-
rates a streamlined

Because the DVD and M2
technologies share common
ground, Lindsey believes it's

i possible to integrate an M2
video game player into a DVD
console. The extra cost—
roughly $50 per system for
manufacturers—it would

The M2 may also find itself
on the cusp of a bigger playing
field: DVD. Also Panasonic
has yet to reveal its M2 strate-
gy regarding DVD players
(some of which may have M2
technology built in), 3DO’s

Bob Lindsey imagined this
possible scenario:

“If you think about it on
a worldwide base, how

video gaming. Most impressive
M2’s ability to handie MPEG-1 video
in realtime (above). Not only can M2

take to incorporate the cir-
cuitry would be offset by
increased software royal-

many homes have w&w{@:m‘m’:’m ties because of DVD's Despite the changes,
VCRs?" the company's video onto rotating and morphing poly- wider market, thus keep- the system is fully
vice president of market- :;'“h"";":- 300 also offered a peek ing the DVD/M2 system compatible with all
ing postulated. “How as 200 Mm',:_‘"n' mhllﬁ“u E" ol price tag the same as Satumn games. A

many VCRs are there in

the U.S.? Hundreds of
millions, right? Well, if

you knew that DVD was
ultimately going to be the
replacement device in the
home for the VCR and you
had a way to get your M2
game system into a very high
percentage of them, wouldn't
you want to do that?”

plastic software nestled in your
system, you ask, “Why did |
have to pay $60 for this? At
this price, am | getting a fair
shake here? After all, older
games sell for as low as $10,
but aren’t much different from
the 860 games.”

These concerns are shared
by many, especially in today’s
era of CD games that don't dif-

fer materially from music CDs In theory, video games under the

but cost four times as much, only two things Time Warner

and rising costs in cart prices. - matter to Interactive label.
What are people paying for - gamers: some- Time Warner wil

when they shell out their one to pro- still create console

dough for games? An exact
answer remains elusive, as
every game takes shape

under different development

M2’s Yaleats on Display

around (below). The demos showed
the M2 cannot only handle shading

special effects such as fog.

and marketing budgets. Plus,
companies try to keep such
data out of the public realm
for business reasons.

After talking to developers,
industry officials and market
analysts, EGM has pieced
together a general picture of
what gamers pay to play, as
shown on the charts accompa-
nying this story.

gram the game
and the parts
needed to
build it. On

from multiple light sources, but also

PLAY

regular DVD players,
Lindsey said. Should this
succeed, it could hurt the
marketability of stand-alone
systems. However, he said it
will take time to develop ai
market such a system,
noted such hardware is “what
all the software companies are
after. It's a bigger story than
the PC business.”

average, only $7 to $10 of a
game’s worth goes toward the
actual programming and
debugging. Add to that the
cost to “build” one game—
about $5 for a CD and $12-25
for a cartridge—and the sum
comprises merely $12-35 of a
game's price tag.

So why pay more? In reality,

(Continued on Page 18)

chipset design, a slim-
mer casing and a con-
troller with different
colored buttons.

Sega of America
spokesperson said the
company has no plans
yet to introduce this
model in the U.S. nor
has it announced any
similar price cuts here.
However, the company
promised that the
Saturn here will remain
at a “price parity” with
its main competitors
See Q-Mann for more.

Coin-op magnate
WMS Industries
is putting the finishing
touches on a deal that
gives them ownership
of Atari Games,
which publishes both
coin-op games under
the Atari name as
well as a slew of home

games through its
other divisions and
affiliates, according to
a WMS statement.

- - By B — § = § W W
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of computer game
turns motion picture,
Threshold
Entertainment
has acquired the rights
to Activision’s
Zork, one of the first
and most popular text-
based PC adventure
games. Threshold,
which helped create

plans to create both a
movie and live-action
TV series. In addition,
the company has
announced plans to
create the movie
sequel for MK

The malaise affecting
sales of Nintendo's
32-Bit Virtual Boy has
raised concerns at
some rental outlets.
Apparently, some
Blockbuster
Video stores have
sold their extra used
VBs for $39.99 each
because of poor rental
volume, said one store
representative. The
stores EGM checked
had sold all their VBs,
but others may still
have them for sale.

In other pricing news,
some retail chains
have begun selling
Atari Jaguar sys-
tems for $49.99 (for-
merly $99.99 retail)
and Goldstar 300
systems for $179.99
(formerly $199.99).
Both reductions serve
to clear out remaining
inventories now that
both companies seem
to be heading out of
the video game arena.

T EEPEE T S - -
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In yet another example

the Mortal Kombat film,

R $60 €D: Where
the Money Goes’

(Gontinued from Page 17)

the pricing breakdown for a specific game has
more variables than any algebra test. Some
factors weigh more heavily than others. Here
are some of the prominent ones:

u LICENSE TO PLAY: Between 10 and 15
percent of your cash goes back to the compa-
ny that created your system, which is how it
offsets production costs and reaps profits
from hardware sales. Think of it as a “tax” that
publishers must pay for the right to sell games
for that system. That “tax” is directly tacked
onto the cost of a game. The fees range from
$6 per game for the 3DO to $10 for 16-Bit
machines. As of January of this year, the
general fees stood at $8 for the Sega Saturn
and $7 for the Sony PlayStation. However,
individual publishers almast always craft
deals to reduce these fees.

= STAR POWER: Does the game have ties
to a hit movie, a sports license from both the
players and the league or is sanctioned by a
superstar? If so, it'll jack up the cost of a
game. One industry insider asserted the cost
to acquire these rights can account for up to
20 percent or more of a game's price tag.
There’s one fee of 15 percent for a player's
license and another separate fee for a league
license. In all sports except the NBA, the
licenses have to be negotiated separately. In

WHO YOU PAY TO PLAY

most cases, costs range from $3-5 for movie
ties and $8-10 for one sports license and dou-
ble that for baseball and football titles.

m NO CHEAP CHIPS: Publishers hate car-
tridges for two reasons. First, they have to
sign deals with companies like Nintendo and
Sega (who help run the factories that manu-
facture the games) to make a certain number
of games (usually 10,000 copies and up) with
no guarantee that all of them will sell.
Publishers like CDs because they can be pro-
duced cheaply on an as-needed basis—in
batches as small as 1,000 copies—making it
easier to target supply and demand for a
game. Furthermore, such cartridge production
deals are subject to chip availability. Earlier
this year, a 16 Mbit game cost at least $12 to
make and a 32 MBit game $25.

= THE MIDDLEMEN: Remember the TV ad
that prompted you to get that fighting game?
Well, you helped pay for the ad when you
bought the game. Also, roughly 30 percent of
a game's price comes from retail markup.

Are current prices fair? Gamers’ pocket-
books will ultimately answer that question. It's
nice to see that cheaper production costs for
CD games overall have meant lower prices
relative to new 16-Bit carts, whose prices will
rise as the risks of producing them do due to
lack of demand, industry observers predict.
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Sony Electronics
has rolled out a new
headphone (model
MDR-005EG, shown
above) specifically
designed for video
game playing. It's not
exactly a technological
feat; this bass-amplify-
ing headphone works
just like any ordinary
headphone but has a
longer 9.9-foot cord
and a gray color simi-
lar to the Sony
PlayStation. The head-
phone sells for $12.99

he gaming world probably isn't ready for a

controller modeled after those used to pilot

radio-controlled cars.

That's the conclusion drawn after testing

Joytech’s Rac-Con Analog Racing Controller with
Ridge Racer Revolution and WipeOut. In short, the
peripheral provides decent feather-sensitive steering,
but the button layout leaves something to be desired.

The controller adopts the same approach to
Namco's NegCon analog controller (profiled in issue
80 of EGM), but with a different layout. The foam-cov-
ered steering knob tumns 30 degrees in either direc-
tion, but can be reconfigured to provide greater tumn-
ing ability such as the 180-degree tuming needed in
WipeOut. On the knob are directional buttons that are
used for shifting gears. Just under the knob lies a two-
way trigger switch that controls acceleration and
breaking—which proved effective with Ridge Racer
Revolution. A slew of other buttons lie at the base.

It takes a while to get used to the sensitive control,
but it works fine. The problem is the buttons, notably
the shift buttons at top, which are difficult to operate in
ystem; 5.3 percent conjunction with the steering wheel.
yed Company officials could not be reached to see if this
overseas product will be sold in U.S. retail stores, so
gamers interested in this new peripheral should call
mail-order companies for pricing information.

Rating

The de facto source
for television ratings
Nielsen Media
Research, has
turned its attention to
video game players
Through telephone
surveys, the company
will track computer,
Internet and video
game use in homes of
those age 12 and
older. Its first report (to
be updated twice year-
ly ha

cent of those s

43.4 per-

rveyed
say their household
owns a vigeo game

S
of

ed their

past week.
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SATURN GETS
HOOKED UP

n the ongoing debate over which
I system is better—Sega Saturn or
Sony PlayStation—one argument no
longer holds water, at least in Japan.

Sega of Japan has equalled the
PlayStation’s link capability by offering
a cable of its own, which comes
bundled with a new fighting game
entitied Geobockers.

The Saturn always promised the
possibility of linked play via a port
located on the Saturn’s rear. However,
while Sony from the get-go developed
its games to include linked play, Sega
took a wait-and-see attitude, possibly
to gauge what kind of demand existed
for linked Saturn games.

A Sega of America official said the
company is looking into bringing the link
cable and additional compatible games
to the United States, although no
timetable or price has been set. The
major hindrances for link cable play in
the U.S. include the lack of titles (SoA
wants more compatible games on the
e market) and the Saturn’s

. "] relatively small installed

base (SoA seeks more
systems in homes

to make link play a sen-
sible option for gamers),
according to spokes-
person Terry Tang.

The Saturn link cable
operates identically to
the PlayStation’s. Two
TVs, two games and two
systems are needed fo
play. The cable plugs
into the communication
connector port.

The link cable and Geobockers game package sells for

5500 yen in Japan (roughly $55 U.S.)






HISTORY’S MOST FEARED MONSTERS
AND MUTANTS ARE BOLTING FROM THE

ARCADE IN SEARCH OF A DARK ARENA

FOR THEIR NEXT MIDNIGHT FIGHT FOR
SUPREMACY. VICTOR'S COMING OVER
WITH HIS SHOCKING THUNDERSTRIKE.
FELICIA’S TRACKING IN PLENTY OF DIRT
FOR HER LiTTERBOX KiCK. BISHAMON IS
SWINGING BY HIS RAZOR-SLASHING
DIvIDER. ALL THE EVIL POWERS AND
DEVASTATING MOVES OF THE TEN
DARKSTALKERS YOU'VE COME TO FEAR
ARE HEADED YOUR WAY. ALONG WITH
HIDDEN ~ SPECIAL MOVES, MID-AIR
BLOCKS AND SUPER FATAL BLOWS TO
MAKE YOUR PLAYSTATION™ SMOKE.
SO LEAVE A LIGHT ON FOR THE
DARKSTALKERS. AND TAKE DOWN
YOUR DAD’S BOWLING TROPHIES.

RAPTOR’S FLYING SAW BLADE HAS

BEEN SLICING A LITTLE WILD LATELY.

DikGalizs

T e S

PCOM CO. LTD. 1996 © CAPCOM U5 A, INC. 1996, ALL RIGHTS RESERVED CAPCOM, CAPCQM USA. CAPCON\ ENTEHT ENT arp™ " 2
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1-900-680-2583 $.79 PER MIN. FOR 24 HOUR RECORDED TIPS o -

$.99 PER MIN. FOR LIVE GAME COUNSELOR (8:30 A.M.=5 P.M. PST M-F)
TOUGH TONE PHONE REQUIRED MUST BE 18 YEARS OR.OLDER, OR HAVE PARENTAL PERMISSION
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INNERVIEVVS

THAT TAKE YOU ONE-ON-ONE WITH GAME
DEVELOPERS AND INDUSTRY INSIDERS

N EVUSISAINEW

EREVIEVS

OF THE LATEST GAMES IN DEVELOPMENT
FOR THE U.S., JAPAN AND EUROPE

REVIEVVS

THAT USE ALL THE SPACE
NECESSARY TO TELL IT LIKE IT IS

ALL THiIs AND MORE
Hitting NEwssTtanps May 27, 1996

THE MAaGAzINE THAT GoEs BEYOND THE NEXT GENERATION...




S EASY $

MONEY

£GM BRINGS YOU
BIG SAVINGS EACH
AND EVERY MONTH!

Take advantage of exclusive savings from Data East, T~HQ, Keei
and Atius. The number-one provider of info on the video game

industry goes one more step 1o give You savings on the games
themselves!

+ Data East’s Defcon 5 &
Creature Shock: Special Edition

In Creature Shock: Special Edition, battle an array of beasts

while trying to solve the mystery of the survey ship—which

Is flaating aimiessly in space on a mission to find a new world
for Earth to colonize. Data East’s latest action game features

'game, heightened by atmospheric music and sound effects.

I you're looking for a captivating space adventure leaturing
an incredible diversity of game play, then Defcon § is for youl
A rich, involving story line will engross sophisticated players

is behind the sabotage at the space station, while surviving
the comtinuous enemy onstaught. I's visually stunning and
addicting!

+ KOKOPELI digital studios’

In The Hunt
You're the captain of the latest, meanest, baddest attack
sub in the sea. And it's a good thing too, 'cause you're gonna
need every ounce of firepower you can muster to compiete
this mission! It's time to load torpedoes and open launch bays.
The enemy is at full mobilization. Get ready for the wildest
underwater action yet. Down periscope and blow ‘em to
squid spit!

« KOEPs Winning Post

The horses are in the gate, all bets are placed and the race i
ahout to begin. As the owner of a top thoroughbred, years of
lreeding and training have come down to this race. Will your
horse have what it takes to win? The year is 1897 and horse
racing has become big business in Japan. As a race horse
‘owner, it's up to you ta Fun a first class stable where the
horses are of the highest pedigree. Bet on the ponies to
raise the cash needed to maintain your stable and hire good
Jockeys to lead you to victory. Horse racing is more than a
sport, it's BIG BUSINESS!

+ ATLUS’ ®Space Griffon" VF-9

In the near future, Moonbbase "HAMLET" is overrun by alien
invaders from an unknown source. You are an elite forces:
member of the A-Max Factories Corparation, the bullders of
the station. A-Max sends you and five other highly-trained and
heavily armed specialists to deal with the situation. Your way
of dealing with them is to use the latest in high-tech armor and
'weaponry to biast the invaders into atoms!

Travel deep beneath the lifeless suriace of the moon in
‘man-made tunnels that extend to the horizon. Explore the
cavernous moon base in this gripning RPG/Action drama and
et set for anything! You'll face challenges as both a warrior
and a dotestive. Find the socrot to riding the cutpost of alicn
invaders, then piot your Tri-Formuia Grifon into the toughest
fight this side of the Milky Way!

SAVE $10 ON THESE AND ANY
OTHER TITLE AVAILABLE WHEN YOU
BUY DIRECTLY FROM US AT DATA EAST!
CALL (408) 286-7080 EXT. 23 OR
SEND IN THIS COUPON TO DATA EAST
SEE BACK FOR DETAILS

DATA

EAST CaminG

Save $5.00
on IN THE HUNT for
PLAYSTATION AND SEGA SATURN!!!

Order direct from KOKOPELI digital studios to
take advantage of this special offer!

Call 1-800-4-FUN-004 anytime to order with
your Visa / Mastercard.

Kokopsiid

LIMITED TIME OFFER!
When you by Winning Post
for the Sega Saturn you can get a $5 REBATE
directly from KOEI!

KOE!

ISAVE $5 « SAVE $5 « SAVE $5 « SAVE $5 « SAVE $§5 * SAVE $5 * SAVE 351

*A small postage and handiing fee applies.

EREESSTIRAWEGYAGUIDE
10 Valus

: L&
Purchase Space GriffonVF-9 g
between March 15, 1996 and June 30, 1996 BEEH
and receive the Strategy Guide and Glossary* u;\
o
. FREE =
See back of coupon for details
p— ELECTRONIC
LD CANINS




Buy directly from Data East and receive $10 off Creature
Shock Special Edition or Defcon 5. Call (408) 286-7080
ext. 23 for instructions on how to order or send this
coupon along with a money order or check in the amount
of $49.95 (No cash please) to:

Data East USA, Inc.

1850 Little Orchard Street

San Jose, CA 95125

Shipping and appropriate sales tax
will be paid by Data East. Offer good
only while supplies last. Offer valid in
the USA only. Data East assumes no
responsibility for lost, late, illegible,
incomplete or postage due mail. Offer
void where prohibited by law. Please
allow 3-4 weeks for delivery. This
offer is subject to change without

notice.
Name,

Creature Shock Special Edition
Address, is the copyright of Argonaut
City. Software Ltd. and they are licensed to

Data East. Data East is a registered
State/Zip of Data East USA, Inc.

© 1996 Data East USA, Inc. Defcon 5
Game: is a regi

of

Daytime phone.

Millennium Interactive, Ltd. 1895 and

IN THE HUN

To get $5 off IN THE HUNT call 1-800-4-FUN-004.
Ask for ext.80 and mention EGM’s
“Easy Money” $5 savings:

Experience the fun and excitement of

shooter- Have your Visa / Mastercard ready when you call

to place your order today!

SEE THE SAVINGS...
Regular price: $49.95

any other offer(s). Please allow 4-6 weeks for delivery. Offer expires July 1,1996.

SPECIAL PRICE: $44.95

Offer good only while supplies last and subject to change without notice. This offer is exclusive and cannot be combined with

licensed to Data East USA, Inc.

T

this classic arcade

KOKOPELI digital studios is a trademark of

TeHQ, Inc.©1995 TsHQ/XING/IREM. Play and the Play logos are
Inc. Sega is a trademark of Sega Enterprises, Ltd. All Rights Reserved.

Just purchase Winning Post at your favorite retailer and send in
your original dated sales receipt, a copy of the UPC bar code
from your Winning Post package, and this completed rebate
coupon to:

KOEI Corporation

c/o Winning Post Rebate Offer

1350 Bayshore Highway, Suite 540

Burlingame, CA 94010

Name
Address.

o o

of Sony Computer Entertainment

Limit one Winning Post coupon per
consumer, per household. No other
discount promotion may be used in
conjunction with this offer. This
coupon, Winning Post UPC code,
and the dated sales receipt (dated
between 03/08/96 and 06/30/96)
must accompany your request.
KOEI Corporation assumes no
for lost, late, illegible,

City,

State/Province.

Zip/Postal code.

incomplete or postage due mail. No
rain checks. Offer valid in the USA
and Canada only. Offer void where
prohibited, taxed, or otherwise
restricted by law. Rebate request

Which store did you buy this from?

Winning Post is & irademark of KOEI Gorporation. Sega and Sega Saturn are trademarks
of Sega Enterprises, Ltd. All Rights Reserved.

o

Purchase s‘pacc Griffon VF-9 from your faverite retailer and receive the
Slossary free (a modest $2.00 fee for postage & handiing

is required). Slmp\y complete the coupon below, and include your original
sales receipt (dated between 3-15-96 thru 6:30-96) with a photocopy of the
UPC bar code on the Space Griffon VF-0 package. Send all requested items
and a check or money order (please no cash) for the $2.00 postage and
handling fee to:

ATLUS Software, Inc.

Free Strategy Guide Offer

17145 Von Karman Avenue, Suite 110

Irvine, CA 92714

Name.

must be p by June 30,
1996. Please allow 4-6 weeks for
delivery.

Offer Valid in North America only.
Canadian and Mexican residents
please remit U.S. Funds for $3.00
postage and handling. One free
strategy guide per game purchased
between March 15,1996 and June
30,1996. Coupon and free strategy
guide request must be received by
July 31,1996. Offer void where
prohibited by law. Please allow 2-3
waeks for delivery. Atlus assumes
for late, lost,

Address
City.

misdlrected, illegible or postage
due mail. Requests without postage
and fee will not be

State/Zip,
Daytime phone.

honored. This offer subject to
change without notice and valid
only while supplies last.

PlayStaton, o PlayStation

and the PS logo a
reserved. Published by Atlus

are, e AUS 1 & 16g80r0d Hradormark o At

Ing. s St
Rssocition. Gall 1-600-771-3773 for Game Ratng Information. U8, AND FOREIGN PA'VENTS‘ ENDING

Inc.© 1995 PANTHER SOFTWARE INC. All
5 icon is a trademark of the Inferactive
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Welcome to Mark
Davis’ The Fisbing .
] er! Your Professional guide is Mark Davis, the

/) - fo win bolb the BASS Master’s Classic
and the BASS Ang in the same year.
Bifferent from Fisbing Simulalioy mees.of the past,
fbefz‘sh carniot-beseenuntil they bite, a level of real:
ism never experienced before!
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Join Mark Davis for a fishing experience youw’ll never
forget as bis digitized voice utters words of excite-

ment or despamWn amau-um—“
tongiimneyishing mas er,mw,tbe thrill Ofiz— "
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EnTER TO Win
A ZoRrK ITEMESIS
CASTLE ADVENTURE in
THE UniTtep Kingpom!

GRAND Prize: 5-Day/4-TTiGHT
ADVENTURE FOR Twoe in WALES

FEATURES A MEDIEVAL TOUR OF THE GREA’ - CASTLES

OF THE 13TH CENTURY, A STAY AT THE H!
CASTLE ATID A BANQ

EnTRY FORMS AVAILABLE AT PARTICIPATING RETAILERS.

FE BELOW TO EITER BY mAiL. Or EOTER THE FORBIDDEN SWEEPSTAKES
) AT HTTP: £/WWW.ACTIVISION.Com.

Nopunﬂvase necessery Sweepstakes ends 6-30-96, Open hnﬁdmbvflhtu.s and Canada.
Bysarsoroiﬂer Void in Quebec or where prohibited by law. To enter by mail. send a 3" x 5" card
prm!.d name. address and lelephone number to: The Zork Nemesis Forbidden Sweepstakes.

* PO. Box 52990. Dept. 7644, Phoenix, AZ 85072-2990. Entries must be postmarked by 6-30-96.
e : Dmnnh-yp-ra'mlnpa Electronic entries must be received by 6-30-96. For rules. send a SASE to:

Forbidden Rules. PO. Box 52912, Dept. 7645 Phoenix. AZ 85072-2912. Residents of VT/WA may omit return postage.







& W mmer
He's been ousted! This is Cyber’s last

BB issue of EGM, but look for him in EGI.

He's moving on to the world of game
strategies and technique.

4 PlayStation, he has put away his con-
trollers and has become one with his
mouse. Now all he can do is count the
days before the release of SimCity 2000!

CURRENT FAVO
Resident Evil
SF Alpha
Worms
Although he enjoys playing fighting
games like Street Fighter Alpha and
Alpha 2, he has recently found himself
enthralled with sim games like Worms
and Iron Storm. What's going on?

SF Alpha 2
'ime Crisi
Virtua Cop 2
After zipping through several arcade
shows, it seems fighting games are as
popular as ever. They all look cool but
nothing bowled him over. He was really

k75 impressed with all the shooting games.

HOW GAMES ARE RATED...
The reviews that are published in EGM are
created after each gamer on the Review Crew:
staff plays through the game in its entirety.
The Crew then independently writes their
reviews based on the quality of the produd,
originality and challenge (how long it takes
to complete), and bases their numerical
scoring on a 1 o 10 scale In relation to
other titles available for the same system.

:T | o= =

RESIDENT EVIL

GAME OF THE MONTH
CATEGORY: ADVENTURE
CHALLENGE: MODERATE
BACK-UP: MEMORY CARD

IS REis an interesting graphic adventure loaded with puzzles. At

first look, RE is beautiful with detailed rooms that are set up
in a realistic fashion. When looking closer at the game, | was
a little disappointed to find the limitations of exactly what |
could interact with, This game shines when it comes to mon-
o sters, however. They react realistically o your presence and
are animated smoathly. As for the control, it's a bit hard to pick
up. If you get surrounded, give up. There’s no way fo quickly
rotate and fire. (At least, | haven't found out how to do so) The
choice between the two charadters is nice. It would have been
better if each had a completely separate story line. RE is a
visual feast, but the gameplay will tum off some players

CATEGORY: RPG

_5 CHALLENGE: MODERATE

WHERRRRIE

There have been a lot of anticipated releases for the
PlayStation, but Resident Evil is by far at the top of mylist. The
game plays similar to the Alone in the Dark series, but features
nicely rendered graphics and extremely smooth animation.
The efement that really grabs a player here is fear. After trad-

ing blows with the first zombie, you'll quickly become hesitant |3

to tum down any uncharted corridors in the mansion. As a
4 serious gamer, | hiave had my share of “kiddie” games and
of have been waiting for a title just like Resident Euil. It has a
greal plot, an adult theme and more action than youll be able
to deal with. Make sure to keep the lights on if you plan on
playing at night; happy hunting!

MIIIITLeY

g

BACK-UP: BATTERY
This game is a masterpiece. Mario RPG combines the role- |8
playing elements of Final Fantasy with the world:of Mario 'E
flawlessly. The graphics are the best seen o the Super NES, L=
with a combination of rendered characters with a complement
of drawn sprites. The sounds are right from the Mario series—
faithful right down 1o the plinking of cains. All of these ele-
ments help make this game outstanding, but where it really
shines is with its plot. It is complex with many twists and
tums. Look for plenty of secret cameos from other Nintendo .
characters. The three-fourth perspective takes getling used to, 8
but it allows for a whole new level of puzzles. I can only hope
the Nintendo 64 Mario is this good.

Mario RPG will be the perfect lead-in to the Nintendo 64. The
Big N's mascot.is finally starring in his own. role-paying
game. Most RPGs are non-appealing to some players because
the technical aspects are so overwhelming that the player is

ic part of the game. In Mario RPG, the game is just the oppo-
site: The graphic element is strong enough to resemble a
Mario title but still retains the role-playing theme at the same
time. This is going to be a great title and I've been waiting a
long time for it If you've already traded your Super NES for a
32-Bit system, you could be missing out on one of the best
16-Bit releases.

When first looking at Resident Evil, one might think it is an
Alone in the Dark wanna-be, but they are very wrong: RE is a
great game from start fo finish, providing the gamer with a
cool plot, realistic sound effedts and graphics that will blow
you away. RE really challenges the player's reflexes as well as
his/her puzle-solving skills. The control in the 3-D environ-
ment is surprisingly easy to get used to. The only downfall
(if that is what you want to cll i) is the limited inventory
allowing you fo only carry a certain number of items.
The loadtime between rooms is minimal and hidden well in
the transition. PlayStation owners should definitely pick up
Resident Evil. It is a must-have.
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3| can honestly say that | did not plan on seeing a new

Mario game until the Nintendo 64 was unveiled; The
characters seem too childish for older gamers, but the
long adventure itself, that involves actual gameplay
and good story line, will keep many gamers interest-
ed. The graphics of Mario RPG is typical of Nintendo,
using dlean and colerful graphics along with nice ani-
mation. The combat engine.is similar to many other
RPGs and is easy to use. Nintendo put the Super NES

After a long time in the making, Capcom's Resident Evil brings
players an entirely new style of game where intrigue and
fright plague the player from start to finish. RE, at first glance,
may appear to be a dlone of Alone in the Dark, but in reality,
it is a fotally new experience where the player must fight for
his or her life ina horrifying setting. The ability to use two sep-
arate player characers each with distint starting differences
adds to the variety of play. Another high point of RE is the uti-
lization of many different weapons along with the ability to
solve tough riddles. As PlayStation titles start to expand into

8 sound processor to work in Mario RPG, providing the

3 camer with great sound effects and music. RPG fans
will have hours fun and enjoyment with Mario RPG.

Besides being completely overused, | feel Mario should just
take a vacation until the N64 gives him a new home His lat-

)

RSl st RPG puts him in the same old role as a plumber-hero with |

the next realm, Capcom leads the way by bringing players a

great adventure with an unbelievable story.

BEST FEATURE: FRIGHTENING

L WH OAa
2 -

9 WORST FEATURE: SOME OF THE VIEWS [}

. - ¥ TIME TO COMPLETE: MEDIUM

| B=ro)
ALSO TRY: DIE HARD TRILOGY ¥ ALSO TRY: ANY OTHER RPG
=] tam C:

N R a2
Ramy

extraordinary skills. Mario RPG uses great in-combat graphics
and continues Nintendo's tradition for clean animation and
worthwhile visuals, however. But | feel the characters and the
gamebase is  bit too childish for the demanding play and dif-
ficult battles against the hordes.of opposing forces. If you can

many twists and turns in the plot. Mario fanatics dont bypass
this title, it could possibly be the last of the 16-Bit RPGs.

BEST FEATURE: IMAGINATIVE
WORST FEATURE: CHILDISH
TIME TO COMPLETE: LONG

1
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CATEGORY: ACTION

CHALLENG ADJUSTABLE

BACK-UP: PASSWORD
Think of Marsupilami as a puzzler under the guise of an adion
game. The gameplay is. slow and tedious since you have lo
accomplish a variely of tasks using your tail as the major tool
The icons you collect vary from mindless pick-ups lo tail
upgrades. Marsupilami (gotta love that name) isn't mudh to
look at. The graphics are rather plain with some jerky saolling
that gave me headaches. The sounds are fypicel Genesis fare
with litfle fo promote any comical mood. Once you've beaten
it, nothing really gets you to play it again. As it is, it might be
a good game for parents playing with their kids. It's a rental
certainly, but a rather iffy purchase. Marsupilami s an average

tifle with nothing to set it apart from other games.

8 cHALLENGE:

i 5 [N
DS 10 ADULTS RS -
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CATEGORY: SIMULATION

MODERATE
BACK-UP: MEMORY CARD
Iron Storm is the coolest World War 11 simulation I've seen.
Visually, it's superior to other games of this type: The combat
sequences are highly cinematic. Some of the scenes will real-
Iy get you cheering. There’s nothing like seeing a platoon of
B infantry being chunked. The battles are set up over a hexagon-

Bl based map with each side taking a turn moving all of his/her

forces. Unlike the war sims I've seen on the consoles, Iron
¥4 Storm often pits you against multiple forces that have various

strengths. A lot of the strategi

his/her resources. Also, it is pos

they reach a required number of experience points. This is a

gripping war sim that others will be compared to.

CATEGORY:

. CHALLENGE: ADJUSTABLE

BACK-UP: NONE
Finally this coin-op is coming home. Night Warriors sports the
same impressive graphics of the arcade with enly a few limi-
tations seen in the animation. It's not perfeclly smooth, but
only a nit-picker like me would point it out. The sounds and

) music are equally detailed. Night Warriors” gameplay is @ bit

00 loose for my fiking. 1t needs some tightening. Some of the
coin-op combos are a bit hard to do, but many of them are in
For exampie, Lord Raptor’s eight ombo works easily, but
a lot of the chains are near impassible (the moves made when
you link strikes of increasing damiage). The pointis, if you like
the arcade (or Capcom's other fighting tifles), you'll ke this
one a lot. The Satum thrives on these types of games.

Marsupilami is a puzzie-solving game that looks geared
toward the younger players, but may just stump a few. of the

B veteran puzzle solvers as well. The main idea of the game is

a
-

to guide an elephant past many obstacles to safety throughout
each level. While sounding easy, you will soon find out that
this is nota simple task. As if the puzzles themselves were not
difficult enough, you must also work against a dock which is
not on your side. The bottom line is that the graphics are less
than desirable, and the control can be frustrating at times. Do
not let the “kiddie” look to the game fool you. The levels an

tle more from this one.

Iron Storm is @ strategy game with a Ii-tlle added twist! Most

been decided, you can view the battle in a small movie dip
that shows both sides and the resulting ouicome. The game

features a wide number of scenarios to test your skill. With I

four-player ability, lron Storm excels when it comes {o realism
Another strong point of the game is the computer intelligence.
This isa game you won't be finishing in the first couple of
nights. Whether you're a fan of simulation games or not, Iron
Storm has enough positive qualities to it that make it very

E=] hard to put down once you start playing.

Night Warriors is Capcom’s second installment to the smash-
hit DarkStalkers: f you'se a fan of the Street Fighter series and
a Satun owner, Night Warriors is a must-have. Besides being
a near-perfed franslation, this tifle has it all: aystal dear
graphics, perfect.control and a wide variety of moves from
some of the most unique characters ever assembled for a
game, Features indude a new combo system, improved ani-
mations and the ability to play as two of the original Bosses.
The original 10 charadters are playable, along with two new
warriors; Hsien-Ko and Donovan Baine. | had a good time
with this title, and the diversity of the fighters was a nice
change of pace from the ordinary lineup of fighting games.

When first playing this game, Marsupilami looks like a weak
children’s game that.any youth could play.through within.an
hour; but it isn't Marsupilami is 2 great combination of a puz-
zle/action tifle that both kids and adults would enjoy- The
whole paint of the game is to help your elephant buddy get to
the end of the level by using a variety of power-ups. The puz-
7les afe sure to hone the younger gamer's solving skills.
Although Marsupilami targets.the younger generation, ihe
older gamer crowd is sure to be challenged with the puzzies
as well fihey're not that easy in later levels). Genesis owners
looking for a title off the beaten track should take a look at

If you are a strategy fan and likes games similar to Panzer

; General, you will fove: lron: Storm. However; there-are some

great features that make Iron Storm stand out from other sims
The most outstanding feature of Iron Storm is the batles that
@an be viewed, featuring a full 3-D polygon battle between the

B forces. Another nice feature is that the experience points Gan be
acquired from the battles. Iron Storm allows the gamer o play
either a scenario or a complete Gampaign, tum the hex grid on
or off and indudes many ofher goodies. Once you start play-
ing, do not plan on moving for quite Some time; Iron Storm
will keep any strategy fiend playing for hours.

Bl | was, and still am, a fan of DarkStalkers and have played the

arcade version often. After playing the PlayStation version, |

W still prefer the original. The animation of the characters is nice

and true fo the arcade, but the sound is a litile different. it was
a little weak and didn* have the “comph” quite unlike other
Capcom fighting games. The control seemed a bit too sluggish
and required me to actually plan a step ahead and anticipate.
Granted all the characters and moves were ported over from
the arcade faithfully, but DarkStalkers suffers from poor sound
and control. Overall, DarkStalkers Is a good fighting game,
espedially for the home. But when compared to other home

ll Capcom titles like Alpha, it doesn't come dlose

ly give this tille what it needs to be a winner. With the quality
and quantity of 16-Bit tities falling, | feel Marsupilami is well
worth a try for the player who is seeking a challenging new
style of title for @ system that s slowly losing popularity. The
story of the game s perfet for (he largel age group of players,
making it simple to understand and full of gameplay o expe-
rience. There are hard abstadles.in Marsupilami that add tons
of gameplay by allowing players o use exotic power-ups for
a purpose instead of just raising their point total. These multi-
purpose flems are used to get the dumb pachyderm out of
each level. Hardcore 16-Bit gamers seek and enjoy.

BEST FEATURE: USEFUL POWER-UPS

WORST FEATURE: REDUNDANT Bl \WORST FEATURE: DAMN TOUGH

TIME TO COMPLETE: MEDIUM

ALSO TRY: POCAHONTAS :

)
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Military simulations have been overdone so much recently
that | was expeding to.be disappointed with Iron Storm even
before | got into the action. Once the game was powered up, |
found myself in contral of the German forces invading France
in the beginning of WWIl and loving it. The unil diversity and
the ability of the units to advance through gathering combat
experience by winning batties adds much to this combat sim.

Also, the ability to watch the outcome of the battle in a cine- e

matic display is the feature that is so shocking that it has what
it takes to grab the attention of players who @n't stand mili-

tary sims. Iron Storm has features that many WWII sims an

only dream about. Give it a ry!
- BEST FEATURE: THE CINEMAS

TIME TO COMPLETE: LONG

This is a very good port from the arcade, and fans of either
DarkStalker games will feel right at home. The biggest attrac-
tions are the cool characters and superb animation. Gne
drawback is that the game seems a bit old since there have
been several other Capcom fighters: X-Men, Marvel, Alpha,
etc. Still, this Is a fun game to play because of the cooHook-
ing chatacters and some neat features like guard reversals, roll
aways, air blocking and more. For a fighting veteran like
myself, it doesn't have as much impact being an older title
However, fans of the series will like it a lot more than the orig-
inal. Its definitely a fun game to play with great graphics but
it could use a few more ool options like Alpha had.

BEST FEATURE: NEW CHARACTERS
WORST FEATURE: SLUGGISH
TIME TO COMPLETE: MEDIUM

v o
ALSO TRY: PANZER GENERAL [*<9 ALSO TRY: ARCADE VERSION
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PANZER DRAGOON I1

SEGA OF AMERICA

=

CATEGORY: ACTION

BACK-UP: NONE

Sega’s follow-up to their popular Panzer Dragoon is finally

here, and the end result is quite impressive. First, you'll notice
that the graphics are simply amazing. There are multiple path- |8
ways that you can choose, and depending on your choice, the |8

dragon will vary. While the dragons look different, | found that

they aced much alike. The only difference was befween

Sl maneuverability and firepower. The levels are highly dinemat-

Panzer Dragoon Il is loaded with lots of tiny details to look

for, like the twitch of a dying enemy. This game is @ great

8 one:-shot. Even though there are multple paths and dragons, |

I couldn’t keep playing this one. Sega has done an outstanding

job with this game, but long-term playability is nol there.

4 Satum owners will rejoice when Panzer Dragoon Il hits the

stores. This is.a sequel that has gone through some major

Hl improvements and cn only be labeled as a lifle that pushes

] the envelope. Some key features include 360-degree rotation

FR] while doing battle and both running and fiying levels. The

a' most impressive feature depends on which path you choose

throughout the adventure—that determines the type of dragon

that will aid you in your quest. | was impressed with the clar-

ity of the graphics. One thing can be said for the game: Panzer

Dragoon Il is nothing you've ever experienced, both graphi-

B cally and in terms of gameplay. The only drawback is the
game took little time to finish

€120 ~eBs

HORMS

-
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AGE

c
CATEGORY: ACTION

' CHALLENGE: ADJUSTABLE

BACK-UP: NONE

Worms gave me some of the most fun I've had in a long time.
The gameplay is surprisingly simple, but it's easy to.lose
hours to this CD. Once you start you won't stop, espedally i
you compete against @ friend. This game proves you don't
P need fully rendered graphics if the gameplay is good. This
PR reminds me of an old Atari 2600 game where two turrets shot
al each other frying to destroy the other. Worms fakes that
BH theme several steps further by adding four worms to @ team
and a complement of weapons. The diversity of your arsenal,
combined with the near limitless number of levels, will win
this one a permanent spot in your collection. Rent Worms, and

I'm willing to bet that you'll buy it shortly after.

CATEGORY: ADVENTURE

CHALLENGE: ADJUSTABLE

BACK-UP: MEMORY CARD
Magic Carpet is a slightly puzzie-oriented shooter. The looks
of the game are spiffy, however lhe gameplay is repetitive. As
well, the levels really don't change except in what the com-
puter throws at you. | enjoyed being able to build a fortress,
R but this game would have benefited from being able to build
Bl other types of structures to use as well. The control of this

game is extremely unresponsive. There is liitle technique in

b4 the game other than using monsters such as griffins to your
advantage. Magic Carpet is unique, but the programmers
could have done a ot more with the idea. This game is not
exciting enough for my tastes. Game players should rent this
one before buying it

1
.

Worms is a little hard to describe, except that it is probably the i@

£ most fun you'll. haveiin a two-player game. The game looks

Bl very similar to Lemmings, except that there are two teams,

oth trying o eliminate the other with various methods of

] atiack, like Dragon Punches and guided missiles. Each team of

worms also has spedal abilities such as pneumatic. drills,

P bungee ropes and kamikaze attacks. Some games have great

graphics and control, but Worms doesn't need either because

the fun facior is @ 10+, With multiplayer ability of up to four

people, Worms is one of those games that is so unique, it

S doesn't fit into any ctegory—except innovative and incredibly
£=] addictive. Try this game!

e
The PlayStation is making a name for itself when it comes to
Bl porting over great games from both the arcade and the PC,
and Magic Garpet is no exception. This fitle has a ltle flight
sim, a little adtion, a little RP, and a little simulation wrapped
all in one. | was not only surprised at how smooth the game
ran, but how useful the exira buttons are on the PlayStation
controller when playing this title. As a whole, | was happy
with the overall control and the graphics, especially the differ-
ent textures used for the horizon. However, | also noticed a lot
of pixelation when moving in close to either objects or ene-
mies. Magic Carpet will make an excellent addition to any-
4 body’s library of PlayStation games.

This game really pushes the Saturn’s limits, boasting some of
the best graphics: ever seen on Sega’s 32-Bit powerhouse.
Panzer Dragoon Il truly makes the gamer feel as if he/sheis in
a surreal chaotic environment of beautiful skies and snowy
landscapes. The multipie paths gamers Gan choose through-
out the levels are great—each one having a bearing on how
the dragon will evolve. The animation of the enemies and the
dragon are done wonderfully, making it seem almost realistic.
However, the main downfall of Panzer Il is that it is somewnat
easy 10 beal. Overlooking the difficulty, Panzer Dragoon Il
= Zwei is a definite must-have for any Saturn owner. Check this
ja game out soon

Who would have thought that a game involving grenade-
; throwing worms would be so much fun? At first glance of
Worms, the average gamer would think that the graphics
aren’t impressive, which is somewhat trie. However, the
gameplay is phenomenal. The plaver has the ability to config-
Bl ure the game to his/her liking, adjusting names, energy, who

emas before the games are humorous and add to the fun atti-
tude of the game. The actual battles are an incorporation of
both strategy and a bit of imagination. Worms is a must-have
for Saturn owners.

game s a great combination of flight sim, adtion and adven-
ture. The graphics of Magic Carpet are a bit blocky when fly-

once leamed, you can find that it is easy {0 navigate through
iironment. Magic Carpet's interface is fast and easy
the gamer to choose spells quickly. Magic

M Carpet is a great game for the PlayStation owners looking for |

Il This is simply an awesome sequel. Visually the game is

Wl just a masterpiece. The scrolling and rotating effects add
a lot of gameplay that only Panzer has 1o offer. My one
complaintis that the game seems a bt easy. Thereis the
ability to build up your dragon and weapons, but it is
sort of tricky and really not needed. Understandably, the
tricky paths will give the game a lot of replay value, but
| wished the straight-and-narrow. path would yield
some extras as well. Still, with multiple dragons,
weapons and endings, it is sure {o keep you playing
The challenge may be a bit low, but there is a ton to see
and play. Everyone should try this one out!

BEST FEATURE: THE VISUALS

Even though simple, Worms is possibly the best two-player
game yet for the Saturn. The game prides itself on simplicity
in graphics. But instead of bringing only a half-developed tile,
it gives maybe what is the best of the year in this type of
genre. | really like the custom-built teams and the ability to
name your four worms, personalizing them to your liking,
Worms uses @ cean Lemmings look in the muitiple land-

A The title that originally appeared on the PC comes to the
Ll PlayStation-and upholds all of the traits that made ita winner
in the computer market. Magic Carpet has a highly unusual
story and is filled with action that many players used to stan-
dard home system style of action may find a bit confusing in
the beginning. But after a while of struggling to control the
view orientation and the aiming of your weapans, this fitle

scapes and charadters. This gives a great visual representation [Pl begins to grow on you. Whether you are balthng.agalnsl the
of the graphic death and wounding sequences of yours end [EYEN evil creatures Uat have infested the land or opposing wizards
the enemy’s womms. The use of items such as bungee cords, ENEl whose goal is the same as yours, Magic Campet has something

blowtorches and jackhammers make this one a must-have if

you have a Satum. A great way to blast that imitating friend
BEST FEATURE:  THEY GOT EYES

g »

ey
WORST FEATURE: QUICK TO BEAT ll:v WORST FEATURE: AI'S TOO GOOD

TIME TO COMPLETE: AN HOUR

¥18¢ TIME TO COMPLET]

ETERNITY

for everyone. I is the perfect title for players looking for an
unusual challenge in different drcumstances.

BEST FEATURE: GOOD CONTROL

WORST FEATURE: JUST PLAIN UNUSUA

TIME TO COMPLETE: MEDIUM

¥ o
ALSO TRY: PANZER DRAGOON ': ALSO TRY: WORMS-PC w8 ALSO TRY: MC-SATURN, PC
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What you've been waiting for.
True 360° movement in 3D.
30 gut-wrenching levels.

Robot enemies that learn your moves.

Descent is now on PlayStation™

And you’'re going down.

“Practically the definition of cool”

Game Players

“Can you say Vertigo?”

Next Generation

m

Developéed by BY GAMERS FOR GAMERS.” Plus, five new anarchy levels for link play.
s

Parallax

Software




NACO ARCADE CLASSICS »  LUCTENNE'S QUEST &
[ i NAMCER R

wiom scoxt

e
1246 1264

CATEGORY:
CHALLENGE: MODERATE
BACK-UP: NONE
The first in the Arcade Classics series, | eagerly looked forward
to playing the-old coin-ops from my youth. This game isa
must-have for anyone who used to wander the arcades of yes-
teryear. The coding is exadlly the same as the original, right
down to litlle glitches and tricks. All of the maze patters to
Pac-Man and Rally X are in. Namco has even built in a muse-
um of sorts 5o that you can learn about the past of each game.
L3 While nice {o look at a few times, most players will skip it
bl Graphics and gameplay? Exadlly the same. Personally, 'm a
Rally X' man myself- t's a lot of fun to play games that don’t

ACTION

. ERRTRE ] FRnas GAME GEAR

ARENA

PANASONIC

CATEGORY:

CHALLENGE: MODERATE

BACK-UP: BATTERY
While 'm pleased to see an actual RPG on the 3D0, the way
this game was presented really didn't impress me. The areas
are made up of three-dimensional polygons, making them
look overly pixelized. I don't like the rough look of this game.
‘The conversations between characters is via @ bland blue box
with harc-to-read lefters. Story is a large part of any game of
this type, and the plot of Lucienne’s Quest s far from original

H 1 had a hard time plaving this-game for extended periods of

time because of the graphics (the polygons gave me bad
headaches) and the interaction. Another peeve | hiad was the
access time that occurred whenever you try to search. Being a
hardcore RPG player, | was really disappointed with this one.

e

]
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CATEGORY: ACTION

CHALLENGE: ADJUSTABLE

BACK-UP: PASSWORD

games |ook decent, and their latest game, Arena, far outshines
many of the latest Genesis titles. This game reminds me a lot
of the older 16-Bit Shadowrun game with the way its per-

Y spective lies, as well @ the theme, Arena is an action-packed

three-fourth saoller that has you searching maze-like struc-
tures for items and exits. The gameplay is fairly solid. The only

ammunition is limited, it's better to avoid enemies altogether
The inherent weakness of the Game Gear’s sound capabilities
is apparent with the annoying sound of your shots. Games
like this should hold the Game Gear for some time.

g Namco has given gamers what they've always been
i asking for: old titles. This compilation CD includes six of
B Namco's dlassics induding greats such as Pac-Man,
i Galaga and Pole Position. As if the games weren't
[4] cnough, this Volume One includes a virtual museum
E that you can walk around to check out some memora-
bilias from the past. A lot of work was put into the mak-
ing, even down to the system startup for each arcade
board, induding ROM checks and screen placement.
Some of the younger players may not appreciate the
M title, but for the veteran gamers out there, this walk
down memory lane will be well worth the wait.

Lucienne’s Quest will be  treat for 300 owners because of the
lack of RPGs out for the system. The game has all the features

B that players are looking for including hit points, magic spells

and awiderange of items to collect. But fora game of this type
o hold my interest, overall graphics, playability and story line
are the deciding factor. It may have been the younger theme

1}
.

hat tumed me away, but the interface needs work and the |8

ameplay Was lacking the addictiveness of most RPGs that
I've played. 3DO owners should check out the title, but com-
pared lo ather RPGs on the market, Lucienne’s Quest fell short

of my expectations. This is another title that should be rented g

before bought to be on the safe side.

Arena is a typical action game where your main goal is to run
around and collect:an.arsenal of weapons in order to take out
as many enemies as possible. There's nothing special here
that we Haven't seen before on the Genesis, but thats the best
part. The graphics-:and gameplay in Arena comes dose to a
16-Bit title, You start the first level with a knife and a nomal
weapon. When searching through the levels, you will come
aaoss hidden items such as weapon power-ups, door keys
and occasionally a free guy from time fo time. What makes
Arena a great game (0 play is the simple fact that its overall
best characleristic is how fun itis to play. Game Gear owners
keep an eye out when this one hits the shelves.

Namea is synonymous with quality games, producing great
titles both in the-early years of gaming as well as today. One
would expect Namco Classics Volume One would live up to
Namco's standards, and they are right. The virtual museum is
a great idea, allowing a gamer to listen fo the various sound
effects, frames of animation and learn about Namco's history.
The thematic rooms of the corresponding games are @ nice
touch as well. Many of the games induded in this compilation
are tue dlassics, like Galaga and Pac-Man. Fans of fhe games
of yesteryear would enjoy the viriual museum and the games,
but others who are not familiar with the “dassics™ might not

Lucienne's Quest is typical of most RPCs when it comes fo the

& story line and batle interface. The graphics;of this game are

dlear but somewhat rough. The actual battle scenario of LQ s
unique in the fact that there could be an obstadle between you
and your enemy. You are given the chance to line yourself up

wilh the enemy and attempt to avoid the obstacle befareusing

your magic or regular attack. The text of Lucienne’s Quest is
written poorly, which really takes away from the realism of the
game. One nice feature of the game is the multiple camera
angles he gamer can choose when playing. Those RPG fans
who own a 3D0 might want to try Lucienne’s Quest, but don't
expedt an enthralling story line.

%

L
e

B There are fewer and fewer games being released for the Game

Gear, which makes it harder o find a good title worthy of rent-
ing or buying. Look no further because Arena is it. This {hree-
quarter perspective action game is not just another shallow
shooter. Arena consists of in-depth levels filled with many
moving platforms, teleporters and switches that move hinder-
ing obstades. The graphics are.surprisingly dean, and rival
some 16-Bit tiles. The control is great—a must for @ three-
quarter perspective game of this nature. Those looking for a
good Game Gear game must take a look at Arena. It is one of
the most impressive Game Gear titles | have seen in quite a

flashback and to allow younger gamers the opportunity
1o experience all the fun and excitement of these early
games. The included titles have all of the same features
as the originals, plus they have added additional video
excerpts of the original developers telling about the
game's development process. Everything considered,
Namco Classics Vol. One is a great addition to anyone’s
collection who couldn't pump enough quarters into the
machine 1o fill his or her need. Of all the classic pack-
ages out right now, this is the one to get if you own a
PlayStation. Experience the thrill all over again.

BEST FEATURE: FLASHBACK

S5 WORST FEATURE: ONLY FAIR AT BEST

TIME TO COMPLETE: MEDIUM
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ALSO TRY: WILLIAMS CLASSICS 1}8
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If an RPG is done right, it can be a fabulous addition to any-
one's collection. Lucienne's: Quest has many great features
such as an easy-{o-leam interface and plenty of story o accent
his classic-style RPG. Combat is simple: Choose the path and
the means of attack to bash the floads of opposition. Once you
are familiar with the controls, it is nothing for a player to zip
ight through multiple stages of combat in & matter of a few
minutes. There is, however, one troublesome area that | feel
should have been fixed. This is the excessively long intro story
that requires you to repeatedly press a button to continue just
to get to the main part of the game. If you can overlook this
flaw, LQ is a great title for the overlooked 3D0 RPG audience.

BEST FEATURE: A 3DO RPG

TIME TO COMPLETE: MEDIUM
ALSO TRY: RPG OF CHOICE
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‘The Contra-style portable game in which you are in control of g
a character ina three-fourth perspective brings players.a com-

great power-ups such as multiple weapons, health recharges
and pass keys lo keep play excitement high as the player
searches_through multiple levels filled with nasties in an
appropriately staged arena setting. Moving platforms,
switch-operated obstadles and teleporters can also be found in
the levels and are a lot of fun to try and figure out their secrels.
If you are constantly on the g0 and want a great fifle with the
equivalent power of a 16-Bit release in the paim of your hand,
e sure to pick up Arena. Game Gear game of the year in "962

BEST FEATURE: COMPLEXITY

WORST FEATURE: THE SMALL SCREEN

TIME TO COMPLETE: MEDIUM

]
Vo ALSO TRY: CONTRA GAMES
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Williams® Arcade's Greatest Hits™ ©1996 Witfiams Entertainment Inc. All rights reserved, Defenme‘lgw 1995 Defender® 11 61981, 1995; Joust®©1982, 1995; Robotron ® £1982,1995; Sinistar®©1382, 1995: Bubbles®
0'933. 1995 Williams Electronics Games, Inc. Al rights reserved. Will , Defender®, Robolron: 20848, Siistar® and Bubbles® are registered irademarks of Williams Elacironics Games Inc. Used under license
Licensed by Sony Computer Enlertainment Amafica for use with the PlayStation Gare Consc “PlayStation and the PlayStation logos are trademarks of Sany Computer Enfertainment Inc. Nintendo and the Super Nintendo
Entedainment System are reglstereﬂ trademarks of Nintendo of America Inc.& 1931 Nintendo of América Inc Sega and syega Genesis are radernarks of Sega Enterprises. Lid.
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Available now for the PlayStation™ game console

HARDBALL

in a league by itself.

“HardBall 5's wealth of stats and options will
deliver hours of fun”

Electronic Entertainment

“This year the action is better than ever?

Computer Gaming World

“The best baseball sim
currently available?”

Electronic Entertainment
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Not Delayed Dott ey Day? NP2 odie pue in W7
Y bay ovie Due

Nore Info on N6d Bulky Drive 3D Jedi Rnights Game
What's Up With The PlayStation2 D.P, To Nake Net Games

..Welcome once again to the one and only King of Qs for the latest installment of insider info from the dark underbelly of
gaming biz. Yours truly has cooked up some super dirt this month, with the behind-the-scenes scoop on new hardware,
software and a bulky drive or two. Without further delay, let's jump in and see what the Mann has uncovered...As previous-
ly published, look for Sega to bring out its new Saturn in the $200 range over in The Land of the Rising Sun, and although
they've officially commented to the contrary, the Q hears that a similar low-ball machine could hit these shores later this
year. I'm hearing that Sega is concerned about the reaction a new, lower price would have among Saturn’s earliest sup-
porters, but the shirts are eager to trump the PlayStation on the price issue ASAP...The Q-Mann hears that Sony is also
thinking lower price point for the Station—at least in Japan. The Q has also learned from reps on this side of the Pacific
who say that they're investigating the feasibility of matching a possible Sega price drop. Take it to the bank: If Sega slash-
es, so will Sony...

...You may have already heard about the delay of the Nintendo 64 in Japan. Q-Sources suggest Nintendo may be forced
to push back the release of the system here until at least Thanksgiving (Nov. 28). Why? Same problems—Nintendo still
may have trouble getting enough CPUs built in quantities needed to meet the demand for the Nintendo 64's U.S. launch.
Another reason for the delay was Nintendo of Japan's worries over software: The N64 wouldn't have had enough quality
titles ready for the April 23 launch date...After doing a bit of digging, it seems like one of the N64 bulky disk drive’s main
purposes is to allow you to upgrade N64 cartridge games. The company envisions enhancement discs that will let you
take a game such as Madden and then update the cartridge with new team rosters and player stats. Other possibilities
include adding new levels for Ultra Doom or introducing original characters and moves to fighting games. Although the
original cartridge might cost $70-80, update disks would clock in at a more affordable $20-25. The possibilities are end-
less...The Nintendo/Netscape deal that the Q exclusively revealed several months ago may also make software purchases
on the N64 easier and cheaper than ever before! Not only would this rumored peripheral enable N64 users to download
software demos, but patches and entire games as well via the Internet! Getting the Internet and N64 to co-exist is the cur-
rent dilemma facing the two companies, but sources indicate that such a device is on the horizon...

...In an exclusive PlayStation 2 update, the Q stumbled upon a mention of the PlayStation 2 in one of Sony’s home elec-
tronics catalogs. The pub described PlayStation 2 as a 64-Bit machine with more RAM and a tentative release date of fall
of 1997. Thanks to some clever foresight on Sony’s part, the new machine will play existing PlayStation software and ring
up registers to the tune of $299-399...Sony has made no secret that it's entering the PC hardware market. What officials
haven't told you is that Sony PCs may allow you to play PlayStation games. Officials haven't decided for sure if they will
offer this feature yet, but they are talking about it...In Japan, Sony has a Web browser add-on for the PlayStation that,
unfortunately, the company currently does not plan to release in the U.S. The Q hears that the company wants to stay
focused on its core business and only release peripherals that will gain widespread publisher and consumer support...
Sony does have a proprietary Web browser called the Sony Station coming to the U.S. that will interface with your TV and
allow full access to the Internet and special areas accessible exclusively through the device. Viacom is also working on a
similar device that will allow you to connect to the Internet from your living room...

...In other news, one title that won't see the light of day on the Saturn is Eternal Champions. You may have noticed it on
the back of the Saturn box, but the Q hears that Sega simply wanted to focus on the Virtua Fighter series...Watch for the
Saturn rev of Virtua Fighter 3 coming this fall and possibly as part of a new hardware bundle for the holidays...Killer
Instinct 2 is not coming to the Nintendo 64 according to my sources, because it reportedly doesn't take advantage of ALL
of the N64's capabilities. While both KI2 and DKC3 will appear on the Super NES come November, a new Killer Instinct
adventure with more depth and even better play mechanics is currently in development for the N64...Williams isn't plan-
ning on using actors for Mortal Kombat |V because it won't be a 2-D fighter. It will be a motion-captured 3-D rendered
game. Williams will use the same techniques it did with War Gods, capturing the skeletal structures of actors via motion
capture, but then add different texture-mapped skins and faces to create the characters...

..As you know, the Master of Q is your primary source for Mortal Kombat news. My latest delivery? Mortal Kombat 2: The
Movie will be coming out in 1997. Don't be surprised if one of the more Cagey characters from the series gets eliminated
in the next MK big-screen adventure...A Star Wars fighting game starring the Jedi Knights is coming out exclusively for the
PlayStation this fall from LucasArts. It is being developed much like a 3-D Toshinden-style fighting game using lightsabers
and other futuristic weapons. However, LucasArts hints the game has more up its sleeves than most gamers will
expect...Digital Pictures is shifting gears to focus on creating Internet games over console titles. It's doing a two-player
version of Quarterback Attack that you play over the 'net, with some fantasy league overtones that let you trade players
with other competitors online. Look for Digital Pictures to possibly undergo a name change in the coming months as well...

...That sums it up for this month's chapter of the Gossip Files. Be sure to check out the latest news and behind-the-scenes
info updated every day on the NUKE InterNETWORK and don't forget to join the rest of the EGM staff for special show
previews and live broadcasts, including the first movies and pictures of the hottest games from the floor of the E* show in
Los Angeles May 10-17. Check in at http://www.nuke.com for access to scoops, downloads and more as well as a chance

to win some great gaming prizes!...Until next time, | remain...
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JUST BECAUSE YOU

VE TO GO TO YOUR ROOM
DOESN'T MEAN YOU HAVE TO STAY THERE.
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MAKES THE
BLG MOVE

Yes, it's true. Terry is moving!
But fear not, loyal trickfans. The
Trickman is still staying in the
general vicinity of his work-
place...that is, if he can find a
place to live. Trickman Terry
and his wife decided to move
into a larger place, but as of
yet, the couple still has to find
one. Therein lies the problem.
The Trickmeister needs to find
a place to live before their lease
runs out, and unfortunately, it's
pretty soon! Terry isn't too fond
of the idea of living in his car.
Right now, he needs all the
help he can get. Believe it or
not, you can do so by sending
in your most awesome tricks,
codes, cheats and FAQs to:

Tricks of the Trade
c/o Sendai Publishing Group
1920 Highland Avenue, #222
Lombard, IL 60148
or send e-mail to:
egmtriks@mcs.com

With the help of his loyal
fans, Trickman Terry will have
the time to look for that perfect
place that only he can call
“home.” Send in your newest
and best stuff. If your trick is
chosen, you'll get your name
printed in this awesome maga-
zine and we'll also send you a
FREE game for the system* of
your choice! Make sure if you
send e-mail that you include
your real name, address, cily,
state and zijp code.

BT
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132
Enter password Delete
Wemory Cord manogement

Camern sway DI

Options

3il, choose the
Enter Password Option.

At the Title Screen,
access Options and press
START. Move down to the
Enter Password Option and
choose it. On the Password
Entry Screen, put in the let-
ters, GOLVL and the num-
ber of the level you want to
access. The levels go up to
34, and 35 is the ending
cinema. Don't access 35 if
you do not want to see the
ending of the game. After
entering the password,
move down and choose

From the Title Screen,
access the Options.

QHEAT‘ SHEEY:
~ Level Select
 Choose the Options

Put in GOLVL and the number
of the level you want to play.

When you begin your game,
you'll warp to that level!
Accept. The screen will say,
“Cheats Activated.”
Greg Krykewycz
Langhorne, PA

1
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GCORE BLG WITH A CONTROLLER
FROM INTERACT ACCESSORTES
AND EGM! Everyone who sends in tricks to the Trickman has

a chance to win the Interact accessory of his or
her choice for one of the following systems: PlayStation, Saturn, 3DO, Super
NES, Genesis, Game Boy or Game Gear! If you send in a great trick, you'll
be eligible to win our TRICK OF THE MONTH sweepstakes! If you win, you'll
score your name in print, the Interact Accessories controller and a free game
for the (allowable) system of your choice! Contests like this are only found in
the Biggest and Best Video Game Mag, Electronic Gaming Monthiy!
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The longest wait is the one for death. b

 The biggest Mortal yet is coming ,toéﬁg Sat
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By changing the system
date on the Saturn, you
can have different title
screens for Clockwork
Knight 2. (12/25=
Clockwork Christmas, 1/1=
Happy New Year and
2/14=Valentines Day, efc.)
See if you can find more!

Matt Kennedy
Clifton Park, NY

™,

“g\w
148 sae:?”\miw'sse‘s_ LTD.41884. 1948
Different system dates give
different Title Screens!

Begin a game and press
START to pause. Now
select Options from the
menu, and while you're
on this screen, enter the
following codes for some
cool results:

Invisible Walls:

BBBZAAAZ

Curve Ball: ZABZBB

Super Power:

ZAZZZZZ777

Super Goalie:

AAAAAZZZZZ

Super Offense: AAAAAZB

Super Defense: ZZZZZBZ

Shootout: AZABAZ

Stupid Team: AZBAZB

Dream Team: AAZZBBAA

Jeff Desgagne

Ont., CANADA
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CHERY SHEET:
Golden Mega Man

Important Note: To
find the capsule with
the enhanced, golden

From the Title Screen, go
to the Password Option and
enter:

2357

5633

6462

7738
Now, you will begin on the
first stage of Dr. Doppler's lab
with all of the necessary
items. Now, just refer to the
pictures on the right and their
descriptions to get the secret
chip enhancement that also
gives you golden armor!
Kevin Mitchum; Tinker A.FB., 0K

SYSTEM: Genesis, Super NES

CHIAY SHEET:
Access Nine More
Fraternity Teams

On the Title Screen,

At the Title Screen, press
UP, DOWN, LEFT, RIGHT,
UP, DOWN, LEFT, RIGHT.
Now choose a type of game
from the Main Options Menu

SYSTEM: Super

From the Password Screen,
enter the code as shown.

Defeat the mid-Boss and get
to the edge as shown.

==
An opening in the wall will
reveal Dr. Light's capsule.

When you get to the Player
Selection Screen, move
down the list to get the new
fraternity teams: Sigma Mu,
Sigma Chi, Phi Kappa
Alpha, Sigma Epsilon,
Daytona Beach, Lambda
Chi Alpha, Kappa Sigma,
Palm Springs and S.A.E.
Mike Brewer Jr.; Savannah, GA

WEADTO-RERT

Seleer 1 Select

On the Player Selection Screen,
you'll have more teams!

You'll start at the beginning
of Dr. Doppler’s lab.

§ Go across and slide llnn
while hugging the left wall.

F - i
Enter and get the gold armor
that enhances your power!

PUBLISHER: Rcclaim

At the Title Screen, press the
correct sequence on the pad.

JEAD-TORER

Select
Team One.

Select
am
nnsanEHUSETES
RIERTGRN

£ &
on¥roiin BEACK NICHIGAD STATE
h REnGS CRISS0uRL"

TEAM SELECT

Both the Genesis and Super NES
can do this awesome trick!




Parents yell at you.

Teachers yell at you.

But when 10,000 rock 'n' roll fans yell at you,
you'll probably pay attention.

| When you play Quest for Fame, keeping up with the rock band Aerosmith is

a little more . ;o .
) i only part of the challenge. You've got to jam your way out of your bedroom and
se from our

onto their world tour. But you don't need a guitar, because the Virtual Pick
f n 8" can be used on just about anything. Look, it’s rock 0 roll, it’s fun and it’s
gam es | something that could drive your folks nuts. What more do you want? (%?Chcck

| it out on the Internet at hitp://www.cdrom.ibm.com Or visit your local

dept. | P .
| soltware retailer.

IBM is a registered trademark of Iniernational Business Machines Corporation. © 1996 IBM Comporation. All right



Turn off Rear

View Mirror:

During a race, press
START to pause while in
the internal view. Now hold
the Triangle button and
press L1 or R1 to toggle
the mirror on and off.
Exterior View (zoom in
and out):

If you like racing with the
behind the car view, then
press START to pause
while in the external view.
Now hold the Triangle but-
ton and press L1 and R1 to
zoom in and out.

Spinning Contest Mode:
When you are in the Race
Selection Screen, choose a
Time Trial race on any diffi-
culty level. After you press
the START button to begin
a race, press and hold the
Acceleration and Brake
buttons immediately. You
will notice something differ-
ent at the first hard right
turn. Spin out and try to get
a high score.

Dylan Urquidi
Las Vegas, NV

At the Press Start
Screen press the following:
UP, UP, DOWN, DOWN,
LEFT, RIGHT, LEFT,
RIGHT, B, A. You should
hear a tone if it worked. Go
into Options to see a new
level.

Larry Gray Jr.
Jamaica, NY
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SYSTEM:

CHERY SHEETY:
Tons of Cheats
and More

I i = e e

Debug Info Toggle: LEFT,

Square button four times, UP,

Triangle three times, RIGHT,
Circle, DOWN, X, L2, R2
Overhead Camera: LEFT,

Square button four times, UP,

Triangle three times, RIGHT,
Circle, DOWN, X, UP,
DOWN, LEFT, RIGHT.
Long Camera Views: LEFT,

Square button four times, UP,

Triangle three times, RIGHT,
Circle, DOWN, X, X, X, X,
Circle, X, X, X.

Mission Complete: LEFT,

Square button four times, UP,

Both of these codes are to
be done at the Today’s
Match-up Screen. For Power

~ ~<Even Moy

While piaying, open the lid of the PS.
You can play your own music CDs!

After deing the CD trick, go back to
the Credits to see the programmers.

Do one of the codes to end the
mission and go to the next!

Now you can play with an
overhead perspective.

Triangle three times, RIGHT,
Circle, DOWN, X, Triangle,
Triangle, Triangle, DOWN,
DOWN, DOWN.
Enable Ground Crash:
LEFT, Square button four
times, UP, Triangle three
times, RIGHT, Circle,
DOWN, X, Square, X, X,

The Ground Crash code may not
Square.

be heipful, but it's more realistic

seconds and then press a
button. You can now dunk
from half court! For a whirl-
wind throughout the game,
rotate the pad clockwise
continuously for about five
seconds and then press a
button. Now, knock down
your opponents with ease!
Brad Vrba; Morristown, TN

At the Today's Match-up
Screen, do either trick.

Dunks, press UP and DOWN

continuously for about five S5 S WO, yau S

an unstoppable player!

&
Go a little past hall court
and then Power Dunk it in!



UBLISHER: Interplay

This rather amusing trick is  RIGHT, RIGHT, LEFT, DOWN, DOWN,
done by pressing the START  UP, TRIANGLE, CIRCLE. The word,
button to pause, just as soon “Health” will appear. While you are still
as you are killed, and paused, press any of the buttons
become a heap of flesh. (Square, Circle, Triangle or X) to
Once you do this, do the regain your health. Now, unpause the
health trick (EGM #80) which game and you will be amazed to see
is: Hold the L1 and L2 but- that you are a moving, bloody mess!
tons for 10 seconds. While You can only use your bombs, and no
still holding these, press guns, doors, etc. can be accessed.
Kenzo Otsuji; Torrance, CA

CHERY SHEEY:
Pl H
“bfFlesh

BATMAN  FOREVER

T, . Batman and Robin in the
This trick has no real advantage other ultimate battle for Gotham City...

than it is hilarious to see. The only way the graphics alone
out of this mess Is to restart the game. E 3
will blow your PC to bitsl

After the game loads, you ~ DOWN all at the same time through-
will see a bonus stage from out the entire bonus round. A laser will
the game, Galaga 88. shoot all of the aliens for a flawless
Press and hold: 40-shot score. Now all of your cars in
L1+R1+Triangle+SELECT+  Ridge Racer Rev. are miniature-sized!

Dantes Reyes; Cornelius, OR

CHERY SHEET:
Mini Cars Trick
5% Inthe shootes, hold
buttons L1, R1,

DOS CD-ROM

= £

Do the trick to get a flawless 40-point

© ® Aaim

score on the shooter, and you will be
able to play as mini cars in the game!




For a very strange trick,
begin a two-player game
and have one of the play-
ers choose Lex Luger.
Begin a normal match and
have Lex Luger climb the
corner turnbuckle and
stand on the top rope.
Now, simply press the but-
ton you designated to be
the “Block” button and the
crowd will cheer, plus
MacMahon will say a few
things too.

Tommy Wang
Cerritos, CA

This strange trick (glitch?)
will get the crowd going.

Want a real challenge?
Here’s your chance to play
the last mission of this
great game. Enter the
password, BABIRUSA at
the Password Screen and
press end to skip ahead to
the final mission.

Rai Pandudita
Los Angeles, CA

46 E3M

This code will make the
wall in front of you disappear
for about 20 seconds. Pause
the game and press R but-
ton, L button, B, B, B, R but-
ton, L button, UP. The wall
will disappear in front of you.
Unpause the game to see
the results of the code.

via the internet

 CHERY SHEEY:
Vanishing Wall Trick

; Pause and press R, L,

IB.I,B.MII’M
=5 I wal in front of you
= will disappesr, leav-
iHlmlltlpaMu
= wutente

SYSTEM:

CHERY SHEEY:
Unlimited Continues

%275 After you die and
I have zero credits left,
press and hold
i I'Iuwmdm
LI:III While holding these,

511 press START. You wil
uinmﬁumm
I yes each time you

PlayStation

After you die, and the
countdown has started, and
you have no credits left (con-
tinue 0), hold the Triangle

Level 4: SEDATION

Level 5: VERYNICE

Invulnerability: PILCHARD

Level Select: KRISTIAN
3D0

Level 1: SOFTCELL

Level 2: LOVESHAK

Level 3: STIRITUP

Level 4: LIVEAID

Level 5: PLECTRUM

CHEAY SHEET:
Level Passwords,
hvulncrahlllty, Etc.

ENtEY P
KEFS

Here are level passwords
and more for this game:
PlayStation
Level 2: AFLEAPIT

Level 3: TEASPOON On the PlayStation version,

you can de a level select, etc.

Do the code and the wall vanishes!

PUBLISHER: T-HQ

and SELECT buttons and

press START for five contin-

ues each time you do this!
Robert cnemgomwuu

,nsthi:l'nw:niSﬂECT
together and press STARL

LsVEard
On lhBPaswurn Scren,

enter a level code for 3D0.

You'll never get hit by an enemy
again with invuinerability!




Gulf 2: Oil Dispute
Level 1:
JPL4RNCF236FSQ2
Level 2:
JPRKRNCGH36FRDA
Level 3:
JB1KRND2B36F0DQ
Level 4:
JAN4RNDSK36FUII
South China Seas
Level 1:
JB34RND5866FTK2
Level 2:
JAI4RND5K66FS41
Level 3:
JDBKRND7A66FR5I

End: JA943NDOUB6F 1NI

Get A Grtp On Reality!

AN YETER IR Az e
i 1'JL')£'rfx‘n Y

T
&

SYSYEM: Saturn PUBLISHER: Acclaim
CHERY SHEET:
Secret Cheat Switches

'

A new option apem's under
the Main Menu...Switches!

At the opening cinemas,
enter the code quickly.

This trick will allow you to
turn on various enhance-
ment switches in the game.
To do this, wait for the open-
ing cinemas to appear. As
soon as you see them,
quickly press DOWN, UP, the Title Screen to the Main
LEFT, LEFT, A, RIGHT, Menu. You will see a new
DOWN, B, Y, C. Now go past  option called “Switches.”

One-hit wins, the Toasty Man
and constant acid are all here!

Turn on a variety of
self-explanatory switches.

Experiment with them for
various results.
-via the Internet

80~ B IMIC T “ BRERRAIL

Get The Perdmer Turbo Wheel And Steer
Clear Of Others Costing Hundreds More.

/ The Perdmer Turbo Wheel puts you in the middle of the racing
/ action. You get 50 degree rotation. Arcade style control.
pivoting mechonism. Direct game port connection.
At $89.95 (or less), there’s no better value for your PC, Sega
Genesis or 300 platforms. And there’s no other “wheel”
- controller for the Sony PlayStation or Nintendo Super NES.
The PC version even includes the MegaRacer (D ROM, o
y A 529.95 valve, yours free! So get real. Get the Perdmer
Torbo Wheel. Exclusively distributed - ———
worldwide by SCET International, Inc.
. and available ot Babbage's,
o Software Etc., Electronic  +
Boutique and other fine
refailers. Or call the SCET oo
hotline ot 1-800-408-4084.

What'’s Next In Multimedia Excitement!




All The Brutality, Carnage And Senseless Violence Of Darkstalkers.



: Only Darker.

Just when you thought the Darkstalkers hod reached their ulfimate evil, they're back with a chilling twist. Night Warriors ™ fectures new secret moves, mutii-hit combos,
dazzling animation and even shadier characters in the year's most eagerly anticipated release. Now, you'l have a terrifying encounfer wih 10 of your freacherous favorites
while bating for your fe with new or previously unplayable characters. So get ready fo defend yourself against o world of deadly powers. You might survive fo see the ligh.

RS

™

CAPCOM

© CAPCOM CO., LID. 1996 © CAPCOM LLS.A., INC. 1996. ALL RIGHTS RESERVED. Night Warriors is a trademark of CAPCOM CO., LTD. CAPCOM is a registered trademark of CAPCOM (0., LTD. Sega and Sesa Saturn
are trademarks of Sega Enterprises, Ltd. This official seal is your assurance that this product meets the highest quality standards of Sega Saturn™ System. Visit CAPCOM's web-site www.capcoment.com
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lith the emergence of the whopping 8-bit Nintendo
system, games were becoming more lex and more
exfpensive than e : i ately and effec-

were just a fad destined to go the we the_ hula-hoop, i a it like it is and hi
troll dolls and mi vored milksha genuine of hardcore gai
In vintage form, hrugged off the The ing'thé best video game
loomy forecasts, d the torpedoes s0 called gazine Harris first
d breathed life into epic Gaming what EGM continu
e i ] Throughout all )
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es and upcoming
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glvmg cursory coverage of what games were about But they are today. You'll also learn some
that about experienced gamers.. .those who wanted m nuggets of truth about EGM that yo

0 our magazine or have
, we believe you'll find this
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The birth of EGM,
and a black day
s for companies
who were profiting from releasing
games that looked great on the
box but didn’t match the style with
gameplaying substance.

The industry was in the throes of a
growing battle between the reigning
systems at the time: the venerable
Nintendo Entertainment System and
the short-lived Sega Master System. By
its second issue, EGM gave readers an
exclusive glimpse into the future with a
blowout comparison of the TurboGrafx-
16, Sega Genesis, Super Famicom and

Nintendo's enigmatic Game Boy.

EGM broke stories on the Konix
Multi-System (which hit the market
DOA), Super Mario Bros. 3 from Japan
for the Famicom and was the first U.S.
publication to unveil the final design of
the Super Famicom (which would
change again in the future by losing the
fluorescent buttons that graced the con-
trollers on the original design.)

Remember the FM-Towns? Neither
does anyone else, but hey, we gave a
good look at this system back in EGM
#4. Kitschy sure, but the '90s is when
the true renaissance of video gaming
really began...

The Videg Game Warss

e New Contender

The decade

started off

with EGM’s
1990 Video Game Buyer’s Guide,
which heralded cutting-edge games
such as Ghouls & Ghosts and
Legendary Axe.

The real excitement was to come
e in EGM #6. Besides having the
Mega Play #1 bound in, it also fea-
tured a picture of Ed Semrad when
he had a head of hairl Now that's a
collector’s issue. EGM was always
there to give you information on alf
the game systems—those that
thrived and those that disintegrated
into so much silicon dust. Take the
SuperGrafx...please. This system
(EGM #8, p.52) actually boasted
cool features, but with only about
six games available, who cared?

Strategy guides came into vogue
in 1990. Issues #10 and #11 fea-
tured Phantasy Star Il (still one of
the coolest and longest running
RPG series even today)!

The incredible life cycle of the
NES was coming to a close.
Gamers began looking toward the
next-generation gaming platforms.
EGM was the first mag to include
comprehensive specs on the Super
Famicom (NES) in EGM #12, p.28.

As the first year of the new
decade came to a close, EGM
examined such curiosities as the
Game Boy to NES adapter and
a portable NES from BDL. At the
time, Nintendo vehemently disap-
proved of the concepts behind
both of these devices, although
time would eventually change the
company'’s thinking in the spring
of '94 when the Super Game Boy
showed up.

ST T———
ELECTRONIC
GCAMING




IN THE BEGINNING... @

there was EGM, and yeah, there
were some others, but we're not
going to waste space on them.
Although new readers are probably
unaware, did you know that EGM
#74 wasn't the first time we did pre-
views of comput-

but we're glad that he delivers it
exclusively to EGM.

An interesting note for trivia buffs:
There wasn't a Review Crew in
EGMss first issue. The review team
(Steve Harris, Ed Semrad, Donn
Nauert and Jim

er games? The Alee) didn’t
early EGM used o ALL ASOUT begin their task
to cover games -f ELECTRONIC SSHTENDE: of reviewing
SEGA -ATARI
for the GAM]NG VIDEO GAMES the best and
Commodore 64, worst console
Amiga, Atari I MONTHLY 4 games until the
7800 and IBM SN RS second issue
PCs. After the NINTENDO PREVEW One of the
market started best, yet most
swelling from the challenging,

NES and Master
System, EGM
took on a more
definitive role
in covering these
systems, leaving
the computer
games to a
fledgling maga-
zine from Sendai
targeting com-
puter entertain-
ment software
called Computer Game Review.
From the earliest days of EGM,
Quartermann was the magazine's
staple column. From year to year,
his scoops on big stories and
insights into the industry have been
a source of great reading every
month, both for industry bigwigs
and the average person who just
loves games. We don’t know
how he gets this information,

EGM Featured

HE NATlONAL ENOU1RER

sections in the
early EGM was
called Game
Over. For read-
ers who truly
wanted to see
the endings to
the hottest
games, but
couldn’t quite
master them,
this was the
place

to go. Some hot game endings
even appeared before the U.S
versions were released (like Super
Mario World).

EGM's look has changed over
the years but the substance has
remained the same: comprehensive
game coverage. This is what EGM
has strived for since the beginning
and will continue to supply well into
the future.

s

Desg

ublOlO at the s

[\

No, it's not a Mart.\an invasion. Just a group s‘not of
the Sendai staff way back in 1991 Try not to laugh.

te what you may

he Nation
ind a nO" / uo mpl

hanging out at U‘s

i ‘“e"w about Sendal

This year alone was
enough for most
*‘ -“ people to realize that

video games were here to stay! It
began with full EGM coverage of Atari's
secret development of a new system
code-named the “Panther.” While the
new mega-machine from Atari
promised the power necessary to
compete against the Genesis and
Neo*Geo, with expanded graphics
capabilities and color palettes, the
completed console was eventually
scrapped for the Jaguar.

Every arcade hound nearly died
when we printed our pictures of Street
Fighter Il for the arcade. It seems like
only yesterday.

EGM #22 had the first look at Sonic
the Hedgehog and a way-off artist's
rendition of the Super NES (see below).
While most of EGM's artist’s renditions
have been uncannily accurate, this one
was thankfully wrong.

Probably the biggest news was the
decision by Sony (EGM #25, p. 38)
to go ahead and produce a machine
called the PlayStation, even though
Nintendo backed out of the deal. It was
a decision that would forever change
the video game landscape.

think abo'.. those b
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This was, without a
doubt, the year of Street
- Fighter II. In nearly every

issue there were more mentions of this
game than anything else, and for good
reason: SF2 took the whole world by storm
and completely changed everyone's idea
of what made a good game.

It would have taken a miracle for another
game to get such extensive coverage, but
it happened with Sonic the Hedgehog 2,
the sequel that took Sega to The Next
Level. We did an expansive preview in
the August, 1992 issue (EGM #37) for
the Genesis and followed up with the
most complete Sonic coverage in the
next couple issues, including EGM #38
which showed off the excellent Game
Gear version. EGM knew from the start
that Sonic and SF2 were going to
become key franchises in the game
biz, and we had the first and best info.

In hardware-related news, we discussed
Sega adding lock-out circuitry to the
Mega Drive and Genesis to keep foreign
games from working on U.S. systems, plus

the first hands-on test of the U.S.
Sega CD in the February 1992 issue
(EGM #31). The big news for Super
NES owners was the introduction of
the Super FX Chip (EGM #40, p.48)
and Capcom's all-new 16-Meg
design for the home version

Street Fighter Il (EGM #33, p. 42),
complete with the first home pictures
of the game.

Speaking of SF2: We revealed to
the world the coolest trick that
everyone wanted to know—how to
play character vs. character, shown
in the August 1992 issue. But that's
not all. In the December issue, which
featured a snazzy hologram on the
cover, there was a story on what
we'd like to see in SF3. The story
was ahead of its time, but still made
for good reading.

The year came to a celebrated end
with the biggest issue of EGM ever—a
huge 292 pages. That was impressive,
but in subsequent years EGM would
eclipse even this record.




ED SEMRAD, MAY 1993. IN RESPONSE TO THE
BASHING HE RECEIVES ON HIS COMPANY VISITS.

i Sorry, but we couldn't August issue, but dropped
seem to get away from it when the games looked
—" = = SF2: It was every- pretty poor and people
where! We showed you SF2:CE from the  started to wonder about the
arcades in January, a special comic book  side effects of VR.
in April and SF2:CE for the home sys- Probably the biggest
tems in the May issue. news of all was our 50th i
It was a dry year for new systems until  issue. You got to read all 3 " QUR HONE
the 3DO was released in early October, about a typical day at EGM, ; < -
throwing the market into the byeginnings along with candid };hoto 2 OPIN IONS-
of a 32-Bit frenzy. Although impressive, a  shots of the staff. With over
steep $700 hit on the wallet left many 10,000 pages to their credit, The Rarest Of Them All!
units sitting on store shelves. the staff of EGM continues
In other hardware news, Sega to lead the league in video
announced their VR system in the game information.

The issue on the right has an actual
cover that was produced only for the
mags going to the year’s CES show.

EGM #8 EGM #8
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Welcome to the
19 Year of The Fighting

Games! If it wasn't
another version of SF2l, then it was
Mortal Kombat or Virtua Fighter.
Consumers certainly told the compa-
nies what they wanted, and the game
makers were happy to oblige.

In the January issue, which was one
of the best-selling EGM's of all ime, we
showed eight pages of moves and
fatalities for Mortal Kombat Il that no
one else had ever seen before! As well,
more news was uncovered in the
March issue (EGM #56), showing a
number of updates that Midway made
to the game. As if that wasn’t enough,
there was an issue that focused on
fighting games (EGM #58).

When it rains, it pours. The July 1994
issue (EGM #60) totally rocked the
newsstands with home game stories:
four major pages on Capcom’s Super
Street Fighter Il, Midway's Mortal
Kombat Il and Sega’s early Virtua
Fighter for the Saturn. Needless to say,
this issue didn't gather dust on news-
stand shelves.

Not surprisingly, other events also
helped shape the direction that the
industry was heading in 1994. The
Saturn was unveiled to the U.S. at the
Winter CES and our feature appeared
in the March 1994 (EGM #56). We also
showed the final casing of the system
and even had some screenshots that
displayed the horsepower of Sega’s
next-gen entry.

Not to be outdone, Sony held a press
conference for the Japanese media on
May 10, 1994. Although they released
some information, it was nothing EGM

ED SEMRAD, AUGUST 1994. REFERRING T0
CAPCOM'S REPEATED REHASHES OF SFIL

readers didn't already know. However,
we did get a glimpse of what the Sony
engineers had in store for us with pic-
tures of the system and controller, plus
a chart of games scheduled for release.
If you have the July 1994 issue (EGM
#60), take a look at that listing; it's
interesting to see how many of these
games never made it past the develop-
ment stages.

The price of paper skyrocketed after
EGM single-handedly wiped out the
northern forests with an end-of-the-year
special issue that has yet to be
forgotten. Making history
with a move that no
other video game
magazine had ever
tried before,

EGMs 65th issue
was a whopping O layer
402 pages, big-

ger than a one wi
Brand Names
catalog and a

lot more inter-
esting for sure.
The SF2 phenom-
enon was begin-
ning to die down
with a low-key preview
of the final SF2 game to
be released for home systems

(Super SF2 Turbo for the 3D0O), and
X-Men for the Super NES made the
cover. The response of the issue was
overwhelming, but it took many hours
of hard work from the largest staff of
professional gaming reporters and writ-
ers in the business—something that
makes EGM, and especially this issue,
unique in the category.

a few games

LGN

-

Sega surprised everyone
with an early launch...

235

is not & person who "as to
have every sequel that
comes out.

With the release of
the Sega Saturn and
Sony PlayStation,
this was the year that rocked the video
game world. Just as Sega has attempt-
ed to impact Nintendo’s dominance in
the gaming business, Sony arrived with
strong industry buzz and a loyal follow-
ing before the first unit even hit the
streets. While the Saturn and
PlayStation provided a new level of
visual and audio entertainment, other
units such as the Virtual Boy from

No Nintendo also made it into
More Street
Figh efILO' Ir goal is to

the commentary of

EGMin 1995.
While technical-
ly inferior to the

P the ‘aw Saturn and
take the ‘a e.age Station, the
into consideration. The visually
impressive
ho already has an SFII  and totally
Turbo. This player only buys \“ﬁ?lﬂifaoy
na year and waspio-
viewed in the

January issue
to be followed
with the Pippin
rumors in March.
Things got even more
exciting when Sega
changed gears on everyone and
decided to unload their high cost early
Saturns mid-year in an effort to
leapfrog Sony (although the move con-
sequently angered many retailers who
were frozen out during this initial sales
period). With the PlayStation launch on
target in September and fantastic reac-
tion to the unit and games it plays, we
entered into 1996 with smiles on our
faces and more surprises just around
the corner...

-.leaving the PS to play
a game of catch-up.
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Okay, so we're only

five months into 1996,

but quite a lot has
happened, especially in Nintendo’s
world. In January, we previewed the
Nintendo 64: 12 pages, to be exact. You
got a look at the first games as well as
the N64's unique controller. If that wasn't
enough, we followed it up with a whop-
ping 18 pages of even more pictures
and screen shots in February. We also
reported that major Sony licensees were
considering developing Saturn titles.
3DO owners weren't ignored as we
featured an incredible M2 upgrade.

EGM #80 (March 1996) was our
Fighting Game Special, which included
everything you wanted to know about
upcoming fighting games. EGM also
reported Atari's decision to pull the plug
on the Jaguar and Jaguar CD. And
Goldstar became another industry casu-
alty when it decided to stop production
of their 3DO unit. We also included
expansive coverage of CES in Vegas.
The April edition verified news that

everyone expected—that Nintendo was
planning to delay the U.S. launch of the

BTG

S

N64 until September 30 instead of the
previously hinted April.

Psygnosis confirmed the good news
that they would be porting over some of
their best PlayStation games to the
Saturn. Why not have everybody play-
ing Derby and WipeOut, right boys?

Finally, we featured the first look at
Capcom’s awesome new fighter Street
Fighter Alpha 2, complete with four
pages of pictures, moves, and artwork.

Where are we going from here?
Expect EGM to continue its tradition of
delivering news first in the coming
months, including Internet connectivity

and online game downloading for your
consoles, greater software consolidation
between hardware platforms and, best
of all, lower prices and better games.
Also look for great new games for the
PlayStation and Saturn as programmers
become more familiar with the plat-
forms. And with N64 and M2 on the
way, the rest of 1996 is going to be
eventful. Yes, it's an exciting time in the
video game biz, and we're glad you're
with EGM in the forefront of this revolu-
tionary era. Where the games go, we’'ll
be there first—and we hope you come
along for the ride.

THE FUTURE OF
ELECTRONIC GAMING MONTHLY

What's in store for EGM? Everything that the gaming industry has
to offer! 1996 and beyond has many exciting developments in
store for all of us, and with online expansion, new hardware plat-
forms and the best games the planet has ever seen, you can bet

that we'll be there first—and we hope you come along for the ride.

o
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REST IN PEACE.




If you aren't, your
next prayer may e swallowed
in a gore-choked scream.
Because Baron Dark's
got a hone-to-pick with
the human race. And
| s up to youto
- * annihilate his evil
<~ lightstar Crystal and rip

4 A apart his legion of
R 'RE AL y

: \%\\ ‘ r Fi S Skeleton Warriors™

P hurtling at you in over

= 4 grisly, grueling levels.
<N\ | Allin skull-thrashing 3-D. But

W/ 4 don'tworry. [f you don't
conquer this evil, at least you
can finally rest. In peace.

. ",‘ e [0 marrow-eviscerating

Q\“:\NN'%

16200 Trojan Way
90638

M) 5621743
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IRON MAN

— Advertisement

MAKING METAL Overa | year in the making and nearing its
final stages, Marvel Comics™ '= IRON MAN and Valiant Comic’s X-0
MANOWAR appear in HEAVY % METAL, one of Acclaim’s most
ambitious video game endeavors to date. By utilizing the full
capabilities of their Motion Capture Studio (the same studio used
in the making of the Batman Forever video game, and other
games such as Frank Thomas Big Hurt Baseball and Alien Trilogy),
Acclaim is bringing IRON MAN and X-0 MANOWAR's comic book
universes to revolutionary digital life and bringing the metal titans
together for the first time.
Located in their Glen Cove, NY headquarters, the Motion
Capture Studio is the jewel in the crown of Acclaim’s technological
empire. The black rubber stage with its four high-

resolution, black-and-white cameras was the
scene for the human modeling of HEAVY METAL'S
punching, kicking, running, flying, and jumping

o
PR AN

,»\‘ movements. Captured on film via o
<% | reflective sensors on actors’ black
\‘ rubber suits, hand-drawn comic art
by veteran artists. Bart Sears and

%2

*

Dave Johnson, was wrapped around  )*
the digital framework of the fighting

S
p’

’i’.i“

L 0

AND X-0 MANOWAR

R |
movements. The end result is movement so lifelike, so ) \
fluid, you'll be running for cover. The same treatment ‘
was applied to YELLOW JACKET, BLACKOUT, ABSORBING
MAN, GLADIATOR, the SPIDER ALIENS and a galaxy
of other villains.

Through the use of completely rendered CGl and SGI % *
computer graphics, both the characters and backgrounds have a
highly-detailed, 3-dimensional appearance. HEAVY METAL takes
this revolutionary technology to previously unreachable levels of
realism. You'll never look at video games the same way again.

(& [T

SPARKS WILL FLY Out of all this technology comes the meat
of any self-respecting video game — the gameplay! From
the small but riveting demo that | playéd. | can tell you that
IRON MAN/X-0 MANOWAR: HEAVY METAL delivers. You'll get
to rampage your way through seven levels ranging from the
R&D lab of Stark Industries to the South American rain forest
and the New York subway (not to mention Arnim Zola’s living




By Edward Marcus 5.

P castle)—each with its own different environmental The game is going to hit PlayStation’ DATA FILE:
g A% X effects. But you'll need more than just a quick trigger ~ SaturnWindows® 95, Game Boy® and Theme
;9 finger and a hard right cross to make headway in Game Gear™ [ater this summer. Action
TENEE HEAVY METAL. Only by using strategy to complete . Available
A o : Sl o P BOTTOM LINE This game may well set Late Summer
F) your missions will you be able to reach the secret 4 s
fa £ ) : a new standard in Super Hero action video Plaver
E? % final bonus level: an apocalyptic, one-on-one battle ) = Y
~. e s Bt games. Until then, you'll just have to be ior2
@ een and X-0 MAN '
£ SN : 2 content to know that IRON MAN/X-O % Complete
n that hea ruc
} / i 2 ta gfl::ow /xv{) ";T:;m: :Eiw :"ETAL MANOWAR: HEAVY METAL will be simply
X Senen i X " the most thrilling, immersive and techno- Developer
IRON MAN’s arsenal includes Laser and Proton : Nk Realtime
25 _ logically astonishing game of the year. g
Blasts, Visible Light Beams, Repulsor Blasts, and : Publisher
i ) Think you can handle that? Acclaim
Force Fields, while X-O MANOWAR relies on his lon Cannon, Cellular

Disrupters, Iron Sword, Armadillo Mode and lllumination Omni beam.
And on top of this fearsome firepower, each metal warrior will be able
to punch, jump, speed-run and soar through the danger-laced skies!

FORGING AHEAD (RON MAN has completely new armor exclusive
to this game (also featured in the crossover comic book from Marvel
and Acclaim).

HEAVY METAL also features
full-motion computer anima-
tion, similar to the ground-
breaking technology featured
in the movie, Toy Story, and a
hard-driving rock music

GALL 1-600771.3772 FOR INFORMATION ON GAME FATINGS

Iron Man, Yeliow Jacket, Blackout, Absorbing Man and Amim Zola and the distinctive likenesses thorcof arc

Facamaris o Warval Chirectos. b a0 e o e oo S 1966 Marvel Characters, inc. Super Hero is a co-
inc.

\merica X the =
Computer Entedainment inc. Windows 35 is a trademark Microsoft Corpocation. Acciaim is a division and ragistered
trademark of Acclaim Entertainment, Inc. © 1996 Acciaim Entertainment. inc. Al rights reservec.



BE THE ENVY OF ALL YOUR FRIENDS!

Enter to win a kick A arcade machine for your room.
Grand Prize (1) DarkStalkers Arcade Machine
Runners Up (10) one copy of DarkStalkers for Sony PlayStation

use the entry form provided on the coupon page in this magazine
Contest Rules:

1. No Purchase Necessary: To enter, mail the entry form or a standard size postcard containing name, address, phone number to “DarkStalkers Giveaway Contest," Sendai Publishing Group, Inc.,
1920 Highland Avenue, 2nd Floor, Lombard, lllinois 60148. No purchase or payment of any money is necessary to enter. One entry per household. All entries must be handwritten. Mechanically
reproduced entries will not be accepted. Entries must be received by May 31, 1996. All entries become exclusive property of Séndai Publishing Group, Inc. and will not be acknowledged ot returned.
Sendai Publishing Group, Inc. assumes no responsibility for lost, mutilated, late, illegible, incomplete, postage-due or misdirected entries. Only one prize per family, crganization or household.
2. Prizes: 1 Grand Prize: Grand Prize winner will receive one (1) DarkStalkers Arcade Unit. Grand Prize has an approximate retail value of $3,000. 10 First Prizes: First Prize winner will receive one
(1) Sony DarkStalkers video game. First prize has an approximate retail value of $67. Winners will be determined by a random drawing from all valid entries by Sendai Publishing Group, Inc. whose
decisicns are final. Drawing to be held on or about June 15, 1996. All prize(s) will be awarded. Prize winner will be nolified by mail. Prize(s) are non-transferable. No substitutions of prize(s) are
Sendai Publishing Group, Inc. should the featured prize(s) become unavailable. 3. Odds of Winning: The odds of winning will be determined by number of vz
weepstakes open to residents of United States and Canada only. Void in Rhode Island and Quebec. Non-compliance with the time parameters contained herein or
retum of any prize/prize notification as undeliverable will result in disqualification and an alterate winner will be selected. Winners or their legal guardians shall sign an affidavit of eligibility/release of
Jiability/prize acceptance within 30 days of receipt or forfeit prize. By acceptance of prize, winner(s) agrees to the use of their name and/or likeness for purposes of advertising, trade or promotion
without further compensation, unless prohibited by law. Employees of Sendai Publishing Group, Inc., Capcom Entertainment, Inc., Capcom Goin-Op, Inc. and their respective affiliates are not eligible.
Neither Sendai Publishing Group, In¢., Capcom Entertainment, Inc., Capcom Coin-Op, Inc. nor its affiliates, subsidiaries, divisions or related companies are responsible for any damages, taxes or
expenses that consumers might incur as a result of this contest or receipt of prize. Winner accepting prize(s) agree that all prize(s) are awarded on the condition that Sendai Publishing Group Inc.,
and their agents, representatives and employees will have no liability whatsoever for any injuries, losses or damages of any kind resulting from acceptance, possession or use of the prize(s). Winner
further acknowledges that neither Gapcom nor Sendai Publishing Group, Inc. has made nor are in any manner responsible or liable for any warranty, representation,or guarantee express or implied, in
fact o in law, relative to any prize, including but not limited to its quality, mechanical condition or fitness. 5. Winners List: For a list of winners, send a stamped, self-addressed envelope to
DarkStalkers Giveaway Contest Winners, 1920 Highland Ave. 2nd Floor, Lombard, IL 60148. Requests for winners lists must be received by July 1, 1996. Allow four weeks for delivery of winners li
6. Restrictions: Void where prohibited or restricted by law. Al federal, state and local regulations apply. 7. Sponsors: This contest is solely sponsored by Capcom Entertainment, Inc. DarkStalkers is
a trademark of Capcom Co., Ltd, Capcom is a registered trademark of Capeem Co., Ltd., 995 Capcom Coin-Op, Inc. Al Rights Reserved. Printed in U.S.A.Contest Rules:




Contest Rule

1. No Purchase Necessary: To enter, mail the
entry form or a standard size postcard containing
name, address, and phone number to “War Gods
Contest,” Sendai Publishing Group, Inc., 1920
Highland Avenue, 2nd Floor, Lombard, lllinois
60148. No purchase or payment of any money is
necessary to enter. One entry per household. All
entries must be handwritten. Mechanically
reproduced entries will not be accepted. Entries
must be received by June 1, 1996. All entries
become exclusive property of Sendai Publishing
Group, Inc. and will not be acknowledged or
returned. Sendai Publishing Group, Inc. assumes
no responsibility for lost, mutilated, late, illegible,
incomplete, postage-due or misdirected entries.
Only one prize per family, organization or
household.
2. Prizes: 1 Grand Prize: Grand Prize winner will
receive one (1) War Gods coin-operated video
game. Grand Prize has an approximate retail
value of $5,000. 25 First Prizes: First Prize win-
ners will receive one (1) Mortal Kombat 3 home
games at Sponsors discretion. First Prize has an
approximate retail value of $70. Winners will be
determined by a random drawing from all valid
BE entries by Sendai Publishing Group, Inc. whose
decisions are final. Drawing to be held on or
about June 15, 1996. All prize(s) will be awarded.

| Prize winners will be notified by mail. Prize(s) are
CHR_E FUL non-transferable. No substitutions of prize(s) are
allowed, except at the option of Sendai Publishing
WHQT ol i Group, Inc. should the featured prize(s) become
unavailable.

/ 3. Odds of Winning: The odds of winning will be
determined by number of valid entries received.
YO‘ J 4. Eligibility: Sweepstakes open to residents of
United States and Canada only. Void in Rhode
Island and Quebec. Non-compliance with the time
PRAY parameters contained herein or return of any
prize/prize notification as undeliverable will result
4 in disqualification and an alternate winner will be
FOK selected. Winners or their legal guardians shall
sign an affidavit of eligibility/release of
liability/prize acceptance within 30 days of receipt
or forfeit prize. By acceptance of prize, winner(s)
agrees to the use of their name and/or likeness
for purposes of advertising, trade or promotion
without further compensation, unless prohibited
by law. Employees of Sendai Publishing Group,
Inc., Midway Manufacturing Company and their
\ \ ; respective affiliates are not eligible. Neither
- \ ¥ A e T Sendai Publishing Group, Inc., Midway
( 5 - N \ ik g b Manufacturing Company nor their affiliates,
‘ o s © subsidiaries, divisions or related companies are

responsible for any damages, taxes or expenses
that censumers might incur as a result of this
\ 5 " contest or receipt of prize. Winner accepting
MID WAYhﬂS COl 4 3 A prize(s) agree that all prize(s) are awarded on the
m ? S y condition that Sendai Publishing Group Inc., and
- their agents, representatives and employees will

I.lp With a l"eVOluh ¢ b have no liability whatsoever for any injuries,

losses or damages of any kind resulting from

new arcade game' s » acceptance, possession or use of the prize(s).
Winner further acknowledges that Sendai
You can haw a ‘ Publishing Group, Inc. has neither made nor are
; in any manner responsible or liable for any
‘ﬁ ’TN 4 e warranty, representation or guarantee express or
to one and " - 1 | implied, in fact or in law, relative to any prize,
3 | b including but not limited to its quality, mechanical
in your very own i ] i | condiion o ftne:
. “ £ gl A ] = L 5. Winners List: For a list of winners, send a
home_ 3 i | | stampad, self-addressed envelope lo War Gods

Contest Winners, 1920 Highland Ave. 2nd Floor,
Lombard, IL 60148. Requests for winners lists
must be received by July 8, 1996. Allow four
weeks for delivery of winners list

To eﬂtel’" use the entl'y . R T ,—J A % | 6. Restrictions: Void where prohibited or

restricted by law. All federal, state and local

J R % i L regulalions apply.
fOI‘m found (o)1 the W 7. Sponsors: This contest is solely sponsored
» by Midway Manufacturing Company. Mortal
po this - Kombat 3.,1995 Midway Manufacturing Company.
cou n page m | All rights reserved, MORTAL KOMBAT, War Gods

. g [ and Midway are trademarks of Midway
magazlne. | Manufacturing Company. Develuped by Wi

Entertainment Inc. Williams is a

registered trademark of Williams Electronics
Games, Inc. War Gods, 1996 Midway
Manufacturing Company. All Rights Reserved.
Printed in U.S.A



For Sony PlayStation]* Sega™ Saturn} WIN 85, and 300™

In Return Fire, firepower is key, but strateg

keeps you alive. From helicopters that make Apaches

look like Pocahontas, to tanks straight out of your

worst nightmares, your mission is to disable enemy

forces, blow your way into hostile territory and retrieve the

flag with a ground-pounding jeep. But this is no one-sided kilfest.

Your enemy is in your face trying to do the same thing to you. Seek

out Return Fire PlayStation now at your favorite retailer. Window:
95 available pring; Saturn available this Summer.

a trademark of Silent Software, Inc. 5.
nd Saturn are trademarks of Sega Enterprises, Lid. Wint

5. Licensed to Time Wamer Int Area 51 ™3
egistered trademark of Micr

Area 51 takes place in the top secret UFO
research lab, Area 51, in the Nevada desert. As

b “‘ﬁa,

b a member of the STAAR (Special Tactical

Advanced Alien Response) team, your mission
is to penetrate the Area 51
complex, locate and destroy
alien pods to prevent world-
wide alien infestation. The #1 Arcade game is

ing home this fall.

996 Atari Games Corporation. PlayStation

trademark of Sor puter Entertainment Inc.
Corporation. 300 is 2 !vauerrm of The 3

)0 Company. All i ved.
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\  NEO-GEO GIVEAWAY
contest

use the entry form
on the coupon page

Contest Rules:

1. No Purchase Necessary: To enter. mail the
entry form or a standard size postcard containing
name, address, and phone number to “NEO-GEO
Giveaway Contest,” Sendai Publishing Group,
Inc., 1920 Highland Avenue, 2nd Floor, Lombard,
Illinois 60148. No purchase or payment of any
money is necessary to enter. One entry per
household. All entries must be handwritten
Mechanically reproduced entries will not be
accepted. Entries must be res d by June 1,
1996. All entries become exclusive property of
Sendai Publishing Group, Inc. and will not be
acknowledged or returned. Sendai Publishing
Group, Inc. assumes no responsibility for lost,
gutilated, late, illegible, incomplete, postage-due
directed entries. omy one prize per family,

Fighters '95 CD. G ize has an approximate
retail value of $349. Bt Prizes: First Prize
O+GEO CD T-shirt.

substitutions of prizé
option of Sendai Publ
the featured prize(s) b

inner will be
ardians shall

pi prize, winner(s)
and/or likeness

Sendai Publishing , Inc., SNKiCorporation
of America nor its f subsidiaries, divisiong

o end &

amped, self-addressed envelope to NEO-GEO
Giveaway Contest Winners, 1920 Highland Ave.
2nd Floor, Lombard, IL 60148, Requests for win-
ners lists mus! be received by July 8, 1996. Allow
four weeks for delivery of winners list.
6. Restrictions: Void where prohibited or restrict-
ed by law. All federal, state and local regulations
apply.
7. Sponsors: This contest is solely sponsored by

SNK Corporation of America. SNK, NEO*GEO,
King of Fighter ‘95, Path of the Warrior: Art of
Fighting 3 and Samurai Shodown 3 are all regis-
tered trademarks of SNK. All Rights Reserved.
Printed in U.S.A
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Contest Rules:

1. No Purchase Necessary: To enter, mail
the entry form or a standard sized postcard
containing you name, address and phone number

hoshinkai Contest,” Electronic Gaming

ly, 1920 Highlane Avenue 2nd floor
rd, Illinois 60148. No purchase or payment

of any money is necessary to enter. One entry per
household. All entries must be handwritten
Mechanically reproduced entries will not be
accepted. Entries must be received by June 1
1996. All entries become exclusive property of the
Sendai Publishing Group, Inc. and will not be
acknowledged or returned. Sendai Publishing
Group, Inc. assume no responsibility for lost,
mutilated, late, illegible, incomplete, postage-due
or misdirected entries. One prize per family,
organization, or household
2. Prizes: 1 Grand Prize: Grand Prize winner will
win a trip for two to Japan from the nearest
gateway city including air fransportation for two,
hotel accommedations for two people (one room)
for three days and two nights selected by Sendai
Publishing Group. Inc., ground transportation for
two, two entry passes to the Shoshinkai event
and two meals a day. Travel must be completed
by the Shoshinkai event (estimated to occur late
1996), and Is subject 1o availability. Grand prize
has an approximate retail value
Winners will be determined by a random drawing
from all valid entries by Sendai Publishing Group.
Inc., whose decisions are final. Drawing to be
held on or about June 15, 1996. All prizes will be
awarded. Prize winners will be notified by mail
Prizes are non-transferable. No substitutions of
prizes are allowed, pt at the oplion of Sendai
Publishing Group, Inc. should the featured
prize(s) become unavailable
3. Odds of Winning: The odds of winning will be
determined by number of valid entries received
4. Eligibility: Sweepstakes open to residents of
United States and Canada. Void in Rhode Island
and Quebec. Non-compliance with the time
parameters contained herein or return of any
prize/prize notification as undaliverable will result d {c : o) Ocean
in disqualification and an alternate winner will be *
selected. Winners or their legal guardians shall
sign an affidavit of eligibility/release of
liability/prize ac ince within 30 days of receipt
or lofeit prize. By acceptance of prize, winner(s)
agree to the use of their name and/or likeness for
purposes of advertising, trade or promation
without further compensation, unless prohibited
by law. If a minor wins a travel prize, winner must
be accompanied by a parent or legal guardian on
said travel. Travel companions must sign a liability
release. Employees of Sendai Publishing Group,
Inc. and its respective affiliates are not eligible.
Neither Sendai Publishing Group. Inc. nor its
respective affiliates, subsidiaries, divisions or x Sumisy-

e i $7 VIDEO GAME SHOW
: O

damages, taxes or expenses that consumers

might incur as a result of this contest or receipt m omn ‘ o

of prize. Winners accepting prizes agree that all h

prizes are awarded on the condition that Sendai ml"m m
blishing Group, Inc. and its agents, representa-

Publishing Group, : g P FOU-H-E

tives, and employees will have no liability <

OV
whatsoever for any injuries, losses or damages of ‘G"-. sand yon and a m.
sptance, possession or i

any kind resulting from a

use of the prizes. Winners further acknowledge hil. n
that said parties have neither made nor are in any m to "“ ‘h
manner responsible or liable for any warranty,

reprasentalion of Quaraniee exprass ot mpled, n .;9 nawast Mintendo 84 gamas baiors they

fact or in law, relative to any prize, including but

not limited 10 its quality, mechanica 'y’ b * any stove shalves. T pommsunos

Yori
lmnl O

fitness. 3 gt bt
5. Winners List: For a list of (0645, SHOTO,

stamped, self-addressed envelope to *Shos . 'o
Contest” Winners List, 1920 Highland Avenue
Suie 285, Lombard. IL 60148, Requests fo ) o llu ibo enﬁy fiorim in this nga:ﬁc.
winners lists must be received by July 8. 1996 Q
Allow four weeks for delivery of winners list : japan -

6. Restrictions: Void where prohibited or M-ﬁﬂl;

restricted by law. Al federal, state and local f e Railroad :

regulations apply.

7. Sponsors: Contest sponsored by Sendai it Rogd O 150
Publishing Group. Inc. Electronic Gaming Monthly = W;‘C;:iua éSL:'MDs RETT
is a trademark of Sendai Publishing Group, Inc ¢ Jima®

1996 Sendai Publishing Group, Inc. Al rights ""’"::‘“ 7 wud il

reserved. Printed in U.S.A 3 0 100 200 Kiometers



THE BiGGesTZRN: BEST!

EGM°®

is your VIP pass to the latest and greatest
developments in the video game world. With the first info on
the hottest wares. Plus reviews, tips and previews

in a new layout.

EGM REMAINS SECOND TO NONE!
Subscribe to EGM now

and get a SPECIAL
BONUS! Not only will you
get the hottest video
game mag WAY before it
hits the newsstands,
you’ll also get EGM’s 500
Hottest Tips of all time,

an exclusive guide packed
with info you can’t get
elsewhere, and a trial
copy of EGM2°! All FREE
with your paid order.

SAMING
== MONTHLY

S YOUR SUBSCRIPTION ONLINE @ http://www.nuke.com

Don’t Wait! Get 12 full color issues Name e
of Electronic Gaming Monthly for ONLY $23.95. Address
You'll get the inside scoop on the hottest games, g v City State Zip
reviews, previews, interviews and behind the scenes 7‘ E-Mail Address
reports that can’t be found anywhere else!

—Payment Enclosed — Bill Me
Send Payment To: Electronic Gaming Monthly 57 For Credit Card Orders, Call:
P.O. Box 7524, Red Oak, IA 51591-0524 800.846.8503
Make check o 10 35.95 perfyr. all others $100. Any/all checks or money orders must be payable in U.S.

Funds and must an Am " 2 v W cse of check or money order that would go through a U.S. branch bank) Please allow 6-8
weeks fo ight ©ca 0. 5 AEGOSS
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GCI TLEMNEN.

ChOO$SC wOLR

Enter to win from among these prizes: Soui‘I'Edge Arcade Machine, PlayStations,
T-shirts, Posters and subscriptions to EGM.
To join this exciting tournament, sign up by May 18 at any one of the over
400 participating Namco locations.
(Contest rules and i i at all par Entry is limited.)

SR ? POWERED By |
WOMDER PR e CY3ERSTATION -
s|.A': I; I."Ilrl‘ iﬂiﬂ“% °§_._ uI'Edg e™al ddg 1895 Nai mEOLLIﬂo e“l!:l!‘ fﬂibl\l;'ﬂ.

AMUSEMENT CENTERS Sony Computer Ent




Trip to Japan AREA 51 Contest

name

DarkStalkers
Arcade Machine

War Gods Arcade ( :

Machine
Area 51 T T T —— D e e
Machine JAPAN + Shoshinkai Trip
Soul Edge Arcade A
Machine
Neo.GeocD el ty slale(xlp )
5vstem age phone
PlayStation s e Ko s et oot ok Gy D15 (0 NONE PN
System
NEO-GEO CD Giveaway
MK 3 Games St
King of Fighters siond et
‘95 CD Game SEERETETAEE,
DarkStalkers 2 oy
Games Bl aiim o eyl e e ol e
Return Fire
Games DARKSTALKERS Contest
Subscription e
to EGM
yrsﬂrliu!e(zip )
.Hats and T-shirts Sad AT

from Namco

AOF3 Poster
: WAR GODS Contest
Samurai 3 Poster

SEND ORDER i dd P E B
(one per envelope) TO:
EGM CONTEST

1920 HIGHLAND AVENUE,
LOMBARD IL 60148

game systems you have



Here's YOUR chance to win YOUR share of $20,000 in prizes.

Fill out the appropriate entry forms on the reverse side and mail them

{ ] to:
s sutry pof oRuGiiES £ EGM 8th Anniversary Contest
1920 Highland Avenue, Suite 222
Lombard, IL 60148

Enter NOW, because you can pick your friends and you can pick
your nose, but we can’t pick you if you don’t enter.




SUPER NES® GEI\IESIS:
PLAYSTATION™  SATURN
SAME BOY® DOS CD-ROM

“PayStaton. Saum- and DOS CO-Aom vorsians orly
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he long-awaited sequel interactive-type demo than
to Sega’s immensely a real game (four lucky
popular Virtua Fighter 2 Japanese show attendees
arcade game made its world  actually got to play the
debut at the AOU (Amusement demo!), but what was being
Operator’s Union) arcade show in demonstrated was running
Tokyo on Feb. 21, 1996. Your EGM on an actual prototype of
editors were there to witness the Sega's new Model 3 board.
unveiling, and what was shown was The demos consisted of
unbelievable. Never in the history short battle sequences and

of gaming has any product ever look solo demonstrations of each

as good as Virtua Fighter 3. Granted  character. In total, there were

it was more of a semiplayable 12 characters shown, each
with a new background. The

"Never...
has any
game ever
locked as
good as
Virtua
Fighter 37

Jeffrey's massive size and mysculature are
accentated with even more det

graphic detail in each fighter was
astonishing. Little things like facial
expressions were easily visible, and
the smile after a successful battle
was very lifelike. Also, the movement
of the eyes, which actually follow the
movement of the opponent, was
downright eerie. The clothes even
looked very real as they now move
freely in the wind or change position
and shape as the character moves
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Juck% wil have all-ney clothes in VF3 except :
for is trudemurked leather jacket.

“We can
now create
differences
in the way
clothes move,
SO you can
- tell the
difference
between silk
y and cotton?

about and engages in battle.
The main person from AM2

behind VF3 is Yu Suzuki. After the

AQU Show, Mr. Suzuki took some

time out of his busy schedule for

an exclusive interview:

EGM: There is a new girl in VF3.

What is special about her?

Yu Suzuki: The Japanese girl in

the demo was dancing the Japanese

traditional dance what we call

“line moves.” Her name is Aoi 3 t ‘ \
Umenokouiji. She wears a s w1
i Ce WL One of the new characters in VF3 is @

ARSI UL Japanese girl named Aol Umenokouji.
blossoms and a navy and purple _ .

hakama [a type of pants]. Notice good. The shininess is the best part.
that the structure of her face is very It isn't like the Dural in VF2...that's

Suzuki

detailed. Also, did you notice the the power of the Model 3.
snow falling? We created the [snow
flakes] one at a time. The graphics are approaching
movie-quality, aren’t they?
The new Dural is amazing. It looks  Aoi, for example, moves very and the pants made of cotton. We
like T2. How was it made? smoothly. When you see her moving,  can now create differences in the

you can see that the long way clothes move, so you can tell

sleeves are made of silk  the difference between silk and

cotton using our Model 3.

However, Jacky's leather jacket
quality is difficult to express. It
would be easier if it was made
of cardigan. [laugh]

It looks like a mirror, and it is pretty

Will there be a change in
the operating system, like
more buttons?

This is not important. There
could be 50 or 100 buttons. The
problem is how we incorporate
The movement angd morp of . Duri them into the game. We haven't
approuches the t lu1d1ty of T2 decided on this yet.

A 90
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War Gods is being

billed by Midway as

the first truly 3-D

fighting game.

Does it live

up to the hype?
Since it's

3

\

not complete as of yet, the
game does not quite live up
to the current SF/MK standard
of gameplay.

The 3-D button takes the place
of the MK3 Run button. It is a
huge green button you might
find on a redemption game,
making it somewhat awkward.
(What's wrong with leaving the
button the same size as the Run
button?) As for how the 3-D
button is utilized, holding it allows
you to walk in a circle around
the opponent as well as up

close and away.
All in all it, War Gods has its
work cut out for it to make its
release date.



Xevious 3D/G is obviously a remake
of a very popular title from Namco. It
was surprising to see it at the show
because Xevious is slated for the PS
on the second Namco Classic
Collection disc. However, this version
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GUNBLADE‘N’.‘(

No doubt about it...the graphics [
for Gunblade are revolutionary.
The gigantic explosions, the ene-
mies you encounter and the fact
that every single bullet leaves a
noticeable hole in whatever it is
you're shooting at will make this
game incredibly hot!

is fully enhanced, with texture-mapped
polygons, model animation, morphing
effects, three-dimensional action and
camera works, as well as a CG move
in the Attract Mode. It's one of the
coolest shooters to date!

Jam TE.) However, this game

is hard to rate. It is somewhat
slow, but very responsive to your
commands. There is also a new
EXTREME Turbo button for even
faster turbo. Codes and special
teams are in there too!

More credit can be given to
Acclaim for taking the Jam
license and doing some-
thing different with it than
perhaps can be given to
Midway for Hang Time. (It
. looks almost exactly like
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Konami had a surprisingly
huge showing at both AOU and
ACME. At the shows, there were
great titles like Run & Gun 2 and
Midnight Run, as well as Jet
Wave, a jet ski simulator with an
actual jet ski nailed to the front of
it! It controls extremely well, and
though the graphics are not quite
up to par with Namco or Sega
sims, it was a very early copy.

At the ACME show, the game
had you traveling around a huge
mountain with barriers around the
outside to show you where you're
supposed to be racing. The han-
dle on the jet ski console con-
trolled speed, and the neck actu-
ally moves up and down! Look
for this one to make it to the
States later this year.

rRoP CYCIE

Namco is known not only
for excellent arcade products,
but notorious for huge, illustrious
simulators. Prop Cycle is no
exception. Not unlike a mission
in Pilotwings, you control a

“fantastic winged bicycle” that
has large propellers you control
with pedals! The game actually
has a fan to make you feel as if
you're actually flying, and the

wind affects your flying as well!
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ATPINE SURFER

Alpine Surfer is the “sequel”
to Namco’s huge "95 hit Alpine Racer,
which you still see everywhere!
This time you've graduated to a
snow board, and there are a lot of
new options! There are also new
techniques such as bank turns and
side slips, plus you can jump! (You
did jump in Alpine Racer, but only
when going over a hill or slope.)
Also with special control, you can
perform cool air tricks!

There are two Game Modes: Free
Run—without gates, without competi-
tors (utilizing jumpstands is the fastest

way to win a game) and Gate Trial—
aim the goal through gates. There
are also two new courses: Novice—a
competition at a snow board park
and Expert—extreme run in a
secluded area.
Many obstacles andgf a5
dangers are pre-
sent in this difficul-
ty. There is a huge
audience and col-
orful booth tents
aplenty, too.

This game is
sure to rule!
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OR ALIVE

A definite surprise at both shows was Tecmo’s fighting
game entitled Dead or Alive. Running on a Sega Model
2 board, this game has some stunning graphics and
moves. However, it was sorely lacking in the game-
= . play department,

/. : but this game is far
from being complete
(not even all characters
were playable as of yet).

The characters were also a bit
repetitive of every other 3-D
polygon fighting game from
Namco and Sega. We'll have
to wait and see on this one.

T Y
- al
Tokyo Wars is a modern slant 22, the same motherboard as Air
on a futuristic game. While it Combat and Alpine Racer. Tokyo

resembles Cybersled somewhat, Wars will be available in the
gamers travel around Killing each States soon.

other in an arena. This game is
linkable, making for up to four
tanks at a time! There are teams
as well: two players on the Green
Army and two on the White Army.
Each army is organized with 12
to 30 tanks, and the game ends
when all of the tanks from either
side are destroyed or time runs
out. The game is also on System

Soul Edge is the new Tekken wanna-be on
the block by Namco, however the detail is
superb! The game also has endings which
are very uncharacteristic of Namco. (While
the endings are quite simplistic, they do add
to the story line.) Soul Edge cannot really be
compared to Tekken, since the eight charac-
ters have weapons. Namco did extensive
research to determine how each character
2| would react depending on which weapon
he/she was using, therefore making it
remarkably realistic. It is still unknown
whether or not Soul Edge will become a 3-D
| legend like its predecessor.
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As agents for the Galactic Federation, you and your partner,
Ginger, had been given an assignment to infiltrate NoirDyne, a -
sinister corporation which has reactivated a once abandoned
- bioweapons production facility: The Hive. 4 Something went |8
terrlbly wrong... your cover is blown and now the chase is on. A With the help :
f Ginger's brief data loads, you must battle your way through scores of enemy ’i
fighters, ferocious ground troops, menacing robot weapons, and.the deadly “¥
alien Hivasects. A Awesome action/arcade game play and killer graphics that A
will blow you away! » 16 bit stereo sound. #20 pulse-pounding
!interactive scenes. ¢ Two game play styles... gut-wrenching
action sequences combined with never-before-seen
Panoractive~game play that puts you in the middle of the
action. 4 Download our free Windows® 95 demo from X
http://www.trimarkint.com or from Trimark's folder on Compuserve's ‘
Game Publishers Forum “B".
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W“"’ PlayStatian and the PlayStation 16
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EXCL 2
BREVIEW
FINAL FANTAZ

o t was an announcement learned that the primary reason
that surprised the world why Square went with the
when Square of Japan PlayStation was the fact that

- stated that they would be the new Nintendo 64 car-
doing Final Fantasy VIl—the next tridges could not hold the
game in their extremely popular massive amount of game
Final Fantasy RPG series—for the data that is going to be in
Sony PlayStation and not for the FF7. Square officials further
new Nintendo 64 game system stated that even the storage
as previously thought. capacity of Nintendo’s

EGM editors were able to talk to proposed N64 “bulky drive”
the main people responsible for the was insufficient to hold the
creation of FF7 at Square, and FF7 game. More than

30 “bulky drive” discs
would be necessary to
hold the same information
that will be on the two
PlayStation discs. 1996 launch in Japan. Since the
Even more surprising game was just started in late 1995,
was the fact that that leaves less than 12 months to
Square announced complete the game. EGM ques-
that the game tioned whether that would be any-

would be where near feasible, considering
finished in Square has had no experience in
time for a late creating CD games and that the

November previous FF games took up to 18
. months to complete. Square
officials stated that in order to
meet the deadline, they have set
up the largest development group
ever assembled in the world: Over
100 people are working on the
project, both in Japan and at

Square’s new U.S. office
. in Los Angeles. The

U.S. team is primarily

responsible for many

of the city backgrounds.

secccense

73 A



But what about the game?

EGM toured Square’s new L.A.
office, and it is state-of-the-art all
the way. Besides hiring Ron
Sabatino and Paul Ashdown, two of
U.S." top computer graphics experts,
Square has installed some of the
best CG equipment, including Indigo
2's (Extreme) from Silicon Graphics

as well as a brand-new digital edit-
ing studios in their offices. These
enhanced production facilities will
enable Square to create dynamic,
fully three-dimensional battle scenes
with a level of realism never before
seen in a video game. For example,
the facial expressions of the charac-
ters will now change, and the multi-
layered backgrounds will be visually
brought to life using various different
camera angles and new special
effects to create a realistic 3-D gam-
ing experience. The results will be

Tac
]

“The actq within th
window will move at 60 f£ps.”

evident in the game play as it will
draw the player into a virtual world.
With the game barely underway,
the version that the editors saw was
less than two percent complete.

Still, the battle scenes were

extremely well done, with four differ-
ent camera angles used while
switching positions, from head-on to
the players to straight on
to the enemy after the
player attacked with a
weapon...all very smooth

and realistic. The
exploring portion

game
wasn't
ready but
officials stated that it
would be in a first-person
perspective with the enemy
populating the terrain.

Square officials further stat-
ed that the animation would
move along at 15 fps
(frames per second), while
the action inside the con-
sole window would move
at a much faster 60 fps,
allowing for very smooth
and precise battle scenes.
While only three

characters were revealed at our
demonstration, officials are hoping
to have a total of 10 characters in
your party on the screen at once.
This amount is currently undecided.
The programmers are still trying to
squeeze more polygons on the
screen. While the characters looked
blocky, the movement was smooth.
EGM will stay on top of this

game and follow up with

a making-of as the game

e console

IEsYN
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estled in the quiet
industrial park of the
already sleepy town
of Buffalo Grove,
1ll., Konami (America)
Inc. is probably the last
B place you'd expect to
" hear the din of explosions,
screams and gunfire—but
life's funny like that.

Some of the EGM staff
hauled over to Konami's
American headquarters
to check out their much-

ballyhooed new title, Project

Overkill. John Stockhausen,

EGM's third-party liaison,

was the only one who
* had any inkling of what to

expect. Back at E? last year,

he'd seen a short videotape
- of the game and had been
impressed enough to continually
harangue Konami's Senior
Product Manager Randy
Severin for news about it ever
since. Ultimately it paid off and
EGM was able to get an exclusive
in-depth first look at the game.

As staff members sat in the

| reception area, sounds of carnage

. erupted from a few doors down,

eece000000000000000000

_ ‘ e A
THE EGM EXCLUSIVE IN-DEPTH LOOK
AT KONAMI'S PROJECT OVERKILL

Gun reports and shellbursts—
through realistic CD-quality sound—
resonated down the hallway.

It was kind of compelling, y'’know?

Bang, Bang, Shoot, Shoot,

Randy led the staff into a back
room where they met with the
game's lead programmer, lead
designer and a 75 percent finished
PlayStation version.

First impressions?

After an extensive explanation
and a several level walk-through,
the staff concluded that it's definitely
an intriguing title. How does it
compare to other games? Well, a
mix of the PlayStation shoot-"em-up
Loaded and Bullfrog’s strategic
Syndicate quickly came to mind.

It should be noted that some didn’t
think much of Loaded—they didn’t
care for the game’s p.o.v., the lack
of variation in gameplay and there
were those who hated the mystery
areas near the walls where players
couldn’t see items, enemies or even

themselves. But the creators of
Project Qverkill have found the
answer to all of these concerns.

Not anly does PQ’s top-down three-
fourth perspective clear up a lot from




the get-go; when players approach
a wall in the game, it turns semi-

transparent. T
Also, as in Loaded
there are no heroes pr
use whatever means n
complete objectives. If
needed to pass through'a Hmrs
retinal scan, you'd better get it..
Yes indeed, it'll have an M-rating.
Project Overkill resides pretty
firmly in the land of moral ambiguity.
Players utilize four different merce-
nary characters, and they're not
“mercenaries with hearts of gold™—
they're just getting paid. All four work
for a large corporation that's intent
on colonizing—or exploiting—a new
world. ?Jntortunately, there’s already

a populace established on the ?

planet. Players are given a variety
of different goals per level and stage
in PO, and whether it's sabotaging
a computer system, contaminating
the water supply or assassination,
one overriding goal remains the
same: Get the populace out and
get the corporation in.

If Prince Machiavelli were alive
today, he'd likely be a big fan of »__
PO...although

ol not be a
master strategist to e,
or so saysPO’s lead designer. 3

“It's pretty much the one-against-» .

everybody scenario,” he explains.
“ThérE’s a story behind the game
v{nh the characters that [one]
selects, but the emphasis isn't there.
We don’t want to confuse anybody,
its not an RPG. There isn't some
gl‘:eat big story that you need to

was colon lzed The

that playersiexecute a variety

follow: There's instant gratification
the minute you pick the thing up
and start shooting at people.”

But immediate gratification doesn’t
necessarily preclude there being a
strong story line present in the title.

“There also is a lot more depth to

. !h&.gﬁg:lhan just shooting every-
body,” the.designer admits. “Off-

world coloni

%non is happening,
and you knowhhow America

imrs company
to seize control of this

planet and find a little loophole in the about thre

law. Basically, they can't just step in

and kick the people out and take the
natural resources. But if lanet's
in trouble of some ki ike they

can't defend thems Zthe
company can fun kind of /

defense and

o perform these tactical
1S to cripple the place.”
rations require

*There alae i3
a let mere depth
t_hpnethngat
mmrylmlgt

“You're not just going from one
to 50. You can choose to go a
certain way and maybe take less
levels through or take certain
characters through to stock them
up until they're really strong.”
When Konami reps say Project
Overkill has a variety of missions,
they mean it. While there may have
been a few PlayStation games that
players have been able to
finish all too quick, PO
doesn’t appear to
be one of them.
It's definitely not a
one-rental title.
“We're looking at
over a possible 50
designed levels,”
the designer remarks,
“but whether or not they
e it in the final burn
g air]. We're talking

Alsg, each of the 3
secretdevels, t00."

oject Overkill.

exploration in this
game. If you complete [it] once, j ;
you're not done by any stretch of i
the imagination.”

Look for the title to hit shelves

sometime late spring/early summer
for the Sony PlayStation.




NEXT WAVE

Itimate Mortal

Kombat 3 is the

update to one of the
most successful sequels in
arcade history. This update
adds four new selectable
characters: Scorpion, Reptile
and Kitana returning from
MK2, as well as Jade who
was a secret character in
MK2. UMKS also adds some

new moves to MK3 charac-
ters. For example, Stryker
now uses his gun. However,
characters deemed too pow-
erful in MK3, such as Kabal,
have been “watered down” so
they would not be as strong.
More additions include a
new master level in One-play-
er Mode, endurance matches
are back and more rewards
for finishing the game. (There
now is a bar to choose from

72
JADE WINS

when you defeat Shao Kahn,
from fighting Noob Saibot to
playing Mega-Endurance
Galaga to seeing all the
Fatalities, Babalities and
Friendships UMKS3 has to
offer.) There are also three
new Ultimate Kombat Kodes
which end up revealing

Mileena, Sub-Zero circa
MK2 and Ermac, who was
the famous rumored charac-
ter in MK2!

The Saturn version is really
quite excellent. There is a
large palette of colors for the
computer to choose from,
making everything look quite




Some characters from Mortal Kombat 3 have new moves, like Stryker's

multiple hit gun. it's a little cheap but effectivel

RELEASE DATE

May

DIFFICULTY

Ad%s’ab]e

PLAYERS

THEME * DONE

brilliant. All the features seem
to be intact from the arcade,
from the four new back-
grounds to all the new char-
acters. There are still a few
glitches in the game, but

that will all be worked out.
There seems to be no loading

el great translatmn.

problems with Shang Tsung,
a problem that ticked off
gamers. UMKS3 also includes
new pits and backgrounds.
Yet another addition to
the MK3 update is the level
of difficulty. UMK3 is 10 times
harder than MK3 ever was.
On the other hand, the diffi-
culty will most likely be selec-
table. It's currently unknown

. whether or not anything new
will be in UMKS3 for the
Saturn, but it is likely it will
have new codes for the “lock-
box” located at the bottom of
the Vs. Screen. A few new
“tweaks” have been added to
the gameplay too. For exam-
ple, you can now perform
combos off of a Jump Punch,
adding it to the “12-hit mon-
ster” Kabal combo. Other
moves, like Smoke’s Teleport
Uppercut, are not as easy to
get away from anymore, zon-
ing in on the opponent for a
longer period of time.

Allin all, UMK3 is a great
addition to MK3, especially
considering it was a free
update in the arcades. Bl
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"What Would

‘T f you were given the
«E;- opportunity to com-

* mand the army of a
country in need, how would
you utilize the forces to com-
plete your task? This is what
Working Designs’ latest World
War |l military simulation asks
you to do.

By first selecting to play
through 10 of the standard
missions or an entire

e T
g - |

campaign as
either the
German,
Japanese or
U.S. forces, you
begin your bat-
tle. The standard |
missions consist
of one mission
each. These give mrough the
beginning play-
ers the chance to familiarize
themselves with the control
as well as practice with their
building and resupplying of
forces. A campaign, on the
other hand, is a no-holds-
barred battle to the death
that will take many hours or
even days to complete.
Besides the chance to play

Although they try t
themselves, pianes
lhuman

as different sides conirol the alr.
in a battle, you

also have the opportunity to
use the armament that is
historically accurate to each
side in WWII. Using the Map
Screen, select which unit you
want to attack the enemy

with. The battle is then played
out in a short cinema where

RELEASE DATE DIFFICULTY

PUBLISHER PLAYERS

Working Designs
SIZE

THEME =, DONE
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The secret to advancing
as an army in Iron Storm is
to build your units and
upkeep them so they never
fall low enough to be
destroyed. This will require
you to constantly repair
them as you see fit. You
will have to build supply
trucks to upkeep your
mechanized armor and
infantry with needed
wartime resources. While
the supply trucks are
the lifeblood for land-
based forces, airports and
seaports keep the airforce
and the navy from falling
into disrepair.

If all your units are kept
in top shape, you will find
that the units will slowly
climb in ability and
soon be able to inflict
some serious damage on
lesser-trained troops.

This raises because of

the running total on the
experience points gathered
by each group. Once units
reach a total of 250
experience, they have the
option to upgrade to an
even better type of unit.
For example, a standard
infantry can eventually
upgrade to a paratrooper
or mechanized infantry and
be capable of inflicting a
righteous amount of dam-
age on the enemy’s forces.

Another helpful hint to
building a useful war
machine is to build your
forces and slowly take
away the enemy’s
resources by striking the
heart of their economic
structure. You do this by
liberating the cities that
they hold with your
infantry forces. After you
select to occupy the city,
you will now add their
income to your total giving
you more money for your
side. If you cannot get
infantry to the enemies’
doorstep, the next best
thing is to hit them with
your long-range bombers
which are extremely useful
in extreme situations.

Experimentation is the
best way to discover what
is the best course of action
for you. Use it, or suffer
the consequences.

86 A\

players the skill level of the units
they are up against as well as the
sirength of the attacking forces.
players watch their units
attack the enemy in outstand-
ing detail. There are cinemas
for each possible confronta-
tion and output in a battle.
For instance, if your tanks
kill five out of the 10 total
infantry, you will actually see
five guys slump over and hit
the ground dead. These cine-
mas slow down the strategic
end of the game a bit, but
they can be shut off to accel-
erate the action sequences.
The cinemas do uphold the
visual end of the game, but
the most important element of
this title lies in the in-depth
strategy and the historical
accuracy. Every important
division of equipment that had
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Play visibiiity Is dnlnnud h the range of your troops. Keep an eye
on the enemy’s range though, as you could be In for a surprise attack.

a major part in the second
World War is represented

in this strategic simulation.

Snipers, P-40 Warhawks,
Panzer Divisions and U.S.
flattop carriers are all able
to be controlled by you.

Whether you want to try
to copy what was

Tuming the cinemas off speeds up play.
This Is especially important after your tum
is over during the enemy’s attack phase.

done in the war by the

Allies or change the past by
controlling the Axis powers,
the choice is yours. Iron
Storm supplies Saturn owners
with the best current military
simulation on the market. H




Save The Soul of Rock and Roll!

You're the hottest thing in Rock'n Roll, and somebody just stole your favorite guitar. ~
It was the devilish Mr. Diablo - resident hard-case in Hades, and he's not about to give it up. He wants to play hard-ball?
That's just fine with you. Grab your heavy metal gear and amp-up to raze the dead with the meanest, coolest tunes ever
composed for a video game! Let the hordes of the Abyss know that they took on the wrong Rock ‘n Roller!

check out Johnny's website! http://www.anime.net/~johnnyb

Johnny Bazookatona is 4 rademark of U.S, Gold, Inc.
©1985 U.S. Gold. Inc. Sega and Sega Satum are
rademarks of Sega Enterprises, Lid. PlayStation and

are trademarks of
‘Entertainment, Inc. All ights rosorvod.
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& eedless to say,
% || Sega’s Panzer
Dragoon was one

of the best first-generation
games released for the
Saturn, and now Sega outdid
themselves once again with
Panzer Dragoon Il Zwei.

Panzer Dragoon |l really
RELEASE DATE DIFFICULTY

PUBLISHER PLAYERS

SIZE

THEME

CD-ROM| Shooter} 100%

pushes the
Saturn to the
limit with its
beautiful, color-
ful graphics,
great animation
and music.
Unlike
Panzer
Dragoon which
had incorporated
just flying levels, PD2
features levels of running
as well as flying.
One of the limitations of the
original Panzer Dragoon was
the fact that the

Unllke the original, Pan
Zwel allows mult

May end-Bosses have large weapons
that pack a serfous punch. Carefull

Panzer Dragoon |l is the
many different dragons the
gamer can acquire. The
paths chosen directly affect
the metamorphosis of the

the game. In Panzer Dragoon
II, the levels occasionally
have a forked path that
allows the gamer to choose
to go either right or left. The
enemies encountered vary
depending on which

path is picked.
The most
unique feature of

dragon had only
one path
throughout




FLUID 3-D
POLYGON ACTION
STADIUM ANNOUNCER

700 MLBPA
PLAYERS

MEMORY BACKUP

SIGNATURE MOVES

TRADES

FULL SEASON
AND PLAYOFF MODES

VOCAL UMPS
ERRORS

il “BOTTON OF THE STH"

'3-D INTUITIVE
BATTING SYSTEM

TRAINING MODE

. WIND CONDITIONS

“PLAY-BY-PLAY"
ANNOUNCER

PLAYER STATS
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s many appearance
ughout the game.

dragon depending on if the
paths chosen are flying,
running or a combination of
both. The different dragons
vary greatly in health, looks
and firepower.

Another new feature of
Panzer Dragoon Il Zwei is the
“berserk meter” which is
placed directly above your
life meter in the bottom-left
comner of the screen. As you
defeat enemies, the meter
slowly builds up. Once the
meter is built up and hits a
certain point, it can be used,
releasing a flurry of shots
doing major damage to
anything in its wake.

Similar to the original, PD2

They key is to put the mumnle lock-on to good use on the Bosses.

allows the gamer to control
the 360-degree rotation, the
cursor and the dragon to
some extent. The “lock-ons”
are used in the same way, by
holding down the fire button.
The enemies and Bosses

“If there
you must

encountered
throughout the

game are quite
imaginative to say
the least. Anything
from giant caterpillars

Other than the superb graphics in the game, the cinemas in
Panzer Dragoon Il Zwei are definitely worth mentioning. The fully
rendered cinemas are beautiful, and as the game progresses, so
does the story that is told using the cinemas.

to a huge mechanical shark
will cross your path, and each
enemy is animated superbly.
If there is one game you must
own for the Saturn, Panzer

Dragoon |l is it. B

The only place you can get a
good hit is on the side of the
Boss’ head. Any other attempt
is futile.

This Boss is constantly moving
around, making it difficult to hit
him. The best time to attack is
when he is floating underwater.

This Boss has a mini-shield
that must first be destroyed
before actually doing any
major damage.

'BOSS 6
-\

There are two pods mounted
on each side of the Boss. The
earlier they are destroyed, the
easier it is to take him out.




i

un't just stand there
Return Fire on PlayStation,
Saturn and Windows 95.

Your front line looks like Swiss cheese,

and your tank’s in flames. If you

don't retreat and regroup, the flag's

going to fall. And you're gonna
get tagged.

In Return Fire, firepower
is key, but strategy
is what keeps you
alive. From heli-

copters that make Apaches

look like Pocahontas, to

tanks straight gut of your

worst nightmares, your mission
is to disable enemy forces, blow your
way into hostile territory and retrieve
the flag with a ground-pounding jeep.
But this is no one-sided kill-fest.
Your enemy is in your face trying to
do the same thing to you.

With superb overall detail,
major multimedia video, and a
killer stereo soundtrack, Return
Fire is an all-out firefight that
keeps you thinking all the time But
don’t think too long. Because there’s
a battalion of bad guys just looking to
put the tag on you.

Destroy. Destroy. Destroy.

2
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NEXT WAVE

RELEASE DATE DIFFICULTY

PUBLISHER PLAVERS
SIZE THEME DONE

hining Wisdom is a
welcome addition to
the small role-

playing/adventure libraries
available on the Saturn soft-
ware market. Similar to The
Legend of Zelda, Shining
Wisdom is not a true RPG but
a mixture of both adventure
and role-playing. The story
line is similar to most RPGs
in which the kingdom is in

There is a house'of magicians
i the southwest part of fown.
1 know at's seary, =

Walking around town and
talking to the villagers can
reveal secrets that you would
otherwise overlook.

danger and the princess
is kidnapped.

Unlike games such as Final
Fantasy in which battles are
fought in sequential turns and
take off hit points, Shining
Wisdom’s battles are fought
actively, similar to The
Legend of Zelda.

Typical of
games in this
genre, Shining
Wisdom features
many areas that
must be explored
and ultimately
defeated in order
to progress
through the

Do y« tme fo
recﬁézy ur travels?

-

game. Some clues to solve
puzzles or defeat enemies
can be found within the
towns. Clues are hidden in
books or can be revealed by
talking to people who are
walking around the town.
Interacting with people is
as simple as walking up to
them and pressing a button.
People often tell you stories
about what is going on and
drop clues as to what you
should do next. With the

Going to the local church allows you to save your game.

You occasionally are faced with
a yes-or-no question.

many options, puzzles and
action in Shining Wisdom,
RPG and adventure fans
will really enjoy this game. B
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All 1IEmm full-motion videao, it’s got the look and feel. the characters and
plot, of a Feature film. And it's got you, Jack Fremont — TU trivia geek with an
empty fridge. Now your days of simply watching the screen are over. You've
got to observe. Think. Decide. Act. And watch your back — every moment, every
move. You've got 24 hours to save the world, get the girl, and return the tux.
How it ends — and there are 10 possibilities — is entirely up to you.

So don't just sit thEl‘E...lT’s YOUR MOUVE.

Capcom Digital Studins & 3 Vision in with Y g Inc. present FOH HUNT.
See it at http://www.capcoment.com

PC/MAC CO-ROM ,
e :?::::::n;:'.;;-;;:;:z::':;:::r:uz-;.wz':m::.-.::‘:.z"-

with this seal to be sure that the tible with th
Paystetion |, SEGA SATURN SEGh SATURNS SYSTER. IR

Soundtrack an

ORI CO.. LTD. 1886, . ALL AIGHTS AESEAUED. FON KUNT is @ trademark of CAPCOR CO.. LTD. CRPCON is @ registered trademark of CAPCOR £0. LTD, Macintosh is & registered
trademark of Apple Computer. Inc, PlayStation. the PIagStation Iogo. and the PS logo are trademarks of Sang Computer Entertainment, inc. Sega and Sega Saturn are Lrademarks of SEGA
ENTERPRISES. LTD. Al rights reserued. Far any information an the ESAE rating and imer contact the et




NEXT WAVE
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ome may believe
worms are unpleas-
ant. However, after

playing Worms, people

will realize that they are

just plain fun (not to

mention humorous).
Worms is an addictive,

funny, combat game

that one ‘can play against

the computer or a human

opponent. The name of the

game in Worms is
death. The last team
left standing is the
winner for the round.
The team winning
the most rounds in
the preset number
wins the game.
Before each
game, the player is
treated to a cool and
funny rendered cinema fea-
turing the trials and tribula-
tions of worms at war.
Each team of four worms
has quite an arsenal at
hand, consisting of over 12
weapons; including homing
missiles, air strikes, fire-
balls, dragon punches,
grenades, bazookas and
much more.
The weapons
that must be
thrown and/or
aimed require
the player to
aim the
B weapon with
the crosshairs,
take wind into
§ consideration
and set the
launching/

RELEASE DATE DIFFICULTY

PUBLISHER PLAYERS

THEME

PWhSRwould,
idvértebratds cou

A

NUNGRI

Worms have many useful utilities Including ninja ropes and bungee cord.

throwing intensity of
the weapon. o m‘x_‘g,stngﬂ)d e

The landscape varies et}
from a hellish atmosphere
to a scene on a beach'to a
frozen tundra, all depending
on what the computer gen-. . |3
erates. You can theoretically
play for weeks on end with-
out playing on the same
land twice. B

g

— 558 it
X Y YV Lg°
-

Mlﬂhﬂiﬂlﬂ'iﬂhﬂpﬂhpﬂy
on. You may never soe the same one twice.
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Nuke InterNETWORK: Your Navigator Through E3
NUKE is proud to bring you coverage of the industry’s
largest electronic trade show-E3-first. Look for the NUKE
product guide, featuring, show coverage, special events,
new products, denonstrations and editorial previews.

Real-time Online Chats and IWAVE Interviews

Greg Ballard
President of Capcom Entertainment

Tom Zito
President & CEO Digital Pictures

Michael Tam
President H20 Entertainment

Christopher Bailey
Programing Direcor H20 Entertainment

Doug TenNapel
Creator Neverhood “Mayor”
& Earthworm Jim

Dave Gatchell

Vice President Paradigm’s
Entertainment
Applications Group

Matt Yarbrough
Market Developer Paradigm Simulations

IWAVE Interview

Colin Gordon

Founder Boss Game Studios
Real-time Chats

Seth Mendelsohnm
Creative Director Boss Game Studios

Rob Povey
Technical Director Boss Game Studios

Watch NUKE - more times and events to comel
*All times and dates are subject to change

Your Gateway To Gaming News On The Internet.
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your character to destroy Cop style of adventure

while eliminating terrorists where you follow the path
with whatever weapons through the airport in a first-
you find along the way. The person view. Once again, you
best feature in DH1 is the free hostages and eliminate
walls and structures which the terrorists that threaten
turn transparent as you walk  Dulles airport.
- into a new room; so there is Part three of the quest
All background objocts are The first part of the game Is based  oyer g “dead” place in your  requires you to drive an auto-
torastive with poes asfions. o o saaing et Baingee. field of view. mobile through the streets of
OX Interactive gives part of the game has you The second part of the New York searching out vari-
F you the opportunity to  controlling your character trilogy forces you into a Virtua  ous planted bombs before
jump into the action from a third-person viewpoint:
as John McClane as you above and behind the charac-
battle against terrorists in ter. You are supposed to free
three separate adventures. hostages and search for
These adventures test your bombs on each level; disarm-
skill as you are thrust into ing them before they blow. In
different scenarios and three  these levels, there are totally
different game engines. interactive backgrounds for

The first of these
adventures has you
in the Nakatomi build-
ing, racing to find the
terrorists who have
penetrated the build-
ing’s defenses in an
attempt to steal
billions of dollars in
bonds held in the
Nakatomi safe. This

The car chases give the player pienty of great visuals.



Hard Trilogy, your life-blood
as John McClane is the
various weaponry spread
around the level. Begin the
level with the single-shot
pistol. This weapon is used
in order to get a better
weapon by shooting the
first few guys you find

and picking up their more
powerful weapons. Besides
taking the weapons that the
enemies will no longer have
a use for, you can also find
storage crates spread all
around the level that also
contain useful weapons as
well as supplies.

Each of the weapons has
its own specialized range as
well as different damage-
causing potential. These
weapons range from a fast-
firing 9mm H&K MP5s, a
5.56mm Styer auto-rifie or
an auto shotgun. Each
weapon has a positive side
to it as well as a negative.
For instance, the auto rifles
and submachine guns are
fast firing and capable
of laying down plenty of
cover fire. While the shot-
guns fire much slower, they
also have a good feature
which is a large grouping
of shots capable of taking
out multiple enemies that
happen to be standing close
to each other.

If all of these weapons
still aren’t enough to fill
your destructive category,
you can use a grenade to
really make your presence
known. This compact and
powerful device can blast
cars and enemies with
impressive force. Be careful
when using the grenade,
however. You can acciden-
tally drop one at your feet
and make John’s day even
worse than it already was.

%..the Die
Hard
Trilogy
features
three of the
hottest
engines
ever to be
seen on the
PlayStation?
they explode. Once you
the first bomb, you get

added time and a
speed bonus to help
you reach the next
one befare it goes off.
If you let just one

reach its deadline
before you find it, you

will be attempting the D i & =2

level all over again. One unique feature In the third part
The Die Hard Trilogy of the series Is the option to swiich
cars If yours is destroyed. Find the

features three of the parking lot but be fast

hottest game engines

ever to be seen on the
PlayStation. Each one in
itself is capable of giving
players hours of enjoyment.
The hardest decision

each player will have

to make is which of

the three games is

his or her favorite. B

DIFFICULTY E ‘

Moderate
PLAYERS

RELEASE DATE

Although all of the paris In the series
graphic death sequences, Part
Twe is by far the goriest of them all
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2 ou've probably heard  deadly zombie cyborgs The action starts when
i orr Y something like this whose sole purpose in “life” Bowen's daughter, Miranda,
before: Aliens take is to kill or convert the rest goes to the lab at the same
over our planet; they infect of the world. time the pod decides to
humans; humans turn into One of these pods failed mature. The pod infects her,
zombies; zombies bad, you to sprout, so researchers but only partially. Now this
good; you try to save the started researching this half human/half freak takes it
human race before it’s too late bloomer to find a upon herself to save Earth.
late. Perhaps Steel weakness. The team is lead Your character, Miranda,
Harbinger does not have the by Dr. Bowen, played by travels through several areas
most original theme, but actor Edward Arnold (LA in the U.S., killing all the con-
Mindscape brings it to us in Law, Deep Space Nine). verts. She can pick up differ-
the form of a great new - ent weapons, ammo, shields

and health-ups. She can also
pick up video discs along the

action/shooter game.

Steel Harbinger is set in a
futuristic Earth where alien
pods infest our planet. These
pods grow long tentacles
that infect all life—humans,
animals and plants—that
they come in contact with. /
Those affected become "~ Here’s Dr. Bowen’s tesny-bopper

RELEASE DATE DIFFICULTY

PUBLISHER PLAYERS

Mindscape

SIZE THEME % DONE

CD-ROM |Shooter] 70%




sci-fi
‘movie

, |
-and sfter. Some may consider

the new look an Improvement. his daugitter save the world.

destroy missions.

Another unique feature
of this game is Miranda’'s
tendency toward freshly
killed meat. When you blow
up your enemies (or even
the humans you are
supposed to save), you can
pick up the bloody body
parts to chew on. Devour
enough limbs or organs,
and Miranda will
heal a bit of the
damage she has
received.

This very
refreshing game is
a welcome change
from the many
shoot-'em-ups on
the market now.
Most similar games
get old quickly.

way that can give her hints
on what to do. Miranda
will travel to some areas
where she can drive tanks,
hovercrafts or semi-rigs.
Steel Harbinger does With some new ideas and
good-looking graphics, Steel
Harbinger should do well.
Look for the completed
version this summer. B

go way beyond just shooting
(and running over) every-
thing that moves. You

must save humans along

the way before they get
converted. You will also have
sub-quests to complete In
the areas, such as rescue
missions and search-and-

DEVIATING

Many games are fairly linear
today. Steel Harbinger attempts
to change some rules for a
more interesting experience.
Bosses will be in the game
but with a twist. To avoid the
generic “beat the Boss to
finish the stage,” you can
choose to fight the Bass if you
want. There will be ways to
pass up the Bosses and still
be able to complete each
quest. Another way the game
designers avoided linearity is
to leave credits (currency in
the future) lying around for
you to find. When you find the
teleporters at each stage, you
can buy your passage into any
area you can afford.

MMMIIanwmhmu,M
showcases the game’s graphical quaities nicely.

295

Hers Is a zoom-up of Miranda afler her partial conversion. It seems
that the allen pods have implanted her with a couple of new features.

Interview

Mark Fii.tman

EGM talked to Mark Flitman, the
executive producer of Steel
Harbinger, about his thoughts
on the game

EGM: How will the cinematic
sequences be used in the game?
A lot of gamers have a bad taste
for FMV.

Mark: Almost every game that
I've played has a cinematic intro
and cinemas at the end of the
level or game. I've never seen a
game that has incorporated them
throughout gameplay—uwith either
game hints or story line pieces
that you pick up as you are play-
ing, depending on where you go.
It's not like a time thing, where
you achieve a certain goal, the
cinema plays and that's it.

What is Miranda's role?

She’s at twists. She’s a good guy
who is a bad ass. As time goes
on, she is being converted more
and mare. Are you going to win
the game and have her become
human again, or is she going

to be totally taken over by the
alien side?

Is that ending dependent on how
well you do in the game, or can
you choose that losing path?

It depends on how well you do.
You can, of course, choose a
passive route and lose the game
on purpose. Basically, she’s par-
tially converted, and the human
race is partially converted.
Depending on how well you play,
either the human race wins out
and the Earth is saved...until
another day, or the Earth
becomes 100 percent converted
Your geal is to save the world or
don’t save the world.




T.blending
the ola
classics

with a next

generation

l:lo-wpdlrIHSHllm
germ-infested sink In Bubbles.

NEXT WAVE

To beat the Sinistar, you need the special weapons that can be found
by destroying the floating meteorites. However, don’t be slow about It

imes change, espe-
I cially in the gaming
world. However,

Williams has decided to
blend the old classics with a
next-generation system to
bring players a flashback of
the greats second to none.
This second release in the
series gives players the

chance to play the old stand-

ups in the comfort of their
own home. These titles are
exact ports over to the
PlayStation, keeping all of
the exact coding lo ensure
the player will get the game
in an unaltered form. All of

the original bugs and minor
flaws have even been
included to reproduce the
same action in the player’s
home. The games packed
into this compilation are:
Joust, Defender 1 and 2,
Bubbles, Sinistar and
Robotron 2084.

Most players have had the
chance to enjoy at least a
few lavels of these popular
releases. Players expecling
just to enjoy the fun in the
games and be able to walk
all over them because
they are old and not
complex will be
shocked. These arcade
originals take more
gaming talent than the
visually impressive new
titles currently filling up
the marketplace.

titles into one collection is
a great idea. But you may
be asking yourself what is
on the rest of the CD,
considering that these
games consume a mere
Kb in storage. The answer

to this question is FMV clips.

These video excerpts are

of the original programmers

and developers telling about

the development of the titles

from their viewpoint.
Gamers of the golden

age of video games and

Combining all of these

even those younger players
who may not have had

the chance to experience
the titles that had a direct
influence on what we are
playing today need to try
this volume of classics. B

RELEASE DATE DIFFICULTY

Moderate
PUBLISHER PLAYERS

Williams Ent.] 1




sz/{:lzp/zok

NESIS" @

PC CD-ROM

Earthworm Ji Entedainment, | o -~ f Sega Enterprises Ltd. All Rights
B0 Nintendo and i 2 = 9 ndo of America Inc




Q
e
(0]
=
S5
b
Q
Z

SYSTEM

PLAYERS

RELEASE DATE

Domark's first release
for the Sega Saturn
places the gamer in a
once peaceful city on the
brink of an all-out war.
You play as a bounty
hunter (in a rotational 3-D
isometric view) who is in a
race to cash in on reward
money for capturing
felons. You are not alone,
however—there are oth-
ers who want to get the
cash first.

Crimewave features
eight high-powered vehi-
cles and a vast array of
heavy weaponry within
eight texture-mapped bat-
tle zones to test your skill
as a “security provider.”

RELEASE DATE

Just when you thought
there were no aliens left in

the galaxy to destroy, Rocket

Science introduces a new
breed as well as an unusual
story plot to keep interest
high. As pilot of a heavily
armored, frictionless
vaporsled, you must defend
the ice moon called
Ganymede which orbits
around Jupiter. On your

watch, however, a warlike
alien force, calling them-
selves the Eridani, has come
to wage a battle on the
rugged 3-D moonscape, forc-
ing you to use what you can
at your disposal

Ganymede features over
20 missions as well as the
ability to freely navigate the
surface of an entire moon

PUBLISHER SYSTEM




Next Wave

Activision has a : advances through
new title on the horizon that the stage until he/she finally
gives you a chance to travel to  comes to a climax when the
nine different areas in time and  player faces the final Boss in
battle over 80 historical ene- each stage.
mies. Throughout the 18 differ- Time Commando also utilizes
ent levels, players must learn to  a roving camera that gives
master 50 types of weapons in  players a unique third-person
order to get back to the present  view and allows them to make
as they know it. The opposition  on-the-spot decisions that make
starts off easy but gradually the fighting experiences better
toughens as the player than ever.

PUBLISHER SYSTEM THEME

Activision E Adventure

RELEASE DATE PLAYERS SIZE “ COMPLETE

PUBLISHER SYSTEM < THEME

AC

RELEASE DATE PLAYERS A v SIZE “s COMPLETE &

EGM has learned that Sega is working
on a new Sonic game for the Saturn.
It won't be a conversion of the Sonic
arcade fighting game as others have
reported; rather it wili be a whole new
3-D side-scrolling action game. In this
title, sources have indicated that the
characters will either be rendered, or
like the arcade game, they will be poly-
gon based with a resolution similar to
the arcade fighter but less than VF2.
The character sketches Sega showed
EGM were rendered but EGM was told
that these were very preliminary and sub-
. N ject to change. One would assume that
oy - W the whole Sonic crew would be back in
. " e this version, but Sega will not comment
until the E° trade show.

" SUPER SONIC
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The mysterious Turck TDH
for the Nintendo 64 looks as
if it has what it takes to

impress gamers: a detailed

story and plenty of action-
filled gameplay.

Turok’s mission is to
stop The Campaigner
from taking over the
lost valley and destroy-
ing the world. Stopping
him can be accom-

plished by using various
hand-held and projectile
weapons to eliminate
enemies that range from
humanoids and dinosaurs
to robot droids.

Gameplay for Turok is in a
first-person perspective and
forces you to use plenty of
shoot-"'em-up philosophy to
progress through the game.

Watch for more info as it
comes our way as produc-
tion advances for this title.

SYSTEM RELEASE DATE

NIV ILINDU
-

PUBLISHER




Reach us on the World Wide Web at: www.dataeast.com or reach us
on-line at Compuserve: VID PUB A Forum (GO DATA-EAST).

Learn all the latest tricks and hidden moves! Call the Data East tipline
at 1-900-454-5435 (.85 min. average)

DATA (77 = @

EAST u.-:!!ﬁz Piaystation-

Da ta East USA, Inc. 1850 Littl

MdlMe

o Spectacular, full-screen 3-D rendered,
ray-traced animation.

o 2 full CDs crammed with mutant creatures
and cyberspace action adventure!

* Rocket through the new and unique
labyrinth of flying levels!




Aithough not much is
known at this time about
Tomb Raiders by US Gold,
it is obviously a 3-D game
in which you are in control
of a female “Indiana Jane™
named Laura. The adventure
will bring her through many
different countries leading to
unique adventures in each.

With visuals as shocking
as these, be sure to keep
an eye out for additional
information that will

shed some light on this
mysterious title.

SYSTEM RELEASE DATE

Multiple [sovenbe:]

i

Platforms | action |
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Rocket Jockey thrusts players into a violent joust-
ing combat sport where they are to pilot a blazing
rocket in a variety of no-holds-barred competitions
where survival is the ultimate objective. The rockets
are high on speed and low on control, forcing players
to use alternate techniques to get their craft to turn
around poles and around corners at breakneck
speeds. Prepare for the race of your life in RJ.

RELEASE DATE PLAYERS @ﬂ% 1’:‘]
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FRANTIC FLEA

...infesting a Super NES near you!

FOR MORE
INFORMATION
VISIT YOUR LOCAL
RETAILER OR CALL

1.800.GAMETEK.
e LICENSED BY

KIDS TO ADULTS

AGES 6+

SUPER NINTENDL

ENTERTAINMENT SYSTEM

Nintendo, Super Nintendo Entertainment System and the Official Seals ore registered
trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc.

GMETEK All game design material is ©1994 Haus Teknikka, all characters and Frantic Flea are © and TM 1993 Andy Whitehurst and are being used under
licensed agreement. GameTek is a trademark of GameTek (FL), Inc. 2999 NE 1915t Street, Suite 500, Aventuro, Florida 33180 U.S.A,
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Where the bicycle kicks, the
yellow cards and even the
burnt goalies are for real.

It's just a game like English soccer fans are
just a little enthusiastic. Say hello to the next
generation of soccer. Video Games
magazine calls VR Soccer '96™
"The best 32-bit soccer game..."
With smooth, fast camera
action, it's the only soccer

game you can play from any-

You can select from 44 international teams
and play virtually any position. Plus, up to
four players can play on one system with a
network option for up to twenty players on
the PC. VR Soccer '96™
Now this is a game

you can get into.

Available
PlayStation and PC!

Coming scon on
Sega Saturn!

where and everywhere on the field.

Virtual FieldVision™ allows you to play in real time
from any camera perspective, including first person.

Interactive motion capture means you get real-time
player movement with ultimate player control.

Realistic polygon-based figures that look and
play like the world’s best, because they are.

-

SPORTS

THE DIFFERENCE IS REALY

e
Gremlin,



 PREVIEWS

NBA SHODTOUT (PLAYSTATION)
NBA LIVE 36 (PLAYSTATION)
MUP BASEBALL (PLAYSTATION)
NBA ACTION (SATURN)

HEN GRIFFEY JR. (SUPER NES)

* BOX SCORE

NEED FOR SPEED (PLAYSTATION)
COLLEGE SLAM (PLAYSTATION)
NHL POWERPLAY (SATURN)
HEN GRIFFEY JR. (SUPER NES)

TWO HEAVY HITTERS
JOIN THE PENNANT RACE
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Data East is getting ready to throw a curve ball to the rest of baseball gaming as
it readies MVP Baseball with Blue Sky for the PlayStation and the Saturn.

ur plate is full again this
month. With the weath-
er warming up, it's time
to play ball. Gaming's

heavy hitters are hoping you

will step up to their on-deck circle.

Nintendo has enlisted the
services of Ken Griffey Jr. for
games on both the Super NES
and the Nintendo 64. We have a
preview and a review of the 16-Bit
version. Nintendo didn't send out
beta copies of the game, but it did
tour with the 16-Bit version. They
covered all the bases with this
game, and it plays great.

Virgin is also hoping to take it
deep over the wall in center field
with “The Show" for the Sony
PlayStation and the Sega Saturn.
It is also lacing up its skates and
taking to the ice with NHL

1128 Eo

PowerPlay Hockey. This game looks
sweet, and they have bulged the
twine big time with this one. The
hoops hoopla is just beginning in
time for the NBA playoffs. EA
Sports is taking it to the basket with
authority with NBA Live '96 for the
PlayStation. It has some stiff
competition this time around since
Sony is slamming onto the basket-
ball scene with NBA Shootout. We
have both of these games for you.

We'll also give you a sneak peak
at Sega's NBA Action game for the
Saturn. Sega's crashing the
boards with its first basketball
effort on the Saturn and it
looks good.

Check out our first look at
NBA Live '96 and the
May/June issue of CYBER
SPORTS for more info.

Sony’s swinging for the fence
with MLB Pennant Race.

Electronic Arts shreds the
slopes with Shredfest.

Sony hopes to break from
the pack with Adidas Soccer.

Virgin Interactive
hopes to putona
show with “The
Show,” which is
coming out on
three formats.



t's showtime and
Sony is on fire. It has
crashed the boards and isn’t
fooling around. GameDay
was great, NHL FaceOff was
outstanding and now NBA
Shootout is slamming.

The game allows for three
different formats of play:
Exhibition, NBA Full Season
and Playoffs. Exhibition
results can't be saved onto
a memory card, but your

If you take flight in this game and make a poster dunk or a
get-out-of-my-face run to the basket, the artificial intelli-
gence within the game will automatically replay your dunk
from a variety of different angles. You have the option of

progress during
Season Play and the
Playoffs can be retained.
There are two different
ways to play: simulation and
arcade. The game also has
three different levels of

full-pelygon dlayers for true 3D

difficulty: Rookie, Veteran
and All-Star.

Even if you master the
All-Star Mode in this game,
you can set up games
between the weaker and
tougher teams, or you can
trade players to make your
opponents weaker or
stronger. You can stack one
team with the NBA's greatest
players or send its all-stars

RELEASE DATE DIFFICULTY

PUBLISHER SIZE

Sony Int. ]CD-ROM

PLAYERS

THEME

If your player is
not close enough
8 for a dunk, he will
turn and take a
jump shot
instead. To keep
the score close,
turn on the CPU
Assist feature.

eaviroament

packing, diluting that team’s
pool of talent.

The CPU assist or “Catch-
up” feature allows you to
keep the game close. Itis
one of the more imaginative
feature seen. If this feature is
on, your shots are more like-
ly to fall from short and long
range. The free throw inter-
face in this game is innova-
tive. When you get fouled,

Replays will highlight
awesome monster dunks.

the computer takes you to
the line. A cross will appear
on the screen to help you
aim your shot. Hope you
have better luck than
Shaquille O'Neal.

being able to turn this

feature off. However, it

is very cool, so you might

want to leave it on. Tuis human

highlight film feature adds to the intensity of the
game and is very realistic, making it feel like
you're actually participating in a real NBA game.



I n the many discus-
sions Team EGM has

had with some of the top
NBA players of our time
(Jerry Stackhouse, Chris
Webber, three-time NBA All-
Star Mitch Richmond), they
have all asked us one thing:
When is NBA Live '96 com-
ing for the PlayStation? On
the Genesis, NBA Live '95
was the top-selling five-on-
five basketball game of all
time. This time around EA
Sports is not resting on its
past glories.

3-D coyrt and multiple camera

C 32 0'Ment
PF54 Ho. Grawt
SF 33 Puren

also added some realis-
tic strategies, like roster
management and on-the-
fly play calling.

The game offers more
strategy. For example,
the coach can
call them to fit your style of play.
You can turn on the Foul Out
Option and Kitty bar the door.
You can now slam into and
run over your competition

without ever getting a
foul. You can even turn
traveling, charging and
goal-tending off. You
can stop the referees
from calling three sec-
onds in the key by turning
that feature on or off, too.

PEZS Kemx

Stack your team by adding the
best players to your roster.

Rather, it has put
together another five-
on-five hoop classic.

The game features
all 29 NBA teams
including the

Vancouver Grizzlies and
the Toronto Raptors. Player
stats have been updated
using the 1994-95 stats.
The PlayStation version has
3-D views of the court with
multiple camera angles.
The player animations in
the game have a complete
arsenal of dribbling moves
and tip-ins, as well as an
awesome assortment of
high-flying dunks. EA has

RELEASE DATE DIFFICULTY

for one
shot in the dying moments of
the quarter or game—and
assign the player who will
take that shot.
All of the NBA rules are in,
and you can customize

PUBLISHER SIzE

EA Sports

PLAYERS THEME % DONE

Goin Overgheqoplt
In addition to the variety of dunks and special
Manual Mode, the chance that the shot will go

in depends on the distance, angle and release
point of the shot. In the




PLAYSTATION

i

FIls g
L) wR

he diving catch, the
hard slide, the big bat-
ter—all are trademarks of
Blue Sky and its former part-
ner, Sega Sports. Blue Sky
has now teamed up with
Data East and they aren't
messing around. The big bat-
ter perspective is back with
MVP Baseball, which is com-
ing for the Sega Saturn and
the Sony PlayStation.

If you remember the Big
Batter, this feature makes

Several big-
name compa-

§ nies have been
trying to get
into the game,
including Topps.

you feel as
though you are
actually standing

in batter’s box. For
this game, Data East
has enlisted the services of
some big-name celebrities.

RELEASE DATE DIFFICULTY

Moderate

PUBLISHER

Data zast Jop-xox|

PLAYERS THEME

Bill King—voice of the
Oakland Athletics and former
voice of the Oakland
Raiders—uwill be doing
the play-by-play.
Players will

Dl b
HESVE

MVP Baseball
*96 also
features
Blue Sky’s
trademark
“adjusting
batting cursor”

that enlarges the sweet
spot on the bat based on
the hitter’s stats, which
are based on historical
information provided by
STATS Inc.

have the option of playing a
regular season or drafting a
team using authentic fantasy
league rules. At the end of
the season, gamers decide
which players deserve to
get paid more and which
get traded or tossed into the
free agent pool. This will
ensure gamers won't get
tired of the game.

SATURN

ega Sports and Gray

Matter are working on
NBA Action without much
fanfare and very little hoopla

Sega hopes this game will

have all of the NBA, in-your-
face action that gamers have
come to expect from Sega
Sports. All indications are
pointing to this being the
case. The game will feature

all 29 NBA teams from the
1995-96 season; more than
400 current NBA players
have been included.

Every arena is texture
mapped, and home arena
advantage is figured into
every game. Check out the
“Ball Cam” view and the
color commentary, which is
once again brought to you by
sportscaster Marv Albert.

L

1S SHOW TIME

You can follow the action from various

RELEASE DATE DIFFICULTY

Moderate

PUBLISHER

dramatic angles just like the screen shots
shown here of the different camera angles:
player view, “Ball Cam” and the view from
above. You can view the players as if you
were watching an actual game on TV.

[ Sega co-roul

PLAYERS

THEME % DONE




intendo’s swing-
ing for the fence,

d it has put one out of
the yard with its sequel to
Ken Griffey Jr. Presents
Major League Baseball.
Winning Run is just what the
doctor ordered for gamers
who have endured a long,
cold winter.

The game has a Major
League Baseball license but
it doesn’t include a Major
League Player’s Association
license, which is distracting
at first. The cool thing is that
all of your favorite players’

Keep your head up when
running the base paths.
An all-new pick-off move
for pitchers is offset by
runners who can change
their lead-off lengths.

L=

abilities and statistics are
included in the game. It's
just that they don’t have
their real names.

\

Each stadium
comes with its
corresponding

playing surface.

Balls bounce

farther on
artificial turf
than on grass.

is the gameplay.

A number of things
have been changed
from the previous
version of Ken Griffey
baseball, including the
ability to customize your

defensive formations in
both the infield and out-
field. You can play a hitter to
pull the ball or adjust your

cOME ONKID, LEY'S PLAY BALL EW!

If you take too long to
make a pitch, the umpire will
turn around, tap on the
glass, take his mask off and
ask you to play ball. It's a
funny little feature that adds
to the realism of the game.

The strongest
part of this game

sl

iy /‘ 2 I . JJ
need CNl Nhaesy:

fielders for him to hit straight-
away. There are also several
codes in this game to give
you a variety of powers,
including a home-run swing
and a hard throw feature that
allows you to try to get a
quick runner out on the base
paths. Rare, the designers of

An all-new pick-off move for the pitcher
doesn’t switch views to tip off the baserun-
ner. Picking off runners is easier now.

116 EM

SUPER NES

When in a jam, go to your
bullpen for a fresh pitcher.
this game, left no base
unturned. The animations
are cleaner and less
cartoon-like. One incredible
feature that was distracting in
the last game but now has
been improved is the pitch-
er’s ability to pick off a
baserunner with ease. This
time the view remains the
same, making it tougher to
steal. Now play ball!

RELEASE DATE DIFFICULTY
Moderate
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ew basketball teams
have generated as
much hoopla and excitement
worldwide as the Dream
Team: a collection of the best
hoops superstars in the U.S.
This year's Dream Team

PLAYSTATION

be included in the
game. Gamers
will be able to play
exhibition games,
or compete in a
full-fledged

frenzy at the 1996 Olympics
in Atlanta. So it's only fitting
that someone come out with
a video game that puts
players in total control of
the Dream Team’s destiny.
That someone is U.S.

collection—featuring names
such as Shaq, Penny, Scottie
and Hakeem—will certainly
create the same sort of fan Gold, which plans to
have this game out as
part of a trio of titles
highlighting the
Olympics' top events.
In addition to the
Dream Team (which
will have the exact
same lineup as the
1996 Clympic team),
the other 11 Olympic
qualifying teams and 20
other international teams will

0 The Draving Board

5 “':I_.ﬂ'.“.“:).).'.-l..
Dream Team Basketball boasts a
3-D engine that promises rendered
stadiums and players, creating
an experience as convincing as
watching it on television. Also
adding to the atmosphere is a TV-
style commentator who'll describe

the on-court happenings in realtime.

U.S. Gold's
developers first
motion-captured
moves, then
applied the data
from those
sessions to these
wireframe models
(above), which are
later covered with
texture maps.

QOlympic tournament.
Don't expect the trip to
the gold to be as easy
as in 1992—the
opposing teams in this
game will certainly
make for a greater
challenge.

Based on these
early rendered shots,
the game promises to
look as awesome as
the Dream Team itself.
The game has been
entirely 3-D rendered,
providing an all-too-
real playing experi-
ence. In addition, the
game includes all of
the U.S. superstars’
favorite moves, such
as Shaq's gorilla slam
and John Stockton's

no-look pass.
Gamers will also
be able to call
plays on the fly.
During tourna-
ment play, the
game will keep
track of both
game and tourney
statistics. More
importantly, Dream
Team will support
multiplayer play so up to four
people can play together.
This game will also be
released for the Sega Saturn
this summer.

The trapezoid painted area is
used in International play.

RELEASE DATE DIFFICULTY

June Moderate
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Get ready to go up through the gears:
Racing fans have reason to rejoice.
The controls are excellent and this
game is a treat to play. If you're a fan
of racing games, you'll want to burn
rubber to get your hands on this one.

i More track, more cars...

ﬂﬂlW?l?l! I've got a blister on my

thumb from playing this

game so much!

Now this baby can move. The racing
perspective really flies and its controls
are excellent. Enhanced details are
shown in both cars and tracks, but it
wouldn’t have hurt to add some newer
model cars and more courses. As a
PS platform, this is a

solid game with fast-

paced racing action at

your fingertips.

Acclaim has given its NBA Jam game
a new twist and added a college
license to it. Some of the players look
exactly the same as they did in Jam
except for a color palette change. If
you enjoyed NBA Jam and want to
face off against your
friends using your
favorite college teams,
this is the game.

Cowhoy

There’s nothing really new to say
about this game. It's another NBA
Jam: TE with college players. The
new features are funny to watch, but
the gameplay does get repetitive
after a while. The only way to make
College Slam fun is if

you have the multiplayer

adapter and hook up

with some friends.

Radical and Virgin Interactive are
bulging the twine and have come up
with a strong hockey effort. The game
plays well and the players are easy to
control. The animations could have
been smoother, but currently this is the
best hockey game avail-
able for the Sega Saturn.
It allows for up to six
people to play at once.

Cowhoy

A surprising title from Virgin. While the
players’ animations are too lifelike and
the controls are just plain easy to get
into, some parts of the game need
some speed—especially in the break-
aways. The action is nonstop with
many controls to shoot

and create penalties.

This is great with the

Six-Player Mode.

Nintendo is stepping up to the plate
again with a strong baseball sequel.
The gameplay has been improved.
One major distraction | noticed was,
when an outfielder catches the ball,
there is a one-second delay holding
you on the base instead
cﬂ:‘;’zy of taking off for the next
one. The bottom line: It's
fun and very addictive.

If you're still faithful to your 16-Bit
machine, this is a definite buy for
baseball fans. In comparison with the
predecessor, the gameplay has greatly
improved. Realistic player animations
have been enhanced as well. Newer
sounds and cleaner

graphics can make this

compete with the 32-Bit

machines out there.




A sharp eye and a quick trigger finger will be
needed to survive these race courses. Race
at brezkneckr speed and fight back with a
powerful array of weapons including guided
missiles and a firewall to barbeque any
enemies on your tail. A radar system helps
you swerve away from sneaky land mines
and iﬁcoming missiles closing in fast. Destroy s
enough cars, and you'll race in the psychotic

bonus track, a humongous kill-fest that

rewards you for how vicious you are.

™ & © 1995 Funcom Productions A/S. All Rights Reserved.©1995 JVC
Musical Industries, Inc. Sega and Sega Saturn are a trademarks of SEGA
ENTERPRISES LTD. The PlayStation logo is a trademark of. Sony
Computer Entertainment, nc.
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This is your chance to become rich and
famous...well, at least famous. Not only
will our editors answer questions on the
hottest issues about video games, but
if you think real hard and write a brilliant
letter, you could win some free prizes.
Also, think how popular you will be
when your friends and over 1 million
other readers see your name in print.
That could lead to a best-selling novel,
tons of money, fast cars, a big
house...sorty, got carried away. Anyway,
give it a try—what do you have to ldse?

You can also reach the editors of
EGM via CompuServe at 75052,1667
or on the Internet at 75052.1667@
compuserve. com. If you have a
computer, don't forget to check out
EGM's articles, reviews and more

on the World Wide Web via the NUKE
home page at www.nuke.com.

B1Gc BROTHER
IS CRACKING DOWN!

I'm wmmg to you because | am very
concerned with current trends in the
media industry. Everywhere we look, cen-
sorship is on everyone’s lips...censoring
public and cable television, censoring

the Internet, censoring video games, etc.
What is happening? By now, most people
have probably heard of the V-chip, a

chip that allows only certain, appropriate
programming to be shown on new
televisions. The age-old question is: Who
is to decide what is appropriate or not
appropriate? Our federal government, of
course. The government also gives cable
providers the right to censor any leased
programming if the programming contains
violence, nudity, explicit language, etc.

If we are paying for this programming,
we should have the right to judge to
programming ourselves; not the cable
operators. The government also wants to
monitor the contents of the Internet. I'm
sure many people have heard of the
Telecommunications Act. This act makes
it punishable (up to two years in prison)
to send or display text or images over the
Internet—anything that is determined
“offensive as measured by contemporary
community standards” to anyone under
the age of 18. Last | checked, aren't par-
ents responsible for setting standards for
their children? You need to be a pretty
irresponsible parent for the federal gov-
ernment to need to explain to you what is
considered offensive and what isn't in
your family. What I'm worried about is
how far will this go? Will we have to
remove fighting games like Virtual Fighter
because they portray too much violence
and will turn kids into crazed martial
artists? Or how about games like Virtual
Cop? That may turn kids into anti-
terrorists/vigilantes. What about the

way Mario crushes his enemies? Hey,

that might be too violent for little Billy.
Let's not let him play video games at all
just to play it safe, lest we create another
Manson or Hitler. If we give the powers
that be a little leeway in controlling the
media that we are exposed to, who is to
say that will not turn into a large leeway?
Give an inch...we know the rest. | think
it's time for everyone to take a firm stand
against this type of oppression. Now, |
realize that oppression is a strong word
but | think it realistically describes the
type of government who even thinks
about censoring anything. Everyone can
do their part to insure our freedoms. We
can voice our opinions. We can write our
legislators. People on the Internet are
already doing it by putting blue ribbons
on sites that oppose censorship.
Everyone else needs to make a state-
ment as well, from game developers to
game players. What do you think?
Stan Savage
Newport News, VA

Great letter, Stan. There seems to be
many people on the Internet who feel
the same way you do—they’re quite
upset about the government stepping
in and censoring everything possible.
Some feel, as do |, that it would be
quite impossible to censor everything
on the 'net; but nevertheless, I'm sure
they will try. As for the video gaming
censorship, | believe the government
is focused more on the Internet and
television censoring right now, but I'm
sure the issue of censoring video
games is not dead yet.

Congratulations,
Stan! You win

an Acclaim Dual
Turbo Joystick.




Dear EGM,

| have heard some good things about
an old Sega Genesis game called
Herzog Zwei. | am trying to locate it,
but more importantly, I am trying to find
some old reviews, but my mags only
date back to 1992. What can you tell
me about this classic title?
Rob Tudisco
New Hyde Park, NY

Well, it looks like you started
reading EGM a bit too late. EGM
reviewed Herzog Zwei in issue 10
(June 1990). For reasons unbe-
knownst to me, since | love the
game, the Review Crew really
bashed it; giving it the scores of
“4,” “6,” “4” and “3.” If you are into
military/action games like Military
Madness for the TurboGrafx-16 or
EarthLight for the Super Famicom,
this game is definitely hot, especially
with two players. You should check
out local area swap meets or stores
that specialize in used games. Since
Technosoft didn't last too long in the
States, the game will be hard to find
but it is really worth the search.

Dear EGM,
| have one question: | went to
Waldenbooks and | saw two books on
Doom. At first | thought the books were
about secrets and codes for Doom, but
when | read the back of the books, |
found out that they were just stories.
What | want to know is: Are the books
worth reading, or should | just save my
money for other books?

vincent Molina

Rialto, CA
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o Ther'e are novels based on Doom and

Doom I, but think twice before buying them. .

Our sister publication, Computer
Game Review is a good source for
info on the subject of novels that are
based on computer games.
According to CGR, the Doom novels
are written poorly. It is a good idea
that you should save your money.

If you want hint books, look for the
strategy guides in bookstores.
There are many quality hint books
for the most popular games includ-
ing WarCraft Il, Doom, Doom II

and many more.

Dear ECM,
In the Sega press release, | noticed
that Sega plans on releasing Ultimate
Mortal Kombat 3 on the Saturn in May.
Will this game be released in May for
the PlayStation? | heard some rumors
that Sega has acquired a three- to six-
month window on this game, similar to
what Sony did with the regular Mortal
Kombat 3. | hope not. The consumer
should not be punished just because
they choose to buy one system over
the other. If companies plan on produc-
ing a game for both systems, they
should release them at the same time.
serpent
via the Internet

Well, Serpent, the rumor you heard
is completely untrue. Williams is
producing Ultimate Mortal Kombat 3
exclusively for the Sega Saturn. It
will not be released for the

- PlayStation. The next two Mortal

releases will be UMK3 on the Saturn
and MK3+ (tentative title) on the
Nintendo 64. MK3+ will feature all-
new characters and levels never
seen before in any previous MK.
Bottom line: no new Mortal Kombat
for the PlayStation...yet..

Horned Owli?
Dear EGM,

I'd like to see more international info
and reviews of games released in
Japan. What | actually want to know is
about the game Horned Owl. Can you
tell me about it? | want to know how
this game plays and what is in it. |
know that it is a gun game, but are
there civilians that get in the way or is it

a mindless blast-a-thon?
Chuck sSmith
via the Internet

The artist who creates Appleseed
had worked on both the preliminary
drawings of the mechs and the cine-
mas featured in Horned Owl. Horned
Owl can be compared to a 32-Bit
Battleclash. It is both a one- or two-
player simultaneous shooter that
can be controlled by either the gun

WINS: 00

s{jitimate Mortal Kombat 3 is only coming to
the Sega Saturn. Sorry PS owners!

or controller. Available to you is just
the semi-automatic gun or grenades.
The characters are encased in a
mech-type suit fighting off mechs
throughout the game. The players
battle through cities, tunnels, an
airport and many other scenarios.
Unfortunately, you cannot take

out civilians.

it’'s Not Doom!

Dear EGM,

| am a loyal RPG fanatic, and ever
since | got my PlayStation, | followed
the epic RPG King'’s Field since its
release in Japan. So when | picked up
my February issue of EGM, | was more
than happy—| was like a little kid on
Christmas

o Aithough KF is a first-person perspective
game, does that make it a Doom clone?



what other mags had to say about
King's Field, so | got three other mags
that had King’s Field in it. While read-
ing them, | ran into some quite disturb-
ing statements. They read: “It's Doom
with a sword,” “It's Doom-like” or “It's a
Doom clone.” These statements really
bother me. | mean Doom is a cool
game, but just because it was a
ground-breaking game doesn’t make
all other games with the same per-
spective as Doom like Doom. Think
about it. Was Doom the first game to
come out with the first-person perspec-
tive? | don't think so. | am tired of -
hearing that this is like Doom and that
is like Doom when they are nothing
like it other than the first-person per-
spective. | would just like to say that
King's Field is nothing like any game
you have ever experienced before. |
also had a few questions to ask. |
heard that King's Field 3 is coming out
in Japan soon; is it coming to the
states as King's Field 2? What other
RPGs are going to be hitting the
States? Thanks for your time.
Eddie Fleming
El Sobrante, CA

It is a shame that so many people
compare any first-person perspec-
tive game to Doom. G 1, some

but games like King's Field have
nothing in common with Doom
other than the perspective. It does-
n’t even fall into the same genre. To
answer your questions, King’s Field
3 is being released in Japan, but
there has been no official word on it
being released in the States. Other
RPGs being released are Beyond
the Beyond, Legacy of Kain and
possibly Final Fantasy VII.

A New Saturn?

Dear EGM,
What is going to happen to the people
who bought the old Sega Saturn if the
2.0 version is coming out? Isn’t it
unfair for the people who bought the
older version of the Sega Saturn? Are
they going to do the same thing they
did with the infamous 32X and trash
the older version? Does the Saturn
have glitches and are they going to be
fixed in the 2.0 version?
John lkeda
via the Internet

The Saturn 2.0 will be 100 percent

compatible with the original Saturn.
The release of 2.0 for now will only
be in Japan; no word on if it will be’

games might be similar to Doom,

Jaclyn Wismayer Chad Porter
QOalwille, Ontario Weston, Ontario

David Picher+Eighty-Four, PA
122 ECM

I d in the U.S, but watch Sega
announce it at the E*. The whole

Vincent Feman
San Antonio, TX

WINNER‘

This great artwork from Earthworm Jim was brought to us by
Brad Harris from Houston, Texas. Great job. Your prize is S
on its way: an ASCII Specialized Control Pad for the PlayStation.
It features rapid-fire controls for all buttons and slow motion for

those intense moments.

11
v‘&(

oGames like SFA will be compatible on both the”
oriyinal Saturn as well as the Saturn 2.0.

point of version 2.0 is for the

price wars between all of the
next-generation systems. The
Saturn does not have any glitches
or bugs in the operating system.
The only difference between the
original and Saturn 2.0 is the look of
the system. The actual architecture
of the electronic components and
operating system will remain
untouched in the reconfiguration
of Sega’s 32-Bit system.

EGIVI LETTER ART

Where Creativity, Your Favorite
Video Game and A Stamp Gan
Make You Immortal!*

Put your creative skills to the test by dec
ing out a plain #10 envelope (the long b
ness type) with your own unique touch.
Send your letter art to: EGM Letter art,
1920 Highland Ave., Suite 222, Lombar
IL 60148.

wied
eol

*Or at leas! get your name and work in the magazine and wi
yourself a great controller, (FIRST PRIZE ONLY)
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Ultra 64

Call To Order:
(305) 668-0441
Importer * Distributor

Lowest Prices/Best Service

32X * 3D0 = SNES * GENESIS * SATURN * PLAYSTATION * CD ROM * ULTRA 64

Playstation
Pad

WILT.

4862 SW. 72nd Avenue  Miami, Florida 33155 e (305) 668-0141 = Fax (305) 668-0142

Your No 1 Source for your US and Imported Japanese Products
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I FAX (305) 668-0142
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Acclaim

Accolade

ACT Laboratory
Activision

BRE Software
Capcom

Coke

Crave

Crystal Dynamics
Data East

Game Express
Gametek

IBM

Interact Accesories

Interplay/Console

7, 45, 66-
67, 117
4-5, 36-

37
123
28-29
125
21-23,
48-49,
93, 132
2
85
8-9
107
127
109
43
130-131
33

Interplay/VR Sports

Japan Video Games

JVC

Konami

Playmates

SC&T

Sony Computer

SVG

Time Warner

Tommo, Inc.

Trimark Interactive

20th Century Fox

US Gold

UBI Soft

Video Game Discounters

Virtual i-O,Inc.

Williams Entertainment

Working Designs
World Int'l Trading

110-111
126
119
89

57,103
47

14-15
27
91
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77
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3,87
95
129
39
35, 41
75
124
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BRE Software $5.00 OFF

R . h * orders) and receive $5.00 OFF your purchase. Please list

Credit Card Orders: gOQ 432 2684 : « altematives when ordering by mail. Not valid with any other

24 Hour FAXBACK Information System: (209) 432- http: fwwwe cybergale com/~bre « offers, Sales or Specials. This coupon is valid thru 5/31/96. No
E-Mail: BRESW@AOL.COM - Ask for PC CD-ROM Price List . copies. accepleﬂ If we can't fill your order within 30 days, we
Complete catalog by E-Mail: BREINFO®@ VALLEYNET.COM TR YOUI order; pyment sl 1M oopon 6 you. Bl

Send us your old games

Receive a check back or purchase other titles of your choice
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Your #1 Source of American and Japanese Video Games

Ultra 64

Jaguar / GD

Neo Geo CD

300

For Mail Order or Wholesale CALL (818) 281-9282 or FAX (818) 458-6845 710-1 W. Las Tunas San Gabriel,

California 91776

GAME ~ STAR

(Import) (us)

Dark Stalker D"

4th S. Robot Wars 11th Hour

Advance V.G, A-Train

Air Land Battle Alien triology
Beyond the Beyond Assault Rigs

Bio Hazard Blazing Dragons
Dragon Ball Z College Slam

Drift King Creature Shock SP
Fire Pro Wrestling Cyberia

Floating Runner Dark Stalker
Galaxian 3 Dark Sun

Genso Suikoden Descent

Goemon Warrior in the Hunt

Gradius Deluxe Pack  Kings Field

Horned Owl Krazy Ivan

Kileak Blood 2 Lone Soldier

Motor Toon GP 2 Need for Speed
Namco Museum (1,2) NFL Full Contact
Pile Up March NFL Quarterback Club 96
Policenauts Raven Project
Puzzle Bubble 2 Resident Evil

Ridge Racer Revol ROM of 3 Kingdom 4
Sailor Moon S Shelishcok
Sidewinder Silverload

Snatcher Space Hulk
Stahifeder Street Fighter Alpha
Tekken 2 Warhammer Fantasy
Tokimeki Memorial Warrior of Fate
Toshinden 2 Wing Commander 3

Call for any games not listed above

JAGUAR / CD

CARTRIDGES JAGUAR C.D. Soul Star
Fight For Life Blue Lighting Magic Carpet
Pwr Drive Ralley Battle Morph Primal Rage
Rayman Dragon’s Lair ~ Max Force
Ultra Vortex High Lander Brett Hull Heky
Air Cars Dmolition Man

Creture Shock
and more.....

Get 3 Free Games with purchase of 3D
Super SF2TE  Deadalus Killing Time
Need for Speed Encounter Myst

Demolition Man Creature Shock Bram Dead 13
Kngdm Fr Rchs Dragon Alone in the
Shckwy Jmp Gt Sailor Moon S Dark 2
Dragon Lore JPN Return to Zork
Quarantine Yu Yu Haksho ~ Shock Wave 2
Space Ace JPN Wolfenstein 3D
SprWng Cdr3 NHL'96 B.1.O.S. Fear
Space Pirate 11 Hour Cyberia
Slam N Jam '95 Zhadnost Lost Eden
Flying Blade Force D's Diner
Nightmare Mazer and many more
Dragon Lord - Panzer General
Doom Space Hulk

Complete Line of

Super Nintendo,
Genesis, Game Gea
and Virtua Boy.

uest Prices
Lalas\

IMPORT

(Import) (Us) Dragon Ball Z Kabuki

Blue Seed *D* Cosmic Fantasy 4  Legend of Xanadu 2

Dark Savior Clckwork Knight 2 Fatal Fury Special ~ Guilliver Boy

Dragon Ball Z Congo the Movie  Starling Odyssey 2  Louga 2

Dragon Fore Cyberia Blood Gear Ranma %2 (#3)

F-1 Live Information Darius Gaiden Sailor Moon Colction Dracula X

Feda Ramake Dark Sun Recrd of Lodss Wr2 Drgn Knght & Grafiti

Fist of North Star Eatthworm Jim2  Y's4

Gebockers Guardian Heroes  Vasteel 2

Godzilla Hang on GP 95 Arcade Card

Golden Axe In the Hunt Stricer T

Gotha 2 Iron Storm Xak 3 Drop Off $10

Gradius Deluxe Pok Johnny Bazokatne AdvancedVG. B 2l o G0

Guardian Heroes Magic Carpet Flash Hiders Art of F ?"m ACD $40

Gulliver Boy Mortal Kombat2  Super Big Brthr 2 Pri 9 ng sC

Gungriffon Mystaria Strip Fighter 2 THCessMRtE GRS T
n Kabuki AGD $40

Keiou Yugekm 2 NFL Full Contact ~ Neo-Nectaris Fray SCD $25

King of Fighter 95  Night Warriors Princess Makr 2 S \vad $59

Legend of Eldean  Return to Zork Sister Edgs iniacer

Mobile Suit Gndam  Shellshock

Panzer Dragon 2 Shock Wave coming SOZ0L

Ray Earth Skeleton Warrior ULTRA 64 G or P

Sailor Moon $ Street Fghter Golden Eye 007  Star Fox

Shining Wisdom ~ Alpha. Blast Dozer Star Wars

Snatcher ~ TheHorde BodyHarvest Super Mario Kart R

Sonic Wing Special Toshinden Remix  g,9qy Boggie Turok Dinosaur Hunter

Stmqt Fighter Movie Kirby Bowl 64 Waver Racer

Toshinden S Pilot Wings 64

Vampire Hunter » -{ﬁ“\‘:ﬁ;l >
e

World Advance 35 <

XMen Ji}mll:

and many more .

NEO GEO / NEO C

SUPER FAMICOM

Bahamut Lagoon Sailor Moon Puzzle
Dragon BIl Z (1to 5) Sailor Moon R
Dragon Ball Z Hyper Sailor Moon RPG
Dragon Quest 6 Sailor Moon S

NEO-CO e ::gc?:l?s s42 Gun Hazard SD Gundam Gnext
Aero Fghtrs 2 g 4p Mario RPG Secret of Mana 3

Gowcaizer Alpha Missn 2 g 42 Ranma 1/2 Puzzle ~ Super Bomberman 3
Kabuki Klash Baseball Sir2 ¢ 52 g‘;’{‘:’;ﬂ"aﬁ;ﬁ: = ;ﬂ::””’“"“‘aﬂa
King of Fighter 95 Fatal Fury3 g2 > "' g ]
Metal Slug Galaxy Fight ¢ 42 SPECIAL OF THE MONTH:
Mr. Do Nam 1975 $42 pragon BIl Z #3 $59 Yu Yu2 $49
Fulstar Puzzle Bubble §52 Ranma 1/2'S. Bil.359 Lady Stalker  $49
Real Bout Ftal Fury $. Sidekicks 3 g 42
Samurai RPG (CD) Top Hunter  g42
World Hero Perfect
and many more . . Alien Soldier Sailor Moon

Yu Yu Hakusho Lunar 2 (CD)

Dragon Ball Z Rockman World

Battle Heat
Deep Blue Fleet
Far East of Eden
Graduation

€.0.D. & Credit Card OK
Send $1.00 for delivery
of your free catalog.

Return to Zork
Team Innocent
Zenki

Withius befote youcaltanyoneetse

BEALEBS & wuotesm.ns WELCOVE

Releases
o Selections




The Hottest Games are Here'!

($19.99)

“* SALE SPECIALS **
Many more titles
300
Action Pack (3 in 1)
Blade Force
Cowboy Casino
Fifa Soccer w/o Box

Out of this World

SEGA CD
Adv. of Batman & Robin
Amazing Spider Man
Brutal Paws of Fury
Jeopardy
Power Monger
Third World War

GENESIS

Castlevania Blood Line
Cliffhanger
Chavez 2
Bramstoker Dracula
Ecco Dolphin 2

=

NHL Hockey 95
NBA Showdown 94
R.B.l. Baseball 94
Ryan Giggs Soccer
Shadow Run
Sub Terrenia
TECMO NBA Basketball
Virtual Bart
X-Band Modem

SUPER NINTENDO

Addams Family Values
Bonkers
Ball Z

Clay Fighter
Cool Spot —.
Chavez 2 /“Bl.ow OUT SPECIALS
Igration Factor ano SEGA CD
S Burning Soldier §2009  Android Assault $9.99
Adv. of Mighty Max Immercenary 2999 Bill W. College Football 9.99
Maximum Carnage Killing Time 29.99 Chuck Rock 2 9.99
Nigel M. F-1 Racing Myst 30.99 Dracula Unleashed 999
Rap Jam 1 Po'Ed 29.99 Ecco the Dolphin 9.99
Super Star Wars Rise of the Robots 29.99 ESPN Baseball 9.99
Star Fox Sherlock Holmes 39.99 Flashback 9.99
Supor Tonnis Shadow 29.99 Formular 1 Beyond the Limit 9.99
Super Pinball SONY PLAYSTATION Jurassic Park 9.99
Sim Ant View Point $20.99 Lethal Enforcer | 9.99
SUPER NINTENDO Links 2.99
Bust a Move $29.99 Masked Riders 9.89
Brain Lord 29.99 Midnight Raiders 9.99
Clay Fighter Tournament Ed 29.99 Mortal Kombat 14.99
Genghis Khan 2 9.99 Silpheed .99
Micro Machine 2999 The Terminator 9.99 For Ordering:
Robotrek 29.99 GENESIS (212) 290-0031
Temeo Baseball 29.99 Punisher $29.99 Dealer Hotline:
Ultima Il (Runes of Virtue) 29.99 Samurai Showdown 29.99 (212) 290-0426
For Fax Order:
Price and availability are subject to change without notice. We accept all major (212) 200-0432
credit cards, MONEY ORDERS and C.0.D.. Allow 10 business days for shipping Visit Our Mega
when paying by personal check. All sales are final, we will only replace defective Showroom at:
items with the same title. All tradenames/trademarks are the properties of their 126-128 W. 32nd St.

BN $SIHdXT INVD

“Prices do not include
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HORI FIGHTING STICKwme$49
ENTER A CODE AND GET SPECIAL POWER
wrm,J J’JJJ'J i ‘JJ_qu” 4

I QDB CALL $18-839-9753

DISTRIBUTED BY

FOR DEALER AND
WHOLESALE
TEL:818-839-8755 OR
FAX:818-839- 8751




THE CYBERPUNK'S
MANIACS CLUB

Cybermembership is free with your
first purchase. Get CyberBucks with
everything you buy from us. Exclusive
free game secrets only for Cyber-
members. Advance notice of new
releases and more in our Cyberletter.

THE GAMES YOU WANT, THE
PRICES YOU NEED.

g

ORDER NOW!

415-893-8188

CALL 7am to 7pm - pst 7 days OR SEND MAIL ORDER TO:

elselCEE DISCOUNTERS

'BOX 2708, NOVATO, CA 94948-2708
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GOOD STUFF
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VISA, MASTERCARD
ACCEPTED

Money orders same as cash - COD $8.00
Personal Checks-allow time to clear.
Shipping:US-$4.00. Over 2 1bs-$6.00.
Canada, PR-85.00. Over 2 Ibs-$7.00.
Hardware shipping charges may vary.
A. residents add 7.25% Tax. Prices and
availability subject to change.

NO HANDLING CHARGES, EVER!
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“The Game -Shark lety
vou de anything you want
te your Faverite games.



FOR THE LATEST CODES CALL THE GAME SHARK HOTLINE AT 1-900-773-SHARK

Call costs $1.28 per minute. Must be at least 18 years of age or have parent's permission o call. A service of Interact Accessaries. Inc.

Check out the Interact Web Site at: http://www.interact-acc.com

Kill faster! Jump higher! Never die! This time Interact has gone too far! With the
GAME SHARK™ for the PlayStation™ and Sega Saturn™ systems, the rules no
longer apply! Punch in the inifinte ammo codes for DOOM™ or VIRTUA COF™
and you'll have your foes outgunned! With infinite health codes for MK3™ and
BATTLE ARENA TOSHINDEN™, even the most devastating blow
4 * has no effect! Throw away the budget when you turn on the

; - unlimited money codes for ROAD RASH™ and OFF-WORLD

« |

By

N TERTEF
S INTERCEPTOR™! Turn battle damage into a thing of the past LT RMEDIA FRODRICTS
ENHA 228 with infinite shield codes for TOTAL ECLIPSE TURBO™ and Hi- BTESTES AT
OCTANE™! The GAME SHARK is the ultimate game enhancer! FCRTE SR ATHIES

PiayStation is a tradermark of Sony Compuler Enertainient Co. Seaa and Sooa Saturn are egistered rademarks of Sega Enterprises, Ltd. Doom is a iracemark of i Software, ing. Vitua Cop s a lrademar of
Sega Enlerprises. MK3 s a irademark of Midway Manufacturing Co. Batlle Arena Toshinden is a rademark of Takara Co Lid. Road Hash s a rademark of Elsctronc Arts. Oft World Intercepior and Toiel Eclipse
Turho ave (rademarks of Crystal Dynamics. Hi-Ocians is a trademark of Bullirog Productions Lid. THE GAME SHARK IS HOT A GAME. GAME SHARK for the PlayStation snd GAME SHARK for the Sega Saturn
are smoh sold separately, GAME SHARK is a tracemark of Interact Accessories, Inc. © 1896 Intsract Accesscrias, Inc. A REGOTON COMPANY, 10945 MeCormick Road, Hunt Velley, MD 21031, {410) 765-5661



If the suspense doesn‘t kill you,
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