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1 THE BEST FOOTY GAME EVER

7| FIRST Mz GAME

WIPEOUT 2097

WORTH BUYING A PLAYSTATION FOR - AGAIN!

-7 Ne4 MK TRILOGY

FREEPLAY

4’ ESSENTIAL
| - GAMING JOURNAL
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)
#1180 Nov 96

56.50 9500 L

FIRST MOVES LIST AND PLAYERS GUIDE | ~4 'DN
% TOKYO GAME SHOW SPECIAL REPORT. THE HOTTEST NEW CAMES EROM IAPAN! %




"-I-" and “PlayStation” are trademarks of Sony Computer Entertainment Inc. Tekken 2™ and © 1994 1995 1996 Namco Ltd. All rights reserved.
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5 CRASH BANDICOOT A

WHAT BETTER WAY TO CELEBRATE PLAYSTATION'S FIRST BIRTHDAY THAN WITH
A VISIT FROM OLD UNCLE BANDY-KNACKERS. YUP, CRASH HAS LANDED!

‘<o WIPEOUT 2091

AND WHAT BETTER WAY TO CELEBRATE OUR OWN MAD BONKERS BIRTHDAY
THAN WITH THE ARRIVAL OF THE BEST PLAYSTATION GAME SINCE... WIPEOUT!
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AND JUST WHEN YOU THOUGHT THE CELEBRATIONS WERE ALL OVER, CAPCOM
GATECRASH THE PARTY WITH THEIR FIRST AWESOME FORAY INTO 3D FIGHTING GAMES!

18 QNNNTNEN%N "= VRIUAL ON

BE CAREFUL WHAT YOU WISH FOR... SUPERCHARGED ROBOT BATTLE ACTION! |

EXIE STREET FIGHTER | EEXX VIRTUA X SEGA
"22 ALPHA 2 "20COP =6 AGES

THE BEST 2D FIGHTING GAME IS COMING AM2 BLOW SNTUIIH HWHEHS AWAY! CLASSIC CONVERSIONS ON ONE DIsC!

84 CONTRA o 30 WILD NINES o 38 VICTORY BOXING 42 DARK SAVIOUR
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"66 stg%g\lfivﬂj ‘152 E;N;' EE'N% 56 OVERKlLI-m

THIS REALLY IS THE BEST SOCCER GAME VF2 WITH DYNAMITE SHOVED UP ITS...

"7aSONIC 3D 1”76 MY |5 e ArTack

68 BURNING ROAD o 78 REAL BOUT FATAL FURY @ 78 ORION BURGER e
6‘r SCORCHED PI.ANET ® 79 ACTUA GOI.F ® 79 GENE WARS ® 62 TUNNEL B1 B
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IT WAS IN THIS SPACE [ R ra—

ONLY TWO MONTHS N o

BACK. BUT NOW IT HAS B N CG0L BOARDERS

ARRIVED AND IT IS THE CRASH BANDICOOT

BEST THING EVER SEEN! DISRUPTOR
DRACULA X

INCREDIBLE HULK
JOHN MADDEN ‘97
NIGHTMARE CREATURES
MORTAL KOMBAT TRILOGY
OVERKILL

PORSCHE CHALLENGE
RAGE RACER

RAPID RACER

RESIDENT EVIL

~  RIDGE RACER REVOLUTION
" SPEED KING

STAR GLADIATOR

STREET FIGHTER ALPHA 2
SUIKODEN

TIME COMMANDO

TOTAL NBA ‘97

TUNNEL B1

VANDAL HEARTS

VICTORY BOXING

WIPEQUT 2097

m“““““““.

ACTUA GOLF
ATHLETE KINGS
BUST-A-MOVE 2

A DOUBLE-SIZED RETRO A - . CONTRA
COMPUTER CABIN FOR COMPUTER CABIN! 9-PAGE TIPS SECTION - DARK SAVIOR

~  DAYTONA CCE
OUR BIRTHDAY ISSUE, THE ONLY VF3 MOVES GUIDE IN EXISTENCE, B DESTRUCTION DERBY

COMPLETE MOVES FOR DIEHARD ARCADE, YOUR JABBERINGS IN » DOOM

FREEPLAY FAN, THE WORLDWIDE CHARTS, YOUR FANZINES, EE::E&NG VIPERS

INCREDIBLE HULK
LOADED

REAL BOUT FATAL FURY
SEGA AGES

MORTAL KOMBAT [RCRSEE =~

) ‘ ~  STREET FIGHTER ALPHA 2
>’ 4 Y p 8 6 L - TUNNEL B1
- = ULTIMATE MORTAL KOMBAT 3

~ RED-HOT INFO ON THE MONSTER PLAYSTATION = - VIRTUA COP 2
ﬂ'ﬂHF“.A'"ﬂHI PL”E - H“ 54 EK‘:LUE'“ELY REVEALED! : VIRTUAL ON
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EASY REFERENCE TO EVERY GAME IN CVG.

FP.7
68
84-85
97
70-73
40

92

97

76

96
86-87
56-57
96

96

96
FP 7
FP7
92
34-35
22-25, FP 6
28-29
FP B
97
62-63
92

38
60-61

79
FP 6
FP 7
84-85
42
18-19
FP 6
96
5255, FP 7
96
97
FP 7
78

26
FP 7
22-25, FP 6
62-63
FP 7
20-21
16-1/
30
bb-b6/

@g UAKE %IFS

(&3‘1\ Fm4- 4 CHALLENGE S NIGHTMARE CREATURES

HE IS KNOWN ONLY AS... THE MASTER! AND HE HAS = MDK

GATHERED US Fon AH AWESOME 14—FLA"I"EH FRAG FEST! - ORION BURGER
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OUR HOT NEW GAMES SECTION IS HOTTER THAN EVER . GOEMON 5
THls MﬂH‘I‘H mmus TO THIS smm.z IHL‘!HEDIBLE EVENT! T aesl” MORTAL KOMBAT TRILOGY
0P R T = PP e -‘ PERFECT SOCCER
AL N ’~*r:ﬂ fmrm i = REVLIMIT
*  WILD CHOPPERS

WONDER PROJECT J2

6 [EDoRIAL | éo

MORTAL KOMBAT 3

g TETRIS ATTACK 58
- — " MORTAL KOMBAT 2 FP 7
smmc: za 74-75
Ve DIE AFt ARCADE 13
Po RSCHE OH . . STREET FIGHTER GAIDEN 83
&  VIRTUA FIGHTER 3 80-82, FP 10-12

WHEN PORSCHE RELEASED THEIR FIRST NEW CAR IN ':f:- X-MEN VS STREET FIGHTER
:l.s \'Ems an'r EHAPFED UP THE mumn mmrrm - -

36
/9
96
32-33
78
g7
44-46
a7
36
64-65

ml+llr'rllr+lll1lll1lll'|lll (ER RSN R RN R RN R R R R N R RN N R PR RN R RN Y]

92
86-87
92
94
94
94

D2

g5

m---r----r----r----r----r-------1--r----1---1-----------a----------n.---a---a--n.-

FP 7

83




Rt 'L 0 HE COMPULER,
& PAUL DAVIES VidED
< DEPUTY BDrroG: S
TOM GUISE
“ AR SR
JAIME SMITH
@~ DEPUTY ART EOIToss
MIKE NEWSON
= '.'.l'.[lau —H IITJ’J"’I_I‘E_’_{_L
'an LOMAS
@ GOITOMAL ASSISTTY:
PHIL DAWSON

GOSN RES
DAVE KELSALL, DAN JEVONS,
RICHARD LEADBETTER, CLAIRE
COULTHARD, CHRIS HOBBS
WA e
HAMLEYS METROPOLIS, WINDMILL
GHE.ITW'E

AAGLAL TRRAIES Nos
D.I.H JEVONS. WE'LL MISS HIM.
USRI R HES N T E NN
MATT TAYLOR
8 AN AT L HEE SN E SN
WARREN HARROD

Editorial and advertising:
0171-972 6700
Editorial fax:
0171972 6701

Editorial E-mail:
pdavies@candvg.demon.co.uk
Advertising fax:

0171-216 6219

Subscription and Back Issues:
(9.30-5.30 Mon-Fri):

01858 468888
CVG Headquarters: Priory Court,
30-32 Farringdon Lane,

London ECA1R 3AU.

GROUP ADVERTISING MANAGER:
Lisa Hawkes
DEPUTY AD MANAGER:
Chris Perera
PROMOTIONS MANAGER:
Saul Leese

PRODUCT MANAGER:
Kirstin Richens
SYSTEMS MANAGER:
Sarah-Jane Leavey

SYSTEMS AND PRODUCTION
CO-ORDINATOR:

Sarah Best
MARKETING MANAGER:
Alex Gorman
MARKETING EXECUTIVE:
Claire Matthews
PUBLISHER:
Harry Attrill
EXECUTIVE PUBLISHING
DIRECTOR:
Sarah James

SUBSCRIPTION ENQUIRIES TEL:
01858 468888 RATES
(includes postage and packing):
12 ISSUES UK: £29.00
AIRMAIL EUROPE: £41.00
AIRMAIL ZONE 1: £64.00
AIRMAIL ZONE 2: £64.00
REST OF WORLD
SURFACE: £35.00
BFPO: £29.00,
EIRE: £29.00
PRINTED IN THE UK BY:
St Ives PLC, Peterborough

DISTRIBUTED BY: Frontline
(c) COPYRIGHT: Computer and Video
Games 1994/5 ISBN NO: 0261-3597

care to ensure the accuracy of the
information contained in this maga-
zine, CVG and the publishers cannot
be held responsible for omissions,
errors, misprints or mistakes which
may oCCur.

Computer and Video Games uses
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to make all our games sound ace!

EDITOR.IAI.

DISCLAIMER: Although we take great

his month
ﬂ marks the

anniversary of
two special occasions. It
has been exactly a year o .
since | became the - : iy " ; §’
proud Editor of CVG. y =B ,
Much more importantly ' e - | I
than that, it has been
exactly fifteen years
since CVG launched its | - e y -
first ever issue! Fifteen ' .
years! It might also
interest you to know
that CVG became the
world’s first magazine
written solely for fans of oy .
computer games. 32N =3 _ “

. "

That's the little history e » .
lesson over (an even _ ’ Wy T _ ,,
bigger one continues on — . A
page eight!). What I'd

like to do here is to

remind you that CVG is

all about getting the

most from your video games. This is why we go to great lengths each
month to provide you with the best magazine possible. Hopefully you
appreciate that we go for the best screenshots, and always aim to provide
useful, and entertaining, text.

side, which makes us answerable to all of you
too. One thing browsing through fifteen years
has shown us, is how CVG readers always
expect us to favour one system over another.
Ahh, tradition!

Above all though, it's necessary that you trust our opinion. We speak the

truth, and nothing but! Sometimes we don't concur with popular opinion.

But that's because popular opinion is often misguided. We're on your Paul Davies

CVG RATNG SYS FE\

%) Which will you
put on your wall?

Fighting Vipers...

& Or Tekken 2? Our
poster looks great
either way round!



WE AlL WORK ON CVGEEE, CVGEEE.......

* Fighting Vipers
* SF Zero 2
« NIiGHTS

* Virtua Fighter 3
* Suikoden
* Crash Bandicoot

Making sure that
everybody else
enjoys doing theirs.
Otherwise there
wouldn’t be a CVG.

- | * Virtua Fighter 3
| * Quake

- | * Wipeout 2097
| * Fighting Vipers

* SF Zero 2

* NiGHTS

| Writing reviews,
| previews, tips. and

everything else.

| Answering the phone,

taking screenshots,

playing games. turn-

~ | ing on the PC for Tom
| and Paul.

« SF Zero 2

* S5F2 Turbo

* Virtua Fighter 3

* Wipeout 2097

* Pilot Wings 64

# Think while U drink

Designing my
favourite games (ie
Street Fighter).
designing the cover.
shouting at writers
for work, working
under pressure for 4
weeks E\rery mnnth

PAUL “IT'S MEEEE!" DAVIES

BIRTHDAY: 14th February.

WHERE I LIVE: Angel Islington. Londan.

MY SPECIAL ABILITIES: Never snapping under pressure.
MY ALL-TIME FAVOURITE GAMES: Ghouls ‘N° Ghosts,
Super Ghouls ‘N’ Ghosts, Pac-Man. Super MarioWorld,
Super MarioKart, Contra Spirits. Virtua Fighter 2, the
Street Fighter games. Killer Gorilla. Gunstar Heroes,
Resident Evil. Tempest 2000.

MY LIKES: Michiko. my family, tea, rain. everyone on
CVG. apple pie and custard. wagon wheels.

MY DON'T LIKES: Stress, guns. celery, sick.

MY FAVOURITE TV: Kids'. music, scientific stuff.
MOST FAVOURITE FILM: Robocop.

TOP TUNES: Dodgy old Heavy Metal, some J-Pops. Tom
Guise reject stuff, 'classical’. most genuine heartfelt stuff,
FAVOURITE FOOD: Sushi.

MY HERO: \Mr Ashworth,

MY FAVOURITE CLOTHING: My raggedy "Fishbone™ tour
shirt.

MY POWER-UP: Hot tea and some biscuits.

MY WEAKNESS: Guilt about team suffering.

WHAT | REALLY, REALLY WANT: Everyone | know to be
very happy.

BIRTHDAY: 2nd August.

WHERE | LIVE: Southend, Essex.

MY SPECIAL ABILITIES: Having one ever-changing joke.
MY ALL-TIME FAVOURITE GAMES: All Streetfighter
games. F-Zero, Mario World,Tetris, Tehken World Cup,
Mario Kart, Wipeout, Kick off, Rainbow Islands. New
Zealand Story (Megadrive), Super Ghouls and Ghosts.
HyperSports (Spectrum). Way of the Exploding Fist, Mario
64, Tempest 2000, Arkanoid.

MY LIKES: Food. Drink, Football, Macs.

MY DON'T LIKES: Stress, people that phone at work and
ask stupid questions, Nights soundtrack

MY FAVOURITE TV: The Simpsons, X-Files.

MOST FAVOURITE FILM: Enter the Dragon.

TOP TUNES: | don’t know.

FAVOURITE FOOD: Italian, Chinese, Indian and my Mum
and Nan's food.

MY HERO: Jim Kelly (Williams from Enter the Dragon).
MY FAVOURITE CLOTHING: My navy blue jumper.

MY POWER-UP: Tea.,

MY WEAKNESS: Drink, deadline temperament.

'WHAT | REALLY WANT: A gold house and a rocket car,

* Virtua Fighter 3
* Wipeout 2097
* Quake

* Fighting Vipers
* Qut Run

* SF Zero 2

Being friends with

everyone in the

industry. writing the
hits | want. giving Ed

the bits | don’t want,
checking pages. pro-

viding a floor for Ed
and Jaime to sleep
on.

* Wipeout 2097

* Quake

¢« 5F Zero 2

* Super Mario Kart
= Virtua Fighter 2
* Virtua Fighter 3

Never properly
explained to me, but
| always get told off
for not doing it.
Going to the shops
for food, organising
freeplay on Virtua
Fighter 3. annoying
Jaime.

* Wipeout 2097

* Quake

* Virtua Fighter 3

* SSF2 Turbo

* Destruction Derby 2
* Doom 2

Designing loads of
pages in small
amounts of time.
drinking beer, and
hassling the writers.

TOM “SORRY I'M LATE"

BIRTHDAY: 27th June.
WHERE | LIVE: Chalk Farm, London.

MY SPECIAL ABILITIES: Eeing a loveable jester.

MY ALL-TIME FAVOURITE GAMES: Elite, K+, Archon 2,
Chuckie Egg. Monsters (on Beeb). Sonic the Hedgehog.
Super Hang On, Virtua Fighter, Virtua Racing. Gunstar
Heroes. Dynamite Headdy. Mario Kart, Balderdash (board
game), Tempest 2000.

GUISE

MY LIKES: Girlie magazines, beer, clubbing, comics, a good

read on the toilet, rum. Gentlemens Relish, Ed Lomas.
MY DON'T LIKES: Sultanas, pretentious people. the per-
formance of my bowels, people impersonating me pushing
up My specs.

MY FAVOURITE TV: Cheers, ER, Friends. Monkey, The
Simpsons, Spiderman: Animated Series.

MOST FAVOURITE FILM: The Empire Strikes Back.

TOP TUNES: Orbital, Plastikman, Hardfloor, Eat Static, T-
Power. William Orbit. Ken Ishii, Spicelab.

FAVOURITE FOOD: No.4 from Qriental House in Andover,
ginger beer, real Italian pizza.

MY HERO: Sam Malone from Cheers.

MY FAVOURITE CLOTHING: My baggy Daniel Poole trousers.

MY POWER-UP: Ecer, whisky, rum.
MY WEAKNESS: Sultanas (they make me cry), beautiful
women (they make me cry).

WHAT | REALLY, REALLY WANT: Spiderman’s abilities, a
hypnotic ring. an island in the Pacific.

MIKE “DO SOME WORK!" NENSON
BIRTHDAY: 10th November.

WHERE | LIVE: Camberwell, London,

MY SPECIAL ABILITIES: Destroying people’s confidence.
MY ALL-TIME FAVOURITE GAMES: MarioKart, Citadel,
Doom, Elite, Quake, Outrun, Jet Pack, Way of the Exploding
Fist, Super Sprint, Bubble Bobble, Wipeout 2097,

MY LIKES: Music, Beer, Clubbing, Cycling, Eating out.
MY DON'T LIKES: Working late, heavy metal, readers ring
ing me at the office when I'm trying to work, travelling on
buses, the underground in the summer and waiting.

MY FAVOURITE TV: Cracker, Monkey, Men Behaving Badly,
Game On, Eurotrash, The X Files, They Think it's All Over,
MOST FAVOURITE FILM: Leon, 1D, Scarface,

TOP TUNES: Ani Difranco, Red Snapper, Alex Reece,
Future Sound of London, The Orb, Metalheadz, Bjork, D
Krush and A Tribe Called Quest, Public Enemy, LTJ Bukem.
FAVOURITE FOOD: Anything Chinese or Italian,

MY HERO: John Beer (who invented beer).

MY FAVOURITE CLOTHING: Anything comfortable.

MY POWER-UP: Freshly ground coffee and more beer.
MY WEAKNESS: Drinking and spending too much money.
WHAT | REALLY, REALLY WANT: Loads of money, loads
of women and magical marigolds.




Theme...

@ Action
® Graphics
@® Addiction
@® Theme

REACHING

OUR
VERDICT

Sentences awarded by this
court are as follows.
@ Action: This refers to
how much you have to do.
How many screens are
there, how many chal-
lenges, characters, and
generally how much is
going on.
® Graphics: How pretty is
the game.
® Addiction: Perhaps the
most important category
of all. How long will the
game hold your interest.
Will you be able to put
your joystick down.
® Theme:This is the com-
bination of storyline, ac-
tion, graphics. Does the
game live up to the scene
setting blurb on the box.
The maximum five joy-
sticks will rarely be
awarded by the jury as it is
our belief that the truly ex-
cellent game Is a very In-
frequent occurrence.
Three sticks is an aver-
age score for games of
reasonable quality but not
in the opinion of the jury

worth reaching for the wal- |
let. In order to be worthy of |
handing over cash for |
games must score at least |
four sticks in at least two |

categorys. Two sticks de-
serve Imprisonment.

One stick gets a life
sentence and games
which score no sticks at all
will cause the |judge to don
his black hat and order the
manufacturers to be taken
from this court and hung
by the neck untll dead.

Back in 1983, CVG rated games out
of... joysticks! At such a primitive
stage in the evolution of games, we
didn't even mark graphics and sound.
Hmmm, | wonder what Q-Bert got for

ENTER... PLAYABILITY

By 1984 our reviews had already
changed. Now each category was
marked out of ten. with Graphics
and Playability making an appeai
ance. Most important of all
though. what did Boog-A-Boo
score In the Getting Started

slakes’?

other chariots and to try to push
your opponents into the walls of
the arena and crush them under
the horses's hooves.

The graphics are good and
shame many of the games on the
Vic's big brother the '64. | can
recommend Chariot Race to any-
one — well good Vic games are
tew and far between.

Chariot Race is available by
mail order from Micro Antics or
high street retailers for an asking
price of £6.95.

® Getting started
@ Graphics

® Value

® Playability

| GRAPHICS
" | Graphically great or do the
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praphics grate — these marks
put you in the picture and let

| you know if all things are
| sprite and beaautiful,
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SPACE INVADERS!

TAROT %

Garpes and Programs for -
Pot, Apple, Tandy, Sinclair,

* Bvoid the 5 day wonders

PLUs -
~ CHESS & OTHELLD
 ADD GRAPHICS AND SOUND (I
LEARN PROGRAMMING ﬂ :

and much, much more

|
WIN YOUR OWN 2
| ARCADE GAME =~ ]
THECOVER STORY!
Every month, we torture ourselves over how oul
covers look. And, even It we say so ourselves, wi

think CVG's covers are better now than they w
been. If you don't believe us, just take a look at
some of the more ‘classic cover moments n
historv. And believe us when we sav. these

were just picked out of our archives at rando

JWNDREDS OF CONSOLE &

REE! OFFICIAL MARIO

® (LEFT) And to think we criticised the American
SFA packaging. (RIGHT) The Thompson Twins!
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Although we take no credit fnr rt our-
selves, the fact is, CVG has quite a
heritage surrounding it. A heritage that
- most of the current CVG team first | M
~experienced as readers of the maga- e "..
zine. Or should we say magazines. You o L maa
see, CVG is the direct father of most
of the top videogames magazines that
you probably see on the shelves.

Way back in 1989, CVG started up a

THEBUMPER
-lﬂI\IIIIIIW ISSUE OF CVG!
WIRICH INCLUDES THE

new section to cover the fast-growing clisnns 12 e o Ry
T DR e SRR . VR T R i PR AT
‘ interest in consoles. Such was the +
interest in this section, that Mean &) Mean Machines, when it was merely a

Machines became a magazine in its section of CVG. Lock at it. Awesome!

own right! In fact, within a year it was

the best-selling magazine of its kind!

Enter the Golden Age of the Console Boom. From Mean Machines we saw Nintendo Magazine
System and Sega Magazine launched. All using the tried and trusted CVG formula to incredible
success.And now the latest baby in the family — Mean Machines PlayStation — has been
launched. Seek it out!

"THECVGRISTORY OF
COMPUTER GAMIES”

As it's our Birthday, we're rewarding our loyal
readers with a real bargain opportunity — by giving
> owner 1S 1th’'s and next month’s CVG
e S the owner of this month’'s and next month's CVG

2 Veteran " o ¥ atotal of £1 off the stunning January issue of
PE““E“I“[:ES CVGsters & Computer and Video games!!
may remem-

1990, percentages were ber these : B That's right, issue #182 — which goes on sale just
"L.|| and truly part of the CVG panels. They b before Christmas — will cost you just £1.50, but
reviewing system. But even had their : only if you collect the token printed below, AND
though this marking system time and . : ‘1 B the one next month. Here's something else: Not
endured for years, its structure place. But | 1'Ji1 8§ | only will you be getting an extra-packed issue of
changed dramatically to keep it no more. Ntk " - g your favourite video games magazine, you'll
as practical as possible. 4 receive a full-colour book worth approximately £5!
' ' ' BN Now is that amazing, or what? This valuable tome
will feature the complete history of computer and
video games, as chronicled by the magazine that
has been there since the beginning — CVG!!!
g | B Included in the book is gonna be loads of cool
JI.IEt for nustalgla value. we wanted l'D B photos of historic machines, quotes from famous
look at which games were top of the I people who shaped the business, and OF COURSE
- Dritn T8 Srivion . charts during our milestone birthdays. :'" loads and loads of great games from the past
S lever e lffiia;u“ =3 Unfnrt_nataly though, there wasn't a I }  decade and a half.
*:w;:;f;;';}i SHINE's chart in our 5th anniversary issue, so
' we put in our 6th anniversary chart
instead. As for the top games around
on our first birthday, well they probably
CSIIPIr s sty just appeared as ZX81 listings.
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OVER 1 MILLION SATURNS
IN EUROPE BY MARCH!

That was Sega’s bold promise at their press confer-
ence, held at the plush BAFTA Theatre in Piccadilly
Circus during the Autumn ECTS.

This was backed by figures showing 400,000 Saturns
already installed in homes in Europe alone. The sharper
mathematicians among you may notice a discrepancy
between these figures and Sony’s. Who's telling the
truth is anyone’s guess. But Sega's European market-
INg director, Andy Mee, dismissed market share figures
as irrelevant to their plans.

“Someone is claiming to have already sold around a
million. That might even be true. But that doesn't
detract us from our mission to convert our MegaDrive
owners into Saturn owners.” Which by their figures,
adds up to 8 million potential Saturn upgraders!

Mee also confessed Sega had “cocked up” with 3rd
party developers, failing to get them development kits
prior to Saturn’s launch. Only 10 non-Sega titles were
released in 1995. However, this year 53 have been
released, and another 90 are promised before
Christmas.

SONIC BOOM!

While Saturn was the focal point of the speech, Mee
also talked about another important element of Sega’s
strategy — Sonic. 6 million copies of Sonic 2 were sold
across formats (2 million in the first two months!). Sega
believe he can do it again, with Sonic 3D on Megadrive,
3 Sonic PC titles, and Saturn Sonic lined up. Mee also
pointed out that one million pairs of M&S Sonic pants
have been sold (Ed has a pair).

THE FUTURE!

Other topics concentrated on Sega’s infiltration of the
PC market, with conversions of their top Saturn titles.
They're also taking an active role on the InterNet.
There's the opening of Sega Europe’s website (sega-
europe.com) and the Saturn Netlink (already in the US)
is set for release here. Most interesting was talk of
including M-path technology in Saturn games, allowing
PCs and Saturns to link across the Net.

The conference finished with a SG trailer for VF3 (easily
the best computer graphics we've ever seen) and talk
of how Sega intend on capitalising on their leisure cen-
tre connections. Sega UK’'s chairman, Malcolm Miller
even spoke of “ a new large scale attraction that
consumers experience in our theme parks, eventually
pecoming a new arcade unit, a gaming machine, a
pinball table and a Saturn and PC CD-ROM title.” All we
can say is we hope it's not Beast In The Darkness (see
Freeplay).

N64 - UK RELEASE SET!

Nintendo’s UK distributor, THE, have announced the
launch date of N64 in this country — March 1st 1997.
100, 000 machines are expected, with THE expecting
to sell 500,000 throughout the year. However, the
launch price is disappointing — £249, with games cost-
ing £49.99 to £59.99. Four titles will be available on
launch, (Mario 64 and Pilot Wings 64 are dead certs).
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F1 BREAKS RECORDS

Sony may boast that Resident Evil is the fastest-selling CD game ever, but they're already wrong.
Psygnosis’ Formula One has already beaten its record! According to Computer Trade WeeKly,
30,000 copies were sold in the first
weekend, outselling Quake by 6:1 and
F1 GP 2 by 7:1 and Resident Evil by
9:1. Sony reckon that growing sales of
PS hardware mean Tekken 2, Wipout
2097, Destruction Derby 2 and Crash
Bandicoot will do better, with each title
beating sales of its predecessor.

As we enter the run-up to Christmas, Sony and Sega have held marketing conferences,
revealing their plans for PlayStation and Saturn up to and beyond the festive season.
If you think the 32-bit war has been tough so far, you ain't seen nuffink yet!
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DON'T UNDERESTIMATE
THE POWER OF PLAYSTATION!

That's STILL Sony’s catchphrase for the PlayStation, and they intend on drumming it in harder
than ever this Christmas. At their Oxford Circus HQ presentation, Sony told how PlayStation’s
first UK year has gone perfectly to plan.

Their figures show PlayStation sales clocking one million in Europe, with 340, 000 in the UK
alone. This gives them 76% of the UK console market and adds upto 6 million sales worldwide!
They compared this to Saturn sales of 90,000 in the UK (giving PS a 3-1 sales advantage).
They also claimed European sales of Saturn fail to make the 300,000 mark.

Before outlining future plans, Sony talked of their launch strategy. How they targeted 17-25
year olds (an age both older and younger gamers aspire too, supposedly). And how they
concentrated on appealing to opinion formers, building up a six month word-of-mouth campaign
prior to launch, and gaining credibility for the brand.

Having spent £10 million promoting PS last year, they ‘Il spend another £10 million this year.
Aiming for the same age group, with the intention of conquering the mass market. They believe
they can do this while maintaining credibility. To ensure this, they're continuing their ‘clubbing’
image, with the likes of the chill-out room at Ministry Of Sound, PS visuals on club video walls,
and sponsorship of events (PlayStations were at Reading, Phoenix, Tribal Gathering and Big
Love this year). Sponsorship of in-line
skating, snake and snowboarding,
the 40 Degrees fashion show, and
Sky Surfing are also planned. Plus a
PlayStation skatepark.

Also, their pre-Christmas ad cam-
paign has begun. Sony also pointed
out how Resident Evil was the
fastest selling CD release (21,500 in
the first weekend), claiming that were
it @ music single it would have
topped the charts! And, aside from
their primary Christmas releases -
Tekken 2, Crash Bandicoot and F1 -
they also announced their Porsche
license and Rapid Racer for next
year,

Sony are confident PlayStation will
become part of mainstream
household entertainment, and hold
that position until beyond the year
2000. Crikey!
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(3 Formula One was a total PlayStation success,
even before its TV ad campaign (shown left) had
been aired. Sony say it's just the beginning.



You can get flashbacks. These can

occur at any time after the kn OW the SCore

original trip. Even -_if(the original trip
wasn't bad, the

Mushrooms affect A o
the way you see things ' .
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The effects last up to 9 hours.
This could be hell if it's a
bad trip and could make it difficult

avoiding your parents.

You never know how strong
a mushroom will be, strengths
vary a lot. Whether the
mushrooms are strong or weak,
you can still have a bad trip.

You might easily pick the

wrong type of mushroom. e X
It's difficult to tell the "

poisonous ones from the
NnonN-poisonous ones.

national -
drugs

hel?line | b

0800776600  If you'd Iﬂce- more information abot
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ot anything you'd fike to say

to your admiring public?

Heard or seen anythinﬁ.lthat
3

a
makes you happy/ sad about t
video games industry? Has a company

miffed you off, or even made your
day? Tell us and you stand a chance of

w*inn-in§ a free game for your system.
Currently we're very interested in
the most popular arcade games out
there - do people really give a damn
who the machine is by before stick-
ing in your money? Is A~Men versus
Street Fighter going too far? Write
and tell us your opinion.
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BOY ASKS BORING
QUESTIONS

CVG,
I've got some questions to ask you because | want to
work in a computer mag when I'm older (I'm 16 now).
Please answer them, they are matters of genuine inter-
est and maybe other people would like to hear what
you have to say about them as well as me.

1. How do you get a job on a computer mag?

2. What's it like working for one?

3. Is there much deadline pressure?

4. |s there much competition for jobs in computer
mags?

5. Do ‘Art Editors’ put much of their own work in the
mag?

6. Who decides the mag layout?

7. |s the pay good?

8. Could working on a mag lead onwards and upwards
or is it a one way street?

9. How long does it take to produce an issue of CVG?
10. Are many mags based in London?

11. Do companies send you games each month to
review? Do you return them?

12. Which do you think is the next best mag to CVG?
Cheers, Danny Miller

NINTENDO - SEGA - SONY - PC (T-ROM - ARCRDE - Mz - FETRO

Paul: I'll answer most of
these, but hand question
‘2" over to Edwaldo.

1. You need to be nuts
about games, and have
an uncanny ability to
explain what's so smart
about them — or not, as
the case may be. Then
we have to like you.

Ed: 2. Sometimes it's
great fun — getting to play
the latest games first,
then writing about them -
but it takes LOADS of
work to do a good mag,
with very late nights and no weekends. And you have to
put up with Tom’s feet.

3. Ask Jaime this question round about the 20th day of
each month.

4, Yes.

5, 6. The entire look of the magazine is the Art Editor's
responsibility.

7. Not especially.

8. Providing you make good contacts and can express
yourself well there are are many options available within
the video games industry — especially in the US.

9. It's supposed to take four weeks but we end up work-
ing weekends and into the night. But we love every
minute HAH! HAH!

10. Games mags? Quite a few, but the others are crap.
Except PC Zone.

11. Yes. Sometimes.

12. Gamesmaster. It's the only other one. Hello Marcus!

Please send your letters to:

IMATL, BAG,

Lompucer

and Video

i, [—— = "
aallles,

Priory  Court
o

4
L) = 5.2

London, ECI1E

Last chance to think of a cooler name
for this section! We don’t need one. But
astound us and you'll win a prize.

L B R RN AL EEEE RN NN N R R R N N N N N N NN N N NN RN NN

SONY ANALOGUE
CONTROLLER?

Dear CVG, and CVG fans,

After reading you preview on NiGHTS in issue #177 |
found out about its analogue D-pad. Will their be a con-
trol pad with a 3d stick on it for the PlayStation,
because the special controllability in a 3D stick/ D-pad
could give Saturn or N64 games more potential? Do you
think Nintendo, who said that the N64 was going to be
released the same date as PS/ Saturn just to put off
customers from buying a 32-bit machine? | read about
the rumours of undocumented DSPs in the Saturn which
make the Saturn twice as powerful. Please tell me this
is untrue. Cheers for the time guys, don't stop stuffing
those pages with ultra excellent stuff.

Michael Landon

TEAM: We haven't seen or heard anything
about a 3D analogue controller for
PlayStation. Yes, Nintendo most likely did
intend those comments to draw attention away from
Sega and Sony. Finally, if there are undocumented
Saturn DSPs we haven't seen evidence of them yet.

THE GAMER’S GAMER
WRITES IN--

Dear CVG,

Your answer to Joule's letter in issue 176 hit
the nail right on the head exactly. There us
definitely an under-
current of despon-
dency at the
moment among
gamers and mag-
azines alike (not
yours though).
Recently the video
games industry
has become very
introspective and self
conscious. A lot of peo-

ple seem keen to see the
games industry ‘mature’ and
become part of mainstream
culture, standing alongside films
and music and selling to the
‘general public’ rather than
just ‘enthusiasts’.

Well, if dragging the games
industry into the mainstream
means marketing games
machines as fashion acces-
sories, knocking games together
within 12 months in the hope of cashing in on a
current ‘hot’ genre and repeatedly slapping
gamers in the face with soulless trash selling at
£45 a time, then you can keep it.

Don’t get me wrong, I'm not trying to hark back
to the ‘good old days’ in the fashion of an ‘expe-
rienced’ gamer and | know that big business has
had some positive effects on the games indus-
try (Nintendo for a start). It's just that there’'s so
much rubbish floating around, hyped up to look

like something special that many people are
__ bound to make big mistakes at some
time or another. How many concerned
Jaguar owners have written to the maga-
: zine recently, for example?
It's little wonder that many
gamers are becoming cold
towards the promises of
publishers and devel-
opers, and are shun-
ning anything that
even looks non-inter-
active or derivative of
games they hold in
respect. This
£ Is where the
despondency
comes from
and Nintendo's
delaying of the
NG4, even if it is
for the right reasons, is only increasing the
indifference some players are obviously
greeting the prospect of another next gen
eration console with.

And it's a shame, because great video
games are magical and a lot of develop-
ers put their heart and soul into creating
great games. You're absolutely right to go
crazy over Mario 64, Final Fantasy VIl, Genso
Suikoden and the rest. | nearly went crazy with
excitement when | first saw Mario 64 running on
Gamesmaster. One of the things that makes
CVG good is a genuine enthusiasm for games
and an unbiased, perceptive eye for quality.
Anyway the widespread contempt of the games
industry towards thé player can only be damag-
ing in the long run. Maybe seriously damaging.
Sorry to dramatise.

Matthew Ward, Hensall, East Yorkshire

TEAM: Aye.



Dear CVG,
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IS THAT A BATTERY
TESTER IN YOUR POCKET?

Dear CVG,

| have been playing games for about eight years,
and have been reading your mag for about five
years. | think your mag is great, and you always
have news on the new releases. But there is one
thing which | think you could improve, it is the new
rating system which you use for your reviews. |
don't think the High Five method really helps when
it comes to choosing a game. For example in your
last issue four games got a High Five rating, but
which is the best? This is the downfall of your rat-
ing. Another example is when a great game comes
out on a number of formats. They may all get a
High Five but the rating doesn't tell you which ver-
” sion of the game is worth getting. | have got a

PlayStation, a Saturn, and a PC. So when it comes
to choosing games it's good to see the review as
a percent rating so that | can compare the differ-
ent formats and buy the best version. One sugges-
tion is to show both the High Five rating and a per-
centage rating, this way it would make it a lot easi-
er to choose a game. Anyway keep up the good
work, as your mag is still by far the best out there.
By the way, what computer did you run Quake on
for your review? | have a Pentium 100 with 32Mb
of RAM and a SVGA monitor and it doesn’t look
any way near as good as the pictures in your
review.

and the new

MY EYES ARE BLIND!
MY EARS ARE DEAF!

Having read your interview with that ‘has

been’ company Capcom, or is it ‘Crapcom’ |
have lost all respect for the company whose
games | used to love. Their comments about
the Saturn’s inability to cope with games

such as Resident Evil, and the laughable

‘Star Gladiators’ demonstrates the compa-

ny's poor programming skills. Surely being an
established company they know what they're
talking about, but | can’'t help felling that they
want to take the easy way out. by program-

ming 3D titles for the PS only. Everyone

knows that PS is easier to programme for

3D, due to its top quality raw polygon power.
However they are demeaning the Saturn by
making such comments. Core's Tomb Raider

is a far more ambitious project in comparison

to Resident Evil. Core's head stated in an
interview to Edge that they believe the Saturn

to be more powerful that PS once

all hidden tools are opened.

That is of course debat- )
able, but my point is
that they haven't writ-
ten any machine off
for their potentially
superior title. NiGHTS
on Saturn also demon-
strates the Saturn’'s abil-
ity to produce quality
environments in

3D. The second
point by Capcom
muddled my mind even more
so! They claimed that the disap-
pointing Star Gladiator would
be impossible on the
Saturn. Firstly who wants
the second-rate beat ‘em
up, but again | fail to see
how it would be impos-
sible, the game does-
n't look better than
Tekken 2, the Saturn
translation of VF2

Fighting Vipers in
my opinion look

Ryan Murray (no address)

PAUL: Here's why we dropped percentage ratings, for
Py those of you who still think the human brain is capable of
' identifying the difference of a couple of percents. The
score 91%. This means “this game is very good. But don’t blame us
if you don't like it, because it
didn't get 93% or 95%. And
anyway, we are trying to keep
I the publisher off our case.”
And when you have a poor
game, it's completely laugh-
able to believe anyone gives a
damn whether it's a 28% or
38% travesty — the game's just
not worth bothering with! Our
rating system is all about rec-
ommendation for games
across all systems. If there
are notable differences
between versions we point them out, even though it encourages let-
ters of complaint from people who think we are saying that their ver-
sion is inferior. But we will endeavour to be even more precise and
concise in our writing — without boring normal people witless.
Y RAM, and did our screen shots at a high resolution. The
machine wasn't actually powerful enough to play the game
at that detail, but we wanted it to look as good as possible in the mag.
To change your resolution, type VID_MODE xx at the console. The stan-

dard is O and the best without an extra video driver is 10, which your
machine should be able to run really well.

ED: We were running Quake on a Pentium 90 with 16Mb

:
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better than Tekken 2. FV features light sourc-
ing and Gouraud shading, as well as 3D barri-
ers surrounding the characters. Tekken 2
doesn’t. So who are Capcom trying to fool?
They could take a leaf out of Takara's books
and use SGL. With this Takara produced
Toshinden URA, a superior version to the
PlayStation. | could be imagining things here
but in your interview with Capcom I'm sure
you also felt that they were giving the Saturn
bad publicity. So you being the considerate
souls you are tried to make Saturn readers
smile by defending its 2D capabilities by ask-
ing whether Cyberbots was possible on the
PS. Admittedly | believed that PS could han-
dle a conversion, but Capcom’s hostile reply
of ‘just because we don't plan to develop for
PS doesn’'t necessarily mean that it's too dif-
ficult’ shows some sort of biased attitude to
their preferred machine. Well if | was right,
thank you for trying to defend the Saturn and
please all your readers. That is the sort of
attitude which proves CVG is not only the
best mag but also unbiased.

A. Tachittiro, London

-

TEAM: We appreciate your wor-

ries, but we are confident that

Capcom know exactly what

they're doing. The Saturn
cannot produce the spe-
cial effects required to bol-
ster Star Gladiator's appeal,
and the PlayStation’'s difficul-
ties with 2D games is
down to a slightly limit-
ed internal RAM -
hence the loss of

animation frames
and some detail.
In 3D polygon
games this isn’t
a problem. BTW
we weren't trying
to sway the inter-
vView one way or
the other with
our questions.
That would
have been
pretty appal-
ing!

Having owned UK PAL versions of the SNES and PlayStation I'm quite
miffed at the PAL borders we have to put up with. So I'm contemplating
bringing back a US Saturn next time | go to the States. Now my query is
that I'm not too sure about what I'll need to make the system work back
home in the UK. Am | right in thinking I'll need a power converter and dif-
ferent TV leads? And will | still get borders? And lastly, is there a converter
to play UK games on the US machine? Hope you can help me out...
Tinhead, Merseyside

A+ ‘L\
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TEAM: Yes, you need to get a
power converter, and you'll def-
initely need an RGB cable
unless your telly is NTSC com- @
patible. Once you're set up
you'll be able to play loads
of cool games full screen,
full speed. You probably
won't want to buy a UK
game again as most titles
are released Stateside
soon after Japan. The only
thing you need to worry
about is the ABOM-
INABLE artwork on
American Saturn boxes.
It really is the worst
stuff we've ever seen.

11111

@ This box art is bad enough, but this is
just the fly on a big mountain of US poo!
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'YES, WE SHALL

OBEY

Dear CVG,

Why do you have to do Players’
Guides to games which haven't
even been released yet? For
instance Resident Evil (issue
#177) and Tekken 2 issue #176).
| mean these are games in which
we will be lucky to see in, say, at
least two months. | can partly
understand doing one for Tekken,
but doing one for a game like
Resident Evil really ruins it.
Because now, if | were to go and
buy it | would have completed it
in a couple of hours, meaning
£40 down the toilet. | have noth-
ing against your Players Guides,
it's just that you do them too
early.

Your magazine isn't just to blame
though. | have realised it in other
ones as well. Why not do Players’
Guides for oldie games, for
instance Mario Kart, or an RPG of
some sort, or even a retro guide?
If you do a Mario 64 one you will
have ruined it for thousands of
people who have just spent a

grand on the machine and the
game. It's just that, when | even-
tually get a game, and get stuck,
| go to one of my magazines for
help, and end up completing it
straight away. | don't like getting
stuck in game, but | don't want
to be told how to complete just
because of one problem. Perhaps
it would be better if you just did

one or two levels each

o mind if you will.
Ben Franklin, King's

month. Take it in to
Lynn, Norfolk

TEAM: Thanks for your letter Ben.
The reasons our guides some-
times appear early is because of
release dates slipping. We aim to
structure our guides so that they
don’t give everything away at a
glance. Resident Evil was deliber-
ately presented as maps, as
opposed to a walk through pictori-
al for that reason. And, you're
absolutely right, a Mario 64 guide
would be pointless for the UK at
this time. We have taken your
point very seriously, however, The
last thing we want to do is ruin
peoples’ pleasure from playing
cool games.

- CORRIDOR
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STARLORD CHANGE | ="

Mika Singleton, who wrote the o
Seventh Empire program runs hes | - srom
own play by-mail game, Starlord. | my
Should you want to try your hand | Sal
&t @ wery différent kind of galac. | hee
bc combat, Mike is offering all | U™
Seventh Empire glayars a
chance to take part in Starlord
Two free furns and a frée | peis

M B G Da EF Fa Be Hp W § Wa L by We fp ™ O A % T u ¥ W 0 Tu
3 R T T

1£5 & o e Iy i ol el

FANATIC

Dear CVG,

| love your mag and buy it
constantly. The rating sys-
tem is good as quick refer-
ence and the mag's colour
and boldness make it stand
out to any other boring mag-
azine around! At the
moment | am a devoted
Sega junkie owning a
Saturn, Mega Drive and
Game Gear. I'm addicted to
corridor shoot 'em ups like
Duke Nukem. Though own-
ing a Saturn | was pleased
to see Doom on the
PlayStation and had to
make do by renting Doom
and the PlayStation. It is a
shame that such games are
rarely released for the
Saturn and why are they so
slow on the uptake?
Exhumed looks good, but doesn't
seem to have superiority over Quake

and Duke Nukem. For ages | have not

touched such cool games on the

Saturn and when will Quake and Duke

Nukem be converted onto it? Such

games receive much hype but us 32-

bit gamers have to dream of the day

we can batter knights and fiends. Why
the delay? Still, | make do with Virtua

Fighter 2 and Virtua Cop. Also | like

your mag's humour and dedication to

all games bright and beautiful.

PS Have you ever heard of a Saturn
game called Legacy of Kain? If so
when will it come out?

Mo Pugh, Finchley

@ TEAM: Don't be so
quick to judge Exhumed.

It's an awesome game,

which was created using Apogee's
Duke engine! Legacy of Kain is a Thor
style action adventure by Crystal

Dynamics. It's expected early next
year. Thanks for the compliments.

rulebook wl go to anvane who | devwe T TN T T T Y | BN T 1
96 tucked under on arm, and a bottle

of pop tucked under the other (notice
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Sevanth Empire Rulebook and

quote your Sevanth Empire code | wier o S T3 B
nambad lor & free Atroduzbon to | Seged I 750 EERED i
the worlds of Starlord Teire N 4081700 I L 1 T T .

@ This rotten looking ‘player’s guide’ once appeared in CVG!
Goodness knows what it all means!!!

IMMORTAL [

KOMBAT?

Dear CVG

Could you please
tell me if Mortal
Kombat Trilogy is
going to be out for
the Saturn,as well
as the PlayStation,
because I'm get-
ting a Saturn for
Christmas and |
would really like to
own that game. Is
there any news of
other great MK games to be
released or is Mortal Kombat
Trilogy going to be the last in
these great games?

All the Saturn games seem to be
armed at excellent graphics, okay
playability, but rubbish lastability.
| remember the good old days
where a Mega Drive game would
be so addictive and it would last
for ages, like Micro Machines. So
could you list some good lastable
games for the Saturn.

Michael Doherty, Blyth

SONET 20012 THE SUBY

TEAM: Definitely no MK Trilogy in
sight for Saturn,

e

— list of long-lasting

Saturn games which you

still loving it), Street Fighter Alpha

2, Virtua Fighter 2, Virtua Cop,

Fighting Vipers, Daytona USA,

Baku Baku, Panzer Dragoon

Michael. But here's a
should consider: NiGHTS (we're
Vampire Hunter, Sega Rally,
Zwei...

STUPID

Dear CVG,

| am writing to say how very disap-
pointed | am. My troubles all started
back in the July issue of CVG...

| was idly flicking through my brand

spanking new, shiny, glossy, crammed

full of gaming Tit-bits edition of CVG

when my eyes were drawn to an item

on Quake, from id. After reading for
quite a while | was informed that |

would be able to collect my shareware

copy of Quake with my next issue.
Well, | was so excited |
almost had to make use
of the fact that the
trousers | was wearing
were brown.

When July came around |
went off to get my August
edition of CVG. What?!?!?
It could not be! Where oh
where was my cherished
shareware version of
Quake? But, not to be put
off by the simple fact that
the program was not
there | eagerly flicked
through until | came to
another article on Quake.
| was met with an apology
for the delay and was
faithfully PROMISED that |
would receive my copy
with the next issue.
Relieved | waited until
August came around.
August came and | tod-
dled off down the shops
only to return with my
Issue dated September

wants to lake up s offer e 1o Y - M VR (1 - DT S TR v L T -

Jugt wirita ta Mike at Bis NS TN 0 b B A1) Dk L00 AT a0 198} i :

address, which 5 given i tha L -
FFTOTH M RO BNE AR [E=1] WO s 110 7 MY E ,

| had no shareware version of quake
with me). | expected to find some
explanation inside. There was nothing.
So, basically, | just want to know
what happened. | don’t have a
modem so | can’t download share-
ware Quake from the Internet. Where
can | get shareware Quake? Leigh
Brady, Rickmansworth, Herts.

TEAM: So, each time we say “we’ll
have the finished game for review
next month” or some such you
expect to receive a free copy Leigh?
C'mon! What a maroon.




You blasted your way
through an onslaught of
undead marines and helle-

spawned hordes in Doom.

Row you can retire, right?
Wrong!

Seems flesh=eating
mitants have the mortality

rate of a cockroach and

are alive and kicking 1n;
Final Doom for the

Playstation.

It ’ s t'ﬁ'o new 3 11|
episodes complete witk

stories, new fr:ﬂhkeh
realistic graphics

pulse pounding muain.

time to finish what you
started.

OLD SOLDIERS NEVER Dl
THEY JUST TURN INTO

L "‘-.-l- -

MUTANT ZOMBIES.

M'mm@m Ine.
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If you've always thought robot battle

games were lumberin ,g tiresome affairs,
think again. Cos that’s what Virtual On is
gonna make you dol

rtual On. The mention
V:f the name probably

brings to your mind
thoughts of... very little. in
the UK this AM3 coin-op has
remain distinctly obscure. Its
weird name, weird controls
and weird gameplay fail-
ing to permeate the
minds of UK games-
players. In Japan it’s a
different story.
Virtual On is huuuge!
So, Saturn owners,
it’s education time!
Absorb these first
pictures of the
home version.
By the year
end, the
mention of
Virtual On will
bring to mind
thoughts of high-
speed battles
between super-
hydraulic
robots bristling
with weapons!
Guaranteed!

7
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& The Saturn player
select screen. Looks
near enough identical
to the coin-op.

@ Only 50% complete, but the
graphics are already at a very
advanced stage of development.

© The speed of the
Saturn version is
already fairly rapid.
it's gonna get faster!




THAT TWO-STICK

CONTROL SYSTEM!

The most unusual thing about Virtual On is its con-
- trol system. It uses two joysticks to allow instinctive
3D staering — similar to Namco's arena combat
- game, Cyber Sled. By pushing both joysticks in the e S % 34
- same direction, your robot jogs that way without BlaRISEIE o
changing its facing direction. Pull back on one stick, WL HOBUNE
pushing forward on the other, and the robot twists on ‘
its axis. Pull the sticks apart and the robot super- (> We're gonna need to
leaps into the air. There are also dual thrust and 5 face the mad pace of
attack buttons. IULGURRENALER battles like this.
Naturally the Saturn control pad isn't designed for
this system. At present, the D-pad merely steers the
robot around, with one button for locking the facing
direction, one for thrust, one for leaping and one for

& Here it is! The Saturn
VO controller. Awesome!

attack. From our early playtest, it doesn't seem par- Things move fast in the world of Sega. From seeing nothing about Virtual On, we're sud-
ticularly suitable for the game. There is however a denly given a hands-on test of a 50% complete version. And the verdict so far is — pretty
- Sega-style solution. Sega of Japan are releasing a damn impressive! All the robots and arenas have already been programmed in and even at
Virtual On dual-control stick, emblazoned to match this stage it looks comparable to the arcade version. Obviously there are going to be com-
the coin-op’s. It looks ace and should capture the promises — the resolution and texture detail is lower — but all the arena features are there.
~ arcade game’s feel perfectly. Hopefully Sega will The robots, in particular, look and move superbly, with the speed up to scratch. All very
tidng it out over here too. Hey, and Sega, bring it out promising indeed.

in the same cool colours — not boring black. Let's

" have some of the snazzy Japanese design Saturn
hfuff eh?

MUI.TI—PI.AYER
MECHANOIDS

WOII:MMIW
m-n"“mn-lllouﬂ-&
facilities go far further. In Japan, the game g
I:nthmhmwmm ;;:é-
ing to players to face off over the interNet.
For that more personal approach, two play- ’r%
ers can link-up using the X-Band modem .-
facility. Whether the game will allow two -“
plarmtoﬁocﬂyllnummm

ﬂlﬁlllﬂtﬁ.bllrnmnlnlhhm ;4

NTER THE CYBER TROOPERS!

Just like an ordinary beat ‘em up, Virtual On has a selection of
fighters. Eight in all, known as the Cyber Troopers. Each of these
battle-armoured robots has a distinctive look, to the extent that

some are clearly marines or women! More importantly, each one

has a different gun and close-combat weapon, making their

fighting styles quite different. Also, each one os powered by a . 50

Sega Saturn. No joke, go into the arcade and look at the back - 4
of their heads. You'll see a Saturn with a disc spinning inside it!

IREERREERy

VIRTUAL
ON AND ON

With development well under way, we're
expecting to see much more on this game.
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ake no mistake - Daytona USA on
Saturn was brilliant. Sure it fell
short of the coin-op, but the coin-

 SATURN PREDECESSOR
AVAILABLE

= NO OTHER VERSIONS
PLANNED

« STORAGE 1 CD

« RELEASED BY - SEGA
TEL: 0181 996 4620

It’s been a rumour for nearly a year, but
now a remix version of Daytonais finally

op is still an incredible technical achieve-
ment. And the Saturn version managed to
include all its features. It may have had
dreadful clipping and a visibly low frame
rate, but the atmosphere and gameplay
was superb. Even now we still argue the

merits of the game scoring a High Five.
Nonetheless, fans have been baying for
an improved version. Not because they
want to see an excellent-looking racing
game on Saturn - Sega Rally filled that

gap - but because they want to see an
excellent looking Daytona. It deserves
better and we know the Saturn CAN
do it. And now Sega have taken up

the challenge with Daytona USA:

Circuit Edition!

asessSSSSSESEFEEBRRARBEEE

THE TEAM BEHIND THE GAME!

Game engine that is. Rather than using
AMZ2's original Saturn engine, the CS Team
are building the game up again from
scratch. The original Daytona was the last
AM2 Saturn game to be made before they
employed the help of their custom-built
graphics library. As such, overhauling the

code would probably be more complicated
than reprogramming it. Currently the game
is at a very early stage, with the shapes
and textures dropped in. Far too early to
comment on what the eventual frame rate
and pop-up distance will be.

One thing though - it IS full-screen!

coming to Saturn!

~Circuit Edition- u s A

AN ARCADE PERFECT CONVERSION?

No way! Whether the Saturn could ever handle a full conver-
sion of Daytona isn't obvious yet, but that's not what we re
talking about. The fact is, Daytona CE is far more than just a
straight conversion of the coin-op — it's a expansion of the
whole game. New features, new tracks, new presentation. So
if you're a die-hard fan of the arcade’s front-end track and
transmission select screens, you'd better face it — they ain't
gonna be there. It's all new!
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ALL-NEW MUSIC!

Those crazy karaoke-style tunes in the original game
didn't go down too well over here. Even though they
were special remixes by B-Univ, Sega Japan’s in-house
band (who also did Virtua Fighters music). Anyway,
bowing to popular demand, the CS Team have commis-
sioned new music for the game, some of which is
being done in Britain! Sega Europe musician, Richard
Jacques, has remixed all the tunes in a far more
appealing house style. At present we know two of the
tunes are definitely going to be used. The rest are sup-
posedly guitar-rock numbers being composed in Japan.
Incidently, Richard is also working on the tunes for the
new Saturn Sonic game. We've heard them too. Think
Sonic CD. Excellent stuff!

ﬂl
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| ALL-NEW MOTORS!

ST Oy

@ And here it is in actlnn. Ilun't fret, tha
original High-Class 41 will be there too!

@ Tha all-new Hornet car. A totally differ-
ent body shell to the original Gallop car.
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@ A close-up of the bonnet, with the all-
new variation of the Hornet logo.

& Battle-damage is still in there. Look at
the state of the bonnet. It's new as well!

YOU GET MORE ROAD!

The three arcade tracks are already in there,
albeit in a form not much better than before (at
the moment). Two new tracks are also definite-
ly set to be included — National Park Speedway
and Desert City. Both are graded at different
difficulty settings, with National Park fitting

0 Tha np-nnlng plt-lann
Looks a tad like Manx TT.

i

& Among the wood'y sur-
round, there’'s a fun fair.

between the original Beginner (777 Speedway)
and Medium course (Dinosaur Canyon), with
Desert City slotting in before the final Expert
course (Seaside Street Galaxy). Only National
Park Speedway has been revealed so far, and
here it is!

@ A cliff wall. Reminiscent
of 777 Speedway.
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& Racing toward the most famous
part of the game - The Sonic Wall.
All the original tracks and their fea-
tures are still in there. So there’s no
need to fret about those.

@ The game is also going to use the
NIiGHTS analogue pad. So expect
handling even closer to the coin-op.
Should be better with the Arcade
Racer steering wheel too!

NEXT MONTH,...
FINAL LAP!
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Calfing all cars! We have reports of Virtua
(op sequel in progress in the Sega Saturn
e district. Request immediate rescronse from

e officers Rage and Smarty. Consider this a
wmm we last looked at Virtua shoot-out S‘ituat'io ’“'; :

Cop 2 (in CVG #177, cop-fans) it ’ﬁ.\- X
was only an E3 demo of the first " S AR >
half of level one. However, with the game - : s ) (\
currently set for a November release (and o s -:sf‘ ¥ €
INW amazingly that includes the UK release : - ‘ \ - \\""
88\ too!), development has come on leaps N

& and bounds. The latest playable code
&y to come our way features the first

W and second levels in near completed

' form. And now the sheer scale of this
conversion is apparent. Virtua Cop 2
features massive sprawling 3D environ-
ments and, true to form, AM2 have
crammed as much of the coin-op’s detail
as possible onto the Saturn. From the
look of things that means near enough
everything! Saturn Virtua Cop 2 is gonna
be awesome!
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EVL ENVIRONMENTS
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| - Just to show how close the Saturn reconstruction of
|:' these Virtua City crimes is, here’'s a scenic run
m through the events so far!
—
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@ The level opens with & Exploding display
a terrorist hold-up of a cabinets and swinging
large jewellery store! chandeliers? CHECK!
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& Tyres burst, windows & Major pile-up situation <& Mop up the EVL scum |
shatter, cars flip over. as the fugitives plough as they flee from the |
into a line of police cars. wreckage! z

T I E R R R EE R EEEEEYE

FREE FLAY
FREE PLAY

[ AR R RN NN NENENNERND®SEHSSH;NHNHN.]

@ The gangsters make a break for it. @ This bit is like a shooting gallery as & On the move again, as the terrorists
Follow that Virtua Coffee van! . the gangsters pop into view. escape in armoured trucks.

CHIE A gan s rely S AR S b o THEE THES SRR DR Nt TUEE Y
vy vy vy vy vy L A 4 L A 4 e vy vy vy L A 4 vy vy vy vy vy




*'E ?"l"-n-:lnt

& The giant cruise liner @ A helicopter hovers & Shock troopers drop & The dockside building & Mass destruction as
has made it into the into view. Very impressive out of it, onto the ground! is full of scum. You can you send giant monitors
game. No problemo! indeed! blow the phones up too. crashing onto felons.
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In Virtua Cop 2, the second half of each stage splits into two paths. Different scenery, different baddies and different difficulty. Here's a brief look at
how it works on stage 2, as you board the cruise liner. Do you head up to the deck or rush the bridge. The choice is yours!
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© Heading through the bar, 0 The kltm are filled y & First you have to clear
~ you can blast the drums and with cans, bottles and even '3 \ the guest bedrooms of
- cymbals. cavorting terrorist scum.

\

=
<
N
<
| o=
o
Ve
s, |
o
™
]
| -
L
|
| e
-~
-

Pl ER LAY g Feay s e

l‘i... e 3
i

IR
. vd .1.Eilnit

-

-
e

’
=

| - - s | e
Po o, —

FPFHITATy = FEEE FLAY

& Depending which way you go, armed bikers
can blown away!

L

As with Virtua Cop, V Cop 2 has Juads crf scenery tn destroy In fact, innovations in the coin-op
sequel spawned new features in Saturn Virtua Cop. The swinging chandelier, for instance,
provided the inspiration for the moving crane hook in the first game’'s level one warehouse.
The pictures on these pages should give you some idea of how much damage you can cause.

NEXT MONTH...
ALL-POINTS BULLETIN!

(3 Holed up at a secret location, he fire rock-
ets, throw oil drums and even the Virtua
Coffees van at you!

\ 4 w v
©

v v'e vy @ One shot shatters this massive
glass sign. Smashing! (hehe)
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/ ‘jz Save your coinage Alpha 2 fans, because the
' ultimate 2D beat ‘em up experience is on its

way to a PlayStation and Saturn near you!

rF o -

treet Fighter 2. You either love it...
s or have no taste. The original

Street Fighter 2 was one of the
greatest advancements in videogame
history, and since then Capcom have
spent a not inconsiderable amount of
time (and sequels) honing the SF2 game
engine to absolute perfection. With
Street Fighter Alpha 2 Capcom have
achieved the very zenith of 2D fighting
games: gorgeous anime-style graphics,
amazing Q-Sound, and gameplay so deep
you could drown Zangief in it. Believe us
beat ‘em up fans - it doesn’t get any
better than this!

ALPHA 2 AT HOME!

If you're a regular reader of CVG,
you'll know that last month we pre-
viewed the PlayStation version of
Alpha 2, and discussed what new fea-
tures it provides over SFA. This month
the Saturn version takes centre
stage, and we let you know what you
can expect from BOTH home versions
of the best Street Fighter yet!

& Zangief Is even harder to use than

& Dhalsim is a tricky character to master,
but an effective on in the right hands Dhalsim. Better master those 360’s!

recave v CHARACTERS

VUrporic u-t.‘ﬁ‘}t_ ; ; .
a), L & Arcade Alpha 2 contained five new characters not seen in Street Fighter Alpha: Gen, Sakura, Rolento,
ot angief, an alsim. Plus there's original Alpha's three secret characters: M.Bison, Dan, an uma;
TRAINING MODE Z f, and Dhal Plus th | Alpha's th t characters: M.B D d Ak
SURYV IVAL MODE - all instantly selectable. Also, the Alpha version of Chun-Li and super secret boss character Shin Gouki
OPT | ON are in there. All of these characters have made it to the home versions. What's more, they've been
given added polish with each character possessing six different costume colours, depending on which
strength punch or kick you use to pick them (N.B. This is only in the training or Vs mode on PlayStation).
BACKUP h h or kick ick them (N.B. This is only in the traini Vv d PlayStation)

{LLUSTRAT {ONS

4+ PlayStation SFA2 may have a
hidden Survival Mode.

e . e X
1+ A couple of images from the & Gen is the master of & The only new warrior. She's
Hlustration library. Over 100 pics! Metro city. Yesterday. masters! He is kung-fu! picked up a lot of fans here.
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Again, both versions are nigh on identical to the coin
op, but here the PlayStation goes one further by
offering all-new, remixed background tunes played
directly from CD. The Saturn version, on the other
hand, offers the original tunes delivered by its inter:
nal sound chip, the result of which is that the Saturn
version sounds less clear than the PlayStation one.
However, play it through Q-Sound as you're meant to,
and the differences are far less noticeable.,

¥ IDADINGTIMIES &

his where the console conversions really suffer.
There's no getting around loading times on a CD
based machine, and thankfully the delay is way down
from the original Alpha. The PlayStation version loads
in about half the time of Alpha (thank goodness!),
while the Saturn version loads even quicker than

that! What's more, a handy shortcut menu for Versus
battles lessens the delay even more. And if you're
wondering how to pick the Secret characters from the
Vs menu, the answers lie with the Start button...

4 Reflections on the Saturn.

3K GRAPRICS Sk

The home versions of the original
Alpha were visually identical to the
coin-op. At first glance both the
Saturn and PlayStation versions of
Alpha 2 appear to be also. However,
in porting the game over from the
mighty CPS2 board to the humble
RAM-challenged home consoles,
some sacrifices had to be made.
This is particularly true of the
PlayStation version (it has slightly
less RAM than the Saturn) which
suffers noticeable animation cuts
when placed alongside the Saturn or
Arcade version.

For example Zangief on PlayStation
Alpha 2: He only throws his cape
off at the start of a fight, or opens
his mouth when left alone if you
play a Zangief Vs Zangief battle
(both versions feature an automatic
full-animation option for same
character battles!). On Saturn the %

BAMEPLAY

Once again Capcom have delivered the
goods. All of the play-mechanics that made
Alpha 2 such a brilliant arcade game are
here: Super Combos; Custom Combos; Alpha
Counters; special finishes. Even the endings
are all arcade-perfect! The CPU displays a
worrying lack of intelligence when dealing
with fireballs (even on the highest difficulty
setting) but this was also true of the arcade,
so no changes here. Otherwise, beating the
game on level 8 provides a real challenge for
even the most hardened SFAZ2 pro. And the
elght turbo settings mean Alpha 2 always
runs at the speed you want it to.

T e

@ Super 720 moves are tou

& The Custom Finishes are awesomel!
As Birdie discovers in the above pic!

el

& Each character has two A-Counters

4 i

D ... there's really not much @ ... between all three

to choose ...

IE—— -

colossal Russian does both these & PlayStation has the best

things even when fighting someone sound...
else. Also, some of the
PlayStation’s backgrounds have
received a slight animation
trimming. For example there are no
fighter reflections in the puddles on
Gen's stage, and on Ken's stage
Strider does not throw his teddy in
the air. And last but not least, the
PS intro is, horror of horrors,
full-screen FMV! Still, despite these

cuts, the overall effect of the e e
conversion is extremely accurate. & What's important is that...

Check out these shots...

@D ... all three versions ...

versions!

& ... and Arcade has t
graphics! Obviously.

& play identically! Excellent!
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In coin-op Alpha 2, if you could
score three final round perfects
before you reached your last
opponent, you would face off
against the most powerful
opponent in Street Fighter
history: the devil Shin Gouki.
This is also true of the home
versions, but guess
what — on Sony and
Sega you also _
get to play as D’
him! Shin :

Gouki moves

at twice the

speed of

Akuma, and

fires two air

fireballs 4. “
simultaneously. ‘-‘ 5
He can chain like

Alpha, has an

ultra-fast

teleport, and an

ultra-fast k
Instant Hellish

Death Strike

which covers the entire length

of the screen! We think he’'s a

bit TOO good, so don't use him
much. But there you go.

Ty,

ot
'

4 Shin Gouki is VERY hard.
Perhaps too hard.

GOUL | GO |

=

1+ You can get him in six
fruity flavours.

36 € SECRET CHARACTERS 46 K¢

When coin-op Alpha 2 was released in the States, Capcom of
America added three new hidden characters to satiate the
American public’'s need for secrets. Capcom of Japan had
nothing to do with these characters, and their official line was
that they would not appear in the Japanese home conversions.
However, due to Evil Ryu's immense popularity, a new coin-op
was released in Japan — Street Fighter Zero 2 Alpha — contain-
ing all these secrets and more. This is the version the Saturn
has received, although we're yet to find the hidden characters
in the PS version. Here's a rundown of each of the hidden
characters. If you want to find out how to access them, turn to

our Freeplay tips section NOW!

352 TURBG
CHUNLI

The main difference between
Alpha 2 Chun Li and Super Street
Fighter 2 Turbo Chun Li is her old
costume and her fireball motion.
In Alpha 2, the motion is a full
half circle, while with original Chun

Li it's a charge motion. This
enables her to be played entirely
as a charging character, like
Charlie. Some players find her
better that way.

& Charging Kikoken fireball
in the toilets ahoy!

of Tha

& Chun Li can actually put
her pose in a Custom Combo!

EVILRYU

When you defeat Akuma and
complete Alpha 2 with ordinary
Ryu, Akuma tells Ryu to search
for his true dark powers before
facing him again. Well, this is it!
Ryu converted to the dark side!
His Hurricane Kick juggles, he can
perform a Super Dragon Punch
(as well as his Super Fireball and
Hurricane Kick), and best of all,
he's got an Instant Hellish Death
Strike — performed in the same
way as Akuma! Awesome!

& Evil Ryu has a cool
“Firecracker” finish pose.

@ Evil Ryu has a Super
Dragon Punch! No Fair!

ORIGINAL ZANGIER

Beamed in from the original Street
Fighter 2! Original Zangief has no
Super Combo gauge and only two
moves: Spinning Clothes line and
Spinning Pile Driver! Oh, those
were the days. You may be won-
dering why on earth anyone would
pick him? Perhaps because he's
twice as tough as Alpha 2 Zangief
AND has a huge Pile Driver range.

& Go ‘Gief go! Go ‘Gief go!

ORIGINAL DRALSIM

Like Original Zangief, SF2 Dhalsim
only has two moves: Yoga Flame
and Yoga Fire (performed in the old
fashioned way!). However he's
tougher and easier, because you
don’t have to press towards an
opponent to use his stretchy limbs.

& Birdie spontaneously m;n-
busts! Sizzle! Crackle! Pop!




3K 3K 3K TRAINING MIODE K 3k 3K

Making a welcome return from Street Fighter Alpha, this allows players to

SURVIVAL MIODE

brush up on their moves and combos against a defenceless CPU opponent. So far we've only encountered this

Training Mode is especially handy in Alpha 2 because a) the chaining system mode on the Saturn version,

has changed so you've got to re-learn all your favourite combos, and b) build- though there is a gap in the PS

ing up the Super Combo gauge for custom combos is a drag. You can make menu, indicating that it may be

your opponent crouch, stand or jump, and once you've got the first hit in, the hidden. Survival Mode basically pits

CPU will attempt to block all successive hits, so you can work out useful you against every single other

combos for a Versus game. One nice feature we discovered on the Saturn Street Fighter in a one-on-eighteen < _
version is an unlimited custom combo, accessed by holding Start and the L battle to the death. You fight one PlayStation

button when selecting your character. Also try Start and R for an instant aut- round, and must try to work your & Fight all 18 characters in a
ofire option! It works in Arcade mode tool! way through as many opponents as row with one energy bar!
possible, ending in Akuma. At the

end of each fight, depending on

your score for that round, you get

some health back, but other than

that you have just ONE ENERGY

BAR to fight through the ENTIRE

Alpha 2 posse! This is the ultimate

challenge for Street Fighter gurus!

MNBMAL MATT

RECORDING MODE

LTy Aav

CHARACTER CHANGE

ATION  STAND  CROUCH Jur® Are you up for it?!
SPEED  NORMAL TURBO{wadURBOZ
GAUGE LEVEL] LEVEL? LEVELS P VAl MODTE
! o= AN AR | LS
@ You can even make your @ Practice those custom combos
opponent jump repeatedly! for maximum damage potential! vd DAN 1508200 16AB

r DAN 1997200 AL
PV 50000 13AB
ST 0000 17AB
LT 30000 16AB

R\

& With Shin Gouki survival
mode is easy peasy!

ADDED EXTRAS

Finally, the home versions of

Alpha 2 contain two added

‘extras’ to amuse you in

between scraps. The Saturn

has an lllustration mode,

containing 100 different pieces

of Street Fighter art, all lovingly

rendered in High Res, while the

PlayStation has another Game

Information demo. On the

original Alpha it was Biohazard (Resident Evil) and SF: The Movie. This
time it's Breath of Fire 3. Both extras are pretty cool, though it's
unlikely the Game Information option will make it into the UK version
of PlayStation Alpha. Not that it'll bother most of you, we imagine.
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™ First use the custom combo 1+ Then simply make sure your
cheat detailed in the text above. opponent never hits the ground!

@ Both PlayStation and Saturn have
instant original animation modes.

@ Evil Hyu s Firecracker.

NEXT MONIR

So now you know what to
expect from the home
versions of SFAZ2. Of

TR il il B OY D N

e W TR By

- &l | course, that doesn't
CAPCOM Ny -|| 3 answer the most important
by . 'estion - Is the game any
good?! For that you'll just
- | have to tune in next month
@ The Saturn has this mouth animation - ' for the full review. Or read
even when not in same character battles! this word: YES.
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ith a reputation for creating

most of the best coin-ops ever

made in the last 12 years, Sega
would have been fools not to consider
bringing their more legendary coin-ops to
the Saturn. And sure enough, a few
months back Space Harrier was released
in Japan. Soon to be followed by After
Burner and Out Run. For true fans of
Sega’s heritage, these titles are definite-
ly worth snapping up. For your average
gaming punter though, spending money
on one ancient game, no matter how
good it is, isn’t the most tempting notion.
Ah, but if all three games were on one
disc that would be another matter. And
that’s what Sega are doing here in the
UK! This is going to be a museum compi-
lation to rival even those of Namco!!

AFTERBURNER (1986)

The legendary aeriel shoot ‘em up! After Burner is
most memorable for being a completely insane expe
rience. Rocking hydraulic cabinet, juddering feedback
joystick and swarms of enemy fighters were the
ingredients. Even without the cabinet and stick it's
still Insane - as rockets, smoke trails and explosions
cloud the screen. Hit those After Burners, Tommy!
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T+ The MegaDrive version was good, the 32X
version was arcade-close. This is perfect!

SPACE HARRIER (1985)

The first of these compilation titles was also the first
coin-op to feature a hydraulic cabinet! Without its
famous interface, it's still a decent blaster. Hey, you
wouldn’t have the likes of Panzer Dragoon Zwei if it
wasn't for this game! Basically, you steer a man
around the screen, while he runs/ flies unrelentingly
forwards. Shoot everything in sight and face big
bosses at the end of each stage.
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Sega leap on the retro game bandwagon.

And about time too! Finally their golden
age coin-ops are coming to the Saturn.
On one disc!

EGA AGES

FROM THE CREATOR OF
VIRTUA FIGHTER 3!

Yes indeed. The original coin-op versions of
these games were made by none other than Yu
Suzuki, the man responsible for Virtua Racing,
Daytona and the Virtua Fighter series. Even
back then his titles were breakthroughs in 3D
gaming, utilising Sega’'s then-brand-new Super
Scaler sprite technology, which expanded the
scenery as it got closer. A technique that's
been replicated in a million games since!

OUTRUN (1987)

Forget Daytona, Ridge Racer and Sega Rally -
this IS the most famous driving game ever made.
Taking control of a Ferrari Testarossa, you race
along twisting highways, overtaking cars and trucks
while avoiding incoming traffic coming
the other way. Hazardous roadside
scenery made the whole thing a lot
trickier — the most memorable of which
was a series of rock arches that were
probably meant to be a tunnel. To date
there has NEVER been a decent home
conversion of Out Run, so this is
definitely the one to wait for.

& The original coin-op soundtracks

i Ey
e

are played straight of the CD.

HOL=150A0 NG ‘r:;.:_'i
- g e n e
HARRKINE

S B'A L E;

NEXT MONTH...

ARCADE PERFECT CONVERSIONS!

That's what Sega promise and from
what we've seen we believe them.
The games are being converted by
hardcore fans of the
; w originals who, Sega
| say, are sticklers
- for perfec-
E "'l tion. Jolly
-~




..and stinky by nature.
= Small on brains but big on
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el on anything that moves.

-

A

PO
€.
4r. ‘uch as 1l
- ;u.tusrrared, or
.;;}’;mprmte impression
venue, factory building or

"'} mppmg can carry a four
TRagl iUt

A melapast,se:mﬂr
2 ,.n.annl."u»*l::lrl'cj = pepcer con-

Y -*..:;}'dlvlSl .

1. '“"4#"' |

o
"".-r'l-.

Ay ¢
gt

- - an
o B
; e ﬂﬂﬂ e
- -_,‘ . gy

w1

/f 4

uite lmpty on ojs. * :
ost beautiful g mes we've g;_,
en... THE adventure aame of W

1 %‘ ] PC G'umer

lpuauiup iﬁ one of earth’s filthiest dumps. You've got to th-m rlinnr it using

i_rnthmi but trash, so they can return to their home planet for @ much nlrll:hd wash.
However, they're also being pursued by the insane Khan nil his gang of nllllﬁ*llp
: th{m who have a plan for total dump domination. It's tir i to get your hands mrl

' THE RUBBIS} GAMERTHA, !SNT S

CD ROM, MAC |
nd PLAYSTATION pmups MEDIA

i-?fﬂ-l-i



§

FIRST MAJOR RPG TO HIT THE UK PLAYSTATION ' .? E

= NO OTHER VERSIONS
AVAILABLE

= NO OTHER VERSIONS
PLANNED
- THSER - = * STORAGE 1 CD
o ' 3l AVED = PRICE £44.99

- | | - « RELEASED BY - KONAMI
PIEIYS[E][IDH . ’ B i - TEL: 01895 853 000

T

?
i
2
4
g
|}l

40 PR We know that some of you have been living

Lekraat © @ ® for this day — when the UK receives its

By o (s s S first quality RPG for the PlayStation. It’s
here: Konami’s Suikoden!

ou bought your PlayStation to

enjoy thrilling games that have a

long term challenge. No doubt you
want these games to look awesome too.
To labour the point just one step further,
you have every right to demand an incred-

ible CD soundtrack. Well, Konami’s
Suikoden delivers all this. Incredible to
think that some players still believe RPGs
to be boring. In fact there’s a case to
argue that the best RPGs are in every
way more impressive than most action
games out there. We fully expect
Suikoden to change a few opinions, and
reward discerning UK fans with a fantas-
tic new alternative to racing, fighting, and
shooting stuff. Hurray for Konami!

BLORIOUS

The PlayStation has enabled an absolutely gor- reflective floor surfaces in the palace, and the
geous world to take shape. While not so splendid beautific landscapes which surround the towns.
Squaresoft's Final Fantasy VI, which is still in As the adventure progresses, the locations
development, Suikoden's locations are exquisite become more exotic.

in detail. This is immediately apparent from the

RUNE SERVIGE

In addition to the 27 True Runes, there
are many lesser types which serve to
enhance weapons — or even people! These

are discovered while travelling, or found on
sale (for a price) at specialist shops.
Runes impart magical strength to anything
which is compatible.

& Every character has their @ Long distance journeys
reflection mirrored from the the hero’s home town. The are depicted in this style.
shiny palace floor. water looks almost real. Again the detail is very fine.

RENSO LORE

Just to lure you in with some fairly awesome plot details: The story con-
cerns itself with the existence of 27 powerful magic artifacts known as the
True Runes. Very early on in the adventure the hero is burdened with the
task of guarding one such article from falling into the possession of a
witch. This rune, called the Cursed Rune, or “Soul Eater”, creates terrible
magic - fatal to innocent users. Unbeknown to the hero, one of his closest
friends (Ted) is 300 years old (!) and has been hiding the gem from this
witch for most of his life. A dramatic confrontation with the court magician
reveals the witch’s identity, which Ted barely survives.

b o hih - : : : 2 - e = B - < =
@ Court magician “Windy” feels @ Ted entrusts the main charac- & The character Pahn uses his Boar Rune to perform Street
the wrath of the Soul Eater, one ter (you!) with the safeguard of Fighter-style combos on the enemy. PAFF! PAFF! POW! SMACK!
of the True Runes. this mighty weapon.
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@ This old lady hangs - @ The more money you @ It’s possible to regularly @ ...making an entry in & ...or locating one of

around, challenging people bet, the bigger the save your position in the your diary (only when these crystal balls, which
to gamble their ‘bits’. reward, and the faster game, either by staying at back home at the hero’s usually crop up before a
the cups move. an inn... residence)... major battle.

FFR AR EEFR N E R EE R EE R R R E RS AR R E SRR E R R FE R R EEEW

: PARTY O

; As many as 108 unique characters may join to help
~ McDol Jr. fight the good fight. By establishing a Rebel
Base, any interested parties can hang out until called
_into action. This also leads to the employment of court
~ jesters to keep the troops entertained (otherwise they
. might not fight so well), and quartermasters who run the
- supplies more efficiently — meaning you can keep more @ These poor fellers were @ Turns out there has @ Rescuing them makes
- food and weaponry in reserve. The travelling party originally beaten sense- been a mistake - they're you a friend of thieves,
- amounts to no more than six, and it is these people who | less by the hero’'s team, on your side after all. turning the whole empire
are arranged into an effective battle formation. under orders. Fight on! against you!

DRAMATIC BATTLE

Fights are relatively few at the beginning, compared to the popular Super NES RPGs, but when they happen it's pretty
spectacular! Later on these events are much more commonplace. You will fear for your life, don’t worry about that!

O Select Free Will from & You can also Unite a @ Sometimes the view @ Fighters in the second

the Fight menu and the couple of characters to changes to an extreme row require long ranged  your character has a lit-
party chooses the best double the effectiveness close-up to see the weapons to attack, such tle demon above his
attack. of one strike. attack hit home! as spears. head.

@ Ted surprises all & A dark magic & Awesome spe- & The Queen is
by summoning the begins to envelop cial effects depict sucked into a vor-
Cursed Rune’s the Queen Ant! She the apocalyptic tex, as he screen
power. See the sym- is powerless effects of the bleaches out to
bol above his head. against it! Cursed Rune. nothing.
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_ Special effects like this
g b %) are only the beginning.

: NEXT MONTH... EPICT
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@ Some Runes are limited in use, like @ After these kind of attacks the user is
these fire arrows, which are powerful left unbalanced, meaning they can only
enough to torch an entire group. defend on the next turn.
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=< | Recall the impact Earthworm Jim made on
' ), the 16-bit systems. Well, Shiny
i Entertainment are prepared to go 20

brand new 3D platform "p

Jfﬂr
MREY times better with their 32-bit debut!
game is underway at ¢ ’
( VST

which introduces the concept ﬁ %"
\

will incorporate over 60, 000 . ¥ )
hand drawn animations to " /
bring its characters to life
(Earthworm Jim uses around
3000). Once again it’s all due
to this inventive team’s dedi-
cation to producing revolu-
tionary graphics engines.
Come April '97, the Saturn
and PlayStation may
never have had it so
good. All that has been
revealed so far is a tanta-
lising video, shown behind
the scenes at ECTS, and
the screenshots we are
about to explain here. Take
your time reading this page,
as the concept is amazing.

EsssEsEESEEREREREERER R AT R AR E R R AT AR

F R =
of “Living Environments” , and 4" 4 |
/

—"'-.!,

¥ Wex

A teenage super herg, armed with a telesecopic staff and 'The Rig'. Wex's

staff is adapted for use as a pole vault across wide crevices, and as a mar-
tial arts weapon: But it is The Rigwhich Shinysare most proud of,\using power
beams/to/all manner of crazy effects: hooking enemies off their feet, and flinging
them around;-or-unieashing the ‘multiple torpedo blast’, which fires three light- |
ning bolts which " home mn-on the enemy. By the way, Wex doesn’t carry this-thing
around — The Rig is like a living thing which has wound itself aroundWex's bady
B |ike a Boa Constrictor. Strictly speaking The Rig isn't a gun, which is<intended to
B keep concerned parents happy!

Wex's World

Shiny boast that the 3D world they have created Is a
“living environment”, by which they mean Wex can
interact with it. This feature is intended to be so
intense that it will feel as though Wex exists within
it. Reads like a load of hokum, but Shiny aren’t in
the habit of letting people down. In any case, the

3UT Shiny believe that what they have cre- ;_ » nine worlds should look incredible since they are all
is superior to dario 64, and NiGHTS for - - ' light sourced, and carefully depth cued (no clipping)
)l BT Ty e b L S TRl R - L, e I & to convey as much realism as is 32-bit possible.

THE MOST ANIMATED GAME EVERI!!

& Wonder what this place will
turn out to be?

WEX YOUR APPETITE

We only saw a five minute sequence at ECTS, in which Wex battled a giant lava beast, dodging
i fireysrain. It looked like a brilliant cartoon, we can only hope that the interactive elementiis as
| good. The tape also gave us a brief glimpse of “supreme baddie” Karn — a dark, sinisteriface
] WHIC OCCUpIES ceiling Space of two Soccer pitches in size, overlooking @ holographic mapy
ST TR R SN e T N SR B e N N Ve 1 Creative Director Kevin Munroe told CVG that he wanted the last boss to be scary! Other, similarly
S mindblowing events are scheduled to include Filbert — an 8’ 500Ib frog with an electric_tofgue!

NEXT MONTH...
FAR, FAR AWAY...

k “3Y J"H & Whatever they're eating at Shiny

g . B probably has too many additives!



MAMBE

The 3-D Rotatable Deathmatch

i ¥
Pty el gl ot
L

by
W

S Ry e
S
T e
b

-

48
F

1 -0 potarcghs cpzg=es A variety of obstacles such as spikes- Intense multi-player mode with up to
Al i-glayne aecion creougyEge trap doors. lava pits. and other deadly four competitors. solo against computer
U pjeimeilziyon Sty rruun surprises make each chamber unique opponentss or solo against the clock

=}
SEGA SATLURM PhayStation PC EHDH
a | 301

emarks of Sony Computer EH1 tair IT*E I‘H‘ -:;,-. a and Stzg-:.\_“‘. nare t 1“*r‘° K ,' ‘:EGA ENTERPRISES. E

i -l o o o ] N e o mh ™l wens b o ok ol ol et L Ko o I T, R e - = - i ikl i R

Play=iation and the PlayStation log
Rl Ll aes [ -



« ND OTHER VERSIONS

1007 ‘EM UP 'ﬂ"r ENT. -ﬂiﬂ?ﬁmuvznsmn

PLANNED
« STORAGE 1 CD

w » RELEASED BY - INTERPLAY

TEL: 01628 423 G666

PRSP A STV T 7 T hm T, T L T R L ale T

If you think Earthworm Jim sums up Shiny
>3\ fi~ Entertainment, prepare to be shocked to
O SN the core with their first PC title. They

Q & just redefined the whole 3D
nd here we were, thinking - = .
Athat the environments offered W ShOOt'I ng th'l ng 'ﬁ'om the
~ by Quake and Duke Nukem were

&, ground uplll

the closest we could get to a virtual reali-
ty. Recently we have discovered an
amazing new approach: MDK, >
from the genius team at Shiny
Entertainment. Nobody is
quite sure what MDK
stands for just yet, but
Murder Death Kill is the
most appropriate we’'ve
heard so far.
—s We asked David £ 4

wm=== Perry to help explain

-

a mobile sniper post while being carried to another part
of the area. This freedom also extends to the enemies
faced, as they continue about their daily business, as
opposed to just hanging around waiting to shoot some-
thing. Not everything is out to Kill, but it can be provoked!

==al the unique gameplay
=."I of his team’s latest
=2 project, so this feature is the
wm=s  result of his kind assistance and
=y= our best attempt at conveying the
== excitement of MDK. All captions are by
5 DP himself.
=2 N— \
pms el o ‘
| W] A brilliant new 3D engine has been created to enable the |
E hero — named Kurt — to have complete freedom of move-
ment through eight alien worlds. Most of the time Kurt is
=) Vviewed from a third-person perspective, intended to keep
z players aware qf hiﬁ_ complex surrnundings: From here ‘ _
you can appreciate it better when he cheekily hops onto
the back of an enemy aircraft as it flies by, and uses it as _

@ “Kurt takes a ride on an enemy's space chariot. The enemies had better watch
their heads!” - a feature Shiny don’t expect most players to work out at first. Oops.

& Kurt stumbles across a grunt heading & “Notice the bullet heading for the ship
for his space craft. One of the many dif- in the top left window.”

Here's Kurt as the player usually sees him. Motion ferences in MDK is that the enemies are

capture will be used to enhance the realism. just going about their daily duties and not

just waiting for you around the corner.
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The new engine also enables the creation of
wide open spaces, with a natural field of
vision. Typically meaning that any object
which passes through the line of sight can
be observed from any distance, at an insane
level of detail — with no pixelisation, or loss
of speed. Shiny have named this technology
‘ZOOMVIEW™', To give you an example,
there is a situation where observation posts

2 “Shows the amount of colour that MDK
can handle... running in high resolution.”

[3101]

)

a mile away are occupied by armed guards.
From within Kurt’'s helmet, it is possible to
focus in on them to stare them right in the
eye — though they have no idea that they are
pbeing watched. This has a subliminal, unset-
tling effect too, as Kurt chancing a dash
across an open space in the hope of not
being seen is just pure tension!

S M

—- - _
. ~
g %
> "1"1 ,.

1
-

P,
.,

'
[
R e T e T e _L

& “You have been spotted. Three enemy
sentry fighters are here to greet you.”

PHEGIIDN

Such attention to detail in a game is

admirable, but it is the means to an even more
incredible end. The facility to zoom in on an
enemy Is not just for examination purposes —
in MDK the collision points mapped onto every
object adhere to real-world expectations too.
Instead of a bunch of clumsy blocks to register

@ “Inside Kurt's helmet. Cameras attached
to the bullets show their progress.”

NG @DERIEIR TN

AW &Pl BATIO
It's safe to assume that, by
the time MDK is launched
this Christmas, the most
common form of PC in the
home will have a Pentium
processor. In which
case, EVERYONE will be
able to play MDK as it
was intended. But
there's news just in
of something which
may interest even more
of you reading this...

@ “Kurt’s suit has built in
chute ribbons to break his
fall.” This looks really cool!

& “Soon they will discover
that hiding behind glass
was a tactical error.”

hits, whereby a shot which goes slightly wide
might still score, the surface of any object in
MDK is mapped out in detail. Meaning that
shots can be so precise as to pass right
through the gap beneath the arm, or pierce an
eyeball, from up to a mile away!

@ “You can see him, but you're so far
away he can’t see you.”

D0 S

A PlayStation version of MDK has been
confirmed, to be handled by an out-
ide development.
Incredible considering

that the game benefits from a
decent hard disk, and thus no

pauses for loading time.

However we are assured
that Shiny wouldn’t allow
 any conversion to compro-
mise the quality of this
game. If Shiny okayed it, we
can expect great things.

& “Back by popular
demand, the famous
Earthworm Jim cow.”

& You can see from this wireframe sentry how
the collision points are so accurately mapped. You
could fire a bullet through the gap on its hips If
you wanted. But the idea is to get him in the eye!

 FEEE B R RN NN E R E RN NN NN RN NN NN NN NN R N R R R RN NN NN NN NN NN NN

An insane level of fidelity is used to
describe every aspect of the game; from
the inside of Kurt’s helmet, to this weird
lizard guy. The ZOOMVIEW™ technology
makes the transition from distant to close
in without a shudder, or loss of speed. And
you can see the quality of detail and
colour.

NEXT MONTH... MORE
DAPPER KOVERAGE!
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Chances are, not many of you will have played Star
Gladiators. Its only just come out in the arcades
and already Capcom are putting the finishing
touches to an arcade-perfect conversion! :

he PlayStation is rapidly shaping up to
become THE platform to own for 3D
polygon based fighting games.
Toshinden, Tekken, Tobal No.1 and in the
not to distant future: Kumite, Bushido
Blade and Street Fighter 3D (Gaiden). But
u: before then there’s Star Gladiators,
Capcom'’s first outing into the worid of 3D
beat ‘em ups. Coded for the arcades on
System 11 architecture, Star Gladiators
makes use of some of the most impressive
lighting effects and detailed backdrops
you’'ve ever seen! If you thought Tekken 2
looked good, you ain’t seen nothing yet!

& June wraps her legs around her oppo-
nents neck... then snaps their neck!

& The lighting effects and transparencies
are in a class of their own.

PLASMA COMBOSI

To go with the innovative control system, Capcom

i 3k 3k FINAL PLASMA ATIACK] 3k 3 3k

From the tree you can work out which combinations of moves can be strung together and which

CAPCOM’S FIRST 3D FIGHTING GAME!

have also Iintroduced a completely new concept in
combination attacks. Honestly! Its called the Plasma
combination system and here's how it works:

Each character belongs to one of three different com-

bination ‘groups’: A-Type, B-Type or K-Type. These
groups are represented by a chain ‘tree’ as shown
below. Each combination group has a different set of
predetermined attacks that can be strung together
without stopping, as shown in the tree. For instance,
Hayato belongs to the A-Type Plasma Combo group,
so could string together three kicks (K, K, K) or four
A attacks (A, A, A, A) but NOT three B attacks. By
looking at the tree and following the arrows you can
work out which combination of button presses will
work, and which won't. Got it? Good.

can't. Obviously, the longer the combo, the greater the damage inflicted, so you’'ll want to be
perfecting those 5 hit combos (the maximum number) that go all the way to the end of the
chain. A working 5-hit combo for Hayato, for instance, would be BEABBA or AAAKK.

Now, you'll notice that by certain final hits on the chain chart there are numbers. These numbers
refer to specific characters, and if those specific characters use a chain combo that FINISHES
with that attack (the one indicated by the number), it will be a Plasma strike! If a Plasma strike
makes contact with your opponent it will stun them, and then by inputting a simple D-pad
command (say up and A) your character will perform his/her FINAL ATTACK! These are awesome
special moves that utilise dramatic camera angles, and must be seen to be believed! Confused?
Don’t worry, here's a run through of Hayato's Plasma combo and Final to clear things up!

.:-'{ i
N e |

& Hayato performs his Plasma chain combo (1). ﬁftar the last ‘plasma'- hit in the
chain (2), Rimgall is stunned (3). Press Up and A to initiate Hayato’s final attack.

& Rimgall |I Iﬁlpla as @ unly tﬁ smash down . & Rimgall's outta here!
Hayato leaps into the air.. with an unblockable blow! Splendiferous!




THe STAR GeADIATORS

HAYATO KANZAKI

Born in Japan, Hayato is a bounty
hunter hired to fight against the
evil Empire. He carries a Plasma
sword that can be doubled in size
by simply tapping down three
times, and has an incredible
Plasma Final where he leaps
through the air and cuts down on
his hapless foe shouting ‘See Yal'.

GAMOF GOHGRY

A Guardian of the woods, Gamof
was born and raised on the
planet of Derosa. Despite
Gamof’'s big club (which he uses
to bat opponents around the
ring), he specialises in throws,
and is notable for having one of
the most spectacular Plasma
Final’s in the game.

SATURN DYER

Saturn is a street performer with
a 500 1Q, though he uses those
deadly yo yo’'s for much more
than entertainment. Look out for
his ‘walking the dog’ move where
he cuts up through his oppo-
nents body Octopussy style!

JUNE LIN MILLIAM

Apparently June is an abandoned
English girl, though she looks a
bit Eastern to us. She specialis-
es in leg attacks and uses her
hoop to good effect too. Watch
out for her Plasma Final, where
she raps her legs around the
unfortunate recipients heads,
before snapping their neck!

¥ LET'S GET HORIZONTAL

Rather than just opt for the same old two punches and Kicks routine,
Capcom have crafted an innovative new control system designed to fit
the 3D gameplay of Star Gladiators. Your two main attacks are the hori-
zontal strike and vertical strike, each using your character's weapon to

attack at a different height zone of your opponent’s body. The third ‘kick’

button is used for a quick weapon free attack that's useful for starting a
combo or countering an opponents slower moves.

% THEFOURTH EMPRE ¢ [R5

GORE GAJAH

Gore is a wizard turned bad,
who compensates for his
weak physical stature by
enlarging himself to a 50
times his normal size! He has
a range of alien bubble
attacks, and an excellent
foot stomp for when he’s
giant! It hardly seems fair!

RIMGAL

A dinosaur hybrid who fights
with a giant skull club. Rimgal
can breathe fire, and
specialises in Lei Wulong style
‘lying on the ground’ attacks.
His Plasma Final sees him
taking huge bites of his oppo-
nents ending up with a painful
between the legs chomp!

FRANCO GERELT

A dandy Spanish cosmic
matador who utilises a
fencing rapier to deadly
effect. Most of his attacks
are based around fencing
moves, particularly his
Plasma Final in which he
slices opponents before hurl-
ing them in the air, only to
land right on his blade!

ZELKIN FISKEKROGEN

Zelkin is an arrogant bird-
man who is remarkable
among the Star Gladiators for
being able to fly. He has a
brilliant range of aerial
attacks, including a spinning
pile driver type throw where
he lifts his opponents high up
into the air before dumping
them on their necks.

VECTOR PX-02C

A weapon of destruction
created by the Fourth Empire,
Vector is slow moving
mechanical behemoth with a
large range of projectile
attacks. He may be cumber-
some, but in the right hands
he’s lethal. Vector also has a
cool Plasma Final where his
hand turns into a giant
comedy hammer which
squashes his opponent.

@ Capcom have spent a lot of
time on June’s, er, derriere.

A W W
S,

@ Gore gets B.1.G.! Giant Gore
battles are excellent!

NEXT MONTH... OUCH!

We should have a reviewable copy of Star
Gladiator with us for next issue, but
believe us when we say this is shaping up
to be something REALLY special. Can
Capcom do for 3D fighters with Star
Gladiator what they did for 2D fighters
with SF2? Stay tuned.

oy Station
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Board games on PC seem fike a crazy idea.
S5l That's until you see what Hasbro have done

with two of their classic titles.

t long last a major games company has had the good sense to
Aidantify the essence of a great board game, and look at a way

of expanding the idea for the video game platforms. Games
like Risk and Battleship have
been provisionally ‘playtested’
by millions since their introduc-
tion many years ago. What'’s
needed now is to expand on
their appeal by introducing situa-
tions that only computers are
capable of. Talented design team
NMS (Tilt) have been hard at
work updating Hasbro’s flagship

titles for the PC, and soon to be
Saturn and PlayStation.

Surely one of the most basic of pencil and paper games next to noug s ~
“The classic game of strategy and world domination for two to six players”. and crosses. It translates into a pretty basic board game too, where
As the PC gaming world continues to admire Command and Conquer, players take turns calling out co-ordinates in the hope of nailing an e

Hasbro have something of an interesting alternative with computer Risk. opponent's little fleet. Everyone knows Battleship. But not, we assure
How this classic board game looks in your imagination as you play is most you, quite like this... :
likely to correspond with how PC Risk looks on screen.

We're assuming most people reading this have played Risk. But for | - . | | COMPUTER | A
those who haven't, the simple premise is this: each player represents . = EN'-‘ANC. ?

the general of a continent, whose role it is to utilise cunning military

strategies to.conquer other territories while fulfiling the an objective  ~' Y | PR, - 2 BAI I I ESHIP # 3
stated on his Mission Card. First person to do this wins. L T p S ;

An astounding graphical and so
event,plusafmtastlcmmm
designedtniureplayemintntm
depths of one amazing adaptatiol y
-U!ﬂmaﬁeﬂatﬂeshiplslookjrg _ j-
awesome! The 10 x 10 grid, bas
version of Battleship is tnclm 4
for the heck of it, hl.rttherealdaﬂ

is 64 times bigger and oomplax
Instead of one fleet, players are ir

> | s 5 mmmandnfmany.whichcmh& |
&> Aim to take conquer as & Assign different garrisons S wewe:dfrmhmydistarmw:sm
much territory as possible. to carry out specialist attacks. angle. Tngetabea'ingnntl'la

enemy's position, reconnaiss

OMP E E aircraft can be launched, sandne
COMPUTER ENHANCED RISK vack raar scans of he et
area. Yes, aircraft carriers may
In a computer environment weather conditions can be simulated which launch aerial attacks, and there
affect the performance of troops. There is also terrain to consider, in the SRS e are land based artillery units too.

form of fortifications and cities. Disease might cause problems too since Every event which transpires is
Hasbro have introduced Pestilence into the proceedings. And all of the you plan strategies on the grid. depicted as an impressive CG =~
battle scenes — cannons firing, cavalry charging, and so on — are depict- sequence, all of which are relevant to the game. For example it helps to
ed as high resolution, motion-capture sequences for each player. You know that your base is under fire, right! Similarly there is time to breath a '-';”.E
may even find yourself being offered advice from Napoleon himself. sigh of relief when your squadron of jets make a safe landing. All this in reﬂ
Excellent! This all makes for a _time, and against up to three internet or local networked players! .
promising one-player game,
but a ‘slave’ disc will allow
one copy of the game to sup-

port an eight-player Local Area L | : /3 BOARD OF EXAMIN AT'ON
Network game. Plus Hasbro L X g .

are negotiating deals with it | haiad K\ L SRS Ball T No doubt you're feeling pretty sceptical about these games. We were too.
major internet providers to | . , 1 ' But you have to see them in action to appreciate how - for the first time

allow for full-on ‘Cyber Risk'. | Y Ny I — recognised classic games have been given new life through the comput-
We think this title, especially, — SSEEEES P -_—, er. The guys at Hasbro have a very big clue what they're about, and

is going to be really hot this T rhns appear very excited about these two games. We think you should be too.

coming Christmas! R . : Reviews next issue.

®




NOILYLSAY1d 40
4IM0d 3H1
1IVINILSIYIANN
10N 00

uonelsAeld
=]
-

f
\“.EE |
| |

398VH3 |

=

e
u
A £

g !
4wk

g0 (S)I12NH3A |
|

|
- syavniavel |

e 2

i Ul

- ~Wmﬁt‘ww1# =
Aar=

L

¥isiat

450S 40 STVLIT |
- . ™y |
_
JAILON LNIEVAAY |
IALLOW LN _

i

i AT T

i
INID 40 IdML |

4

y - 0% 8

P N SR S
§ o
e a ¥
L




* SATUKN VERSION

AVAILABLE

« NID DTHER VERSIONS
PLANNED

« STORAGE - 1CD

*» RELEASE- NOVEMBER
» PUBLISHED BY JVC
TEL: 0171 240 3121

VR IR R S L AR T T Y, T T T e e e S N e IR T L T R e L R - L B, e i oy o ST, T

We've seen every type of martial arts

| immortalised in a video game. Now, for the

— ﬁrst_ time in the UK, boxing makes a dra-
T k2 - :Iw-l‘%d matic appearance.

VICTORY BOXING:[EE

ow! We thought this game looked great on the Saturn, look
what JVC have done with the PlayStation! it has been
approximately a year since Victory Boxing received a pat on
the back from CVG. Natural control and a vast library of techniques
for each fighter, plus the way that training noticeably improves per-
formance, help rank Victory Boxing as a prize fighter. One year later
and JVC have a PlayStation version which doesn’t just look superior,
but weighs in lean and mean with a host of new features.

L L A B N A NN NN RN ENENEEEEEE NN NN NN N NN N N N N NN NN NN

FLOAT LIKE A BUTTERFLY STUFF OF LEGENDS

':_ -

By

. rimmgig

Unlike the Saturn game, all fighters in the Producer’s Cut are motion By developing your fighter's
captured. This has allowed the development team to concentrate on prowess, and becoming perfect
authenticity of movement, to such a degree that a novice fighter looks ly in tune with his/ her unigue
awkward compared to the fluidity of a champion. Their build also affects skills, there is an opportunity to
their style, so Heavy weights are distinct from Bantam weights in style become a boxing legend. You

as well as size. might expect that the game is

s Ty over once the Championship
Belt is won, but that’s not how
it is in real life. So JVC leave the
game open so that past foes,
and even newcomers, are
always challenging for the belt.
Another way to become a legend
is to rise to glory in an unprece-
dented short time.

JII'Hf:m
H—HAND '—n /-
L b ey Y M
¥ a1—EA s A9y —=

| -
g Sl |
& |-I |-.-.'-l|'-|| it i
fU |

A high degree of control is given to
the boxers, with every button on
the PS controller used to keep play-
ers in touch with the action.

Shoulder butto sed in con-
junction with t action but-
' i . tons to perfor cuts, body
HEAVY=22 k . e blows, jabs — the full range.
;E:f,i:n ffgff "t rrer Defence is just as important of
L GYM = course, and fighters may duck and
INY ARRE S ¥ - e — weave around as well as just block-
o 1 ' Ry | ing punches.

& Rising uppercut to the chin!

BUDDY THIS IS YOUR CHANCGE!

When big fights are staged boxers are carefully matched to ensure a fair fight. This is the job of the promoter,
who, knowing his champion well, studies the field to make a matchmaking decision. A confident fighter may wish

to challenge somebody regarded as way superior, in order to scale the ranks quicker — become a legend. Or he/
she may wish to take on a couple of fights just for experience. Just like real life, your promoter provides back- oew

ground on each fighter so that you can prepare in the gym. TH[ BIG FIG”TI
.

T T L

Daily P LACEBO i,

@ Quick knockdowns @ So might performing & Prince Naseem is
boxer’'s face fits here. could make you a legend. backflips when you win. known for his taunts.
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- P N “Corridor” game fans are currently looking
e - forward to Dark Forces on the PlayStation
but this could well steal its limelight!

oom may be one of the greatest

games ever, but the actual game

engine of it all is very dated these
days. In case you’ve never noticed while
busy blowing away imps, you never get
one floor above another, you never get
sloping floors or walls, and you could
never jump. Thankfully, Disruptor is well
up-to-date, featuring all of these things!
And if you’re wondering how the game
came to be almost finished before we
told you anything about it, it’s because
we didn’t know anything about it either!

BANG BANG, YOU'RE DEAD!

As you'd expect from a first-person n ﬂ MOODY MU%' ﬂ ﬂ
perspective “corridor” game, you start

off armed with just a small single-firing One of the things we noticed most when playing Disruptor is the
pistol (or an 18mm Semi as it's known music. It plays away quietly in the background, adding atmos-

In Disruptor). But before long, plenty phere, then suddenly becomes really fast-paced and threatening
more futuristic weapons become as you get into trouble! This technique is used in games like Magic
available. Here are the one’'s you'll Carpet and Dark Forces already, and Disruptor proves exactly how
come across in the first five practice effective it can be in increasing the movie-like feel of a game.
levels. Later on you'll get smart bombs,

multiple lasers and giant plasma guns!

LOCKON CANNON

The standard slow-firing, weak This is just like the standard 18mm Fires slow-moving explosives at any
pistol which you start with. Once  Semi, even down to using the same targets in front of you. The bombs
bigger weapons are collected, you'llammo, only it fires more than twice as take time to go off, but point it at
never need to use it again, unless quickly, making it very useful for taking something you don’t want to be in
you become desperately low on the early baddies down. Thing is, it front of you, and press the fire
ammunition, cuts right through ammo supplies. button to remove it forever!
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AM BLASTER

When you see this, you know you're While it looks really powerful, it A useful weapon this, as it can be
in trouble! It means that you're doesn’t do as much damage to fired one barrel at a time, or
completely out of ammunition and  the bigger enemies as we'd like! charged to fire an extra-powerful
you now need to get through the It's slow to recharge after each shot! Not particularly quick, but
levels by bashing baddies on the shot is fired, but is very handy for fairly powerful, making it one of
head with this stick! Just run away taking out long-range enemies our favourite choices. It's like

and get some more ammo! who can’t hit back! Doom’s shotgun, you see.

SET PHASERS TO STUN!

It looks pretty promising, doesn't it?
There's not long to go before
Disruptor is completely finished, and
as soon as it is, we'll be reviewing
it, as you'd expect,
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When the creators of Landstalker release a g
new RPG for the Saturn, gamers across the %%
e globe take notice. And well they should, )

ecause developers Climax are the

SquareSoft of the Sega world!
= [HE HYPEREAL VIEW =

out and buy one of their dream titles. You see, our Far Eastern Although the game is played out for the most part

t the end of August this year, Japanese gamers could finally go

frmnds love role-playing games and there’s a severe lack of in isometric, you can hold down the left shoulder
decent ones available for Saturn. So when the coders of Landstalker button in order to twist the view about. The right
come out with an all-new 3D shoulder button scrolls the landscape around a bit.

o s Alternatively, you get an ier f looki

::::::I:;:I; ii;“sl;::i‘lly‘::laa n around if yguyusegthf:angla:g*uefa% {:m t:rg:tp %HGHTS

- controller! ™
indeed, you’d be right. Dark o
Saviour mixes polygons and
sprites to create a stunning
gaming environment and throws
in some traditional Landstalker
gameplay. The resuilt? A H-U-G-E
RPG with tons of challenge!

LR B N N N NN NENENHEHSN-ESEHSNHSH.NH-NEH-SNSEHNH;EH;N !

ILL! MAIM! CAPTURE! =

It's Street Fighter, RPG style! Combat in Dark Saviour
iIs a most honourable one-on-one affair, replete with
various attacking strikes and super-moves! Wear
down your opponent’s energy bar over three rounds
and close in for the kill. Double your points by using
the hidden “capture” method to enslave your foe and
you can add them to your team, using them and their
abilities as you see fit!

NYVY 'YV

I.ANDSTAI.KER 3D ON SATURN?

@mmwmmmw,mu-m
@ Everyone has their O There's something of your exit!
own power-up super-  an art to capturing your
attack. Charge up your opponents, but every-
bar and let rip for one you fight in the

super-damage! game you can control!

Dark Saviour is a big game. Very big. The initial
escape from the ruined boat scenario takes around
half an hour to play through thoroughly, and this
accounts for around 10% of the first level. And there
are ten levels, with multiple routes through. That's
how big this monster game is.

SAVIOUR FOR LATER

As there is no set release date for
Dark Saviour in the UK, CVG
coverage may well be slight over
the coming months. But you can
guarantee that we'll update you
as we get a final UK version.

E} Thullam, ltyo-\'nhas Gvaﬂnulmrat

captured the second bonuses yield extra

boss, Bios (a huge bear) points. Start a fight

and here, you're con-  whilst carrying an

trolling him! object for a bizarre
bonus.
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THE MASTER’S QUAKE CHALLENGE

THE_TOMINATOR CHEWED
BOOMSTICEK

INERTIA RIDES
ROB RIDES

JHE_MISTER 'S5 §
THE _MASTEHSES ROCH

g 4
- ‘ I n

- ] ol
o
-

UAKE CHALLENGE!

he game upon which | based my first challenge is id
Software’s finest hour: Quake. My objective was to
expose the pathetic bunch of miserable cretins
known as “CVG” by matching them up against far superior
odds in the Quake arena... for they would be actually
playing against people who were good at games. My
first challenge was to pit the scrawny ones against
Shoot ‘n’ Surf’s finest in a teamplay scenario. And
therein lied my first problem. The $’n’S guys managed to
gather a team of seven - the CVG imbeciles numbered
only four, plus Radion Automatic (aka Mr F** *er).
Apparently Primate-Boy Phil Dawson and retarded art
editor Jaime Smith had consumed too much Tizer the
night before and were thus unprepared for the event.
Realising that it was down to me to even the odds, |
recruited ex-MAXIMUM staff writer Daniel Jevons to join
the fray. That left one gap. Unfortunately, since my
plans for world domination excludes the concept of
friends and friendship, it was down to me - The Master - to
join forces with the deluded cretins. Little did | know that
my arrangements handed CVG victory on a plate. Bah!

PREPARATIOQNS

Having just finished putting together an “issue” of their idiotic fanzine, the
CVG lads had all day to practice on Quake. Village idiot Tom Guise put in
the most practice and managed to perform worse than ever he had before -
an achievement | found highly amusing. His pathetic, strangled squeals of
“But I've got a ping of 98!" amongst others helped pass the time.
Scorelines like 20 to -11 confirmed my theory that when it came to games,
Guise was frankly absurd. The editor, Paul Davies, was conspicuous by his
absence. He had not joined in the Tizer consumption the previous night but
was presumably resigned to the pasting he was going to get - hence his
lack of practice. Layabout Mike Newson's preparations for the coming
battle were highly original: he spent three hours before the challenge next
door in a grotty establishment known as the City Pride, downing many pints
of Dr Pepper before joining us at Shoot ‘n’ Surf.

CHALLENGE

The EMAP team chose red costumes (perhaps brown would have been
more appropriate), the Shoot ‘n" Surf guys yellow. Despite my temporary
Jjoining of forces with CVG | was confident that humiliation would be meted
out in double-quick time. Before the match | spotted some pre-carnage
nerves on the part of Paul. Tom Guise - the so-called “Tominator” - took his
seat with an audible “squelch”.

The beginning of the match went as | expected. The CVG fools spent as
much time shooting at each other as they did at the opposition and even
then, the hit rate was particularly miserable.

However, | am The Master, and as such felt | had some kind of responsibility
in helping the poor fools out. My protege Jevons was racking up the frags left,
right and centre and | too was enjoying the carnage, ripping the yellow scum
to shreds!

To be honest, even with all my power on their side, the CVG miscreants
should have lost. The Shoot ‘n’ Surf players actually employed tactics,
leaving guards at the rocket launcher, thus denying the CVG team access
to it. When the final scoreline appeared (EMAP 437, S'n'S 435), it was a
vindication of my power - the CVG fools had been entirely overwhelmed and
only the skills of myself and the brain-damaged Jevons had won the day.
The EMAP team won by two frags - a slim victory considering the 872 kills
in total. A look at the top of the score table confirmed the achievement.

The time: 9pm one Wednesday
summer night. The place: the
Shoot ‘n’ Surf CyberCafe, New
Oxford Street, London. The event:
the first videogames challenge,
orchestrated by me: The Master!
All hail and tremble at my terrible
might and let there be no doubt
about my skills.
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& A sad exclamation of “Mother”
as rocket after rocket rains in on
Paul Davies’ sorry rear.

@ A massive Shoot ‘n’ Surf rock-
et onslaught is challenged by the
“might” of Lomas’... axe. Hmm.

& Final scores: a better overall
score for Shoot ‘n’ Surf - but
Jevons and myself win it for CVG.

@ Ed’s shotgun is much like the
imbecile himself: a small bore.
But it does the job here.
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Jammy Jevons had somehow prevailed and even | - The Master - had to make
do with second place. The fact that just about all of the CVG lurked at the
bottom of the table speaks volumes.

CHALLENGE FPREE=FTOR=ALI
My performance had been acceptable in the first round, but Jevons knew as
well as | that the only reason he had prevailed over me was the fact that the
CVG lemmings were drawn to walking in front of my gun, thus cutting me off
from precious frags. In the second contest, there was no teamplay. It would
be a free-for-all, with everyone a viable target. | would show them the power,
oh yes!

Choosing the second shareware level, Castle of the Damned, the action was
unbelievably intense. Fourteen players running around unchecked created a
veritable warzone and | - The Master - was in my element. To begin with there
were rivals. CVG's gorilla-like designer, Mike Newson, had a flukey run at the
top of the table, fuelled by a soft drink-induced frenzy that was fairly remark-
able. Then one of Shoot ‘n’ Surf's managers, “Tony” managed an almost
interesting run at the top, matching me frag for frag for around... oh a minute
or two. That must have been before | gunned him down repeatedly like a
stinking pig.

But at the end there can only be One Master. Not only had | achieved victory

@ Lomas enters a warzone as
“Tony” (in white) unleashes loads
of rockets. | am winning though.

@ “Tony” from S$’n’'S takes an
early lead as | indulge in handing
out some devastating put-downs.




are pretty good: £5.00 per hour (with a free hour on top if you have last
month’s CVGQG). ”
Look - the whole reason Quake was awarded a Revelation award last
month was mainly down to the fact that as a network game it's one of the
most unique, exhilarating experiences you can get. Unfortunately, to really
appreciate it you need to connect up 16 PCs, you need around £20,000
worth of equipment. And that's what Shoot 'n” Surf have got.

So, as we said, get your sorry behinds down there as soon as possible
and demand some network Quake action. If you have a large party, 'phone
ahead on 0171 419 1183. Oh, and tell them we sent you.

@ Low on health, Lomas still man- @ “Tony” and the rest are dis- T "KS
ages to destroy two foolish mis- patched by the unstoppable might CVG would like to extend some measure of appreciation to Tony and Kelvin -

creants with one grenade. of the Master! Ahahahaha! the two managers of Shoot ‘n’ Surf, for helping us to set up this challenge
and being great hosts. Until they called us girls and we had to thrash them

by a considerable margin, but | was also heartened to see that Davies and at Quake. If you haven’t got the message by now - GO TO SHOOT ‘N’ SURF

Guise had enjoyed a veritable nuclear disaster of a game, securing a paltry AND PLAY SOME NETWORK GAMES! It's really quite cool.

34 and 31 frags between them. Yes, Guise had come last - just as | had

commanded. Jevons too had been put in his place with a highly

underwhelming 67.

= 04

Perhaps it was my instinct for knowing when the Quad Damage was The CVG fools demanded some kind of visual record of their
respawning, allowing me to score at least eight frags in as many seconds humiliation, so | dispatched my slaves Lomas and Newson to
(repeatedly). Yes... perhaps it was that. What is more likely is that my skills purchase a “camera” and take some “photographs” for me to
are beyond compare, my power undiminished! Let there be no doubt - | had examine furtively at a later date.

achieved a crushing victory of unprecedented skill with a clear 12 frag lead
over the nearest competitor! Ahahahahahaha! | AM SUPREME!!

CHALLENGE [#3: [THE [MASTER [NO [ORE

Despite the humiliating victory imposed on them by The Master, the
assembled throng still clamoured for more. Having dispatched one of my
lackies to collect my champagne bounty, | decided to sit out the final bout
and watch the fools battle it out for my amusement.

With my undeniable skills out of the fray, even the stunted Guise had a
chance. The battle began in earnest, with Ed Lomas (aka Pink Floyd...
nmmmm) running about gaining an early lead. From there on in, Shoot ‘n’
surf's “Tony”, the runner-up in the previous game took the game over.
However, the redoubtable Jevons had obviously been watching The Master at
work in the previous epic and copied my tactics of locating the Quad

Damage, finding a big open room and letting rip. Whereas | had to collect the
Quad in a densely packed room, Jevons had the advantage by picking it up
from a secret area in this new level, near an armour power-up and the chain
nail gun! With all of these advantages, Jevons was unfortunately quite
unstoppable and won comfortably.

This was a most undesirable turn of events, made all the more damning by
the relatively good performance of Lomas, Davies and even ... Guise. My
plans for his utter humiliation had been temporarily thwarted. And ironically, it
was my own laziness in participating that had cost me this most prized of
victories! Fuming at this final defeat, | left the establishment in disgust. But |
would be back. Oh yes, | would return... with an all-new scheme to bring

about the degradation and final defeat of the CVG “posse”...

UM.. YELLOW GUY... DUK_.
SHOOT..OK. | DIED AGAN.

@ The first objective of my evening was simple: to reveal the
severe lack of gaming prowess possessed by Tom Guise...

& Semi-skilled Lomas’ efforts & A quartet of PCs - ten more
are ruined thanks to a cunning- are linked together for the ulti-
ly placed, very sharp spike. mate Quake challenge! Ahaha!
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© Lomas takes an early leadby @ “Tony” from $'n’S takes the
getting the rocket launcher and lead ahead of the snivelling
lurking at the top of a tower... Lomas as Jevons wilts totally...

& The Shoot ‘n’ Surf team & The hideous “Manual”
(well some of them) prepare to Daniel Jevons performed well,
crush the snivelling CVG fools! but wilted under my skilis!

@ Thanks to repeated use of the @ The final result. “Tony” is actu-
Quad Damage, Jevons makes a ally ‘The Master No More’ - run-
come back. How revolting. ner-up to the filthy scum Jevons.
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Hey, maybe you'd hke to have an ego as large as The Master’'s. The way to & A sad day for “Grover” - the ﬂ Another of my slaves is dis-
do this is simple: get a bunch of your mates together and haul ass down to chosen alias of the sad, skill- patched to receive my win-

Shoot ‘n’" Surf, London’'s premier “CyberCafe”. And then beat all-comers :-ﬂpﬂl M’ﬁﬂ. nings. Let there be no doubt!
repeatedly in DeathMatch Quake.

At this fine establishment, located at 13 New Oxford Street, you can take
part in enormously violent Quake games, with up to 16 players! The costs
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Wil 'm EDI AND
THESE ARE MY

Some peop ople are complaining that === il O PLAY
Quake is Just Doom with better DESCENT-QUAKE!
graphics”. This distresses us, as it
means they are missing the whole
point of the Quake experience.

-

This patch adds loads to the basic
Quake game! In the giant level includ-
ed with the patch — The Hangar -
players can find small spaceships
sitting around. By getting in them,
players can fly around the levels like
Fartn e m=use [Descent, gunning everything down
with either machine guns or the mis-

bl At rsbade M (REATE YOUR OWN LEVELS! [Erptismtidde
game is the perfect excuse to S time, which is very useful for when

There are a few level editors already available for your ship is shot to bits and is about
EP-BIIII: ab;;t !I:Z150 :;ll 1:3’:;hat Yﬂl! st Quake, with more being worked on as we write. to crash! This patch makes death-
can piay player deathmatches again Doom’s level editors (the most popular was DEU matches a real laugh and is really
the whole of the world, as well as get 5.21) took a bit of work to get used to — it took Ed  quite good fun even for the real one-

easy access to loads of game-enhancing months mﬁnallymte his first level — but enabled player game! Get it now!
patches and programs. Here are a few of g’p{ﬂi‘ﬂm to 'Thaakr: ﬂ:ﬁ: sﬂwﬂojﬁ niﬁ: nﬂfﬂﬂ“ﬂl mlw
the newer programs and hn_me made add- alsswaﬂndasahle e Bk wibone of edquaitulmrs.
ons, as well as an explanation of exactly ' o can get to work creating your own.

how to connect to a Quake game else- A L A T |

where in the world. ﬁi

CREATE Youaiovm.-a
GRAPHICS! -

Now that Quake's been available for a few monms,
the complex editors are now being simplified to a
level which normal people, like us, can use.
QUAKEME is a really easy to use texture editor, let-
ting you create your own characters in minutes!
Simply use the program to view the texture for ﬂ_ne
of the models in the game, export the texture as a

& The patch also adds a new
weapon - the Stinger Missile
Launcher! it's got a laser locking
target site, making it excellent fun.

IT’S A MILLION GAMES IN ONE!

.BMP file, and edit it in any graphics program, like ) Here is one of the first levels made by the
Paint Shop Pro. Once you've finished scribbling, creator of ED, Ipﬁ Hﬂﬂlﬂ'ﬂdllt
simply import it to a model, save it, and run it in MMthmﬂmmm
Quake as you would any other! Using this program, mmmwumm.
Ed managed to change all of the Grunts in the mnmmmmmm-
game into Pink Floyd T-shirt wearing undead | cavern! iy s o

Lomases! Just look at these pictures to see how
terrifying it truly is to find 10 Eds staggering

o o %Eg}*,{',"f%‘;ﬁ' L 11 her oW T WO

Ever since Quake first appeared, there has been talk of peo- A few people have had g E
ple creating intelligent computer players called Quakebots. working out how to get Qum
In this patch, a simple button press is all that's required to = working on the internet and ﬂlﬁ
create yourself a co-operative game partner who will search = getting desperate for hardcom
out ammo, weapons, and other items; will shoot enemies 16-player deathmatches. Nwar
with you; will come to you if you get lost; and generally be mind - help is here! -

very intelligent indeed. In fact, you can create an entire First of all, you need to conn

army to go around with you! Also, you can start a death- your internet service pruﬂdar
match game, tap the key, and hey presto — four computer- using TCP/IP in Dial-Up
controlled players! They all have their own names and Networking for Windows 95.
abilities, and play very much like real players would, making = run QS5.8BAT (you get it whﬂn ou
it the perfect way to practice for real deathmatches! Get install Quake) and you'll start {

everything on this page from ftp.cdrom.com/pub/quake. game as usual. When the derno
begins, set up your keys or ca
files and bring up the mnaolaf 7
Now just type CONNECT and tr "‘
number of.the Quake server you
want to play on. That's it! -.:a.
If you want an up-to-date list rﬂ‘" !
which servers are running, what
level they're playing, whu’a slaying
@ WHMMWMH Quakels = O If you've got a nasty & Here, your other ;:dm ’ - 60 _
the Ed Lomas. It m about games non-stop.  enemy up ahead, make three team members and look in-th‘air "W v

“ your clone do the work! take on the Shambler! : =




“A perfect combination of
destruction, filthy cunning and devilish
humour make this one of the best 2
player games ever made.”

C&VG S5 OUT OF S

“Pure playability.”

PlayStation Plus 91%

OUT NOW
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VOO We made you a Christmas shopping list. Plus here’s

news on big impact shows held in the next couple of
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. months. Hope you don’t mind our stepping outside

the strict four-week window to make life even

ERLLLLLLLL

The month’s events and software releases at a glance. Oct-Nov

o
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more anxious over the next four weeks!

E3 TOKYO

1-4 November

Makuhari Messe Centre, Tokyo
Exciting because, even before the
US, this is where the very latest
games are destined to be shown
FIRST. If you really want to savour
the atmosphere as monster titles
such as PlayStation Biohazard 2
(Resident Evil 2), and Manx TT -
maybe even VF3 for Saturn, are
shocking the crowds, this is where to
be. So, why not sell all your personal
possessions in order to buy a return
ticket to Narita airport. You'll save
money by not wanting to sleep any-
where, as you |l be so excited. And
you'll not want to eat either.

his month the cards are on the table, as much
as they'll ever be this side of Christmas. After
September kicked the buying season off, the
flood gates have burst and you're left gasping
in face of it all. Or something. In all seriousness
there has to be some decision making going on now.
Allow us to help. Saturn people: let there be no
question that Worldwide Soccer 97 is absolutely your
best option. Of course you'll probably all go and buy
FIFA anyway. PlayStation people: Ask Grandma to
give you Tekken 2 as an early Christmas present.
Then see if you can’t make her feel guilty enough to
get Crash Bandicoot as well (heh heh!). PC people:
We know you hate being told what's good for you,
pbut here goes nothing — Dungeon Keeper! Dungeon
Keeper, you fools! If we are allowed to make one all-
seeing comment, let it be this: A Mega Drive game
starring Sonic. How popular is this guy, even on an
aging system? Very, we think you'll find. What a
hero! Let's hope the Saturn version’'s as great.

SHOSHINKAI (FAMICOM
SPACE WORLD ’96)

24-26 November 1996

Makuhari Messe Centre, Tokyo

Nintendo's annual exclusive show. Let’'s play Spot the
Major Japanese Software Developer: Acclaim Japan,
Imagineer, Enix, Electronic Arts Victor, Capcom, Culture
Brain, Epoch, Kemco, Coconuts Japan Entertainment,
Konami, Compile, Seta, T&E Soft, Tomy, Pack In Video,
Hudson, Bandai, Banpresto, Human. All these, and more,
will be attending Famicom Space World '96 - the event
where Nintendo plan to unveil the 64DD add-on for
Nintendo 64. We're expecting to see Zelda IV, Dragon
Quest VIl, and maybe even Super Mario 64 2. A report will
appear in the January issue. But this is a good time of
year to take a holiday in Tokyo.

So to ‘the list’, or the only set of appointments you'll
need between now until shortly after or next issue
hits the news stands. Chase the ones highlighted in
Red. Flee from the ones in blue. Yes, it really is that
simple everyone.
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2 October i
*Wl N Fl GHTI N G VIP ER‘E% Mechwarrior 2: Mercenaries Activision PC CD ‘:
. 4 October . . |
Madden 97 EA PlayStation
NHL 97 EA PlayStation/ Saturn
PGA Tour Golf 97 EA PlayStation
The Simpsons Combo CD EA PC CD
TEAM F1 EA PC CD
9 October . .
*’lﬂ (RASH BA NDI(OO* Darkstalkers Virgin PlayStation
11 October ® *
A-IV Evolution Global Sony PlayStation
Chronicles of the Sword Sony PlayStation
Elder Scrolls: Daggerfall Virgin PC CD
Jumping Flash 2 Sony PlayStation
Motor Toon 2 Sony PlayStation |
Sampras Extreme Tennis Codemasters PlayStation d
16 October ) . !
Broken Sword Sony PlayStation i
*0 U A K * Evolution Ocean PC CD F
Madden 97 EA Saturn b
Madden NFL 97 EA PC CD £
NBA Live 97 EA Saturn i
Soviet Strike EA Saturn i
Supersonic Racers Mindscape PlayStation ]
Tunnel B1 Ocean PlayStation/ Saturn
17 October . ]
Send entries to:
CHECKPOINT #176 FREEBIES, Encarta 97 Microsoft PC CD
Computer And Video Games,
Priory Court, 30-32 Farringdon Lane, 18 October 7 e
London EC1R 3AU Twisted Metal 2 Sony PlayStation

-
P't'}'ff‘)[c'][iﬂﬂ

Try it befor

Rent any latest release from just




8th Nov & . | VICEO

k
3
E“ Warhammer: Shadow of the Horned Rat Mindscape PlayStation
- _Wipeout 2097 Sony PlayStation
;l Worms United Ocean PC CD
24 October » »
M Microsoft Flight Sim 6 Microsoft PC CD
- Tomb Raider Sega Saturn
- 25 October e “
t; Atlanta Games 96 Eidos Saturn
- Bubble Bobble & Rainbow Islands Acclaim PlayStation c
- Crusader: No remorse EA Saturn
8 Davis Cup Tennis Telstar Saturn Sl A ey
EA Rugby League EA PC CD 17th Oct > =
Hexen GT Interactive PlayStation/ Saturn Aol e idplo o ot SO .

- _Lomax Sony PlayStation
B NHL 97 EA PlayStation/ Saturn
g Steel Harbinger Mindscape PlayStation

0 Super EF2000 QOcean PC CD
- _Syndicate Wars EA Saturn Y
g Street Racer Ubi-Soft PlayStation/ Saturn P
- Wing Commander: Kilrathi Saga EA PC CD i
¥ 4
31 October . . el

i Premier Manager 97 Sega Mega Drive (Y
. Virtua Cop Sega PC CD
i Ciaqlinski }
__October (no set release date) s » -
i Alien Trilogy Acclaim PC CD @ World Wide Soccer - a blessing for the Saturn. | ~—
~_Diablo Zablac PC CD (W)
E Discworld 2 Psygnosis PC CD \ 4 Q
~ Reloaded Gremlin PlayStation w NEDIC
“| Realms of the Haunting Gremlin PC CD ERS! WINNERS! A -
1' Starcraft Zablac PC CD WINNER OF the Hyperblade competition. q
i._ Tomb Raider Eidos PC CD =

i - —

1 November . . b
¥ Clandestiny EA PC CD ™
__Commanche 3 EA PC CD =)
i EI?AH;E HHOSY Ei g:&ﬁ;ﬂtm”f tL Mmﬂl:alrfﬂvfr;;;g:?r of the NiGHTS competition is... I'm
é Penny Racer Takara PlayStation ™y
~_PGA Tour Golf 97 EA Saturn/ PC CD ==
%. Sampras Tennis Extreme Codemasters Saturn ¥
~  Syndicate Wars EA PlayStation ™™
§ g
~ _2 November . B
o1 Command and Conquer: Red Alert Virgin PC CD ‘
5 November . . g
.1| NBA Jam: Extreme Acclaim PlayStation/ Saturn The winner of the F1 competition is...
- Sonic 3D: Flicky Island Sega Mega Drive i s o R -
4 s
-7 November ® . m
[ Amok Sega Saturn )
- Fighting Vipers Sega Saturn

i -~y
b ¢ vt : : SPECIAL THANKS TO... D
}I Crash Bandicoot Sony PlayStation L”‘U
- _Crimewave Eidos Saturn ... the hardworking lads at HMV who, in spite o g
M| International Superstar Soccer Deluxe Konami Mega Drive of being pestered by kids who reckon they “
~_Pitball WIE PlayStation know everything about Killer Instinct, and in =
% Player Manager 2 Virgin PlayStation spite of contracting rare tropical diseases, still -.
- _ Soviet Strike EA PlayStation manage to keep hard at work. (When they're

| Transport Tycoon Microprose PlayStation not skiving off playing Duke Nukem, or being
- WWF: In Your House Acclaim PlayStation/ Saturn unfeasibly entertained by Shin Gouki's end
% sequence on Street Fighter Zero 2.) The
11 November . = release dates
8| Micro Machines Military Codemasters Mega Drive on these pages
1 were correct at
- 13 November ’ - the time of
j: Blast Chamber Activision PlayStation/ Saturn going to press. KNOW HMV + KNOW GAMES
Interstate 76 Activision PC CD And that’s that.
i

‘\you buy it.

£3.49 for three evenings




UBSCRIPTIONS

Over the last few months we've used hu-monkeys. For centuries they have
this page to reveal to you the ‘true performed the time-honoured duties
faces’ of the team behind Britain's of editorial assistant. Duties so
greatest gaming journal. However - secret that even we do not know
having put it off for as long as pos- what they involve. To us it seems
sible — it is now time to reveal  Phil does nothing but guffaw and
the most grotesque of them  fiddle with his genitals, but to an
| all. The staggering assembly of husmonkeys, these are
WHEN Gi WUS YUNG ~ homunculus known as . the arcane mations of their warrior
DEY CAWLED ME HARY BABOON BOY. Phil Dawson. While the « hero, Daawsun! Yes, it seems the
BUT 0i SED 0D SHOW EM. AN Ci DiD. O1 ; ' photo to the left may | thickness and eurvature of Phil's
SHOWED EM MA BUM. AN DEY WUS ‘ ' show how facially pre- | eyebrows have révealed him to be
RIGHT. IT iS HARY. P’ posterous he is, it cannot. ‘Hot Dog’ ameng his people. And
' “¥ convey the comedy of his now, bag of rocks in hand, he has
'j ! " proportions. For Phil is.one of  left us and set up kingdom in a
a special breed known as the nearby copse of trees.
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Massive E3 show report, Darkstalkers

and Night Warriors moves list, Tekken 2

guide, Track and Field review, Duke _;'p g i)
Nukem 3D review, How to buy import SR Gonpl X Igy

.._h-i T

f:‘__z"‘[""’-':-;.“"--:l-"h-i - games feature. NIG T 0,

AUGUST ‘96 # 177 A

Mt 3
Resident Evil maps and guide, Formula 1 f , "*’”'"” - '“” 9
Coming Soon, Fade to Black review, e

Street Fighter Alpha 2 secret character

cheats, Track and Field hidden features,

Virtua Cop 2 coming soon, and Cheesy!

SEPT ‘96 # 178

The 3 greatest games ever! Mario 64,
NIGHTS review, Quake review and fea-
ture, Virtua Fighter 3 report, Pilot Wings
64, Capcom interview, Soul Edge moves
list, Quake tips, Track and Field tips.

‘96 # 179

Complete NiGHTS players guide, King of
Fighters "96 moves list, every Virtua ik iAo i e
Fighter Kids move and cheat, Street "“*' *” i } ,LL] R ISS| J‘ﬁj’

Fighter 3 technology revealed, Mortal 'y r:*"’_ X
Kombat Trilogy on PlayStation. e quJ UJU :U
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—— taKe on the VF theme now plays better tha
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. ever.Prepare for “Hyper Vipers"!
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hat you're looking at is the ulti-
mate version of Fighting Vipers,
unavailable anywhere EXCEPT
on Sega Saturn. But why care? Well, on
 the surface Vipers appears to be a cash-
in on the successful VF theme - PPK
combos, followed by pouncing attacks -
but you’ll find this barely scratches the
surface. The fighting stage is surround-
ed by walls, which calls for unique tacti-
cal strategies. Plus all fighters are pro-
tected by armour at the start of each
round, which players aim to smash off to
gain the advantage. Even without these
features, the repertoire of moves for
each fighter is complex enough to rival
VF2. Those of you who are worried about
depth of gameplay should consider that
Hyper mode incorporates basic VF3 style
transposition moves, and a form of
‘Original Combo’ as seen in Street
Fighter Alpha 2. Whether you’re an AM2
connoisseur, or someone looking for a |
flashy alternative to the classic VF2, 5 ﬁ
this review should turn you on. e
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Vipers shares the same engine as used in VF2, Proclaimed by AM2 as their “most innovative 3D fighting game” last year. Sega chose to 3
though this has been extensively modified. Sega’s launch Vipers at a night club in Tokyo's trendiest district, Ropongi. We tell you this because it

Model 2 board is really pushed to the limit! The helps to get a grip of where Fighting Vipersiis.pitched — at people who appreciate wild visual
arcade original features jaw-dropping background presentation, and fast action which keeps coming at you. In place of old Shun Di and the

features, large in scale and number. For the graceful Pai we have gang leader Bahn and Fashionable Gal Honey (aka Candy). Biggest dif-
Saturn version all except the heli in Mahler/ ference of all is that there is no Ring Out strategy to respect. The fight area is enclosed, and
B.M.'s stage are gone. No worries, because this herein lies a key element of Vipers strategy: No one, but NO ONE, likes to be backed into Eﬁ
means AM2 — who handled the conversion — didn't corner; and will always come back fighting! Here's the basic breakdown of survival tactics:

have to compromise the gameplay. The purpose of
this review Is not to whine about how Saturn FV is

not an identical replica of the coin-op, but to show 1,"&-.-;"' 5
you how much the Vipers gameplay is advanced - B ailm ﬁ}‘ i 2
from the VF theme, and how the Saturn Vipers - P R e T 3 T el
gameplay is advanced even beyond that! You've seengthe pictures of Vipers

being blasted through the walls. But
a spectacular end to a fierce fight is
not their main purpose. Walls are
used strategically to springboard at
¥ speed into an opponent, or provide
a suitably nasty prop for scraping the ‘Rocket Missile’, a
- someone's face along. A few of the move which catapults
Vipers can even scale the walls him off the wall.
before attempting an aerial assault
on the guy below. Backing someone
into a wall, or corner, enables
‘machine gun’ tactics — juggling the
victim with rapid punches or kicks.
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ARMOUR. PROTECTION

NEV'I MOVE

yas found that some characters lost their armour quicker than
AMANGE Vmsm UT..H.; S under cel t.,’. n circumstances. So now the :".'-E'|:F_':";f_'{_: nas been
adjusted to give everyone a fair chance. In most cases the revision
After listening to feedback from expert players AM2 have included a are slight, but P r: u'*a top layer has been taken down to 175 from
revised version of Fighting Vipers for the Saturn. The gameplay of Virtua 250! No wonder 1 Guise chose him all the time!!!

Fighter 2.1 is balanced by minor alterations, and the same is true here.
Plus Yu Suzuki's team also added moves to encourage new tactics.

1+ Death Spin Thrust
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QUICKER RECOVERY

Now there is even less chance to Many of the techniques which used
steal a few points by jumping to cause high damage have been

downed opponents. You need a pret- restrained. Most notably Bahn's
ty hard combo to keep them down shoulder barge isn't so devastating
for long enough. as before.

@ You can only do this : @ Moves like Jane's
to a fighter if the knock- ' jump kick are toned
down combo was good. W\ Y down for better fights.
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HYPER VERSION

Best played when you're brain is buzzing from five cans of cola and a 5Ib
bag of chocolate! Go crazy, or take Hyper Vipers more seriously than ever

before. Either way it's intense. Here are the revisions which purists may
consider a little too extreme. Well stuff you!

HYPER MODE DODGE VIPERS

Press away together with P+K to enter
Hyper Mode, in which your guy

removes all armour and flashes red for
the rest of the round. Fighters in Hyper

All Vipers can dodge attacks. Press
P+K+G simultaneously, together with
either toward or away on the D-pad,
to side step left or right. This isn't so

Mode may string together unlimited
special moves with no recovery time —
just like an Original Combo in Street
Fighter Alpha 2. The downside is that
subsequent rounds leave them vulner-
able without armour, as Hyper Mode
may only be entered once.

controlled as the transposition moves
in Virtua Fighter 3, but it significantly
increase the tactical possibilities. If
you're still confused, just imagine the
entire VF2 line-up suddenly being
able to mimic Lion’s evasion moves.
Pretty mind-blowing, eh!

#
e

View a selection of
Exhibition Matches,
which act as great tuto-
rials, or terrible knocks
to your pride as a game-
splayer — depends
how you look at it.
Basically these pre-
recorded matches are
the work of AM2 along

e
-y -

with Japan’s best players N} ! 1T Witness this incredible Tokio ver- 1 Kuma Chan just wades right in
- namely “lkebukuro” | . sus Jane battle, in which the Justice there to pick Sanman off the floor,
Raxel, and ',“'“ . ‘-‘ Viper gets a KO, juggling his oppo- then shakes him around like a rag

“Bunbun” Maru. nent by removing his own armour! doll until he gives up the ghost.




UNBELIEV ABLE
SECRET CHARACGTERS

We are still trying to fathom all of their moves, so expect 1o
see a complete listing sometime soon
in Freeplay (anyway we're running out

of room here!). Meantime, take a peak

at the strange new recruits available \
to dedicated players. '
m MAN at least six extra characters and some

Due to strict licensing Da—— - Beat the game on NORMAL setting using Honey excellent enhancements (new moves,
agreements which don't FESEERCCSRRSEEWN 1o find her in Versus mode wearing a tartan mini, S BEULS LU E) R reward dedicated
extend outside of ST B and sailor's shirt. Lovely, but no extra moves. | players. If you like the arcade game at all -

Japan, the zany Pepsi get it. Everyone else - get it.
Man character will not oV lﬂw

feature in the UK or US E&. .

Ir

version of Vipers. A - AT LI N & ll
shame really as he i B ' % g -~
=
=

and is pretty cool to PO \ £ [!['M MENI-
play. Case you're still il T Y iy B f;/"

interested, PM shares ! AM2’s games are always of exceptional f
moves with most Vipers. RN s g MAHIB / BM quality, and there was never any doubt that |
That's not a lazy com- o | Fighting Vipers was going to be totally '
ment, it's true! R Apparently the same at first glance BUT look | brilliant. Admittedly, it is rough around the

f COMMENT |

In my opinion, AM2’s Virtua Fighter games
are the best 3D beat ‘em ups around, with
Fighting Vipers coming very close behind.
While it's very easy to get into, it's got
almost as much to it as the VF games,
meaning that it takes a long time to truly
master. As Paul says, the Saturn version is
initially disappointing, what with the
graphics and sound being a bit feeble, but
after a bit of play you’'ll forget that you're
not playing the arcade game! On top of
playing like the arcade original, there are

closer and you'll notice that BM is much bigger edges, but when you consider what this
UKm HONEY than his little brother. They both use monster | game is doing, I'm amazed it's on the
PPK combos. | Saturn at all. And gameplay-wise, it is ALL

Beating the game on HARD setting with Honey _ | there! It's perhaps not as intricate a fight-
earns you the chance to play as her in a holi- — P RS | ing game as VF2, but it's definitely the
day mood. Armed with a ukelele she practices B, Y Ve it T Y ‘| most versatile I've ever played. The sheer
some of Raxel's moves. — ;" s Sy Y40 BN | speed, as you run, jump, bounce off walls,
| smash people across the arena, creates an
exhilaration unseen in any other 3D beat
‘em up. And with the Hyper Mode it's even
nuttier, with the added dimension of dodge
moves! This game is an essential Saturn

game, even if you have VF2. TM G\ﬂ ]’55
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Literally translated as ‘little bear’, it seems ' : 5T : “EVIE"EB
nobody in the world knows the exact condi- -

tions for finding him. But everybody seems to Promised you this was going to be good! .

REVENGE OF THE [l Soiiess vt
St s 099929997

of Fighting Vipers. Even after playing the

game for a full evening, | felt like | was
Saturn fans should know about the heading for a let down. Then | spent
intriguing ??7?77?77s in the special options more time with it, considered exactly
of Hmn r Dragoon Zwei. Each one mask what was going on with my Saturn, and
ing a cool hidden option. Well it's back!!! realised that Saturn Fighting Vipers is
Once you have Pepsi Man, you can ‘reset one very special item. To get my major
him (meaning he makes a surprise

BIG HEADS AND FEETI  WITHOUT WALLS

is pretty stupid - it doesn’t ‘learn’ the
same way as VF2. So | managed to skank
my way through Very Hard mode using

Complete the game with every single character Master all the moves for three of the one or two basic tactics. There is also
including the secret ones — and you |l get to Vipers in Training Mode and the option to slowdown whenever Honey is around,
choose big heads and feet for all the fighters. make the walls invisible makes itself, especially when she’s fighting Picky or

Raxel. So why the High Five? Well this is
much more than a straight translation,
as the arranged versions demonstrate.
Iit’s thrilling to know that the Saturn
game has been developed to improve on
all the coin-op has to offer, bringing
whole new sets of techniques and enter-
taining new characters to the mix. Your

| Saturn’s naked without it! T’A’&L Vﬂ‘d‘lf’:

wveird! err... visible!
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.'.!L &II | | Surpasses all expectations. AM2 have given us
| the arcade game, PLUS arranged versions which |
) play much better! Tma coo!est mrats too |
L - o ' TEY, 245 25 By ik A (’1_5\5‘\\
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e LK N B Somebody obwously decided that interplan-
etary warfare is a lot more fun on foot.

It’s so much more- personal. YEEE-HAARGH!

ass slaughter is just about the

worst party anyone could be

invited to. But for a video game
we guess KCEC assume its okay.
Anyway, we're talking about colonies of
beings who’d just as soon pull the same
trick on you. So no worries. You now
have a clear conscience. With four
crack mercenaries, of varying sex and
intergalactic race, it is your mission to
“unpopulate” planets which may sup-
port the further development of the
Terracom Corporation.Gameplay is cen-
tred solely around weapons tactics, and
lighting reflexes. But Konami introduce
a strategic element through the balance
of the four mercs, and the development
of their weapons. Familiar, yes. Easy,
most definitely not.

@ Erm... first screenshot of the day, you
understand. We did better next time!

Gm m “ GALAXY N Before embarking on the first or any sub-
) | ' . sequent missions the Terracom Corp
Success depends in no small way on the merc chosen for each briefs its team with an objective. From
mission. So it's wise to become familiar with the four guys' o this point players choose the most
strengths and weaknesses early on. To highlight just how much | appropriate merc for the job, taking into

this can make a difference, here are some examples. consideration agility, strength, versatility,

and stealth ratings. As the mercs com-
plete each mission, new areas are

LANSLOW KREEG QuoGG S SETHINON ALTHEA TMMERON JENDRYK EPSILON opened, and it is from here that the

Earthling Saurian Transhuman Kykarian route is chosen. Unfortunately revisiting
Armsman Infantry Demolitions Assassin an area after the main objective has

Expert S been accomplished isn't possible.
Kreeg Is ' A heavy duty [E S Y Stealth iIs 887
reported to fighter. [-_w 1p -t Three of W = almost as
have taken | when low on ' J’hIThr a's frmr useful as the
ind-altering drugs to ammo, the Saurian is mightiest weapon Iin
INcrease aggression, not at a loss, as he ary h-ﬂjr,-:i. mr,nr.mh Project Overkill. So
And, as a weapons can crush an enemy’s that they cause wide players should select
expert, this guy takes head with the butt of spread damage which Jendryk to make a
charge of the coolest his Chain Gun. For creates confusion. maore 1 ictical killing.,
weapon in the game: players know what Explosions damage The assassin’'s
The Auto Turret — simi they're about, Quogg many but kill few, so weapons buy time to
lar to ’r 10se In the film rIr_nIa focused damage there I1s a lot of wreak havoc.

Aliens’. quicker than anyone, ‘cleaning up’ to do.

& Handrawn visuals set the scene.

a Try it before

PlayStation

Rent any latest release from just



BALANCE OF POWER

Your team increases its effectiveness according to
success in the field. Physically they remain the same,
1 nut it is essential to keep them in good health and
well armed. Losing one of the mercs is the same as
iosing one life in any other game, only more destruc-
tive because they take with them all the power-ups
you have been collecting. This is why its best to alter-
nate between characters, so as to build their invento-
ry and subject them to less damage in the long term.
It's terrible to find yourself past the halfway mark
- of the long-term mission, with Althea still
o P, operating with just her Class One,

o f / Semi-Auto rifle! Remember, you need

L

/i1 : 'y "" to play this game strategically as
l W, '_‘ much as anything else.
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DEIDE!DEIDE!DEI*

Wonder at the marvellous game design all you like, but
the rivers of blood which paint Project Overkill crimson

will grab you by the neck first! We've compiled a gallery
of horrors here for your delight. These are the kinds of
deaths no one could blame on an accident!

@ Chest ventilation!

@ Torso anplodd!

@ Head blasted!

SATURN OVERKILL?

Sega fans are still due their version
of this excellent game, but the

release

March 1997.
It's a long
time to wait,

@ Blood splashes on the
walls behind the victims!

Mission zones are presented as a series of
rooms, linked by doorways and corridors;
sometimes ramps or stairs to different
storeys. But not all exits/ entrances are obvi-
ous — some are hidden. And it is this variety
which provide the biggest bounty. Tell-tale
signs are in the design on the walls or sur-

rounding area. For example some surfaces are
adorned by air vents, occupying a central area.

Wherever these vents reach the floor, most
likely your guy can break through to the other
side. Quogg is especially useful at finding
these, due to his power.

& As Kreeg heads down to a lower level,

the floor and walls turn transparent.
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& Walk over a corpse
to leave bloodied footprints!

B e T
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date has been set back to

e W R R DR N

& Bombs are a quick way to blow
away secret walls.

@ A transporter lies in this secret
room, leading to some powerups.

4
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REVEWER |

Mindless violence in games can be a
sorry cover up for poor gameplay in
many cases. But the entire Project
Overkill concept is far from being so
cheap. Players who loved Smash TV and
Total Carnage in the arcade will warm to
the frenetic action in no time at all. But
the thrill of cutting down hordes of ene-
mies is made infinitely more satisfy-
ing because they are
intelligent enough to make an
effective comeback. Consequently
it’s important to consider the right
weapon, and at the right time.
It's also surprising to discov-
er that the four mercs are
better at some tasks than
others - this isn’t variety for
variety's sake. Plus there's a
degree of satisfaction
gained from having devel-
oped a well armed team, as opposed to
struggling through with one merc and
one set of tactics. Even if Overkill were
to look and sound quite poor, the intelli-
gent gameplay would assure its success.
However the character design, anima-
tion, and sonic calibre is exceptional.
What more do you want - blood?

*PA’&L ‘Vﬁu‘lt”ﬁ
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we know, but

you can

AT SR gt it e M e e o Tl

= -
PlayStation

The most blood-thirsty game to have ever been
| created - and get away with it! Tension all the

" wap; thrnugll terrific seat nf the pants g‘amaplaj-c :

-'- 1_._.-“ ._|-C"'I‘| ‘l'l_- oy ":r-"

expect the
best possi-
ble results.

© Not every floor is safe. Stumble into a
pit and that’s your guy lost forever!

3.49 for three evenings



W_ng:ﬂmm_\ R e T, U TR N T e W N ety R e LU T e TR N e i R S i P v il
« GAMEBOY VERSIONS

AVAILABLE
@IE E‘ME * NI OTHER VERSIONS
PLANNED

- M « FORMAT & MEG CARTRIDGE

. 2 PLUS BAGKUP
| .r - « RELEASED BY - THE

TEL: 01703 653 311

S, Don’t have to bother reading the
(3% O ‘overall’ on this one. We can tell you

& Work fast to vanish rﬁﬁs of panels!
Make Combos and Chain Reactions to win!

recognise a game with potential when you see one! In a
point for real cunning to take over... Chain Reactions, in which the disappearance of one row triggers another, then

- L~ Y . ] ] » u
) right here Tetris Attack is a High Five,
that games don’t have to involve shooting, driving,
or fighting to stand a chance at greatdom. Why,
very simple but surprisingly brilliant way Tetris Attack >
(previously Panel de Pon) attains the kind of greatness
another, then another... While the Combos are good for points, Chain
0 0 Reactions have more devastating potential:
Still you're looking at this game, wondering what
the heck it's all about. Well, perhaps we ought to \k
b,

(5 no question. But if you need an expla-
even by reading this brief introduction you have passed
that deserves legendary status. Match coloured shapes There are two major ways to gain monster satisfaction from playing Tetris
better explain the different styles: — = . e

B nation why, the reasons are as follows:
a very important CVG test: Now we know that you
to dissolve rows of Panels. But that's only the launch Attack: Combos, in which you vanish two or more rows with one move; and
TIME TRIAL

You get just two minutes to This time players are required - == : ' =g
rack up as many points as to clear ten strict tasks before The large, rectangular panels are called Garbage Blocks, which appear in
possible. Always go for combos clearing the area. Succeed by Versus Mode - against the computer or a second player. These drop onto
or chain reactions to stand a sticking to the precise number the opponent’s stack whenever a chain reaction is triggered, and
chance. of moves stated. require some fast work vanishing adjacent rows to dispose of. However,

initiate a big enough chain and the other player doesn’t stand a chance.
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STAGE CLEAR

An opportunity to tour Yoshi's
Island, but you can't move on
until the Clear Line has been
broken. Keep hard at it
until this appears.

ONE PLAYER ATTACK

In which it's just you versus the
CPU. Perform well to save your SRS

name in the High Score chart!  Pitch your wits against Bowser's > vEUGR
CPU controlled cronies, one by HH
one until you come to tackle the
ENDLESS sorcerer himself. If you com-
plete the game on the hardest
Keep matching those panels setting you can choose to play
and disappearing rows, strug- as Bowser, and his three main

e

REVIEWER

Here is one of those great games that is
worth playing just for playing’s sake;
which can be treated as a lengthy one-
player challenge, or the perfect testing
ground for skills in a two-player contest.
Matching shapes might seem unappealing,
for all kinds of reasons: it's boring; a girl's
game; old fashioned; or even ‘there’s no
point’. Well forget all that! | can’t think of
a better way to get a real buzz from
intense concentration on a video game,
while still having a laugh putting a bunch
of sad mates in their place (or not, if they

L SELECT STAGE Y e taret)
ﬂl: ")

e R L S e Al A Al e D e
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gling to maintain control as assistants — Kamek, etc. happen to be better than you!). Practising
the CPU increases the speed Features the dreaded Garbage Combos and Chain Reactions for hours
of the stack Blocks! @ Tetris Attack used to be really pays dividends, and the better you

a game called Panel de Pon. | -G8 UERGDTERTTTR TG RIS gl [ Tg )
1 your great taste in games. If you own a

; 1 Super NES, and still get lots of hours
> | enjoyment from playing it, Tetris Attack is
Ahd | a game you just have to own.

TWO-PLAYER
ATTACK!

: o 'I:-J -.I', :

Shafaar, A 3 i s ’ S L
For the ultimate joy +r _‘tfs _..‘ﬂ N Ko\ | PAIN. VAVLES !
L - ¥ ' gl e : |

-

- sy
| |

gained from playing =
Tetris Attack, you _ » s 7 Lkt I 1~ ‘i 3
need to find a friend ) STReE NYE : 28 | s N
to compete with. “& k3 § Tj?

L= LrE N L —ll— J
Two-player mode !

offers both a Time , HARD ==t
Attack and Versus A 1k R - IME . .
option. The latter is far w ST s 000 | A Absolutely, no doubt about it, unconditionally,

and away the best
two-player puzzle action
available anywhere!

| Fi A A& Y without reservation, and before stopping to do
f A anything else, buy this game!!!
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Title Price Title Price TitIeD E@Fgr;igg :JEEd%:ln_ftuéare EF'Er-Sigg
Myst £37.50 Wipe Uut : - ongbow .

30 Lermmings £34./9 : :
Actua Soccer £34.75 NBA In The Zone £35.50 World Cup DFTG;::E ; Egggg gﬁgaqlp th;a i 5 Egggg
Adidas Power Soccer £37. 75 NBA Live '86 £36.50 Worestlemania - The Arcade : ampiionship Manager :
Air Combat F£35.75 NBA Jam T.E. £29.85 Worms £33.50 Command & Conquer £29.99
Alien Trilogy £38.75 Need For Speed £368.75 X-Com £29.75 Daley Thompson's Decathalon £26.25
Alone In The Dark JB £34.75 Olympic Soccer £35.00 Hi-Octane £33.75 Destruction Derby £31.50
Assault Rigs £34.75 Olympic Games £35.50 Zero Divide £34.50 Duke Nukem 30D £27.90
Battle Arena Toshinden £37.75 MNovastorm £32.50 Playstation Console £193.00 Flight Simulator B (WS5) £36.50
Battle Arena Toshinden 2 £37.75 PGA Tour ‘86 F£33.50 Grand Prix 2 £28.93
Chessmaster 30 £32.75 Philosoma | £32.50 playstation Interest Free PGA European Tour £31.99
Criticom F£36.75 Psychic Detective £36.75 Bundle (Subject to Status) Uuske £29.50
Cybersied £33.75 Powerserve £33.75 Playstation (one controller + Demol EEbe!hﬁsfﬁ%'fSE . Egﬂ?gg

yoerspee : Pro Finball - The Web 32, Alien Trilogy ensible Wld/Soccer Euro .
Descent F34.75 RAaiden Proiect £33.50 EIEA 'OB Terminator Future Shock £30.50
Defcon 5 E36.79 Resident Eiil £39.50 Price F270.00 Wing Commander 4 £38.99
BEEU‘UCUU“ Derby E%g%g Rayman £34.99 Deposit £27.00 Worms £26.50
Discworld £36.75 E'-‘?jmlué'm X Egggg & Monthly Payments £40.50 Wwe stock full range of PC software

= : idge Facer . .
E&‘i‘;‘me Binbal E%g;g Ridge Racer Revolution Eg‘é"gg Peripherais E;;ﬂd;l ;;g:;:; I:EMD -
; Road Rash . Iu

LGS 1o sec e s intel Triton 2 Chipset, 256K PLB
ESPN Extreme Sports £38.75 o g i Fo8'20 Sony 14 button controller  £22.00 Cache 1 BGb Hard Dick. B8 speed
%S:‘;E’HEEEE £a5 50 Streetfighter The Movie £29.99 h},‘?@'ﬂ E “E-“ Gdab'e Ef%gg CD-Rom, 2Mb ATl Mach B4
F1 £39.95 Streetfighter Alpha £35.50 ety o £15'68 Graphics Card, 15" SVGA Monitor
FIFA'S6 £38.75 Striker ‘96 oo 20 Logic 3 Controller £19.95 P100 £987.00
s S G £35 5= Scart RGB Cable £11.95 P120 £1,053.00

umpi : ;
Jupigepggtpike £36.50 Total Eclipse Turbo £35.50 = P133 El :}éggg
Johnny Bazookatone £35.50 True Pinball £33.50 |Opening hours ) F150 1 280.00
Krazy Ivan £34.50 Total NBA 'S8 £37.50 |9am - 6pm Monday to Friday P166 R £1,280.C
Loaded £34.50 Twisted Metal £36.50 [10am - 3pm Saturday Prices include VAT, Carriage of PCs is £15
Mickeys Wild Adventure £36.50 Viewpoint £34.685 Prices Include IHT E 1st Class Post Call for details of our credit facilities
Msgic Larpet Flus £32.90 Warhawk £32.75 |Next Day Deliver - HEER TP 4 o5 | We also stock Sega Saturn Software
MK £33.50 wing Commander 3 £36.50 — =" | Please call for Iatest prices.

Tel: 01483 420442 Fax: 0!483 727307
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Ngaou Shek, Larm Tuen. Tal Fo, KL HONG KONG
FAX: (852) 26506526
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Kirky

)" Uragon Ball Legend  Assoult Suils
] King of Fighters Policenauts Vampire
“Daytona Remix Hi Ten Bomberman
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~* Tobal No.] Star Gladiaters X Men
1/ Costlevanve Fotel Fury 3 Dragon Ball 2
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RECORDS
SONY PLAYSTATION 5 l 89 99

BIGGEST SELECTION OF NEW & 2ZND HAND PLAYSTATION
GAMES IN THE SOUTH @ PRICES START FROM £9.99

BUY @ SELL @ EXCHANGE

SONY PLAYSTATION, SEGA SATURN,
NINTENIM), SUPER NES, . BOY,

MEGADRIVE
ALSO

THOUSANIDS NEW AND SECONIDHAND
MUSIC CID's, GAMES AND CONSOLES.
OPEN 7 DAYS A WEEK 10am - 6pm

WE DO

13 Kingston Road,
Portsmouth,
Hants PO1 5RX
TEL: (01705) 8350955

MAIL ORDER

15 Wellington Way.
Waterlooville,
Hants PO7T TED
TEL: (01705) 267519

(Nintendo®)

THIS WILL RUN ON FULL RGB SCART WITH NO EXTRA CHARGE

AND NO NASTY SCART BOX.
NINTENDO 64 witH FUL COLOUR

NINTENDO 64 wiTH SCART LEAD, STEP DOWN AND PAD ALL YOU NEED

SUPER MARIO 64 PILOT WINGS 64

consOLE &1GAME  £390.00.1c
consou 22 GaMes £430.00.. - IN STOCK

VAT INCLUDED JUST ADD P&P
| ' | ALL NEW GAMES WILL BE AVAILABLE AT £85.00
INDEX HOUSE,

IHDES. PHONE: 01753 512041 / 0973 600338
* 0956 881770 / 01344 23404
gg?éf e 01344 291194

(Y > A { KN
a\li‘!“l‘l N io.080965 | ATHERT
o4 BIT CONSOLE SPECIALISTS E [;E .ﬁ“ﬁ"é?l !

\O. 1 RPG SPECIALISTS & N64

OON‘VERSION .
ATTENTION!!! GA

IDO O SEGA MEGAD
® PLAYSTATION C PRO

\OW STOCKING ALL LATEST Lung
IMPORT TITLES FOR: ELLCLICHIE GORVERSIORN WITH -

v Hﬁﬁ STATION QUANTITY BISCEILT
M AUTO BOOTUP NO M
NINTENDO 64 R e
ONY PLAYSTATION : mmw
SEGA SATURN
US.A. RPG SNES

113 2265837

N W o -

NOW

o ,rf’*

TU'HF
.lH'TﬂFALMI'ﬂHHF

= B AND SELL
A\TURN CDi SNES VCD GAMES L
-F" D WRITER - nennnmnu

FAX:




= PRICE £55.99

« NO OTHER VERSIONS
AVAILABLE

« ND OTHER VERSIONS
PLANNED

« STORAGE 1 CD

= PUBLISHED BY - PSYGNDSIS
TEL: D151 262 3000

PlayStation

ipeout sold the PlayStation to
the UK. That’s a fact - it sold 1
for 1 with the machine when it
was first released. A sequel to a game
that good and that successful is a hard The

that good and that success game that IS the PlayStation returns.
ing to pull of well, and by jove .
Psygnosis have done it! wipeout 2097 And 1t’s even better than it was beforel

takes everything which was brilliant
about the first game and improves it, - Al T e
while getting rid of the few bad things Red B _ A liﬂ ®
to speed the action up even more. 4 -~ . P "'";"1 E S
Believe us when we say that this is one ° m 1 R, ) Ji‘,“ .

— .

of the most amazing games ever! _
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In the first Wipeout, though there were . | ;
slight differences between ships (ie. " < b~ The introduction sequence to Wipeout 209/,

some had one rocket, others had two), ‘""T«J — o like everything else about the game, fits perfectly. It shows
but now they've all got different ship DID_. 3 ‘fﬁf Dua _ » F‘-E.ﬁ' ; awesome rendered races which look even better thar_n the
bodies. As you can see, some are i — . n actual game, along with flashes of the Red Bull logo (they've
standard ships like those from the first “ The average ship. + The beginner ship. sponsored the whole thing) and wireframes of the vehicles.
game, while others look more like cata
marans. Also, each ship s handling Oeas.. Iﬁm’?mil]ﬂ?
attributes are now displayed on 2.3 —POSs
the selection screen, -~ R r-ws .. o it EE“- ]E
allowing you to pick 4/ ' 1= = L2
exactly the nght 250 i ‘ :-...__4 i B ] E.:_*u:a

ship for the , \l . 1:“:._'

course you re

about to tackle. 4+ The mega-fast ship. “ The okay ship.

>k TIREEIOUN xx | = fme el

LLLARRN 1 T
ENE izt L

The power-ups in Wipeout 209/ are collected | ' s ) : W\
like the first game - fly over the coloured panels ' =

on the floor to pick one up and store it in the & The light trails from the back of the ships are
box at the top of the screen until you want to S incredible! You can see exactly where they've been.
use it. There's now an extra button which you 11‘,5;”’ -

can press to dump an unwanted power-up with "Eﬁ'&ﬂ"'W\

LN T
out using it if you want.

L

@ This is the Quake Bomb - one
CHECH POS of the most impressive weapons

O=3a34G. - 12012 in the game. It sends an enormous
LD ripple and wall of fire along the

'lcu:a_ track, damaging everyone ahead.
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4 The Autopilot is one of the most prized

power-ups in the game. Your ship will pilot

itself for three seconds, driving through the it takes a second or so to charge

tricky bends far better than most of us could fully and is difficult to aim ;

hope to do. accurately. If it hits, however, it SEETITTL LTS
causes an instant death! e W g
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vas one of the main contributors to its
ess, adding IUULIF:. to the “cool” image and fitting
I vith the actual game. Wipeout 2097's sound
ven more impressive, feature such top dance
s The Prodigy, The LIHJ‘H;&ZHI Brothers,

Future Sound of London, Fluke and Photek,
ell as Cold Storage, the in-house music team at
sygnosis. As before, the music fits the game brilliantly,
| contributes a lot to the overall feel — racing around
t top speed with “Firestarter™ blaring away is brilliant!

out's music \

WO,

THRUST

ENEREY

© The missile don’t have to be fired forward.
Sometimes, when armed, the message “Rear Lock”

will appear to tell you that you can hit the pilot
behind you. Simply hold Down on the D-Pad and

press fire to shoot backwards.

HECH

O:=32.a

LAP TIMES

 J0P OF THE CLASS >

The first Wipeout featured six tracks which
were played in order, with three chances on
each. In Wipeout 2097, there are three differ-
ent classes to begin with — Vector, Venom and
Rapier, each with two courses. The ships han-
dle differently depending on which class you
are using. Once each of these six tracks have
been won, a fourth Phantom class appears
with even faster ships and two more courses.
Once these have been mastered, another
secret appears!

LAF TIMES = e
i ]g'q.-fnf.'

- WEETRYRY N
D'BD-M ENERGY 3‘1\&\

Yok TN %

Another addition to the game
is that the ships now actually
take damage from weapons
and contact with the track
edges. If your energy bar
reaches zero, your ship
explodes and you’'re out of the
race for good. Because of this,
there’s now a pit lane next to
the start grid of every track
which will recharge your shield
as you go through it, as well
as an energy refill power-up.
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REVIEWER

Playing Wipeout 2097 reminds me of the
excitement when the PlayStation was
first released a year ago - the excite-
ment which encouraged me to buy the
machine. The whole package is near
enough perfectly done - some of the
best graphics we've seen on the
PlayStation, the incredible soundtrack,
and the excellent presentation make it a
very cool game to play. The ships handle
even better than in the first game, with
more variation to the courses, as each is
designed with a specific class of ship in
mind. The new class system works well,
giving more to come back to than the
straight race through of the first game.
But what makes Wipeout 2097 one of
the best PlayStation games is the
overall experience of the ultra-smooth
graphics and gameplay put together with
brilliant presentation. It’'s my favourite
PlayStation game, other than SFZ2, and
it's a game which everyone should get
without thinking twice - especially those

with the first one.
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The coolest game ever, and probably the
best game available on the PlayStation!
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One of the most amazing-looking games :
ever is finally ready. Was it worth the wait?

Play5tation

ing Tunnel B1, mainly because it's

one of the most incredible-looking
games anyone has ever seen! Also, it's
got a cool basis - pilot a low-flying
futuristic glider around an industrial
setting, collecting and using massive
weapons. But not every level is the same
- there are sections where there are no
enemies, and you need to escape from a
tunnel before it blows, and others are
actually above ground! Oh boy!
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T here’s a lot of excitement surround-

SLADIDA SUADIDA ACK!

The weapons in Tunnel B1 are split into two groups.
The main primary weapons are used mostly to blow
up crates and other scenery, as well as for taking out
most of the enemies. They are as follows:

e

© The standard machine gun which can @ A laser which isn’t particularly power-
be upgraded from a single shot to a triple. ful until it's well charged up.

L T
» 9

GER MISSILES

% L
ﬁss START Tam ETlN
L ey 2 ‘ OCEBCT :
£ : LE N @ The stingers can be fired off rapidly, & The wideboys are mega-powerful but
& Here's a collection of exciting scenes from and they lock on to targets. slow-moving nukes!

Tunnel B1, showing the varied action. By far the
most thrilling picture is the title screen (above).

Try it before

\ i Rent any latest release from just




he secondary weapons are slightly more rare than
e primaries, and have more varied uses. For exam- As is pretty obvious from the screenshots, Tunnel B1 is
e, flares to light up dark areas, bombs to break one of the most amazing-looking games ever! All of the
rough shielded enemies, and massive nukes which tunnels are detailed 3D, and they move around ultra-
ostr smoothly — but the most impressive part is the light-
sourcing! All of the lights around the level make coloured
tints on the walls and floor, and all the explosions and
lasers cause lens flares, making everything look incredi-
ble! Just look at these pictures if you need proof!

T '

-

ey sl aalinnny

& The lighting effects are some
of the most amazing graphics
we've seen. Just look at this

% explosion - it's incredible! And
¢ that picture on the left! Wow!
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!
Most of the enemies in Tunnel B1 are made up | Anyone who's seen Tunnel B1 running must
of fixed sentry guns which are positioned to a admit that it’s one of the most impressive
guard mission objectives, pressure pads, or games they've ever watched, as the smooth
other useful areas. Other things to avoid include the supplies inside them. All of the enemies i motion and lighting effects are truly awe-
evil gliders which follow you about; helicopters; explode in a shower of lighting effects and poly- some. But anyone who's actually played it
giant tanks; and big gliders which race away gon chunks of metal, and some leave behind | for any length of time must surely feel very
when they spot you, but are worth catching for weapon power-ups. Lovely! let down. From the start of the game you are

required to go to a certain point and collect
or destroy something, avoiding the laser
tripods around the level, and it doesn't
develop from there onwards. The whole
game is just trundling around tunnels,
destroying the occasional dull enemy - and
that can’t be anyone’s idea of fun. Another
annoying thing is the way that the view is
set up so that it's looking slightly upwards,
and there's no way of changing that your-

.r"_—'lt'..'.
) | \ self. There are 11 levels, all of which are
very similar, but they can get very tough -
Most of the pictures on these pages are of the too well — while the graphics are smooth, the mostly because of the extremely damaging
PlayStation version, mainly because it looks a lighting effects and the explosions all look very enemy attacks. The thing is, with a game this
lot prettier than the Saturn version. Tunnel B1 rough, ruining the best feature of the game. boring, no-one’s going to want to put in the
was originally developed for the PlayStation, But it still plays just the same as the PS effort to get through the tough stages, and
and the conversion to Saturn hasn't worked version, whether that's a good thing or not. that means it’s a waste of money. Don’t even

bother with “try before you buy” - it'll bore
your brains out. &v 1{)!4241,';
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@ As you can see, the explosions on the Saturn version are pretty feeble. | Now we know what the “B” in Tunnel B1 stands for -
They look like big puffy orange sponges rather than flames. | boring. It looks beautiful, but is no fun at all to play.
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ou buy It.

3.49 for three evenings
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o Guess what? Scorched Planet is another 3D
blaster for the PC. No, wait, don’t turn
. over! This one’s different! It’s based on the
o wore o ate romeaning toget vougn e @0 Father of shoot ‘em ups — Defender.

drop-off rings on the far side of the town.

sk any serious gamer to name their

top ten games, and chances are

Defender will feature highly. If not,
it ought to. Defender is an unmitigated
classic that has stood the test of time,

and is truly worthy of its legendary

status. With Scorched Planet, Criterion . ——
Studios have attempted to update Eugene -
Jarvis’ masterpiece for the 90s - replacing

line graphics with 3D polygons; simplistic

FX with an interactive soundtrack, and

bolstering Defender's admittedly simplis-

tic gameplay with a subtle element of

strategy. It sounds like a sure-fire recipe

for success, but the proof of the pudding

is in the eating. Let’s have a hearty

helping of Scorched Planet, shall we?

&> Simply hit the END key
at any time to morph your
vehicle! On later levels,
fuel is in short supply, so
you can’t just fly every-
where. You must choose
your moments carefully.
When you morph your craft
actually changes onscreen!

One of the main differences between Defender and Scorched Planet is the
capabilities of your craft. In Scorched Planet you pilot a Type 16 morphing
vehicle — a fast manoeuvrable fighter-aircraft which can morph at will into a
heavily armoured ground based tank-buggy. As the the tank you collect
humans and power ups, and withstand more hits. As the aircraft you
cross terrain quicker, and combat the Voraxian airborne forces more com-
petently, though you also have a fuel level to worry about. Knowing which
craft to use in which situation is crucial to succeeding in Scorched Planet!

Like Defender, your aim in Scorched Planet is to defend the

planet’s civilians from the attacking aliens. Flying meanies

will attempt to pick up and fly off with the colonists, and its

up to you to stop them. There are also elements of

Choplifter in there'too, as once you've collected a shipful of colonists (you can
only hold 5) you must return to your spacegate to drop them off. A level is
completed when the required amount of civilians have been teleported to safety.




Unlike Defender, the colonists in Scorched Planet actually serve a function. By deploying a
‘City Beacon' you can get all the nearby colonists to congregate in one area and form a
base. There are two types of colonist: civilians and soldiers, and each occupy a different,
but equally helpful role. Civilians will forage for items and powerups, dragging them back
to the city beacon for easy collection, while Soldiers will actually engage the enemy. You
can even drop gun turrets for the soldiers to operate, giving your base extra defence
against the Voraxian forces.
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@ The indestructable Voraxian cruiser @ A deployed soldier mans a gun turret
moves from settlement to settlement, that you have just placed. These provide
destroying them Independence Day more firepower than the soldiers

style! Above a civvy runs for over! ordinary gun.

n later stages you come up against even more ferocious creatures, such as killer wasps, fire

reathing dragons and the hideous ground-based giant spider beast! Unless stopped, these

'- * iechanical monstrosities head for settlements and cocoon your colonists, tuming them into rotting
ireen zombies who hunger for soft manflesh! A zombie will then march off around the camp, infecting
Il other colonists he comes into contact with, before heading off across the desert to find another
olony. Your only hope is to destroy the spider beast, collect the antivenom beacon it releases, and
leploy it in an infected area. The zombies are attracted to the beacon, then cured! Hurrah!

® The top down view (above), behind the vehicle
(above left), isometric (left) and inside (bottom
left). They all have there individual uses.

' FERE RN NN NNNNRNRNE NN NEEN NN RN N NN R NN NN NN N ENENENENEREEREN)

Scorched Planet makes use of an impressive
3D graphics engine that shifts the perspective-
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3D Defender! What a brilliant idea!
Scorched Planet looks good, sounds good
and adds a welcome element of strategy
to the usual simplistic blasting formula.
Plus it’'s networkable. Unfortunately,
Scorched Planet falls down on the one
crucial factor that made Defender such a
success: the control system.

In Defender you had total control over
your craft, and it responded to your com-
mands instantly. By contrast, both of the
craft in Scorched Planet are incredibly
frustrating to control. Criterion Studios
have attempted to authentically convert
the 2D control system of Defender to 3D,
with mixed results. There's no strafing, no
reverse, an irritating acceleration button
and painfully slow non-analogue turning,
meaning a reliance on the infamous 180
flip button. You do get used to it, but you
never feel you have the same sense of
control that you had in Defender, or even
other games of this genre. Which is a
shame really, because it could have been
something special.
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ly textured polygon mesh terrain around at - ' \ 4L '
high speeds, even in hires. All of the objects & ﬂ T’”G \ - ' i

in Scorched Planet are real 3D characters (not

sprites!), and so look cool from any angle. To

this end, Criterion Studios have added a | A novel idea, let l!ﬂwn by the infuriating
variety of different camera angles from which control system. Pity.

the game can be played, though only a couple
of them are actually useful. Here's a look...

e
™
=
™
e
™
|
-
F
- —
p—
™
b |




et i Nl i el e e T

* PRICE £49.99

= JAPANESE IMPORT
VERSION AVAILABLE

= NO OTHER VERSIONS
PLANNED

= STORAGE 1 LD

= PUBLISHED BY SEGA
TEL: 0181 996 4620

This actually started out as the sequel to
International Victory Goal. Don’t be put off -
@ it’s actually the best football game around!

WORLDWI DE s oc c ER ‘ ! , him! There was nothing he could have done there!

& The goalie looks dazed as a shot is volleyed

M2’s Virtua Striker impressed everyone with its excellent
graphics and smooth animation, but unfortunately doesn’t seem
to be coming out on a home system. Never mind, because Sega
have created Worldwide Soccer, which plays very much like a cross
between Virtua Striker and Victory Goal with loads of excellent fea-
tures added to it! In
fact, it’s better than A b
Virtua Striker, and is i o L N Ny - R
actually one of the best A T 7 AR
football games yet! : e T
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Foe OOOOOALL' : Woridwide Soccer's graphics are excellent, especially the animation of the
players as they all move around very realistically and perform loads of different
When a goal is scored, the score- moves. Even when just turning around, the players drag the ball back through
board in the main stand plays a their legs and spin like real players! There are also a few extra special moves:
short animation to celebrate. Some

f th llent, d oth
iyt OVERHEAD FLICK B SHMMY

sound effects which make no e B i

v TRt ey e S r_".‘ .I": .I_I_
sense at all! ;

=, - The player flicks the ball from A double-tap to either side makes The player passes to a
@ Two happy people drink beer behind and over his head, into the player fake a run to one side, team-mate who taps the ball
and spell “marvellous” badly. the air for a volley. then move off to the other! forward into your path.

Just about every single British football commentator
seems to have done a game by now, and now Football
Italia’s Gary Bloom can be added to the list as well. Mr
Bloom keeps up with the play fairly well, but doesn't
say the names of all the players — which is a good
thing, as the player names can be edited if you want.
As always, it gets a bit repetitive but adds a lot to the
atmosphere of the game.

& A cowboy shouts “Goal!” and
his horse bites him on the bum
to celebrate good play.
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@ This face has letters spelling
“Fine Play!” appear in his ' E—— -
mouth, then he disappears. @ Flag fans will love this game - it’'s got loads!




ZOOM AGTIVATEDI

While the default setting has the view going up the m
pitch like the first Victory Goal, it's possible to change

this. You can spin the view to the side and play like The replay feature is actually quite important to most people in a football

Virtua Striker, or have it at an angle like FIFA! You can game — when you score a brilliant goal you want to watch it 20 times

also choose how close to the pitch the view should be! over again, right? Worldwide Soccer's replay mode is perfectly fine for
this, letting you rotate the view, zoom in and out, and generally annoy
whoever you just scored against! And because of the excellent graphics,
nearly every goal looks brilliant in the replay mode!

his footing and stumbles
to the floor, the Polish
striker blasts the ball in!
|1 © The standard view is probably the clearest of
them all, especially when zoomed away like this.

| 2,449 18

e
a

B 5 Ciaglinski & This shot actually went in! The goalie & The main “Secondo” stadium looks
was off his line, and the lob dropped just especially awesome from a low view like
© The angled view can be pointing towards over his head! Just like Nayim! this. And look at the black rain clouds!
| either goal, but is a little tricky to play with. A
7 ¢
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4 & 4l W : FYHIRMON RS TITF. 18 cuP Sese | BB While football games are always very
r ¥ ' | : popular, there's still not been one which
plays much like real football. They nearly
always involve running straight at the
goal and shooting from outside the area,
and never really require much passing
around. While Sega Worldwide Soccer
: AT | ‘97 doesn’t change this completely, it's
1 @ The side-on view makes the game look even & There are plenty of different ‘| probably the most enjoyable arcade-style
i more like Virtua Striker when zoomed in. modes, including a league, world cup, | IRCIMCEUN-ETLTRT- SR LERD TR
tournament, and penalty shoot-out. | simple, yet they work really well, giving
players moves to learn so that they
improve with each game. It takes quite a
while to master, but is well worth the
effort, as it becomes even more fun with
time. I've actually been playing the game
for months since we got the Japanese
import version, and | still think it’'s
excellent. And on top of being a great
game, the UK PAL conversion is brilliant
- full-screen, improved speed, new
teams, minor bugs removed, a new
commentary, and a new intro! Essential
to video game football fans.
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While Worldwide Soccer features interna-
tional teams, the player names are not
totally accurate. In fact, they're complete-
ly made up! The England team consists
of employees of Sega UK, with quite a
few games journalists used to make up
the numbers in other teams. This
includes Ed Lomas as the Wales number
2 and Paul Davies (with a different
spelling) at number 5! Don’t worry, you
can change all of the
names to anything you want
with the editor feature!
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Cheesy
Baraka
Hyu
Akira

Helhachi : :' mﬂ bsﬂ 32'!?" Mtbﬂ" gﬂﬂ'Iﬂ yﬂt’ m mﬂ
James Pond ALANCK  STAMISA T ideal game for sports fans.

Kayman
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e’ve been eagerly waiting for this
game since we first saw it over
half a year ago. And the reason
we’ve been so expectant is the same rea-
son some people have criticised it - for
being a blatant rip-off of Daytona USA
(among other famous driving games). An
exercise in plagiarism it may be, but let’s
face it, Daytona on PlayStation would be
extremely cool. And considering that’s
never gonna happen, a copycat game is
surely the next best thing. What’s more,
it provides an answer to one of the
biggest Saturn Vs PlayStation arguments
of all - could the PlayStation do a better
job of Daytona than Saturn? So... can it?

llllllllllllllll L

SEPARATED AT BIRTH!

We don't use the term BLATANT RIP-OFF
lightly. Ho no. But hey, judge for yourself with
our ten-point blatant rip-off rundown.

Three tracks,
complete with
“Please select a
Race Course”
stylee speak.
Although it's in a
dreadful French
accent.

“Manual or
Automatic
transmission.”
There's a guitar-

loading screen.

MULTIPLE VIEWS! >

P v M L%

&

o

Five different
driving view-
points. Four of
which are identi-
cal to Daytona’s.
And one more
which is pretty
much redundant.

e e
THE FIRST TRACK!

* SPOOKILY SIMILAR
SATURN GAME
AVAILABLE

= N0 OTHER VERSIONS
PLANNED

= STORAGE 1 D

= RELEASED BY - FUNSOFI
TEL: D181 748 7565
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The PlayStation racing game that is
otherwise known, in certain quarters of
the games industry, as Day-clone-al

BURNING ROAD

YOU PLAYED 5TH! ==

GLES  »

CAMERA AN
.

Excuse their s s Watch how the
" B French, but 'g--r e = Vview zooms down
e IR that's a poor L e on the car at the

starting grid.
Fender-level replay
views too. It's all
the same!

THERADARI
— '-‘ (o)t

translation of
Daytona’s post-
lap autopsy.
Even accompa-
nied by a
voice-over.

RACE LEADER SIGN! &

Perfectly match-
es the neon
indicator that
flashes above
the screens on
the multi-link
Daytona
coin-ops.

Oh ¢'mon! It's
appeared in no
other game except
Daytona. TOTAL
COPY!
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REVIEWER

So, could the PlayStation do Daytona better
than the Saturn? From this, it would seem
yes. Awesome graphics, with chunky-tex-
tured mountains, buildings and tunnels slid-
ing past. The clipping is minuscule com-
pared to Daytona’s. Brilliant light-sourcing
too, especially on the street level. Most
impressive though, the car really feels
weighty. Smashing other vehicles you
almost feel you're getting feedback from
the joypad. However, while it's a superb
demo of the PlayStation’s ability to do
Daytona, the game ISN'T as good as AM2's
masterpiece. In Daytona every corner was
memorable. These tracks seem cobbled

External view of
car flipping
madly off the
road. IDENTICAL
to Daytona. It's
very impressive
inyer-face stuff,
though.

Wanna line of
traffic cones?
You get ‘em.
Barricades too.

i
|
%
3
3
!

twang select And dustbins. together. “Oh there's some windmills, oh
sound, followed Okay, so they now it's snowing etc.” Also, getting first

by a rewing samnt  weren't in place isn't a case of mastering the course.
engine and static ,‘ L_{ > & Daytona. Do well on a couple of corners and you're in

the lead. Hit a dustbin and you're down in
5th. It's fun and a great PS showcase, but
both Ridge Racers are far _, 1.108

superior racing games. ”}m M"z'ﬂ?‘f*

n

s It's so
similar to

t Dinosaur

%% Canyon -
especially
the curve
leading up to
the tunnel.

A technically excellent racer which superbly
mimmicks features of Daytona, but lacks its

imagination and fine-tuned brilliance.




T
All systems go.

(The latest releases on all computer formats
are at Woolworths.)

£44.99 £32.99

Die Hard Trilogy released on Friday 22nd November.

I VO OLWORTHS

All items subject to availability
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He rooty, he’s tooty, he’s Kerashy Bandy-
cahooty and welcome to his all-new platform
show! Hyuk hyuk, th-th-that’s me, folks!

-

et’s face it, Crash Bandicoot is a '
disgraceful looking
character. He’s a moronic, ill-
proportioned, man-like animal-
thing. He symbolises every- : '

thing we detest about

despicable platform bumph. i B AN D IC OOT
And yet, sticking Crash in the Bubsy
/Rayman/ Cool Spot bargain bucket is
a mistake. You see, he’s not as stupid
as he looks. In fact, his is a very f
calculated game. Almost cynically so.
His creators, Naughty Dog, have created |
his game specifically to succeed. Every
classic element of a platformer has been
incorporated and fleshed out with
stunning graphics. And the gameplay has
been perfectly tuned. With Sony’s
guaranteed marketing juggernaut behind
it, everyone’s gonna love him! We shouid
know. From sneering at his ugly googly-

eyed mug, we've warmed to him. And we FUNKY CHARACTERS! s

can’t deny his game '5_ very clever Love ‘em or loathe ‘em, Crash’s characters all have a familiar quirky style. By their own

indeed. Boy, we feel dirty. admittance, Naughty Dog's artists have been strongly influenced by the Warner Brothers'

et 000000000008 00000000000000e00c00escscsccscsces | cartoons. However, all the characters have a distinctive polygonal 100K as a resuit of them
S being fully 3D generated. In fact, the excellent intro is all generated in real time.

f.--"'

B HOW 10 CRASK THE WORLD OF PLATFORIN BAMES!
| Okay. YOU are Naughty Dog. Sony want YOU to make
| them a successful platform game for the PlayStation.
How do you go about it? Well, with the benefit of the

final product here in front of us, here are the key
| elements to Crash's success.

A

-

' KER-AZY PLOTSKI!

Don’t expect anything ground-breaking here! Standard issue evil professor -

. 2 Neo Cortex — is experimenting on animals to make them into, gasp, super

" i animals! But while testing Crash, the machine malfunctions and he escapes

% -'!r
- S} A (with powers, of course)! Now he has to get back to the laboratory before they
L AN e ‘ grow a human ear on the back of his girlfriend.

. BANDICOOT 1.4
i

ot

Some may call him unoriginal, Naughty Dog would
probably use the word ‘familiar’. Whatever term you

. use, Crash’s abilities should be instantly recognisable
to platform gamers. Aside from the obvious running
and jumping, he has a Tasmanian Devil style spin
which, while making him indestructible, destroys any
baddies it connects with. His other ability is,
obviously, stomping on enemies heads. This can be
combined with the spin for guaranteed results.

(> Spinning or
jumping can be
used to clear foes
out the way.

© Or utilised to
break open crates.
Ah, what a versa-
tile little pup!
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It's a platform game. So, you've got to colleet things, right? Right! There's a variety of collectable things to look out for in Crash. And in traditional
platform game review-stylee, we're going to list ‘em for yal!

- L 4
PlayStation

'He's a bandicoot, so he collects apples. Ha, of  Mostly containing apples (see exciting boxout African-style masks, when collected, float

course! Anyway, these fruits (bizarrely scattered labelled ‘apples’), although some have extra around Crash and allow him to absorb one hit.
in weird formations around the islands) serve no lives and shields (see also other exciting item As more masks are collected, so they add to his
other purpose than giving him an extra life for boxouts). Crates are THE most important things  protection. Collect three-in-a-row and Crash puts
every 100 collected. That's nothing to be on each level. Only by smashing EVERY one on the mask on turning him indestructible for a

- scoffed (ho ho snort) at though, as you need each level, do you get a Perfect. More later short time.

“every one you can get. (look for exciting boxout labelled Hidden Stuffl).

‘There are three types of head to look out for. Crash Bandicoot heads are extra lives Next up are Tawna (Crash'’s girlfriend) heads. Three of these
transport Crash to a bonus stage. More rare are Neo Cortex heads. Three of these give Crash a shot at an extra tough form of bonus stage.

&
o
-

-

_'{U He's got three Tawna heads. Yeehaaal @& All he’s got to do is get to the exit at & Getting the crates on these stages too,
the far right. is essential for a Perfect!

_————= e = e . e e

LOODIAdNVH

your only chance to save your progress
through the game. So, each time you face
one it's a dilemma. Do you play it safe and
get to the end, or play like a bandicoot

master and get all the crates? i - |
; '- > 4 '8¢ O

|
|
|
|
| _

. ’|

© At the end of a bonus stage, you get ‘ 1 _ ‘ ‘. .

|
)

i
.I'.-r m

__'___1.—--"'"'~

o Everything about the graphics in Crash
is amazing. The 3D surroundings, the light-
ing, even the detail on those bats has
been crafted to perfection.




' Crash Bandicoot rips off every trick in the platform handbook. But hey, that's a fair smattering of tricks. Variety on the basic gaming formula is
- something Crash does have on its side.

.
[ 1
PlayStation

™ T o

&> The first stages set up Crash’s basic % Later levels seem him running out of the <& Ooh, back into-the-screen. This time on a
into-the-screen 3D gameplay. screen. Clever, eh? pig! Ingenious.

& Side-scrolling levels give the game a ...except Crash can still move fully in any < Later on, multi-directional stages provide
more traditional feel... direction. Over the fence he goes! the toughest challenge!

e

A SENSE OF HUMOUR!
Yes, the game does make you laugh, although whether some of the game's humour is intentional is not clear.
Here's a few of the game's funnier moments.

_,_.-4#_: . ——— F - o - 'l*i:' 4 "
@ His eyes humourously fall to the ground and roll @ Whereupon he crumbles into toast crumbs.
around to stare at you. Heh. Actually not so funny, come to think about it.

@ The level ends as he enters a hut and a :ﬁrtain
drops. Cue pig squeal. Dunno what it all means!

@ Moving walls and spinning
steps. Just a few of the hazards!
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One of Crash’'s most appealing factors is its stunning graphics, transforming what would be , |

ordinary gaming sections into spectacular set-pieces. Don’t expect to see this game on any other While there’s nothing particularly amazing

system, it's clearly been designed with the PlayStation’s power totally in mind. 2 about Crash Bandicoot - other than the A
| graphics - it's strangely fun. In fact, it's one |

of the most basic games around, featuring |

jumping over holes and breaking boxes... _

and not much else. But it's the jumping over Ce

holes that makes it kinda fun. There’s no - PlayStation

freedom of movement, and it’'s not a partic- |

ularly inventive game at all, but it's got

well-placed platforms which will drive you ]

mad! The one badly done thing is the way .

that camera in the “into-the-screen” sec-

tions is fixed to the scenery, not Crash,

making some jumps difficult to judge. In my |

opinion, it's a bit too basic and slow to

make me want to spend loads of money on

it, but it’s well worth trying. ffv W&

TP 5T & 0T

Fcomment |

HIDDEN STUFE! | A bog-standard platform game, boosted by
Essential for giving the game that all-important ‘replay value'. As mentioned earlier (see thrilling ‘| phenomenal hardware. No more, no less -
Crates boxout, cootsters), you need to smash every crate on each level to get a Perfect. However, (| but | like it lots. Naughty Dog make no
even if you try your very best you'll find, when you finish the game, you only have around 60% of the  JELGHEEIEL LTSI SR QTR :ELD (2T g ERE LR CUET:
game complete. That's because there are hidden sections accessible only by locating gems. These | traditional platformer with 3D overtones.
gems transport Crash to unreachable parts of stages, some of which contain the rest of the crates. { So linear that many stages are best com-
Getting Perfects gives you special white gems and keys - which are essential for reaching the ‘true’ JERUECHROBIEISC-LINERG TSI GTITIES 0TS
ending to the game. But that's another story. | ping to see what’s left behind. Predictable

| too, otherwise such bold tactics would not

be possible. Even next to Mario 64 I'd say
Crash is the best-looking platform game to
date. The textures are insanely detailed,
and the special effects - flames, coloured
flares, etc - are fantastic too. Question is,
do | really need to prove to myself that |
can meet the challenge of attaining 100%?
Probably not. Technically brilliant in every

g way, and a real tease! PAR. DAVIES

R T N o - iy S o, P e L PG - e A o

@ The impressive 3D map & See that glint there. Find & There’s another hidden
shows the game's three the correct gems, and they g£em. Find it and you can T T PR AN VSIS DA TR S ATV (/AT Y B S A
islands. You can travel back turn into solid gem-stepping reach that crate in the top-
to any stage previously com- stones, allowing you to right. Only getting up there

B
pleted, for extra lives or to reach a hidden section of can allow you to get all the § 'i
score a Perfect on it! the level. crates and score a Perfect! | “EV'EWEB ;
W ‘m‘-‘;‘ - ": '_ Y i ,. j .T' i It's a credit to Crash Bandicoot's quality that (in

i this office anyway) it's shifted from being a sub-

R R S S - ) Rl S S T v e e T T T Wl e T B T o

ject of derision to being respected as a very good
game. The first thing that leaves a lasting impres-
sion are the graphics. They are undeniably awe-
some! From the 3D scenery scrolling past on the
early levels, to later textures on backdrops
and fantastic lighting effects, it all looks
so convincingly solid. With visuals like
this, even if the game was quite standard
underneath, it would be impressive. A
good thing then, cos it IS standard
stuff, although tuned up in a razor-sharp
way. The typical platform elements have been so
precisely placed, giving the game a real skill-test-
ing edge. Excellently graded gameplay, but to be
honest, it's perhaps too technical for me. On
PlayStation | prefer the lighter fun of Jumping
Flash 2 (| think it's more unique too). But that
game is too easy and Crash provides a lot more
game. In many ways Crash is exactly what Sonic
would be if he were on PlayStation. Graphically
superb, technically perfect and surgically challeng-
ing, but not so cuddly to play. Flawless, but per-
S haps a bit charmless too.
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Every ingredient from the platform cookbook, per-
| fectly fitted in place with fantastic graphics to
match. It’s like the Terminator of plalform Eames.
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a Drive’s first games,
and combine it with one of the best. Add
@ excellent rendered graphics, and you've got..
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A RENDERED INTRO ON
THE MEGA DRIVE?
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o ow many times have people
said that the Mega Drive is
dead, only to be surprised

when an impressive and top-quality
game appears? Sonic 3D is the lat-
est of these “surprises”, proving
that the Mega Drive can keep

up with the current trend

for 3D platform games.

And it’s even got a new

style of play for a Sonic
game, almost entirely for-
getting the original’s “run
to the right” play.
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%5, THE FLAMING FLICKIES

The basic idea of the game is to lead the Flickies to their
warp rings in order to progress through the levels, but
this often isn’'t as easy as it should be. When leading a
line of five at once, a shot from a badnik can scatter your
- Flickies all over the place, and some are very tricky to
collect. For example, the blue Flickies hang around you,
the green Flickies rush off around the level, the purple
Flickies wander off on their own, and the red Flickies
bounce around, making them very difficult to catch.

WHAT’S IN

r

FLICKILE ARE AYETERIOUSE E!RDE THLY
LIVE In AMOTHER DIMCHIION AND CAM
IR 1 i L F F R L] 1 b " ' i

® These screens tell
the story of the Flickies.

SORIC VISITS Fl_ll_l:I'"

1SLAHD_TO
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@ All of the scenes
moves as well.
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MODOTHIK LEARAS ADOUT THE FLICKICS
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characters look brilliant.
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% And it's off you gol
Toot toot Sonic warrior!




LACTING UP BONUS TIMESTARTIO O O O

§ There are now seven full zones, plus a final boss zone, and each main
zone is made up of three acts. Each of these acts is subdivided into

} between two and four sub sections, meaning that there's absolutely
loads to do before the game's finished. The zones also have typically

1 “Sonic” names, like the Green Grove Zone, the Gene Gadget Zone and

| the Panic Puppet Zone.

.0

& Rusty Ruin Zone is full of & Panic Puppet Zone 2 is based
: these rotating spikes. around a giant Robotnik!

SONIC GOT
THROUGH ACT

[INE TAKEN 1:19 SCORE 4700

Q00000000000

TINE BONUS 5000
RING BOnUS 100

g 1 )
=

A o m | REVIEW
© At the end of each zone, & After Robotnik, your rings and 2 EUIE E“

Robotnik must be defeated. time are converted into points. » =N EEY The Mega Drive Sonics are some of my
favourite games, and I've played them far
more than most people would ever admit
to. Because of this, | was looking forward
to the new game, while being a bit
worried as to whether the new formula
would work or not. While there's a
different feel to the game, and an entirely
_ new objective, it's still great. The Sonic
" BHAST |§& g x4 LRI characters and style have been used to
_,.,ff__ Lokas wen, ' \ '- make something which will appeal to all
— K '3 ‘ﬁ.}, fans of the series, as well as a few
_

m ‘ ""- ‘; : s people who couldn’t be bothered with
2 v (Y running right all the time. The graphics
’ % ’ are fantastic, and it's pretty remarkable

to think that a Mega Drive is producing
the rendered intro and super-smooth
game movement. The chequered floor
gets a bit repetitive after a few levels,
but is necessary to be able to judge some
tricky sections correctly. It’s harder than
most Sonic games, and will take longer to
complete, though there aren’t as many
secret sections to discover, cutting down
on the replay a bit. But still, it's excellent
fun, it looks and sounds brilliant, it's fast,
and it's Sonic! The first essential Mega

Drive game in years. I, UM‘IA.—EJ

YT
Sonic returns in a completely new dimension,

and it’s just as much fun as before! Essential
to all Mega Drive owners!
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i vryoﬁ, 'm }oh Madden. Welcome to
the 1997 version of my game! Let’s play ball!
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ohn Madden came from nowhere with EASIE CHE B e PR

. . ] HALFIIHE REPORT “TH STADIUNS !
one of the biggest surprises to hit - i | oy Q e

et} Faild mil
™ A ]

video games - a good American foot- s - Sy o
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ball game which impressed even those ; -'-‘f-{-'-'-"?;-‘;-.‘ﬁ-‘"';.',;,..., - EERE A o
who didn’t know anything about the B e e e s
sport. There has been an updated version g
every year since 1990, so Madden ‘97

isn’'t much of a surprise to anyone. What
is surprising, however, is that it’s the
best version since Madden ‘93! Where’'d

that truck come from?

FEYRERRREN RN R NN R NN NN RRERNNE N NN N RN NN NNENNERENNERSEH;NHEREJESESN.)

LET'S TAKE A LOOK AT THE MALFIIME STATS!

E'u‘ FE“ THAT N N TE WGI T B T
All of the football pitches in Madden ‘97 are particularly realistic. Every one of the real NFL stadiais |
included, from the Ravens’ relatively small ground to the massive Candlestick Park. They really add to | “EV'EWE“
the authenticity of the official NFL license, and make the game look brilliant! |
The 16-bit Madden games are classics, as
they managed to make American football
games popular in the UK. |, for one, didn't
know anything about the sport until |
played Madden ‘92, then ended up staying
up all night to watch the Superbowl for
four years in a row! the games went down-
hill after ‘93, so it's great news to see
that PlayStation Madden ‘97 is definitely
the best for four years. It plays almost
exactly the same as the others, with lots
of choice additions which don’t clutter the
game up, and the sprite-based players
keep the same graphic feel. The sound is
brilliant - some really clear speech sam-
ples, excellent crunching sounds and good
background noises. There are also tons of
teams, all the real players (each with a
photo and background information), all
wrapped up in some of the best presenta-
tion yet. Anyone who used to play Madden
will love this, and even those who don't
and eithel | ._ | know anything about the sport should con-
eal ‘—bfjust thl'aai}, | | sider it as it’s one of the best sport games

around. Brilliant! 3 ,
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The best game in the classic series for years, and
one of the best 32-bit sport games!




THERE’S ONLY ONE PLAGE YOU GAN FIND OUT

EVERYTHING
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fter somewhat mixed opinions regarding King of Fighters
'95 (arcade-goers say it's great, home owners say it isn't)
SNK finally release their second Dual-ROM Neo Geo conver-
sion - Real Bout Fatal Fury. Some might argue that it's difficult to
3,

see why the supplied memory card is required — the animation,
although great, is hardly in the same league as the non-memory
card Street Fighter Alpha 2 and although pixel-perfect in just about
every regard, the graphics seem to lack some of the impact of the
Neo Geo originals. However, in terms of gameplay, this is SNK at
their best. They have always
specialised in producing a

n.rrn;.-\-_

BIlLLY HﬁﬁEﬂ,
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ST ......,.,;If"ﬂwn.u.h.. | sprite-based fighting game
ﬁ‘ J ﬂ '#W quite apart from the Capcom
Dﬁm - W : games, relying on intricate
E\ DL | B gameplay mechanics that
= N S novices find difficult to get to

grips with. Real Bout Fatal Fury
goes one up on King of
Fighters '95 in the depth of
play, and there's even the addi-
tion of some hilarious ring outs
— the best being smacking your opponent into a tube train, watch-
ing them bang helplessly on the glass windscreen as the train
pulls out of the station where the fight takes place.

In all, | thoroughly enjoyed Real Bout Fatal Fury, but |'ve always
had a soft spot for the SNK genre of fighting game. However, even
if you don't like them, there is much to commend Real :
Bout, not least the absolutely brilliant CD soundtracks. 'ﬂ'—-———. 50 __F.gx*

The thing is, you along with everyone else is going to
be comparing this to the cheaper, higher profile Street
Fighter Alpha 2 — and while this is very, very good,
Capcom'’s title has far superior graphics, a more intu-
itive and rewarding system of control plus a far flashier
feel to it. So unless you're a rabid SNK fan, I'd proba-
bly get that instead.

PAUL DAVIES
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oint-and-click adventures generally tend to be quite tedious.

Either taking themselves too seriously or trying (badly) to be

humorous. The exception to these has always been
LucasArts' adventures, which genuinely are funny and involving.
Thankfully, Orion Burger takes after them! The plot follows earthling,
Wilbur, abducted by aliens to see if the human race are stupid
enough to turn into burgers. Having failed the test, he's returned to
Earth. But the aliens mess up the teleport process, sending him
back to before he was abducted, without erasing his memory. What
follows is a Groundhog Day rip-off, as Wilbur can relive the hours
leading up to his abduction, in an attempt to prepare for the alien
IQ test. What makes Orion Burger appealing is its sharp style, clear- ‘
ly based on Hanna Barbera cartoons like Scooby Doo (Wilbur even " -
sounds like Shaggy). What's more, it IS funny, with a real Calvin and & Help! Get me out of this mess! The cartoon style
Hobbes-style approach to scifi. The actual game premise is also Click on something, quickly! good, which helps a great deal
smart, as Wilbur wanders his town attempting to crack individual
problems. Fail and he returns to the alien ship and starts the day
again. Each time, you learn a little more and
pick up better skills and items. With a plot
unfolding around all this. Orion Burger is a >
very good point-and-click adventure. But | stil thlnk \ A».,
you've got to be a patient, lateral-thinking person
to enjoy them (even the LucasArts ones). If that's
you, you'll more than likely enjoy this.
TOM GUISE
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~ he PlayStation version of Actua Golf is brilliant — definitely the
~ best golf game on the machine. But we were still a bit worried
mmmmsammmummmmasm
atu mrﬂms@n&mmﬁmmlﬁmwmls
e thehezttmslat:onsyet.beirﬁalnmtidenﬂc&ltuﬂwoﬂgkﬂ! .
mxsmatmeg:aphicsaregeat nice, detailed reaktime 3D -
| nanbeﬂawadfmmwanglemanoptbnmﬂymrﬂw
e tackling it. The players are all motion-captured, so they
':~::.- realistic in their motions. The sound is also brilliant, featur-
mmnHﬁarybyPawm!Isa(‘ ..And there it goes, plop, into the
) and some nice background noises, like birds, wind and flow-
mmmmmmmmﬂnwmwm.
s a lot from
Ihursaﬂes.
aslrnilaraim!ng
Ia“‘
' hﬂ'tudoallﬂw
*hutthﬁsnubaﬂ '
at all. The two
2s may not be
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~ ullfrog are the masters of the ‘god game' and clearly they

- know it, since near enough every game they make is a varia-

- tion on the theme (no pun intended). Gene War takes the

-. orn formula and submerges it in a thick sci-fi plot. A super-

e known as the Ethereals, tired of watching lesser races con-

havefamedthe races to recolonise barren planets. If they

'-_‘ tt‘lernsehres they are rewarded,. If they do bad things they are
nished. You control the humans, and this means doing Populous-
things to a series of planets. You have different specialists

,T jineers, botanists, geneticists etc) who can do various things.

;'r: art, you have to build mining machines to get GLOOP (Gene

ars variation on Mana). These need to be powered by solar

ocessors. So you build those next. Then you can build gene pods, :

ich can reproduce animals (enter the genticist to run them). %° Afullon stats screen of how your

stmeshavemesesimpleohjacﬂvas but as the game pro- gathering beam. Thrills ‘n’ spilis! colonisation when. Rippin’ stuff!

es you come into conflict

the other races and the

e sctives get trickier. More

chines become available

. Iling more gloop). Even

. 'ﬂ'IB range of structures

| 'f can build, and abilities .
ur race possess, it's still is a

ery thinly rehashed Populous.

| WIth a poorer style and

_-“ e of humour. Theme Park

 good because people want

nake theme parks. And it

gaul Bullfrog that the

garne (Sim City) of this

pe isn’t by them. But Gene

,-_'s theme will go over the

2ads of most people. It's a

nart well-executed game, but

don’t care much for it.

OM GUISE
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e’'ve spent the last few
months admiring every

picture of Virtua Fighter 3 we
could get our hands on, we’ve been
listening intently to stories from people
who’d seen the demos running on
video, and waiting patiently for our
chance to finally play the game. And at
last we have! The first few test
machines arrived in the country
recently, and we were first in the queue
to play them, meaning that we're well
qualified to tell you exactly how it
plays. Please remember,
these pictures and the
information all come
from a not-quite-fin-
ished version, and
may be changed
slightly in the
final game.

OUT OF THE
RING!

Of course, the
backgrounds in Virtua
Fighter 3 look
incredible, but the
biggest thing Is that
they each affect the
way the game plays
slightly. For the first
time in a one-on-one
fighting game, the
scenery undulates
on some stages,
adding to the . T . t
strategy element of L s - ' '

the game. With the Escape button, Yar'sstage is set roof of a shop in Chinatown, and slopes
players can now move anywhere in from thﬂ Stl'“t edge e top, where it joins with another building.
the ring at will, letting them climb It's possible to get a ring out on two of the sides.

the raised areas to get an
advantage over their opponent.
The ground you are on affects the
fight greatly at times, as it's not
always possible to grab players on
a different level, and often you'll
end up punching straight over a
lower fighter's head! Also, some
moves are increased in damage
when using the height advantage.
For example, one of Wolf's new . : : ' :
throws (F, F+G+P) makes him jump G Jafﬁ'y s Illanl:l stage is excel- @ Llun 2] Innradlhla room is one
onto the other fighter and roll them lent. The actual ring is fairly small of the best backgrounds. There
into the floor. When done from the and is irregularly-shaped, but you are stairs going up either side,
top of a set of stairs, he falls can fight a small way into the with barriers at the top and a
further with them, causing slightly  water. If you step off the visible small drop on either side. The E
more damage. underwater ledge, you drown! button is essential here.

& It's possible to get a ring out at either end of & See how Lau’s cloak flows
thnu steps, or even over the small wall! around as he stomps on Akira? All
P SR G Py S gy S TPy cessssssssssssssss the clothing looks incredible!

L

& Jacky'’s construction site
stage has got a glass floor with
breakable light bulbs.

& The wall at the top of Pai’'s
rooftop stage can be used in
some attacks, like this one.

CeO PRI

%> Sarah’'s basic rear throw is
the same as in VF2,
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© Kage's courtyard has an undulating earth floor, as well as sets of
steps to fight around. Also, leaves are blown from the floor as the

fighter move over them.

LN

O Wolf's desert stage doesn’t have a ring out at all - in fact, there's
10 limit the ring! There are loads of sand dunes to fight around,

g in and out of the shadows. There’s also an excellent heat haze

in the distance.

CHALLENGER CEANPICN 3 UIRNS -
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& This cave stage has a very bumpy floor, but there are no sections

5
TAKA ARASHIY

which are noticeably better to be on than others. There's a lovely fire
burning in one slightly-raised corner which covers the characters with
a nice orange glow, making it one of the best-looking stages.

AR R R REE RN E R R EEEEEEE R RS R RSN E RN ERENERNE RSN EEEENEENEENREREERENREEREENENEENENERENRSENRSH:NDHN.] LA L S essss R das R RERERRERERERRRERRERERERRRRERRRRRRER

THE FIGHTERS

Virtua Fighter 3 includes all of VF2's characters, as well
88 new fighters Taka-Arachi and Aoi. The look of the
Characters is very similar to the Virtua Fighter 2

rendered artwork, and they stick to the style of the

series well. They've all got two costumes — one similar

10 their standard VF2 costume, plus one completely new.
ror example, everyone knows Kage's standard blue ninja
putfit, but he looks completely different in shiny silver
trousers with a cool T-shirt and portable ninja facemask.

iinally, after many hours of playing Virtua Fighter 3, we
san talk about how the new characters actually PLAY,
ather than just how they look. Take a look in FreePlay to
see how their moves are performed.

SUCHANPION 2 UIKS
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AOI UMENOKO)I

In the original Virtua Fighter 3 demo, Aoi was seen to
be dancing in front of a snowy waterfall. In the
actual game, her moves are very similar
to the original dance movements — very
gentle and graceful, yet deadly when
used properly. None of her regular moves
seem to have any real force behind them, look-
ing more like gentle hits than thumps like |
everyone else. Her grapple moves are particu- !
larly impressive, seeing as they are possible J
to link together, Tekken-style, and also

involve some excellent limb breaking! For ,'
example, for her high kick counter she

grabs her opponent’s leg, turns them y
around on the floor and stamps on
their shoulder! Oof!

TAKA-ARACHI

Unsurprisingly, Taka plays very much like every other Sumo who's ever
been in a fighting game. His rapid punches and dashing slaps can be
used to get close to opponents, which is where he's particularly useful.
He has a big selection of extremely powerful throws, trips and grapples
which are the real key to Taka mastery. He's not much of a counter-
attacking throw character like Wolf, who's best tactic is to wait for an
opening in his foe's defence, then pound their head into the floor. Taka
is far better off wading in with hits from all angles, then dodging in close
to get in a grapple where he can cause far more damage.
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& When Taka stomps the floor & This stomping move is one of
to celebrate a victory, the Taka’'s only foot-based attacks.
whole screen shakes! It also makes the screen shake.

AKIAA

& Pai using one of her new
attacks on Sarah.
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THE MOVES

The characters are much more varied than in
VF2, because they've each had their own
martial arts strengthened. For example, Shun
uses more moves from the real drunk Kung-
Fu, making him completely different to Wolf
with his wrestling throws and grapples. Now
there's a massive difference between each
character, and it only takes one play as each
to figure out who is your favourite.
The Virtua Fighter games have always played-
down jumping by making the characters very
BT, 0 7 R floaty, meaning that it's almost useless. In
. o (P e T G T Virtua Fighter 3 it's a lot harder to jump by
'ﬁw %T gy accident than before, as the command is now
: ox BEE 2 quick tap of Down then Up. This also stops
accidental jumping when using Up with the E
button to move into the screen.

— e . AR " -

CHALLEKEEN , :
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& In the latest version of VF3 we played,
Shun’s costume had been replaced.

lliiliiIlililil.llllliili-IGIIIIIIl.l"i‘..liIlIl.l'll.ll'l-iilllillIi'lllliilil'i'iiilll.ll."

THE “E” BUTTON TR o Uik

! o J . : e | /., EEEESe——
The main addition to Virtua Fighter 3 is the extra L o)
“Escape” button. It's far more than a novelty as it may
first seem - it's essential for turning the game into a
true 3D fighter. A single tap of the button will make
you character dodge around your opponent, much like
Lion and Shun’s moves in VF2, and the direction can
be controlled by pressing Up or Down on the stick
along with the button — Up to move into the screen,
and Down to move out. £t ) PR, - _ kpits
For example, if you can perfect your timing, you can L - R o
use the E button to duck under and around an attack, R g e L
then smack you opponent in the side of the head! One & As Taka-Arachi goes for the grab, Pai
of the annoying things about VF2 has been cured as dodges around him, ready to throw.
well — if someone's repeatedly punching, you now
don't have to stand and block the hits, instead you
can dodge around them.
The button is also very useful for moving around the
arenas to gain the ground advantage. Some characters
have throws which push their opponent up against the
walls, and the E button needs to be used to move
round to the right position.

TAWA ARA%

@ Jeffry slams Lion up against the wall
repeatedly to cause big damage.

& Lion jumps over his opponent, and
kicks them in the head in mid-air!

R o

il.f

THE METALLIC BOSS

In one-player mode, you need to beat eight
of the twelve characters before facing Dural.
She doesn’t have her own background at
the moment (maybe there will be one when
the game's totally finished), instead she
fights in one of the standard fighting areas.
As with the other VF games, she uses
moves copied from other fighters, and you
only get one chance to beat her. After that,
you get to enter your name by knocking over
a comedy fighter made up of loads of letters
to spell out your initials!

@ The E button, used along with the joystick,
moves your character about 45 degrees around
your opponent, much like Lion in VF2.

e

& Just like Jackie Chan, Shun’s new
combo hits like a drunken old woman!
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THE VERDICT THANKS!

WLILLY After hours of play, we declare that Virtua Fighter 3 is Thanks very much to Lloyd and

the best 3D fighting game ever. The incredible graphics Nelson from the Sega Metropolis at
are only a small part of what makes this so good. With Hamleys, Regents Street for letting
FULL 3D movement, it finally breaks away from 2D game- us play VF3 a lot before the shop
play with 3D graphics, and makes the most realistic and was open. We recommend you get
enjoyable fighting game around. And our moves list in down there as soon as possible,
FreePlay this month just scratches the surface — this as they've currently got a brand
game is going to be developing for months before we new machine on test, as well as
know absolutely everything about it, then will take many just about every top arcade game.
months more before it's mastered. Incurrrrredibul!
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[HE UNCANNY IDEA!

iembers knocked out.

UPER-X CUSTOM FINISH!

a super move is performed,
e screen dims and the character
joing the move flashes as before,

S on-screen, to make the supers

ar more flashy than ever before. If
finish the opposing team with

8 of these amazing moves, you

et an excellent explosion — an
fange and yellow one for Street
Hghters, and a big blue one with an
A" superimposed for the X-Men.

? When you perform a super
move, a picture of your charac-

ter briefly appears on the
screen. It's very dramatic.

THANK S

1S with just about every Capcom
game, Casino Amusements in
Jottenham Court Road (rnext to
Goodge Street tube) were the first
in the country to get X-Men Vs
Slreet Fighter.

* ;

ghile a portrait of themselves flash-

« SIT OR STAND UP CABINET

ome people would describe it as

&5 Capcom being desperate to make
another Street Fighter game quick-
y, some would describe it as the sequel

lo X-Men: Children of the Atom, and we’d
jescribe it as a lot of fun! The joining of
he X-Men and the Street Fighters is an
awesome idea, and one which was merely
tumoured in last month’s FreePlay. This

h - we’ve spent hours playing it!

'.i.l..lﬁ.. lllllllll [ E R RN ENENNEREERSHEH:RS:SHEHSEJSH;NJEHJRHEEBSEJEJR;B;EH}N.]

| XMEH Vs Street Fighter, you pick any two characters

or your team, meaning that you can make a matchup as
sensible or wacky as you like — Magneto and Dhalsim, for
fxample! You then fight one round against the other

Bam, being able to switch between fighters at any time

by pressing Hard Punch and Hard Kick at the same time.
his makes the new fighter jump on-screen with an

ttack, then pose for a split-second before continuing the
ight. The fight goes on until one team has had both

nother aspect of the team game is that there are super
poves which use both fighters. By entering the command
ith the Hard Punch and Kick buttons, the current char-
gter will charge for their move while the second charac-
Br jumps on-screen and joins in for a few seconds!

hese are the most impressive moves in the game!
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@ As you can see Ilara, all of the special moves are
far more impressive than before. This is just
Dhalsim’s standard Yoga Flame move!

& Here, Rogue snogs Charlie and steals one of his
special moves. It's a really annoying move.

SUPER X-FIGHTER HEROES ALPHA!

The characters included are: Ryu,
Ken, Charlie, Zangief, Dhalsim, M.
Bison, Chun-Li, and Cammy for the
Street Fighters; and Cyclops,
Wolverine, Magneto, Juggernaut,
Storm, Sabrewolf, Rogue, and
Gambit for the X-Men.

Cammy has been completely re-done
in the “Alpha” comic-style graphics,

and she’s also got a few new moves,

including a diving kick from the air.
At the end of a fight, M. Bison
appears and Cammy salutes him,
meaning that the game is set before
Super Street Fighter 2 where Cammy
had turned against Bison, but after
Street Fighter Alphas 1 and 2. Um,
that’'s what we think anyway.

There are also three new X-Men
fighters, all with new moves.
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STREET FIGHTER GAIDEN

« CAPCOM PLAYSTATION EDARD
« SIT DOWN CABINET

= ND OTHER VERSION PLANNED
= DISTRIBUTED BY ELECTROCOIN

We haven't got much space to go into real detail
this issue, but here are the first pictures of Street
Fighter Gaiden, also known as Street Fighter 3D. As
you can see, many of the old favourites are still

but there are
also new characters like Doctrine Dark, Skullomania
(a guy dressed in a skeleton costume!), and Pullum
Prina. The game was playable at the recent JAMMA
arcade show in Japan, and appeared to move
smoothly, looking a bit like Tekken 2 or Toshinden.
We should have the chance to play it properly soon,

there — Ryu, Ken, Zangief, Chun-Li -

so we'll do a proper feature then.

Sabrewolf, as you'd expect, is a bit
like Wolverine at times — his Hyper-X
is a repeated running slice.
Sabrewolf's projectile move has his
friend join him on-screen, then fire a
giant laser gun!

Rogue can dash in towards her
opponent, kiss them, and learn one
of their moves for the rest of the
fight! This means you can snog Ken,
then perform flaming dragon
punches on him!

Gambit uses his staff and charged-
up playing cards as projectiles. His
Hyper-X move — the Royal Flush -
sees him throw a barrage of flaming
cards at his opponent, hitting many
times if not blocked.

We've also discovered this really

i @ The character select screen
@. with the eight X-Men and eight

Street Fighters. Plus there's
Akuma hidden off the top.

tough cheat to play as Akumal
Move your selection box to the top
row of characters and press Up to
move onto an extra Akuma box at
the top! That was hard to find.

All of the characters have been
mega-enhanced from the previous
X-Men and Street Fighter games,
even though they look the same.
Just about every move can be
performed in the air — mia-air
dragon punches, spinning

 piledrivers, sonic booms, anything

at all! And the character's main
move has been accentuated. For
example — Ryu's fireballs are now
massive (and you wait till you see
his super fireballl), and Ken's
dragon punches turn him into a
massive column of flamel

& The picture on the left shows D. Dark using a brand
new move on Chun-Li in the sewers. Can’'t wait!

X-MEN VS STREET FIGHTER &
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W o nmenssons. The Contra (Probotector) series from
in some form previously. So you Konami 'is onhe of the most thr.i".ing ever.

can understand why we're very excited

about this PlayStation and, soon to be, Now Konami have the 32-bit updates almost

Saturn release. This platform shoot 'em
up series is known for being extremely ready to go_ Hold onto your pants!
tough, but perhaps more notably for its

imaginative character design and unique

gameplay features. Take this to mean

big ugly bosses, and an impressive “']W lN 3[“

array of cool weapons and associated
techniques to defeat them with.
Remarkably Konami have trusted the 32-
bit project to a company called
Appaloosa, who used to be called
Novotrade. These are the people who
brought you Ecco the Dolphin and
Subterranea on Mega Drive. Interesting
choice. Well have no fear, because
Appaloosa have honoured the fine
Contra tradition, and produced what

appears to be the ultimate shoot 'em up
(so far) for your forthcoming pleasure!

=ROUND CONTROI

Super Probotector on Super NES wouldn't
be half so much fun were it not for the
. fantastic level of control. In that game

@ Here's how the Contra Force’'s drop ship players can run along shooting, or fix their

looks - armed from wing tip to wing tip. position in order to direct their fire in eight
directions. And everyone was blown away
by the innovative, top down perspective
‘Mode 7' stages in which the shoulder
buttons are used to direct the mercs. By
comparison the control in 32-bit Contra is
pretty standard: jump, crouch, run, shoot.
However the 3D environment makes life a
little bit more interesting by allowing the
ability to strafe from side to side.
Excitement levels are also raised by the
fact that distance of objects close to or far
away from the ground has a more dramat-
ic effect — there is a stronger sense of
jumping over an enemy or ducking
beneath a spray of bullets.

© Before embarking on each mission, this
map shows your progress. 15 stages in all.
@ Not especially friendly when they mean
business, aren’t our heroes! € Jump to knock out the guns, and strafe
to take care of the ground troops.



| FOUR 10 NHE FORE

Representing players this time around are two humans
and two cyborgs. They each begin the mission with a
standard pulse laser, which is upgraded to a flame
thrower after collecting the first powerup. After that
each character carries two specialist weapons, unigue
to them, typically some form of homing missile/ laser
and spread shot. There's also a Smart Bomb, good for R -
a one-off super attack! In a two-player game, choose PlayStation
the character combination which suits you. e i i’

Uk STHRT=SCLCUT FLAYLEK
=2ULRCL ( UM 1_.-|.I.II'I!-"I.JL. ui....L.n.-l...-L.-i L U™

@ Choose this cyborg if you want to take advan-
tage of its curling homing laser.

@ Beating this jungle nasty isn't so easy, & Try hitting it with a smart bomb. Only
even with this homing laser. don’t miss, like Paul did here!

@ One of the humanoids applies his flamethrower
to the task of defeating a creepy-looking arachnid.

& Piloting the Contra squad to the war & ...unless the Haﬂ Falcon’s AA boys are
zone is a simple enough job... feeling extra sharp today!!l!

ARMAGEDDON

Exciting, eh! Just one month away from the full CVG
playtest of the ultimate Contra adventure (hopefully).
Meantime, you should think about practicing on those old
prequels. We get the feeling you're reflexes are going to
need sharpening for this.
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The Mortal Kombat series gets bigger and
LY BESl better all the time. And this compilation is
™Y ready to burst, it’s so packed full of features!

ast month we showed you the first
version of Mortal Kombat Trilogy
on the PlayStation and revealed

some of the excellent new features.

Little did we know that the Nintendo 64 ,

version would have even more to it! ) ? WINS: 01 66 o WINS: 00

Then, to top it all, the latest PlayStation TYhOU GIVIN ME AGGRO- 8.5 by LI
. : \ e biggest new feature for Mortal _

MK Tr :Ingy has got yet more again! This Hombat [rilogy, by far, is that there's
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is definitely going to be one of the now a super bar of sorts — the AGGRES-
biggest games of the year, and CVG is fSDH bjr! ‘u“ﬂth every SneiiaLmﬁvhe rJer;ﬂ
definitely going to bring you the best QIMER,; BAL BYery StiEos wiisti i, the
nnvarag: ﬂgl'ﬂllgd Stickg\:ith us! So how word at the bottom of the screen is

5 . built up gradually. When it's full, it flash-
exactly does the game play on the es for a few seconds, making your char-
Nintendo 64’s controller? Just what new | acter extratough, as well as making
uharactars are thar&? A.“d what’s thE shadows follow you around! With the

Aggressor mode on, all your attacks are
more powerful than usual, and we also : -
hear you can then perform Brutalities to @ This shows how the shadows follow your
finish opponents off! character when you have a full Aggressor bar,

m m M ORE M DVES m m as Raiden and his traces run across the screen.

While playing away, we've noticed a few new moves
for Mortal Kombat Trilogy! Of course, the completely
new characters like Rain and Noob Saibot need
completely new moves, but even Baraka has a new
spinning attack! Kano can perform a new rolling
attack, and nearly everyone has new combos as well!
The old Mortal Kombat 2 characters (Baraka and
Raiden) have also been brought up to date by having
running animations added, and the ability to perform
combos included, as these weren’t possible in MK2.

new Aggressor bar for?

WHAT’S THE BUTTONS DOz

One thing worrying Mortal Kombat fans was that it was unclear how the Nintendo 64 control

pad would handle the game. But don't worry, we know how it works! For a start, the actual
game can be controlled with either the cross-key on the left of the joypad OR the analogue
stick in the middle, while the two main action buttons and the four yellow C-buttons control
everything else. The top L and R buttons can also be used as the block keys! Of course,
there are options to change all of these to whatever you want.

i 3 . INE Q7
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WINS: 00 99 WIiNS: 00
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MANY, MANY FINE PLAYERS

There are also new modes in the Nintendo
64 version of Mortal Kombat Trilogy. As well
as the usual Two-on-two and Tournament 11 Rt ' |
modes, there's now Three-on-three where o S F2ON2 | SON3 | sPLAYER
each player selects three characters who | L] TR | [SRMBAT | KOMBAT
fight one by one against his/her opponent’s ' AT
three! And because of the Nintendo 64
version being on cartridge, there is no
loading delay between characters — they just
explode in a shower of blood and guts, and
the new fighter jumps on the screen!

% Noob Saibot's fireball fixes itself to his
enemy and stops specials for a few seconds.

WINS: 00 WiNS: 00
| NOOR JAIRDT N _RAIN |

L =

(3 See here! Now Mortal
Kombat Trilogy features
fighting arenas from the
orignal Mortal Kombat
game, as well as MK2, MK3,
and Ultimate MK3! Now you
can fight in Goro’s Lair once
more, actually AS Goro!

& Rain controls the weather by raising his
hand to the sky. Noob’s about to get a shock!
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MEANWHILE ON + The classic ninjas 4+ Rain selects his

NINTENDO®'

last month s New {mmn: S
-.I!IH on PlayStation Mortal
nbat 'rr'rl'n:w things have come

PLAYSTATIO N R destiny w-th IE.I".mac.

long way! The Aggressor bar has
!1 en added, the new moves are b
0 there, Mortal Kombat 1 F_' J !
(grounds are selectable, new %“;f . A { S 5 |
lities have been created and... = i £ - : - _ :
t for it... there's more than one  “* Rain can make T Here's the new 4+ Johnny Eage uses his Shaduw I.Ippert:ut tn fII‘IISh
rsion of some characters! lightning in a desert! dragon logo. Lovely! Ermac off. Come on! Let's see a nice fatality!

IN THE OLD DAYS...

While fiddling about with PS MK Trilogy, we

d on top of this, you need to remember that
there's practically no loading time at all!

Mortal Kombat Trilogy, like the battle screen

characters from Mortal Kombats before the run
button was added.

‘-r"*

\wiys:011 /- / 99

discovered that by highlighting some characters and

pressing Select, they would transform into an earlier

version of themselves! For example, it's now possible

‘0 play as Raiden from Mortal Kombat 1 or 2, or as

ihe original Kano wearing white! And you can play as

~ Mortal Kombat 2 Jax, S0 you can rip people’'s arms

off again! Hopefully, this feature will be included in

~ the Nintendo 64 version soon, and improved so that
t covers EVERY character in the game! Awesome!

00 BUSY LOOKIN' GOOD! |

As you can tell from the screenshots, the Nintendo
64 version of Mortal Kombat Trilogy looks excellent.
The characters are as big as in the arcade version,
and all of the detail of the back grounds is included.

Some things needed to be created especially for

portraits for Baraka and Raiden, as these weren't in & Occasionally, before fights, this
Mortal Kombat 2; and the running animations for secret character appears with a

N JAX ' i g - ' __ SWOKE

THAT PIXEL'S A
DIFFERENT SHADE, SURELY

The Aggressor bar is in PlayStation Mortal
Kombat Trilogy now, but a fully-powered-up
character looks slightly different to the N64
version. On the PS, the shadows coming
from the back of an Aggressive character are
red, which we actually reckon look slightly
cooler than the N64's translucent trails.
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4+ Baraka’'s lovely chopping move
sprays Reptile’s acid blood!

riddle. We don’'t yet know who she
is, but we're going to find out!

'lmu .00
MP CAGE

& Cage’'s two fireballs are
slightly different to MK2.
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© Look at this! It’s the bottom of R Ry (SRS O I AT

the original Mortal Kombat pit! Saret T U ' . : i :

Not many people will have seen

this background, as it took great
skill to be able to fight the hidden

/ #}n? 5:9

3 e i
'-.

Reptile here! But look at all the
dead bodies on the spikes - it's
disgusting! And brilliant!



NINTENDO Né4 SOFTWARE UPDATE

ince launch, things have been
very quiet on the N64. Thankfully
we have lots of great news to
break this month, starting with three
of the major titles to be released
through Nintendo in Japan and
America between now and Christmas.
We hope you will agree that these are
the most awesome looking games to
have appeared in a while. At last!!!
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@ Score Attack mode places

these rings to pass through. No
shelves affect control, and the other racers to worry about.
struts of Jetties force a
slalom. Races typically last for
three laps, forcing players to
stay on top — literally. It is possi-
ble for riders to fall into the water,
and they take time clambering back
on board. To increase involvement,
Nintendo have introduced stunts to
the act which are performed mid-flight upon
leaving the crest of a wave. From studying the
Japanese gaming press we already know of at least - - .
15, all of which are executed by complicated position- ﬂ At the start nf a race, rldnr:
ing of the 3D-stick in conjunction with the Blue and Green rest with their legs paddling in

Kawasaki /A&7

TYPE: WATER RACING
FORMAT: N64

BY: NINTENDO

DUE: OUT NOW (JAPAN/US)

A truly sensational new title to boost the
reputation of N64. In this game It gen-
uinely feels as though you are racing
on water! The only thing missing is
the absence of rushing wind, and
spray on your face.

WaveRace 64 is a one or two-
player (simultaneous competition)
Jet Ski race game, developed by

Nintendo. Nice and simple. As with the action buttons. the water. At “GO!” they hop on.
majority of these early titles, it makes use of the ‘3D’ . a1 GOD
analogue stick — in this case to steer the Jet Skis Like any great Nintendo title, the gameplay is as basic or ) T ME ] 9.
through the water. Another hallmark of quality is Shigeru as involving as you like. It isn’t necessary to try for "; i;:; B . Z oy
Miyamoto, once again down as the Producer. There are  stunts, but the rewards are there for trying. Everyone, '&, 3 3 :
around five different course styles, in locations such as  however, will appreciate the stunning graphical beauty of
Venician style canals, misty lake, a Dolphin Park, and WaveRace 64 in the same way: Look forward to solar flare

frozen river. glancing across the screen

ROUND 4 -;;U_, '3H_|.L,1 as the sun sets in a red
Each venue boasts sky; geese flying low above

unique obstacles, all of the lakes, as fish dart
which are characteristic beneath the water; dol-

of the scene. Canals phins leaping out of the
introduce twisty tunnels, marina; and the obligatory
while elsewhere icey imposing helicopter.
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@ Even in two-player, npllt-li:rnn mode the level & It says “Hacllinu hlact" Players can select a
of detail is virtually unchanged. normal or custom Jet Ski to race.
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SHADOWS OF

YPE: X

FORMAT: N64

BY: LUCAS ARTS

DUE: OUT DEC (JAPAN/US)
PLAYERS: 1-2

How long have we waited for the definitive Star Wars game?
Well, we have a feeling that this could be it! If you've ever
dreamed of being part of the
Star Wars uiverse, this is
your chance. In SOTE
LucasArts place you right in
the thick of the action, as
the player in real time 3D vir-
tual worlds. As a member of
the Rebel Alliance YOU lead
attacks on Imperieal
Battleships, from the cockpit
of a stolen fighter. YOU take
part in the infamous Battle
of Hoth, as a Snowspeeder
Ace, and YOU enter Xizor's
Palace to confront his
guards face to face. We're
not exaggerating.

Drawing from their vast expe-
fience in creating awesome games like Rebel Assault, X-
Wing, and Dark Forces, LucasArts have taken the N64 and
produced the closest thing to real Hollywood we have ever
seen. By this we mean Alias™ special effects, allowing
amazing explosions and other atmospherics such as fog,
and the way that every object in the game looks so solid,
50 REAL. No glitches or ugly pixelisation, even when
approaching somethig nso huge as an Imperial Freighter.

Scenarios range from the cockpits and gun turrets of clas-

8ic Star Wars space craft, to expeditions on foot. In any sit-
uation, the powerful 3D environment allows players to take
a look at the scene
from any angle -

W\\R//7/4 p from first or third-
éi il llf.f‘, person perspective.
> » A An in between each

- - one, a realtime
- polygon cinematic
fills in the plot
details.

Highlights are many
— too many to list in
detail here. But

Heallh

THE EMPIRE

ones which immediately soring to mind are the Snow

Speeder as it whips up a storm in the Hoth Battle, chasing

AT-ATs which look and move every bit as menacing as they
do in The Empire Strikes Back. Sky Hook Battle is a space
shoot out with Imperial Fighters who are protecting a giant
Space Station. Players get to pilot the Rebel space ship,

and view the action from in or out of the cockpit. Outside

you can see the gun turret pumping lasers into the enemy
ships, and the afterburners
flare. Once you're done tak-

@ View from inside the cockpit.

The blue cross-hair is controlled
by the 3D stick.

ing out Sky Hook's
defences, a new task is set:
Fly into the station and
destroy the energy core!
Classic stuff, and it looks
absolutely amazing!!! On foot
the action is no less spec-
tacular, as your suit is
equipped with a rocket pack,
used to power up to ledges
o, . and nail the bad guys.

You may have heard Luke
Skywalker refer to nailing
Womp Rats in Beggar's
Canyon? Well, SOTE invites
you to take a ride on a

& On his back is a rocket belt,
which is used to fly around while
firing at enemies.

Speeder Bike down the streets of Mos Eisley Space Port, ’

and into that legendary canyon. This is every Star Wars

fan's dream come true...

81

(Healtm]

& The Millenium Falcon escapes from Hoth, leaving
you to finish the Storm Troopers with a pistol!!!

- .‘.‘.
f-df i
& Keep tabs on the damage level

of the Imperial AT-ATs, by watching
the percentage indicator.

:
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TYPE: FIGHTING
FORMAT: N64

BY: RARE

DUE: OUT NOW (US)
PLAYERS: 1-2

Love it or loath it,
Killer Instinct is MAS-
SIVE in certain

parts of the world,
and Rare have
excelled themselves
Dy producing the
ultimate version of
Kl for the home.

Fair to say that any
attempt to stray

o il

Practice, and
Training. At the
other end of the
scale, Rare open
up the game to
allow players to
custom manage
what appears to be
ALL of the game’'s
special features.
Two option
screens, compris-
ing of around ten
features each allow
players to switch
Autodoubles on/
off, Easy Breakers
on/ off, Missiles
on/ off, Blocking
on/ off... and so it
goes on!

GOLD

from such a winning formula — ie rewriting K/ as a
VFstyle 3D fighter — would be taking quite a risk.
50 Rare have made damn sure that the N64
game has enough extras and special touches
bolted onto it to make it a guaranteed success.

At its most basic, KI Gold offers five modes of play:
‘Arcade, Team, Team Elmiiniation, Tournament,

The game features all the characters from Killer
Instinct 2 in the arcade, who are selectable in a
choice of colours — significant because there is a
special Gold version of each. Check out TJ Combo
here, and see for yourself.

Fights are presented as prerendered 2D sprites,
against impressive 3D backdrops. When you see
these being shifted about with such ease, you know

Rare could have gone all the way of they'd wanted
with a fully fledged 3D fighter. As it is, Jago, Kim,
Maya, Tusk fight in the centre plane, as 3D objects
pass close to the foreground and scale away in the
background. These real time arenas are all quite
stunning, and it appears — as with KI2 in the arcade
— fighters can interact a little with some foreground
objects. A Candelabra in Sabrewulf's hall rocks back
and forth when hit. Crates may also be smashed,
and so on.

Fatalities (No Mercies) are as outrageous as ever:
Fulgore leaps six feet in the air to unleash muiltiple
laser beam attacks; TJ whips out a machine gun to
drill his opponent full of holes; Glacius encases peo-
ple in a block of ice.

In almost every way, Kl Gold is superior to any previ-
ous incarnation. All that is missing are the extensive
CG cut sequences. But the extra tactics inluded are
a worthy trade off.

WAVE RACE FEATURENEXT ISSUE!

Shortly after we close this issue, WaveRace 64
goes on sale in Japan and the US. Meaning that
we can bring a full-blown resume to issue #181

for your drooling pleasure. We'll also bring more
news from the Rare camp on K/ Gold.




NEW GiAMIZS

Every major developer - except Nintendo who hold
their own show in November - attended the Tokyo
Game Show, making it the most significant event
in the Japanese video game calendar.

TOKYO GAME SHOW 1996

DATE: 22-24 AUGUST 1996

VENUE: TOKYO “BIGSIGHT"
INTERNATIONAL EXHIBITION CENTRE

1996

o give you some idea of
scale, the BIGSIGHT's
main hall is 17, 200 Coria — - et L
square meters huge, but even T o S T 9”’ e
this proved to be a tight ety QRN E

space for the number of visi-
tors. Check these numbers:
28,000 people on Thursday;
25, 000 on Friday; and 45,

gk bvhpmreiemad SONY COMPUTER ENTER TAINMENT

the first time that nrganisars SCE are justifiably quite proud of their RPGs Arc the Lad I, and Wild
CESA (Tl‘lE Cnmputar Arms. And these should continue to attract new owners. The latter

especially is getting a lot of attention becuase of it's impressive use

Entertainment Software of 3D battle scenes.

Association) allowed the gen- Another of Sony's first showings was Beldeselba: War Kecord, tout-

eral p“bﬁ': to attend. To hand ed as a Flight Adventure Game. The action sequences are reminis-
cent of Panzer Dragoon on Saturn, which make use of the dual stick

were a total of 3.65 tiﬂﬂ!,. analogue controller. As you can see, the style is very Anime. No

from 87 companies. Here is plans as yet for a UK or even Stateside release.

the cream of the crop.

TOKYO GAMESHOW

By far the craziest game of the
entire show is Pa Rappa the Rappa.
Described by SCE as “a music,
rythm and visual, real time
game where you can enjoy
playing withe the music”.
The game is real time 3D,
but all the characters are

Less strange but equally as diverse is
Depth, the first of SCE's Sweep Station
Series. Depth is a Musical Adventure
game, which combines elements of Ecco
the Dolphin with those of NIGHTS - navi-
gate the ocean as a dolphin, experiencing
the sensation of
swimming, while

i

Hopefully will

C ¢
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-
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@ Arc the Lad II.

~t 2D - giving them the over 600 differ- set more of a challenge.
appearance of wafer thin ani- ent melodies play
.. Mmated cut outs! Parappa the in the back-
hero is controlled by following ground. Access
routines set out by the Rap Rhythm 12 different

sound worlds

from monuments
which reside in “Silent Space”. Players
take melodies with them from one sound
world to another, gradually building their
own personal sound score. Amazing!
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Teacher. By doing so players seek to
impress Parappa’s girlfriend Sunny
Funny, through time spent at the
Karate club with an Onion martial
arts expert, and learning how to
“rhythm drive” a moose... Weird!

Just made available in the Akihabara dis- -
trict in Tokyo is this headset which Sony & Wild Arms. Lovely settings,
announced at the show. 'Glasstron’ is not and immense Boss characters.
strictly for video games, but you Can = ,.ecseesccescss
imagine how cool it would be to play
Resident Evil in one of these things. The
unit consists of a high-tech, lightweight
visor, and Walkman™ style earphones,
complete with remote.
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© Surprisingly, SCE also had Ruro & Also at Sony's stand was
which seemed okay. It is another one Princess Maker, a quirky

of the new breed of 3D fighting simulation game which is very
games to incorporate weapons. Still popular in Japan - having

very early though. already been available in some
form or another for PC and
Saturn and 3DO.
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CAPGOM

| Surprise of the show for Capcom was the appear-
- ance of Super Puzzle Fighter Il X on Saturn and
PlayStation. Apparently not even all the Capcom
staff knew it was going to be there! Match
coloured gems to vanish rows, and score
points. ‘Super Deformed' characters from the
Vampire and Street Fighter series react to a
player's performance. Out December in Japan. Hope
Virgin get
the
license
for
Europe!

Breath of
Fire Ill should
prove to be
quite a popular
RPG for
PlayStation.
Part two is

good for the Super NES (and you can buy it’s available over
here too!), as it boasts a good story with cute sub-games.
So long as the plot is interesting, the enhanced graphics will
help sell it. Bet Virgin don't license it for Europe...ah well.

A EAAEESSEEEEEEEREESEEREAEREEREREEREFREEREE

| & More zombies than ever before make the sequel to Resident
Evil an even greater nightmare!!!

SEGA

‘Like Sony, Sega are putting a lot of effort into their RPG titles. First and fore-
‘most is Red Team's Sakura Wars, billed as a Dramatic Adventure Game. It
offers attractive anime conversation screens, and boasts a Shining Force
style battle system.

® Riglord Saga 2, being developed by Micro Cabin for Sega, is the
sequel to the game you know better as Mystaria. This time around all

the characters are light sourced, and more detailed. Hopefully the
battle system is revised too. If so this could be deserved of another
English translation.

w1 e s N g e 1z

@ Shining in the Holy Ark is Team Sonic’s follow up to last year's
Shining Wisdom. SW is a great game which looks kind of bland. As
you can see though, SITHA looks set to become a great game which
plays even better. Combat looks very similar to the original Shining in
‘the Darkness Mega Drive title.

‘Aside from their Saturn wares, Sega also chose to exhibit the stunning CG intro
o VF3 on the main screen. We wish you could see it too — it's totally thrilling!!!

Star Gladiator, and Street Fighter Zero (Alpha)
2 you can read about elsewhere this
"\ issue. This frees more space to talk
w4 about Capcom'’s latest pride and joy:
"”_ Biohazard (Res. Evil) 2! This red hot
) sequel was aired for a few seconds at
regular intervals on the main stage
screen. Capcom mentioned in our interview
how the sequel attempts to terrify players
more by surrounding their character with
huge crowds of zombies — and here are the
pictures to prove it! To give you some idea
of context, the plot details that two months
have passed since the STARS team exploded
the toxic mansion. Little did they know that
the infection had already spread to Racoon
City. They return to discover a Metropolis heav-
ing with ‘undead’ citizens. Two new heroes —
Leon, and Eliza — join the struggle. Imagine...!

(] But whuﬁ I left M, you guys
were just sitting around laughing!

NAMCGCO

There can be no better way to launch a new joystick than getting1000s
of users pushing it to the limit with Tekken 2! So, even though T2 is an
existing title, it became the centrepoint of Namco’s stand.

Soul Edge on the
PlayStation. Currently tak-
ing money in the arcades,
this is one most people
thought the PS was going
to have problems with, as
it's more graphically
intense than Tekken 2.
However this is Ver.B in all
its glory, meaning you can
play as Cervantes (the
penultimate boss in Soul
Edge). Extras include Team
Battle, and CG intros.

now i
You n’:-‘.:mu.l-'r an
REXT STACE"™ "

& Meanwhile Namco Museum Vol 4, which fnaturn ndlnn,
Pacland, and Ishta, commanded its own dedicated audience.
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& The only game to have ever
come close to Super Tennis on
the Super NES is Smash Court
from Namco. This is the much
enhanced PlayStation edition.
Apart from the intuitive game-
play, what's so appealing about
Smash Tennis is the bizarre
locations: A Buddhist Temple in
Thailand, on the beach in Tahiti,
in the Pine forest of Canada...
and so on! Very cute.
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KONAMI

Always exciting to see what Konami have in store, and they
excelled themselves at TGS. Their BIGSIGHT stand was divided e : . !
into five sections: Vandal Hearts; Toki Meki Memorial, Other ‘ < | , 1996
Games; Konami Theatre and Multivision. D T TR

Vandal Hearts is obviously a major game for Konami. It's a = TOKYO GAMESHOW
Simulation RPG for PlayStation which involves lots of fighting :

CVG has played a very early version, but the one on show was G- 8 9PEG|AL
far more advanced. Long queues of people waited to test their _ yaldig -

skills in the bloody battles. Amazingly enough Konami Europe o ' : A ' REPORT
have this scheduled for a UK release. 3 .

Believe it or not a whole fifth of the
stand was dedicated to the Joki
Meki Memorial, simulation game.
It's aimed at adolescent boys who
want to get a kick out of chatting up
pretty girls (the best one is the red
head...ahem). Seriously, this has
Y been at the top of the Japanese “all
BESTLaR, BRUIE favourite” games chart since it
B B ERE \as first released on PlayStation.

& Vandal Hearts is going to be a big game for Konami. vy ” F;":;’ﬂ'g Now it's available on Saturn, and
What'’s more, it's being released in the UK! Hurrah! ok Y B ,ﬁ k+@ Dack in at number one! Anyway,

FEEEIFAEEEEEEEEEdEEEEESEREEREEE A E AR A Ed A EFEEREEREEEEEEEREEERdEREREERES Er]{}ugh Df that.n
As usual there was a bunch of Parodius sequels, which
always sell okay as they're pretty quirky shoot ‘em ups with
attractive graphics. Sexy Parodius, especially, is very cheeky!

-------------------------------- aEsEFdddaadeddnidiFdaddRddRiiaRadadRREREERES

@ A particularly ambitious project on
Konami’'s behalf is the driving game
Speed King, again on PlayStation. This
is a conversion of the site-based arcade
‘capsule’ which spins players through
360° super fast to simulate G-Force. It

. ' cannot possibly have the same effect in
& Metal Gear Solid is still under development. But here’s the home, but the early screen shots
what we know so far: This is a real time polygon action look like the game could sit comfortable
game, from the same staff who produced the classic alongside the likes of Wipeout.
Policenauts - a “tactical espionage...political adventure”.
It has been described as being similar to Biohazard in exe-

ey s, @ bardfaced malo hero, wnd & coolo of KONAMI AND N64

female love interests. We are desperate to find out morel!!

£ P A R R e R e S e T ISONE He It took 30 mins to queue for a seat in the
DRACULA X ON PLAYSTATION Konami Theatre. And this is why:

Almost a year ago, shots of the new Castlevania game were

leaked to the Japanese press. Now it's official, and there is much Ganbare Goemon 5

more to see. It's a sprite-based action-platform game, in classic Only one Goemon game ever made it to
Castlevania tradition. But thanks to a few simple PlayStation spot the UK - Legend of the Mystical Ninja. But

we've missed out on all the fun! There
have been three more platform/ adven-
tures starring this fun character and his O i
chums - each
one more
innovative
than the last,
pushing the
16-bit
Nintendo to
the limit.
Looks like
he's about to
do the same
on N64 too!
For the most
part Goemon
5 looks like a
Mario 64
exploration
game, no doubt using the 3D stick.
However there are Mech Warrior style bat-
tle sequences too — as originally featured
in Goemon 2. Fa-a-an ta-astic!l!

effects, the lighting and overall detail is several steps beyond the
awesome Super NES prequel. Here are the shots. More soon.

a ¥,

- 1',, \
& Dracula X for PlayStation is almost assured to surpass
the Super NES predecessor in every way.




Biill no more news on the
pomised 64-bit console from
s company. But we are hot
in the case. Fatal Fury Real
Bout is reviewed on Saturn
gisewhere this issue, so let's
i5ee what else is coming.

New to the show was
Samurai Spirits on Saturn
and PlayStation — the former
making good use of the

Sega RAM cartridge.

You may recognise their name as the pro-
ducers of Dead or Alive - the 3D fighting
game running off Sega's Model 2 board.
Though a Saturn version of this is in devel-
opment, there was nothing at TGS. Instead
. Tecmo had a row of coin-ops on freeplay.

Their consumer ware is pretty diverse. As
is ably demonstrated by Trap Simulation
Dungeon. You are the dungeon keeper,
who aims to devise the most cunning trap
imaginable. Once the traps are set, the
next trick is to lure the monsters into

them. It sounds basic and weird, but it is a
real laugh! Somebody should pick this up.

Horse racing games are very popular in
Japan, and Tecmo were making a big deal
about Gallop Racer — which does look
impressive. But maybe not to anyone read-
ing this. However they also have some-
thing along similar lines called Monster

B e e T S = S S Farm" WhE‘f‘E thE pla:‘,l'er hfﬂﬂdﬁ monsters

Continuing to satisfy fans of the Toshinden series, Takara had
Nitoshinden on display, which mimics the Virtua Kids idea — big
heads, floppy bodies.

Though the characters look pretty nice, this game hasn’t received
such a warm welcome in Japan. The reviews have been pretty aver-
age. Apparently Sega are planning to release it over here in
November, so see for yourself.

& Something of a departure for the com-
pany is a rather beautiful, intriguing title
- Deep Sea Adventure. The plot is very
similar to Waterworid, in that 90% of the
world is submerged. Difference is that
colonisation takes place below the sur-
face. From the safety of a submarine it is
your task to search out a and retrieve
lost treasures. Sounds romantic, eh.

A classic sports sim on Super

Nintendo, which still plays better Producers of the impressive Gun Griffon for Saturn. Their latest title,

than the Saturn and PlayStation ver- Grandia, is an RPG with a distinctive colourful style. These screenshots say
sions. Imagineer have something a lot about the quality of presentation. Gameplaywise it's not unlike the
similar to this for N64, but we brilliant Chrono Trigger — free-rain during exploration, but turn-based battle.
Konami get the credit for the original Looks very special indeed, let’'s hope it has an equally juicy plot.

concept — hardball played by hard-
boiled eggs! Well that's what these
little guys look like, don’t they.

300 CD - SNK have King of

Hghters 96 almost ready

(should be out in Japan by

the time you read this), and

the much anticipated

Samurai Spirits RPG. SNK are
ing that particular venture
seriously, as this is an

area to be in.
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Power Pro Baseball

Mahjong Master

Okay, we don't expect you to get
excited about this one. But here's
some shots anyway. Looks very
nice indeed. Konami are the kings
of presentation!

~AUTT ] l A Tty
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Golf Tournament i e LA

Nothing on this just yet, sorry.

@ Tactical warfﬂ', and Inhigul iot:atium;

in Grandia, for Sega Satumn.

(> JLeague Perfect Soccer
Iinternational Superstar Soccer
for N64! Unique because it
requires the 3D stick to operate,
which will allow for a superb
degree of control. From what

AT T

= e was on show, it appears that
. ISS on N64 is still played from a
**-*;&-:F-',_jmt o & _ fixed perspective - unlike the
T 1 (D | & ambitious but less popular Goal

—— Storm on PlayStation.
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While Shogi is obviously amied directly at the
Japanese market, Seta's TGS line-up should appeal
to everyone. Their most laid back game is St
Andrews Links, a licensed golf game in case you
need telling. At the show the upate was quite slow,
so the golfers swing sort of jerky. But the real time
3D environment is solid enough. So long as it's an
accurate simulation, that's all it requires to succeed.
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A full report on Enix is planned for
next issue. They have two games
planned for Nintendo formats: Wonder
Project J2 on N64, and Dragon Quest
Il on the Super Famicom (SNES).
Expect the latter to outsell everything

No, not a CG intro - this is the game: Rev Limit.
Hard to believe isn't it. As yet no one has played
the game, so it's unfair to pass comment in that

respect. But the visual impact is massive. Seta else mentioned in this report at a
promise a Team Manager option, as well as the ratio of 3:1. Just you wait and see.
standard driving game. See how well you can work

the pit crews in order to win the race instead of Just briefly, Dragon Quest Ill is an

perfecting those power slides! All the cars sustain updated version of the 1988 NES RPG
damage in a race if hit, and Seta have taken care classic. Currently the series is up to
to simulate accurate dynamics. So far, so good! number six, but DOl is still believed to
be the best in the series. As many
Super Famicom owners have never
owned the original, this is as good as,
if not better, than the promise of a sev
enth installment. Plus new towns and
characters, and revised presentation is
an excuse to play through again.

& Not only does Rev Limit look completely realistic,
the handling is authentic too.
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In Wild Choppers pilots have full range of move- bl =T

ment above the hectic 3D battlefield. This could be
the closest thing N64 gets to a decent Strike
game — minus the strict guidlines. Players may
view the action from a series of angles, using the
C Buttons.

[EEFEFE TR RN AR RN RN R NE]

The C buttons choose different views.

IMAGINEER,

The CVG office recently git hands on expe-
rience of Pro Baseball King, from
Imagineer. It really does borrow a lot from
Konami's games, but that's not to say this
isn't enjoyable, or any less impressive. All
the official team logos are featured, and
we suspect that we could recognise some
famous faces too — if we knew who to |ook
out for in the first place!

Wonder Project J2 is a potentially
superb showcase of N64's capacity
for Artifical Intelligence, as players
attempt to teach Joset (a mechanical
girl) how to survive, and defend her
creator’'s home town against an evil
empire's army. With Wonder Project
J2, Enix want players to experience
touching the heart of the character
on screen. You'll be amazed how
much this works — as even the 1o-bit
forerunner served to demonstrate.
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‘Aside from Darius 2 on Saturn, D2: M2 -
Taito had their revolutionary The best left till last? President of Warp, Kenji Eno, - »
i arcade fighting game Psychic finally unveiled D no Shokutaku:2 at the Tokyo Game x
Force ready for PlayStation. Show. All the more exciting because it debuted on a
| Fighters enact the whole battle brand new gaming platform — Matsushita's M2. To
‘Wwhile levitating, and proceed to some gamers this could almost be as significant as
“Unleash impossible moves | Super Mario on N64. And when
against each other. If you like you examine these screenshots,
your combat almost entirely pro- you begin to understand why.
. jectile based, this game has all
the pyro you need! Most significant about D2 is the

switch from FMV, prompt-action ¥ AME'
gameplay to a Real Time 3D poly- FIR.ST M2 G
gon world. Nobody knows how the f"’ ha
game is controlled just yet, but | ‘-
there are clues to the routines:

searching for clues, and

getting caught out by

sinister traps.

Remember, this is Dracula’s domain.

Distance shots reveal that M2 can handle
depth cuing at least as well as N64. And the
solidity of the architecture, combined with
intricate textures, portrays close-range detail
with tremendous realism.

Any more comments at this stage would be 0 Notice how the fire lights & A suit of armour springs
pure speculation. But we expect more the room with a natural to life! Time to ready that
details to surface within the next month or so. warm glow. Impressive, eh. sword!

| This is a good opportunity to introduce Square's full PlayStation line up to
' CVG. FFVII you already know about, and Square were handing out demo
discs at the show. Tobal No.1 was warmly received too.
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' Bushido Blade is a traditional, Kendo style 3D fighting game.
Iinteresting because it uses terrain as obstacles, and for dramatic

- effect - where swords are seen to cut down bamboo trees in mid H
combat. The overall presentation is quite serious, so we expect that %’
the game will require a lot of technique to get impressive results.

¥
L

& Zauver - a space & Sa ﬂa Frontier is the latest in a mmsﬂul urlau. Hamanclng
shoot em up. Sa Ga 4 on the Super Famicom is unique because of the ‘floating’
Unfortunately we approach to the plot. It boasts a superb battle system too. Great
have littie informa- things are expected from the PlayStation.

tion on this one.
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Even a casual observer

couldn’t fail to notice

how the Japanese love

their strategy games.

Final Fantasy Tactics

caters for those players

who can’t get enough of

those turn-based battle

scenarios, and all the

pyrotechnics associated " F

with them. & It may look like nothing to you, but to some players this is
O Eager Japanese players crowd around video game heaven!
the Imagineer stand to play Baseball King.
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PORSCHE CHALLENGE

FORMAT: PLAYSTATION

BY: SCEE

STYLE: DRIVING

DUE: SPRING ‘97

As you'll know if you're reading the
magazine backwards and you've
already seen the back page,
Porsche are soon to release the
amazing Boxter on the world. And
to coincide with the release, SCEE
are making a game to go with it -
and it's looking incredible! The
actual Boxter in the game |looks
almost identical to the real thing,
all done with light-sourcing and
some very fancy shading. The game
apparently handles just like the real
thing, meaning that when it's
released we can all save thousands
of pounds by getting the game
instead of the real car! More
information and some pics soon.
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HEXEN

FORMAT: SATURN

BY: PROBE

STYLE: 3D SHOOTING

DUE: DECEMBER

Hexen on the Saturn looks a lot
more impressive than Doom does
at the moment. While it's basically
the same game engine, there are a
lot of little tricks, like being able to
look up and down, some excellent
interaction with the scenery, and
some amazing special effects like
earthquakes! Also, it's got the
excellent “hub” level system linking
the whole game together into one
giant stage which can be wandered
around at will. The PC version was
excellent, and the Saturn game
looks and plays pretty much the
same .This is one to look out for.
Expect the réview next month.
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DOOM

FORMAT: SATURN

BY: RAGE

STYLE: DOOM GAME!

DUE: DECEMBER

It's perhaps a bit late, but Saturn Doom is almost finished.
The levels are the same as with the PlayStation version
released last year — some taken from Ultimate Doom, along
with some from Doom 2, with all of the classic weapons and
monsters included. The latest version of Doom on Saturn
has got a redesigned status bar at the bottom of the screen
(which isn't as tasteful as the original one). Also, it currently
runs slowly and jerkily. Hopefully the final version will be
greatly improved.

NIGHTMARE
CREATURES

FORMAT: PLAYSTATION, PC

BY: MINDSCAPE

STYLE: 3D ACTION

DUE: SPRING ‘97

* While Nightmare Creatures may
 look like it should be a slow-
paced adventure game like
Resident Evil, all it has in
common with Capcom’s game is
the terrifying atmosphere. It's set
in 19th century London, where
loads of demons and mutants are
loose, and it's down to you to
sort them out., When you
encounter an enemy, the game
becomes more of a beat ‘em up,
as you use a wide selection of
moves to defeat them. The
graphics are impressive and the
overall game is very atmospheric.
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@ The shots no doubt make the game look like the original PC
version. And indeed it runs like it's on a good 486.
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RAGE RACER

FORMAT: PLAYSTATION

BY: NAMCO

STYLE: RACING

DUE: DECEMBER

Namco’'s Ridge Racer and Ridge Racer
Revolution are some of the best and
most popular PlayStation games, so it
makes sense that the series keeps
going. While it doesn’t seem as though
Rave Racer is coming out on
PlayStation, the new Rage Racer is! As
you can see from these pictures, it's
similar to the other games, only there's
a much more varied selection of cars to
drive, and the scenery isn't just plain
race tracks — it's set through towns
and cities, making it look excellent!
We've yet to play the game properly so
we can't tell you exactly how it handles,
though we'd expect it to stick closely to
the familiar Ridge Racer style. More
news next month.

& There’'s always room in our lives
for another Ridge Racer sequel. We
love ‘em. Love ‘em we tell ya!
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RAPID RACER

FORMAT: PLAYSTATION

BY: SCEE

STYLE: SPEEDBOAT RACING

DUE: SPRING ‘97

Water sport games are suddenly
appearing everywhere — three jetski
arcade games, Wave Race 64, and now
Rapid Racer for the PlayStation. Again,
it seems stunning from the early
pictures, and promises to play as well
as it looks. We don't know much about
this, except that it will be one of the
first racing games to run at 60 frames
per second with the high resolution
mode. Hopefully we'll get to play this
soon, when we’ll tell you exactly how
good it is.



OWER F1

tMAT: PC CD-ROM
1: TEQUE

: RACING

: NOVEMBER
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OTAL NBA ‘97

JIRMAT: PLAYSTATION

iI: SCEE

ITLE: BASKETBALL

JE: SPRING ‘97

g first Total NBA game has got

ome of the most impressive

faphics seen in a sports game,and
3also a lot of fun to play. The new
grsion, currently in production, is

@il to look even better as well as
orting out the few problems with the
ame. Most importantly, this means
jlat there will be a few more moves

" the players, as the first game got
bit boring with the basic running up
d down. It's also going to have the
pHo-date NBA licence, with all the
kal players (along with their faces on
le game characters), kits, and

pourts. Considering the mass
jopularity of the first game, Sony are
Joviously expecting big things for the
equel. It also means they're going
10 make sure it's ace too!

B Gold's Power F1 may have an official licence, but that
pesn’'t necessarily mean that it's going to be a boring
imulation game. In fact, some liberties are being taken
make it a more exciting and entertaining game — more
jpectacular crashes, loads of game views, and more
fteresting scenery. It's also got very realistic car
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THE INCREDIBLE HULK

FORMAT: PLAYSTATION, SATURN
BY: US GOLD

STYLE: FIGHTING/WALKING
DUE: NOVEMBER

Here's the Hulk’s latest game, involving beating

people up. It looks quite a bit like Loaded with its
3D backgrounds and digitised characters, and it

moves in a similar way. The basic idea is to beat every-
one up while walking around the levels, solving the
occasional puzzle and avoiding all the traps set for you.
It's still very early, so we can't tell you much about it
yet, but we’'ll keep you posted on how it goes.
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handling, as well as the ability to customise your car to
exactly the way you want it., which you can then race in
split-screen mode (something not often found in PC

games). It's certainly an interesting idea, and we’ll have
more next month for you.
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REALMS OF THE
HAUNTING

FORMAT: PC CD-ROM

BY: GREMLIN

STYLE: ADVENTURE

DUE: NOVEMBER

We looked at this game a while
back. But with its legendary cre
ator Tony Crowther appearing at
this year's ECTS and gracing this
month's Cabin, it's worth another
look before the review. Excellent
3D environments, spliced with
professional cinematics give this
horror-adventure a spine-tingling
edge. Described as ‘not Doom-
like' it features more puzzle ele-
ments and a neat interface.
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§ COOL BOARDERS

FORMAT: PLAYSTATION
BY: SONY

STYLE: SNOWBOARDING

DUE: NOW (JAPAN)

There aren’t very many snowboarding games around, which
IS surprising considering the popularity of the sport.
Namco’'s Alpine Surfer may look excellent, but it's not real-
ly all that much fun. Cool Boarders, however, looks pretty
darned rough but is excellent fun to play! There are time
trials as you attempt to master the courses, along with
points for each trick you perform from the jumps. You can
also customise the look of your boarder and save off your
best replays. It was released in Japan last month and is
coming to the UK before the end of the year, just in time to
catch the usual Winter surge of popularity in snowboarding.
We'll be covering this properly when we've got the time and

space — gnarly dude!

(3 What you can’t hear is the wacky music and
‘ker-azy’ speech that makes it all sound like Get
Stuffed. The boarders are also stiff like Ed Lungrong.




GENTLEMEN, START YOUR ROOF RETRACTORS!
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‘there’'s storage space at the front AND back of

We don’t pretend to know anything about cars, but even we
know Porsches are cooool! So when a new one is launched

and Sony snap up the rights to the game, we
wanna bit of the actionl|

he Porsche Boxter is its name — and it's the only all-new Porsche
to surface from illustrious German automobile manufacturer
Zuffenhausen base since the 928 scorched onto the scene 19
years ago! Which must make it pretty damn special! At least that's
how the motor industry are treating it, having awaited the final =3
production model ever since the prototype was unveiled in 1993, 4
So what makes the Boxter such a hot cookie?
Well get this. It has the World speed record for the opening
of a roof. Yep, its button-operated cabriolet roof can fold
away in under 12 seconds! And a sophisticated roof
rack system allows you to open the roof without
knocking your crocodile-skin suitcases onto the road.
In fact, lugagge-consideration obviously took priority
at Porsche's Weissach R&D centre because,

the car. Great eh?

We're just kidding, we don't really care about its
luggage-handling capabilities. However, the rea-
son why there's space at both ends of the car
IS pretty smart. Its six-cylinder horizontally-
opposed engine is tamper-proof — sealed away in
the middle of the car. In fact, the only way to see it
is by staring at a diagram in the driver’s manual! \
We could blether on about its technical specifications %
— telling you about its five-speed Triptronic S transmis-
sion system, mono-block brake callipers and motorised
ducktail spoiler. But we don’t know what it means and if you
do, you clearly don’'t need us to tell you about it.

All you need to know is it has a 150 mph top speed, can go from O
to 62 mph in 6.9 seconds and the speedometer only measure speeds
in 50 km/h chunks. That's slow-fast-faster-rocketspeed! What's more,
it's cheap at only £35,000. Well, that is half the price of a Porsche 911!

]
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OEE HOW QUICKLY
| NOUND DOWN THE

ROOF? | RECKON | CAN
DO iIT N [l SECONDS.

PRICE i I
ENGIMNE: i
E.IJEE.'ETHEIHE. MM |
f:lZJMi:-ﬁE'ﬁsmH RATIO: >04bhp o &000 rpm
POWER: + 771 ft at ABDD
TORQUE: , 57BHP per ton
POWER TO-WEIGHT RATIO: By i
TRANSMISSION: P o
BRAKES:

FRONT REAR: T 3600,/1583/2148M

ES,
o ELBASE:

| ENGTH/ WIDTH/ WHE

WEIGHT:
ACCELERATION O 62MPH: 150m
TOP SPEED:

AVERAGE FUEL EﬂHSUMPTIﬂH:



SATURN
SAVE UP TO

£84°

SATURN with one controller
SATURN with Virtua Fighter 2
* |SATURN with Virtua Fighter 2

* SAVE = SAVING OFF COMBINED RRP

..185.99
..199.99
& Panzer Dragcmn ...214.99

SATURN “BLAZE" with 2 Joypads & Memory Card

ALL SATURNS INCLUDE ONE CONTROLLER, SCART LEAD FOR
CONNECTION TO SCART TELEVISIONS AND DELIVERY. OPTIOMNAL RF
INTERFACES AVAILABLE FOR CONNECTION TO NORMAL TV'S

209.99

s

WE ONLY SELL GENUINE UK PRODUCTS WITH UK GUARANTEES
PLAYSTATION with one controller and demo CD ... 184.99

PLAYSTATION with Ridge Racer ..................199.99
PLAYSTATION with Extreme Sports ... ... ... ... ... 199.99
PLAYSTATION with Alien Trilogy ... ............ ... 214.99

PLAYSTATION “FIRE™ with two

PLAYSTATION
FROM JUST £184.99

controllers and memory card

ALL PLAYSTATIONS INCLUDE ONE CONTROLLER, PLAYABLE DEMO CD.

. 204.99

DUST COVER FOR SATURN s 7.99 RF LEAD FOR CONMNECTION TO NORMAL TELEVISIONS AND DELIVERY
HIGH CAPACITY MEMORY CARD FOR SATURN (1 MByte, 8 MBit) 25.99 OFTIONAL SCART LEAD AVAILABLE FOR ENHANCED PICTURE AND SQUND.
RFINTERFACE FOR SATURN . . . i i e s 14.99 HIGH CAPACITY MEMORY CARD (120 SLOT) FOR PLAYSTATION ...29.99
MYSTERIA REALMS OF LORE S SONY PLAYSTATION CD'S DNt - aGtean
NBA ACTION » 33.49 MBA HANGTIME =
a0 LEMMINGS NIGHTS 18,99 ACTUA GOLF 3495 NBA JAM EXTREME »
ACTUA GOLF 30,099 MIGHTS + ANALOGUE JOYPAD 5299 ACTUA SOCCER 36,95 NEED FOR SPEED (ANL)
ALIEN TRILOGY 19,99 OLYMPIC GAMES 3499 ADIDAS POWER SOCCER 36.99 OLYMPIC GAMES
AREA 51 » 34,99 OLYMPIC SOCCER 34,39  ALIEN TRILOGY .. . L3388 OLYMPIC SOCCER ..
BAKU BAKL ANIMAL 27.49 PAMZER DRAGOON 16,90 ANDRETTI RACING » 16.99 PGA TOUR GOLF 96
BATTLE MONSTERS » 36,99 PAMNZER DRAGOOM 2 ..3799 AREAS!» : 32.99 PGA TOUR GOLF a7 »
BEDLAM » 1590 PGA TOUR GOLF 97 » 3799 BATMAN FOREVER COIN-CP 3599 PINBALL GRAFFIT|»
BLACKFIRE 34.99 POWER PLAY HOCKEY 96 + L3699 BEDLAM s : 3599 PLAYER MAMAGERZs .. ... ... .
BLAM! MACHINEHEAD :-.-3 99 PRO PINBALL » 1299 BUBBLE BOBBLE 2 » 36,99 POWER PLAY HOCKEY 96 »
BUST A MOVE 2 - THE ARCADE » 1799 PROJECT X2 ..3399 BUST AMOVE 2 . 3349 PRO PINBALL = :
CRIME WAVE » :_‘-:3. 99 HAYMAN 3499 CRIME WAVE» 33.99 PROJECT X2+
DAYTOMA USA 20,99 ROAD RASH 3? 49 DIE HARD TRILOGY 34.90 RESIDENT EVIL
DESTRUCTION DERBY 33199 SEGA RALLY . 4399 DISCWORLD ..35.99 RIDGE RACER REVOLUTION (AML) ...3
DIE HARD TRILOGY » 36,99 SHINING WISDOM 399 DOOM 32.89 ROAD RASH
DISCWORLD . 3399 SIM CITY 2000 3699 DRAGONHEART: FIFE & STEEL 34.99 SIM CITY 2000 «
DUKE NUKEM » 34.99 SLAM ‘N JAM 96« ..31.49 DUKE MUKEM » 2999 SLAM ‘N JAM9E e
EARTHWORM JIMt 2 = 36,99 SPACE HULK-V.OTBA. » 3749 EARTHWORM JIM 2 » 3699 SPACE HULK -V.OTRBA
EURC %6 . 43.99 SPEED FREAK = 3399 EXTREME SPORTS 29.99 SPACE JAM »
BHUMED 31.49 STOAY OF THOR 2 3399 FADE TO BLACK 3595 SPEED FREAK= ... .. :
FORMULA 1 CHALLENGE 24,99 STREETFIGHTER ALPHA 3690  FINAL DOOM = 92 88 STREETFIGHTER ALFHA
EUAHDMMHEPC:-H ; 3299 THEME PARK 37.99 FORMULA 1 [AML) 39,99 TEKKEN ..
BUN GRIFFON » 3299 TUNMNEL B1 » , . 3299 GUNSHIP 2000 . . ...32.99 TENNIS (OQCEAN) «
HIGHWAY 2000 » 3699 VISTUA COP (WITH LIGHT GUM) 5199 HYPER MATCH TELIF-: TE'«JHH* e ...d6.859 THEME PABEK ... ... ...
IROM AND BLOCD » | 36,90 VIRTUA FIGHTER 2 1993 INTERNATIOMNAL TRACK & FIELD 33.99 V-TENMIS »
BJOHN MADDEN MFL 97 + 356.99 VIATUA RACING DELUXE 1993  JOHMN MADDEN NFL 97 = 15.99 WARGODS »
LOADED T 04 '-,-'mT,JA_ GOLF 3299  KILLING ZONE = . . ...35.99 WING COMMANDER 3
MAGIC CARPET a7.o0 WIPEQUT 2099 LOADED ... .... 3599 WIPE OQUT (ANL) ... ..
MEGAMAN X3+ 36590 .-I:]HH‘- . 3493 MAGIC CARPET 34,99 WIPEQUT 2057 (AML) *
MORTAL KOMBAT 3 (ULTIMATE) 2999 X-MEN CHILDREN OF THE ATOM 3899 MEGAMAN X3+ 3699 WORMS . o

ECLIPSE PROGRAMMABLE
m: FOR SATURN . 19,99
—— A BUTTON CONTROL
SRS LY
B PROGRANMMABLE
] AUTOFIRE AND
J! 3 SLOW MOTION

£10 LOGIC 3 ]

TERMINATOR -}
FOR SATURN

15.99
WITH FIRE AND
POWER MNDICATORS

3 LOGIC 3
- VOYAGER FOR
SATURN ...16.99
'_"!_-"-' AUTOFIRE, SLIDE
o " BUTTONS AND
SLOW MOTIO

PHASE 9
ODYSSEY FOR
SATURN ...15.99

WITH AUTOFIRE
AND TURBOFIRE

y FIRE INFRA-RED JOYPAD
: SYSTEM FOR SATURN 29.99

QUANTUM JOYPAD FOR

SATURN 16.49
DESIGNED WITH

ii| AUTOTURBO FIRE
AND SLOW MOTION

SATURN ACCESSORIES

SEGA
EIGHT
BUTTON
CONTROLLER FOR
SATURN

19.99

39.99

HAFID FIRE

SEGA LIGHT GUN

FOR VIRTUA COP PLAYER 1 OR 2

SEGA SATURN PHOTO CD
OPERATING SYSTEM

RF INTERFACE FOR SATURN

SEGA RF UNIT FOR SATURN
FOR CONNECTION TO NON-SCART TV

3799

SEGA MEMORY CARTRIDGE
FOR GAMES THAT REQUIRE
BACK UFP MEMORY

SEGA MULTI PLAYER ADAPTOR 29.99
DUST COVER FOR SATURN ... .

SEGA ARCADE
RACER STEERING
WHEEL FOR
SATURN ... 49.99
TABLE TOP YOKE
WITH 8 FIRE BUTTONS

SEGA VIRTUA STICK

ARCADE STYLE
EHGHT BUTTON
JOYSTICK WITH

..18.99
.. 14.99

24.99

24.99 |

7.99

ATARI JAGUAR 64-BIT

CONSOLE WITH
CYBERMORPH GAME
AND JOYPAD
JUST 49.99

SUPER NES
WITH MARIO WORLD,
MARIO ALL
STARS &

1 JOYPAD
JUST 99.99

S SUPERNES |  MEGADRIVE

DONKEY KONG COUNTRY 2 45,94
DOOM . 34,594

EARTHWORM JIM 2 24.99
F-ZERD - .. i 15.99
FIFA SOCCER : : 2299
LLUSION OF TIME : 26.49
JOHM MADDEN NFL 83 §.99
' KILLER INSTIMCT AND F - ZERO » 34.99

- PGA TOUR GOLF ; 159.9%9
PILOT WINGS + 24,094

} SECRET OF EVERMORE ... . 44.99
SIMCITY » . 24.99

' STREET RACER ... ... .. 21.99
SUPER BOMBERMAN .. . 9 89

SUPER GHOULS AND GHOSTS » 24 .99
SUPER INTERMNATIOMAL CRICKET  _..34.99

EUPER MARIO ALL STARS » 29.99
EUPER MARIO KART . e e e ... 2699
SUPER MARID WORLD » ; .. 18.99
SUPER TENNIS » 159.99
TETRIS AND DR MARIO = .. . . 24.99

THEME PARK : L5949
YOSHI'S ISLAND ... .. 45 99
ZELDA 3 - LINK TO THE PAST 24099

BRUTAL SPORTS FOOTBALL

CHEQUERED FLAG

DO0mM

DRAGON - THE BRUCE LEE STORY

FIGHT FOR LIFE

FLASHBACK

HOVERSTRIKE

IROMN SOLDIER

SEA JAK TOURMAMENT EDITION
-'-F-‘J"\._I_
OWERDRIVE HF'.L._"T

[E MPEST 2000

WOLFEMNSTE

ZOOL 2

ATARI LYNX 2 HAND-HELD

BASKET BRAWL

CRYSTAL MINES 2

DESERT STRIKE

ISHIDD

RAMPAGE : 4
SHADOW OF THE BEAST
WORLD CLASS SOCCER

BRIAN LARA CRICKET 96
DESERT STRIKE »

FIFA SOCCER 36 ..
GENERAL CHAQS »
JAMES POND 2+ .
LOTUS TURBO CHALLENGE
MEGA BOMBERMAMN
MICKEY MANIA

MICRO MACHINES 2 96
MBA LIVE 96

NHL HOCKEY a7 »

NHL ICE HOCKEY 95 .
NHL PA 93 ICE HOCKEY
PGA TOUR GOLF 96
ROAD RASH 2

SOLEIL

SOMIC 2

SONIC AND KNUCKLES
SONIC THE HEDGEHDG
STORY OF THOR
STREET RACER
SUPER SKIDMARKS
VECTOR MAMN

WORMS

ATARI JAGUAR

)
19.899
46.49
1.
4549
2880
47.99

26.99

-1

iR
t. il.J

La2.88

20,5949
.18.98

21.98

FOR PLAYSTATION

FIRE INFRA-RED JOYPAD
SYSTEM FOR PLAYSTATION

OF UF T
18 METRES

CONSUMP
REQUIRED {NCT INCLUCED)

WHEEL AND FOOT PEDALS

STEERING

BUTTONS
DESIGNED

PS PROPAD .. 21.99
8 BUTTOM
PROGRAMMABLE
CUNTROLLER WITH
ALTOFIHE & SLO-MOD

ASCIl CONTROLLER
FOR PLAYSTATION

GAMESTER ANALOGUE STEERING

TRUE ANALOG

LOGIC 3 EIGHT BUTTON CONTROLLER
12.49

29.99 K
2JOYPADS AND A B
RECEIVER BOX

WITH RECERTION

TURBOFIRE AND
TUMBCONTROLLER.
EXTRA LOW POWER
TION. 4 x AAA BATTERIES

79.99
UE

CCELERATOR AMD

BRAKE PEDALS
8 DIGITAL ACTION

ESPECIALLY FOR DRIVING & FLIGHT SIMS

AHEAD LONGBOW (JAMES)

ALIEN TRILOGY FOR WINDOWS 85

CHAMPIONSHIP MAMAGER 2 9596
CIVILIZATION 2

CLANDESTINY =

CLUB DEAD

COMMAND & UQNI:ILFEH
CHUSADER - NO REMORSE
DESTRUCTION DERBY 2 =

DUKE "uLIHFF 1 30 (RATED 18)

F1 RACIMNG )

FORMULA 1 I'_"':H.'!-.NI_'I PRIX MGR 2+
GUTS "M GARTERS »

HARDWAR =

LAST BLITZKRIEG .

MS ENCARTA 96 F‘DH WIHDQWS
MS WINDOWS 95 UPGRADE
QUAKE :

RE-LOADED+ ... ....

SFPACE HULK - V.O.T.B.AFOR WINSS

WARCRAFT 2

WIPEQUT 2 »

WORMS {54 .
-0OM - TERROR FROKM THE DEEP
X-MEN CHILDREN OF THE ATOM =
XS o il

i

ZOMBIEVILLE =

VRF1 AFIEADE STEERING WHEEL 45.949
TRUE ANALOGUE PROGRESSIONAL STEERING

T PccoRoM | AMIGA D32 |

34,69
33,69
19,90
3169
22.99

- 12,548
.2

12.99

24,50

42.99

73.99
28.99
=4 50

e
e G

20 G0

vt

- 3ER. 5D

2o 5
18.99
33,94

25,4945

31.99

24,99

SONY CONTROLLER
FOR PLAYSTATION
26.989

SONY MOUSE FOR
PLAYSTATION
29.99

COMPLETE WITH
DESIGNER MAT

PHASE 9 CYCLOMNE CONTROLLER

FOR PLAYSTATION 17.89
AUTOFIRE, g
TURBOFIRE AND L, %®

SLOW MOTION

SONY MEMORY H

CARD FOR -

PLAYSTATION ... ... ... ... e 22199
ALLOWS YOU TO SAVE & LOAD GAME DATA
FIRE MEMORY CARD RR— )

HIGH CAPACITY MEMORY CARD
(120 SLOT) FOR PLAYSTATION . ..29.99

SONY MULTI TAP 28.99
ALLOWS 1 TC 4 CONTROLLERS TO CONNECT

LINK CABLE FOR PLAYSTATION ..11.89
ALLOWS TWO PLAYSTATIQNS TO LINK UP

SCART LEAD FOR PLAYSTATION .. 9.99
(COMPOSITE QUTPUTY

SCART LEAD FOR PLAYSTATION .. 12.99
HIGH QUALITY COMMNECTION BPLAYSTATION
TO TV SCART SOCKET (RBG QUTPUT

GOLDSTAR 3DO JUST ... ... ...99.99

WITH FIFA SOCCER CD

o\ AND ONE

ALOME IN THE DARK 2

] BLADEFQRCE
89 CANMNOMN FODDER

CAPTAIN QUAZAR
DOOM

I FLASHBACK

FOES OF ALl
EEX

Jnmmf (BASKETBALL)

KILLING TIME
MEGA RACE

o ®
L _9d CONTROL PAD

23.99
12,90

1398

35.99
12.99

788

35.99
19.99

14,490

14.99
12.99

9.30am to 8pm Mon-Fri

01279 600204
O Fax 01279 726842

(we'll fax back)

3’&

o

EXTRA XS

CLUB MAGAZINE

COUPON SAVERS
48-PAGE COLOUR

RELEASE SCHEDULE . Live @

CHARTS
REVIEWS
HUGE RANGE
ALL GENUINE
UK PRODUCTS

CREDIT TERMS
GREAT PRIZES
TO BE WON

co.uli

WHEN

HEAVY DISCOUNTS

ON-LINE

L EI SAWBRIDGEWORTH, HERTS

speclal.reserve u::.i.-w:.'

Club Shops at
CHELMSFORD, ESSEX

43 Broomtield Road

Sl arpund the corner broem i B dahce

The .Mp hl‘rﬂi _uhzlh;m F'n:uﬂ

B "grve males Froem ey the shakos

INTERNET And lrem hate Oedoker

F fast

frir=itioms BRISTOL, AVON

+ special 349 Glaucester Rood Horfield
reserve

YOU JOIN:

FOUR GAMES FREE

& JIMMY

S
i

SCOOP PURCHASE! BUY ANY ITEM AT THE SAME TIME AS JOINING
OR RENEWING FOR A YEAR OR MORE AND WELL GIVE YOU:

ELITE, ZOOL, SENSIBLE SOCCER

ALL FOUR CLASSIC GAMES ON PC CD ROM

OR  5UY ANY ONE ITEM AT THE SAME TIME AS JOINING
FOR ONE YEAR OR MORE AMD WELL SEND YOU A FREE

i GUYVER 1

MHHGA ‘U’IﬂEﬂ

FOOTBALL

82 PANEL PVC, STITCHED OR

CD WALLET

24 CAPACITY. STORES CD's
NEATLY AND SAFELY OR

LIGHT GUN + 2 GAMES ' .
ABSOLUTELY FREE

WHITES SNOOKER

FOR AMIGA 5
I

| Just state vour choice as vou order. OUnly one offer may be chosen

Overseas members add £2 carr

iage. All offers subject 1o stock availability

& SOUND MEMORY
FPREFERENCES @ 120 MINUTE SLEEFP
@ SCART SOCKET TIMER

@ REMOTE CONTROL

GOLHEI’AR 14" COLOUR TV/MONITOR 134.99

@ FULL FUNCTION e HIGH BRIGHTNESS
ON-SCREEN DISPLAY TUBE
@ FERSONAL PICTURE e 40 FROGRAM

e MADE IN UK

All prices include VAT and carriage to MOST UK mainland addresses. |

IWE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN.

| TRIAL MEMBERSHIP ONLY £1 o macazmo

DUST COVER FOR PLAYSTATION . 7.99 || ONE YEAR MEMBERSHIP £7. un :uu} £9.00 (EC) £11.00 (WORLD) I
Buy ana lem as you join for a year and we'll give y “hoice of great FREE gifts. Over 250,000
I :umplﬂ hawve {:-I"F-:'_‘I 1"’1 Specia Ficewr'.n h ﬁt‘ Ir "|I. ated staff rf11= nbers are undar |
no obligation to buy anything. Qur regular ¢ub magazine contains a staggering selecticn of I
prod ..:1«: many at ts-n:-- 1r;1r.1e price, Hu 1f| eds of pages of inform .|||u-1 on gur intemet site af I
ACTION PACK VOL 1 | IR reserve.co.uk. Amazing club arr 1% al ll'“"un msford. Essex and S -1’:& arth. Herts, |
LEGENDS, FEARS. GLOOM » 14.99 | PC repairs & upgrades at Sawbridgeworn {e.g. your 486 1o -‘n"| um by mail) I
ALIEM BREED - TOWER ASSAULT 19 95 : Mo Quibble return policy _f_;. min or 2 3'— gea tha club magazine for details :
ALIEM BRE r—I‘J | 14,959
ARCACE POOL ; 7ag | Overseas orders must be paid by credit card I
CORE COMPILATION VOL 2 I Hardware ilems [batlery or mains) are only supphed to the UK mamlang I
BANSHEE. SKELETON KREW : Overseas surcharge £2.00 per software tem or 25% on other items :
HEIMDALL 2, LUMIVEHRSE 19.99
| e e C&VG l
ENGEURION et mivieos e s 10 s BARTSAL it I
FIELDS OF GLORY : 799 yName & Address I
GUARDIAMN . = 1LLEH I |
KINGEPIN 7.9
MICRCCOSM ... ... .. REETR. '
OSCAR & DIGGERS ... .. 299 : :
ROAD KILL 10.99
ROBOCCD (JAMES POND 2} 499 | anmdﬁ.l "PC pioass sials DISF |
SIMON THE SORCERER . 14,99 | ' . . |
SOCCERKID . B .2.9% | Phone No Machine |
SPEEDBALL 2 6.99 | ! |
SPERIS LEGACY . . .12.35 ¢ Enter membership number (if applicable) or ]l
STAR CRUSADER (KEYBOARD REQ) 15.99  MEMBERSHIP FEE (ANNUAL £7.00) I
ULTIMATE BODY BLOWS I |
BODY BLOWS & BODY | |
R item
BLOWS GALACTIC 9.99 |7 — = . I
WORMS 21.49 | !
e 1 |I1E!"TI [
l |
litem |
i:h ]‘2 :Flpase use this box to add any optional fasl delivery charge r :
i 1st Class Post 50p per posted item or £3 hardware !
:ALL PRICES INCLUDE UK POSTAGE & VAT | £ :
Cheque/P.O./Creditcharge/Access/Switch/Visa I
[ Al
| i | I
l l | L |
by CREDIT CARD . SWITCH I
IEHF‘IFI'\“ DATE SIGMATURE (ISSUE NO H
PGATOUR GOLF 86 24,99 I I
POWERS KINGDOM . ... ... ... .. ...B.99 I Mail Order address. Cheques payable to: I
RETURN FIRE ... ..o vvicen s s v 02098 5 Creditcharge |
SPACE HULK _. 20,93 SPECIAL RESERVE
SUPER WING COMMANDER ... . ...14.99 | card subject |
THE HORDE. SE] P.O. BOX 847, HARLOW, CM21 9PH | to status. |
WOLEENSTEIN = e : or FAX a credit card order on 01279 726842 - and we'll FAX back.j See the club I
| Inevitably some games listed may not yet be available. Please phone l‘l‘lﬂﬂﬂ]h‘lﬂ |

16 MB RAM for PC (2 X 8MB 72 Pin SIMMS)

4MB FROM JUST £22.99

PRICES INCLUDE VAT AND DELIVERY

PRICES MAY FLUCTIJATE

[] tocheck availability. Prices may change without prior notification. for details. [

I
L

sent to press 11.09.96 E .& O.E. SAVE = Saving off full retail price.
Imer-Mediates Lid, The Malti

gs, Sawbridgeworth, Herts.
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MIDLAND
The Listening Bank
Member HSBC 4XP Group
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