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Artificial intelligence so advanced, players think and react to you like
real pros. They know if they're winning or losing. And they hate to lose.
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“...sports gaming just stepped up to the next level.” COMPUTER GAME REVIEW
“...just like real pro hockey...” GAMEPRO

Take on'the best teams and players in the NHL" Then, if you live through
that, try international play in our exclusive World Tournament.

Exclusive motion-captured players that move and s}
s real, you can almost smell the ice.
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By Ed Semrad

= s you can see from the
2 masthead, there are
'~ more changes taking

place here at the magazine.
Most notably, we have a new
publisher. Steve Harris is mov-
ing on to head up our online
service NUKE in addition
to pursuing projects that he
always wanted to do, but
never really had the time.

In retrospect, I've known and
worked with Steve for a long
time. In fact, we go back to well
before issue one of EGM when |
was writing @ game column for
the Milwaukee Journal and
Steve was an award-winning
world class game player who
had an idea of starting the first
game magazine. There are a lot
of fond memories of the good
old days—the times before com-
puters. Those were the days
when page layouts were done
by cutting and pasting (with scis-
sors and tape and not the com-
puter) and game maps were cre-
ated by taping small screen shot
photographs together. In addi-
tion, back then there were no
video cameras or digital image
capture boards. We did all the
work the old-fashion way—with
a 35 mm camera. It was always
easy to spot the EGM people at
trade shows because of the
high-tech “cone” we carried
along with us to help us take
photographs of the game
screens so we could be the first
to get the information to the
readers. But | digress.

I've always been amazed how
Steve could single-handedly run
the company and yet still find the
time to constantly tweak all of
the sections in our magazines so
we would always be one step
ahead of all of the other guys.
And when it came to covers, No
item was too small or unimpor-
tant. He would spend hours ago-
nizing over every detail, making
sure everything was perfect. If
there was something hot that

Ed learns new tricks in Street Fighter
Alpha 2 from the Capcom gurus.

came in at the last minute, there
was always time to get it in the
issue. All that meant was that
we had to make up the time by
driving faster to get the pages to
the film house.

But being the best didn't come
easy. There would be many a
night when | would be leaving to
go home at 10 pm.and Steve
would still be in his office working
on a new idea. And this would
go on seven days a week.

However, over the past seven
years Steve was quietly, and
patiently, preparing all of us for
that inevitable day when the
training wheels would be taken
off the bike and we would ride on
our own.

We're at that point now, but
we're not alone. Steve made
sure that we are in good hands.
With Jonathan Lane, our new
publisher, and the backing of the
tremendous resources of Ziff-
Davis and Soft Bank of Japan,
we now have the ability to take
our publications to heights never
before dreamed of in any game
magazine. If things go well, the
changes to the magazine should
begin in the October issue. We
are starting to prepare for it now,
but what will happen will have to
remain a surprise for a while yet

Al of us here wish Steve the
best of luck in the future. You've
trained us well and we wiill
continue to work hard to keep
EGM the number one video
game magazine in the industry.
Thanks Steve.
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Frank wanted big technology to match his
2-time MVP-winning, power-hitting arms.

.playe'r sprites, He wanted authentic gameplay.
like pitchers losing arm strength. He wanted
6 modes of play, 9 pitch selections and 27 stat.

angles to chec

because whatev.er Fra

Frank demanded motion-captured
fielding and computer-rendered
perfection before he would
unleash his home run power!

CD-ROM

SEGA SATURN

s reqstered trademark of Frank Thomas and licensed fo use o Big Hur Enterprises, Inc. Unauthorized use is sticty profibited. Big Hurt Ent
Major League Baseball Players Association MLBPA Logo © MLBPA MSA. PlayStation & the *<" logo are trademarts of Sony Compute Enl
ed. Acclaim i a division and registered trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entetainment, . Al righs reserved. Screen shats sh
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CAPCOM BRINGS ANOTHER VERSION OF
THEIR MEGA-POPULAR FIGHTING GAME
HOME. YOU'LL FIND OLD FAVORITES
ALONG WITH NEW TRICKS IN SFA2!

SIS DEPARTMENTS

Freceorr 6 INSERT COIN

Qur editor reminisces about the past and ponders the future.

14-18 PRESS START

The news that's making headlines in the world of video games.

22-26 REVIEW CREW

A no-holds barred critique of gaming's latest releases.

30 GAMING GOSSIP

THE inside source on the gaming industry from Q-Mann.

36-46 TRICKS OF THE TRADE

Want a power trip? Check out the hottest cheats here.

48-59 SPECIAL FEATURES

An in-depth look at the newest of the new.

60-77 NEXT WAVE

Get a sneak peek at upcoming titles for all systems.

79, 85 CONTESTS

Don’t miss your chance to win BIG!

80-89 NEXT WAVE PROTOS

Exclusive first-looks at games on the horizon.

92-100 TEAM EGM

Previews and reviews for sports gamers.

104-106 INTERFACE

An open forum for readers’ questions and concerns.

TWIN BIG)

i YOU WANT THE GOODS? Don’t miss your
ULV " 1241329 chanceto ENTER THESE GREAT CONTESTS...

Win big money in Working Designs’ Shining Wisdom
contest or hit the trails with a new mountain bike from
T*HQ’s Mohawk & Headphone Jack contest!

Score some fast cash or the hottest gaming
goodies in this once-in-a-lifetime opportunity!



BIG NAMES AND BIG GAMES
AT JAPAN’'S TOY SHOW

Sega comes out in full force, along with Capcom, Namco, Taito and
SNK for Japan’s recently held Tokyo Toy Show. The big hit of the
show was a preview of Virtua Fighter 3. Attendees also got their
hands on SFA2 for the Super NES, PlayStation and Saturn. Plus, a
peek at games you may find under your Christmas tree this year.

”

“Old games are coming back...jumping on the retro bandwagon!

WILEIANMS GEARS UD FOR T E B e
FUTURE OF GAMING | 2= e

RAYDEN Wins '

7

Get the inside story on the projects arcade giant Williams has
been working on. The company’s Andrew Hoolan visited our
offices and he brought everything from MK Trilogy to Final Doom!
The big shocker was to hold an actual Nintendo 64 in our hands.
Check out the games and Andy’s thoughts on the industry.

“If you don't listen to the consumer, you will not evolve.”

GAMERS WILL FLIP FOR
SONY’'S FURRY NEW HERO!

The question all America is talking about: What is a Bandicoot?
Four pages of exclusive coverage on Sony’s new marsupial. We

give you interviews and plenty of insight into the game, not to
mention character pictures and screen shots.

“One badly aimed leap will land Crash all wet and all dead.”

60 SATURN

Get “Loaded” with Interplay’s latest action title, or if
you're feeling really ambitious, jump into an all-out
war in Working Designs’ Dragon Force. Plus, don't

miss Gun Griffon and Shockwave Assault!

PLAYSTATION

See if the Force is on your side with Dark Forces
from LucasArts, then take control of a Tomcat
in Bogey: Dead 6. If that’s not enough for you,
check out Blast Chamber and Iron & Blood:
Warriors of Ravenloft.
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+BLOCKBUSTER
GAMES of SUMMER

WEEPSTAK

han
e Just l00K what you
ore Cl -
AN Win!

GRAND PRIZES - 10 Ultimate Game Rooms ¢
including Sony Maximum Tv system with 41”
big-screen TV, Surround Sound speakers, and
hi-fi VCR, Acclaim NBA Jam Extreme Arcade
game, Sega Saturn, PlayStation, gaming chair,
PlayStation and Sega Saturn games from
Acclaim, one year free Blockbuster Video
game rentals and more!

FIRST PRIZES - 4 Trips for Two to GamePro
Headquarters in the San Francisco Bay Area,
including round-trip
M‘ airfare, two nights’
- hotel lodging,
airport transfers and
a special Team GamePro merchandise pack.

SECOND PRIZES -
300 PlayStations with four

games each. W
300 Sega Saturns with four Syiio
P,
games each. R

BLOCKBUSTER VIDEO name and design, MAKE IT A BLOCKBUSTER NIGHT, BLOCKBUSTER VIDEO GAMES OF SUMMER SWEEPSTAKES name and design, and
MAKE IT A BLOCKBUSTER SUMMER are of i Inc., Fort Lauderdale, FL 33301
©1987,1996 Blockbuster Entertainment Inc. All Rights Reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc.

Sega is registered in the U.S. Patent and Trademark Office. Sega Saturn is a trademark of SEGA. © 1996 SEGA
Artticles depicted are for illustrative purposes only. Actual product brands and titles of video games to be awarded as prizes in this sweepstakes may vary and will be

determined by sponsors in their sole discretion.
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Not to MENTION...

. THIRD PRIZES - 350051:er
£7TUTN £ gne-Year Free Blockbu
B Video Game Rentals:

oice of any two every

N\l

fa
your € i

ideo games at Blockbuster Video.
i

ePro

Gam .
FOURTH PRIZES - 2000 Team b i

. . o
MEIChaIIdISe Packs, cluding a one-
tion to Ga ePro Magazine Spo ts watch, 1-S T

and sports code book.

Klaim

entertainment inc

FIFTH PRIZES - 6000

Great Games from ;
Acclaim, Sega and Sony: o
1000 for Super Nintendo, i
for Genesis, 1600 for Play!

2400 for Sega Saturn.

ise
ZES - 200 PlayStation Merchandi

-shirt.
) ding PlayStation cap and T-shi

Packs, inclu

The more you PLAY, the MORE
thances YOU have to WIN!

With your Blockbuster Video Games of Summer
Sweepstakes card, every fifth video game you rent
is FREE. And every free game earns you another
automatic entry in the Sweepstakes. Enter as often
as you like. But start now. The Sweepstakes only
runs from June 17th to August 18th,

and evening) on a 3 12x51/2 Postcard to: Blockbuster Video Games of
Summer Sweepslakes, P.O. Box 324, Lombard, IL 601. 48-0324,
Sweepstakes ends 8/18/96. Mail-in entries must be Postmarked by g/1 8/96
and received by 8/23/96. You may enter by mail as often as you wish, but
each entry must e mailed Separately. Mechanically feproduced or Pphoto-
copied entries are void. For complete Official Rules, by which all entrants are
bound, see Participating BLOCKBUSTER VIDEO stores or send a request
and a SASE to Blockbuster Video Games of Summer Sweepstakes

Official Rules, PO, Box 1403, Lombard, |L. 60148-8403, WA &

VT residents omit return Postage. Open to legal U.S, resj-

automatic entries. Prizes for winners
under the age of 18 selected from
maik-in entries

will be awarded in the name of
Pparent/legal representative. Void
Wwhere prohibited, Estimated prize
values: Grand Prize, $13,000 each,
First Prize, $5000 each, Second
Prize, $500 each, Third Prize, $96
each,Fourth Prize, $50 each, Fifth
$50 each, Sixth, $30 each

Make It ABLOCKBUSTER Summer™
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Cheap 3-D?

At the Electronic Entertain-
ment Expo earlier this year in
Los Angeles, Konami spiced
up the debut of its 32-Bit
Contra game by showing
some of the games in stereo-
vision. To see the 3-D effect
clearly, gamers wore chintzy
3-D cardboard glasses to
play—similar to the kind you'll
find at a movie theater show-
ing a 3-D movie.

Comparing this “3-D” gam-
ing experience to headsets is
like comparing a Micro
Machines car to a Ferrari. The
actual effect appeared more
gimmicky than substantive or
realistic. Still, it did open the
door for an intriguing sce-
nario: Games that come pack-
aged with 3-D glasses and
have a gameplay option to

toggle between normal views

or a 3-D display.

Virtual i-o offers ba
i-glasses (above) and
a less expensive
Virtual TV model.

Consoles Face Long Road Ahead
in Quest for True 3-D Gameplay

ust five years ago, the
connection between

reality systems was
about as close as two people

Grand Canyon.

On one side stood the video
game consoles: To them, virtual
reality consisted of little more
than a static background with
blocky 2-D sprites running
across the screen. You'd be
ecstatic if you had more than 16

colors or a scrolling background.
i minutes at a time for one of two
: reasons—not enough cash or not
: enough neck strength to hold up
: the heavy helmet on your head.

On the other side of the
chasm stood the virtual-reality
systems: large, bulky booths that
had a price tag as whopping as
the graphics. Oftentimes, you
couldn’t play for more than 10

: "No one should
:think that for

video game and virtual- :

. any of the
. gaming plat-

standing on different sides of the :

. forms...head

. tracking and

. 3-D are around
. the corner.”

Virtual i-0's ! pyzs words

Linden Rhoades:
: tion that video games have been
: bit by the virtual reality bug is in
: the game names. Think of all the
: next-generation games that fea-
: ture the word “virtual” in their

: game title or advertising. From

: VR Soccer to Virtua Fighter, the

Thanks to jumps in technolo-

gy, that gap has gotten narrower.

: With the advent of next-genera-
: tion systems that can effectively
: render 3-D environments, and

i cheaper, lighter headset displays,
: the immersive gaming era is

: virtually at hand. However, major
: obstacles must still be tackled

i before console machines can

: truly bridge the gap between

: themselves and the promise of

: interactive 3-D gaming.

Perhaps the greatest indica-




Head-Mounted Device
(HMD): The technical term for
a headset display. Also known
as a visette.

Head Tracking: Currently
only available for PC and loca-
tion-based entertainment
games, the feature in head-

sets shifts the viewing

image as your head
moves, i.e., when you
look right, the
screen “moves’’
right accord-

ingly.

illusion
of virtual
reality has

bucks. However, the
use of the word is a mis-
nomer. The game may be pro-
grammed to draw what looks like
a 3-D environment, but you wind
up watching itona 2-D TV
screen. No matter what those
ads say, these games are about
as 3-D as a cardboard cut-out.
Actually creating a 3-D
gaming experience remains the
industry’s next great challenge—
re-creating an interactive envi-

jump into and navigate. To this
point, video game companies’
stabs at virtual reality have
missed the mark, such as Atari’s
aborted Jaguar VR headset and
Nintendo's two-toned Virtual
Boy, which is virtual reality only
In name, not performance.

video game system. It also
necessitates the use of a head-
mounted display, or headset, that
effectively shuts out the outside

-
-
L]
-
L]
-
L]
-

Virtual Words Explained

Inter Pupil Distance: Or IPD,
it’s the distance between your
eyes. Some HMIDs require
users to adjust the headset’s
IPD so they get the correct
field of vision and eye relief.

See-Through Lenses: This
feature in headsets lets you
view your surroundings as
well as the LCD (liquid crystal
display) projection, which
makes the image appear to
float in the air.

Stereoscopic: Applies to
both sound and visual display.
A stereoscopic image creates
a 3-D illusion by feeding each
eye with a slightly different

perspective of the image.

Vertigo: Or motion sick-
ness. Side-effects that
sometimes occur
with extended
use of some
glasses.

translated into big i

world

and pro-

vides con-
vincing 3-D
sight and sound.

: yet embarked on that

: mission, there's a growing list
ronment that gamers can literally :
: to move ahead
: on that front.

of companies in prime positions

Two of the

. biggest compa-
: nies are Virtual
: i-0 and Virtuality.

. Virtuality’s agreement to

The recipe for real 3-D gaming m'f;:?a:z:::[:‘or
includes much more than a good through e

. of production

: costs. Now
: Takarais taking a

: stab at the market.

Virtual i-o has a product lineup
of LCD glasses that work on PCs
and video game systems.
Virtuality, which has primarily
focused on location-based enter-
tainment machines, recently
forged a deal with Takara of
Japan to manufacture low-priced
HMDs for the consumer market.

Virtual i-o currently has a
product out that is of direct
relevance to gamers: the $399
Virtual TV, glasses that project an
LCD image that's the equivalent
of a big virtual screen that also
has stereo sound. “People are
really, really beginning to like
that experience for console gam-
ing because it is a big immersive
screen,” said Virtual i-0’s presi-
dent, Linden Rhoades. “It helps
create the illusion of a real-world
experience.’

What puts Virtual i-o0 in a plum
position to capitalize on console-
based 3-D gaming is its licensing
deal with Sony—specifically for
the PlayStation.

The deal means Virtual i-o

“can exclusively have a head-
mounted display product
with a PlayStation look
and logo,” Rhoades
said, that would
also have the

(Continued
on Page 16)

While no company has :

&
ot
=
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From the “setting the
record straight” depart-
ment: You may remem-
ber from January of
1995 an announcement
between GTIE
interactive
and Nintendo
regarding the joint cre-
ation of a 16-Bit fighting
video game. In that
announcement,
Nintendo also
announced GTE's
involvement with the
Nintendo 64, and allud-
ed to online gaming and
Internet access possibil-
ities—ostensibly for the
N64 machine—with the
aid of GTIE's phone
network technology.
While the 16-Bit title (FX
Fighter) wound up In
the scrap heap, ques-
tions regarding GTIE's
N64 work remained
nebulous. EGIM's
curiosity was further
piqued by
Nintendo’s
“‘Dream Team™ partner
list, which failed to list
GTE. So what's the
status quo? A comment
from Nintendo
was unavailable at press
time, but GTIE
Interactive
Public Relations
Manager Valerie Motis
assured EGIM the
company no longer has
development plans for
the N64.

Tetris, certainly the
biggest computer puzzle
game ever devised, will
soon be headed online
and to next-generation
systems. The announce-
ment comes from
The Tetris
€O0., which plans to
renegotiate the game’s
licensing rights with
current holders, includ-
ing Atari, Nintendo and
Sega. As far as the
online gaming goes, the
company wants to divvy
up players into leagues
based on gender and
age, a statement read.

- —— = By B — Y « § g W
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Problem: StudiOo
3D 0O seeks role-play-
Ing/strategy gaming
developer expertise.
Solution: Buy RPG/strat-
egy gamemaker. That's
exactly what 3O did
when it announced
plans to acquire
New World
Computing. The
company, a subsidiary
of NTN Com-
munications,
IS best known for its
“Might and Magic”
series.

\eedlio Signal Enhancer

Audiophiles may want
to tune into a new prod-
uct from Z-Man
Corp. named the
Audio Signal Enhancer.
The black box (above)
connects between your
video game system (or
other audio output
device) and speaker
system, and spices up
the audio signals. The
result I1s better sounding
effects, clearer voices
and elimination of
“brightness,” a term
describing the dull, life-
less tones that some-
times result from digital
recording. “Gameplay
lin the 32-Bit era] is
great, but the sound
quality sometimes falls
short,” company presi-
dent Gerald Zerfas said.
“This device ‘warms up’
that sound and makes it
more pleasant to listen
to.” With a $198 price
tag, this device likely
won't float most gamers’
boats—except for
sound-quality maniacs.
For more information,
call Z=IMan at (616)
246-7929, or check out
Its home page at
http://www.z-man.com.
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REALITY
CHECK

(Continued from Page 15)

future expandability for a head-
tracking add-on. However,
Rhoades pointed out that “it'll be
some time before there's any
software—maybe a very long
time—that’ll take advantage of
3-D or head tracking.’
(Incidentally, you may have
heard of Sony’'s new Glasstron
LCD glasses, a new HMD that'’s
expected to run more than $800
when released in Japan. While a
Sony Electronics spokesperson
did confirm the product’s exis-
tence, she did not say that the
product would come over to the
U.S. According to one industry
official, Sony will market the
Glasstron as a niche market
HMD for technical uses rather
than for mass-market consump-
tion—so you won't see it in the
U.S. any time soon. As a result,
Rhoades said, the Glasstron
project has no bearing on Virtual
I-0's plans with Sony.)
Meanwhile, Virtuality's deal
with Takara puts closure on a
project the company first started
with Atari for a Jaguar VR sys-

project because of the high
startup costs involved with mass
production. However, Takara

Reality Bites

One of the first companies to create a
video-game system compatible headset
has reportedly decided to exit the busi-
ness. The company, VictorMaxx, built the
CyberMaxx head-mounted display
(above). An EGM call to the company was
not returned but a report from our online
NUKE site quoted company president
Richard Currie as saying the HMD mar-
ket’s “potential has been very slow in
~developing.” The report also states
VictorMaxx will shut down all current pro-
duction of the CyberMaxx to focus on its
online gaming venture, an AutoDuel game
based on Steve Jackson’s board game.

Virtuality, makers of high-end VR machines and headsets, \mll help
make the Dynovisor for Takara an LCD projection headset.

: has decided to invest in that

: technology by bringing out the

: Dynovisor LCD glasses, which

: are slated to sell this September

: in Japan for roughly $375.

: According to Virtuality (U.S.) Vice
: President of Marketing Mike

: Adams, the company is still

: negotiating deals that would
bring it here to the United States.

“The preproduction units have

: performed well ahead of our

: expectations,” said Takara of

i Japan’s Yasumi Suzuki, a manag-
tem. Atari reportedly dropped the

er involved with the Dynovisor.

why the delay?

Still, these products are
currently little more than 2-D TV
screens that float in front of

your face. Immersive, yes.
But 3-D? Not exactly.

to be honest about
the fact that while
we think the VTV is
really, really fun for
console gaming, that
no one should think
that for any of the
gaming platforms...
head-tracking and
3-D is around the
corner,” Rhoades
said.

Why not? Both the
Dynovisor and
Virtual TV are capa-

via stereoscopic
imaging, and Virtual
I-0's products can
have head-tracking
add-ons. The

consoles: specifical-
“It's a question of,

‘Is there content for
it yet?"” Rhoades

: said.
: with the PC. As you know, the

: PC is an open architecture,

: consoles are not.” So while PC

: game developers can make titles
: compatible with HMDs that have
: 3-D or head tracking, console

: developers must secure approval
: from the system maker, such as

: Sega or Sony. It's a complicated

: process that will require a lot of
: time before gamers get a chance
: to play in a 3-D environment

: through their console system.

people to try them.” B

“It's a different ballgame

the good news

What will help further the

: cause of 3-D gaming is the

: growth of the consumer HMD

: market. Headsets that cost $800
: and up years ago are now avail-
: able for half that.

‘| think it's important :
: and overlapping market potential
: also will help increase the user

: base. In Virtual i-0's case, its

: affiliations with telecommunica-

: tions giant TCl and Thomson-

: CSF give the company’s products
: tie-ins with not only computer

: products, but also cable TV, DVD
: applications and even communi-
: cation services. Thanks to the

: lightweight nature of these head-
: sets, a portable system/headset

: combination is never a far-off

: possibility. (Of course, the

: chances of Sony and Sega build-
ble of simulating 3-D :

Wider distribution channels

ing portable 32-Bit systems is an

: entirely different issue.)

The key now is exposing

: enough gamers to the HMD
: experience, and getting video
: game developers to build a
problem lies with the :

library of titles that offers 3-D

: gaming. That prospect may only
ly, games compatible :
with these headsets. :
: they love them,” Rhoades said.

be a console generation away.
“I think when people try them,

“So it's just a matter of getting




A lot has been said about the
Nintendo 64 in the video game
media, but chances are you
haven't heard or seen all of it.
Now that EGM has gotten its
grubby hands on the N64 system
and ahold of new information
from various sources, the editors
have compiled this list of N64
facts that you might not know:

1 what’s out: Unlike the
Super NES, the Nintendo

64 gets rid of the RF connector

output. Instead, -

the system has

a multi-out

port with a

stereo AV

cable. Those who want to hook

up via RF or S-Video will have to

buy a separate extension cable.

Yoshi in Mario 64:

However, he’s hidden. You'll :
only find him if you go above
and beyond the normal require-
ments for beating the game.

it’s small: 10.23" x 748" x
2.87" The numbers don't tell
the story as well as seeing the

the system is two-thirds the
width of the Sony PlayStation,
and the same depth and height.

N64 F-Zero: It's not on
any official product lists yet,

that he plans to make a sequel
to the 16-Bit title, perhaps after
Super Mario Kart 64 is complete.

lockout chips: While the

Japanese and U.S. Nintendo :
: to be removed.

64 will basically be identical in
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: design, you won't be able to play :
: Japanese games on U.S. systems :
: because of lockout chips. (Look

: for import adapters to soon

: come out afterward, however.)

what’s in an EPROM:
These oversized carts are

: how game makers get to run
: N64 titles still | -

: in develop- {

: ment on the

: system. Note

: that the carts

: are about

: twice the size
: of the ones

: you'll buy in €

: stores. At the top is the I/0 port
: used to transfer code from the

: computer to the circuit board.
system in person. EGM estimates :

LT ETS

what’s underneath: The
memory expansion port in

i front of the N64? In the future, it :
: will be able 5
: to hold 1 or 2
: MB memory
but Shigeru Miyamoto has stated :
: packs (for
: the 64 Disk
: Drive, or “bulky” drive). So what's :
: underneath it now? Well, it’s a
: sticker and a black plastic

expansion

“jumper pak” that's not supposed :
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game slot: You'd think
that bigger is better. Just
: the opposite with the N64; the

: game plug-in is one-third smaller
: than in the Super NES.

power supply: Forget
those old AC adapters with

: bulky plugs at the end. This time,
: Nintendo has opted for nifty

: plug-in module power packs

: (above), which add about an

: extra inch to the length of the

: machine. The adapter slides into
: a port into the back and locks in.

mass production: You may
have heard Nintendo plans

: to sell 500,000 systems between
: the Sept. 30 launch and Christ-
: mas in the United States, and

: 500,000 in the first quarter of

: 1996. What you may not know is

how Nintendo came up with that

: figure: That's all the company
: can supply. If the N64 sells like

hotcakes, be prepared for system

: shortages this holiday season. W
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ATION WITH PREVIOUSLY

UNRELEASED SONGS
PLAYS IN ANY STEREO)

BORED GENERATION IS

| ALSO A CD-ROM, GIVING
! YOU UNSEEN BONE-BREAKING
! SNOW, SKATE, AND SURF

VIDEO.

FEATURING THE

BEST BOARDERS AROUND!
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SATURN
DIALS UP
XBAND
SERVICE

s ega of Japan has ham-
mered out deals both here

and in Japan to bring the XBand
service to the Saturn. The service

will be accessible with Sega’s
Net Link device (above).

“Sega’s been so happy with
where we've gone on the
Japanese service that they've
asked us to make a U.S.
version,” Catapult Entertainment
President Adam Grosser said.

The U.S. Saturn service will
differ from the Genesis service
because it will allow both multi-
player network play and cross-
platform gaming. This means
that future XBand-compatible
titles will let PC players battle
against Saturn players with no
problem—thanks to program-
ming tools developed by
Catapult and recently given to
Saturn/PC game developers.

No announcement has yet
been made regarding the XBand
launch date in the United States.

XBand's future with other
next-generation systems remains
in limbo, although Grosser did
confirm talks between his com-
pany and Sony and Nintendo.
According to Grosser, Sony's
Internet strategy is not yet fully
formulated, but Catapult is the
“leading contender to provide
network services.” The company
has not yet talked to Matsushita
regarding XBand for possible
use with the M2. &
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FOR YOUR VIEWING

Samsung
Engineers
‘Dream’ TV

veryone knows
companies that
make video game
systems for TVs,
but has anyone heard of a
company making a televi-
sion specifically for video
game systems?

Enter Samsung, the
home-electronics giant that
will bring out, this
September, the GXTV, a 13"

designed by gamers for
gamers,” said Jim Sanduski,

national marketing manager for
. low-level emissions. That means
: gamers can sit up close to the

: screen without fear of damaging
: their eyes.

the GXTV. “This is our most
heavily researched product
that’s ever been produced.”
Samsung officials corralled
die-hard players with only one

request: design a dream monitor :
: The monitor has a 21-watt

: stereo speaker system consist-

: ing of a 15-watt subwoofer and
. two magnetically shielded

. speakers. Those two speakers

: are located on both sides of the
: monitor, and fold out. A player

: sitting in front of the GXTV can
: adjust the angle of these

: speakers for the best sound.

they'd like to play video games
on. Samsung then compiled
players’ sketches and feature
lists, and handed that informa-
tion over to the company’s
product designers.

Once the first prototypes
were built, Samsung showed
them to gamers for additional
input. “The [gamers’] response
has been extremely positive,”
Sanduski said.

GXTV differs from ordinary

TVs in several important depart- :
: caters to shooting games by

ments. While the screen (with a

Thanks to a low-emissions

“monitor, users can sit close to

the TV without fear of fried eye-
balls or reprimands from mom.

: , The GXTV'’s
monitor with a revved-up door cover swings
speaker system. out to reveal a pair
The GXTV is in most of stereo speakers %
respects the first-ever that can be positioned \
' “video game monitor for optimal listening.

: cable TV-quality resolution) may

be a mere 13” diagonally, it has

The GXTV’s audio capabilities
sound even more impressive.

The GXTV also boasts two

preset surround sound modes
: specifically for video games.

The first, dubbed “warzone,”

amplifying explosions and other
special effects to mimic a
surround-sound sensation. The

—seeond mode, “roadrace,” is

designed to emulate the pedal-

to-the-metal driving experience. :
: functionable TV/speaker system,
: players can also hook up a VCR,
: portable CD, stereo or any other
: audio/video device.

The GXTV has two A/V input
jacks, so a player can hook up
two systems to the monitor
simultaneously, as well as a
headphone jack for private

listening. The A/V input huﬂkups

: ing a compact, versatile all-in-

: one monitor for both video

: games and audio systems. Look
: for the product where video

: game systems are sold. W

will be especially useful for
players with multiple systems,
because the GXTV can switch
from one system to another at
the touch of a button.

PI.EASIIRE

Features

m181-channel TV
m 13” diagonal low-

emissions screen

m Stereo sound with dbx
Noise Reduction

m Tilt/swivel stand

m 21-watt 3-piece speaker
system:

- Bass reflex 15-watt
subwoofer

- Two hinged speakers
rotate 175 degrees

= Two preset surround-
sound setti

m Multiple W input jacks

m Headphone jack output
= Remote control

Since the monitor is a fully

At $349, the GXTV seems a
logical choice for gamers seek-
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Against a dark and shifting 3-D landscape, |
the warriors of the twisted underworld known as BATTLE ARENA TOSHINDEN 2™ await your return.
How do they know yoU’ll be back? Let’s just say it’s a gut feeling. As in the first 360° go-round, the moves are
lethal, the stages visceral and the characters, wicked. And this time, the original avengers are joined by a new
crew of fighters. Like Tracy, the sexy cop gone bad; Gaia, merciless madman; and Chaos, a friendly fella who happens

to swing a sickle. All of ’'em real keen to get to know you better. On every level.

So welcome back. And plan to stay awhile. Because here in Battle Arena Toshinden 2, these
forsaken foes aren’t just out to take you down.They're down to take you out.

http://www.playmatestoys.com

16200 Trojan Way

©Takara Co., Ltd. 1996. Playstation, the Playstation logo, and the PS logo are trademarks of Sony Computer Entertainment Inc. La Mirada, CA 90638
PIE is a trademark of Playmates Interactive Entertainment. (714) 562-1743

Bartle Arena Toshinden-2 and all characters and distinctive likenesses there of are trademarks of Takara Co., LTD
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{CURRENT FAVORITES:
7 | Junping Flash! 2
" Blast Chamber
Bogey: Dead 6

Doom'’s cool and all but it's nothing like
the real thing—paintball. Shawn was able
to give high scores to his co-workers...in
the form of painful paintballs!
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7 CURRENT FAVORITES:
A SF Alpha 2
Baku Baku Animal

Gun Griffon
Hsu organized the whole paintball fias-
(0. He got coated in mud and eaten by

mosquitoes, but all the pain and effort
paid off when he bulls-eyed Sushi-X!

72 7| CURRENT FAVORITES: =
A % | Cun Criffon - |
| - Busta-Move 2
N7 |Crash Bandicoot

Cris got pelted by more paintballs than
S anyone else in the EGM gang—and
i@ most balls beaned him in the skull.
Next time he’s bringing a real gun.

-
SUSEI A

d{ CURRENT FAVORITES:
MK Trilogy
Dragon Force

. NiGHTS

Sushi found paintball to be a relaxing
break from his fighting game-playing
duties. Now he’s plotting revenge

against Hsu, who got off a lucky shot.

The Review Crew rates each game in several
categories: visuals, sound, ingenuity and replay
value, The averages of the four members’ scores P
are listed at the bottom of the reviews. These
averages are independent of the overall scores,
which are displayed behind each review and

based on how the games compare to other titles

on the same system.

Bl THE RATING SCALE:

10-Perfection 5-Average
9-Virtually flawless 4-Rent first
8-Splendid 3-Time-waster
/-Worthy 2-Don’t even rent
6-Good, not great 1-Flush it
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MECH SIM

L

BACK-UP: SYSTEM MEMORY

BEST FEATURE: GRAPHICS

WORST FEATURE: STICKY BUILDINGS

ALSO TRY: THUNDERSTRIKE 2

I've always been a big fan of the arcade-type sims like
AH-3 Thunderstrike for the Sega CD. Gun Griffon fits
right into the same Style as the oldies but uses the
Saturn’s new technology and comes through to offer
gamers an action-filled mech extravaganza. The
graphics are sharp but not incredible—they work for
this game. There are plenty of different weapons {0
choose from but you don't have unlimited ammo.
Conservation adds a good angle to the game. It's not
just a blast-fest. There are a variety of missions. The
night mission even allows you to use the night-vision
goggles. | liked this one all the way through.

By far, the best, most realistic cinematic intro I've ever
seen. | thought |l was watching film, not computer ani-
mation. This is the most exciting mech sim I've ever
played, including any found on the PC. The controls
are simple and responsive. The load times are mini-
mal. The sounds are great. The mission briefings are
quick-and to the point, although | would've liked to
have seen some more great cinemas utilized there. My
only other complaints are some graphics were too pix-
elized, like the explosions. Also, the buildings should
be destroyable. They are mysteriously resilient and
cause your mechs to stick to them and stop abruptly.

M Gun Griffon is the best mech sim to ever come out for

4 the console systems. The game contains.nearly every-

thing a would-be mech pilot could hope for, from way-
cool HUD displays to dozens of various multiton, mul-
tilimbed robots. GG’s graphics are superb, as well.
The enemy mechs, tanks, jets and helicopters are all
extremely detailed, as is the terrain. And GG is pol-
ished with nice little features like radio chatter and
varying weather conditions. The game’s only flaws
are the lack of external views and the “stickiness” of
buildings and other structures. Even mild contact with
a building is enough to stop your speeding mech cold.

This game has everything a good mech sim should—
realistic graphics; excellent control and a cool story.
The enemy mechs, tanks, gunships and jets look
especially realistic. Battles get pretty intense, and you

i have to keep moving to survive. The option to fly with

your jump jets adds a whole new level of strategy to
the game, since the enemy mechs can fly, too. The
game only has eight missions, but they‘re long and

g challenging and will keep you busy for a while. GG

has a few flaws. You can’t blow up buildings in the

B city levels (although you can walk across their roofs),
# and it's too easy to get your mech stuck on buildings.

L
o il
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BUGS BUNNY IN:

DOUBLE TROUBLE |

| " CATEGORY: ACTION
BACK-UP: NONE
BEST FEATURE: VARIOUS THEMES

WORST FEATURE: TEDIOUS LEVELS [B

ALSO TRY: ALADDIN

This one’s a little too average for me. Granted it's fun
but too many areas leave you feeling annoyed
because of control. Good points? It's fun, it has bright,
colorful graphics and there’s a variety of levels to play
through—each with its own theme. It was very cool to
see so many different characters from the cartoon star
in the game. If you're a Wamer Bros. fan, this game is
even better for you. | can't say that | wanted to play
the game again after going through it once. When |
pay $40 or $50 for a game that is S0 average—like
Bugs Bunny—I feel kind of jipped. When games like
Vectorman are out, why bother with the average?

Looney Tunes can always bring a smile to my face, |
have to admit. Trying to look beyond that, Bugs
Bunny is really nothing special. It's a platform game
much like any other cartoony deal. Some new ideas
can be found, like bouncing up to grab dynamite and
a parachute to blow up entrances in the ground, but
they are not earth-shattering. Some levels are difficult
to find your way around, especially the underground
mines. Once you get lost, you'll circle all around, wan-
dering endlessly through the same paths. When you
see the same surroundings over and over, it will drive
you buggy. Not bad to keep the young ‘ens busy.

Fans of Warner Bros. wisecracking rabbit might get a
kick out of this game, since its levels are loosely

B hased on the bunny’s old cartoons. Otherwise the title

4 is barely above average. While the graphics and ani-
mation are colorful and cartoonish, they‘re not as
good as the visuals. in Disney-inspired Genesis titles.

d The sound’s only so-so, too. This game’s greatest
strength is its variety of levels. Each stage sends Bugs
on a specific mission, so the latter levels always offer
something new to do. The levels are also large and
give you plenty of room to get lost. Bugs doesn’t con-
trol very well, though; he slides around too much.

Everyone’s favorite wascally wabbit gives players an

Nl action-filled adventure that changes greatly from level

3 to level. Although the control may not be as precise as
possible, it is still fair and just even to beginning play-

N ers. At first glance BB in DT may appear to be just

3 another side-scrolling adventure game that requires

j more reflexes and minimal amounts of intellect, but let

3 me assure you, this is a thinking man'’s game requir-
ing as much strategy as a side-scrolling game can :
handle. This one is great for all but the youngest play- |

i ers. Great characters and plenty of different action to

B o0 the distance in this one.
VISUALS SOUND BRI LA A REPLAY VALUE
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SHOCKWAVE ASSAULT

ELECTRONIC ARTS
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CATEGORY: FLIGHT COMBAT

; BACK-UP: SYSTEM MEMORY i

BEST FEATURE: TWO GAMES IN ONE

ALSO TRY: WING ARMS

g

y

WORST FEATURE: MONOTONOUS PLAY

§ | was pretty much frustrated with this one. Yeah, the
4 FMV was well done and the graphics weren't horrid,

but | just didn't really enjoy the game—it wasn't that
fun. The enemies were kind of weird-looking in a bad
way and the Bosses were big but unimpressive. The

4 the captain would yell at you or compliment you for

what seemed to be no good reason. There were a
number of different levels to play and having the
sequel included was a great touch. The control was
decent but again restrictive. For a cool story line with
mediocre gameplay, Shockwave is here.

M Shockwave Assault will tantalize you. Good full-

motion video intro, decent acting, smooth-scrolling
terrains. That's the good. The bad is the control. Your

l spaceship is not very nimble, so it's hard to dodge

attacks and keep a bead on your enemy at the same

 time. To avoid frustration, I found myself taking all the §

hits and throwing any kind of evasive maneuvers out
the door. Shockwave allows freedom of movement,
but that movement is confined to a limited area. To
make matters worse, your ship takes a lot of damage
trying to leave the area. The slow action never raised

P my heart rate. You can find a better space shooter.

This game may have been a real system seller when it
debuted a few years ago for the 3DO, but now it’s
just an average game that pales in comparison to Sim-
ilar titles. Actually, it's two average games on one CD.
SA includes the original Shockwave game, in which
you battle aliens over Earth, and its second episode,
Operation Jumpgate, which continues the battle
throughout the solar system. These two episodes
make for a lengthy and difficult game, but the game-
play during each of the 15 levels is pretty much the
same. All you really do is take on wave after wave of
monotonous aliens. The cinemas are cool, though.

SA has a cool plot and excellent cinemas, but its
gameplay is below average. All you do is fly around
and blow up aliens over and over again. Later levels
can be frustratingly difficult. For instance, most ene-
mies nail you with at least one shot before you can
blow them away. Control of your ship is very limited;
you can't fly very high and you can’t crash into the
ground. And your controls are so unresponsive that
it's often impossible to dodge enemy fire. SA does

] offer plenty of play time, however. Since the title is

L |

:_5’.5

actually two games in one, it features 15 lengthy mis-
sions that will keep you chasing aliens for a while.

INGENUITY

5.5
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BOGEY: DEAD 68
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CATEGORY: AIR COMBAT SIM

BACK-UP: MEMORY CARD e

BEST FEATURE: STORY LINE

WORST FEATURE: TIME LIMIT £4

ALSO TRY: AIR COMBAT

I'm not one to drool over flight sims so when | first
saw Bogey: Dead 6 | wasn't too excited. After playing
it, though, my attitude changed. | couldn’t get enough

= of this game. Playing the Training Mode, the Regular

3 -
missions were fairly bland and restrictive. Many times P

Mode and the link-up Vs. Mode, | would just play and 8

play. If 1 got shot down, I'd restart and play some
more, There were some polygon breakup problems

thing about Bogey is that as much of a flight sim as it
is, it's also an arcade-action game. Because of this, it
has great replay value. Also, Bogey has a huge variety
of missions—blowing up bridges and carriers is fun!

¥ It's a dliché in the world of reviewing games, but it

applies to many games before, many games now, and
unfortunately, to many more games to come. Bogey:
Dead 6 is nothing we haven't seen before. Sure, it
looks great: The animation is top-notch smooth. Sure,
it sounds great: Clear voices help build the tension for

B dogfighting and the sound effects of bogies roaring

by are loud and realistic. The problem is, it has no
innovation, it's all flash. The bottom line is, if you real-
ly enjoy air-combat games, this is one of the best-
looking and sounding ones around, but don’t expect

M any surprises in here.

fl and night missions to fly, from patrol to escort duty.

REPLAY VALUE
4-5
T & -

Like Air Combat and Top Gun: Fire at Will, B:D6 is not §
a complicated flight simulator. It's just another arcade-
style shooter that has more to do with blowing stuff

up than flying a true-to-spec fighter jet. Still, the game
does up the ante in realism a bit by allowing you to

land your plane once in a while, and sound effects—
such as engine whine—sound authentic. But B:D6
shatters all illusions of real-life combat by imposing a
time limit on your missions. It's more than a little frus- §
trating to watch the last bogey get away because you
ran out of time. B:D6 does offer a wide variety of day

I'm not a fan of these types of games at all but Bogey:
Dead 6 did have a lot of action for a flight sim.

gl Knowing that it's more like an arcade game than most i

've played helped me tolerate a usually boring genre.

R The graphics were very good with minimal pixeliza-

tion and the missions were fun to play through. I liked
destroying ground targets and locking on enemy jets.
| had a slight ammo problem since | fired seven mis-
siles per plane. Oh well—I crave action. Again, if
you're not a combat-sim fan, Bogey IS not going to
convert you into a jet jockey. If you like jet fighter
games, then Bogey is a good purchase.
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BUST-A-MOVE 2

CATEGORY: PUZILE
BACK-UP: MEMORY CARD
BEST FEATURE: TWO-PLAYER MODE
WORST FEATURE: IT'S TOO ADDICTIVE
ALSO TRY: ZOOP
| kept on thinking maybe this was a Young M.C. game &

of some sort but then | remembered the first Bust-A-
Move at the arcade. This one is a lot of fun and since

281 no other Bust-A-Move game was ever released for the
i PlayStation before, you'll have a lot of fun with a fun

new puzzle game. Plus, if you're into anime, this one
will please you with its cartoony characters and funny
voice clips and background music. The three different
modes of play make for good variety. My favorite
mode, besides two-player, is the puzzle game. This is
not one to be finished in one day. For the price I've

P scen it for at local stores, this one is a great buy.

&8 | never understood the popularity of Bust-A-Move.

That is, until I sat down and played it. It's an addicting
puzzler. I can't resist beating up on Crispin in the Two-
Player Mode. The challenge doesn't lie in setting up
combos, but making sure your shots line up correctly.

It's different, but too easy. | prefer games like Kirby's
Avalanche and Baku Baku where you will have to plan
fast and hard to combo your opponent. In Bust-A-

P Move, all you really need to do is to pile up balls on
Sl one long leg, bust the top of the line and drop the
St whole thing. Too simple, but still fun. Be ready to get

frustrated with balls that don’t go where you want!

Except for its brand-new puzzles, BaM2 is the same

N game as its predecessor. And that's great news,

because the original was one of the most addicting
puzzle games ever developed. This game demands

B more than just the match-the-color skills that so many
g other similar games require; you have to be a good

shot, too. One carefully aimed bank shot can win you
the match. The game offers hundreds of puzzles and a
slew of computer opponents to tackle. But the best
way to play is against a human opponent. Everyone
at EGM has lost a few hours of work time this month

Sl after getting sucked into BaM2's Two-Player Mode.

8 When you are tired of falling blocks, better move to

the colored floating spheres. Bust-A-Move 2 takes the
original one step further to include tougher competi-
tion as‘well as the option to play on the Full-Screen
Mode filled with more challenge than many mortal
men could handle. This is one of the hottest puzzle
games that allows players to battle it out by setting
up combos and banking shots into tight corners to put

B their opponents away. Grab a friend and crank the dif-

ficulty up and try to force your way through the con-
stantly changing levels. This title will have you burst-

B ing bubbles in your sleep.
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BEST FEATURE: REPLAY VALUE

WORST FEATURE: INTERFACE

ALSO TRY: THEME PARK

| played this one originally on the PC so the image |
had was one of hi-res graphics and easy-to-Lise
mouse control. The PlayStation version is still hi-res
and has the mouse control that | truly enjoy. The inter-
face is big and Kind of clunky which is annoying but
not terrible. | would say using the control pad instead
of the mouse would be very frustrating. There are a

variety of different cities to load up and build from—or |

destroy! Usually games like this are difficult to get
into on @ home system, but SimCity 2000 on the
PlayStation is not that way at all. It's nice to see
games like this finally taking advantage of the mouse.

i | love being able to build anything | want, where |

want. SC2000 lets you feel the headaches of running
a small town or a bustling metropolis. Being able to

custom-design your city has a certain appeal to it. You
can place highways, zoos, bus depots, or prisons any-
where you want. This is easily Maxis" best Sim title. It

§ doesn't score higher because it's hindered by a lack of
N a better resolution. SC2000 is too graphically detailed

to look at on a television: The interface is clunky too.
The menus are hard to navigate; a PlayStation mouse

B helps out a bit. It was also difficult to scroll around the
3 map quickly. Great game, bad version.

This port of the PC classic is half-game and half-civics
lesson. But just because the game is educational does-
n't mean it's boring. Sim City grabs your attention the
second you start setting up your city. You can spend
days tinkering with your metroplexes, so the game
never really gets old. The tons of play options and

numerous mission modes also add life to the title. The &

graphics are adequate, but the music gets old—it
sounds like it's from the film Weekend at Bernie’s.
Manipulating the menus is a bit hard with the joypad,
so the mouse is strongly recommended. In fact, this

Bl game is the best reason to buy the PlayStation Mouse.

| remember playing SimCity on the Super NES for

& hours on.end. This.updated version for the

PlayStation gives players a chance to build not only

i on to the ground but down under it as well. | was

,

-

) D
» o

hoping for an interface similar to the PC version but
what was included instead was a childish menu bar
similar to the Saturn version. The game features plen-
ty of controlling options for you as the mayor to take
charge of, such as balancing a budget and fighting

increasing pollution. SC2000 has it all. The only thing

this game needs is the all-out money trick so players

8 can build to their heart's content.
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CATEGORY: STRATEGY/SIM

BACK-UP: MEMORY CARD

SPACE HULK

ELECTRONIC ARTS
& _.

=" KIDS T0 ADULTS

CATEGORY: STRATEGY/ACTION

BACK-UP: MEMORY CARD

" o -

BEST FEATURE: INTENSE STRATEGY

WORST FEATURE: SLOW PACE

ALSO TRY: DEFCON 5

When | originally saw Space Hulk | thought to myself,
“Great. Another Doom clone.” Sure, | had heard.of the
versions out for 3DO and other platforms but | never
really took @ good look. | loaded up Space Hulk for
the PlayStation with an open mind because | wanted

B to know what it was really all about. | was pleasantly
W surprised. The graphics were sharp. They moved a bit
o slow but for this type of game that really wasn't a big §&
M deal. The monsters were cool looking even though  §

they were all the same. There are plenty of missions
to complete and it has an interesting motif. If you're
looking for something in-depth, Space Hulk is for you.

Take the graphics of Doom and sprinkle it with the
anxiety of any of the Aliens movies, and you have
Space Hulk. You have to play this game to see (and
feel) what | mean by anxiety. This game is different
than any Doom clone because you have to design a
plan with your team. You cannot just rush in wherever
you want=it won't work. You have to utilize your
resources and place teammates in strategic locations

¥ to fulfill your main directives.The movement, and
gl therefore the action, is a slow plod. You won't find any

excitement there. What Space Hulk offers is a scary
and difficult first-person perspective strategy game.

Don't be misled by screen shots—this game is not an
action-packed Doom clone. Rather, SH.is a strategy
game in which you guide around a team of armored,
gun-toting soldiers as they go about specific missions.
While you must blow away the occasional alien, the
game is by no means an edge-of-your-seat Killfest.
You spend.more time giving your soldiers orders and
placing them in strategic positions than attacking the
enemy. The game’s plot is imaginative (it's based on
a popular board game) and your mission objectives
are always interesting, but the sorry graphics really let
this title down. They're way too grainy and choppy.

Space Hulk could have scored extremely high.
Everything was there; the graphics, the music; the
sound effects. The slow movement was what hurt it. |
understand that it needed to be a slower pace, since
this is a combination of a strategy game with an
action game. It's a catch 22. If they would've sped up
the game, then it'd be unplayable. The best part of

B8 Space Hulk is how the mood was set, With all of the
o sound effects and dark tunnels, | was thrown deep

into the role of a space marine. It was a scary role! |
also liked controlling several soldiers at once. It added

8 to the anxiety of the moment.
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NINJA MASTERS

BACK-UP: NONE
BEST FEATURE: WEAPONS

WORST FEATURE: SMALL SPRITES

ALSO TRY: SAMURAI SHODOWN

While playing this one, a co-worker walked over and
asked who made this game. | said, “SNK.” He then
replied, "Really? This is so much like Samurai ..
Shodown!” This made me think about the game. Why
would SNK come out with a title that really fits the
definition of “average” and is so similar to one of their
past fighters. The graphics are okay but the characters §
are way too small for a Neo+Geo fighter. There is
plenty of interesting art and character animation and
weaponry but if the players were bigger | would be
more impressed. There are plenty of special moves
but for the price tag, this one just isn't worth it.

This game has almost everything: super moves, com-
bos, special throws, shadow moves, ultimate super
powers, lethal infernos, etc. Big deal. The graphics
stink. The characters are small, and I'm not sure they
have more than two frames of animation. Ten fighters
are selectable, which is fair. | doubt this game will do
well, it just looks like too many other SNK fighters. |
promise you will probably walk right by this arcade
cabinet on your way to Street Fighter Alpha 2 or any
of the multitude of better fighters out there. On the
plus side, there is a bit of technique to learn, but the

M mediocre graphics won't hold your attention.

This game sports the less-than-brilliant graphics of a
3-year-old 16-Bit title, but it has the moves and

B combo system of @ more up-to-date fighting game.

NM’s locations and characters contain none of the

B polish that's found in most NeoGeo fighters; its

graphics don't scale in and out and the combatants
aren't very big. NM's fighters look like lame clones of
the stars of the Samurai Shodown series. The game
does feature a few fresh options, like the ability to
fight with or without your weapon and even toss your

§ weapon at opponents. You can also create your own

mega-hit combos and perform desperation moves.

| I'm probably going to have to rip in pretty hard on

this one since | know SNK can make a game much
better than this. What were they thinking? Why did
they come out with such a mediocre game? It's similar
to some of their older titles but looks like it should've
come out a couple years ago instead of 1996! There
are some nice special moves with devastating results
and the ability to use or not use your weapon button

8l while in combat is a nice touch, but when you spend

a lot of money on a Neo#Geo cart you expect more.
Ninja Masters does not offer more—instead it offers
more of the same. That isn’t worth $150 is it?
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JUST BECAUSE YOU HAVE TO GO TO YOUR ROOM
DOESN'T MEAN YOU HAVE TO STAY THERE.

INTRODUCING THE FAVORITE VIDEO GAMES. JUST PLUG THE VIRTUAL
PERFECT REASON TO -glasses! INTO YOUR SYSTEM (SONY™, SEGA™,
GET THE PARENTAL NINTENDO™, 3DO™) AND LOSE YOUR HEAD IN A
UNITS TO BANISH YOU VIDEO GAMING EXPERIENCE LIKE NEVER BEFORE
FROM THE LIVING POSSIBLE. COMPLETE WITH VIVID FULL-COLOR
ROOM. VIRTUAL IMAGERY ON A VIRTUAL BIG SCREEN AND FULL
i-glasses! VTV™ TURN BLOWN STEREO SOUND. TOTAL PRIVACY. TOTAL
ANY ROOM INTENSITY. TOTAL GAMING.
IN YOUR HOUSE INTO e S SO, WHAT ARE YA WAITING

A VIRTUAL PLAYDEN FOR YOUR I glasseS! FOR?2 GO TO YOUR ROOM!

YOU HAVEN’'T SEEN THIS BEFORE™

GO TO YOUR NEAREST % OR CONTACT VIRTUAL i.O AT 1-800-646-3759 OR http://www.vio.com.

©1996 Virtual i-O. All Rights Reserved. Virtual i-O and Virtual i-glasses! VTV are trademarks of Virtual i-O, Inc.All trademarks are the property of their registered owners. Grant Wataru Horiuchi tock the cool photo.
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CATEGORY: ADVENTURE
BACK-UP: SYSTEM MEMORY
BEST FEATURE: GRAPHICS

WORST FEATURE: LOAD TIMES

ALSO TRY: GEX

Casper, the friendly ghost. The friendliest ghost
around, Yea, he’s around. Around the mansion racking
his brain trying to figure out what to do next. | have to
admit though, the more | played Casper the more | got
into the game. The graphics were spedtacular and the
orchestrated sound was very fitting=since it was from
the movie soundtrack. | was frustrated with the load
time in between rooms and Bosses, but there are

plenty of things to accomplish in the game. It won't be

beat in the first few hours for sure. As mentioned,
some of the puzzles didn't seem to make sense and
were almost impossible without a hint book.

Casper hits the right spot. The game’s lighthearted
tone works well with the puzzle element. The sprites
are colorful and crisp. The backgrounds are also
drawn nicely, adhering to the cartoony and scary
theme. The puzzles are obscure, yet enough clues are
given to you to make you feel stupid for getting

il stumped, which | was a couple of times. Load times
W are the only major gripe | had. New maps=load time.

Inventory screen=load time. Spoken dialogue=load
time. If you can look past this, you have a definite

§ worthwhile game to play. Younger Kids should eat
4 this up, if they can get a strategy guide to go with it.

: Despite its fancy graphics and numerous puzzles,

Casper is at its heart a maze game—and often a frus-
trating one. You'll need to draw maps of the game’s

§ areas to keep from getting lost. You'll also need to

] search for lots of items to solve the game’s puzzles.

But some of these puzzles don't make sense. For
instance, Casper can turn into vapor to travel through
air vents, but the same power doesn't let him squeeze
through barred doors. Casper controls well, but some-
times he freezes in mid-glide while the game loads
another area. The freezing is a small annoyance,

M though, and doesn’t sap much fun from the game.

Casper is one of those classic titles that has great
graphics and plenty of action in the multiple levels to
keep players interested, whether they enjoyed the

3 movie or not. Looking past the minor slowdown, | feel

Casper is undoubtedly the best title to be released for

the 3DO ever. Many players may feel the action gets a =
§ little repetitive in certain aspects of the game such as

1 finding the puzzle pieces. But for anyone who has

¥l played a great action game or an involved RPG, they
4 will have to admire Interplay’s attempt to breathe a

last breath of life into the pre-M2 3DO system. Hours
and hours of game to be enjoyed by all.
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IRON MAN & X-O MANOWAR IN:
HEAVY METAL
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CATEGORY: ACTION

BACK-UP: PASSWORD
BEST FEATURE: ANIMATION
WORST FEATURE: CONTROL

ALSO TRY: BATMAN & ROBIN

| remember Tony Stark from the good old days of
comic books. Can’t say | recall X-O Manowar but that's
okay. This one for the Game Gear is nothing too spe-
cial. The graphics are pretty average and the animation
is very good. The control seemed jerky though. There

B aren't a large variety of enemies and each one seems
M to take too many hits o Kill. Sure, this adds to the

M challenge of the game but when a simple “enemy” like §&

M a security camera takes five hits to kill=and it hurts [

you—it's more of an annoyance than anything. The
bios of the enemies you'll face in the beginning are
pretty cool. Overall, it's a good rental.

Ahhhh...I'm angry for having spent time on this poor

j attempt. Side-scrolling platform games are just.old

and dated, and Ironman is more of the same. The con-
trol is horrible. It is sometimes easy to shoot your
enemies, and it's sometimes hard. You just never

know. The enemies always behave the same and pro- §

vide you with zero challenge, although they may give

4 vou a hard time since you will be spending more time
il mastering the controls instead of aiming for them.
B Nothing exciting can be found; all you do is jump and

shoot! | wouldn’t even recommend this to Ironman/X-
O fans nor side-scrolling game fans.

There’s really not a whole lot to like about this game.
It dumps you.into.a bunch of dull, monotonous levels
and annoys you with repetitive music. The armor-clad
hero is hard to control; although he can aim his
blasters, throw kicks and fly for a brief time, none of
these moves is especially easy to pull off. The poor
control is very frustrating, since enemies can leap on
Iron Man before you can aim his blasters at them or
jump out of the way. The game’s only impressive fea-
ture is the animation of its main characters, especially
Iron Man, whose movements look fluid and natural.
Everything else in the game is forgettable.

It's so hard to swallow games like this nowadays but
they're still around so let's be fair. Since I'm.into
comics | like the theme involved with this one but |
can't say | was impressed with Iron Man X-O
Manowar even if it's on the Game Gear. It has a pass-
word feature that games like this often forget but the
graphics and sound were too simple and average.

Remembering games like Chuck Rock Il with its bright
s Colorful graphics make Iron Man look bad. The anima-

tion was good and the levels played well. | do wish
the characters were easier to control. Overall, this one
was too simple and frustrating.
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CATEGORY: RPG -
BACK-UP: PASSWORD
BEST FEATURE: STORY LINE

WORST FEATURE: FIGHTING SCENES

ALSO TRY: FF ADVENTURE

| didn’t see the movie yet but | do think there was
only one. or two dragons in it. The game throws a plot
twist in there where you destroy dozens of different
dragons throughout your adventure. Strange, but for
gameplay reasons | can understand. For a Game Boy
game this one is not bad at all. The story was pretty
cool and the graphics were good for what that tiny
two-color screen can do. The text is a little tiny on the
small screen but fine on the Super Game Boy. There
are a variety of characters and items to find. The main
problem is that the game isn’t challenging. Many of
the tasks are far too easy to complete.

At first, you'll wonder if role-playing games can get
any simpler than this. No experience points, no.levels
gained, no special powers. Explore many different
locales and talk to people that'll further your quest.

=

£l
.J

Say the right thing; and these people will help you on

your way. It's not challenging, but when you remem-
ber it's @ Game Boy game, you might think, “Okay,
it's not that bad.” Dragon Heart provides enough long-
term entertainment on a portable level that it's worth
checking out. The silliest parts are the anticlimactic
battle scenes. Risk blindness if you decide to read the

M dialogue without a Super Game Boy.

I'm usually a big fan of Game Boy RPGs, but

e Dragonheart is a little too lean on action for my tastes.
B It's also a type of RPG that's different from what con-

sole gamers are used to playing. Much of the game is
played in a first-person perspective rather than an
overhead one, with.you wandering around in search
of dragons to slay. The actual battles against the scaly
beasts happen infrequently, and they're not very excit-
ing. You just advance on the dragon and swing your
sword while the creature tries to nail you with fireballs
(which ook more like gross globs of spit). The game’s
plot is cool, though, and will hold your interest.

This was a good role-playing game for the timid. It

does not involve a whole lot of brainpower to beat
this one. If you can talk to every inhabitant and listen
to what clues they'll give you, then you'll have no
problem. There are plenty of side stories to distract
you from your true objectives. The game is very.linear,
but you can't expect too epic of a quest on a 4-Meg

® cart. | liked the story; it was the only thing keeping
ol me playing the game. Otherwise, with the lack of fea-

tures, like a spell system or different weapons and
armor to buy, it wouldn't have fared so well. The
fighting system sucked—it should have been skipped.
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Licensed from Taite Corpaorauon. Taito and Lufia
Il Rise of the Sinistrals are wrademarks of Tao
Corporation

1996 Taito Corporation
1 1"]‘?{1- N.'I.I,‘.ljlhl.“‘ |I'!I:.'

his exciting sequel to the Lufian legend pits
monster hunter Maxim and six adventuring
companions against the sinister Sinistrals. The
story develops into a complex maze, challenging you
with big battles, puzzles and loads of surprises. You can
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MNINTENDO, SUPER NINTENDO

even grow your own monsters! You will enjoy countless 5 AND TV OFFOAL SEALS AR
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hours on a fantastic journey in the world of Lufia!
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« Crash 2 Already Iin Progress ¢ Sega’'s 64-Bit Box for $250!
s Sony May Sell RPG Combos e Finally, It's Street Fighter 3

-« More N64 Game Developers  Adieu to Current MK Stars?

.ourf's up, my fellow Q-worshippers. It's time once again to ride the big gaming wave and take your monthly
plunge into the murky waters of gossip that are found only in the deepest depths inside the industry. While the
other gaming gurus have been soaking up the sun and taking vacations, my Q-spies and | have been out in full
force and collected the inside story on the hottest gaming developments of the summer..Word out of the Naughty
Dog camp suggests that work has already started on Crash Bandicoot 2. Some of the levels and bosses that
wouldn’t fit into the first version will finally get to make their debut in the proposed sequel. Industry insiders expect
that Sony’s new little ratlike marsupial will take the gaming world by storm, and should give Nintendo and Super
Mario 64 a race for Game of the Year honors...The gap between Sony and Psygnosis seems to be widening into

a major league schism. Rumor has it that each company harbors big-time bad feelings against each other; Sony
reportedly fed up with Psygnosis and vice-versa. How bad are the vibes? Well, while Psygnosis plans to release
Formula One racing, Sony aims to release its own high-speed racing game at about the same time. The Q-Mann
asks: “Can’t we all just get along?”...

..Insiders also suggest that Sony is hard at work packaging some of the Station’s best role-playing games together
for a U.S. release to combat anything Nintendo comes up with in the RPG category. One juicy tidbit hints of Sony
putting Arc the Lad 1 and 2 together as an RPG combo package. Another rumor suggests Sony will delay the
release of Final Fantasy VIl—with Square’s approval. The plan is to release FF7 at the same time Nintendo releases
the Nintendo 64 version of Zelda, which could prove to be a winning strategy for the PlayStation...

..With the maiden voyage of Nintendo’s 64-Bitter ready to launch, the Q is hearing all sorts of goodies—including
Info that Mario creator Shigeru Miyamoto is currently assembling three more new game development teams. More
than half of the first team’s members will comprise those who worked on Mario 64—with their new task at hand
being the completion of a Mario sequel. Why three teams, you ask? Simple, Nintendo is hoping for a historic
repeat. During the 8-Bit era when the big ‘N’ ruled with an iron fist, you may remember that Nintendo released
three NES Mario titles on a yearly basis. This time around, Nintendo aims to have an N64 Mario title ready every
12 to 18 months, according to my sources deep within Nintendo. The second team will work on a Yoshi 64 title,
while the third team will be put to work on a version of Super Metroid 64. Plans have been drawn up for all three
games, but no work will begin until the teams are solidified. Other Nintendo 64 rumblings include a new version
of Electronic Arts’ Jungle Strike, which is in the early design stages, as well as Interplay’s Clayfighter Ll title. In
addition, Konami is considering bringing out an N64 football game and an ultra rev of Contra...

.Word on the street is that some Sony execs have been approached by Sega to spearhead the launch of a new
Sega 64-Bit gaming system. Since the Sony folks have been so successful with the launch of the Station, Sega’s
apparently trying to cherry-pick some of Sony’s top talent. It's certainly not a big deal: Companies have been pluck-
Ing programmers and game designers from each other for years. What is a big deal is a report from one

of my most reliable Q-spies. who claims Sega is working on a deal to launch this new 64-Bit CD-based system
next year.. .for around $250...Tied to that tidbit are rumblings that the Sega and Panasonic deal might not be as
dead as everyone is being lead to believe. Sega’s new 64-Bit system may even be the first game machine to take
advantage of the DVD standards that hopefully will materialize soon. We'll have to wait and see what develops,

but the Q will be on the front line to get a look inside Sega’s 64-Bit box...

..0n the Mortal Kombat IV update front is news that may require some MK worshippers to take a seat before
reading on. Williams is considering scrapping all—that’s right, all—of the old MK characters in favor of as many as
16 new faces. Another possible scenario sees eight of the old characters in MKIV along with 10 new ones. One
thing is certain: Williams will use Voodoo Graphics’ 3Dfx technology, which is rumored to have the juice to duke

it out with the hardware in Sega’s Virtua Fighter 3. Furthermore, Williams is committed to making MKIV an entirely
new gameplay expenence, rather than just another rehashed sequel. To that end, Williams faces a great challenge
between offering enough new features to make arcade operators happy, while remaining faithful to the wishes of
die-hard MK fans...Capcom finds itself in a similar predicament, with formal word finally leaking from Japan that
the long-overdue Street Fighter 3 is in the works. The game will be based around an enhanced graphics engine
and feature a new control interface according to reports that the Q has run down. The game is expected to hit mid-
97, so fighter fans can rest assured that the next 12 months will be some of the hottest in gaming history...

.Ihat wraps it up for this instaliment of the Q. Yours truly is now off to the Big Apple to catch the premiere of
Independence Day on June 24 to see how well Roland and Dean have obliterated the world. Can't wait to play the
game (especially if you get to be the aliens)...Speaking of aliens, that new Dark Skies program is truly cool with an
insider’s ook at how the Men in Black really operate—a great companion to 7he X-Files..Anyway, enough with the
Hollywood talk. Last month | reported that Tecmo Super Bow!l was nixed for the PlayStation, well, Tecmo converted
and got a first down and it seems they will be bringing it out for

the PlayStation after all. You can count on the Q to return | B ' :
next month with a bigger dose of the good stuff and the {“.“ITJ" IE f
best inside info that you'll find anywhere... l I |
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Introducing Namco
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PAC-MAN

HIGCH SCORIE
114949

> S 8 .
were one—or tHO player mOCb * The greatest icon in gaming history returns in his original
romp. Can you escape the ghosts while munching your

way through a maze? Pop a power pill and gobble up a few
phantoms along the way.

Well those days are back and better than ever. Presenting

The arcade shooter that set the

standard. Squadrons of robotic
bugs set out to swarm Yyour
starship. Includes never seen
before bonus rounds = plus
a way to sacrifice ships to

increase your own firepower. NamCO MUSGUTH“‘ VOLUITIE 1 'fOf‘ the Pl.a)/Stati()n‘" - the ﬁ[‘St
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Let the bad guys suck exhaust and
dine on dust. You're going pedal to
the metal through a maze, taking

chances and checkered flags. world ‘s most famous arcade The great granddaddy of all rar:'in simula-

tions. Climb into the cramped driver’s cage
of your 200 mph Indy car. Try to qualify.
then go head—-to—head against some of
the greatest racing machines on earth.

AN E{ 7/ : . :
lllh 4 . classics, plus Japanese hits never released in the U.S.
R T e

Also includes
ToyPop™ &
New Rally X~

COMNDIT TOM

There’s an entire galaxy teaming
with evil and most of it lurks

within enemy space stations. <
Blowing the its h =

wing ba*_:i guys to bits has PlayStation
never been this fun.

®

Namco Museum Yolume 17 & © 1995 Namco Ltd. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. The ratings icon is a registered trademark of the Interactive Digital Software Association.



Your gateway to
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Huke InterNETWORK is a service mark of Sendal Interactive, Inc. B1996 Sendal interactive, Inc. All Righis Reserved.
ShockWave and Macromedia are Trademarks of Macromedia, Inc. All Rights Reserved.
Microsoft is a registered Irademark and the Microscft Internet Explorer Logo is a trademark of Microsaft.
Tha Netscape Logo is ©1996 Netscape Communications Corperation.



COMING SOON FOR PLAYSTATION, SATURN AND PC CD-ROM
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PlayStation © " SEGA SATURN

ACTIVISION.

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. Activision is a registered
trademark and Blast Chamber is a trademark of Activision. Inc. ©1996 Activision, Inc. All other trademarks and trade names are properties of their respective owners. All rights reserved.
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TRICKMAN
TERRY GETS
PSYCHED

ABOUT THE
NEW STUFF!

The flow of new games and
hardware has been kind of slow
lately. Trickman Terry has been
running around in a frenzy,
trying to keep from going
berserk by his anticipation for
new games. Luckily, his thirst
should be quenched with the
release of the Nintendo 64 next
month, and all of the incredible
games for the next-generation
systems coming out around the
same time. But, that's still a
month to wait, and Terry’s brain
probably can’'t handle the pres-
sure! He'll just have to rely on
his loyal trickfans to send him
some wonderful mail to soothe
his pain. Keep the Trickmeister
busy and happy by mailing your
Killer tricks, codes, cheats and
FAQs, and whatever else to:

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

or send e-mail to:
egmtriks@mecs.com

You can keep the Trick-
meister from pacing back and
forth and wearing a path in the
office rug. Send in your newest,
most incredible tricks!

It your trick is chosen, you'll
get your name printed in a
future issue of this awesome
magazine and we'll also send
you a FREE game for the sys-
tem* of your choice! Gaze at the
tiny text below for details on
the free stuff. Make sure if you
send e-mail that you include
your real name, address, city,
State and zip code.

TRICK OF THE MONTH

SOLAR ECLIPSE

SYSTEM: Saturn

GAME PAUSED

Start a game and pause. Do

With the invincibility code,

With the “scud” code, you

any of the codes at this screen. you’ll be invuinerable to all hits. can replenish your supply!

Begin your game and press
START. Now, at the pause
screen, you can do the codes
as shown below. Refer to the
Legend on the right to deci-
pher the letters to buttons:
RDDLRASCAL - Immortality
throughout the game.
RDDLSCUD - Resupply
yourself with nine missiles.
RDDLSUB - Brings you to
the Undersea level.
RDDLRACYCAR - Brings
you to the Offworld level.

RDDLSCRU - Brings you to °

the Corkscrew level.

Electronic Gaming Month/

The Offworld bonus level
lets you destroy vehicles.
RDDLSALAD - Gives you a
temporary Scatter weapon.
RDDLBUSY - Supplies you
with the Energy Sponge.

CHEARY SHEEY
MANY INCREDIBLE CODES

Legend -

U = Up, D = Down,
| A=A button, B==
" B button, C=C
| button, X =X but-
| ton, Y=Y button, Z

~ | =Zbutton, S =
| Start button.

Lenny Orozco; Glendale Heights, IL

SCORE BIG WITH A CONTROLIER FROM
INTERACT ACCESSORIES AND EGM/

Everyone who sends in tricks to the Trickman has a chance to win the Interact accessory
of his/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,

QFFICIAL RULES AND COMDITIONS: 1. No Purchase Necsisary: No purchase or payment of any money is necessany 1o enter. To enter fhe contest, print your rarme and
Sdnads (dluding your City, stale , and Iip coda) In & leer containing your best codes and mal it i Tricks of the Trace, 1920 Highland Averue, Sulle 222, Lombard,
I, 50148, Ore endry per household, Al pniries must be handwritien, Mecharscally reproduced ertres will not be sccepted. Entries must be receied by Auguat 15,
1Hﬁ.5¢mmmmﬂ'mm.mm.m.mm.wu.mﬂmm.mﬂmcmmmnnﬂ
1o cancel el corios 81 army Bme with apoopriale noice. 2. Wirneve: Winnen will b judged based on Thear CO08'S uniqueness, novelly, BocUrscy, and T 0t that sakd
o0k i nol Aineddy ko by il JudQes. The Judges will be from P Z-Davis Publishing Comparry and Seir decision is fnal. Noncomphance with Sy iy proceduns
may resul in disqualfication. AT eniries and copyTights henen become The propety of ZM-Davis Publiahung Company snd will nol be acknowledged or retumed. By entering
winnsers 3gree 1o be bound by o rules of tis cones! and judges’ final decisions. 3. Prines: Esch Winner shall ba swarded one of the lollowing prizes: (1) SNPROPAD; (2)
SGPAOPAD-E; (3) SNPROGRAMPAD or (1) SGPROGRAMPAD-2. Al prizes not clamed by a PrizeWinner within Pwty (30) days folowing notiication by Sponscrs shall be
deamed lodeded and shall not be swarded. PriteWinnsers will b notified by maid. Prizes are non-ransferable. Mo substifuions or prizes is aliowed, sxoept of the option of
Sponsors should e Teatured prize(s) Decoms unavalabie. 4. Elplaly. Sweepstakes open 1o residents woddwide. PrizeWinners shall be notfed by mad and must gree I
a0 e of Thesr ndvmer indd Bceness lor publicity purposes by Sponsors and sign & release. Employees of Sponsons and ther afistes an not sigbis. Neither 78-Davia
Publsshing Compary of inferact ACcedsonos inC., or T respoctive afiates, sublaiarin. dhvisons. o related oompanios, Ben nesponeible 1of Sy damages. tanes, or cdher
$IpenEes Tl consuma. meght R 53 & resull of ths conlest o receipt of prize. AN local, stale, 8nd lederal e & the sold maponaibiity of the PrizeWinners, i
PrieWinnes are under 18 yean of aga, e prizes wil b4 swarded 1o fé parent or uanian and B release shall be signed by the parent or guardian (i appicatie) 5.
Resirictions: Vioid whare prohibited or restricied by law. ANl lederal, state, and local reguiations apply. 5. Sporsors: Contest sponacnsd by Zi-Diavis Publishing Company and
Inbgract Acesspories (LESA), Inc. Copyright @ 1658 28-Davia Publiahing Comparry. SNPROPAD, SGPROPAD-E, SNPAOGAAMPAD, and SGPROGRAMPAD-S se al
Irndemanis of nferac! Acopssones [LISA), inc
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s With tWo wrappers from GUMMI SAVERS.

'Eﬁ.sames at-the new - _
GamePIayers Internet site: »

‘http JIwWww. gameplayers {om

*To receive your free “Hear_t.of Darkness” PC CD-ROM Sampler, send:
1. Two (2) proofs of purchase (UPCs) from any size Gummi Savers Package,

2. This completed Official Gummi Savers/Heart of Darkness | NAME D.OB.__
Sampler Offer form. ADDRESS SEX MF
Mail to: Gummi Savers/Heart of Darkness Sampler: Oﬂ‘er. | cTy STATE ZIP

P.O. Box 5760, Unionville, CT 06087-5760

Completed requests must be received by December 31, 1996. Limit one (1) completed request per envelope. Limit one (1) request per family, houschold or address. Offer limited to residents of USA, its territories and
Puerto Rico. Offer not good in conjunction with any other offer and is void where taxed, restricted or prohibited by law. Nabisco, Inc., Virgin Interactive Entertainment, its parents, subsidiaries, affiliates, ———
directors, officers. agents and emplovees shall not be responsible for any damage. compensatory, direct. incidental, consequential or otherwise, with respect Lo, or in any way arising from the '

offer. Wrappers (UPC) may not be copied, reproduced, traded, or sold. Not responsible for lost, illegible, deluyed, misdirected, damaged, incomplete or postage due requests. All requests for ) -
Official Forms and completed requests become the property of Nabisco, Inc. and will not be returned. Allow 6-8 weeks for delivery. ©1996 Nabisco, Inc. Heart of Darkness is a trademark -l gl
and copyright ©1996 of Virgin Interactive Entertainment (Europe), Ltd. and Amazing Studio. All rights reserved. Virgin is a registered lmdem:rrl». of Virgin Enterprises, Lid. EGM INTERACTIVE

entertalnment
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REAL-TIME MOTION
CAPTURED ACTION

STROKE, SKINS
AND MATCH PLAY

UP T0 4 PLAYERS
- MULTI-CAMERA VIEWS

GREEN GRIDS KONAMI.

www.konami.com

Sony PlayStation™ is a trademark of Sony Computer Entertainment Inc.
The Final Round™ is a trademark of Konami Co. Ltd.
Konami Sport Series™ is a trademark of Konami (America) Inc.

“THE FINM ROUND™"!

TRICKS
TRAD

E

GUARDIAN HEROES

SYSTEM: Saturn PUBLISHER: Sega

CHLAY SHILT:
99 CONTINUES IN
NORMAL/HARD MODE

Follow the instruc-
tions shown to play
a Normal or Hard
Mode game using

| 99 continues that
| you would nomally

modes. Is this a glitch or | receive playing the
just a great cheat? Well, | game in the Easy
whatever it is, you can | Mode.
bet on receiving a “more
than fair’ amount of |
continues in Normal or
Hard Mode. Just follow
the instructions as
shown here:
Before you begin the
game, access the Option &
Menu from the Title A
Screen (where it says
Story Mode, Versus Pick DIP Switch from the Options
Mode and Option Mode) and put the level on Easy.
and change the DIP ,
Switch level to Easy.
Then press START to
exit. Select the player
that you want to fight

Normally, this game
will give you three
continues to finish Story
Mode. This might be a
little difficult to do in any
mode other than Easy. If
you want to play the
game on Normal or Hard
Mode, with a plethora of
continues, just follow
this trick to get 99
continues in those

When the game starts,
or during any point in
the game, reset the
game by pressing A, B,

While in Easy Mode, reset
C and the Start buttons  gpd go back In the Options.
simultaneously. Now, at ___ _______ ——

the Title Screen, select
Options again and .
choose the DIP Switch J& )

CLEVEL M IRAAL
S ol LT

Ly
LT
1_‘I'|";.'. .'.I'.;.'l i'lq

option. Change the DIP PLAY DEMD TINE LIMET\
Switch to the Normal or & LT ConRo'BIsa 0N

Hard Mode. Exit the | S
Options and back at the [Ny oA N
Title Screen, select Load

Game at the lower part L L
of the screen, where it Back in the DIP Switch option,
should read how many choose Normal or Hard Mode.

continues you have left
(99) from the Easy level.
You have essentially
fooled the computer into
thinking that it is still
playing the Easy Mode.

Now when you begin
your game, you will be
‘playing the Normal or
Hard Mode with 99
continues!



TRICKS
TRADE

AGILE WARRIOR F-111X

SYSTEM: PldyStatinn PUBLISHER: Virgin Interactive

This trick will give you
a good ending for the
game, no matter if you
win or lose. To get this,
you must be in the mid-
dle of a mission. Now,
press START. Take con-
troller 1 and enter LEFI,
Square, Square, Square,
Square, UP, Triangle,
Triangle, Triangle, RIGHT,
Circle, DOWN, X, DOWN,
X, DOWN, X, DOWN, X,
DOWN, X, DOWN, X.
You'll hear a voice say,
“Outstanding.” Now, all
you have to do is run out
of fuel or armor to make
your plane blow up. Get
past the Statistics Screen
and choose to fly a
mission. Instead of the
regular mission briefing,
the officer will tell you
“Well done. This one’s on
SOCOM.” You'll get a
blonde woman in a red
dress to dance for you!

CHCAY SHLLY:

DANCER CHEAT

In a mission, press
LEFT, Square,
Square, Square,
Square, UP,
Triangle, Triangle,
Triangle, RIGHT,
Circle, DOWN, X,
DOWN, X, DOWN,
X, DOWN, X,
DOWN, X, DOWN,

z| | X for the Dancer.

Instead of the normal briefing,
you'll get this dancer.

SYSTEM: Super NES PUBLISHER: Nintendo

Here is a funny little
trick that really doesn't
help you in Super Mario
RPG. At the Marymore
Inn, you may sleep
there more than once
(turn off the lamp to
officially sleep), but
you haveé to pay the
manager 100 more
coins for every other
night. What a steep
price! If you run out of
coins, and don't have
enough to pay the
manager, he will make
you work for him to pay
off your debt! It's rather
amusing to see.

Another little tip
that actually gets you

CHCAY SHEEY:

STRANGE TRICKS

These little tricks
are both done at
the Marymore Inn.
Follow the instruc-
tions shown to see
a humorous scene,
or to acquire a
flower pot for
Mano.

something, is that you can
stay at the suite three times
In a row, and then you will
acquire a flower jar.

3D-TEXTURED
 POLYGON GRAPHICS

FOUR-PLAYER
- SIMULTANEOUS PLAY.
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"REAL-TIME MOTION .
CAPTURED ACTION

ARCADE-STYLE

INTERNATIONAL
ATHLETES

www.konami.com

Sony PlayStation™ is a trademark of Sony Computer Entertainment
Inc. International Track & Field™ is a trademark of Konami Co. Ltd.
Konami Sport Series™ is a trademark of Konami (America) Inc.
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—by Interact Accessories

PlayStation Codes

These passwords are for
use with the Game Shark
peripheral for the PlayStation
only. They will not work on
their own with just the
game. Note: Do not try to
modify the codes because
they are supposed to be
entered as'shown here:

NBA Shoot Out -
Away Team Scores 0:
80096ed40000
800b4e680000

Home Team Scores 0:
80096ed00000
8004e6400000

PO’ed -

Infinite Health:
80075c400064
8009aba00064
Have Drill:
8009abba0101
Have Missile Cam:
8009abc20001
Infinite Rockets:
8009abb403c?

Resident Evil -

Infinite Health:
800c51ac0060

Rocket Launcher In 1st Pos.:
800c8784ff0a

Flame Thrower In 1st Pos.:

- 800c8784ff06

(continued on p. 42)

40 | =4

SYSTEM: PlayStation PUBLISHER: Accolade
GCHCAY SHLcT:
PLENTY OF CHEAT CODES

Follow the instruc-
tions for the many

| tricks below to give

1 game such as
Full Inventory,
1 Invulnerability,
| Ammo Refill, etc.

Full Inventory: Enter map
mode (Square+SELECT) and
press LEFT on the pad until the
arrow is pointing at you. Press
START to rotate into the stan-
dard view. During the rotation,
press L1+Square+X+Circle
simultaneously. Press SELECT
to exit Map Mode. Press
Iriangle to verify that you've
got the weapons.
Invulnerability: Make sure you
have the drill. The trick won't
work unless you have it. Go
somewhere safe and press

Triangle to bring up the .
Weapon Select Menu. Choose  In Foot Mode, do a backﬂlp and All of your weapons should
the frying pan with L1 or R1. do the trick before you land. now have a full ammo count.

Press Triangle to confirm your

choice. Press Triangle again to

bring up the menu again. Now

press and hold Circle+R1 to

increment the selected weapon

until you get a flashing 999 in

your health counter.

Ammo Refill: Get in Foot

Mode (if you're in Jetpack

Mode, double click on Square

to switch to Foot Mode). Do a YWINGE JOUN RERIH I8 down,
backflip by pressing Square+L2
simultaneously. During the
backflip (before you land),
press RIGHT+X+Circle at the
same time. Check your
weapons with Triangle and
you'll see full ammunition.
Health Refill: Get in Foot
Mode (if you're in Jetpack | | A :
Mode, double click on Square - Y A P R i
to switch to Foot Mode). Doa At the Load Game Screen do From the Load Game Screen
backflip by pressing Square+L2 the trick to make the butts fart. you can see the final scene.
simultaneously. During the the same time and then let go. menu. Press RIGHT and while
backflip (before you land), Exit this screen. From now on  holding it, press Circle. Press
press DOWN+X+R2 in the game, the butts will Triangle to cancel. Press
simultaneously. have a fart sound when they Square+LEFT simultaneously,
Fart Sound for Butts: Select  fire at you. then let go. Press Triangle to
“Load Game” from the Main See Final Sequence: Select  cancel. The screen will be
menu. Press L1+L2+R1+R2 at  “Load Game” from the main showing the final kitchen scene.

do a backfiip in Foot Mode.



‘The most realistic racing experience

- _ | g | yet for the Sega Saturn. Amazing
> *’Wf“ﬂ‘rﬂnw 3-D graphics and tight control for
Al gameplay so intense you can
almost feel your head rattle.

‘Six action-packed tracks

including Monte Carlo, Suzuka and
Hockenheim and five top authentic
Formula-1 racing teams featuring
Ferrari, Benetton, and Williams.

‘Custnmizable player settings

for greater control of your car’s
performance including mid-race
pit row changes.

sEes - -
' This new racing sim sets the pace

= for the rest of the field... The game’s
— 3-D graphics match or surpass Sega’s
é " previous racing titles...”

Ej ~ CYBER SPORTS
—

—
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INTERACTIVE .
entertainment| S=CA SATURN  RACE OVER TO V.LE’S WEB SITE [www.vie.com |

SEGA Saturn and F1 Challenge are trademarks of SEGA. Licensed by FOCA to Fuj Television. ©SEGA Enterprises, Lid. 1995.
Al rights reserved. Virgin is a registered trademark of Virgin Enterprises, Lid.



—Dby Interact Accessories

(PlayStation Codes
Continued)

Shell Shock -
Infinite Armor:
80087¢c1e0300
Reloader:
800855ba0004
Air Support:
800855b40004

Saturn Codes

These passwords are for

use with the Game Shark
peripheral for the Saturn
only. They will not work on
their own with just the
game. Note: Do not try to
modify the codes because
they are supposed to be
entered as shown here:

Galactic Attack -
Master Code:
F600914 C305
B6002800 0000

Infinite Ships Player One:
160EAC30 0003

Infinite Life:

160EAD30 0003

Iron Storm -
Master Code:
F600914 C305
B6002800 0000

Infinite Cash:
1603BCB2 FFFF

Wing Arms -
Master Code:
F600914 C305
B6002800 0000

Infinite Armor:

16065936 0035
Infinite Missiles:
16065932 0064

a2 =4

GCHCAY SHIcLY:

SALL PLAYERS BIG HEADS
SHOT PERCENTAGE

At the Scouting
Report Screen,
highlight
“Continue” and
press X for the

= | Home and Away
| team. Then press
" the correct button
| for the trick.

Simply follow the directions
below for various results.
Small Player Code: Choose
your teams and get to the
Scouting Report Screen for the
Home team. Highlight the
Continue option and press X.
Next, you’'ll see the Scouting
Report for the Away team.
Now, press X and then press
the R1 button rapidly and
repeatedly until the tipoff. After
the tipoff, press START and
then press START again. Every
player will now be about half
the size that they were before
the trick was done!

SLAM 'N JAM '96

SCOUTINEG REPORT (Qesa b LEesax®

SeOomnTNE -~ SN 12mh
SHOOTNG — Cxoror TETh
] FATH
Baii Hewrn o 15

Dervres 29w OVERALL 17TH
STARTERS

T Seoorr Sen BH Der

£ ‘6 69-59 76 69 68
F 11* 77-53 62 61 63
G C 1" 76-39 57 51 66
G L'6" 73-80 BS BOD &5
G 3" T76-91 70 60 65
C

ONTINUE Quir GAME
AWAY - SEATTLE

Big Head Code: Choose your
teams and get to the Scouting
Report Screen for the Home
team. Highlight the Continue
option and press X. Next,
you'll see the Scouting Report
for the Away team. Now, press
X and then press the L1 but-
ton rapidly and repeatedly
until the tipoff. After the tipoff,
press START and then press
START again. The players will
have huge heads!

Shot Percentage Code:
Choose your teams and get to
the Scouting Report Screen.
Do the same thing you did for
the previous codes and press
and hold the L1 button until
tipoff (instead of pressing it
rapidly). You'll see the player’s
shot percentage on screen!
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Pressing L1 rapidly will give
your players huge heads!
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Holding the L1 button will
give you a shot percentage.
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BUST A MOVE 2

SYSTEM: Pla

When the Title Screen
appears, press START to get
to the menu (with Game Start,
Time Attack and Options).

Now press R1, UP, L2, DOWN.

CHERY SHEEY:
ANOTHER WORID

On the Game
Start/Time
Attack/Options
Screen, press R1,
| UP, L2, DOWN.
Another World will
N be under the

Puzzle Game

Station

A little character will appear
in the right-hand corner of
the screen. Highlight Game
Start and choose it. In the
Game Select option under
Puzzle Game will be “Another
World.” Choose to play the
Puzzle Game and you will be
trying to complete a brand-
new set of puzzles that are
similar to the originals.

arRys
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PUBLISHER: Acclaim

At this screen, press Rl, UP, I.Z,
DOWN. A character will appear.

A new set of puzzles are here
to challenge the best players.
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soundtrack album includes new performances from:

Hole - White Zombie - Filter - PJ Harvey
Bush - Tricky vs. The Gravediggaz - Seven Mary Three
Linda Perry featuring Grace Slick - Toadies - NY Loose - Korn
Deftones - lggy Pop - Above The Law featuring Frost

hitp://www.hollywoodrec.com

MIRAMAX




KILLER
CODES

—by Accolade
for PlayStation

To turn off collision detec-
tion, you must be in Jet Pack
Mode. (You can have a jet
pack by either going to level
3 or doing the Full Inventory
cheat.) Now, locate a dead
body of any kind. (A dead
body consists of one which
gave you energy. Use up
some BFD90 ammo by
letting off some shots and
then move onto a dead
body. Make sure you took
energy from them. A clicking
sound will confirm this.)
Now, stand on top of the
dead body. Press Triangle to
bring up the weapons selec-
tion. Now, press
L1+RIGHT+DOWN. You will
immediately start falling
through the floor! You can
use the jet pack to move
around, and you will be able
to go through walls and any
other solid object in the
game! To turn i1t back on
again, press Triangle and
then L1+RIGHT+DOWN at
the same time.

On a dead body, bring up the
weapons and do the trick.
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You will fall right through the
floor. Use the jet pack to move.
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RETURN FIRE

SYSTEM: PlayStation PUBLISHER: Time Warner Interactive

CHEAY SHEET:
PLATER KANDICAP

At the Vehicle
Selection Screen,
press
L1+L2+R1+R2.

~ | Highlighted vehi-
| cles will explode.

SYSTEM: Pla
CHEAY SHEETY:
EASY GAME RESET

You can start your
game over again
from the beginning
without resetting
the PlayStation
when you do this
rather simple code
using START and
SELECT buttons.

CHCAY SHicY:

AUTO CHAIN
COMBINAT ION MO VE
From the Character
Selection Screen,
choose “Auto-
matic” from the
Mode Select
Menu. In the game,
press all three
punch or kick
buttons to do it.

Choose a one- or two-player
game. At the Character Select
Screen, choose the fighter you
want, and when the Mode
Select Menu appears, choose

Station

Go to the Vehicle Selection

Screen. Press and hold all four

buttons (L1+L2+R1+R2). A

vehicle will explode in the row

that is highlighted. Highlight
another row, do the trick and

one of those will be destroyed.

This can handicap your game,
making the levels more diffi-
cult to complete.

START. At the Status Screen,
press and hold START and

SELECT for two seconds. After

PUBLISHER:

When you are playing, press

COMBAT KN IFE

At the Status Screen, press

and hold START and SELECT.

Automatic blocking. Now,
when playing the game, you
can pull off an Auto Chain
Combo by simply pressing all
three punch buttons or all
three kick buttons simultane-
ously. If all of the three hits
connect with your opponent,
you will get a three-hit Auto
Chain bonus award of 1000
points to boost your score.

Capcom

a short time, the screen will
black out and return to the
beginning FMV sequence.

Patrick Lusby; Boulder, CO

PRESS ANY BUTTON

. NORMAL

3

| TEUTOMATIC

your opponent,
- you'll get a three-hit Auto Chainl
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KING OF FIGHTERS '95

SYSTEM: Saturn PUBLISHER:
CHERY SHEET: Start a game and pick any

, ccl. .
characters you like (choose
KILLER | Aw 0 EDN team edit and pick individual
; characters if you wish). Play
After fighting a a match. When you lose, go
match, go back to back to the screen with all of
the Character the character profiles. On the

Selection Screen screen to select the team

hold L or R and edit, press and hold the L or

5 . | R button and then press C to '
—by Disney Interactive - The same characters are
for Genesis . | Press C. get the same characters. automatically chosen for you.

These passwords will let
you go to the levels you

want.
2nd Section -
Zebl ¥ i
: SYSTEM: (Genesis PUBLISHER: Seg
3rd Section - Go into the Options and Option Screen should appear.
s A CHERY SHE enter the code: A, B, B, A, From here, you will access a
# o SR Down, A, B, B, A. If done cheat screen that will give you
. correctly, a hidden screen health, lives, starting level and
4th Section - QHEAT MENU called, éefus Q. Orbot's Private  a starting shnt nptié}n.
O @ 1» To access this o WS ULBNTS )
secret cheat
.| option, just go to
Matthew Ross Genovese .| the Option screen
Hamilton, Ont. = | and enter A, B, B,

l A, DOWN, A, B, B,
! A The new menu S STET T ST |
- Go to the Options Screenand enter A new option will appear that

A,B,B,A,DOWN,A,B,B A. gives you many debug options!

—by Capcom
for the arcade version

This trick will let you play
as the Evil Ryu. To do this,
get to the Player Select

Screen. You must press and CHERAY SHE
hold the START button

throughout the entire trick. B@% C@M
From Ryu, move right to

Adon, then up to Akuma, ' On the Press START 4
down to Adon, left to Ryu, _
and while still holding ] Button Title Screen, s e b i ?’,ﬂ.'ﬁ;
START, press any other but- . | enter UP, DOWN, X, S, TKERA €0, UKD 1095 RACHE
ton. You'll have the Evil Ryu -
IN your possession! : i X E’}M g;%opﬂrf:s SAE TN S
Sy : Sareen, do the Boss code.
L prAvER. ) S Player Selection Select S ill noti
’ By ER elect Screen, you will notice
T S%LEE'F e b Sereen a;;d gt(;]u Sk that Gaia and Sho are now
| NS e am&s’s o e accessible! ""
| game’s bosses! Cupido can also easily
be accessed by pressing UP, a
In order to play as these while highlighting Sho at the L UP 1L.D&
hidden characters, just go to Player Select Screen. After you G
the Press Start Screen and select your desired character h@fﬂ
A0 Ll 5 2 S - enter the code: UP, DOWN, X,  with a button, press the v
Do the tﬂck at the Player B, A Y,C, Zand press START.  START button and you will

Select Screen for Evil Ryu! Now, if you go to the Player begin fighting in a new match!

a6 | ="

" This Inck was done on a Japanese version of the game and is subject to change
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busginess.

N f there is one company that has
J become famous for near-perfect
B arcade translations, that compa-
ny would be Capcom. When
game players got their hands on Street
Fighter |l for their Super NES way back in
'92, they were amazed at how close it
actually is to the coin-op experience.
SFAZ2 is no different. First, let's get
acquainted with the actual game.

The release of SFA2 was a complete
surprise to many people. Highly anticipat-
ing SF3, game players greeted yet another
prequel with little excitement—at first.

The game does offer huge advancements
over SFA. First of all, Bison, Dan and the
elusive Akuma are immediately selectable.
There is also the addition of more old
favorites from SF2: Zangief and Dhalsim,

and surprisingly Gen who appeared in the
original Street Fighter. Also added to the

Capcom adds Street Fighter
Alpha 2 to their considerable
lead in the arcade translation

roster in SFA2 are Sakura and Rolento.
Sakura is Ryu’s #1 fan and emulates his
fighting style quite a bit. She has a fireball
that does not quite reach the entire
screen length, a dragon punch where she
runs into you for two to three extra hits

PLAY STATION

and a hurricane kick that cannot
be done in the air and slants
toward the opponent. Rolento
throws knives as projectiles, and
uses two billy clubs as weapons.
Another addition to the SFA
engine are “Custom Combos.” By
pressing either two punches and a
kick or two kicks and a punch, you are
able to add quite a few hits to combos
you already know or simply make up your
own. Unfortunately, this does not do
much damage even with large combos
simply because it's so easy to do. One

All the new characters, custom combos and tricks can 'be
found in all three convergions!

asg 7]




plus, however, is that they can be done in
the air and on the way down to add a bit
of strategy.

Some simple play mechanics have been
changed as well. Rose has a new drill
move, as do a couple of other characters.
Most importantly, Akuma has been weak-
ened to the point where he is little or no
fun to play at all. (His air fireball falls to

36
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the ground right along with you, etc.)
A strange difference in SFA2 is the addi-
tion of mid-Bosses. If you defeat three
characters in a row with a burst of light in
every round (When you beat an opponent
with a custom combo, the screen lights
up with blue light, and if you defeat him
with a super combo, it flashes yellow) you
will go to the next opponent’s stage, how-
ever the screen will say, “Here comes a
new challenger” as if 2P is entering the
game. There is a short dialogue and you
fight that opponent instead.

21100

CHUH-L]

There are also several tricks that have
been added to SFA2 for fun. First off,
Street Fighter 1l and SF2 Turbo versions of
Chun-Li, Zangief and Dhalsim are
playable (a near worthless trick since they
have all gained considerable power since
then). Second, there is an “Evil Ryu”” He
has Akuma’s three-hit Dragon Punch,
Teleport and Raging Demon Super
Combo. There are
most likely several
more, but as of
press time the
game has only
been in arcades
for a short while
and not all the
tricks have
been found.

Okay, enough
about the history,
how do the home
versions play?

The EGM staff got
an exclusive walk

SISV

through all the versions of the game by
the Capcom staff and if you thought SFA
was good, SFA2 is even better! While
some of the character patterns (anima-
tions) had to be removed, Capcom was
also able to make adjustments to com-
pensate for the change in timing.

The disc access is being worked on and
should be minimized within the next
month. Even the Super NES version was
spectacular. Capcom plans to squeeze all
18 characters into 32-Meg, but they admit
that they will have to put a “special” chip
in the cart in order to get everything to fit.
Nintendo is probably going to be the
company that will bring this version of the
game out later this year. The PS disc will
be first, followed by the Saturn about a
month later. Watch for a complete Fact
File on this hot title next
month!




J {Em) Japanese third-party software
AR publishers share a trade show
with the primary toy manufac-

turers where everybody is showing all the
new toys and games that will be out for
Christmas. Entitled Tokyo Toy Show, this
year the event was held in early June just
outside of Tokyo.

Although Sony and Nintendo were no-
shows (they have their
own trade events at
other times in the year)
Sega was there in force,
with all of its licensees
as were the ‘big guys'—
Capcom, Namco, Taito,
SNK and others.

The biggest news
came from Sega where
they had a new, updat-
ed demonstration of the
eagerly awaited Virtua
Fighter 3. Dural was
again in the spotlight with more moves
and animations, as were the other previ-
ously announced characters who were
being demonstrated with new jumps,
punches and combo animations. This
demonstration repeated every 15 minutes
and it was easy to tell when it started as
the show floor would literally clear out
and gather around Sega’s video wall. Off
site, there was a controllable version
where the new character, Takaarashi, was
unveiled. He is a BIG sumo wrestler, who

This year’s Tokyo Toy Show had the latest Saturn and
PlayStation games from all the major publishers.

weighs in at

about 200 kg

and stands

around 2 meters

tall. His name

translates to
Eagle (Taka) and Storm (Arashi). He is a
high-ranking sumo wrestler as can be
seen from his decorative waist band (the
Keshou Mawashi).

Capcom had the other major booth at
the show where we were able to play the
Super NES, PlayStation and Saturn ver-
sions of Street Fighter Alpha 2. (See our
cover story for the scoop on this great
translation.) Their big news was an
update on Street Fighter 3 (yes 3!).
Capcom’s main producer Mr. Funamizu

added some details previously unknown.
First, the number of colors in SF3 will be
increased from 16 to 64 which is the limit.
Second, the number of patterns for each
of the characters will be increased from
about 150 (which was used in SF Alpha)
to about 500. Third, most of the charac-
ters will be back from SF2. While there is
no complete official character list yet,
Capcom did confirm Ken and Ryu. Fourth,
Street Fighter Alpha 3 will be the team’s
next major project after SF3 is completed.
Also there will be 24 characters in SFA3.
Fifth, the home versions of SF3 are being
planned but the home system memory
will have to be increased through the
memory cartridges. Finally, Star Gladiator
2 and Star Gladiator 3 were announced.




Lunar Silver Star Story (above) and
Reverthion (right) should get to the U.S.

Takara announced the next game in the
Tohshinden series. It will be called
Tohshinden Ura but everybody was calling
it version 2.5. This update (with two new
characters) will be coming out for the
Saturn only, with Tohshinden 3 following
for the PlayStation a few months later.

Neo+Geo conversions were all over the
show. Sega and Takara had playable ver-
sions of Samurai Spirits, World Heroes
Perfect and Fatal Fury: Road to the Final
Victory. It also looks like the cartridge isn't
going to be needed for the Saturn ver-

sions of these games. This should lower
the price by about another $20.

Old games are really coming back as
virtually everybody is jumping on the retro
bandwagon. The newest company to join
the crowd is Techno Soft. Their new
combo disc (Saturn and PlayStation) will
be their old shooters Thunder Force 2 MD
and 3. The second disc will be Thunder
Force 4 and AC (Arcade).

One of the sleepers at the show was
Shinrei Jusatsushi Taromaru by Time
Warner Interactive of Japan. If there ever
was a game that had the Castlevania
style this was it. It plays unbelievably well
and surprisingly (for the moment), TWI of
America (or anybody) will not bring it out
over here. We will be watching this title
very closely in the next few months.

Finally, Sega had finished versions of
VF Kids, Decathelete, Virtua Cop 2,
Fighting Vipers and NiGHTS which we
were able to get a lot of in-depth
gameplay and footage. Watch for
these and others in the upcoming
issues of EGM.

Shinrei i
and (below) Samurai Spirits for the
Saturn and PlayStation respectively.




few weeks ago, the rest of the
EGM staff who didn’t go to E?
got their chance to play with
a Nintendo 64 for the first time, and it
wasn't because of Nintendo. The system
came to our offices courtesy of Andrew
Hoolan, product marketing manager for
Williams Entertainment. Andy, as we call
him, spent the day at the EGM office,
showing off Williams’ future releases and
giving us useful insight on the ever-
changing video game industry.

Andy brought a lot of games with him,
but everyone was mostly excited to see
the long-overdue, highly hyped Nintendo
64. The console looked much more
compact than pictures portray. In fact,
the controllers looked almost as big as
the main machine. We had a choice of
the bright green, blue, yellow and red
controllers. They fit nicely in our hands,
although using the center arm took some
getting used to.

The first game we tested out on the N64
was Mortal Kombat Trilogy. MK Trilogy
is not three separate games. It's basically
every character (except for Johnny Cage),
every background and every secret, from
every Mortal Kombat (including UMK)
ever made. Everything was combined into
one large game. Once you have MK
Trilogy, you'll never need to look at any of
the previous versions again.

What can we really say about the N64
version (a PlayStation version will also be
released)? Everything was arcade perfect.
The first thing most people noticed was no
load time. All of the fighters were large
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and detailed and the moves
were easily executable on the
new controllers. You can even
use the analog joystick on the
middle arm to move your
kombatant, although the only
reason you may want to do
that is to utilize the z-trigger
on the bottom for possible run
or block button.

Nintendo requires that if
any games will be put out on

multiple platforms, the N64 version needs
to have an exclusive factor included in it.
This can be anything from a new charac-
ter to a completely new feature. For MK
Trilogy, a few options exist. The most likely
one is the addition of an Aggressor
Kombat feature.

This feature will be a meter at the
bottom of the screen that spells out
“Aggressor.” The meter fills up every time
you perform an attack, even if it's blocked.
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Once the meter is full, all moves of that
aggressor will be shadowed for a brief
period, indicating that any damage caused
by him or her will be greatly increased.
This addition will reward the aggressive
player and punish the defender.

Another possible N64 exclusive is
Baraka’s cheap spinning blades maneuver,
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THE WHITE 10T0S SOCIETY,

% COMES 70 A HALT WHEN SHAC
KAHNS INVASION TAKES THE
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which might be taken out of the
PlayStation version. There is
also a possibility that Johnny
Cage may be a hidden warrior.
Why was he not included as a
regular character? The actor
who played Cage, Daniel
Pesina, apparently wanted
residual commissions for his
appearance in the MK series.
Cage was therefore officially
dropped, but we saw his name
in the energy bar of certain
characters. It was obviously a glitch, as
the N64 MK Trilogy we played was an
incomplete version, but someone had to
program that name in for some reason or
another—look for Trilogy to hit the N64
and PlayStation in October of this year. On
a side MK note, Ultimate Mortal Kombat is
scheduled for release on the Super NES
and Sega Genesis in September.

The second N64 title we got to play was
Wayne Gretzky's Hockey 64. The graph-
ics looked great, especially the animation,
but not absolutely spectacular. To be
fair, the game was incomplete and did
not utilize some of the N64's internal
advantages, such as antialiasing.

Williams could have easily settled for

a second-rate hockey game. After all, this
game could market itself: Wayne Gretzky's
name, the first N64 hockey game, the first
64-Bit hockey game, etc. They didn't. As
Andy put it, “Any game company who
would is just cutting their own throats”
Williams went beyond trying to make the
game look good. They worked the Al
through and through. For example, if you
have one player you tend to use solely for
scoring, the computer will pick that up
and adjust play accordingly.

Gretzky 64 will introduce an exciting
option: two modes of play. The first is
the standard five-on-five hockey we
see everywhere. This is the simulation
designed for the serious hockey

w00
s

. enthusiast. The second mode is a three-

on-three version (plus goaltenders).
This is an NBA Jam/Hit the Ice style of
- hockey for the fan who doesn’t want to

| get into rules and penalties and other

stuff that weigh down sports in general.
. You can expect hard checks and high
scores in this mode. Another fun option
s the choice of a normal puck for
raditionalists or the glow puck,

[ complete with flashing red streaks
ol for shots over 65 mph

The only thing Williams might worry
about is if they can sell enough Gretzky
64s to make it worth their while. Don't
forget, only about a half million N64s will
be sold in the U.S., and in Japan hockey




isn't anywhere near as popular as it
is over here.

What's the deal with the hellspawn
these days? Those pesky possessed
sergeant and fire-spitting imps are always
running around trying their darndest to kill
you. What's their problem? It's par for the
course, | suppose, when it comes to the
game known as Doom. Doom 64 is the
third game for the N64 that Williams will
be releasing. We didn’t get a chance to
play the game, but we have seen film on
it. It's hard not to recognize Doom’s
success on the PC side: It's the top-selling
PC game of all time, and it has been
installed in more than two-thirds of PCs
in the U.S.

installment has all of the original
characters and the same dark,
sinister motif fans have come to
- know and love. The three
episodes, consisting of 30 levels
total, are made from maps pulled
off the Internet—ones that true
. Doomers created. The Al in Final

Doom is tougher and the levels
house far more monsters than before.
According to Andy, “This one has the most
challenging levels yet” Players will find a
new musical score along with some new
secret cheat codes to enhance gameplay.
No graphic enhancements have been
made, but the game still has link-up
modes for cooperative and five new
deathmatch levels, something that Doom
64 can't brag about.

Both Saturn and PlayStation owners will

Is it, however, getting old? Williams
doesn't think so. They stand by it as the
most intense, most terrifying first-person
perspective shooter still on the market.
They don't even consider games like Duke
Nukem 3D and Dark Forces (clones, but
successful clones) to be serious threats.
“The only true challenger to Doom is
Quake,” said Andy. Quake, by the way, is
ID Software’s hoped-to-be big-hit follow-
up to the successful Doom and Heretic
series that they've created.

Doom 64 uses the same original engine,
but will take advantage of N64’s hardware.
Williams states that the light sourcing and
shading should be terrific. No pixelization
should be found, and the monsters are
said to look like they've been rendered on
a Silicon Graphics station.

Not all the games Andy brought with
him were for Nintendo’s 64-Bit system.
They brought another version of Doom,
Final Doom, and this title is for the
PlayStation. It's really Doom I, and this

soon be able to visit the most well-known
top-secret military base in the United
States—and blow away everything in sight.
Williams is bringing out the arcade smash
Area 51 to both 32-Bit systems.

This light-gun compatible shooting
game sends players through the infamous
airbase, where the U.S. State Department
allegedly performs all of its alien autopsies
and other hush-hush flying saucer stuff.
Apparently, some government experiment
with E.T. technology has gone horribly
wrong, and the base has become overrun




with mutating alien critters.

It's up to you, as a member of the gov-
ernment’s alien-bashing task force, to
restore order to the base. You won't be
alone on your mission. Like the arcade
game, the home version can be played by
two players, and from time to time during
play you see other armored task force
members covering your back. If you can’t
put down the alien menace, you and your
teammates are ordered to set off nuclear
self-destruct devices and wipe Area 51
from the face of the Earth.

The game’s graphics are mostly
rendered, except for the digitized task-
force members and mutants. Williams did
everything short of breaking into the
installation to make Area 51 look as
authentic as possible. U.S. Geological
Survey data maps and a Russian spy
satellite photo of the actual air base were
used to create Area 51's 3-D environment.

The version we saw was for the
Saturn and included only the first level.
The graphics weren't up to the arcade
machine’s standards, but Andy said the
game was far from complete. Once
finished, Area 51 is expected to contain
all the action and levels of its arcade
incarnation. The home versions will have
a few new features, such as an alien vision
system, hidden rooms and power-ups.

Robotron is coming to this decade.
Yeah, it's been around a little here and
there in its original form but has featured
nothing really to place it on another level
of play. Robotron X is coming to the
PlayStation and Nintendo 64. The version
EGM saw was the one for the PS. Like
most of the other titles we saw during our
visit with Andy, Robotron X wasn't close to
completion. The version at the show was
graphically sharper and more complete
than the one we played here but that one
was for the PC. Throughout the over 100

levels this updated version of the
classic has many of the charac-
ters from the old arcade game
but puts them all on a 3-D grid.
No more top-down view for this
hero. The music in the game fits
nicely with a techno-dance
theme. Robotron X supports the
link cable in Cooperative and
Competitive Modes. Since the
original idea came from a time
when games didn’t have story
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lines, it's hard to say just why those
humans were walking around on a grid
near killer robots. Go figure.

Other classics will be making an
appearance but will stay in their original
forms. Believe it or not, Ms. Pac-Man will
be rereleased. It's still in the top 20 in
sales as a Genesis cartridge, so as ancient
as it is, it'll come out as a stand-alone
game on the Super NES.

Since Williams, Atari and Midway are
living under a symbiotic relationship of all
being owned by WMS Games, talks are in
the works to release Williams Arcade’s
Greatest Hits 2 and 8. We speculate that
we'll see at least Asteroids, Missile
Command, Centipede and Tempest from
the Atari side, and Road Blasters, Spy

Hunter, Wizard of War and Tapper from
the Midway side. Each compilation will
contain six games.

One thing is for sure: Williams is not
resting one bit. The game market is in the
midst of incredible change with the new
systems coming out, as it was a year ago
when the 32-Bit wars started. Williams
Entertainment is in the thick of things,
giving us game players what we want,
whether it's a new generation of techno-
logically advanced playing experiences, or
a rerelease of a game from our childhood
past. Perhaps Andy Hoolan said it best
when he told us, “If you don't listen to the
consumer, you will not evolve”

(SSET0



o most folks, the bandicoot is
just a silly looking marsupial that
lives in the Australian outback.
To PlayStation owners, however,
the tiny critter is a spinning,
pants-wearing bundle of red fur
and attitude that just happens to be the
next big thing for Sony’s 32-Bit system.

And this next big thing's name is Crash
Bandicoot, whose self-titled game is one
of the most highly anticipated second-
generation next-gen titles to come along
for the PlayStation. The game is slated for
a September release, and the mounting
anticipation surrounding it is understand-
able; Crash Bandicoot is, without a doubt,
the best-looking title to come out for the
PlayStation ever. Its graphics are crisp,
colorful, and—for lack of a better term—
just plain awesome. (Check out the side-
bar for info on why the game looks so
great) In fact, the game’s stunning visuals
have prompted many Crash-playing EGM
staff members to wonder if they were
watching a cinema rather than the
game itself.

But does Crash Bandicoot play like a
cinema? No. It has gameplay guts to go
with its visual glory. Although Crash’s
attacks are pretty standard stuff (he leaps
on and spins into enemies) the game is
packed with a variety of levels, many
requiring a different type of play style. It
offers forward-scrolling stages, side-
scrolling stages—even two stages that tax
Crash'’s beast-riding skills!

The majority of the game is played in a
third-person perspective, with you looking
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over the furry head of the
pouched-reared protagonist as
he zips head-on through each
stage. And Crash has more
than his fair share of obsta-
cles to avoid during his
quest to rescue his girl-
friend. Most levels have
Crash making a mad
dash through the jungle,
which is packed from
tree to shining tree with
bottomless pits and
angry animals. Crash
must contend with

rogue skunks, bandicoot-
eating plants, bloodthirsty
bats, vicious villagers and
other terrors of the jungle.
Not all the animals are against Crash,




Not surprisingly, the real-life bandicoot
is a bit different from the star of the
PlayStation game. For starters. the rabbit-
size critters don't wear clothing. and
they're more apt to sit around scratching
their tick-infested fur than go on island-
spanning adventures.

Bandicoots are rat-like marsupials
with long noses and pointy ears. Like
their kangaroo and possum brethren,
bandicoots have an extra-long combing
toe on each hind foot. They use these
lengthy appendages for grooming and
removing unsightly lice.

Most varieties of bandicoots are
extinct. and the few that remain live on
the Australian island of Tasmania. Here,
they spend their days sleeping and their
nights digging for food. Bandicoots crave
insects. bulbs and roots, but they're also
known to munch on lizards and other
small animals.

So why is Crash Bandicoot so much
more refined than other members of his
insect-eating kind? The little critter was
no smarter than the average bandicoot

until he wound up the target of the Evolvo

Ray. This device—devised by Dr. Nitrus
Brio, one of the game’s villains—instantly
infuses any animal with human-like
intelligence.

Brio's partner. Dr. Neo Cortex, has built

a far more sinister device called the Cortex

Vortex. The machine makes animals loyal
to Dr. Cortex. but it also drives them
insane. Crash's girlfriend, Tawna. is the
Cortex Vortex's next target. It's up to
Crash to storm Dr. Cortex’s fortress

and save her from certain insanity.

< W

however. Later in the game, the bandicoot
will climb aboard his trusty wild boar

and haul butt through the greenery. The
squealing sow only has two speeds—fast
and faster—and Crash must clutch to the
critter and steer him around and over
traps and pits. Some chasms are too wide
to clear in one jump, but big bongo
drums lie before these pits and give the
pig a boost of leaping power. Crash will
also have to avoid spiked posts, barbecue
pits and shield-wielding villagers that

"One false ste
Crash is road

cross his pig's path.

But the hog-riding levels aren’t the only
ones laden with traps. Giant stone rollers
lumber onto the road in front of Crash
during his on-foot adventures, and Crash
can only cross some chasms by vaulting
onto support columns that drop from
under the hero's feet if he wastes too
much time planning his next leap.

Not all of the game’s levels—and traps:
are landlocked; some stages send Crash
careening along a rock- and log-strewn
stream. Here the bandicoot must deal

with hungry fish and even hungrier plant
life. But the water levels’ real challenge
lies in guiding the bandicoot through the
wet-and-wild obstacles. The only route
Crash can follow downstream is across
slippery logs and onto moving lily pads.
One badly aimed leap will land Crash in
the drink, all wet and all dead.

These water-logged levels are perhaps
the game’s most visually stunning stages.
Crash'’s falls into the stream are rewarded
with realistic splashes, and the waterfalls

and
illy

hat Crash must occasionally scramble
over look straight from a postcard.
Other levels reverse the player's per-
spective and send Crash cruising in your
direction, toward the television screen. For
instance, several Indiana Jones-inspired
stages have Crash running in front of
huge rolling boulders that pursue the
hero. One false step and Crash is road
kill. These backward-scrolling levels are
extra tough because you can't see the
obstacles that lie in front of Crash until
they're nearly under his feet. Jumping

across chasms becomes especially diffi-
cult, since you can't see their far sides.
Still other levels are played in the tradi-
tional side-scroller fashion, with Crash
running and jumping his way over gaps
and past traps that lie along his path.
The visual quality of these levels doesn't
degrade just because the player perspec-
tive has changed; they're rendered in the
same crisp 3-D graphics that make the
game so spectacular. Later levels mix
both side- and forward-scrolling perspec-
tives, with Crash dashing left or right for
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Crash Bandicoot is loaded with secret
levels, but you can only get to them if you
collect gems. And you can only collect
gems if you smash all the crates in each
level. Unfortunately, finding every crate
is not always easy. If youre handy with
your jump button, however, smashing all
the crates in Level One isn't hard. About
halfway through the level you'll come to
achasm that’s far too wide to jump across.
Hitthe solid block sitting beside the
chasm and a row of crates will extend

across the abyss. If you run over these
crates and finish the level. you won't get

a gem. since you didn't smash the crates
that make up the chasm-crossing bridge.
You'll have to jump on and break every one
of these crates. making sure you don't fall
into the pit. If you smash all of these and
the level's other, easier-to-find crates—and
don'tJose a life trying—youlll receive a gem
at the end of the stage. These gems grant
access to bonus levels that are littered
throughout the game.

a while, then plunging straight into
the jungle or a cavernous ruin

Crash’s adventure takes him to three
islands, all containing a total of more than
30 stages. Besides the jungle locales, he'll
also wander inside and outside of ancient
ruins and storm his nemesis’ castle.

Gamers are guaranteed to reach 26
levels when they play through Crash
Bandicoot, but chances are they'll stum-
ble across a slew of bonus rounds. The
key to reaching these rounds lies in the
crates that Crash can bust open as he
hauls butt through the game. Most crates
are full of fruit that the bandicoot can ()

collect for extra lives, while others contain
voodoo masks that make Crash invincible
if he collects three of them.

But a few crates house bonus-level
heads. Collect three of these and Crash
will cruise to one of the game’s three
types of bonus rounds. For instance, col-
lect three Tawna heads and Crash will be
sent to her bonus level. Here Crash can
load up on fruit, voodoo masks and lives—
and you can save your game if you reach
the end of the level. Later in the game,
Crash can also collect Dr. Brio and
Dr. Cortex heads and be sent to
their respective bonus levels. Brio’s
levels are chock-full of extra lives,
while players will find two keys in
Cortex’s stages. These keys grant
access to two super-secret bonus
rounds that can be found early in
the game.




The crates themselves also open up
bonus levels. If Crash finds and smashes
every crate in a level without losing a life,
he’ll be awarded a gem at the end of the
stage. These crystals unlock special gem

levels that Crash can uncover throughout
the game. Some gem levels can only

be accessed once Crash clears a level
later on in his adventure. This need to
revisit early stages to find new bonus
levels adds tremendous replay value to
the game.

Crash Bandicoot is a tent-pole product
for several companies, namely Sony,
Universal Studios Interactive and Naughty
Dog Inc.,all of which became caught up

in the game’s development at
one point or another.

SECRET

Crash may be
cute. He may have
attitude. He may even
wear pants. But he's
not the real star of
Crash Bandicoot. The
ultra-colorful, hi-res
visuals are what this
game’s buzz is all about.

These graphics seem

even more impressive
when you consider
i that Crash Bandicoot is
Naughty Dog's first game for
the PlayStation. So how did
this relatively small, 10-year-old
company assemble a game that Sony is
billing the benchmark for all the PlayStation's
second-generation titles?

“A lot of it was attention to detail by the
artists,” said Jason Rubin, Naughty Dog's
president and co-founder. He explained that
several of the artists who worked on Crash
were art-school graduates (two had even
worked as computer artists in the film indus-
try) who brought to the project the benefits of
their classical art training. In other words, they
knew the basics of perspective, balance and
color and used their skills to create a product
that wouldn't look out of place in an
art museum.

A lot of video games ignore classical art in
exchange for the video game look,” Rubin
said, “but (Crash’s artists) really wanted to do
something that looked a lot more like a paint-
ing than a video game.”

.

Naughty Dog began putting the game
together nearly two years ago, with the
intention that Universal would help tweak
and distribute the title. Then Sony took
notice of the game and saw what could
potentially be the company’s Mario 64
killer. So the folks behind

the PlayStation

signed on to

publish and distribute

Crash Bandicoot.

But does Crash have what it takes to
take on Nintendo’s—as well as Sega’s—
juggernaut mascots and become king
of the next-gen jungle? That remains
to be seen. Crash’s graphics and game-
play will certainly give the little
bandicoot a fighting chance. B

REHIND CRASH'S FuAS

But Rubin said the artists’ efforts were
only half the reason Crash Bandicoot looks
so darn spiffy. The game’s developers can
claim the rest of the glory.

“You can go after the art look with a
vengeance,” he said, "but if you don't have
the programmer support backing up your
ability to get the number of polygons up, the
shading right and everything else you want
to do at a good frame rate, you're going to
get a really nice-looking game with absolutely
no gameplay.”

Rubin explained that the artists placed a
slew of demands on the programmers. They
needed the game to play in hi-res. It had to
run at a high frame rate. It had to spool code
continuously from the disk. The artists
slammed the program-

eight months on visuals alone before any
game code was written. And outside car-
toon experts were even brought in to tweak
the look of the game’s cast of characters.

But after all this time and effort, did Crash's
developers ever reach the ceiling of the
PlayStation's potential?

Reuben said no way. He reminded that
Crash Bandicoot—although visually spectac-
ular—is still only a second-generation title.
The PlayStation can take a whole lot more
programmer prodding. he said, before it
becomes a dead-end system.

*If hardware had emotion,” he said, “the
PlayStation would be somewhat angry at
what we forced it to do with this project. But
next year we're going to make it really mad.”

mers—who, after all, were
new to the PlayStation
hardware—with one chal-
lenge after another. But the
coders prevailed.

‘This game gave the
programmers a lot of hard
work." Rubin said, "but in
the end we didn't have
to back off on any of
our goals.”

Of course, it didn't hurt
that Crash’s creators had
nearly two years to work
on the project (most
games are developed in
about one year). Rubin said

the artists spent about
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A Force

orking Designs is
quickly becoming
Sega’s work horse for
converting Japanese
RPG and strategy games
to the Saturn. The Redding,
Calif.-based company has
already released the war sim
Iron Storm and the RPG
Shining Wisdom for Sega’s
system, and now it's working
on a title that combines both
genres—Dragon Force.
This lengthy, highly complex
game puts you in control of
one of eight castle-bound
warlords, all of whom are
vying for control of the land
of Legendra. Each warlord
has his or her own story,
complete with plot twists
and other surprises, and
these stories are told

through anime-style cinemas
that play throughout the
game.

Once you've picked a
warlord, your next task is to
organize a cadre of comman-
ders to lead the warlord’s
forces. Your commanders can
also form alliances with each
other to increase their armies’
destructive power in battle.

Each commander can lead
up to 100 soldiers, and it is
this diverse selection of troops
that sets DF apart from other
strategy games. Troop types
include knights, cavalrymen,
martial arts masters, samurai,
magicians, harpies—even
zombies. The homelands of
your commanders determine
which types of soldiers you
can control, since wild lands
breed wild warriors. Once
you've gathered your soldiers,

you march them out into

Legendra to conquer

the castles of the other
warlords or protect towns
from marauding armies.
Like most strategy games,
DF is a menu-driven simula-
tion. You can use either the

The only way your generals
are going to win the war in
Dragon Force is if they win
a whole bunch of battles.
since they gain experience
points after every successful
skirmish. And the best way
to raise the level of weaker
generals is to team them
with combat veterans. For
instance, say you've just
captured a wimpy level-one
general and he has sworn
allegiance to your warlord.
Now you want to raise his
level quickly. Team the weak
general with two stronger
ones and deploy them all
into battle against a strong
opponent. When in combat,
let your stronger generals
soften up the enemy forces,
then have your troops
retreat from combat. Next,
send in the weak general
and his inexperienced
troops to finish the job
Once he wins the battle,
helll gain all the experience
and increase several levels
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Your conquest of Legendra is played out on this map, which shows
the whereabouts of your enemies and who’s attacking whose castie.

joystick or Sega’s mouse to
choose the menu options that
guide your troops. Travel takes
place in an overhead perspec-
tive on a large, scrolling map,
similar to the one in Romance
of the Three Kingdoms. On
this map, you can walk the
roads of your expanding realm
and see what your enemies
are up to.

Combat begins once your
army storms another warlord’s
castle or enters a town that's

Once you've beaten down
the bulk of your enemy’s army,
you can finish off the oppos-
ing general in a one-on-one
duel to the death. Or, if the
battle’s not going in your favor,
you can run away.

But the spoils of war are
great if you conquer a castle.
Your generals get experience
points for every battle they
win, and you can give them
rewards for their valor later on.
You can also capture the

opposing generals and troops
and make them join your
cause, thus increasing the size
of your own army. Captured
castles yield special items, too,
if you search hard enough.
These items can be used in
battle and often offer spectac-
ular and powerful attacks
against the enemy.

To win the game, you have
to take over the entire land of
Legendra and defeat the other
warlords. Working Designs
claims this feat will take
between 40 and 60 hours.
Judging by the complexity
of this highly addictive game,
60 hours of battle-packed
gameplay sounds like the
more likely estimate. W

".ssthe game almost looks like

a scene

under attack. Your forces are
also called to battle whenever
enemies besiege one of your
castles. Skirmishes are fought
in realtime, and you can view
the carnage from several
angles by changing the
position of the game’s

virtual camera.

More than 200 different
characters can be on the
screen during combat. You
can have your soldiers yell a
throaty battle roar and rush
across the battlefield at your
opponents. When the screen
fills with charging, screaming
men on foot and horseback,
the game almost looks like a
scene out of Braveheart If
your general leads archers
or sorcerers, your soldiers
can hurl spells at enemies
from afar.

out of Braveheart.”

wmﬁumd-wﬁmMmmn
does feature a strong story that’s told through anime-style cdinemas.

Don't expect to see a version
of Dragon Force—or any
other Working Designs—
game out for the PlayStation
any time soon. Working
Designs plans on releasing
games exclusively for the
Saturn for a while.and these
games will mainly be strate-
gy and RPG titles. The soft-
ware company at one point
looked into releasing such
strategy-intensive games for

Sony's console, but then it
looked elsewhere after Sony
expressed total disinterest in
the non-action genres (at least
for the American market). Now
that Sony has had a change of

heart concerning RPGs (look no

further then the forthcoming
Beyond the Beyond), it's too
early to tell whether Working
Designs may turn its talents
toward the PlayStation. For
now. though, Sony will miss out.

EGM talked to Working
Designs' director of public
relations, Matt Atwood,
about Dragon Force and the
company’s work with
Japanese titles.

EGM: When you bring a
game over from Japan, like
you did with Dragon Force
and your other Saturn
games, do you translate all
of its text and story directly?

MA: No. We have to change
it some because of the dif-
ferences between Japanese
and American culture. For
instance, Americans would-
n't get the punchlines to a
lot of jokes the Japanese put
in their games, and their
language doesn't translate
word-for-word to English. So
we have to make changes—
but we try to alter the story
as little as possible.

EGM: Dragon Force con-
tains elements of both RPG
and strategy games, but
which of these genres does
it borrow the most from?

MA: It's more of a strategy
game than a role-playing
game, although it contains
many RPG features.

EGM: Okay. then what sets
it apart from the other
strategy games that are
out there for all systems?

MA: This game is similar to
Ogre Battle, which is an
excellent strategy game, but
you just don't see games of
[Dragon Force's) caliber any-
more. It's a great game and
it's really addictive. One big
feature is the fact that you
can have 200-plus sprites
on the screen at one time,
Everyone here who has
seen the game says the
battle scenes remind them
of Braveheart. | just about
think we should change the
name to Braveheart.
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ou’re not drunk or
messed up on
drugs—you're
Loaded. There’s just
too many things you
can do with the word

Loaded, as Interplay demon-
strated in this colorful phrase
that was used in an ad in our
October 1995 issue.

Now combine the catchy
marketing campaign with a
game that has some flashy

effects and a bit of the ol’

ultra violence, and you have

a success known as Loaded.

The game did well on the

PlayStation format. It sold
over 140,000 discs in the

U.S. (A game can be consid-
ered a hit if it sells 100,000
in the U.S.) Interplay now

is porting Loaded over to

the Saturn. They knew that
they had a winner on their
hands, and they comfortably
felt that the Saturn was firmly
established as a player in the
32-Bit market.

The story line is one of the
most unique and twisted ones
seen in a while. A prison war-
den named F.U.B. (Fat Ugly
Boy) is planning on taking
over the universe. To make

the baddies for a prison picnic.

Interplay’s logic that game
players like to blow things
up and see a lot of blood
and gore.

Loaded boasts some
nifty graphical sights that
make this an appealing shoot-

"ee8@ bit of the

ol' ultra violence."

sure he’s up to the challenge,
he’s provoking the prisoners to
the point where if they ever
get out, they'll want to kick his
F.U.A. pronto. He then sets it
up so that they'll escape with
revenge in mind, therefore
testing his ability to wage war.
You are one of the psychotic
prisoners, and your mission is
just to kill everything—other
prisoners, guard dogs, empty
boxes, etc. In fact, it's not real-
ly clear what your objective is
other than destroy every ani-
mate or inanimate object in
sight. You can’t argue with

‘em-up, like great

texture mapping and ambient
lighting effects. The industrial
soundtrack includes music
from Pop Will Eat Itself and
fits the violent and intense
mood of the game. What
more would you like in a
mindless experience? B

RELEASE DATE
October Adjustable
% DONE I

75%

THEME PLAYERS SIZE
Shooter lor2 CD-ROM
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Jerermny Airey, producer at
Interplay. talks about getting
Loaded on the Saturn

EGM: Do you think it's irritating
to Saturn owners that they hadk
to wait a year later for Loaded 2,
JA:It's the way things go. A year}
ago. w Ve vorried if the
Saturn was even going to do
well. As of late, [Saturn sales)
have picked up. Also, when we
started doing Loaded [for the)
Saturn. it looked horrible. With
aw Sega libraries, Loaded
looks and plays good
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EGM: Do you feel the action gets
redundant after a while?

JA: Running around and killing
people is fun and cool. Originally
we wanted to put in more puz-
zle and strategy elements. but
Loaded was handled from start
to finish within a year, so it was
rushed a bit. It catered to the
need to blow stuff up.

EGM: Do you feel the gore is a
big factor in selling Loaded?

JA: I think it is in any game.
That's what made Mortal
Kombat | and Il big. It wasn't
because the gameplay was
there, it was because of the vari-

ety of the mindless violence.

EGM: So would Loaded have
done as well without the gore?
JA: Probably not as good. how-
ever in Japan, the game did real-
ly well, but we had to take out
the gore in that version.

EGM: Can you tell us a little bit
about the sequel, Re-Loaded?
JA: There are new characters,
you can talk to people, enemies
can beg for mercy, different ways
of killing and torturing enemies
and morphing floors.
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featuring Slow Motion, Flip
switch, 4 speed Autofire and
programmability that will let
you devastate the most
awesome opponent with the
push of a single button. Buy it
or run home to Mommal!
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and reload its weapons, so make sure it doesn't get biown to bi¢ts.

he world according to
Gun Griffon isn't a
very nice place. The
game’s plot is set in
the latter half of the

to go bye-bye. Skirmishes and
full-blown wars are popping
up across the globe, and no
nation seems ready to give
peace a chance.

21st century, when the plan-
et's population is suffering
from global warming and rely-
ing on a supply of food and
energy resources that's about

Its twin jurmp-jet turbines,

for taking a gander at what the bad guys are up to. You'll note the engines
early in the game, when you drive your mech through a strand of trees. Fore
2less, so the only way to get a look at the enemies’ position
Is to rise above the treeline. Punch on your jets for a brief eagle-eye view of your sur

der your mech's radar us

roundings, note where the opposing forces are, then drop back into the woods. Or
stay airborne and thrust toward the enernies,

fire and rockets
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Fortunately, you have a
heavily armed, multiton mech
to help you cope with the
world’s problems. And GG lets
you drive this towering robot

across and above
the future’s most
intense battlefields.
The game’s bleak

world is divided
among four coalitions,
the United American
Countries (UAC), the
Pan European Union

1| (PEV), the Asia Pacific

Forget all the fancy guns and missiles; Your mech's coolest pieces of equipment are
These powerful engines, which grant the mech lirmited
flight capabilities, will save your life at least once per mission, and they're also useful

then blast therm with a rain of cannon

Community (APC) and the
Organization of African Unity
(OAU). You're a mech driver
for the UAC, and you spend
the game engaged in constant
combat against the forces of
the other unions, especially
the APC.

UAC cargo jets drop your
mech into eight different war

usefulness
ren

Your missions vary in com-
plexity. Some are just simple
search-and-destroy outings
that have you blowing away
every enemy in your mission
area. Others have you guard-
ing allied forces or destroying
particular structures or vehi-
cles, including enemy trains.



SWAEHING

Your robot’s not alone on the battiefield. Ally mechs cover your back

a7,

while you go about your mission. Just be careful not to shoot them.

gun comes in a finite supply—
hence the need for your trusty
supply heli—so you'll have to
aim carefully. But aiming is
easy, since every weapon
comes with its own high-tech
heads-up display. Also,

But just because you drive a
titanic, weapon-laden robot
doesn’t mean your missions
will be easy. The enemy forces
throw a variety of vehicles
your way; as you'll have to
contend with an assortm
of mechs, tanks, jets
and helicopters—

all bristling
with weapons.

Fortunately, you're
never sent into battle
alone. With you goes
a cadre of other
mechs, tanks and
helicopters that are
working toward the
same mission objec-
tives that you are.

From time to time,
you can even hear
your teammates’
radio chatter.

The roving supply helicopter
is the most important member
of your team. This twin-rotor
chopper will occasionally land
and rearm and repair your
robot—as long as you protect
the helicopter when it dips
into range of enemy fire.

Your mech comes equipped
with four types of weapons: a
big-barreled cannon, a rocket
pod, homing missiles and a
machine gun. Ammo for every
weapon except the machine

n’--lu-ymhrlm“m
barely see your enemies...

SWAENING

weapons work realistically.
For instance, when you fire

your

cannon at a distant

target, it will take a few
moments before you see
an impact plume.

What isn’t so realistic is the
way your robot handles. The
enormous mech is fast and
nimble, with wheels on its
feet. If you get it going fast
enough, the robot controls
more like a sports car than
a lumbering titan.

~fortunately, your mech’s night-
vision system clears the air.
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Batties can get intense in GG's
eight target-rich war zones.
Your mech can fly, too. It
sports two jump-jet turbines
that launch it hundreds of feet
in the air for a short amount of
time. While airborne, the mech
can fly in any direction to clear
obstacles or see distant ene-
mies. Don't jump too
often, though; the
jump engines only
lift the mech three
times before they
must recharge.
Although all of GG’s
many missions take
place in the former
Soviet Union and
China, it's doubtful
that you'll recognize
the terrain. Global
warming has turned
all of Siberia into a
debris-strewn desert.
You do see some
familiar landmarks from time
to time, such as the Great Wall
of China.
But in a world as
bleak and shell shocked as
GG's, who wants to spend
time sightseeing? MW

: RELEASE DATE DIFFICULTY
i Now Hard

PUBLISHER % DONE

Sega 100%

THEME PLAYERS SIZE

Mech 8im 1 CD-ROM

EGM talked to Greg
Becksted, producer of the
US. version of Gun Griffon
for the Saturn, about the
game’s plot and its mecha-
nized stars.

EGM!: Gun Griffon’s features
a complex story of global
war. Is this game based on
something, like a novel or
comic book, or was the plot
created especially for

Gun Griffon?

GB: It's made up for the
game. We changed it slight-
ly from the Japanese version
for the U.S. version to better
suit the US. market, but
basically the whole story line
was written for the game.

EGM: Why does your mech
move so quick on its feet
rather than lumber around
like most giant robots?

GB: The faster reaction
gives it more of an arcade-
type feel. One of the really
cool things that Gun Griffon
offers that other mech
games don't is faster-action
and faster response time.
Other mech games usually
tend to go into the exact
detail of how a mech actual-
ly operates. This game kind
of gives you more freedom
to move around.

EGM: Any mech game
needs smart artificial intelli-
gence to be challenging. Do
Gun Griffon’s enemies use
any special tactics?

GB: The enemies will try to
attack both you and your
teammates. In one mission,
for example, you need to
guard the C-17 before it
takes off, and they'll target
that C-17 while you defend
it and they'll also attack

you as well
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NEXT WAVE

ASSAULT

Aliens Invade The Saturn

he local cineplex
isn’t the only place
gamers can watch
marauding aliens
make craters out
of the world’s capitals
this summer. The Saturn’s
being invaded, too, now that
EA is releasing Shockwave
Assault for Sega’s 32-Bit
system. This first-person, flight
combat game—which has
been around for a while on
the 3DO and PlayStation
platforms—pits players against
an army of aliens who defi-
nitely haven't come in peace.
SA is actually two games—

one, and the
entire game is made up of
15 lengthy levels. Each mission
takes you to some well-known
but beleaguered corner of
the world. You'll battle alien
bad guys in the unfriendly
skies above Las Vegas, the
Hawaiian Islands, England,
Egypt and dozens of other
far-flung locales.

Your ship skims the game’s
terrain, making it impossible
to crash. While your flight
through each level is restricted
to a predetermined path, these
paths are wide and allow you
plenty of room to swoop over
familiar scenery.

You won't have much time
for sightseeing, however. SA’s
aliens come in all shapes and
sizes, and they're as numerous
as they are deadly. Some
aliens trod spider-like across

the Earth, blasting away at all
human resistance. Others fly
and try to fry your fighter with
hit-and-run blaster attacks.

Fortunately, your fighter is
equipped with laser blasters of
its own and

a variety of missiles. As the
game progresses, you'll
acquire more powerful projec-
tiles, such as hellfire missiles
and nuclear warheads.

Once you rid Earth (and the
moon) of the alien menace,
SA's second episode begins.
Now you battle the aliens
across the solar system and
take part in Earth’s final push
to send the aliens back
through the jumpgate from
which they crawled.

The game relies heavily on
full-motion video sequences to
further its story. In fact, SA
contains nearly an hour’s
worth of FMV, which plays
during flight on your ship’s
television screen and after
each level. These effects-laden
cinemas gradually tell why the
aliens have come to Earth.

To explain why the aliens
have invaded would give
away too many of the game’s
surprises, but here’s a hint:
They're not here to see
Independence Day. B

PUBLISHER % DONE
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Shockwave Assault throws
a bunch of bad guys at you
as you progress through its
15 levels, and the only friends
you'll find are the widely
scattered refueling drones.
These hovering ships replen-
ish your shields and laser
power and your supply of
missiles and fuel when you
fly beneath them, but you'll
have to resist heading straight
for a drone as soon as it pops
up on radar.

Instead. fly well past the
drone and clear out the aliens
in front of it, making sure to
use up all of your missiles—
and even your laser power, if
you can find enough enemies.

Only after you've exhausted
your weapons should you
return to the drone for a re-
load. This way you won't be
wasting a brand-new load of
weapons, since drones will
only rearm you once.

Be careful not to fly too far in
front of the drone, however,
because you can't get back to
it once it leaves your radar.

Your reliance on refueling
drones also means you'll have
to be extra careful when firing
your ship's weaponry. If you
damage any friendly struc-
tures with stray shots, the
drones won't top out your
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supplies when you fly beneath
them. Theyll give you only
a partial reload depending
on how much damage
you've caused

One final note: Search
for refueling drones every-
where. Only some of them
appear on radar, while
others are hovering away
in hard-to-reach areas.
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No One Will Force You To Play This One

9
desperately to be
Han Solo? Sure, Luke
was cool and every-
thing, but Han had su
a great attitude for being a
scoundrel. What's better is
that underneath all of that
machismo was a really good-
hearted guy. Plus he flew the
Kessell Run in 12 parsecs!
How much more of a man
could he be?
If gamers agree, they'll
surely get a kick out of
playing the
b role of Kyle

Katarn, the Han Solo-esque
star of Dark Forces for
the PlayStation.

Katarn had a hard life and
like Solo he once worked for
the Empire as a non-aligned
mercenary. His parents were
killed by the Empire and it's
because of this that Katarn is
now a valuable member of
the alliance and a perfect
character to star in a first-
person shoot-"em-up in the
Star Wars universe.

The game is broken up into
12 missions, each going along

Each weapon has a secondary
firing mode. It's easy to forget
this in the heat of battle but it's

with the story line. Cutscenes
using film footage break up
the action. The game features
hand-drawn and rendered
backgrounds and characters
straight from the trilogy—
Jabba, Boba Fett and
make appearances in this title
in one form or another.

The story starts right before
the Death Star plans are

rth all

stolen. Is Katarn that thief?
Either way the first mission of
the game is to steal the plans
from an Imperial base. After
the plans are stolen and the
Death Star is destroyed, the
Empire makes another strike
against the rebels. This time
though the weapon is
unknown. That's where Katarn
comes in again. The gamer

Y
A three-second delay on this thermal detonator and you running
away will take care of these goons with no problem—check below.

helpful to know for the heat of
battle. For example, let's say
you're backed into a corner and
five storm troopers and an officer
are firing on you and all you have
is arifle, thermal detonators and a
light gun. Do you:

A) Open fire with an assault rifle
and hope you take everyone out.

B) Use the speedy light gun and,
again, hope you take everyone.

C) Use the secondary mode of

the thermal detonator and run
away quickly.

If you chose “C" you are
correct. But why? Because the
secondary mode of the detonator
enables a three-second delay.
Throw it in the middle of your
Imperial anti-chums and run like
hell. They'll stand there for a few
seconds wondering what the
shiny ball is right before they go
bye-bye.




The look and feel of the levels Is
much il being in the movie

your gun ready for enemies.

controls Kyle through a rebel

base that has been practically
reduced to ash. What weapon
could have caused this much
destruction? As the story pro-
gresses, more clues are given

"To bessin the middle of the Star Wars
universe is what dreams are made of.”

and players finally meet

the Dark Trooper face-to-
armored-face, which is never
a good experience.

The game has 10 weapons
including: the fist, a phaser, a
stormtrooper assault rifle, land
mines, thermal detonators, a
light gun, a rocket launcher, a
Dark Trooper gun and others.
Each weapon (except for the

Gamer's Edgdy

You start the level just as you
fall down a ventilation shaft.
Walk down a tall corridor and
you'll find officers and a lieu-
tenant waiting for you around
a corner. BLAM, BLAM,
BLAM! They're blown away.
Go into the room to the left to
pick up a couple items and
blow away a couple of
Imperial employees. Go back
to the corridor and open

the door to the left. Two
stormtroopers will be there to
greet you. After you're outside
veer to the left and open the
door across from you. Take
out the trooper in there and
take an elevator ride. An offi-
cer and a trooper are there for
target practice. Pick up the
key card after you shoot the
officer. Take the ride down the

The light gun Is just one of the weapons gamers can use to blow
away stormtroopers but more explosive ones are always more funl

fist) has a secondary function.
This makes the weapon shot
different—and usually more
powerful—than the standard
shot. For example, a mine
layed normally will go off in
five seconds. By laying a mine
using the secondary button,
the mine will not go off until
triggered by an enemy. Check

the Gamer’s Edge for more
info on secondary weapons.

As mentioned before, the

game features characters that
gamers will recall from the
films. Bossk and Ree-Yees
make many an appearance
trying to stop your advance on
the Imperials.

The levels have plenty of

hidden areas to explore and

elevator and go back to the
starting corridor. On the right
wall is a door with an elevator
in it. When on the second
floor. flip the switch on the col-
umn to the left. Watch for the
troops in hereand through
the windows. Drop down and
walk into the room that just
opened up. Go past the large
elevator door and take the
staircase down. Open the
doorand take down the
stormtrooper. Go through
another door. take out the
enemies in there and flip the
switch on the right wall. This
will activate the wall covering
the plans. Take the plans, go
through the door and take the
elevator up to where an ally
ship will pick you up. There will
be enemies scattered about.
Take all of them out if they get
in your way.

We talked with with Brett
Tosti, production manager
for the PlayStation version
and Daron Stinnett, project
leader for both the PS and
PC version about why the
Star Wars universe was cho-
sen for Dark Forces and what
they dealt with during the
making of the game. Here's

special weapons to find. These
the inside info:

weapons aren’t necessarily
new, but getting a rocket
launcher in the first couple of
levels could help in later ones!
To be dropped right smack-
dab in the middle of the Star
Wars universe is something
dreams are made of. To battle
the Empire single-handedly is

EGM: Obviously Star Wars is
the big one, but why not anoth-
er license for a first-person
game like Indy Jones?

Daron: Our original idea came
from Wolfenstein 3D and later
Doom. The whole genre cried
out for Star Wars. This was evi-
dentin the add-on levels peo-
ple made for Doom that put
you in the Death Star. The idea
grew from that but we had a
couple of problems. First, since
there was so much more than
Jjust action going on in the
movies—like all of the com-
plex dialogue between the
characters—the translation to
an action game could be diffi-
cult. Second, what happens
when a player does some-
thing that differs from the
storyline of the movie? What
happens when someone
kills Darth Vader? With this,
players would probably be
frustrated if they were being
controlled through a game
instead of controlling it. Lastly,
we didn't want to make a
game where a player just
walks through the film. We've
all seen the movie so many
times, it wouldn't be as fun to
| just relive the movie. It would
be more fun to feel as if
they're doing something
new. What we finally decide
to do was to take what
George [Lucas] created, in the
style of the characters and
locations—the feel of Star
Wars—and develop
our own story. We
used the Universe

‘ as our inspiration.
” —
RELEASE DATE DIFFICULTY |
August Moderate

PUBLISHER %DONE |

LucasArts 60%
PLAYERS SIZE

unbelievable but perfect for a
die-hard SW fan. Finally
gamers will be able to walk
around the Star Wars universe
as a rebel ally and once
again stop the Empire from
taking over. W

4 THEME

Action 1 CD-ROM



ongoose, this is
Maddog. We've
got a new
PlayStation title
coming in fast at
12 o’clock. Do you copy?”
Gamers will be saying
“Roger that” as they go into
combat against an interna-
tional crime organization
backed by small third-world
terrorist countries that have
one intention—to exploit the
world for all it has and take
over by way of a powerful
military force that they will
assemble. They'll destroy
what they need in order to

Ground Targets...

Play it Again, Sam

succeed on their conquest
and they have plenty of sys-
tematic attacks planned to
help them reach their goal.
The gamer controls a Naval
fighter pilot that takes on 12
of the deadliest attacks the
enemy has planned. In these
attacks, gamers will be up
against anything from SCUDs
to Attack Choppers along with
everything in between like
MIGs and anti-aircraft guns.
Sure, players might be a little
outnumbered but that just
adds to the challenge.
Although the story line may
seem standard to picky com-

Ground targets in Bogey: Dead 6 can be a real nuisance
They have the nerve of shooting you while you're trying to
take care of some attack choppers or enemy MIGs. Can you
believe it? The trick here is to be sure you have your air-to-
ground missiles selected and ready to launch when taking on
your “pals” on the ground. But what if you're out of air-to-
ground missiles? Then select your air-to-air missiles and get
ready to fly low and fire plenty. Air-to-air missiles will work on
ground targets but will not lock on. This means you'll be
doing the aiming. It's a good way to polish up on your flying
skills and see just how low you can go. If youre running low
or are out of air-to-ground missiles, you've destroyed the ene-
mies and you have some non-lethal targets such as oil tanks
or bridges to take care of to end the mission—don't worry—
fire all the air-to-air missiles that you want. We'll make more

These big targets are a sinch.

bat-sim enthusiasts, the
gameplay and graphics are
not. Since Sony has taken the
3-D engine to the max by way
of realistic texture-mapped
graphics, along with control
tweaked to the point of
perfection, Bogey: Dead 6
missions are as action-packed
as possible.

The 12 missions offer
gamers a variety of playing
fields and different types of
enemies to shoot down. The
first mission has the player
taking down a stolen F-16
while destroying the enemies
covering the stolen craft. This
offers gamers the chance to

The enemy has a lock on youl
Tale evasive action nowl

| July Moderate

polish up their flying tech-
nique and aiming skills. Other
missions have players protect-
ing a V.LP. 747 or destroying a
fake oil refinery that actually
houses the ingredients for
chemical warfare! With each
completed mission players are
rewarded credits and level
stars. The credits are a scoring
system while the level stars
allow gamers to use different
jets. At first, players can only
use the F-4E Phantom. It's a
decent but fairly ineffective
fighter compared to the oth-
ers. As levels are gained play-
ers can choose from stronger,
faster and more maneuverable

/ RELEASE DATE DIFFICULTY
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take the controller and st
sight. Before you know it

speed. On the other side

Remember the throttle...

Here you are playing Bogey: Dead 6 for the first time. You

ust about dead. What happened? More than likely you
approached the game like we did at first, as an arcade
game instead of a flight sim. Would many arcade lovers
play a game like Bogey: Dead 67 Probably because there
is plenty of action in the missions. The key is to know that
you're playing a flight sim that has many elements of an
arcade shooter. Flying around at a constant speed works
on games like Philosoma because all you have is one

different speeds in a game like Agile Warrior you're as
good as dead. Bogey: Dead 6 requires a balance. When
you're being pursued by the enemy, speed up. When you're
following an enemy that's flying slow, slow down and
launch a couple missiles that way. Seems simple but when
you're use to fast-action arcade games, it's easy to forget.

art shooting down everything in
you're out of ammo and you're

of the spectrum if you don't use

"Boger
actio

planes like the FA-18 Hornet
and the F-22 Superstar.
The Training Mode gives

players an opportunity to
choose from all of the planes
without having to complete
any missions. This way the
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player gets a taste of how the
planes handle and perform in
various combat without using
any continues or wasting any
ammo. Check the Gamer's
Edge for more info.

The weapons used on the
jets are the same for all. Their
are two types of air-to-air mis-
siles—one being more power-
ful than the other—along with
two kinds of air-to-ground
missiles—one being more
powerful than the other again.
Players don’t have an unlimit-
ed supply of ammo so conser-
vation is key especially when
the mission has ground tar-

U 3

u
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ndxhamdmﬁm—-d:mlumm
Choose the Faicon for the best endurance and stabliity.

gets as well as air targets. The
jets are also equipped with a
vulcan cannon that has unlim-
ited rounds. With practice, of
course, gamers will get to
know the missile and cann
usage in a special way.

Now when gamers are out
at their favorite hang-out and
they hear a fighter pilot say
something in jet-speak, all
they'll have to say is, “Bogey:
Dead 6 The pilot will under-
stand and give you a “10-4
good buddy” with a thumbs

BRIEF = Profect the ViP Aircratt
AEWARD: 150000 CREBIT
LEVEL

EGM talked to Darren Yager,
associate producer for B:D6
and got some inside info:

EGM: What makes Bogey:
Dead 6 stand out from other
flight sims?

DY: Bogey has 3-D graphics
that are superior to other
sims. Itisn't mostly flat and
sometimes 3-D. The terrain
is completely diverse. The
polygon database we had
access to was excellent so we
were able to make very realis-
tic terrain. Plus, the texture
artists we used were great.

EGM: So where does the
name come from?

DY:It's a term that jet pilots
use. It means unidentified jet
directly behind you. Bogey
meaning unknown fighter.
Dead 6 meaning right
behind you. Another title we
were thinking of was Bandit:
Dead 6.

EGM: Was Bogey: Dead 6
made to be realistic or more
action-arcade oriented?

DY: There's a little of both
involved. The control is realistic
but we wanted the action to
stay more like an arcade
game. The analog joystick
makes it more realistic fiee
EGM: Is there an advantage to

having the analog joystick for

Bogey opposed to just the

gamepad? Also, are there any

plans on including the stick

with Bogey: Dead 67

DY: Like | said, it does make
playing the game more
realistic and more fun, but you
can play it with the regular
pad, too. There are no plans

of packaging the analog con-
troller with the game as of yet.

i

EGM: What kind of secrets
does the game have?

DY: Well. if you finish the
game—ifyou finish it—all of
the cheats will be activated.

EGM: What new technology

if any was used in Bogey:
Dead 67

DY: No new technology but [hemé
graphics are sharp. Like | men-
tioned we used plenty of poly-
gons, realistic textures and
other graphic effects to make
the game graphically impres-
sive. Plus, the control is very
realistic but that's not neces-
sarily a new technology.

EGMEE]R
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Basic Cube Strategy:

Think ahead. Sure, your parents and other adults always tell you to make plans before
you venture into something. Since it might be hard to plan in real life sometimes, Blast
Chamber gives you a chance to practice the skill that your care-givers have been talking
about for so long. In Blast Chamber, looking into the future is key. Before you rotate the
cube think about what will happen when that arrow pad is triggered. Will you get
crushed by a giant spiked ball or fall into a boiling floor of lava? A-quick glance and some
brain churning will give you the answer. There's nothing wrong with saving a life or two.
Of course there are some levels where you'll have to think far in advance because there
will be a chain reaction of events when the cubes spin. Anyhow, think of how proud your
relatives will be when they learn that you avoided a laser beam to the skull just by think-
ing ahead!

NEXT WAVE

Spinning the Cube ‘ icto

hat could be
more fun than
running around
inside a cube—on
all sides—trying to
find the exit before a detona-
tor is triggered that will set off
a large quantity of explosives
strapped to your back?
Since it's a little dangerous
and pretty much impossible
in the real world, Blast
Chamber should fill the need
for crazy fun.
Set in an M.C. Escher-

, esque cube that is

| spinnable, Blast Chamber
features two main game

tion of each. In all modes the

player is plopped in the middle

of a strange and sadistic
gameshow. In One-player
Mode, the contestant is to
wear a large amount of explo-
sives which is strapped to
his/her back. It's the player's
task to find the crystal and
panel that will turn off those
explosives for that chamber,
after which the player warps
to the next cube and the cycle
starts again.

Obstacles like spiked walls,
spiked platforms, lava floors
and walls and toothed floor
panels try to stop the player

from advancing. The trick

5 ek 4.

is not to fall on any of
these stoppers when the
cube rotates.

When a gamer comes to the
edge of one of the sides of the
cube he/she might find a
flashing arrow. By kicking that
arrow, the entire cube—and all

of its unsecured contents—
rotates. This means that a
player finds a spiked ball
falling their way when it was
on the “ceiling” just moments
ago. Although the idea seems
to be action-oriented, because
of the three dimensions,
gamers will find themselves
planning ahead. Blast
Chamber definitely has a puz-
zle game feel to it. This mode
has up to 40 different cube
designs and a Tournament
Mode on top of the regular
one-player game.

As if this wasn’t enough
Blast Chamber has a multi-
player option to contend with.
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In this mode, players are put
up against the same nasty
clock but instead of just racing
against time they're also rac-
ing against their buddies. Like
the one-player game, the
object in Multi-player Mode is
to find the crystal and touch
your corresponding floor panel
to win. There are still a num-
ber of obstacles to avoid but
along with them are the other
players in the cube. They can

give the gamer a good shoul-
der slam to knock the crystal
loose so they can pick it up
and get to their panel before
the timer runs out and they go
boom. This mode has up to 20
different cube designs made
especially for the multiplayer
part of the game. The varia-
tions of this mode are a free-
for-all and an elimination
Also like the regular

/An exploding opponent Is always good motivation to keep

moving and find the crystal.

*There's nothing
like a back full
of explosives...’

player Mode, Multiplayer
Mode has the arrow pads that
the player can kick to rotate
the cube to the right or left. If
the opposing player—or the
gamer—is in the wrong place
at the wrong time they'll fall
into a munching hole or a
spiked platform. Either way,
they’ll blow up and have to
start again. There’s nothing
like a back full of explosives to
keep things interesting.

When players get to their
color-coded floor panel in
time—with the crystal—their
timer increases. Each time a

Multiplayer strategy:

It's hard enough to try to retrieve the crystal and find your floor panel on your own. Throw
three more players in the mix and you have what they call chaos. There's bumping and shov-
ing and of course the occasional explosion. Not of something but of someone. That's okay as
long as it's your opponent biting the dust and not you. As mentioned in the Next Wave text
the Multiplayer Mode is like the One-player Mode in that you must find the crystal and touch
your color-coded pad before time runs out. There's only one crystal for multiple players and
that's where the fun comes into play. Let's say the blue guy has the crystal and he's running for
his panel. A swift kick by you to an arrow rotates the cube and makes him fall to another side
before he can succeed in his task. A good shoulder slam to the opponent does the trick of
knocking the crystal loose too. Be aware of your enemy and use the cube to your advantage.

player is blown to bits, a
counter underneath
his/her timer increases.
With four players in the
cube at once it can be a
real rat race.

Blast Chamber also
has a Training Mode
with a full-voice walk-
through for each of the
training chambers.

For an original idea
with elements of action,
strategy and puzzle,
Blast Chamber should
be a sure winner with

Behind The
SCREENS

Interview with Tom Sloper. senior
Producer and Marc Metis product
producer both from Activision

EGM: Blast Chamber really is a lot
different from many of the games out
right now. Were you afraid of gamers
not accepting a game like this?

ACT: We wanted our product to be
unique. With so many first-person
shooters—so many driving games,
we wanted to make something dif-
ferent that made a game what it's
supposed to be—an original game
that draws people in. We wanted to
make a game that's fun with one,
two, three or four players. Any
amount of players will be fun.

EGM: The game has a pretty intense
Muiltiplayer Mode. Could you tell us
about it?

ACT: Oh yes. You can select from one
to four players. What's nice is that
you can also pick two human players
and one or two computer players. As
long as the number of players on
screen equals four.

EGM: There's a lot of competition
involved with Blast Chamber. Were
you going for that sport feel? In
what category exactly would it

be placed?

ACT: The game has been catego-
rized into puzzle games, sports
games, strategy types and of course
action. When testing the game we
had plenty of laughs because of the
fun but also some thrown controllers
so it's definitely competitive in a
sport sense. It has plenty of different
everything but the easiest category
would probably be action-arcade

EGM: Blast Chamber is strange in a
fun way. What's the story behind it?

ACT: It's set in a twisted and
immoral future. Athletes are geneti-
cally engineered from birth and are
trained in athletic “stables.” They're
forced to compete in the game
where they wear the explosives. You
become a hardened Blast Chamber,
contestant until you finish the gamex
The ending is secret but we promise’
that you will be surprised -

EGM: What will the final version
feature?

ACT: There will be some neat
additions but the main thing will
be power-ups. They're a big part
of the game. This will give players
a chance to not only try to obtain
the crystal but they'll also have to
decide whether the power-ups
are more important than the

crystal at certain times.
(=] 75 |
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nyone familiar with
Dungeons and
Dragons should
shudder at the
mention of the word
Ravenloft, the other-worldly
dimension controlled by the
most evil of evil. Knowing
Ravenloft is one of the most
popular AD&D realms, Take 2
Interactive Software and
Acclaim Entertainment, Inc.
' combined powers to bring
you lron & Blood: Warriors of

Ravenloft, a fantastic 3-D
iflghter set in the haunted

world.
I&B promises to revolution-

. ize the fighting game genre.
You will see, of course, 3-D

'will not be found on
the technical side.’

texture-mapped characters
and terrains, light sourcing
and multiple camera angles.
The game looks great, but hey,
almost anyone can do that
now, right? The new features
will not be found on the
technical side.

Now, your fighters can gain
experience and magical pow-
ers that can stay with them
even after your playing session
is over. This concept of “build-
ing up” your character has
been around in the role-
playing genre and is now
applied to a fighting game
for the first time.

In the Campaign Mode,
each player will agree on the

"The new features

number of lives each
character gets, then select the

characters to be on their team.

The computer then selects an
objective that each of the
combatants will fight for. This
objective can be a Ring of
Resurrection, a one-time use
ring that will bring a fallen
fighter back to life; or an
addition of a new teammate;
or a magical bonus, which
translates into a new magical
ability, an increase in an
existing ability; or an arcane

Motion-capture
gy is nothir
took the cry of
m in gaming to heart

> developers wanted to
create a lifelike fighting
simulation. They u:

RAVENLOFT

A revolution in fighting games is happening

power, which is a super,
one-use power.

Each player then fights out
the individual matches. The
winner of the match will win
the objective and live on to
fight another match. He keeps
any objectives won, as well as
any damage taken. If an
injured winning character
chooses to skip a few match-
es, some of the damage may
be healed. The losing charac-
ter loses a life, but can keep
fighting if he has lives left.

1 Ascension

> technology. which was tl

>nt PC graphical (and | me
the big deal? Nothing

n graphic) dd\/m ture.
pt Take 2 did not just

motion capture any old folk U ey grabbed tl

group called the Sor

hronism (SCA).

ed is mnr]r~ of several hundred

medieval period who own and construct a
ApoNs. armor

costumes. Most of
d in the art

range of wi

and practice combat
regularly. Therefore, all of

will see in the garr
be as true to med
as possible.




Top-secret artifacts will be scattered throughout the game. For a player to find one. you must
note the correct signal. For example. on Nym Pymplee the Goblin's stage. it may be a goblin
giggling in the distance. Within five seconds of recognizing the signal. the first player to perform a
specific button combination will be awarded the artifact. These then can be used by anyone on
their team in the future. Here is a peek at a few of them:

Mantle of Swiftness: increases the user’s speed by 50 percent.
Talisman of Health: heals the user until contact is made with the enemy.

Black Lodestone: allows the user to permanently steal artifacts and powers.

Tempest: causes bolts of energy to rain down on the enemy at random intervals,

Signet of Holy Wrath: doubles the damage of all non-magical attacks. but the user cannot block

nor dodge.

This keeps continuing on until
one team eliminates all the
fighters on the other team.

Besides winning the objec-
tive, you can earn more hit
points (health) by racking up
your Kill count. This is a
permanent improvement on
your character as well. You
can raise your characters up
to, but not over, Level 9 (after
all, a limit has to be placed on
how powerful your character
can become).

If that were not enough,
there are points in the game
where a signal will indicate
that a secret code should be
entered. If you can pull it off,
you will be bestowed with an
ancient artifact that will grant

/An invisible shield will fordbly shove
you back into the arena if you fall out.

you even more powers. These
artifacts all come from actual
D&D campaigns and include
such peculiar items as the
Voodoo Doll or the Signet of
Holy Wrath.

All of these improvements
and bonuses can be saved to
your memory card. This terrific
feature gives the game the
long-term playability of the
classic paper-and-dice
role-playing games. Imagine
bringing to your friend’s house
your ninth level, Hourglass of
Doom wielding Black Knight
for an evening of fisticuffs.

Iron and Blood is coming to
multiple platforms, but will
premiere on the PlayStation.
1&B may take fighting games

to such a high level, it will get
to put its name up with the
likes of Street Fighter Il and
Virtua Fighter as one of the
most revolutionary games of
its kind.

A little secret code will allow you to
access the overiords of Ravenloft.

EGM interviewed Lance
Seymour. marketing
manager for Take 2. the
developer of Iron & Blood.
Lance gave us a more in-

depth look at the game that |

evolved from the masses.

EGM: How has the
Dungeons and Dragons
license affected the game?

LS: We wanted to do more
than just stick the TSR
license on the box. For
instance, we have a wizard
that will be casting actual
D&D spells. We had to
change the combat system
because the combat from
D&D doesn't translate too
well into a fighting game.

EGM: How is this game
different from most fighting
games?

LS: It's a medieval style of
fighting. With other fighting
games. you'll find aimost all
martial arts. And to make it
even more different. we
threw in the magic and the
monsters. In this game. you
can build up your character
or a team of characters over
time. The more opponents
you defeat. the stronger you
become

EGM: How is the game
going to differ from
platform to platform?

LS: We're going
to pioneer it
on the
PlayStation.
We'll have to
cut down on
the poly-
gons for the
PC.With the
M2. we will get
to have higher res-
olution. 640x480
versus 512x240 for
the PlayStation.

RELEASE DATE
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Remember Last Year?
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Anticipating this yvyear?

o JEAR

First stop: Mall of Amevrica
Minneapolis, MN
August 30th - September 1!
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NO FUrcry 0 enter,
mail the entry form or a standard size
postcard containing name, address, and
phone number to Mohawk and
Headphone Jack Contest, Ziff-Davis
Publishing Company, 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 hand-
written. Mechanically reproduced entries
will not be accepted. Entries must be
received by September 1, 1996. All
entries become exclusive property of Ziff-
Davis Publishing Company (Ziff-Davis)
and will not be acknowledged or retumed.
Ziff-Davis assumes no responsibility for
lost, mutilated, late, illegible, incomplete,
postage-due, or misdirected entries. Only
one prize per family, organization, or
household.

2. Prizes: One Grand Prize: Grand Prize
winner will receive one (1) mountain bicy-
cle, one (1) skateboard, one (1) Mohawk
video game, one (1) T-shirt, and one (1)
pair of sunglasses. Grand Prize has an
approximate retail value of $640. One First
Prize: First Prize winner will receive one
(1) one mountain bicycle. First Prize has
an approximate retail value of $350. One
Second Prize: Second Prize winner will
receive one (1) skateboard. Second Prize
has an approximate retail value of $200.
Ten Third Prizes: Third Prize winners will
receive a Mohawk video game. Third
Prize has an approximate retail value of
$65. Fifty Fourth Prizes: Fourth Prize win-
ners will receive one (1) T-shirt and one (1)
pair of sunglasses. Fourth Prize has an
approximate retail value of $25. Winners
will be determined by a random drawing
from all valid entries by Ziff-Davis whose
decisions are final. Drawing to be held on
or about September 15, 1996. All prize(s)
will be awarded. Prize winners will be noti-
fied by mail. Prize(s) are non-transferable.
No substitutions of prize(s) are allowed,
except at the option of Sponsor 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 resi-
dents of United States and Canada only.
Void in Rhode Island and Quebec. Non-
compliance with the time parameters con-
tained herein or retum of any prize/prize
notification as undeliverable will result in
disqualification and an altemate winner will
be selected. Winners or their legal
guardians shall sign an affidavit of eligibili-
ty/release of liability/prize acceptance with-
in 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 promo-
tion without further compensation, unless
prohibited by law. Employees of Ziff-Davis,
T-HQ, Inc. and their respective affiliates
are not eligible. Neither Zi

Inc. nor their affiliates, subsidiaries, divi
sions, or related companies are responsi-
ble 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 Ziff-
Davis, and its agents, representatives, and
employees will have no liability whatsoever
for any injuries, losses, or damages of any
kind resulting from acceptance, posses-
sion, or use of the prize(s). Winner further
acknowledges that Ziff-Davis has neither
made nor are in any manner responsible
or liable for any warranty, representation,
or guarantee express or implied, in fact or
in law, relative to any prize, including but
not limited to its quality, mechanical condi-
tion or fitness.

5. Winhers List. For a list of winners,
send a stamped, self-addressed envelope
to Mohawk and Headphone Jack Contest
Winners, 1920 Highland Ave. 2nd Floor,
Lombard, IL 60148. Requests for winners
lists must be received by October 1, 1996.
Allow 4 weeks for delivery of winners list.

5. sirictions: Void where prohibited or
restricted by law. All federal, state and local
regulations apply.

7. Spon This contest is solely spon-
sored by T-HQ, Inc. Mohawk and
Headphone Jack is a registered trademark
of Solid Software. Black Pearl is a trade-
mark of T-HQ, Inc. (1996 T-HQ, Inc. All
Rights Reserved. Printed in U.S.A.)

YOU CAN WIN MANY GREAT PRIZES!

GRAND PRIZE THIRD PRIZE
One Grand Prize 50 Third Prize
winner will Winners will
receive: receive:

(1)Mountain Bike (1)T-Shirt
(1)Skateboard (1)Sunglasses
(1)Mohawk Video
Game
(1)T-Shirt
(1)Sunglasses

SECOND PRIZE
Ten Second Prize
Winners will
receive:
(1)Mohawk Video

FIRST PRIZE
One First Prize
Winner will
receive:
(1)Mountain Bike

SOFTWARE
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PIJWEH HANGEHS

Test your offensive driving skills on 16 different
courses while racing and smashing and basically
destroying your competition. Several different
vehicles are useable. You can drive anything
from jet cycles, hover crafts, dune buggies,
quadrafighters and three-wheel choppers. On a
split screen, you can race against another human
or against the computer. Is Power Rangers still

. e Yy YOS 77 big enough a hit
PUBLISHER SVSI’EM THEME y to Cﬂrry thIS rac-

ing game?

RELEASE DATE  PLAYERS

August

Pinball games just keep looking BAL
better and better. Pro Pinball is

Interplay’s latest table sport from
the “virtual” line. You will be able to play through six different
missions which will lead into the ultimate showdown, a six
multiball bedlam. You can view the entire length of
the extremely detailed table, which is almost a
i'| requirement to play a good game of video pinball
on the television. Naturally, no pinball would be
complete without letting you bump the table a bit
from either side or from the top and bottom. Why
2 < top and bottom? With all the ramps that Pro
Pinball is offering, a third dimension of physics
needs to be taken into consideration. You can
/ never get the feel of a real pinball table, but
Interplay is certainly getting closer with this one.

RSEA

An ancient Egyptian city has been taken over by
powerful, unknown forces. Many armies from all 0
the world have been sent into the dangerous valley,
but none have returned. So what do the world lead=
ers do? The only thing that makes sense—send: you
all by your lonesome, armed with only
a machete (of course, you can always
find more powerful weapons that
enemies tend to leave around the
streets). You will face anyone from
mutated animals to Egyptian gods.

- e 7
PUBLISHER SYSTEM

.| RELEASE DATE  PLAYERS
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ated fighting games of 1996 will be coming to
12 (i ghting game) and PC CD-ROM

s will be able to win various prizes and abili

to permanently save them to memory for

1 & Blood will take place in the famous Advanced

i Dragons realm of Ravenloft. You will take fighters

»s and send them to the arena to

fighte I teams may win
extra teammates { -

ies, ancient artife .
ch turns into more health for future

Blood should be so revolutionary, it might be a i ‘
another fighting game.” It may start a new trend e

ting games a new dimension in long-term playability
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Sega Fighting
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They almost look like Dragon
Ball Z Kids, with the big heads
and funky hair, but they are
Virtua Fighter Kids. VF Kids is

“ hoped to help Sega satisfy
three-dimensional fighting fans’
and Virtua Fighter fans’ appetite
until the new arcade model 3 board arrives to show off Virtua Fighter 3.

| Although cute, VF Kids does require technique and skill. It may be
- geared toward a younger crowd now, but Virtua Fighter lives on.

[E1Ecm
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Viacom New Media is ready to hop on the bandwagon of 4
making things appealing to the MTV generation or (it's a ridicu-
lous label, but you got to use it..) Generation X. Slamscape will
feature realtime 3-D graphics running at a full 60 frames per
second. The soundtrack should fit the mood appropriately.
especially since MTV's going to put their multimillion-dollar
name on it. Viacom describes the action as “a unique new play
mechanic that incorporates elements of driving, shooting and
slamming with an innovative soundtrack.” In the story, you are a
half-comatose road accident victim, and become a guinea pig
for a group of mad hackers. Your mission is to travel through
surreal worlds and rescue the psyches of several other
hostages that are imprisoned by the group. Certainly unique,
certainly cyberpunk. Is it Hackers meets Speed?

SYSTEM RELEASE DATE

PlayStation

PUBLISHER

Viacom
PLAYERS

Marvel 2099 stars more superheroes than any previous
comic book-inspired title. The comic book series features
futuristic versions of Marvel's most popular, super-powered
stars, and this game unites them all in one huge side-
scrolling adventure. Marvel 2099 stars Spider Man 2099,
X-Men 2099, Ghost Rider 2099, Punisher 2099, Fantastic
Four 2099 and the Hulk 2099. Besides these heroes, more
than 40 other comic book characters appear in the game.
Marvel 2099 is set, of course, in the last year of the 21st
century, when mutants and super beings are running ram-
pant throughout the world. A super villain named Anthony
Herod is trying to take
control of the war-ravaged
world, and it's up to the
superheroes to put an end
to his nefarious plans. Their
job won't be easy, however,
since Herod rules an army of
super beings. You must defeat
his army, then herod, then Dr.
Doom 2099 to save the world.

PUBLISHER SYSTEM

RELEASE DATE  PLAYVERS
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Working Designs—the king of Saturn RPGs—is
readying yet another Japanese RPG for Sega’s
32-Bit system. This game’s story line, which promises to last more than
30 hours, involves three girls who are transported from modern-day
Tokyo to a magical world, where they go on a quest to save a princess
The game’s world is loaded with enemies, and only the princess can
restore peace. Magic Knight Rayearth is played in an overhead.
Zelda-style perspective, and the game’s plot is told through anime-style
cinemas. The game is based on a Japanese cartoon that will come to
the U.S. this fall, so the cinemas should be especially spectac-
ular. The story is also furthered by conversations with the
game’s huge cast of characters. And when you talk to these
characters, their responses are played straight from disk. You'll
be doing a lot of talking, too—the game contains more than 90
minutes of audio. At least you won't have to read much text.

¢ Magic Knig

SYSTEM RELEASE DATE

LNEXT WAVEJ

Fans of role-playing games, side-scrolling platform
games and fighting games will all find something to
like in Dark Savior. The game contains elements of
all three genres. Dark Savior has you wandering
through an immense, texture-mapped world, which
is full of forests, castles and caves. And you can
view this world from any angle. Your character is out
to avenge the death of his friend, and he spends
much of the game walking and jumping across the
scrolling terrain. He can even climb trees to escape
enemies. Battles with bosses are handled Street
Fighter style. Health bars appear above the combat-
ants’ heads, and you can pull off
special moves and use weapons. -

SYSTEM

PUBI HER

PLAVERS



The Shining Wisdom Contest Continued

EGM gives you all the tips on "secret items” to make you
$10,000 richer in Working Designs' contest...

Medicine Bottle

Just west of the Waterfall, around the bend of
the Gudo Valley, in the northwest corner,
check out the little secret.

Angel’s Wing

South of the Wind Labyrinth and west of the
Fire Labyrinth is where this secret item lies.

Angel’s Wing

When you are south of the Millenial Tree and
east of the Wind Labyrinth, just jump the cliff
and you are there.

Hobbit Vil

A

Use a combination of
stone shoes and the
Power Orb. Stand in
front and stomp away!

Item Shop
Over the cliff and past the Fire Labyrinth is the
right direction. Once the wall breaks away,
you are there before you know it.

Record Book
To find this place go south of the Hobbit
Village. From there it's a piece of cake.

eecessssseecsssssscccsssssessssssssnsssssssesnnes

Life Bubble

Go through the Creepy Caverns (east of the Fire
Labyrinth) and exit the doorway leading to the
cliff. Head east, then north and jump the chasm.

Use the slide shoes
and slide into the
walls, as pictured.
This is the only
way to enter these

secret areas.

So you thought last month's clues weren't detailed enough, quit your whining...

Judo Suit

West of the Water Labyrinth and south of the
Twin Peak Cape, be on the lookout for this
handy weapon.

Life Bubble

In West Odegan, go south to get there, but it's
north of the Wind Labyrinth. Not only will this
help you find an item, but you will live longer too.

Dyslex Orb

Just a bit southeast of the Fire Labyrinth and
you're there. This is for those who do things
backward.

1. To enter: Send a legible photo-
graph or a video tape showing the L
final status summary screen (as [
depicted below) from the Sega
Satur/RPG Shining Wisdom to:
Shining Wisdom Contest c/o
Working Designs, 18135 Clear
Creek Road, Redding, CA 96001.

Life Stock
Mostly west, but a little south of Gudo Valley
is the place to find this very useful item.

Silver Bottle

Go south of both the Jump Labyrinth and the
Creepy Cavern. This is especially useful if
you're prone to monster attacks.

eeesssscccesssssscccssssscesssssscesssssssses

Miracle Diary
From the Sand Labyrinth, you'll need to go east.
This item is especially useful for the contest
because you can save without a record book.
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Updates have come in for Divide: Enemies
Within. Now that EGM has actually seen game
shots instead of just cinemas, this title is look-
ing even more interesting than before. The
gamer is put in the role of a pioneer trying to
find a planet to inhabit. The one chosen has an
alien life-form that doesn't like strangers and
it's the player's job to change that!

PUBLISHER SYSTEM

RELEASE DATE  PLAYERS
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PlayStation

More shots of this game show that it could be some-
thing that stands out in an over-populated genre.
Dark Rift has 3-D polygon fighters with

RELEASE DATE

VRS

gigantic weapons that let gamers really feel
the hits. Various holds, throws and weapon
attacks add depth and variety to the game.

[=T=);

LNEXT WAVEJ

PLAYERS

4 ; Toshinden. The
main difference
is character size
and weaponry.
Keep an eye out
for this one.

Those multicolored
heroes of Saturday-
morning television—the
Power Rangers Zeo—
are starring in a game
that has them battling
bad guys in a new
way—pinball style. This game features
several rendered tables and loads of
paddle-flipping action. Each table is

The graphics are similar to games like

based on the television series. Your goal

is to defeat each table’s enemy while racking up points.
And just like arcade machines, this game's tables are

PUBLISHER

" | RELEASE DATE  PLAYERS

PlayStation

yor? T
SYSTEM

7 loaded with ramps,
/ shoots targets and
’ other pinball frills.
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THREE DIRTY DWARVSS  PROTOS
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The evil General Briggs is holding four genius
children captive. The gamer controls three SYSTEN HELEASE DATE
dwarves, who are trying to save the kids, 4 October
through 15 levels in this action title for the
Saturn. Players will use anything from bowling
pins to baseball bats in their quest. The
graphics are highly detailed with a cartoony BUBLISHER
feel. Since the game features full voice, the
dwarves really convey a style all their own. PRAYERS

There are one-player options as well as team
options where two friends can join in the fun.

fai\vm anﬂ

The first Discworld game was packed with fiendish puzzles, cartoon-
ish graphics and silly British humor. This sequel promises more of the <
same—only with improved graphics and smoother animation. In fact, \Xl 0
the animation is so smooth that Psygnosis claims it will play like an \0_ "J o)
interactive cartoon. Discworld 2 also marks the return of Monty 5
Python alum Eric Idle. who once again lends his voice to the game’s
bumbling hero, Rincewind. In the first game, Rincewind goofed his
way through wizard school. His second adventure has him teaming
up with another Discworld favorite, Death. The game is based on the
best-selling Discworld series of novels. which were penned by fanta-
sy humorist Terry Pratchett. Discworld 2 is expected to unleash as
many—if not more—rude punchlines as its predecessor.

PUBLISHER SYSTEM THEME

Graphic Adventure
| RELEASE DATE PLAYERS

November PlayStation
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As many fighters as SNK has put out, World Heroes remains one of the
more prominent on the arcade scene. World Heroes Perfect improves on
World Heroes Jet which improved on WH2 which improved on WH. So far,

we have only seen characters that made
previous appearances, though we expect
new characters will debut. The special moves
look flashier than before. The backgrounds
have all been redone to add much clearer
detail. Who knows if World Heroes will be

Lnsxr w:wd

noticed in a crowded genre.

Gamers will be hum-

ming the theme to Tetris
once again as it makes
its way onto the Saturn.
The game features a challenging one-player
mode as well as the necessary two-player mode
to test a gamer's skills against his/her comrades.
The game graphics look sharp and interesting,
and hi-res images have been added in the back-
ground. More info will be given as we receive it
but from the popularity of puzzle games recently,
Tetris on the Saturn should bring back memories
in many gamers and tease their brain again.

Bullet Proof

| RELEASE DATE

PUBLISHER SYSTEM THEME

Puzzle
PLAYERS

RELEASE DATE

SYSTEM THEME

PLAYERS

Fans of Out of This World, Flashback and the
original Prince of Persia get ready. A new addi-
tion is coming to the Super NES. Prince of Persia
2 has been released on other platforms but never
on the Super NES. The game features super-
realistic character animation. The Arabian motif
will remind gamers of the Disney movie Aladdin.
Players will face dozens of various enemies—
dead and alive. There is plenty of mythological
creatures to befriend and conquer along with
dozens of traps and puzzles to complete to
advance. It should be interesting to see how this
one does in a 32-Bit world
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This second outing of the suicidal Lemmings on the PlayStation is
a bit different from their previous titles. The game focuses on one
character, Lomax, rather than a whole army of the critters. Lomax
must save his friends from Evil Ed, who has invaded Lemmingland
and brainwashed its inhabitants. Lomax can use magic and spin
attacks as he moves through the many levels, sub-levels and
bonus stages. The game is based on the British animated series.
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SYSTEM RELEASE DATE

August

PlayStation Action
PUBLISHER

Psygnosi

PLAVERS
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ted =
=~ A ) The Hulk’s first appearance on the 32-Bit platforms
» drops the towering green, smashing machine into 14

levels of comic book-inspired mayhem. Each level is
non-linear and allows the Hulk to wander in any
direction. But when he does run into villains, he can
pummel them with more than 50 different attacks.

«

x PUBLISHER SYSTEM THEME

Eidos Interactive

_| RELEASE DATE  PLAYERS

A strange assortment of would-be |
combatants fill the lineup of
Fighting Vipers. The 3-D action
comes courtesy of Sega's Model 2
board, which powers Virtua Fighter
2. Therefore, you can expect ultra-
smooth animation. Ring out takes
on a new meaning as damaging
barriers keep you in the arena
Don't ask why an electric guitarist
would want to fight an in-line
skater in a barbed-wire cage!

PUBLISHER SYSTEM THEME
Sega

RELEASE DATE  PLAYERS




Do you count the stitches on a 101 mph fasthall?

Do you have a hat that leaves an annoying ringing in a pitcher’s ear?

Do you have the strength to lift 40,000 people out of their seats?







- PREVIEWS
MADDEN 97 (PLAYSTATION)

TE WORLD GOLF (PLAYSTATION)
SUPERSONIC RACERS (PLAYSTATION)
GRAND SLAM (PLAYSTATION

THE FINAL ROUND (PLAYSTATION)
NCAA BASKETBALL: FINAL FOUR ‘97
(PLAYSTATION)

NCAA FOOTBALL: SATURDAY SHOWDOWN
(PLAYSTATION)

BURNING ROAD (PLAYSTATION)

- BOX SCORE
ADIDAS POWER SOCCER (PLAYSTATION)
BIG HURT BASEBALL (PLAYSTATION)
NBA ACTION (SATURN)

WORLD SERIES BASEBALL ‘96 (GENESIS)

Baseball superstar Tony Gwynn and the rest of his San Diego Padres teammates are
avid video game fans. Team EGM finds out the most popular games in the clubhouse.

t has become a Team
EGM custom to
interview the hottest
sports stars of the day.
This month we had a
chance to sit down with the
Ted Williams of baseball’s mod-
ern era. There is very little doubt
that if the baseball strike didn't
happen when it did two years
ago, Tony Gwynn would have
been the first major leauger in
five decades to reach the .400
mark for an entire season. As a
consultant with EA Sports on
their Triple Play Baseball for the
PlayStation and Triple Play
Baseball Gold Edition for the
Sega Genesis, Tony Gwynn sat
down with Team EGM recently to
talk about gaming. You'll also
find our regular jam-packed
starting lineup of sports gaming
titles warming up in the bullpen.
This month we take an in-
depth look at Madden '97 from
EA Sports, and we take a long

192 [ ]

look at Virgin Interactive's
baseball game that underwent a
name change from “The Show”
to Grand Slam Baseball.
Mindscape has four new sports
games coming onto the sports
gaming scene: NCAA Basketball,
NCAA Football, Supersonic
Racers and Aaron Vs. Ruth:
All-Time Superstars Baseball are
all coming soon.

Konami is teeing it up with
Final Round golf along with
Tecmo as they are getting set to
put one onto the dance floor with
Tecmo World Golf for the
PlayStation.

Playmates is getting ready
to burn some rubber with
Burning Road for the PS.

Next month get ready as
we unleash our football
issue. We've got some big-
name games ready to knock
you for a loss. Talk to you
next month and enjoy this
month’s sports calendar.

American Softworks is going on
all fours with Hardcore 4x4.

Mindscape is taking to the links
with Mindscape Golf for the PS.




t's gut-check time for
EA Sports and their
Madden football

franchise. They are lining up at
the gaming line of scrimmage
this year like a team that won
the Super Bowl two years ago,
but have failed to make the
playoffs since then. Rebuilding
time is over—this year they
have something to prove.

As usual, all of your favorite
NFL teams have been included
with their actual player rosters.
An added bonus of the game
comes as over 100 hidden
teams from NFL years gone by
will be included in the game.

In this year's version, you
will be able to substitute
players on the fly. Change
players in and out, depending
on the defensive set or
offensive formation. In key

RELEASE DATE DIFFICULTY

3rd Qtr, '97

PUBLISHER SIZE

Electronic Arts

PLAYERS

THEME ° DONE

This year you can jump up and
catch the ball over a defender.

situations, you will be able
to get the right man for the
job on the field to convert
the play.

As far as the playbook is
concerned, John Madden
himself has gone back to his
NFL playbooks and chosen
some of his favorite traditional
and non-traditional plays.
There are well over 100 plays
on offense and the same
number on defense.

EA Sports has polled their
consumers via the Internet and
through questionnaires insert-
ed in their other titles to find
out what gamers want to see

in their new versions of
Madden. Without a doubt, one
of the most requested features
was the lateral and flea-flicker
option. This feature was first
implemented in Madden '96
for the Sega Genesis and
gamers want to see it in the
32-Bit version.

The 32-Bit Madden will also
feature team logos on the field
and for the first time you will
have a choice between right-
and left-handed quarterbacks.

You will be able to create
and trade players and you will
be able to kneel, jump up or
dive to catch an errant pass.

In goal line situations you
can now run for the hole and
then dive over the top of the
pile into the endzone.

Also for the first time, the
referees are on the field and

PLAYS

you can
see them
throw their
penalty flags. They may

even get involved in the play if
they don't get out of the way
on time.

As usual, there is an
Exhibition, Regular Season and
Playoff Mode. However, one to
four players can
compete this year.

There is no
doubt that EA
Sports with their
latest version of
Madden is hoping
to recapture some
of their lost grid-
iron glory.

Getting the job done

We've

only played
this game for a very
short time, and we'll be
able to tell you more as
we get some more trigger
time on it.

One thing is for certain:
The game looks 100 times
better than last year's
version of Madden that
was never released.

The EA Sports program-
mers have done their
homework, and they know
they have a formidable
foe this year in Sony
Interactive. Come back
next month for more info
on the video gridiron
battles.

John Madden and EA Sports get ready to

Are you ready for Madden '977? EA Sports and their talented
crew of programmers and artists took it on the chin when they
decided to hold back last year's version of Madden. They
decided to sit last year's gaming football season out to retool.
Since then they have been watching films and working with Mr.

Football himself, John
Madden, and they've tried
to come out with the total
football experience.

It will be quite the dog
fight between EA Sports
and Sony Interactive's
GameDay '97. But they

» are competing to win and

they have utilized their
proprietary motion-
capture technigue to make
the player animations life-
like and their movements
and reactions smooth.

This year's game will be
loaded with new and old
features and each team
will be rated in four differ-
ent categories: Overall,
Offense, Defense and
Special Teams.




In a commercial airing in
San Diego, Ted
Williams, (seen in the
picture to the left
with Tony Gywnn).
comes onto the
screen and says:
“You'll never get
a chance to see
me play again,
but the Padres
have their own
.400 hitter in
Tony Gwynn.”
When future
hall-of-famer Tony
Gwynn isn’t flirting
with .400, he's a
video game fan who
plays a number of differ-
ent games including NHL
Hockey for the Genesis, Triple
Play '96 for the PlayStation and NHL
FaceOff. Gwynn was recently signed by
EA Sports as a consultant, but he and
his teammates have been avid gamers
ever since he’s been in the big leagues.
Recently we stepped up and had a
chance to ask the future hall of famer a
few probing questions about gaming
and about his illustrious baseball career.

Team EGM: How big of a video
gamer are you?

GWYNN: Pretty big, practically every-
body on our team is a gamer. | mean,
we have guys on our team that after a
road game, we go back to our hotel,
they put on their favorite team’s hockey
jersey and, man, they go at it. We have
tournaments with EA Sports NHL
Hockey. We played these games even
before | signed up to work with EA.
Mostly we play the hockey and the golf
games. | don’t play baseball video
games too much during the season,
though. Things seem to happen a little
quicker in a baseball game than they do
when you are in the batter’s box. Some
guys, including me, think that playing a
lot of baseball video games will mess
with. our timing. Triple Play '97 is a good
game. Like-| said, | haven't played it too
much, but | played plenty of last year's
Genesis version. Knowing EA, they will
improve upon the game they did last
year. They always do.

How did you feel about coming so
close to hitting .400?

It felt good. | was glad that | was
finally able to make a run. For years, my
father, before he passed away, said he

FACE » FAGE

with TONY GWYNN

thought | was capable of doing it, but |
really didn’t do anything to make a
serious run at it. In 1994, | felt that was
my year to make a run at .400. | realized
it early on in the season. | was seeing
the ball really well. | hadn’t gotten into a
rut, the longest 0-for that year was 0-for
7. When you are hitting that consistently,
you start to realize as the season goes
on that you are doing more than just
making solid contact. Then when we
went on strike, that was it. | feel as
though | made a good run at it, and |
can live with that accomplishment.

I'm not unhappy or bitter that the strike
came. | look at it this way: | would have
sooner fell short due to the strike than if
| would have hit .400 and then the strike
came. Then people would have thought
| would have collapsed down the
stretch, instead of being at .390 when
the strike came and being so close.

Do es it bother you when people say
1996 will be the year you hit .400?
Yes, it bothers me, because people
seem to think hitting .400 is an easy
thing to do. They don't realize that it
hasn’t been done in 55 years.
| just laugh when | hear people say that
I'm going to be the one to hit .400.
People often say that Tony Gwynn is the
type of hitter that can wake up at 2 am.
and play in a game and go two for four.
It's really not that easy. You really have
to work at it, you really have to study
and you have to do your homework. So
when you are out there in the batter's
box, you are prepared for what you are
going to have thrown at you. | still don’t
understand why people think I'm going
to be the guy that will be the next to hit
.400. I'd be lying to you if | said | didn’t
want to do it.

Did you ever entertain thoughts
about being a two-sport star?
Many people don't realize that | was
drafted by the Los Angeles Clippers and
the San Diego Padres on the same day.
| was drafted by the Clippers in the
morning and the Padres in the after-
noon. | hinted at playing both, but that
wasn't looked upon very favorably in
those days, and the Padres told me that
if | wanted to play baseball that | had
better sign the contract. But with that
Clippers team, there is no doubt in my
mind that | could have made that team.
For more on Tony Gwynn, pick up CYBER SPORTS
on sale now. The only sports-dedicated magazine
brought to you by the editors of Team EGM.
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Each course is recreated from an
actual course in Japan.

big gaming golf cart direction you want the ball to
and take a tour of travel as it makes its way
Tecmo World Golf links. toward the pin.
Tecmo’s programmers and If you want to execute a
artists have re-created 101 of fade or a draw shot, you can
the finest golf courses that are  work on that as well.

. t's time to hop into the  club to impact the ball and the

available to be played from the There are a variety of

land of the rising sun (Japan). different tee locations that you
One to four players can can tee the ball up from on

compete against each other, each course and that is very

and you even have the option helpful for beginning golfers.
to pick from one of four male
and four female golfers.

You can create and save
your own abilities as a player.
If you want to be a great
putter like Gary Player or a
long-ball hitter like Tiger
Woods or John Daly, then
you can give yourself
these attributes and per-
fect your golf game with
a few button presses.

On each shot you can
choose your stance, the
club you want to use, your
power, where you want the

Tecmo |

you want them,
you can save
these attributes

to a memory

card to compete
another day.

There's even a
caddie that will keep
score and give you the
verbal reinforcement you
need. She will say things like
“Nice Approach,” “Birdie” and

If you're “Good Shot” Tecmo has
an avid video gaming golf packed their golf game with
enthusiast, then you'll want to
check out this realistic golf RELEADE UATE DUFEICOLTY enough features to keep you

simulation for the PS. _ _ busy well into next year’s golf

This game even features a season.
way for you to tweak your As they like to put it, they
power and adjust the golf have enough features to fill a
attributes of the player you are golf cart, and Team EGM
using. Once you have all of his would have to agree with that
or her golf skills, just the way statement.

i R AT O ¥

CLUB SELECTION IS THE KEY TO VICTORY
Tecmo is hoping to bridge the gender gap by including an option where you can
choose to play from four male or four female golfers. Don't think that the female
golfers are pushovers. They will hand you your lunch if you don't concentrate on
playing good golf. Golf fans can choose from over 100 of Japan's most challenging
golf courses. There's even a female Japanese caddie to help you keep score and
give you encouragement when you need it and blast you when you're not keeping
your head in the game. If you're a video game golf enthusiast you'll want to add
Tecmo World Golf to your gaming collection. The diverse selection of courses
ensures that you won't get tired of playing the same courses each time you head
out onto the electronic links. Seasoned golf gamers will have their hands full with
the challenge that eachcourse has to offer. Watch out for the sandtraps!
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Going fast is just one small part of

your success in this game. Slowing
down to a crawl and accelerating at 4
the right time to get onto floating ~ ~
platforms may look easy. But you'll
have to learn when to put on the

brakes and when to floor it if you

want to get the checkered flag in
Supersonic Racers.

8I’. Diab%llical. LUC% LUS:’::i RELEASE DATE DIFFICULTY
eneral Blast'em, Oswal
Doberman, Martha and
Sloth and a few others. PUBLISHER SIZE

As you conquer the CD-ROM
courses, you will win be -
special add-ons that pre- PLAYERS THEME
pare you for the next set of
obstacles. You will be able
to navigate under water, ski
the North Pole, fly on a
magic carpet and perform

of what may prove to
be a daredevil driving classic.
You can race head to head
with as many as seven of your
friends in this crash-and-burn
adventure. It's good clean
cartoon racing with crazy cars
and 30 treacherous tracks.

The cars are souped-up to at the right time to skid @ countless other stunts.
give each driver an unfair around a corner and glide g Learning these special
advantage and a better onto the moving platforms will tricks will mean the differ-
chance of sliding off of the be the key to getting wet or = ence between the winner's
track into the drink. capturing the checkered flag. & circle or being plucked

Speed is one thing, but The game stars eight twisted .9 from the water by a
learning to put on the brakes cartoon characters, including @@ beachcomber.

RELEASE DATE DIFFICULTY
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1 or 2[Baseballfj N/A
Another feature puts gamers

2 |
Graud Slam

espite the name elements from both of those
change from “The worlds. Grand Slam offers

Show” to Grand Slam complete strategic control in the shoes of their
Baseball, Virgin is hoping over on-field events so favorite big leaguers from
gamers will step into the players can set up for a the past.
batter's box with their baseball  hit-and-run or a pitchout. There's also a gallery of
simulation. Most baseball The game also has an all of the major league
games put the emphasis on emphasis on trades and players in a “Virtual”
strategy and/or action. Virgin minor league acquistions trading card setting.

is hoping to combine the best to create the ultimate

Aside from the game’s extensive

artificial intelligence, Grand Slam baseball
employs two tools to create a real- team. This game will

istic playing atmosphere. The first come loaded with

is the use of digitized hve-gctlon features including a new
characters to exacgly duplicate the pitchin g meter that will
movements of major-league play- .

ers. The second are photorealistic give gan_wers' full cqn trol
3-D stadiums that provide playing over a pitch’s location,
angles that switch automatically to speed and movement.

where the play is taking place. vm is hopl“g 'o h.‘ one .“




et ready to squeal RELEASE DATE DIFFICULTY
- the tires and go up 4th Qtr, '97 Hard

through the gears. RS s
Racing fans now have some-
thing more to talk about as Playmates ]CD-ROM
Playmates is coming out of
the hole quickly on the PS. PLAVERS THERSE *- DONE
Players can choose from four

challenging tracks. Each
vehicle will sustain damage
when hit by another or when
it crashes along a course.
The damage will affect the
vehicle’s performance and
appearance.

Burning Road features five
viewing camera angles: first

4./8
=3l

unique, high-
performance vehicles,
including a mammoth
monster truck that can
crush the smaller
vehicles. You will be
able to compete on
three different and

Cragh and Burn

There are three courses in
the game, each with varying
levels of difficulty and chal-
lenging terrain.

There is a countryside
course, a mountain track
complete with snowy and
icy conditions and a city
street race featuring person, front seat and
thunderstorm conditions. three different distances

Your vehicle and those of behind the car. After the
your competition will sustain race you can watch the
damage when they collide replay from multiple
angles. One of the most
incredible angles is the
helicopter camera view.
Two players can com-
pete using the Sony link.

Avid race fans will
want to check out this
highly detailed racer.
This is one high-octane
racing adventure with
arcade-quality graphics
that doesn’t run out
of gas.

TRAFFIC

Featuring pro bass anglers George Cochran, Shaw Grigsby Jr., Gary Klein, Tom Mann Jr,

Dee Thomas and Kevin VanDam, BASS MASTE
brings world-championship bass fishing indoors.

with other vehicles or go off
of the road and strike an
embankment or a tree.

e Super NES and Genesis.
g November '96!

Visit your local retailer or call for orders only

1-818-819-5128

For game tips on our products, call

1-900-370-HINT

NOILVLSAVYTd




onami is going for a
birdie with Final
Round, one fantastic

golf game. This exceptional
golf simulation for the
PlayStation features a
polished and easy-to-use
arcade-style interface that is
very addictive.

It has all of the bells,
whistles and happy bird
sounds that avid video game
golf fans should enjoy.

In the production of the
game, Konami's game
designers used a unique

You can choose from any one of
six different talented golfers.

motion-capture technique that
makes the golfer’s swings very
smooth and the ball physics
accurate. The ball comes off of
the driver differently than it
does when you hit it with an
iron. The attention to

You can can even work

on improving your chipping,
driving or putting in the
Training Mode.

The game has three levels of
difficulty: Easy, Normal and
Hard. You can choose from
any one of five male players
and one female player. Each of
the players are polygon-based
and they are rated in a
number of different golf-
related categories: power,
technique, stability and luck.
Each of these 3-D rendered
golfers has distinct strengths
and weaknesses. One may
have a better touch on the
green, while another may be

replays. If you have the replays
turned on, after a shot the
computer Al will replay the
shot automatically.

An announcer calls your
shots as they land and he’ll let
you know by the tone in his
voice whether you landed on
the dance floor (the green),
the bunker or the drink. The
sound effects in this game are
outstanding. Whether you're in
the. tee box getting ready to
blast one into the stratosphere
or getting ready to putt for
birdie, the sounds of the

detail is what mekes KONAM is going for the Green Jacket

this game enjoyable.
With this game Konami
is definitely in the
running for this year's REST
Green Jacket of golf. WIND
Up to four people can
compete in stroke,
match or skins play.

[
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able to drain a long putt, while
another can drive the ball 300
yards. This game is very
addictive and you will find
yourself going through each of
the characters trying to get a
handle on which one has the
most well-rounded golf game.

The game allows you to
adjust your handicap for your
golfer or any one of your
opponents from zero to 40.
There is even an option that
allows you to start play on the
front nine or the back nine.
Among the other options, wind
can be turned on or off as well
as weather and instant

crowd clapping or the
birds chirping makes you
feel as if you are really
out on the links.

Sound effects make this
game, whether it’s the
plop of the ball as it
lands in the water or the
clank of the ball as it
kareens off of the pin.
The sounds of the birds
are so lifelike you will
want to wear a hat.

RELEASE DATE

PUBLISHER SIZE
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PLAYERS THEME % DONE




arch Madness moves
to the summer as the
Mindscape Sports

Authority plans to take it to
the hoop with their first NCAA
hoops title for the PlayStation.

Up to four players can play
simultaneously in any combi-
nation of teams. The game
features motion-captured
characters, 3-D courts and a
view of the on-court action
from a variety of different
camera angles.

RELEASE DATE DIFFICULTY

1st Qtr. '97
SIZE

PUBLISHER

PLAVERS THEME
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SATURBDAY

' CAAFootball at its
finest, with all of your

i=%= ¥ favorite teams and
the stadiums they play in. Each
team has their actual team
logos, uniforms and even their
fight songs as Mindscape
Sports heads onto the college
gridiron with its first football
foray. All of your favorite big-
time college plays and offen-
sive and defensive formations
have been added to make this

e

NCAA Final Four ‘97
features a special Coach's
Mode that will allow
players to create playbooks,
control substitutions and
call plays from the sidelines.
Also included as part of the
action will be full-motion
video footage of historic
Final Four matchups.

Hard-nosed college football the

way it was meant to be played.

a total college
football gaming
experience.

One of the most
exciting options of
the game is a coach-
ing feature that will
allow you to take
charge of a team and

Thé Electronic Chalkboard

0
SRR

PLAYSTATION

FAM GAME S?

TIME OUTS
TEAM FOULS
PLYR W/MOST PERS FOULS

STINGILUNI

SITY OF JLLIN

'OINTS

Actual crowd noises 1
were taped at NCAA ')5
games and it has been '
integrated into the game’s
audio.

The player animations were
created using a unique
motion-capture process and
ex-college basketball players
dunked, passed and dribbled

PLAY EDITOR

BALL
UNDRORVURL

call the offensive and defen-
sive plays as well as audibles.
You can import or export
teams or playbooks. One
feature allows you to create
your own teams and
playbooks that you can save
to a memory card and take
to a friend’s house for the
ultimate away game.

The game will track both
weekly and seasonal stats for
both offense and defense.

You can even go as far as to
select the type of field you
would like to play on, of
course you only have two
options, grass or astroturf.

You can view the action
from all of the standard cam-
era angles, plus you can add
two of your favorite views.

No guts, no gridiron glory

FIELD GOAL
3 POINT
FREE THROW
DUNKS
STEALS
BLOCKS
OFF/TOTAL
ASSISTS

down an actual court in
order for their basketball
movements to be captured.
You can pick your favorite
NCAA teams and re-create
your own Final Four match-
ups or actual matchups
from years past.

You will play these .
games in actual rendered s
NCAA stadiums.

Another feature allows
you to customize the rules
S0 you can get all of the
calls in your favor.

=
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to a Bowl
Determine the outcome of a
season with bowl games
through championship
brackets. You can import or
export teams and play-
books. Create your own
teams, players, uniforms
and even select your own
type of field surface you wish
to play on




This is one solid soccertitle with one

tough computer defense. It's a nice touch

that you can play two on two. The player

animations could have been better, but

the gameplay is solid. The computer is

just too darn tough to score on consis-
tently. The variable referee
features like severe.and
blind that you can access
are very interesting. This
game has potential.

Once you get into the swing of things by
swinging a little early to connect on those
90-mile-per-hour-fast balls, you will
appreciate this one. The control is a little
sluggish, but the sounds of the vendors in
the stands and the attention to detail of
the stadiums make you
feel as though you are at
the ballpark. The graphics
don't look cartoony or
blocky like in other titles.

He puts up a'brick! This game doesn’t

even make the playoffs, never mind get-

ting out of the first round. The frame rate

is atrocious and the controls are sluggish.

| would relegate this title to the bench

until its skills are improved. One nice
feature allows you to
create a player. But this
game needs orthoscopic
surgery before it would be
able to make a run.

A new year and a new box cover. Of
course they changed the two competing
World Series teams to Cleveland and
Atlanta. Other than that, Sega Sports
tweaked the artificial intelligence a little
bit. But you can still hit home runs at will
with the league’s marquis
players. If you own World
Series Baseball '95, I'd
rent this one first to see if
you think it's different.

100] ="

d One thing that | have to point out is that

the Al is hard as nails. Yes, this is a good
advantage to seasoned gamers as myself,
but for beginners it may get irritating. The
controls are fairly easy; you won't have
any problems in this department.
Graphically, APS looks
exceptionally well.
Animations of players are
true to life. The live com-

ry is a nice touch.

E=4 Despite not having a colorful look, the

game as a whole has been done well. The
atmosphere of the stadiums, whether if
it's indoor or not, adds realism to the
game. While the controls need some
attention at first, the playability is fairly
easy and hitting home runs

will be second nature.

Some features were miss-

ing that could’'ve enhanced

the overall gameplay.

| was really disappointed with this title.
The anin ations definitely need some
improvement especially in the frame rate
department. Controls are a bit sluggish *
and getting used to the different-playing
perspectives took some time. Few
features like'creating play-

ers from scratch gives the

game some points, but it

takes more than a few to

make this game run.

» SEGA SPORTS

This sequel stands out on its own, but for
a baseball game in this 32-Bit era the
game doesn’t have a chance with the big
boys. There were a few minor adjust-
ments to make the gameplay better, but
overall it looks the same. Proud owners of
the Genesis may want to

check out this new edition,

but if you already moved

up to the Saturn platform,

consider buying WSB2.




TECMO SUPER BOWI]

FOR SONY PLAYSTATION & SEGA SATURN

IT'S UN-BOWI-IEVABLE!

SUPER REFINED POLYGON GRAPHICS + INSTANT REPLAY + LIVE COMMENTARY
+ 3 DIFFERENT PLAYING PERSPECTIVES + DIFFERENT WEATHER CONDITIONS
+ UNLIMITED PLAYER TRADES + NEW PLAY BOOK SYSTEM AND NEW PLAYS +
JERSEY NUMBERS ON ALL PLAYERS + EXTRA CONTROL FOR JUMPS, SPINS AND
INTERCEPTIONS + SUPER SMOOTH GAME PLAY + UPDATED PLAYERS AND
STATS + NEW CROWD NOISES + CREATE YOUR OWN DREAM TEAM + 30 REAL
NFL TEAMS + REAL NFL PLAYERS + NEW TOURNAMENT MODE FOR YOU AND
YOUR CLOSEST FRIENDS! COME SEPTEMBER, YOU WILL BOWL-IEVE!

A memory card may be required for some features.

TECITIO

You’re There

UPER BOWL and NFL Stield Design are trademarks of National Footbal Leagu.
oo the NFL

© Tecmo, Ltd. 1996 TECMO® is a registered trademark of Tecmo, Inc. Licensed by Sony mmsmunmmmmmmmysmmgmmm PlayStation and the PlayStation logos are trademarks of
Sony Computer Entertainment Inc The at ve Digital Software Assoclation,
TS SOFTWARE 15 COMPATIBLE Wil PLAYSTATION GAME GONSOLES WITH THE NTSC UIC DESIGNATION.
Sega and Sega Satus mmngmmnmmmmssm ©1995 SEGA P.0. Box 8097, Redwood City, CA 94063. Al rights reserved.
Tecmo, Inc. « 19260 South Van Ness Avenue, Torrance, CA 90501 Phone (310) 767-2900
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CONNECTED

In addition, a prize will be
the writer of the best letter
for the month.

You can reach the editors of EGM.
by writing to: ;

Interface, Letters to the Editor
1920 Highland Avenue, #222
«{kombard, IL 60148

You can also e-mail the editors at
75052.1667 @compuserve.com.
EGM reserves the right to edit all
correspondence for space.

Don't forget to check out EGM's
articles, exclusive reviews and
more on the World Wide Web
via the NUKE home page at
www.nuke.com.

Dear EGM,

I have been an avid reader of your maga-
zine since 1990, and since | am now con-
nected to the Internet, | would like to take
this opportunity to commend you guys for
being the magazine to die for. Now, how
come there is this thing about not being
able to play American games on Japanese
platforms and vice versa? If a game were
to be written, manufactured, published,

MONTH

enough of a variety of them, and paying
too much for them. It's a tough situation.
Of course you know that game producers,
publishers and retailers hate gaming
piracy. As Andrew Hoolan, product mar-
keting manager for Williams
Entertainment, puts it, “It hurts everyone,
even the consumers. You risk getting
incomplete or glitchy games and no war-
ranty will cover you.” He also goes on to

then sold, wouldn’t the people involved be

lain how else s are getting

making money? [Also], we do not get offi-
cial releases in this part of the world. So
we have to contend with grey imports,
most often deciding & aJap
or an American system. Now it all sounds
rosy and fine but when the crunch comes,
we never seem to get legit software at
reasonable prices. Imagine paying more
than a hundred bucks for an “original
game” compared to paying a fifth of it for
a pirated copy. Why do we do it? Because
it works on both platforms. Reason? Copy
protection has been removed, game codes
modified. Sounds like a good thing? Well,
it certainly is if you simply can't buy any
original stuff. Sega had an official release
here for the Megadrive 2 (Genesis) with a
promise of legit games. What did we get?
A handful. Now with Sony introducing the
PlayStation, the same problems exist.
There are people out here who do not sup-
port software piracy but with the kind of
circumstances we face, we do not have a
choice. | support buying legit games, but if
each time | find that a legit game cannot
work on my system, | am forced to buy a
pirated copy because the protection has
been removed. End result? The software
company loses out, programmers do not
get paid, the pirates win, and us, the
users, just keep going because so long as
the games work, we pay.

Marc Pee (from Singapore)

umjuju@singnet.com.sg

It looks like you have a plethora of
problems: not having the right version
of legitimate games, not having

the shaft. Since there are people spend-
ing their hard-earned cash on illegitimate
goods, the game companies will have to
make up some profits elsewhere. The first
way is to charge more for their games.
Another, less obvious way, is to cut back
on research and development. Most
people do not realize this side of it. This
hurts everyone as it affects the kind of
games we will get to see in the future.
Andrew sees a need for cooperation on
all fronts to fight piracy. Not only should
you, as the private consumer, report any
wrongdoings, but game i

should as well. If company A sees com-
pany B’s product illegally produced, they
should help out and make it known to the
proper authorities. We understand it’s ¢
difficult choice for you to willingly pay a
lot more for a legitimate copy of a game,
but if you are sincerely concerned about
the health of the video game industry,
can’t you find it in your heart to do so?
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Please mail your address to us Marc, so we
can send you your prize. ATTN: Dan Hsu.



Dear EGM,
I wrote a letter of protest to Square
Soft. They are still standing by their
decision not to give us Final Fantasy
V. The two main reasons Square Soft
gave were: 1.) The company is busy
working on FF7 and Secret of Mana 2.
2.) FF5 is almost four years old. Talk
about jerking us around! Is Square
Soft trying to tell us that they have
had all of these games ever since the
system was released and have just
released the games when they felt
like it and to whom they felt was wor-
thy of it? Please print my name and
address so that other Square RPG
fans can contact me and then we can
become organized enough to do
something about this situation.
Gene Wilsea
16 Putnam Street
Mount Vernon, NY 10552

Dear EGM,
I read on the ’net that not only is
Square Soft making PlayStation
games, but they are leaving Nintendo
all together. Why would Square leave
Nintendo just like that?

Mike McLeod

via e-mail

Unfortunately for U.S. gamers, the
Final Fantasy series is much hotter in
Japan. FF6 sold over 2,000,000 copies
in Japan, while the U.S. version, FF3,
sold “only” about a half million. Well,
there’s obviously money to be made
in the American market, but the same
team that’s making all of the new
games is needed to do any transla-
tions since the original programming
codes need to be changed. So what
does that mean? Square would prefer
to use that team’s efforts in making
new multimillion sellers than translat-
ing old hits for a smaller audience.
After all, the team can only do one
thing at a time! As to the second
question, Square’s official word is
that they like the flexibility that the
PlayStation can offer them. They need
the extra memory that CD-ROMs
offer, and CDs are cheaper and faster
to make. They will wait for the final
specs on the N64 bulky drive to see if
that’s a viable option for making
games on, but, for now, the Sony
PlayStation is Square Soft’s platform
of choice.

Final Fantasy VII: much too much to handle
for Nintendo 64's meager cartridges.

Dear EGM,
When are you going to address this?
I know you’ve had a lot of letters
regarding audio defects in early
PlayStations, as seen in games like
Resident Evil, D, Decent, NBA Live, etc.
Sony is denying that there’s a defect,
but Capcom told me about it a few
weeks ago. Even Capcom has gone
silent on it now (it seems Sony has put
some pressure on Capcom to shut this
up). Only you, EGM, can put this story
out and get Sony to address this issue.
Help us, please! Or has Sony gotten to
you as well?

Mike Arrington

via e-mail

We..cannot..comment...on..this..issue..
please..do..not..ask..us..again...
Seriously, we have not heard of this
problem before. Our PlayStations
seem to work okay. Anyone else
heard of any problems?

We found this body at Capcom headquarters.
Maybe he knew something he shouldn’t have.

Dear EGM,

Would someone please tell me why
the Sega Saturn is awarded all the
games that | enjoy playing? | am

speaking for all those PlayStation
fanatics who dislike Sega.
Darkman
via e-mail

You do not make sense. If all the
games that you like are coming out
on the Saturn, wouldn’t logic dictate
that you buy a Saturn and enjoy it?
And why would you hate a game
company anyway?

Dear EGM,
In the May 1996 edition of your
magazine, one of your articles stated
approximately $18 goes to the retailer
on either a cartridge game or a CD
game. I'll mention that | read the cap-
tion stating that the “retailer profit
varies depending on the store’s
expenses.” You couldn’t be more right
about varying profits. |, as a retailer,
care to differ with the amount you
specified for the retailer. For example,
a new game such as Super Mario
RPG costs me $56 since | am not
direct with Nintendo; even if | priced
the game at $69.99, the same price
as Toys 'R’ Us, my profit would only
be $13.99. Since | have competition,
such as Best Buy, who priced the
aforementioned game at $56.99, |
priced Super Mario RPG at $59.99,
which only leaves me a mere $3.99
profit. | even had a few customers ask
if | could match Best Buy’s price, and
if 1 did that, | would make a whopping
99 cents. It's pretty sad when the
sales tax one collects is more than
his profit. | have heard a lot of my
customers say, “Well, at least you're
not losing money.” Those are the peo-
ple who seriously need a couple of
economic courses in their lives.
Maybe they would actually compre-
hend how businesses stay in busi-
ness: profit. Because of your article,
people who read it now think video
game retailers make a decent profit.
The profit margin is ludicrous. | cer-
tainly know the big boys aren’t even
coming close to an $18 profit per
game sold, with the exception of per-
haps Toys 'R’ Us and the “mall” stores.
Christopher T. Bliden
Game Force
Arvada, CO

Thank you for your useful insight Mr.
Bliden. Our information was given to
us by video game analysts and is still
considered accurate. But, like we
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said, the profit margin can vary.
There’s a big difference between what
a national chain like Best Buy can
charge and what a local franchise like
Game Force can charge. Different
regions can also have different supply
and demand rates. Thanks for letting
us know your side of it, and the next
time someone asks you to match
prices, try responding, “Best Who?”

Dear EGM,
I like RPGs like the Final Fantasy
series, the ones that have magic,
intricate story lines and a mature
interface. | also liked that FF3 allowed
up to two players. | need to know if
there are any other RPGs out there for
the Super NES with two-player
capability that are set back in a time
that had magic and swords.
Jon Washburn
Bainbridge Is., WA

Secret of Mana (also by Square Soft)
is probably what you are looking for.
You can have three players on the
multitap play at the same time in
most of the game. It’s set in the
swords and sorcery ages, but it's
slightly different from the FFs—it's
more action-oriented, with realtime

combat instead of turn-based
combat. Think of it as a mix of
Zelda and Final Fantasy.

Dear EGM,
I need some information on DigiPen.
Could you give me the address? Also,
what are the requirements to get a
job at a place like EGM?
Nathan Miller
Orem, UT

You can get information on applying
to DigiPen by writing to:

DigiPen

Applied Computer Graphics School
Registrar’s Office: Info Request
5th Floor, 530 Hornby Street
Vancouver, BC V6C2E7

Canada

(604) 682-0300
jchu@digipen.com

To work at EGM, send in your resume
and some samples of your work,
whether it be art, layout or writing.
You better have a genuine love for
video games, because you’re going to
be immersed in them day in, day out.

-
e
Dear EGM,

As tiring as it is to hear about the
32-Bit wars, | have to ask one thing:
Why are industry experts saying that
the Saturn has more potential than
the PlayStation? Are they talking
about technical specs or what?

Mena Welch
Jackson, Ml

The PlayStation has always been
known as the easier machine to make
games on. The Saturn has dual
processors, making it a trickier
machine. Simply put, it'll take a more
skilled programmer to utilize all of
Saturn’s capabilities. The greater
potential people are talking about
comes from the fact that program-
mers need more time to figure out the
Saturn, so you’d expect better games
to come from the machine after the
initial “learning curve” period.

Rodolfo Galgana
Oak Harbor, WA

David Beers
Manassas, VA

Peter Yao * Williamsburg, VA
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Ricky Monge David Pacheco
Brawley, CA Salinas., CA

Where Creativity, Your Favorite
Video Game and A Stamp Can
Make You Immortal!*

Put your creative skills to the test by
decking out a plain #10 envelope (the
long business type) with your own
unique touch. Send your letter art to:
EGM Letter art, 1920 Highland Ave.,
Suite 222, Lombard, IL 60148.

“Or atlea
win yours

your name and work in the magazine and
‘agreat controller. (FIRST PRIZE ONLY!)

Lately, we've been flooded with great Dragon Ball Z art.

Do you folks know how to draw anything else?
Congratulations Stephen Gonzales of Miami, Fla. Your prize
is 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.
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You have the POWER. In this contest you don't rely on the luck-of-the
draw. You determine if you win or not. You win by outscoring others in a game of
skill. Can rou solve the puzzle helow? Then you have what it takes. It looks simple,
but it's only the start. Each of five more puzzles gets a little harder. But this time it's
all up to you. Stay in to the end with the highest score and the gear is yours.
With whatever options you want. Do you have what it takes? Then play to win!

Col r Contest. Win a blazing fast computer with Pentium 166 Mhz
processor, 16 meg. ram, 12 Gig. hard drive, CD-ROM, 17" monitor, modem and more!
Video Game Contest. Play on the hi-tech cutting edge with this line-up:
Sony Playstation; Sega Saturn; Virtual Boy; 3D0; and Atari Jaguar. Get all five or
trade the ones you don’t want for CASH! Bonus options include: 33 inch monitor,
$1,000in games, cash, accessories and more!
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Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor,
130 watt receiver w/ Dolby Pro Lugic Surround Sound, and all components shown.
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!!

We're taliin’ GAMING HEAVEN!

Directions. Fill in the Mystery Word Grid with wnrdwu'na across that spell
out the Mystery Word down the side. Hint: use the Mystery Word Clue.
In the future. There will be four more puzzles at $2.00 each and one tie-
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve
each puzzle. We don’t know how many will pIaK but typically 55% will have the
higgvesl score possible score to Phase |, 43% to Phase II, 36% to Phase lil, and 32%
to Phase IV. The tie-breaker determines the winner. If players are still tied they will
split the value of the grand prize they are playing for.

MYSTERY WORD CLUE:
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT

ENTER ME TODAY, HERE'S MY ENTRY FEE:
[ ($3.00) Computer Contest

[] ($3.00) Video Game Contest

[J ($3.00) Media Rig Contest

[ ($5.00) SPECIAL! Enter them all (SAVE $4.00)

Yes!

City State p

n@ SEND CASH, M.0., OR CHECK TO:
PANDEMONIUM, P.0. BOX 26247
MINNEAPOLIS, MN 55426-0247

VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY Aug. 17TH, 19%  ENTRY FEE MUST BE INCLUDED

Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final.

Where judges are in error the sponsor’s liability is limited to the amount of entry fees paid. Not responsible for lost, delayed or
stolen mail. Open to residents of the U.S. its territories and Canada. You can request Winners List and Official Rules by writing
Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their
respective companies who, along with this magazine have no affiliation with this contest. © 1995 Pandemonium, Inc.
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Your No 1 Source for your US and Imported Japanese Products

w l T For Re uul Order call
@ @ £ N

4862 S.W. 72nd Avenue  Miami, Florida 33155 e (305) 668-0141 e Fax (305) 668-0142
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PHONE (305) 668-0141 / FAX (305) 668-0142 10 MINUTES FROM MIAMI INTERNATIONAL AIRPORT

Acclaim 7 Namco 31-33
ACT Laboratory 63 Nintendo 2-3
Activision 8-9, 35 Pandemonium 107
Advanced Productions 69 Playmates 19
Blockbuster 12-13 SVG 27
BRE Software 109 Tecmo, Inc. 101
Capcom 45, 116 THQ, Inc. 97
Crave 114 Tommo, Inc. 12
Electronic Arts 66-67, 90-91 20th Century Fox 20-21
Epitaph Records 17 US Gold 28-29, 102-
Game Express 111 103
Hollywood Records 43 Video Game Discounters 113
Interact Accesories 115 Virgin Games 4-5, 41
Japan Video Games 110 Virtual i-O,Inc. 25
Konami 38-39 Working Designs 47
Nabisco/Gummi Savers 37 World Int’l Trading 108




BRE Software @“ WR $5.00 OFF

Return this coupon wu;\ your gex! mail order (not valid on phone
orders) and receive $5.00 OFF your purchase. Please list
Credit Card Orders: SWOQ 432 2684 alternatives when ordering by mail. Not valid with any other
24 Hour FAXBACK Information System: (209) 432-; \tp://www.cybergate.com/bre offers, Sales or Specials. This coupon is valid thru 8/31/96. No
E-Mail: BRESW@AOL COM - Ask for PG CD-ROM Price List copies acoepted. If we can't il your order within 30 days, we .
Complete catalog by E-Mai: BREINFO@VALLEYNET.COM .4 = your orcex payment ed this couporle Yok EM2

Send us your old games/systems

Receive a check back or purchase other titles of your choice
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4 pe. pure
egerse 31000 ), $1000 wl b duid b skch 1950000 o souS s Sos: WWE RAW 22551000 || Satum and PlaySiation caridgesidiscs wihout boes o instucons 0 the address above.

owerand may oy nol b avatl.pleaseca o aveabiy. CartdgesC Thes o AL SYSTENS must cude box, nsnclrs, and any hi that were included with the game. W will deduct $2.00 for each SNES cartridge without a cardboard

int books/maps
.00 for broken CD cases. Games wilhot box nSpucions,ec il be retuned  your expense (85,00 inimum). Cartagesjlcs ot n reslbls conion or vihevdence v o ol soe stckrs il b rahmadayour expense (8500 i), A games ao Usd, nclude
RANTY and are sunpu o avaiabiy, Wo esove o jgh 1 reuse aprg o puchase i money ordrs and 0 days  placod ith prsonal chcks. No lnds o exchanges on gamesosoms_or sy
and $1.00 for each mwwmuawu EXAPRAPOPO Boes cot o Cal, Ros.add 7.75% tax. shiplo Canad, Priesar o ma e nly ‘and Basd on 1 cpy p sallin our wholesale dept.
u pa
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IMPORT
Available Now!

Call for price

Your #1 Source of American and Ja'

Satur®
y,

SEGA SATURN

convert®
phd

anese Video Games

NEO GEO CD
rd 4
P

with any game
of your choice

e - .
gl Cruisin' USA Pilot Wings 64 ) 'a' . pu'°“°5 w Art of Fighting 3 Ragnagard =
i Blast Dozer Robo Tech with 9o Brikinger Real Bout: Fatal Fury

Body Harvest Shadows of the Empire King of Fighter 95 Samurai RPG s
7 Buggy Boggie Star Fox 64 (Import) us) Metal Slug Samurai Shodown3 ™
Kirby's Air Ride Super Mario Kart R Albert Odyssey 2 Alien Trilogy Neo Drit Out Shin Oh Ken .
> Mission Impossible Turok Dinosaur Hunter Borpberman e Ba}(u Over the Top World Hero Perfect -
Waver Racer Darius 2 Destruction Derby Pulstar
Dark Savior Dragon's Lair 2 & W
Dragon Ball Z F1 Get $5 off with purchase of 2nd Neo-Geo CD Thﬂde
Dragon Force Gldn Ax:The Duel Large Selection of Used Neo-Geo Games $50 or under
Fatal Fury 3 Gun Griffon
Feda Remake Legacy of Kain
Keio Geki Legend of Oasis
King of Fighter 95 Marvel Superheroes
Langrisser 3 NBA Action
Linkle River Story Need for Speed
Lunar Silver Story NHL Full Contact
| Nights NlHL Powerplay 96
> Rockman X 3 Nights :
Advance V.G. Alone in the Dark Sailor Moon Super S Project Overkill Battle Heat Reftimie Zork
Arc the Lad 2 Beyond the Beyond Samurai Shodown 3 Return Fire Deep Blue Fleet Team Innocent
= Burning Fest Buster Bros Collection Sega Ages Vol. 2 Shining Wisdom Far East of Eden Zenki
Captain Tsubasa J Die Hard Trilogy Sonic Wing Special Uttimate MK 3 Graduation Der Langrisser
Choro Q Dragon's Lair 2 Striker 1945
Cobra Fade to Black Sword and Sorcery IMPORT SPECIAL:
Dragon Ball Z Legend Horned Owl Thor Ray Earth $49
> Dynasty War 2 Legacy of Kain Tokimeki Mahjon Blazing Tomado ~ $39 Get 3 Free Games with purchase of 3D0
* Galaxian 3 Major Damage Virtua Fighter Kids and Ninku $49 Y
B Genso Suikoden Marvel Super Heroes World Advance 2 many F 1 Live Informatn $59
' Gundam V. 2.0 Myst World Hero Perfect more ... TWin Bee $49
. Jumping Flash 2 Raven Project Dragon Ball Z #2 $59
King's Field #3 Return to Zork ye
*®  King of Fighter 95 Space Hulk
B> Macrss Digitl Missin VFX ~ Star Trek 7 $29 SPECIAL SALES Slam N Jam
» Motor Toon GP 2 Tekken 2 Dragon Ball Z Flash Hiders Battle Sports Super Street Fighter 2
Namco Museum 3 The Hive Cosmic Fantasy 4 Super Big Brthr 2 Blade Force Need For Speed
New Japan Pro Wrest Tokyo Hwy Battle Fatal Fury Special Strip Fighter 2 Burning Soldiers Casper .-
® Over Blood Triple Play 97 Starling Odyssey 2 Nep-Nectans Immercenary Dragon's Lair 2
P Persona X Men Blood Gear Princess Makr 2 Killing Time Lost Eden
.+ Rockman X3 Sailor Moon Colction Sister Star Blade Captain Quazar
Sailor Moon Super S IMPORT SPECIAL: Recrd of Lodss Wr 2 Kabuki Myst
Samurai Shodown 3 Gradius Deluxe PK $54 Y's4 Legend of Xanadu 2 $19 SPECIAL SALES Return Fire 2
® Sonic Wing Special Ridge Racer 2 $69 Vasteel 2 Guilliver Boy Cowboy Casino Space Ace
P Tobal 1 Rock Man X 3 $69 Arcade Card Louga 2 Gridders Primal Rage
o, Wild Arms Sailor Moon $69 Strider Ranma Y (#3) Out of This World Ultraman (Japan)
Zero Divide 2 Snatcher $59 Xak 3 Dracula X Shadow Yu Yu Hakusho (Japan)
P call for any games Tekken 2 $75 Advanced V.G. Drgn Knght & Grafiti Soccer Kids Sailor Moon (Japan)
* not listed above Real Pinball

e SUPER FAMICOM

> Dragon Ball Z S Fire Pro Wrsting X

o Dragon Ball Z Hyper S. Tetris 2 + Bombliss v

» Dragon Quest 6 Sailor Moon RPG

3 Final Fantasy 5 Sailor Moon Super S
Fire Emblem 2 Secret Of Mana 3

»> Gundam Gnext Super Bomberman 4

o Kirby's Super Deluxe Tales of Phantasia
Parodius Tengai Makyo Zero
Romancing Saga 3 Treasure Hunter G

* S Fire Pro Wrsting Prmium Treasure of Rudora

SPECIAL OF THE MONTH:

° Bahamutlagoon  $69 Ranma1/2 Puzzle  $49
¥ Gundam W $69 Ranma 1/2S.Btl.  $49
» Gun Hazard $69 Yu Yu Hakusho 2 $49
»

GAME * STAR

i Alien Soldier
' Sailor Moon

MEGADRIVE

Rockman World
Dragon Ball Z

DEALERS AND
WHOLESALERS
WELCOME
CALL (818) 281-9282
FAX (818) 458-6845

eMail: japanvideo@aol.com

C.0.D. & Credit Card OK Send $1.00 for delivery of your catalog.
Complete Line of Super Nintendo, Genesis, Game Gear, and Virtua Boy. Check with us before you call anyone else!

For Mail Order or Wholesale CALL (818) 281-9282 or FAX (818) 458-6845 710-1 W. Las Tunas San Gabriel, California 91776




ORPER HOTLINE (212) 290-0031

NEO GEO CDS$

$19.99 "SALESPECIALS*

Many more titles available

SUPER NINTENDO GENESIS

Addams Family Values Columns
Adv. of Mighty Max Contra Hard Corps
Ball Z 3D Fighters Fifa Soccer

Gunstar Hero
Incredible Hulk

Bulls vs. Blazer
Crash Dummies

Chavez 2 Lightning Force
Final Fight Mickey Mania
Ghouls and Ghosts NBA Jam
Ignition Factor Royal Ruble
Kirby Avalanche True Lies
Lost Vikings
Nigel M. F-1 Racing SEGA CD
Rap Jam 1 Adv. of Batman & Robin
Super Star Wars Amazing Spider Man
Star Fox Brutal Paws of Fury
Star Trek NG Jeopardy
Power Monger
_SUPER FAMICOM Third World War

Converter
Mario RPG
Secret of Mana 3

For a free catalog please
send SASE & specify
your game system

PLASTIC & RESIN MODEL KITS IN STO

*Prices do not include shipping & handling

11th Hour
Arc the Lad
Beyond the Beyond
Contra

Crash Bandicoot
F-1 Challenge
Fade to Black
Madden Football
Project Overkill
Resident Evil
Tekken 2
Toshinden2
Top Gun
X-Men

{

Arc the Lad V.2
Dragon Ball Z Legend
Fatal Fury: Real Bout

Fighting lllusion
Gundam Version 2.0

Jumping Flash 2
King of Fighters
Macross: Digital Mission VFX
Motor Toon GP 2
Namco Classic Series
Ramna 1/2
Soul Edge
Samurai Shodown 3
Tekken 2
Tobal No.1
Touken Retsuden (Wrestiing)

Zero Divide 2

Magic Knights Ray Earth

Megami Tensei
NBA Action
Shining Wisdom
Skeleton Warriors
Slam ‘N Jam ‘96
Tomb Riders
Ultimate MK3
Vampire Hunters.

Alber Odyssey
Dark Savior
Dragon Force (RPG)

4| Dragon Ball Z Legend

Fatal Fury 3
Feda Remake (4/96)
Fighting Vipers
rem Arcade Classics (4/96)
King of Fighter ‘95
Legend of Thor
Luna Remix
Megaman 8
Nights
Panzer Dragon 2
|Samurai Showdown 3
World Heroes Perfect

Virtual On

1st Poster $10.00 each additional poster $7.00 2196

/*‘Bl.ow ouT SPE(IALS!”\

SONY PLAYSTATION SEGA CD
Descent $39.99 Android Assault $9.99
ex 39.99 Bill W. College Football 9.99
Kileak (DNA Imperative) 29.99 Chuck Rock 2 9.99
Lemming 3D 29.99 Dracula Unleashed 9.99
Nova Storm 29.99 ESPN Baseball 9.99
Primal Rage 39.99 Flashback 9.99
Raiden Project 29.99 Formular 1 Beyond the Limit 9.99
View Point 29.99 Jurassic Park 9.99
WWF Arcade 39.99 Masked Riders 9.99
Zero Divide 44.99 Silpheed 9.99
SUPER NINTENDO GENESIS

Batman Forever $29.99 Batman Forever $29.99
Jungle Book 29.99 Beyond Oasis 29.99
Lion King 39.99 Jurasic Park 2 29.99
Megaman X 29.99 Lion King 29.99
Micky Mania 29.99 Phantasy Star 4 29.99
TMNT Fighting Edition 29.99 Sonic 3 29.99
TMNT Turtles in Time 29.99 Sonic & Knuckles 29.99
vockey & Rockey 2 29.99 World Series Baseball ‘95 29.99

Price and availability are subject to change without notice. We accept all major credit cards, Money
Orders and C.0.D.. Allow 14 business days for shipping when paying by personal check. All sales
are final, we will only replace defective items with the same title. Games Express Inc. is not
responsible for misprint. NY residents add 8.25% sales tax to your order. All
tradenames/trademarks are the properties of their respective owners.

S30I1Hd 1SIMOT ‘MD0LS NI SI1LIL 0002 HINO

‘ONI SSIFHdX3T FNVO &

For Ordering:

(212) 290-0031
Dealer Hotline:
(212) 290-0426

For Fax Order:
(212) 290-0432
Visit Our Mega
Showroom at:
126-128 W. 32nd St.

New York, NY 10001



JAPANESE SATUR

v 1: T R L [ S
M S

VICTORY GOAL 35 % DDWER 34 B DRI KNG OF BOL: DARK LEGEND 65
e - —

AMERICAN sww MAIL ORDER DIVISION
T e OFFICIAL SEGA DISTRIBUTOR
# ' FOR DEALER & WHOLESALE
TEL:818-839-8755 OR -
R .  FAX:818-839-8751

EH) qumu'rsnno“

?*. S LA L { [

\ Domestc Shipping
PS
y !. I‘ (T W
= \ (. TOMMO INC. 1996 SEGA VIDEO CATALOG $25/ systom
I UPS 2 Days Air
$15.up 1o 3 games
cystom
Next
$20 up to 3 games

SATURN PACKAGE DEAL (FOR TRADE ONLY)
US[ﬂ SHIPPING FOR SEGA SATURN™ PACKAGE DEAL

I —
5 D RN —

SUPER [ swoa] |
MONEY ORDER ACCEPT. | CA Rosdents Saos Taxa2s%] |
NINTENDO [ ] |
1 Important! Send all orders to:TOMMO INC. T B

G ﬂ M ES 18521 E Gale Ave. City of Industry Ca. 91748 5
Sighatiteieeeee e MASTER
Tu us Credit Card#. Exp. date_

Please allow 2 to 4 weeks delivery. All orders are subject o availabiliy. Prices are subject to change without notice. No refunds.

VIRTUA FIGHTER REMIX
& SHINOBI
& DARK LEGEND

S 2 B ACTION REPLAY!!

for Sega Saturn™

$69

AMERICAN SATURN™

@)&,
5= Q{f sz
URDEH/TRHD[ CALL 818- 839 8755 %5

. OGIVE US A CALL IFYOU DON'T HAVE ENOUGH USED GAMES!!
*USED SUPER NINTENDOT“ GAMES MUST COME WITH BOXES.
'"‘T - [

% P |
AR

DONPACHISES  AOBO I S53 55 CHAOS CONTROL TZARORT S8 HLTARY &
7y




Panzer General
@l PLAYSTATION [k
Philosoma
0 19.99  Power Serve 30 Tennis
3 11 Hi.SqL7n Guest  49.99  Power Soccer
i 9.99  Powerslave
3D Golf 2.99  Primal Rage
ATrain Project:Overkill
‘Air Combat Psychc Deleciive
Alien Trilogy aven Pr
Alln Virus taw Pursuit
ul : fan
‘Aquanauts Holid 35 Raor
Batt Arona T 24799 Resdont Bvi
Beyond the 99 Return To Zork
Blazing Dragons eturn Fire
fevolution X
B Boflom of he oth idge Racer
Brain Dead 13 se 2 The Resurroction
S Buster Bros. Collection oad Rash
v v: 3
ChessMaster anghai: Triple Threat
a8 Chronicles Of The hock "
Y College Siam 99 Shokendo
Creature Shock:Special 57. iverioad
@ Gritcom X @leton Warriors
Gyber Speed layer
- Cpersied WV&NG»; Ven
ce Hul
Darkstalkers ardiade
2 Dark Sun_ troot Fighter Alpha
Deadly Skies 99 Sireet Fighter The Movie
DEFCON 5 99 Strike Point
Descent yndicate Wars
; Destruction Derby okken
id

@,SAVE$SAVE$SAVE$SAVE$SAVE$W‘. $S/

&,

Logacy of Kain
Lemmmgs 3D

Sony Mause
tom

Con){mlls: e Sabe

RF Switch

Game Shark

Link Cable

Off World I
jorid Intercepter
Onside Soccer 30 Soccer

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.

8

2222BRERBAGR BB

&

SATURN

Batllo Arena Toshinden 49.99
49.99
4299

Saku Baku 5599 NBALive 95 259
Sases Loaded 96 469 NHL g 259
lazing Dragons PGA Tour 95 57.9
rain 1999 Phantom 2040 299
usle! Bros Collocﬂcn Pocahontas 56.
4999 Prehistorik Man 49.¢
ia Dracula X 59.99  Primal Rage 56.
College Siam vn Baseball 5499  Revolution X 62
Congo The Movie 4999 Secret of Evermore 50
Creature Shock: Special XHonChidm of e Atom 49.99  Sink Or Swim 48
iticom Arcade Rer Str Wheel  77.99  Spawn 64
Cyberia Game Shark 57.99 SpotGoes2 Holywood 58
ark Sun Satum BackUp CD 4999 Stunt Race FX 26
aytona USA 6 player adapter 599  Super Mario RPG 65
Deadly Skies RF switch Tecmo Super Bowl 3 59
)esmmmn Derby Controler Extnsion Cable 11.99 m Gmal Circus Mystery 23
Satum FR Switch  19.99 21
:lrugonsh:z 0w
imeWa
D& D: Tower ®
i TRUE ARCADE®
'IFAHSoeuv Y
lunt .
3 CONTROLLER
Guardian Heroes 7.
Hang-On GP 44
- 9.
Hypor 3 Pinball 14, More than an
impact 9. arcade look-a-like!
in the Hunt 44.
ron Storm 1. A true arcade joystick - using the same components as a
Johnny Bazookatone 49 coin-op machine an a wooden arcade base.
Jumping Flash 9. Available for the Playstation, Saturn,
Legacy Of Kain 99 | Genesis SNES and Neo-Geo. The 9
o o Ptdon Souls True Arcade® joystick can be used to
MLBPA Baseball work with one or all of the above
Mortal Kombat systems. Call for custom order pric-
SIS SO Oft
S ton ing. Up to 5 joysticks in one!
NELEon
ul Contact
N m_rvllv ” Wehoe Vioose 22
ight Warriors Lightioot 1999 Waterworld 56.
Panzer Dragoon 2 Zwel Brainies 999 WWE Aoade &
Pebble Beach Golf Links Breath of Fire 5.99  yoshisislandiSuper Mario 57
Pl g'.f" Gastievania Dracula X 4499 Zeida Link To The Past 25
ime rono Tigger 99 Zombies Ate My Neighbors  14.9
queg o Overkl Cutthroat Island
aw Pursuit Dirt Track FX
RekionX Bonkey ong coy 2 NINTENDO 64
urn to Zor worm Jim
Fise ofthe Fobots 2 N Hockey Night Reserve the
hock Final Fight 3
Shining Wisdom ic Fi N64 NOW!
Assault .99 Gargoyle
Sim City 2000 7.99 Ghouls N Ghosts $249.99 CALL
Skeleton Warriors 7.99  lgniton Faclor
Solar Eclipse 9.9 llusion Of
Street Fﬁl&f Alpha 9. Griffy Jrs Wmmng m
The Hor 9. Klller Instinct
Theme Park 9.99 Lufia
Three Dirty Dwarves ~ 46.99 Madden annu 95 20t CenVid Amanae 12
Uttimate MK3 9. Animals San Diego 12!
Varuna's Forces 9.99 Marvel Super Heroes Blade Force 203
Viewpoint 9.99 Maximum Camage Burning Soldier 22
Virtua Cop 9. Me Man Soccer ‘Cannon Fodder 32.
Virtua Fighter 2 54. Mega Man X3 . sper 49,
Virtua Racing 9. M 54. Corpse Killer 24,
Warriors Of Fate 44, Mania 599  Creature Shock 45

ORDER NOW!

415-893-818

CALL 7am to 7pm - pst 7 days OR SEND MAIL ORDER TO:

Video Game

P.0. BOX 2708, NOVATO, CA 94948-2708

Cyberdillo 4 John Mad
Cyberia 4 Russa Basebaﬂ 9%
Doom 4 ot Cru
Dragons Lairll - 4 on King. X
ragon's je Stellar 7 11.¢ M: il .99
ESPN Lats Go Sking 17 ckey Mania
Fiying Nightmares ~ 2t utani Chronicles
Game Gun 3DO (2 piyrs) 4 HL 95 .
Gridders 21 HL 96 X
immercena 253 ightmare Circus X
Incredible Machine 11 Payne Stewart Pro Golf 3
\wn Angel Of The 2 PéA Tour 96 .
Isi 43 cahontas X
Jurassic Park . evolution X ¢
Kilng Time z ellnight Adventures  16.
jon 34 he T 1
Mad Dog McCree iny Toon Adventure 22
Nova § m Outdoors Bass 96 54.
Oecans Batow P Gear 2 5.
Out Of This World fory 2.
Pebbe Beach Gof Links VA Trooper 9.
Quarantine Waterworld 6.
Rise of the Robots WWF Super Wrestlemania 21
Robinson’s Requiem 4 WWF Wrestiemania Arcade  57.¢
hockwave 2 X-Perts 9.
e: Operation Zombies Ate My Neighbors  17.
occer Kid Zoop 9.
ace Shuttle logs or orHER
Star Control Il ESIS GAMES
tar Fighter YARTIN AT $17.
Star Wars Robel Assault N G ATSTT.99
Station Invasion
Wing
yndicate
wited The Game Show VIRTUAL B
avun.!s Forces .
Shoi Jnhnny Rock 1 46.99
o 6 rio Clash 36.99
on Gon G broE Nesters Funky Bowing 36,99
omasonic Gontrolle 41 g %%
300 Fiight Stick Pro 6499 e"teal Foree e
ame Gun 9. EVERY CURRENT TITLE
Panasonic 300 Mouse 41 AVAILABLE CALL FOR PRICES

BUY 4_3DO GAMES AND
GET THE GOLD STAR
3D0 SYSTEM W/ AN

ADDITIONAL 3 GAMES uptgdaisdisbooinal
TITLES BEFORE THEY ARE
FORIONLY: $199.90. 'RELEASED, AND THE SHIPPING
DON'T SEE WHAT YOU
&Pt 48.99 WANT 22
RoroThe Acrobat 1799 “
Animaniacs 2899 1,000'S OFTITLES
Arcade Classics 1 39.99 AVAILABLE!
Barney's Hide And Seek  17.99 CALL FOR PRICES.
Beavis And Butthead  29.99
Bubsy Il 2599
College Slam 59.99
ombat Cars 2299
Cutthroat Island 49.99
Dynamite Headdy 21.99
Earmworm Jim 2 57.99
Exo Squad 449
Frank mumas Baseball 50 99
Garg
Great C"cus M&slsry 23 99 ASK FOR A FREE
Izzy's Ol ymplc uest  52.99
Jeopardy pons Ediion  29.99 CATALOG

VISA, MASTERCARD
ACCEPTED

Money orders same as cash - COD $8.00
Personal Checks-allow time to clear.
Shipping:US-$4.00. Over 2 Ibs-$6.00.
Canada, PR-$5.00. Over 2 Ibs-$7.00.
Hardware shipping charges may vary.
CA. residents add 7.25% Tax. Prices and
availability subject to change.

NO HANDLING CHARGES, EVER!

d‘$3AVS$'3/\VS$3I\VS$3AVSSBAVS$3AVS$3AVS$3AVS$3/\VS$3I\VS$3I\VS$3/\VS$3/\VS$3/\VS$3/\VS‘:

>
45(63/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$3/\VS$EI/\VS$3/\VS$3/\VS$3/\VS$3I\VS$3/\VS$3/\VS$3/\VS$




PLAYSTATION

31935 PSX Core System $210

10289 Playstation PSX
wiRidge Racer  $240

31500 ASCII Joystick ~ $45

29828 Multi-Tay $50
33164 PSX Controller  $26
31550 3 Decathlon $53
31556 3D Baseball $52
29850 3D Golf $45
29877 Alien Trilogy s51
33954 Beyond The

Beyond $51
31280 Big Bass World

Championship ~ $52
20887 Braindead 18 $51

29844 Casper $47
33211 Chronicles Of

The Sword $51
33300 D $51
29895 Death Race Call

34509 Die Hard Trilogy = $51
31254 Doom $54
32715 Fade To Black  $53

29836 Hardball 5 $51
33214 Hyper 3-D Pinball $45
10816 Kileak $36
33172 King's Field $51
32713 Loaded $52

33946 MLB Pennant

$5°
34512 MVP Baseball ‘96 $52
29834 Mortal Kombat 2 $48
31268 Myst $51
33225 NBA Live ‘96 $53
31561 NFL Game Day  $47
29865 NFL QB Club ‘96 $51
34290 NHL Powerplay ‘96552

33183 Need For Speed
34945 Olympic Summer

Games 1996 51
29855 Parodius $45
33947 Power Soccer  $51
10932 Powerslave $48
29889 Project: Overkill  $45
10819 Razorwing $51
31285 Resident Evil  $52
31913 Road Rash $53
34942 Robo Pit $45
34938 Shadoan $51
33182 Shredfest Call
10922 Silverload $52
31275 Slayer (AD&D) $52
10927 Space Hulk $49
34946 Star Trek

Generations s52
31282 Steel Harbinger ~ Call
33948 Stike Point s48

32697 Street Fighter

29899 TNN Outdoor
Bass ‘96 5
34944 Tecmo World Golf $54
31577 Theme Park $53
32698 Top Gun $52
10926 Toshinden 2 $48
29893 Track & Field $45
33955 Triple Play '97  $53

31283 VR Baseball 55
33181 VR Golf 52
29874 VR Hockey $55
33180 VR Pool

$52

34505 Williams Arcade - $47

31264 Wing Cmndr. 3 $53

32689 X-Com 51
29884 X-Men:Children Of

e Ator $51

J

3DO

10712 3DO Panasonic

w $189
10873 300 DVM $175
10455 3D0 Goldstar

w/2 Game: $199
30879 Gldstr. Controlier $32
34595 Game Guru $35
10042 Pansnc. Controller $38
10461 11th Hour $52
28864 Blade Force $53

Braindead 13 $51
32659 Cannon Fodder  $35
28844 Casper $52
31605 Cyberdillo $51
31612 D $58
31618 Deadly Skies $52
31608 Doom 2 Call
10183 Dragon Lore $48
28874 Dragon's Lair2  $51
31613 Foes Of Ali $53
10259 Gex $52
10263 Hell $45
28939 Horde, The $52
28845 Isis $51
32562 Jeopardy! $45
28863 Kingdom Of The

Far Reaches $46

33549 Lucienne's Quest $43
28873 McKenzie &

[ $51
10264 Myst $47
10266 Need For Speed ~ $48
28949 Off World

Interceptor $52
33968 Onside Soccer
31603 PO'ed $53
28907 Rebel Assult $48
10267 Road Rash $58
28830 Robinson's

Requiem $51

31617 Shockwave 2 $52
28961 Slayer (AD&D) ~ $34

33203 Snow Job 53
28832 Space Ace $51
28860 Space Hulk $48
28962 Star Control 2 $33
28904 Striker '96 $45
28923 Theme Park s52
31604 Theo The

Dinosaur $46

33909 Ultimate:MK3 ~ $51
31606 Varuna’s Forces  $52
28842 Waterworld $52
33550 Wing Cmndr. 4 $56
32561 Wheel Of Fortune $42

rora Free
CRAVE Catalog,
Call Us At:
(612) 942-9920
Fax Us At:
(612) 942-5341
Or Email Us At:
CRAVE2RB@
AOL.COM
CRAVE Will Meet Or
Beat Any
Competitor’s Prices!
If You Don’t See It...
We Can Get It!

Division: Rockabilia, Inc.

SATURN

10290 Saturn Core Unit $254
31531 Saturn

w/Virtua Fighter 5299
31505 Arcade Racer
33281 Memory Card + san
31535 Mission Stick  $65
31532 Saturn Controller sas
33285 Stunner
29816 4 X 4 Gears

n’ Guts $51
29780 Alien Trilogy 51
29796 Alone In The Dark ssu
33939 Armed
29799 Blazing Dragons. 557
29798 Braindead 13 $51
29808 Casper $38
29809 Creature Shock ~ §54
31469 Destruction Derby 552
10908 Dragon's Lair2 ~ $51
33193 E'mhwnrm Jim 2 saa

31311

29778 h)x Hunt ssa
29794 Gex $52
31467 Golden Axe 2 $40
34929 Gun Griffon $46
32537 Hell $47
33519 In The Hunt $45
31464 Iron Rain $46
33239 Iron Storm 54
33525 Last Bounty

Hunter [0
31484 Legend Of Thor . $58
33195 Loaded $52
29813 MLBPA: Bottom

Of The Ninth $45
29768 Maximum Surge ~ $52
31470 Megami Tensei 52
34925 Microprose

ball

29744 Mor\al Kombat 2 s«
10948 Mys!
29804 NEL OB Ciub 96 ssz
29818 Night Warriors  $51
34928 Olympic Soccer 51
34923 Olympic Summer

Games $51
33196 P.T.0. 2 58
29751 Prize Fighter $48
32548 Project Space  $47
33244 Road Rash $53

29795 Sega Rally $52
31461 snmmq stdnm $54
31471 8 m 96 $45
31307 Theme Park $52
33532 Three Dirty

Dwarves $45
33188 Toshinden $52

31473 Ultimate MK3  $54

$67
29805 WWF Wrestle.  $51
32543 Wing Cmndr. 3 Call

$52
29775 X-Men: Children Of
The Atom $51

SNES

10706 SNES Core Unit ~ $99
10700 SNES w/K. Griffy $130
10013 Control Pad 21
31573 Game Genie sa1
32720 Pemmm Steering

ST

Wheel
28734 1996 O\ymplc

Summer Games ~ $58
28245 Anmn.,
ups

52
« 96 $58
10337 Brett Hull

Hockey ‘95 53
10411 Carrier Aces $51
28465 Chavez Boxing 2 $59
28145 Chrono Trigger ~ $68
10379 Dirt Trax FX 65

10204 Donkey Kong
Country $62

28242 Donkey Kong
ry 2 $61
10265 Doom $66

34086 Double Dragon 5 $49
10250 ESPN National

Hockey Night  $57
28499 ESPN Sunday

Night Football  $57
28492 Earthworm Jim 2 $59
10247 FIFA International

sa

Soccer
31379 Incantation 51
28236 Int'l Superstar

Soccer 2 $47

28608 Jimmy Houston's
Bass Tournament $60
31900 J. Madden NFL ‘96 $56

28150 Judge Dredd $59
28344 Ken Griffey Jr:

Winning Run $61
28166 Killer Instinct ~ $66
31392 Lobo $56
28572 Lord Of The Rings $39
28574 Lufia 57
34921 Lufia 2 $65
31398 Marvel Super

Heroes $53

28446 Mohawk &

Headphone Jack $58
31899 NBA Live ‘96 556
28167 Oscar $51
28147 PGA Erpn. Tour ~ $61
28142 Realm $51
10946 Revolutiom X $65

28642 Robotrek $25
28240 Secret Of

Evermore 0
34175 Secret Of Mana ~ $60
28659 Sim Ant 9

34209 Star Trek Starfleet

Academy $51
28709 Super Mario Kart $35
34522 Super Mario RPG - $66

31546 Toy Story 65
31386 Yoshi's Island  $62
28786 Young Merlin ~ $34

CRAVE Now Buys And Sells
Used Games & Systems!

We Now Carry Japanese Imports!
Call For More Information.

MAKE YOUR OWN FORM:INCLUDE:PRODUCT #, DESCRIPTION & S & H CHARGES
+All U.S. Orders Add $6
«All Foreign Orders Add $10

SEND ORDERS TO: CRAVE PO BOX 26370, DEPT 520 ST. LOUIS PARK, MN 55426
PHONE: (612) 9429920 FA!
OPEN M-SAT. 9-9, SUN. 10-7 - All Prices And Release Dates Are Subject To Change

GENESIS

10702 Genesis Core Unit $99
10020 6 Button

Control Pad s15
32600 ASCII SG6
Fighter Stick $37

29403 1996 Olympic

Summer Games  $52
294306 In 1 Cartridge - $45
10514 Addams Family

Values
10482 Adventures Of
tman & Robin  $51
10526 Bass Masters
Classic sss
10944 Batman Forever
29229 Beavis & Butthead s47
31289 College Football
SA ‘9

10937 Comix Zone 54
29311 Earthworm Jim 2 $59
28078 Frank Thomas Big
Baseball  $62

31522 Gargoyles
31453 J. Madden NFL ‘96 $56
10522 Kawasaki Super

Bike Challenge  $50
29419 Liberty Or Death  $44
28106 Lobo $56
33985 Man Overboard ~ $25
29436 Micro Machines  $25
33984 Micro Machines 2 $25
28071 Mortal Kombat 3 $66
34457 Muhammed Ali

Boxing
32530 NBA Live ‘96 $56
28082 Nightmare Circus $51
10308 Phantasy Star 4 $77
29510 Pitfall: Mayan
Adventure
33986 Psycho Pinball  $35
34272 Real Monsters 54
10945 Revolution X $59
29567 Shining Force 2 $64
29414 Spot Goes To

Hollywood $52
10498 Time Killers $55
28095 Triple Play Gold ~ $56
28092 Vector Man $51
28101 Waterworld $56
10939 Weaponlord $58

10306 Williams Arcade  $48
28038 World Series

Baseball ‘96 $52
29699 Zombies Ate My
Neighbors s24

GAME GEAR

10634 Game Gear Unit ~ $96
29056 5 In 1'Fun Pack ~ $31
33553 Arcade Classics ~ $25

34004 Baku Baku $30
29068 Batman Forever  $38
29129 Columns $24
29100 Desert Strike. $33

29066 Earthworm Jim  $36
29113 Frank Thomas Big
aseball  $38
29134 Jeopardy! Sports
Edition

29117 J. Madden NFL ‘96 $34
29118 NHL Hockey ‘96 $35
29169 Poker Face Paul's

Black Jack $25
29190 Side Pocket $35
29055 Urban Strike $35
33719 Virtua Fighter

Animation $30

+U.S. Game Systems Add $20

«Foreign Game Systems Call For Price!

+All Checks And Money Orders Are Held For Two Weeks Due To Processing
+Most Orders Shipped 2nd Day Air + Call For Overnight Shipping Information

612) 942-5341 EMAIL: CRAVE2RB@AOL.COM

MasterCard,

CALL FOR CURRENT WALKTHROUGHS FOR “FINAL FANTASY III” & “D”
NEW WALKTHROUGHS IN THE WORKS!

LATEST CODES * BREAK-IN TRICKS » CHEATS * NEW CODES ADDED MONTHLY

MUST BE 18 YEARS OF AGE OR HAVE PARENTS PERMISSION

New! Memory Card
Plus For The Sony
Playstation

#33290
Memory Card Plus

#33193
Earthworm Jim 2

on

P ety

PlayStat

=

#10926
Toshinden 2

#29775
Children Of The Atom
$51.00




Some people just play their games.
Some people PLAY TO WIN.
Which type of player are you?

InterRect’s GRME SHARK™ gives you
ultimate power over all your favorite games!

Even the most devastating blow has no effect
with Infinite Health codes for STREET FIGHTER
RLPHA™ and MK3™! Feel no pain!

You'l have your foes outgunned in RLIEN TRILOGY™ and KRARZY IYAN™
with codes for Infinite Ammunition! Slaughter enemies by the thousands!

Cash is no object with Unlimited Money codes in ROAD RASH™ and X—COM UFOQ
DEFENSE™! Buy a fully-loaded monster machine or build an empire and still have

bucks to spare!

Time stands still in D™ with the Infinite Time code! Eternity is yours!

"If you... want all the cheats you can get,
you might want to swim with this shark.”

GAMEPRO

And, with InterAct's MEMORY CARD PLUS

for the PlayStation or Sega Saturn, you can save
all the high scores and extra levels you'll rack up
playing with the GAME SHARK! Store an
incredible 120 game save slots in the PlayStation
card, or up to 8 MEGS of back-up for the Saturn!
Never lose your place in a game again!

Get the latest codes! TLINE
HO

E SHAR

o R 0-TIS- -SHARK

v minute-
Pel ars of age

Coming Soon
GAME SHARK
for PC!

PlayStation Controliers! Sega Saturn Controllers!
A\V.VAV.VAV Vs gameshark com

VIH ?,’,'L'—F

MULTIMEDIA PRODUCTS

A RECOTON® COMPANY
InterAct Accessories, Inc.
10945 McCormick Road
Hunt Valley, MD 21031

Al game tites are trademarks of their respecive
ubihers. PlayStaton i 8 rademark of Sony
Computer Entertaitment Co. Sega and Sega Sat
o  radamark of Seg Enlerrises, Lid THEGAME

SHARKIS NOT A GAVEE. Garms Shar a

tum and Game Shark for the Puys«-uon e
sold separately. Game Shark is a trademark of InterAct
Accessories, Inc. interAct Accessories, Inc.
ALL RIGHTS RESERVED.



If the suspense doesn’t kill you, somethin§ else will.

ED. RESIDENT EVIL is @ trodemark of CAPCOM CO., LTD. CAPCOM
logo and the PS logo are trademarks of Sony Computer Entertainment Inc

©CAPCOM CO,, LTD. 1996 ©@CAPCOM USA, INC. 1996

C APCOM m is o registered trademark of CAPCOM CO

Feel like you need a litle emotionc




