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I¢s your worst nightmare. Medieval monsters
that'll keep fighting even after they lose a limb.

Use any one of 28 different mutilating moves
to divide and conquer the defiant demons,
bloodthirsty beasts and overzealous zombies.

or sword-wielding Nadia. Solve puzzles
that'll lead you to the evil Adam Crowley.

A bloody good time in jolly old London.
—— i

Tbe nightmare begins October 31.
For more on this tale of terror, call
1-800-850-1682.

Or visit www.nightmare-creatures.com
or www.kalisto.com




* Halloween tricks and treats...

« Industry changes tune...
« A new era of gaming...
« A special thanks...

‘ k or treat! BOO! Were you
T scared? Probably not. Nowadays
it's hard to frighten die-ha
gamers thanks to a huge, d
influx of horrific, gory game
Resident Evil, Nightr
Clock Tower, Enemy Zero and Castlevania
Symphony of the Night all promote and
glorify gore, horror and the basics of
human dismemberment. Is this the culmi-
rs of video game censorship
d? Well if so, it couldn’'t
at a better time, because this
en will be full of chills and thrills
ond the grave. What would be
more fun than curling up with Clock Tower
at 1 am,, in the dark, with all traces of
ambient sounds muffled by your screams
as you round the comner right into
Scissorman? That's the stuff nightmares
are made of. Take a look at this month's
feature to get a ghastly gander
at this year's scarefest
ited

For months, awesome games like
Mega Man 8 and X4 were given the
shaft for being old and two-dimensional.
Now-surprisel—2-D games dominate the
new release charts, like Oddworld:

Abe’s Oddysee, Herc's Adventures and
Castlevania: Symphony of the Night.

True 3-D games are rare this holiday
season, as the industry takes a step

back and realizes that 2-D isn't dead—not
by a long shot. In fact, you can count the
new 3-D titles—mostly for the Nintendo
64—on your fingers.

Softer Censors?

Another noticeable aspect of the gam-
ing evolution is censorship, or the soften-
ing thereof. Games like Final Fantasy VI
and Wild Arms now contain mild profani-
ties. These characters really talk trash! The
fact that this dialog has made it into the
production U.S. version of FFVII is a subtle,
if not significant victory for anti-censor-
ship. It's not a stretch to forecast that as

Previously rejected, Mega Man X4 will
finally be refeased for the PlayStation
een resolutions improve, and a

k looks more like a butt-crack,

that we'll soon be dealing with issues of
nudity. Stil, it should be no surprise that
the industry's shifting gears and rewing
up for the future. As technology races for
elopers, marketers,

Chasing the Edge

As game developers continue to push
the envelope, we, as a magazine covering
the industry, understand and endorse the
need for change. Change is good. And in
four short weeks, you'll be holding the
most evolved video game reporting vehicle
of all time—our 100th issue. In all these
years with EGM, | never thought I'd be
around to witness this event, let alone
wiite the last two-digit editorial. I've had
the ultimate pleasure of working with the
most dedicated bunch of gamer/editors
I've ever known, from Steve Harris, Ed
Semrad, Martin Alessi, John Stockhausen,
Terry Minnich and Sushi-X, right up to the
new brilliant staff of writers: Joe Funk,
Crispin Boyer, Dan Hsu, Shawn Smith,
Kraig Kujawa, John Ricciardi, Kelly
Rickards, Scott Parus and Dean Hager, not
to mention all the other staff members
working behind the scenes, like our art
directors, copy-editors, circulation and
administration staffs. The hard work of
these individuals, and the support of you,
the reader, has made the past 99 issues a
joy to create. At this crossroads, | am
proud, yet sad, to close the doors on one
era of EGM, and look ahead to the
future...Thanks everyone!

|
{
|
\

The ‘90s hiave produced some scary
titles, and this year is no exception.

As the industry looks ahead ta the
future, so will we. Prepare yourself.
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T MUST BE IMPORTANT WHEN
22 MEN WILL GO TO WAR OVER A PIECE
OF LAND NO WIDER THAN THIS AD.

To a rare few, winning the war means
totally dominating the compefifion.

Miami Dolphins ‘72
Chicago Bears ‘85
NFL GameDay ‘98
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The most authentic baseball game available has re-loaded to defend its crown. Everything else seems strictly bush league.

Also avail

WWW.sega.com




+ Why.should the military have-all the fun? Now'you too c;ﬁh "people away fom across the country. Saturn NetLink brings
full screen, full speed online. gaming smack dab into ydur sweet little home. When you're done kicking long distance butt,
surf the net, trade e-mail, or chat with others through the NetLink Browser* And now you can score a Saturn NetLink with

two bonus games for a piddly $99% Remember, someone, somewhere, wants to take you out. Get them first.

“Must establish Internet account at additional cost to access Internet. **Manufacturer's Suggested Retail Price - Prices May Vary.
tered in the U.S. Patent and Trademark Office. Sega Saturn, Sega Rally Championship and Virtual On are trademarks of Sega. Daylona USAis a trademark of the International
rporation, used under license from Daylona Properties. Saturn Bomberman ©1997 HUDSON SOFT. Allrights reserved. Exclusive manufacture and distribution by Sega. Duke
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THE FOURTH
INSTALLMENT
OF MORTAL
KOMBAT
MAKES
ITS WAY TO
THE ARCADES
3-DSTYLE.
CHECK OUT
THE LATEST
INFO
STARTING ON
PAGE 114.

DEPARTMENTS

INSERT COIN

Trick or treat, and thanks for the memories..

20 PRESS START

The Messiah is coming..courtesy of Shiny!

34

Will Star Fox 64 be outfoxed by Final Fantasy VI for the #1 spot?

38 GAMING GOSSIP

EA Sports catches Tiger Woods by his tail.

42 PROTOS

The worm returns..and it ain't Dennis Rodman!

50 REVIEW CREW

Can the Fantasy live up to the Review Créw's reality?

62 TRICKS OF THE TRADE

Play dirty with the level select code (up to 15) for Three Dirty Dwarves.

70 SPECIAL FEATURES

After 20 years, Al is still kickin' our butts! Plus, the Mortal screams return.

124 NEXT WAVE

Street Fighter EX+ Alpha goes 3-D for its PlayStation exclusive.

186 TEAM EGM

Madden 64 explodes 3-D style on the Nintendo 64.

196 INTERFACE

Reader asks: Do we really need to see urine to have a good time?

BONUS INSIDE

FREE POSTER

! Packed
VO of our 100
EE ) VERS poster! Reminisce
over w}uch game(s) made it on to the cover as well
as which games were crowned #1 by
the Review Crew!




GAMERS TAKE A LICKIN’ WHILE
THE AI KEEPS ON TICKIN’

Artificial Intelligence (Al) has been with us in one form or another
for 20 years. But in all of this time, has Al in gaming improved as
much as it should have? EGM takes a look at two genres of games
(sports and fighting) in order to answer this question (and many
others). In the end, you'll know more about how games think, and
if they're getting any smarter. Turn to page 70 and get inside the
head of some of gaming’s most popular titles.

THINGS THAT GO BUMP ON
YOUR GAME SYSTEM

Just like those old '50s movies where they pit the Wolfman against
Dracula, in our Halloween feature, we pit some of the scariest
video game ch against one her. For what if
the hordes of Resident Evil fought against the armies of Nightmare
Ci e f go to-toe on page 90.

“Resident Evil has a weak link: the slow and predi bies.”

GO 24 HOURS ON THE NET

‘WITH AN EDITOR

Associate editor Shawn Smith spent 24 hours surfing the Net for

video game-related info...among other things. From chat rooms to
company sites, Shawn scoped them all out. . And what did he find

after 24 hours (| i neat lack-of-sl

tions)? Well, you'll have to check it out... the story is on page 106.

“What freak would go [online] for 24 hours straight?”

DUKE NUKEM 64 (Né64)

QUA
CASTLEVANIA: SO
ODDWORLD

FANTAS'
GHOST IN THE SHELL (PS)
BRAVO AIR RA

PARAPPA THE RAPPER (P




BESIDES DANGER
AND INTRIGUE,

TREASURES
OF THE DEEP

OFFERS SOMETHING
THAT’S BEEN LACKING
IN ACTION/ADVENTURE

GAMES.






What’s the missing ingredient from action and

adventure games? Salt water. Treasures of the
Deep™ places you in the role of Jack Runyan, ex-Navy
Seal. Your global treasure trek whisks you from the
shark-infested Great Barrier Reef to the foreboding
abyss of the Mariana Trench. You'll utilize lethal high-
tech weaponry and submersibles as you explore sunken
ships, battle sea monsters and thwart terrorists.

Grab your scuba gear. It’s time to dive into danger.

l > W
o I

Your underwater hardware is 100% high-tech: robotic vehicles,
homing torpedoes and heat seeking mines are all at your disposal.

ACTION AND

r 14 treasure-huntifg missions, including Antarctica, the Bermuda1
Triangle and the sunken Aztec ruins off the Yucatan Peninsula.

o ~

~ & "“‘;1!«'

r Blow up enemy subs, battle stealthy frogmen assassins and
spear voracious sharks before they snack on your snorkel.

TREASURES OF THE DEEP™ © 1997 Namco Hometek Inc. All Rights Reserved. TREASURES OF THE DEEP is a registered trademark of Namco Hometek Inc. PlayStation



The most striking 3-D world in all of gami
sea creatures propel themselves with polyi

Explore mysterious wrecks, retrieve a lost satellite, defuse
a nuclear warhead, then treat yourself to some alligator shoes.

art submersibles. Amass your fortune and
RV-1 mini-sub to a deadly Viper attack sub.

TSI

v v v

THIS TIME, YOU'RE IN OVER YOUR HEAD.

PlayStation |




by Todd Mowatt
todd_mowatt@zd.com

THE BEST VIDEO GAME NEWS

avid Perry, president of Shiny

Entertainment, and his various teams

of employees have been pushing the
envelope in terms of game design and
innovation. They haven't been afraid of trying
new things. He and his Shiny Entertainment
team have been at the forefront of new gam-
ing technologies over the last four years.

Now, ironically enough, he and his team
have come up with a new technology
called “RT-DAT" (Realtime Deformation
and Tessellation) Engine.

Messiah is the first game to use the new
technology. It will be released for the PC and
the PlayStation from Interplay, Shiny's parent
company sometime in the first quarter of

1998. The
Messiah tech-
nology allows
for realtime
tessellation,
which
means
scaling
polygons in real-
time. The technolo-
gy will allow for
1,000 times more
polygons, resulting
in amazingly lifelike
characters on screen
and will have realtime
deformation and inter-
polation as well as
volumetric lighting,
according to
David Perry.
“It's basically a
very intelligent break-
down of the characters
to polygons,” Pe
explained. “We can decide
the speed of the game AS

BREAKING NEWS

THE SECOND COMING
OF PERFECT POLYGONS

DAVID PERRY HOPES TO SHINE ONCE AGAIN

IT RUNS by changing the exact number
of polygons on screen in realtime.”

This technology will effectively keep the
game running smoothly.

“Games get all choppy when their speeds
o up and down, and that affects gameplay
and makes it frustrating. In some games
when you turn your character around in
one spot, the game speeds up and slows
down, and that's irritating. This technology
will alleviate that”

“In Messiah, instead of boxy-looking
characters, this technology will allow for real
smooth breasts and real smooth backsides,
and you will also see the skin stretch and the
body move. That will be done in software and

The story line for the game isn't anywhere near complete,
but here are some preliminary screen shots of Messiah.

not actually be some cheat or animation. That
is the software saying that if your butt was to
move up a little bit then the cheek would
compress. That's the type of real movement
we are looking for. We have built-in tools to
tell each little piece of the skin's surface how
it should react to different movements and
that's what makes this technology exciting”

Messiah's RT-DAT technology would make
Lara Croft look about 7000 times better,
according to Perry.

“The other thing that it does is the meshing
of polygons. For example, in games like
Toshinden, on the joints of the characters
you can see the polygons flickering. There's
nothing like that, and with this technology,
we can plug in any movement and the body
executes that movement correctly.

“This puts us a year ahead of everybody
else in the industry. | could do a soccer game
or a sports game very easily with this
technology. People haven't even thought
about what we are doing. Everyone is talking
about tessellation and talking about how it
will be where everyone is going. The Quake
guys are now saying that this will be their
next big thing.
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Interplay is hoping that Messiah
will be their savior while David Perry
(below) has pushed the gaming enve-
lope in terms of technology and
overall game design once again.

It's Official: EGM's
parent company
Ziff-Davi
announced that PSX
magazine has been
named the Official
U.S. PlayStation
Magazine. The
premiere issue will be

has

“We've already got Interpolation,
everybody says they are gonna
have it. (Interpolation means
going from any frame to any
frame which means your game
animation will run silky smooth,
resulting in an amazingly fluid
feel.) We have it running already:

The few details that Perry
would reveal about the game
are that the main character will
be an angel/ cherub sent to

get a dwarf. We
put adverts in
publications, and
went through a
variety of talent
agents before we
found the person
we were looking
for. It was a tenu-
ous process, but in
the end everything
worked out fine,”

on newsstands Sept.
23. It w
playable PlayStation
disc packaged with
t that will feature

| have a

playable PlayStation
demos and will include
sneak peeks of soor
to-be released first
and third-party titles.

works. Details are
trickling in. Turok: The
Dinosaur Hunter sold

and is doing well
abroad. Our sources at
Iguana told us that
Turok 2 will have
Rumble Pak com-
patibility and will us
the “hot swap” tech-
nique to allow for the
use of the Nintendo 64
Memory Pak. Iguana is
working to make sure
that the Rumble Pak
is used not only to
er hits, but also
ke players feel
the roar of a nearby
T-Rex. The graphics are
also being improved so
that the game looks
even more realistic

tom

than the original. It isn't
known whether Turok
2 will have a
Multiptayer Option.
The game should
follow the trend of
other first-person per
spective action games
coming for the N64.

The game is expected
sometime next year
Crystal Dynamics
signed a publishing
agreement with Midway
Ent. to release Gex

2: Enter the Gecko

for the PlayStation

and N64 as well as
Pandemonium! 2.

clean up the disgusting world
of the future. This even involves
killing hookers and assorted
other imperfect beings that
inhabit the Earth.

Perry said

The concept and the story line
are still being worked on. But the
technology is the thing that drives
this project according to Perry.

all accounts is getting ready to
o public sometime next year.
This technology will go a long
way to helping them reach
their goals.

“At the moment we are focusing on the technology and
the fact that it will kick Quake’s and Unreal’s butts.”

To win the game, your goal is to
end life on Earth as we know it.

To create the angel/cherub
character, a four-foot black dwarf
was motion-captured in a Los
Angeles studio.

“We searched high and low to

ega used a little business

Voodoo to stick a pin in

3Dfx and sent their stock
prices tumbling as the company
made it official that they will no
longer be using 3Dfx Interactive's
Voodoo Graphics chipset in their
new 64-Bit system code-named
Blackbelt. This announcement
came on the heels of reports
stemming from the July issue of
the Microprocessor report
that NEC had in fact been
chosen as the technology
provider for Sega’s new
machine. EGM has
learned that NEC's new
secret architecture code-
named ARC was going to be
used in arcade machines.
Sega still may use the tech-
nology in some of their new
arcade games, but will utilize
that same technology in their

WHAMMY ON

“At the moment we are focusing
on the technology and the fact
that it will hopefully kick Quake’s
and Unreal's butts,” Perry said

This new technology should
open more than a few doors
for Shiny and Interplay who by

next-generation system
3Dfx responded to the news by
passing off the decision as not
being all that important. Greg
Ballard, president

9

and CEO of 3Dfx Interactive said
at that time, “It is important to
remember that Sega is only a

A PUTS

Interplay's tough times seem to
be behind them as they have been
working hard on their VR Sports
brand. They have already secured
National Football League and NHL
licenses and are working on
retaining their MLB license.

fraction of our business, repre-
senting less than 10 percent of
our projected 1998 revenue.” That
statement contradicted an earlier
statement made in the compa-
ny's initial public offering filed
with the Securities and
Exchange Commission (SEC)
which stated that “the timely
development of the Sega/3Dfx
Chipset and the successful
introduction and sale of the new
Sega game console by Sega will
be critical factors affecting the
company’s future business.”
Sega owns 10 percent of 3Dfx
and still plans to pay them to
develop the technology so that
they can retain the rights so no
one else can use it. The main
reason for this is that Sony has
made some inquiries about using
the technology and Sega wants
to stop that from happening.
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BREAKING NEWS

Midway has two
new collections of their
classic games titles in
the works for the Sony
PlayStation. Midway’s
Arcade’s Greatest
Hits Vol. 2 will include
Spy Hunter, Splat, Root

intendo was legislated to
change the way they do

Beer Tapper, Moon business with European
Patrol, Blaster, Joust 2 game developers. When the

and Burger Time. They European Economic Commission
are shooting to have

this approved Nintendo's new licensing

ime ready for a fall agreements, they changed the way

ase. The second
game planned for

release in the first quar
ter of '98, Atari’s
Greatest Hits Vol. 2,
will include Marble

Nintendo has done business with

Madness, Gauntlet, developers all over the world for
UL ORIV ER  ore than a decade. Nintendo is
Castles. We are also now in compliance with a strict
hearing rumblings that a NSRRI ERGEN
Nintendo 64 could have very

Greatest Hits significant

ensemble is being ramifications

considered. for hardware

The Return of Zero
Divide features the
game's eight original
characters: Zero,
Cygnus, Wilds, EOS,
Draco, 10, Tau and
Nereid. They return for

manufacturers
and European-
based software
development
houses.
Nintendo's
new agreement

another 3-D polygonal differs significantly

fighting tounament. This [EEEARTRNSSEMENRUERIES
time they're joined by and Japan

the crab-like Cancer, a

Under the terms of the new EEC

virtual boy Nox and a mpetition law there a

female robot Boss
character named
Pixel. The game runs at
60 frames per second
within a variety of ani
ited 3-D backgrounds.
original Zero Divide

no limits

h
was
published for the
PlayStation by Time
Warner Interactive
(Atari Games), now
a division of Midway
Games. So far, no
company ha
announced plans to
publish the game in
North America.
Mega Man X4
is coming to the
PlayStation and
the Saturn and will

ortal Kombat
M fans, are you

ready for another
installment of everyone's
favorite blood bath?

Ed Boon's site (aka.
Noob Saibot's Outworld)
has been updated and is
one way to get your MK4
information fix. You can
access the site by
entering this url:

be released later this e mesnet/~edboon/.
month. For $10 more Midway has opened an
gamers will be able to official Mortal Kombat 4
not only take home a site to tide game fans
copy of the game but

a limited-edition game

pak and a special

Mega Man X4 figurine.

THE KARNAGE
KONTINUES

MKa4 SITE EXPOSED

MEN IN WIGS GIVE
NINTENDO GREY HAIR

NEW LAW PAVES WAY FOR EUROPEAN LICENSEES

on how many games licensees can
release and Nintendo's approval is
no longer required, unless the
licensee elects to use a Nintend
trademark for a game. Additionally,
licensees do not have to have their
games for the Nintendo 64, Super

Nintendo or Game Boy
manufactured by Nintendo.
Other objections that the
Commission had to Nintendo's
licensing arrangements have
either been deleted
or amended so
as not to raise
competition
issues. The EEC
has now deter-
mined that any
infringement of
the law regard-
ing any of
Nintendo’s /
systems has been
cleared up and that
this new agreement will
provide for greater
competition in Europe.

over until it appears in
arcades. The new site
has the old MK trailer
on it, the new logo, side
cabinet artwork and the
promise of even more
Mortal mayhem to come.
To promote the release
of MKa, Midway held a
national arcade tour
giving gamers an early
glimpse of the title in
action. The official site
has tons of information
on the game for all MK
fans to peruse and enjoy.

WWW.MK4.COM.

This differs from how Nintendo
i allowed to operate in the rest of
the world where companies are
not only limited by the number of
games they produce for Nintendo's
systems, but they must have prior
approval from Nintendo on each

“Under the terms of the new EEC competition law there are no limits on
how many games licensees can release...approval is no longer required.”

title and must have the cartridges

manufactured by Nintendo.
Nintendo officials could not be

reached to comment on the ruling.
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» Exclusive PlayStation game console features
including never pafora seen secret arenas,
pumped up CD soundtrack, and full-blown
support for the Sony analog control pad.

- Over 60 sweltering arenas spread out

massive cities.

« A massive arsenal of weaponry
groundbreaking sniper mod
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Descend into the all new psychotic world of Pandemonium 2 and twist

ty inside out. Explore a whacked-out psychedelic landscape with
Nikki's insane double jump —then dominate with Fargus’ maniacal attacks
by hurling his viper-tongued side-kick Sid for skull crushing good times.
Navigate the undulating 3D hyper-kinetic backgrounds till it turns your
brain to puddin’ Hey...it's a twisted new world of furious gameplay that'll

devour you before you truly understand it. So have a good trip

i
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BREAKING NEWS

landscape as they have readied the first
Ng4 third-party Rumble Pak device. It does
the same thing as the Nintendo Rumble Pak
except it is a little bit cheaper.
Nintendo’s pak is $19.99 and for a
time it was only available through
their 1-800 customer service line
or you had to purchase Star Fox
to get it. Nyko's pak sells
for $16.99.
Mad Catz, Interact
and a number of other
peripheral companies
have their own ver-
sions of the Rumble

N yko is sending rumbles across the gaming

hen you pay $100 million to license a
technology. it's your prerogative
whether to bring it out or to kill it so as

not to waste more of your money. No one is
completely certain why Matsushita (Panasonic)
turned and ran away from getting a piece of
the lucrative gaming business. By all accounts,
the hardware was ready to go and a handful

of games were nearly completed when
Matsushita President Yoichi Morishita told

the press in Japan that his company will no
longer be supporting the development of the
M2 console gaming system.

Whether it was the fact that they didn’t want
1 go up against Sony and Nintendo or that
they would take their losses and run, in any
case we won't see an M2 console system

“The (64-Bit gaming system) market has
matured and difficult to make a fresh
entry,” Morishita said.

Rumors have been circulating for months
that the M2 system would not surface here in
the U.S. while others speculated that the
tem would be released in Japan and possibly

LICENSE TO KILL
M2 AXED: 3DO REACTS

NYKO BRINGS THE THUNDER

WITH AUTHORITY

FIRST TO RELEASE NEW N64 THIRD-PARTY RUMBLE PAK

Pak. But we haven't received samples of those
peripherals as of this writing

Many previously released games that were pop-
ular will be rereleased according to a Nyko press
release. Some of the rereleased titles that are

motion feedback include WaveRace 64,
Super Mario 64, Turok, Doom 64 and Mario
Kart 64
“We're very happy that we are the first
major accessory maker to be able to ship
this new controller add-on,” said David
Naghi, vice president of marketing Nyko
Technologies. We will be supporting
the motion feedback by announc-
ing other products in the next
few months.

’ expected to be modified to accommodate the

Europe but would not be released in the U.S.

Morishita told the press that “we will continue
research and development,” and indicated that
the technology may be used for information
equipment or some other multimedia device.

EGM reached Trip Hawkins, president and
€00 of the 3D0 Company. 3D0 sold the M2
technology to Matsushita for $100 million in
December of ‘95

The M2 was a very powerful 64-Bit d
with a lot of RAM and a big disk drive. Perhaps
like the 3D, it was slightly ahead of its time
because of the component costs, but this is
the design direction where the industry is
headed,” Hawkins said

As for his take on why Matsushita didn't
bring out the M2, Hawkins didn't feel as
though they ever got comfortable with the
software-driven business model of the industry

They recognized that Nintendo and Sony
are formidable leaders and competitors. We
at 300 also respect what they have been able
to accomplish and we look forward to working
with them”
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INTERNAL AFFAIRS

EGM STAFFERS BATTLE
AT BOMBERMAN

l twas a battle royale and EGM staffers  one person would emerge as the

Take Two Interactive
recently acquired

the asst
GameTek Inc.
Under the terms

rom

gathered in the conference room fora  Sega Saturn Bomberman champion L% of the agreement,
fight to the finish. Once the pizza was Ten people participated and only Take Two acquired
delivered, the door was bolted shut and one was left standing. The contest a European sales and
was sponsored by Sega. distribution office, a
Shawn “The Mad Bomber” Canadian development
Smith (pictured to the right in studio (Alternative
his custom-made Bomberman Realty Technologies) as
outfit) took home the trophy, well 2 the
in this case a leather jacket
Special thanks to Marci
Ditter of Sega for overseeing

the toumament'and to Saga along with the rights to
for sponsoring the event. It was develop Jeopardyl and
a clean fight and except for a Wheel of Fortune for the
few pizza-stained Saturn Nintendo 64. The
controllers, no damage games will include
was done. all-new ques-

tions and

as well as a feature

that will allow

the player to control

camel

1 angles and
alternate between
several different
viewpoints around the
set. Jeopardy! will be
hosted by an animat-
ed version of Alex
Trebek, and Wheel

of Fortune will incorpo

STICK 'N’' STAY

EAGLE MAX WILL HELP YOUR SCORES SOAR

f you are a converted flight- Wheel Mode for racing fans) and  that | even dusted off Bogey:
' sim junkie and haven't been is fully programmable, allowing Dead 6 and played it for quite a rate video footage
able to find a flight stick for gamers to customize the stick to long time; so long my wife made of Vanna White. The
the PlayStation that you like, look  satisfy their own gaming tastes.|  me sleep on the couch—a sure titles are expected

no further than the Eagle Max enjoyed this controller so much sign of a winner.
This little dream will help your
scores soar and is a breeze to
get used to. I tested this game
on Ace Combat 2 and it passed
with flying colors. | see this
controller as an eagle soaring

to be released in time
for Christmas.

ga has joined
forces with two of
the world's top
underground DJs,

STICK "N’ STAY

$39.99 (MSRP)
AVAILABLE NOW:

above the clouds, while the Commander Tom
ather controllers I've rated are and DJ MARS, to
mere sea gulls when put up Shomensionnt contraier create a dance club
against the Eagle Max. [P s e et i mix from the music in
This controller is loaded driving l"“‘ as well 4 ha
with features; it even hasan This is one solid controller as flying fIE it jame o the
analog feature as well as . that any dog would Itis very dnr-ble and i
Digital Control Modes. You break its teeth trying to should last through gt Mo
can program moves and chew on. It is definitely many dogfights both The song entitled
maneuvers for up to four differ- a tough controller! on and off screen. Fighters” debuted on
ent games. The ergonomic The sase'sf motion of KLYY FM's radio show
design of the stick helps you the stick is also a plus. Liphted” in Los.
maneuver away from attack-
mgT henemves. . Minuses: L1 and R1
oo ":";29 St Select and Start but- as a single sometime in
il tons were a little too September
oo close together, making Commander Tom
psgess h it tough when you are and DJ MARS are
(including a MOL| in the heat of battle. best known around the
world for their
dance tracks.

EJEGM



- = Wy = [ = ] .

Namco and
Squaresoft of Japan
have joined forc:
The companies
announced plans for
the two to enter a
licensing agreement
Under the terms of
i

hardware and Namco
will perform all manu
facturing and distribu
ton. Until now, Square
has focused on the
consumer market
but they believe this
alliance will be very
beneficial in a number
of ways. Not only will it
help strengthen their
position as a leading
software developer
but it will also give
them a much-needed

presence in the high
technology commercial
arena. Dream Factory,
a subsidiary of
Square, will be in
charge of the first
project’s software
development. This is
the same design group
that designed Tobal
No. 1 and Tobal 2 for
the Sony PlayStation.
The new game will
utilize System 12's 3-D
capabilities. The game
was scheduled to
debut at the JAMMA
show being held

this month in Japan
System 12 is the same
hardware being used
to power Nan:
smash arcade hit
Tekken 3. ILis a high-
performance board
developed in cooper-
ation with Sony
Computer Ent.

‘We are thrilled about
joining forces with
such a strong software
developer.” said Frank
Consentino, VP of
sales and marketing
for Namco of America.
Having Squaresoft
develop cost-effective.
high-tech games

on System12 will
further strengthen

Namco’s position in the

gaming marketplace

iger is roaring to get
their Star Wars Giga
Friends to market

They have three ready to go
as of press time. Yoda isn't a
pet. He will teach you the
ways of the Force. He'll teach
you self control and restraint
and the ability to guess cor-
rectly. He will periodically
pass on bits of Jedi wisdom.

R2-D2 is also available. You
will be able to program him
to solve puzzles,
dodge stormtroopers
and help him save
Princess Leia.

R2-D2 can
also be pro-
grammed to do
different things
on screen. He
powers down

adical Entertainment,

R a Vancouver-based
software developer,

recently set up a develop-
ment studio in San
Francisco’s China Basin. They
rented 25,000 square feet of
office space and signed a
five-year lease.

The company has declined
comment on a licensing
agreement between them-
selves and Disney's ESPN
sports studio. EGM has
learned that the deal was
close to being signed as of
this writing. The deal could
see Radical develop and
publish a variety of sports
titles based on the ESPN
affiliations with the major
sports. EGM has also learned
that Radical has petitioned
Major League Baseball to
get an official license.

We have also learned that
baseball will be the first
sports game released,
followed by racing, football
and Xtreme sports titles,

Currently Radical employs
150 people in Vancouver and
is in the process of hiring
another 75 people by

TIGER USES
THE FORCE

at night to recharge, and you
can even give him an oil bath
1o clean out his circuits.
Rancor is the fiercest of the
Giga Friends. His food
consists of people who are
thrown into the pit. He will
be under your control
All three of these will be
available sometime
in November of
this year for
between

RADICAL AND DISNEY TO

BALL!

September, adding the total
number of employees to 225.

To further solidify their
position as a serious sports
contender, they recently
hired Scott Rohde, a well-
known Sega Sports producer,
and David Dempsey, a public
relations giant, who spent 10
years working at EA Sports
before making a brief stop at
Sega. Mike Ribero, former
executive vice president of
sales and marketing at Sega
of America, has been CEO of
Radical Entertainment since
1996 after leaving Sega.

By all accounts Ribero was
key 1o putting together the
Disney deal along with other
Radical staff members.

ESPNis a worldwide leader
in sports and has a loyal
sports following in viewer-
ship on its cable television
channels ESPN and ESPN2.
It also has a very popular
Web site ESPN Sportszone
(www.espn.com).

No formal announcement
has been made and when
reached for comment,
Radical officials declined to
make any announcements.

- The most realistic dogfights ever created

- Total 3-D polygon environment - fly

- Advanced artificial intelligence -

+ 30 formidable missions - nearly

for the PlayStation"game console.

freely and unload your arsenal with
reckless abandon.

cunning and calculating enemy pilots.

double the missions of Air Combat. 4

- Awesome mission debriefings -

dynamic diagrams and moving maps
for surgical strikes.

- Secret planes and hidden missions -

the better you fly, the more you’ll
reveal. »




THE FUTURE OF SPORTS HAS LANDED INTRODUCING MAJOR LEAGUE BASEBALL
FEATURING KEN GRIFFEYJR.OVER 1500 Motion CAPTURED MOVES
PLUS THE REALITY BAT:THE ONLY TRACKING SYSTEM THAT CREATES
AN INFINITE NUMBER OF REALISTIC SWINGS, AUTOMATICALLY.
IT S ONE GIA T gEAP FOR BASEBALL.
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Publishers Name PlayStation/SCEA
;| GoldenEye 007

w| Nintendo 64/Nintendo

# Consecutive Months On The Chart Madden NFL 98

PlayStation/Electronic Arts
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| NFL GameDay '98 V| Oddworld: Abe's Oddysee
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return. Opp page:
Committed for lfe.



4 A.M., TALLAHASSEE, FL --

TWO DRUNKS BATTLE IT OUT DOWN THE
HALL. THE 38 EXPRESS SQUEALS TO A
HALT EVERY HALF HOUR ON THE STREET
BELOW. SLEEP DOESN'T COME EASY IN
ROOM 23. BUT FOR 19-YEAR-OLD RAY
COOPER, IT HAS NOTHING TO DO WITH THE

NOISE. AS HE SAYS, “IT'S BECAUSE SHE'S

ALL | SEE EVERY TIME | CLOSE MY EYES.”

Eidos Interactive, Tomb Raider; Lara Croft and her likeness are trademarks of Eidos, Plc. ©1997 Eidos.




» Electronic Arts Deals with a Tiger -« Atari Goes all out in 3-D fighting

+ Konami Resurrects More i * New for Dural by NEC

* Capcom’s Final Fight EX ¢+ Lara Croft Appearance on NG64

Hi-didily-ho all you fun-loving, gossipmongers. It s |, your friendly neighborhood Q-Mann, gatherer of video game gossip, surveyor of
behind-the-scenes news, guardian of gaming scuttlebutt, commander of industry buzz and an all-around humble dude. This month, my
team of Q-spies and | have criss-crossed the globe at breakneck speeds. Why would we do such a thing? To give YOU, our readers, the
information you demand and deserve...

Our Q-crew reports that EA Sports has just signed an exclusive deal with Tiger Woods to use his persona on a new line of golf games.
Although EA Sports already has a big-name golf license with the PGA tour, the video game giant obviously felt signing Woods was an
opportunity they couldn't miss. Wurd on the street sez the deal spans several years, will be applied to several gaming platforms (PC,
Nintendo 64, Sony PlayStation) and tips the scales somewhere near eight figures (that's $10 million for those of you who are too lazy to
count). The first TW golf game in the series is due to hit around mid-1998 on the PC, followed by a PlayStation and N64 game Christmas
'98. In other EA news, we also hear that the company plans to support the N64 in a major way, with around seven titles due to hit store
shelves in 1998 alone.

Over in Japan, Terry Aki (EGMs nipponese gossip grabber) just got his sticky mittens on a whole slew of news. First up, we have Konami.
Reports from Tokyo suggest that Konami is going to continue their recent trend of resurrecting their classic titles. First up is the news of a
3-D N64 remake of the popular NES game, Time Pilot. One of the biggest controversies surrounding this game centers around how Konami
plans on selecting a proper producer/director for TP64 (please, spare us the toilet paper jokes). You see, the original director of Time Pilot
for the NES was none other than Yoshiki Okamoto, who is now the main man in charge of R&D development at Capcom Japan, one of
Konami's main rivals. If Konami chooses to see the game through, fans of the original TP might be a bit disconcerted to fearn that the origi-
nal creator isn't involved in the project. On the other hand, those same hardcore fans are now beginning to expect more old-school magic
from the big K and Konami only has so many titles to choose from. On a similar note, rumors of another Contra game for the PlayStation is
rearing its head once again. Work on this new Contra is supposedly being handied in-house at Konami Japan

Capcom, as we all know, isn't immune to this trend of remake-mania either. In fact, the finishing touches are currently being applied to
Final Fight EX, a new Sega Titan/Saturn version of the classic fighting series. Final Fight what, you say? Well, for those of you who don't
always pay attention to Q-Mann, here’s a quick recap: Final Fight EX is being designed in Japan (by Mr. lijima of X-Men and Marvel Super
Heroes fame) but is being programmed at Capcom USA. The game runs on Sega’s Titan arcade architec s closely related to the
Saturn} and the home version will be available exciusively for the Saturn...Got it? We also hear Capcom might release Street Fighter I11 Dash
early next year (FYI, SF2 Champion Edition was also known as SF2 Dash in Japan). Capcom is also rumored to be developing a 3-D Street
Fighter using some of the characters from SFIIl. Details are sketchy on both games, but we'llfet you know more news as soon as it dovel
ops. Nainco of Japan is working on a coin-op horse racing game called Final Furlong. Due to make an appearance at the Japanese AOU
arcade show this fall, FF is a multiplayer (up to four machines can be linked together) game where the player can ride on a bucking, force
feedback saddle, Urban Cowboy-style. Final Furlong is due to be released this winter and runs on Namco's Super System 22 hardware (Air
Comibat 22, Alpine Surfer, Tokyo Wars)

In other coin-op news, Atari is gearing up to make a big splash in the arcade scene with a top-secret 3-D fighting game. From what we
hear, Atari is going all-out with this game and is confident that this fitic will compete favorably against anything the big boys (Capcom,
Konami, Midway, Sega, Namco) have 19 offer. That, of course, is easier said than done but trom what we hear, Atari s making all the right
mioves with this ttle. The first move (and arguably, the most important one) Atar lias done with this game is hire James Goddard, a world
ctass fighting game guru (he worked on SF2: Chiampion Edition, SF2 Hyper Fighting and designed Dee Jay in Super SF2) to oversee all
aspects of the projeet. We aiso understand that Atari has hired a tcam of nationally ranked, protessional Sueet Fighter playens to help vali-
date gameplay as well us commissioning Cheryl Austin, Dead on Designs' scnior at director to assist with the overall look of the game
Thie gante will run on Atari's new 3Dix arcade board (San Francisco Rush, Mace), is diie 10 be released early i 1998, and, according to
Goddard, will be the first irus 3-D fighting game 1o feature the precision and tght, balanced gameplay of a 2-D fighter. With Atari’s iew.
found deternination in the arcade scene, powerfil 3-D hardware and a dream wani of designers and developers, the future: looks bright
i game. The Q does have to wonder, though...is Juko Thiead and this new title the same game?. Stay tuned

Swilching geas vver to consoles, the () has extracted mors infoimation on Sega’s wipcoming G4-Bit Dural sysiem. While it was first thought

ot the Duaks 3D s om would be based on PC accelerator architeciorc (perhaps the Power VR PCX-1 or PCX-2), we now hear that
115 gaing 10 be bused on o whnke new chipset. NEC is cunently working on two top-secret new giaphic chipsets. The first chip s a now
generatinn of PC acceleraturs called the PCM chipset (nof 10 be contused witl the acronym for Pulse Code Madulation). Seeit graphic:
ABIC #2 i6 4 chipy thal NEC has specificatly designed with eonsoics and coin-op boards i mind: ARC. The: Dural’s graphic architeeture wil
b biesed on ARC technatagy and is reportedly jaw-ciopping in its perfomiance 10 price yatio.

Gver in Nuntendolond, work i prog § al Gore on o new 3-0 Tomb Raider-like gaine for the N6, The game will teatire
Lara Croft i all her spledor bist afas, nray not acusally be catlest Tomb Raider becauss Sony has an exclusive deal on all console Tomi
ador gaties Look for Lava Croft's Most Exeoilent Adventure G4 (or whistever Wie nanie tunts ol 10 be) on stor shelves in the fall of
wssibly for the 64D, by othes hitid news, Donkey Koing Conntry 64 is seportedly being worked on by both Rare in Englaid and
LS owny EAL giougs i Japa. Teny Aki eports that some dude naned Shigens Miyamoto his expressed nuch interest in working on a
sew Donkey King gane atid DKC 64 will be ot game. Lk Zelda 64 betore it, DKC 64 is a dual-project, dual-format title in that it is being
cously developed for the and the GaDD. Depending on how each gaine s out, NCL will release DKCB4 s a cart, or as a
5 will b e case wath Zeida) botty as a cart and a laier sepatate, stand-alone DD disc. DKCH4 1s soheduled 10 be released in
i 1995, bt w X it titne s

anybody Wt ¢ o, (- tans, Tune ifs 1oxt
outh wher Wi Gecies inveals MOE info on Sega’s Dual, # o seoiet
project cated 1iDo-239 and sotsething very, very big. Until next tne

emsmber the ot i oot e




ITXeer Namira.
SHELL BREAK
YOUR HEART.

CRUSH YOUR BOIIES,
KicK You inTo
ALAVA PIT.
THEN SHELL STIEER
AT YOUR WEAPOIL

s Mace - The Dark Age. The most graphically stunning 3D fighting game to
ever come home, In fact, Next Generation sagsl'Macc is well on its way to being
the best 3-D fighting game for Nintendo 64™." There are 10 deathrseeking
adversarics, two devilishly difficult bosses and seven hidden characters. Each one
with a deadly weapon or two and so many moves and combos that youll need a
high pain threshold just fo wafch. A word to the wisc: if youre getting your face
icked in, we suggest you hit the 3-D Dodge Button —it might just save your butt,
Not to mention your ffe.

e DARK T
EVERYTHINGS A WEAPOIL
/DOmipway-
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DON'T COME WITH NEW'
CHECKING ACCOUNTS.

IN A GAME WHERE JUST ABOUT ANYTHING
AN BECOME A WEAPON, IS NICE TO KNOW YOU: -2

" A
AN STILL FIND A GOOD OL BAZOOKA.. : i

S

| HERE, THE INNER $ITY, STREETS ARE LITTERED

| WITH WEAPONS OF ALL SORTS.

L SOME OF YOUR OWN MAKING.

LONERS READY-MADE AND BANNED IN MOST STATES.

Au pgdvms ENDLESS HOURS OF
" EXPLOSIONS, GUNFIRE, AND MISERY.

OF THE HIGHEST QUALITY,
No WONDER TH




Here's proof that EGM brings you the first look at the newest of the new
games. The following section contains everything from cut scenes to
screen shots for titles in early development. Watch for updates in future
Protos and more extensive coverage in upcoming Next Waves.

PREVIEWS

' The wackiness continues with Interplay’s
SYSTEM mevease bate | (hird release of Earthworm Jim early next

NINTENDO year. The most noticeable change fans will recognize in this
now trilogy is the use of full 3-D levels. In this story, Jim takes
a nasty hit on the head and falls unconscious. Here he must
battle through segments of his subconscious mind that will
take him to meet old classic enemies as Pro
monkey-for-a-head as well as meet up with some
menaces. Earthworm Jim 3 contains that same groovy feel
as his other two hits while allowing the total freedom 3-D
games allow. With the past proven entertainment value of
the other EWJ titles combined with new technology, EWJ3
is sure to be a hit

SYSTEM

RELEASE DATE _ PLAYERS

Working Designs is wrapping up translation work
on this action RPG, which is based on a popular
manga and anime series. The game centers on three
Japanese schoolgirls who are magically transported
10 a fantasy world while on a field trip. They soon
learn that the princess of this world is dying, so they
embark on a quest to save her. Players may switch
between the three girls at any time. Magic Knight
Rayearth will feature plenty of cinemas from the
anime, as well as digitized dialogue (although not
as much as the Japanese version of the game).
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PREVIEWS

SYSTEM RELEASE DATE

Playstation

PUBLISHER

PLAYERS

Well, the concept of this game is pretty evident
from the title. Why mess with racing cars, when you
can just hop on the backs of bugs? In Bug Riders,
you can choose from up to 22 characters, many of
whom have different weapons, traits and abilities that
are influenced by the racing insect they are riding
GT Interactive promises this offbeat racing game will
have silky-smooth animation, with the game clocking
in at 30 frames per second. There are six different
courses, a Practice Mode and a two-player
Deathmatch” Mode via split-scree

Activision has recently begun adding

Bosses to this much-anticipated 3-D

platform adventure, which, as we reported

earlier, has been d

quarter of next year. Eacl

to be huge and will require more than just

pon attacks to de

(kinda like tr

Pitfall 3D stars the grandson of Pitfall

Harry, the hero of the Atari 2600

He'll face many of the dangers of the

original—pits, scorpions, rope vines, etc.—

except now he'll go up against morphing
enemies and a mysterious new hazard
that Activision’s calling the “Blue
Ooze” The game is expected to have

/ "j/ at least 20 levels, which are divided
y/ into eight distinct zones, including a
g ’ rain forest, a prison camp and a cloud

a8/
7

region. Harry has complete freedom

to run, leap and swing along the
branching paths of each 3-D level.

'- / @k svstem

RELEASE DATE _ PLAYERS COMPLETE

PlayStation
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Fans of puzzle games with a bit of action should
prepare for Overboard by Psygnosis. In Overboard players
control a little cartoon pirate ship that can be decked out
with a whole assortment of weapons. But offense is hardly
what Overboard is about. The game will not only require
some quick cannon fire, it will also require some brain
power. A series of levers may have to be worked in order
10 open a gate into uncharted waters, or players may have
o find their way through a maze to get to the next level.
Whatever the case may be, the silly, cartoon feel still
applies. The game also
features a Deathmatch

fode where players can
take on a friend in different

PUBLISHER

TR ship-on-ship arenas

SYSTEM

Weird, sci-fi
worlds await | RELEASE DATE _ PLAYERS. — . COMPLETE
gamers in Shadow Playstation
Master, also by =
Psygnosis. The early
version of the game we saw reminds us somewhat of
Machine Head or Brahma Force. The difference is that
Shadow Master is based completely on an alien world (one
the creators of the title developed), complete with its own
language of sorts. Players can take out the cybemetic

organisms and robots with anything from standard-looking

rockets to crazy triple bombs. Shadow Master marks the first
time the developers have ventured onto the PlayStation (their
previous titles having been scattered on various computers and
16-Bit systems). This one is early so watch for more updates.




PREVIEWS

35100

PUBLISHER SYSTEM

RELEASE DATE _ PLAYERS
Playstation

With gameplay reminiscent of the classic
coin-op Chase HQ, Ray Tracers has you racing
against the clock and battling bad guys on six
courses. But instead of using weapons, you're
forced to battle enemies and Bosses with your
indestructible car. Like in Chase HQ, you must
catch up with each level's Boss and defeat it
before the timer runs out. You can smash into
vehicles along the way for bonus points, but
each crash wastes precious seconds. The courses
wind through sewers, tunnels, canyons and
meadows. You can choose

PUBLISHER SYSTEM

RELEASE DATE _ PLAYERS
Playstation

Have you ever had the urge to get inside
a large wooden wheel and roll down a hill
flattening everything in your path? Yeah, and
maybe while you're in the wheel you could

k at villagers, animals and trees with your heavy

spiked clubl You haven't? Well maybe f you were a

headed ogre living in 15th-century Europe, you'd
get that urge. Kill Wheel is a very unique game combin
ing Monty Python-like humor with action-oriented
destruction. Taking place in old England, it seems you, as

wo-headed ogre need to destr 3 s using
nothing more than a couple of clubs and your trusty
wooden kill wheel (you ride inside the wheel). With
several wheels and clubs to choose from, simply roll
down the hill whackin' everything in sight. Col

for hitting taverns, shrines, bungalows and hospitals

Offering less points but very entertaining to launch are

townspeople, warriors and cows. Complete each level in

the allotted time and point collection requirements to
move on to some unique Boss scenarios. This exciting
title is being developed by Apt Producjons.

/

THEME

. COMPLETE

. COMPLETE




SYSTEM RELEASE DATE

PlayStation

PUBLISHER

* COMPLETE

SYSTEM

Playstation
PUBLISHER

PLAVERS * COMPLETE

y. el

Al hell brakes loose on this mission-based combat driving game
when the player witnesses the murder of his wife and daughte
fan; al cult called the Disciples of Lazarus. As a form
driver, the player is recruited by another well-meaning or
1o hunt down and destroy the bad boy cult and avenge the crime.
Looking reminiscent of both Quarantine and Twisted Metal, Auto
se cities (London, San Fra
plenishing weapons and
cort potential targets and

B O comum W oam

e 2
Japan, and several of

developed by

the programmers on Alundra’s design team
also worked on the classic Genesis action RPG Landstalker. The fact that the game was
developed by Sony is a bit ironic; Working Designs originally said they couldn't translate
Sony's Japanese RPGs for the PlayStation because Sony of Japan didn't want anyone but
SCEA bringing out such titles in the United States. Obviously. that policy has changed.
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SUSHI -, ¢ M

10-PERFECTION

EDITORS CHOICE Siver Awards are granted to games with a

EW

Preparations for the big one (issue 100, that is)
have left Shawn's brain dry, but he still plugs
away even with a spent melon. That coupled
with late-night deadlines, Shawn has tumed into

one point he was CURRENT FAVORITES
caught saying, “Just (EINENIEARtASYMIT
give me a patch of  JABES Oddysee’
fabric and a spot on  GOldenEye OOY:

the floor, and I'l be  [HEres Adventure.
;“,”""““‘ m hope FAVORITE GENRE:
. Action/Adventure

Shoe giving a 9.5 10 a first-person shooter?”
What has this world come to? Apparently, four
player GoldenEye deathmatches have gotten to
him. Now the self-proclaimed “king of death
ching” wants to

take on more com-  JCURRENT FAVORITES

petition. Good thing  PaRappa the Rappa

future reviewer and  FinalEantasy VIl

Bond wanna-be Gun Bullet

Kraig ’TH‘M“ 15 i GoldenEye 007

around 1o try and put »

him in his place TRMUIIZ GE
Strategy/Puzzle

Darn! Now that we have an English version of
FFVIlin the office, we can't tease Cris anymore
about what he missed by refusing to play the
Japanese version. We used 1o gel a kick out of
watching him clap

his hands over his | CURRENTIFAVORITES:
ears and sing “la, la, JEINalEaRtasy VIl

la time we GoldenEye 007

threatened to tel

PaRappa the Rapper
him about the plot  'BlisHido/Blade
twists and ending of SN AEEEIEERE e
the Japanese copy. _ SpSiyberbritucire 2
Halloween is here, and Sushi's getting geared up

for wu candy rush. He's having a tough time
picking out a cool costume though, and can't
seem (0 find anything cooler than his ninja suit

This year, he's hoping
to get some authen- | GURRENTFAVORITES:
Final Fantasy Vi

tic Pixi Sticks in his
bag. Hopefully, he SEEX+ 0,

won't scare away the [GF Collection

Trick-Or-Treaters on | GoldENEYR 00T

our block like last G B EE EENpE
Fighting

5-AVERAGE

4-RENT FIRST
3-TIME-WAS

2-DON'T EVEN RENT
1-FLUSH

total average score of eight, while games that
average nine or above receive Gold Awards.

Being one of the early skeptics of
Final Fantasy VII (FMV? Rendered
backdrops? Come on..), | have to
admit | had less than high hopes for
the latest addition to the world's
most popular RPG series. But now
that I've completed the game in
English (it was the hardest seven
months of my life resisting the temp-
tation to play the Japanese version), |
can honestly say that FFVilis the
best RPG that's ever been released in
the United States—bar none. That's
not to say it doesn't have its weak
points, but compared to everything
else that has been released
Stateside, FFVII is easily head and
shoulders above the rest. First of all,
the graphics are incredible. The
entire game is just a pleasure to
watch, whether it be the gorgeous
rendered backgrounds (which inte-
grate seemlessly with the FMV) or
the stunningly well-modeled polygo-
nal overworld. My only problem with
the graphics is that sometimes it's
tough to figure out where you need
10 go in certain areas, but that's no
big deal. Next up is the music. Well
bel a FF vet, | have to admit the

tad disappointing com-
ared \0 soule of Nobuo Uematsu's
previous efforts. Still, compare the
music to any other RPG released in
recent months, and it's pretty dam

Here it is, the game_that has more
buzz and hype surrounding it than
Mario 64 did when it first came out.
So does it live up to it? Most definite-
ly. | was never heavily into the old
ones, so | can't talk about plot conti-
nuity, but as a stand-alone RPG, FFVII

is one of the best Ive ever played:
Greatgraphics, sound and overall
gameplay. The one thing that stood

I'm the world's biggest fan of the
American FF2 and 3. I'll love them
until the day | die. That said, | must
that FFVII is an absolutely AWE-
SOME sequel. Thank god, because |
had miles-high expectations for this
sucker. | am thoroughly impressed.
The graphics and music are rich, as
is the story line (despite its slight, but
typical linearity). FFVIL is far beyond

No other RPG can pull off a cinemat-
ic experience like Final Fantasy Vil
Right from the very start, you are
immersed into the story line, and
have an active role in your destiny.
The FMV sequences are incredible,
and the Fighting Modes are uniquely
interactive. Use any magic spell, and
you'll be treated to a display of col-
ors, motion and mayhem! Many were

CATEGORY: RPG

PREVIEW: EGM #98

BEST FEATURE: STORY LINE

good. Aesthetics aside, the most
important part of any RPG is the
story—and that's where FFVII really
shines. The story is complex and
intriguing that it's almost |mpmslb1L
to shut the game off for those annoy-
ing little detail

are parts that'll make you laugh and
parts that'll make (h
here’s even a minigame that lef
breed Chocobos!). | only have lwn
complaints about. the story. One is
that Barret seems to have a strange
affection for a certain four-letter
word that starts with S and ends with
T. I'm all for keeping a translation
true to its roots, but in this case it's
way overused, almost pointlessly
and it does nothing to add to the
game but maybe tick off a few of the
more conservative parents out there.
My other complaint is that the end-
ing left me feeling extremely unsati
fied (it didn't wrap up all the story
loose ends)~that was a shock, con-
sidering how much | loved the finales
to previous FFgames. But don't let
that affect your decision to buy this
game; FFVl is simply amazing, and
even better than the Japanese ver-
sion. They balanced out the fights
and added a couple of Bo:

ssome extra footage to the

out as a problem for me, was the
cinematic  spell/special  attack
sequences. Now before you jump all
over me, let me explain. The first few
times they were awesome, but the

by the fifth time or so, although still
neat, they lost their appeal. Other
than that minor flaw, once again,
Final Famasy Vil was incredible from
start to fini WN

its. competition. and predecessors
(though enough FF elements remain
intact, like the music and the inter-
face, that purists will not be disap-
pointed in the least bit). The ending
is OK—parts of it are disappointing
and parts are amazing. But overall
FFVILis a work of art. 'm glad | did-
n't spoil this experience by playing
the Japanese version!

worried about the translation, but to
our surprise, everything is included, if
not improved for the US. version
Even mild swearing made it into our
review game. Add to that a rockin’,
mood-setting CD sounditrac
you've got a 40-hour PG-13 movie,
not just a video game! Its only fault is
the inability to canc FM\' Jnd rlv’!
log boxes.







SYSTEM: N64
OLD 00
PUBLISHER: NINTENDO

EGM) /
LD

ATEGORY: A
PREVIEWED: EGM#%
WORST FEATURE: SLD\N FRAME RATE
ALSO TR RO

Not only is GoldenEye 10 times better than the
movie, it's also 10 times more realistic. No other
first-person shooter demands this much stealth
and strategy. Instead of storming enemies like a
space marine, you must sneak up on them or
pick 'em off through your sniper rifle’s telescop-
ic lens (nothing's more satisfying than capping
a guard from 100 yards away before he can trip
the alarms—and this blood-soaked fun is from
squeaky-clean Nintendo?). Developer Rare has
packed everything that's cool about 007 into the
game. You get the gadgets (including his wrist
faser and spy camera) and the guns (everything
from Bond's trusty PP7 to the Moonraker laser
rifle). But this silicon Bond is more of a bad-ass
than the movie version ever was. You can fire
two Uzis John Woo style, cut loose like Dirty
Harry with a .357 Magnum and even drive a
tank over squads of troops! The 20 missions are
crammed with objectives, and the environments
are highly.varied, from jungle to caves to a mov-
ing train. Even better are the insanely fun
Multiplayer Modes, which allow: for team play,
the ability to play as villains from-the films and
too many other options to list here. Despite a lit-
tle choppiness, it's more fun than four-player
Mario Kart 64! This is absolutely the best first-

person game ever. —CRISPIN

SYSTEM: SATURN

O A
PUBLISHER: SEGA
EGM
§I"VER 1
ATEGORY. CLA omP
PREVIEWED_EGM #96
B ) ORLD

WORST FEATURE: WHERE'S SONIC CD?
O TR o) D BLA

It's officiall The buzz word is “archive” Now with
so many collection CDs out there, it's getting
harder and harder to review them. After all, this
is the same set of games we've loved for years!
Luckily for Saturn owners, Sonic Jam comes
with the best Game Select Screen ever created;
a preview of the upcoming 3-D style future
Sonic games will use. As you explore the small
area, you'll be presented with a set of sub-mis-
sions that get progressively harder. These mis-
sions become a new game of sorts, which are
quite enjoyable to overcome. Completing all the
missions opens up what we call the “Credits
World”” Along with this innovative area, Sonic 1,
2and 3 users can now choose Knuckles instead
of Sonic to create a new challenge. The Spin
Dash has been added to Sonic 1 as well. This
feature changes the perfectly emulated 16-Bit
games into slightly new versions. So, if you're
one of those players who traded in your
Genesis for. a Saturn, you can enjoy-the “Blast-
Processing” of yesterday.with a twist. True,
these games are outdated, but they are classics,
and owning all the Sonic titles-on.one CD is
pretty handy. Whatever you do, don't buy Sonic
Jam for the 3-DWorld Select Screen! Buy it if
you're looking for classic 16-Bit gameplay for
everyone in the family, &

{EGM ¥

SYSTEM: SATURN
= AD =
PUBLISHER: LUCASARTS

SILVER

WORST FEATURE: NO REPLAY

Last month we did a Hercules game, and now
this month we're doing another! | mean, what's
the deal? Seriously though, Herc's Adventure
on the Saturn is an awesome title. Not only are
the graphics good, the gameplay is flawless. On
more than one occasion | found myself laugh-
ing out loud. For example, in the intro Herc is
punching a lion in the head, but the lion does-
n't seem to mind-it just wags its tail. | guess
you'd have to see it, but trust me, the game is
hilarious. There are plenty of levels to play
through, all of them with their own style—in
level design and enemy inhabitants. The levels
are scattered all over Greece and other places
(all that take you to “real” cities). Keep an eye
out for gigantic enemies that not only look cool
(from a cartoon standpoint) but also are funny
to watch, like the Cyclops or boar. There are lots
of weapons to pick up and other stereotypical
items (like eating Gyros for health). The Two-
player Mode:is.a nice addition that takes me
back to the good old days of 16-Bit games.
Herc's Adventures’ classic gameplay is refresh-
ing amongst all the other fancy, 3-D titles these
days. It may be a strange one for LucasArts to
pick up, but hey, maybe George (Mr. Lucas to
you) likes ‘good comedy, good games and
mythology. Il pick it up. =

I've always been-a big fan of James Bond, so
when | heard about this one | was excited. 'm
happy to say that GoldenEye is the best game
based on a movie ever. In fact, everything about
the game is awesome, minus one thing: the
sluggish._frame rate at.certain points in the
game. Other than that, it's a keeper for sure.
After all, this genre is my forté.,  —GHAWN

The Genesis was my first 16-Bit system back in
the day, so | have a soft spot for Sonic in my
heart. Sonic Jam is a must-have for any fan of
the original attitude-havin’ animal. It has practi-
cally everything thatis Sonic the Hedgehog. Not
only are there the old games in all of their 16-
Bit glory, there's the cool museums, sound and
art libraries and Sonic info.

| suppose-anything involving:Hercules nowa-
days ends up being a sleeper hit. Herc's
Adventure is no exception. It's easy to pick up,
hard to put down. Two-player co-op makes it all
the much better. | ike the innovative levels and
special weapons too. Herc's is a simple, enjoy-
able and fairly fun title with decent replay value
and graphics that deserves a look. DAN

OK, manyof you know how|feel-about first-
person shooters, but | am VERY impressed with
GoldenEye. For once, a game offers more than
just: move, kill, move, kill. GoldenEye's enemies
behave realistically, the missions give the game
depth and it has awesome multiplayer options.
Id buy it solely for team deathmatching. 'm
hooked, Fm sold, I'm in love —DAN

I love compilations that compile only. grade-A
games. Sure the 16-Bit Sonic games may be
old, but they're still very playable today. Add to
that a very fun Sonic World minigame, and you
have a very solid CD. Two things that could've
made Jam even better; more of the 3-D world
(this one's a teaser) and upgraded graphics (a
la Mario All-Stars, only for 32-Bits). . —DAN

The gameplay in Herc's Adventiires=especially
in Two-player Mode—is reminiscent of kick-ass
classics like Zombies Ate My Neighbors
ToeJam and. Earl; heck, even Gauntlet. It's sim-
ply a fun, top-down adventure with lots to
explore and extremely imaginative enemies. It
can get a little too maze-like at times; you'll run
into a few frustrating dead ends. CRISPIN

Sniping, peeking. around comers and secret
levels, weapons and abilities all. make
GoldenEye a smash hit, the best N4 title on the
market to date. This was the only game that
could somewhat sway all the FFVII freaks here.
| was very impressed. with the  Four-player
Mode, even if the precise aiming took some

getting used to, right Hsu? =SUSHIX

SOUND

REPLAY

It's easy-enough to find minor faults with this
collection: same old graphics, same old music
no Sonic CD. But who cares? Replaying these
classics in their original form (even the cheat
codes still work) is too much fun. Plus, now you
can Spin Dash in the original Sonic, as well as
cruise through an ultracool 3-D world filled with
secrets and mini games.

2 SOUND REPLAY

Want some good ol -fashion action/arcade style
gaming? Look no further, because Herc's
Adventures is on the scene, boasting three
characters, each having unique personalities
and abilities. | love.the straightforward action
that doesn't rely on._3-D to_impress me.
Hercules is also riddied with many cool inside
jokes and slapstick humor. —SUSHI

A SOUND

REPLAY




ONE™ and ASC Games™ are trademarks of American Softworks Corporation. ONE veloped by Visual Concepts. ©1997 Americh
©1995 PEG Limited Partnership. PlayStation™ and the PlayStation logo are trademarks of Sony Computer Entertainmenty
The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved.
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Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars
characters and introducing a new villain masterfully trained in the ancient martial
art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to-
weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and

battle axes to engage in the ultimate conflict. Heck, even the |

Empire never struck back thishard. www.lucasarts.com ™
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THE GALAXY IS FAR FAR AWAY

THE FIGHTING 13

UP CLOSE AND Pt

RSONAL




SYSTEM: PLAYSTATION
GOLDENINUGGET:

PUBLISHER: VIRGIN

@
'Y namﬁmm
CATEGORY: CASINO
PREVIEWED: EGM #99
BEST FEATURE: LOTS OF GAMES
WORST FEATURE: NO PERSONALITY
ALSO TRY: ANY CASINO GAME

Being set in the grand casino of the same
name, Golden Nugget attempts to raise the
questionable activity of gambling into an hon-
orable pastime worthy of the Pope. Your goal is
to gamble away $10,000 and turn it into enough
dough to play the real game, inaccessible until
you become a cardshark. In this stage, you get
to follow Adam West around (about here, my
eye are drooping), looking for clues about a
missing computer chip that helps players cheat
in casinos. Not only do you have to put up with
the incessant whining of West, but also a quest
which has nothing to do with actual gambling.
When Ipick up a gambling game, I'm looking
for rock-solid gambling, not mediocre missions.
Golden Nugget's best feature is the beautiful
rendering of the actual Golden Nugget in
Vegas. The artwork is great, but it's not neces-
sary to enjoy the gambling. You do not get the
intended feeling of awe when walking around
the grand ballrooms on your way tolosing a for-
tune. | can honestly say | enjoy “flat” gambling
games far better, because the interfaces are
quicker and leaner than Golden Nugget's,
which can be very slow thanks to the heavy ani-
mation. I don't need to see the cards twirl in air
as they're dealt. Just give them to mel There's

not much new here. =SUSHIX

SYSTEM: PLAYSTATION

BUSHIDO BILADE
PUBLISHER: SCEA

Adsay

CATEGORY: FIGHTING
PREVIEWED: EGM #95
BEST FEATURE: REALISM
'WORST FEATURE: NOT FOR EVERYONE
ALSOTRY: SOUL BLADE

Bushido Blade has already become famous in
Japan for what it does not have: no life gauges,
10-hit combos or round-based battles. So how
good of a fighting game could it be without
these vital ingredients? Actually, it's one of the
best. Since damage to characters is registered
on their bodies rather than on a meter, fights
can end as quickly as they begin—with one
well-aimed thrust of a sword. Consequently,
survival depends on your level of concentration
rather than how well you've memorized long
strings of button taps. You must watch your
opponents, read their posture and predict how
they'll strike. Miss a crucial block and you're
dead. Swipe enemies across the head, throat or
chest and they're dead. Or you could lunge to
the legs or arms and cripple them. And, unlike
the Japanese version, you're rewarded with a
spray of blood for each successful attack. But
BB's innovations don't end with its combat sys-
tem. Unlike most “3-D" fighters; you really do
fight in three dimensions. You can leap and run
anywhere in the sprawling, gorgeous arenas
and duck behind trees and other objects for
protection. You must battle with honor, too
Fight dirty (i.e,, stab enemies in the back, attack
‘em while they're down, etc) and you'll get a
lousy ending in the Story Mode. ~CRISPIN

ODDWORLD: ABE'S ODDYSEE

CATEGORY: PUZZLE
PREVIEWED: EGM #99
BEST FEATURE: PUZZLES

ALSOTRY: LOST VIKINGS

It's been a long time since I've played one like
this. | think the last time was Out of This World
on the 3D0, so it took me a little while to get
used to the style of gameplay—one where you
more or less “guide” a character through room
after room (and level after level) until you get to
the end. Of course, that oversimplifies Abe's
Oddysee by leaps and bounds. Oddworld: Abe’s
Oddysee not only has a weird name, it also is a
weird game (which rhymes consequently). But
it's not weird in a bad way by any means, it's
weird in an ingenious, very original way. The
graphics are incredible and look like hours of
painstaking detail went into every one. In fact,
everything about this game from an aesthetic
and gameplay standpoint is flawless. The sound
fits the game perfectly—Abe's voice and sounds
he can make not only played a necessary part
in the game, it also made me chuckle (how
many characters can you make fart?). The story
line was an interesting one and drew.me into it
Al of the characters (friends and foes alike)
were imaginative and flawlessly animated. I'd
say the one drawback to Abe's Oddysee is that
after awhile, it becomes a task of memorization.
Luckily there are some additions to help the
replay value (like saving members of your fellow
Mudokans) ~SHAWN

Two words: Adam West. Sure, you'd think this
would be enough to make me give this one a
10, but unfortunately that's about all that's great
about this one. It looks nice, has an interesting
Story Mode and lots of games, but at its core,
GN is a casino game.with lots of good FMV.
Any gamblin® man will like it, but | wasn't that [}

impressed. Its a good rental.  —SAWN

Bushido Blade is fresh and all with its one-hit
kills and traditional characters, but I'm afraid
that newness wears off rather quickly. So after
the one-player stuff is done and you go through
the extras, the Two-player Mode is all that's left
Mind you it's no Tekken 2 (it's not supposed to
be) but still, Bushido is fun for a while. It's dif-
ferent, so I'd rent it first.

A sick, twisted game that deserves exposure! |
didn't expect Abe's Oddysee to be this much
fun. | also didn’t expect it to be this hard. Some
of the puzzles are too difficult—you may spend
1/2 hour on one sequence (though you'll enjoy
doing it)! It's funny, addictive, beautiful...| could
go on, but | have to get back to having fun (and
tearing my hair out in frustration). -]

Virgin put a lot of effort into making the virtual
casino in Golden Nugget ook like Vegas' real
deal. But while the game looks authentic, it
lacks personality. For such a worid-famous
casino, the Golden Nugget sure is empty! The
only people you see are in the silly FMV piot. It's
also hard to'tell who wins poker games. Dealer
voices are well done, though.  CRISPIN

| undefstand that Bushido Blade is unique, but
I really couldn't get into this style of fighting. Too
often, | would kill with one random button, and
more frustrating, someone would do the same
to me. On the upside, Bushido offers players
much to learn and study. The different weapon
techniques add a lot to the genre. Check it out
if you're tired of the SFmonotony. AN

The similarities - between  this* game and
Flashback are obvious (both have great anima-
tion, cool environments, etc), but O:AO's puz-
Zles are tougher. Luckily, you get unlimited lives,
and after each death you usually reappear pret-
ty close to where you died, so the game never
gets too frustrating. Be warned: Il take a lot of
replay to eam the good ending. —CRISPIN

Golden Nugget is the most comprehensive
casino game around, but it has too many faults.
The Story Mode was a nice try but boring
(cheesy FMV should've died with the 3D0Y); the
poker games don't point out winners; you can't
see the roulette and big wheel numbers; etc. In
general, the game lacks the persunamy that
made the 16-Bit casino games fun.  —[AN

VISUALS E INGENUITY | I
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It's time to get serious. Only the best may enter
the hallowed halls of Bushido Blade and live to
tell the tale. This is by far the hardest fighter to
master, et the simplest to play (pushing ran-
dom buttons yields powerful results). Skill will
win the day, though—not a feature of many
other fighters. While the mxerface is bland, it's
addicting with practice. I

N = 1 - E
VISUALS SOUND INGENUITY \4

At first glance, Abe looks to be yet another
Blackthorn, but offers so many Al improve-
ments that it stands apart. The game is com-
plex, and the outcome depends on your char-
acter's moods and reaction time. For an adven-
ture in realism, dive into Abe. Don't think this
ride will be easy though, because (he ObS(adFS
are tough to overcome. ~SUSHI

VISUALS E INGENUITY -
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DISCWORLD 2: M1

CATEGORY. GRAPHIC ADV.
PREVIEWED: EGM #90
BEST FEATURE_HUMOR

ALSO TRY: BLAZING DRAGONS

Discworld 2—like the original—suffers from the
same minor problem that plagues most point-
and-click adventures. You're forced to sweep
the pointer across the screen to find objects
you can pick up or interact with (if you have the
mouse, | highly suggest using it). But that's no
big deal, because~also like the original-DW2
is S0 pee-in-your-pants funny that it never real-
Iy gets boring. The game is constantly poking
fun at itself (and, occasionally, at you). Its mix of
low-brow fart jokes and high-brow social com-
mentary should appeal to everyone. Hilarious
highlights include a vampire who hates his lot
in life, simply because he dislikes working at
night. You'll also have a run-in with a prima
donna sheep who demands to be played by a
stunt man for what is actually a pretty lame
stunt. The game's puzzles can be extremely
abstract and hard to figure out at times, but you
have to expect that when you enter the surreal
realm of Discworld. More often than not, you'll
need to do a lot of experimenting with items in
your inventory to clear the puzzles. As in the
first game, it’s the voice acting that adds the
most personality to DW2. And the clever con-
versation interface lets you milk several min-
utes of goofy digitized voice from every charac-

ter in the game. =CRISPIN

SYSTEM: PLAYSTATION

PARAPPA THE RAPPER

- PUBLISHER: SCEA
o

SV a Fonty Funkgitlon

CATEGORY: MUSICAL
PREVIEWED: EGM #99
BEST FEATURE: JET BABY

ALSO TRY: NOTHING LIKE IT

| guarantee you that by the end of the year,
PaRappa will be as common a household name
as Mario or Sonic. He is the hippest, most lov-
able video game character | have ever seen
After playing this game, | wanted to see more of
PaRappa, whether itd be a sequel game or his
own cartoon series. The music is incredible.
Several of the tunes are so catchy, you'll be
singing them for days (I hope the soundtrack
gets released separately). The story line? If pos-
sible, it's better than the music. The tales of
PaRappa are hilarious (in a somewhat alterna-
tive sense). This is the kind of game you're
going to love immediately, and it's the type of
game you're going to show off to every one of
your friends (video gamers or not). Everyone
will get a kick out of PaRappa. So why not a
perfect score? It could've easily earned it, but
the two problems are: 1.) The game is very short
(you can beat it in a day), and 2.) Often, press-
ing the_buttons at the right time. seems to
depend more on luck than on skill. | was very
frustrated (especially on Cheap Cheap's level)
when | was penalized for no obvious reason.
Still, the excellent music and story line are
enough for me to overlook the annoyances and
give PaRappa one of my highest recommenda-
tions of the year. Please check it outl AN

JP: THE LOST WORLD

CATEGORY: ACTION
PREVIEWED: EGM #94
BEST FEATURE: ANIMATION
WORST FEATURE: CONTROL
ALSOTRY: SPIDER

One of the vital ingredients in any decent plat-
form-action game is control, an ingredient
needlessly left out of The Lost World. Since the
recipe is incomplete, the game rates lower than
its potential. It's unfortunate, since The Lost
World has almost everything else going for it
The animation is silky smooth; the backgrounds
are rendered beautifully. The sound effects and
music work together to re-create the perfect
Lost World atmosphere in your living room. The
respectable enemy Al is a welcome addition to
the genre. But the frustration you'll get when
you play this game for a few hours may make
you forget about all of the frills and thrills. You
will miss jumps, you will fall to your death, you
will step on sharp objects...you will get frustrat-
ed. This is all due to the imprecise controls, the
seemingly inaccurate collision detection and
the tough level designs. After a while, you may
decide that looking for secrets down hidden
paths is just too tough, so you'll just run straight
ahead to the end of the level (which can be a
challenge in itself). If you practice and learn the
level layouts, you may enjoy your Lost World
experience..if you are the patient type. The Lost
World is definitely in the upper echelon of 2.5-
D action games. Just make sure you don't have
an ulcer or high blood pressure.

This oneis your: standard - point-and-click
adventure, so those of you who aren't into these
types: STAY AWAY. DW2 suffers from mindless
clicking on objects until something works. The
dialogue is hilarious and with Eric Idle as the
voice of the main character, what more could
you ask for (except maybe John Cleese)? It's a
good one for the humor. =SHA)

1 have to-admit that when | first saw PaRappa |
thought it looked really lame, but then | played
it and couldn't help but enjoy. Sure, it's childish
and silly, but that's what's good about it. Don't
play this one expecting anything but a wacky,
hip-hop inspired (but not accurate) title with
really cool graphics. The problem is the length
of the game~it's just too short. - —SHAWN

From the get-go | liked 'the way:this game
looked~the intro with all of its cool tech-jargon
along with great graphics were awesome. So
then there's the game itself. Once again the
graphics and animation were sweet, but the
control was 100 sensitive. Youd jump on a
ledge, barely hit the D-pad and fall off. Still, it's
a solid game with cool secrets.  SHAWN

Playing Discworld 2 is like watching a twisted,
| drawn-out Monty Python movie. | love the
humor (even the manual was fun to read), but
certain conversations cou#dve been Cul s!mu

Never before has a love story between a dog
and a flower been told with so much style and
surreal silliness. No other console game has
made me laugh this hard. The animation is

The social
keep the game hvely despne its denvauve
gameplay (you won't find much new here).
Nothing side-splitting, but it's still fun. AN

beyond belief, and the music..well,
you'll have PaRappa's raps ringing through your
head for months. If only the game were longer

I can't wait for the sequell  ~CRISPIN

With its ultrarealistic dino animation, flashy cin-
emas and “guest star” secret ending, Lost World
is a slick package. Too bad the gameplay isn't
s0 hot. Some stages are ridiculously unforgiv-
ing—especially the human levels, where you
suffer too many one-hit deaths despite having a
full Health Meter. Your dino’s animation often

makes for loose control, too.  =CRISPIN

If you don't have Sony's mouse; here’s a good
Discworld isn't packed with

ers? The animation is done quite well, and the
only real detriment is the laggin gwepmy
when using a controller.

- INGENUITY | TN

EJEGM

PaRappa certainly gets the uniqueness award
this month. While pushing buttons to a beat
may not seem to be a great gameplay, PaRappa
delivers entertainment in the form of an excel-
lent story and kickin' rap tunes (that you WILL
sing around work, whether you like it or not)
PaRappa's largest fault is inconsistent visual
clues that help'you find the beat: SHI

N o Y =
VISUALS INGENUITY REPLAY

Without a doubt; this is a highly respectable
game, though limited in gameplay. The variety
of animals is good, but | bet several fans would
have liked to have used a few more: My biggest
problem is the human level, where even the
slightest mistake means certain death. | never
knew a rocket launcher couldn't take out a
TRex! A fittle realism is in order. =SUSHIX

VISUALS E INGENUITY | [T
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OFF-ROAD INDY CAR —

Maneuver around floods, rock slides Challenge up to four players with split- Race one of 40 super-charged vehicles
and collapsed bridges in treacherous screen and multiplayer link-up modes —  on world-class tracks that feature off-
weather conditions like rain and snow. or compete against seven CPU racers. road short-cuts and stunning graphics.




Traveled.

Grand Tour Racing" 98 takes racing off the track.
A Dakar off-road competition across the shores of Easter Island
A rally through Scotland. An Indy-car event in Moscow

Race on...and off the racetrack. Challenge the boundaries of

six exotic locales in 40 high-speed vehicles. Master the mos!

prestigious racing circuits around the globe for one of eight

international teams. Join the Tour tough enough to earn the

distinction as the official raciny ¢ from the #1 automotive

publication. Car and Driver* presents Grand Tour Racing 98,

THE OFFICIAL

<

CAREDRIVER
B

RACING CAn:

EUTECH

PRESENTS

GRAmTOU

It's A Big World. Race It

The Race Begins September 1997.



TREAT TRICKMAN
TERRY TO A HAPPY
HALLOWEEN!!

What a strange concept: Go to the
front door of someone’s home, wear
some weird clothes and a mask then
ask for candy. That's a pretty sweet
deal, especially when the people
don't say, “Go away!" This ye.)
Trickman Terry is going as himself
Everyone keeps telling h
off his mask, but it's his real face!
The Trickmeister s going to stock up
on free Halloween candy, so he
doesn't have to spend money on
food this month. Maybe that way he
can get some of his finances in
order (or maybe not). He's going to
need a lot of tricks to fill the most
awesome issue, 100! So, lot's not
limit the tricks to just the fast day of
the month! Give the Tiichiman an
early treat by senciing in your best
secrets and tricks (v

Tricks of che Trade

1920 Highland Avenue, #222
Lombard, IL 60148
or send e-mail to:
tricks@zd.com

WIN GAMES AND ACCE
FOR YOUR TRICKS!

SORIE

If your tick is selected
as the Trick of the
NMonth, you will win
a free GameShark

you are yiven credit for
subinutting a hot trick in this
you will win a free game. Ga
tiny text below, 50 you can get all the
details on the free stuff.
NOTE: If you send your trick by
mail, you must include your real

POWER TRIP

POWER TRIP

LEVEL SELECT

From the Title Screen, access
the Options. On the Options
Screen, press the top L and
R shift buttons simultane-
ously and quickly let go. The
Set Password Screen will
appear. Using Up and Down
on the D-pad, put in the
letters: MOSHOLU. When
you are done, press the C
button. You will see “Cheat
Mode” at the bottom of the
screen and it will go back to
the Options Screen. Now move
the arrow down to the level, and
press Right until you reach the
stage of your choice. You can
select your level up to 15, which is
Barney's Machines.
Danny Szeto
Las Vegas, NV

MORE AMMO, HEALTH
AND ARMOR

Pause the game by pressing
Start and then press the
Triangle button. At the Pause
Screen with all of the Menu
Options, highlight the “Help
Text” Option. Hold L1+R2 and
then press Triangle and X at
the same time. You'll hear a
beep and this will give you
more ammunition when you
return to the game. To get
more health and armor, go to
he same Pause Screen and
highlight “Help Text" again. Hold

On the Title Screen, access the
Options and press the Start button.

You'll be taken to the Password
Screen. Enter the code: MOSHOLU.

[

A
WARV £9

At the Options Screen, press the
top L and R buttons quickly.

With the Cheat Mode activated,
you can select up to the last level.

System: Saturn Publisher: Sega Soft

BROKEN HELIX

CantorTins wen

Screen, the
“Help Text" for either of the codes.
L1+R2 and then press Circle and
X at the same time. You will hear
a beep to confirm it worked and
this will give you more health and
armor when you get back in the

System: PlayStation Publisher: Konami .

Once you've entered them, you'
see the icon rotate on the right.
game. As soon as your codes
are complete, highlight “Return
To Game" and choose it. You will
see the results on the right side
of the screen.

NAMCO MUSEUM VOL. 4

HIDDEN GAME

Go into the museum and
from the information booth,
go right and up the stairs.
Now, turn to the left and you
will see a room next to the
game rooms called the
X-Room. Go into this room
and hold the L1+L2+R1+R2+
Up simultaneously. With
these held, press Triangle.
You will hear a sound and the
room will flash white for a
second. To the right of the dark
room will be a woman with green

At the top of the stairs and t
left will be the X-Room.

clothes. Stand in front of her and
press X. She will then disappear
and you will be left with the
pedestal in the middle of the room
and the words “Assault Plus

System: PlayStation Publisher: Namco

let you access “Assault Plus.”
flashing above it. Access the
pedestal and the arcade game will
be the new Assault Plus game!
Troy Ricketson
Waterford, MI
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Tricks Of
The Trac

Triple Play 98

—by Electronic Arts
for PlayStation
Strike Out Trick
If you'd like to win this game by
really cheap means, then this trick
is for you! Start your game, and
when the computer opponent is
batting, press Start to pause the
game and at the Pause Menu, high-
light “Sel Controllers” and move
your controller to the other team.
Now take control of the batter and
move him all the way down and
way to the side of the box. Now you
can either wait for the computer to
ch and just don't swing, or you
an take control of your original
team and throw some low strikes,
computer will have a
hitting. Either way, you
shnu\(l be able to ly strike out
your opponent with
doing this throughout the game,
and you'll be sure to win. Just make
sure you switch back to your origi
nal team before the game ends
Anthony J. Salvador
Lihue Kauai, HI

i NBA HANG TIME

—by Midway
for Super Nintendo
Hidden Player
On the “Choose Option” Screen,
pick the Enter Name Option. Now
yress Start and enter the name
NILS and then exit. On the next
screen, enter the numbers 5555,
You will now have acc toa
world record holder, secret player!
Nils has hidden attributes, but he's
an awesome player on the court!
Matt Douglas
Mitn. View, CA

PRESS SWRT O SuCT

weoc |
e

( TOSHINDEN3

—by Playmates

for PlayStation
Random Select
Go 1o the Player Selection Screen
and hold the top L1, L2, R1 and
R2 buttons for a random selection
of characters.

en Rauld
W. Palm Harbor, FL

[Z1EGm

POWERTRIP

ENABLE CODES,
ENDINGS, ETC.

You must first do the “Codes
Enabled” trick. To do this, go
to the Options and set the
difficulty to Professional, and
the Laps Per Race to 6. Press
Start after you're done and at
the Title Screen, press Circle,
Circle, Circle, Square,
Triangle, Triangle, Square,
You will hear a
ound and there will be a
word balloon displaying
“Codes Enabled.” Now you can
enter any of these codes on the
Title Screen:
2 Player vs. CPU: Circle, Square,
R2, Circle, Triangle, L2, Right, Up.
Unlimited Turbos: Triangle
Circle, Right, R2, Up, Square, Up,
Triangle.
Double Stunt Points: Right, Up,
Circle, L2, Triangle, Circle, R1, R2.
Rocket Racer: Triangle, Up, Up,
L2, L2, Up, Up, Up.
No Resistance: Square, L
Triangle, Right, L1, Down, R2

y: Down, Circle, Left,
L1, Left, Right, Left, Right
Air Brakes: R1, R2, Right, L2, Up,
Circle, Up, Circle.
Ice Racing: Up, R2, R1, Right, L1
Square, Right, Right
Multiple Camera Angles:
Triangle, Down, Square, Triangle,
L1, L1,R1, R1

The next set of codes are

BOSS, STRENGTH,
SEE ENDING

These tricks will give you a
few new options to utilize.
Boss Code: Choose “Team
Battle” from the Main Menu
Screen. When the Character
Select Screen appears, press
Up, Up, Down, Down, Left,
Right, Left, Right, Start.
Master Ishii Will appear to
the right of the other fighters.
Strength Adjust: During a
match, press Start to pause.

Then press L2, R1, L1, R1, L2,

R1. You will see numbers flashing

on the left and right side. Use

the directional pad to move the
numbers up or down for each
character so you can increase or
decrease your chosen player

strength between 1 and 9.

See the Ending: Turn on the

PlayStation with the K-1 disc

inside. Now hold L1+L2+

Triangle+Circle+Left on both

controllers while the game

loads. Continue to hold these

Go into the Options Screen and set
it to Professional and 6 Laps.

You'll be able to get weird camera
angles when you enter the code.

entered at the Title Screen and
do not need the previous code
enabler to make them work:

al Dedicati hoose
Dakota, then return to the Title
Screen. Go to the Options and
set the number of laps to 2 and
trophy presenter to Female. Hold
R2 and select Credits.
View All Endings: Go to Options.
Set difficulty to Amateur, turn
off Turbos and Grapples, hold L2
and select Credits.
Present All Riders: Go to
Options. Set difficulty to Amateur,
turn off Turbos and Grapples,

Do the rest of the code here to get
the “Codes Enabled” balloon.

View the endings of all the characters
by entering the trick shown.

You can go through the presentation
of trophies to all the players!
hold L1 and select Credits.
Jon Kade
Grosse Pointe Woods, MI

System: PlayStation Publisher: SCEA

K-1: THE ARENA FIGHTERS

In a Team Battle, do the code and
you'll access Master Ishiil

M)ust your strength accordi

right in the middle of a fight!
buttons until the demo begins
Instead of the normal introduction,
you will be treated to the ending
cinema, complete with the game
credits. This cinema will show

This secret character has his own
stage, and is extremely powerful.

See how the game was made with
the automatic ending cinema.
what the fighters had to

through in the nevempmem of
the game.

Stephen Ruzicka
Lakeville, MN



While waiting for the puck
to drop during the faceoff,
press L1, L2, R followed by
one of the buttons below for
various results:

S meplay

d penalties

R1: Increased penalty shots

g
=
2
2
3

R2: Easy goals
For net teams enter

Once you put in the cheat, the
word “Entered” will appear.
NETHOCKEY at the Name

Entry Screen
~via the Internet

XEVIOUS 3D/G+

INCREASE CREDITS

This code will giv
increased numbe
help you get farther in the

ame. At the Gam

1, hold L1+L2+R1 and

held, press the Circle button
continuously until the game
loads up. Normally, you start
with two ci
times you press the Circle

POWER TRIP

Systen: PlayStation Publisher: Namco

STREET FIGHTER EX + ALPHA

HIDDEN BONUS
BARREL GAME

o to the Mode
and highlight “Practice.” Pre
Start, then Up, Up, Right, Up,
Right, Up and Start again. A
ge will appear tha
“Here Comes a New G:
Mode." Now go into Pr
Mode and you will

POWER TRIP

On the Title Screen, o to the

“Enter Cheat” Screen and
enter the Big Cheat code

NTHGTHDGDCRTDTRK

Now, turn on Spirit Mode, All

Weapons and Unlimited

shoot him with the minigun.
Once he dies.
away, look at his bent

R2 simultaneously. With these

dits. But the more

To get the bonus barrel game,

and Turok runs

..r,,‘.':; enemiriz 2

Al

Enter the code and you will have
an increased amount of credi

button before it loads, the
more credits you will receive!

Try to beat your high score within
the time provided as any character!
will be playing the bonus bar-
rel stage from Street Fighter 11!

~via the Internet

What happened to Turok's leg?!
Did it get broken fighting the Boss?

Garrett Gooch
Memphis, TN

Systern: Nintendo 64 Publisher: Acclaim

When he as

ora

G Palice, Psygaosis and the Psygnosis logo are rademarks f Psygo

L. Al rights reserved.



Tricks Of

( COOL BOARDERS )

—by SCEA

for PlayStation
Change Announcer’s Voice
From the Title Screen, access the
Options. In the Options Mode,
press the Select button 55 times.
The announcer’s voice will change
to a higher pitch.

i DYNASTY WARRIORS

—by Koei

for PlayStation
Play as Sun Shang Xiang
In order to play as, Sun Shang
Xiang go to the Title Screen.
Highlight “1P Battle” and then
press: Left, Left, Up, Down,
Triangle, Square, L1 and R1. Then
go to the Character Select Screen
to select the new character.

( DARKRIFT )

—by Vic Tokai

for Nintendo 64
Character Endings and Bosses
Here are a bunch of codes that will
enable you to play each character’s
endings and the ability to access the
Bosses, Demitron and Sonork. To
play as the Bosses, go to the Title
Screen and enter L button, R button,
Up C, Down C, Left C, Right C for
Sonork. Enter A, B, R button, L but-
ton, Down C, Up C for Demitron. To
access the character endings, go to
the Title Screen and enter these:
For Aaron press: Up, Left C, R but-
ton, Right. Down, R button, R button,
Left C. For Demonica press: Up, Left
C. R button, Right, Down, R button,
R button, Up C.
For Demitron press: Up, Left C, R
button, Right, Down, L button, L
button, Down C.
For Eve press: Up, Left C, R button,
Right, Down, R button, R button,
Right C.
For Gore press: Up, Left C, R button,
Right, Down, R button, R button,
Down C.
For Morphix press: Up, Left C, R
button, Right, Down, R button, R
button, B.
For Nikki press: Up, Left C, R button,
Right, Down. R button, R button, A
For Scarlet press: Up, Left C, R but-
ton, Right. Down, L button, L button,
Left C.
For Sonork press: Up, Left C, R but-
ton, Right, Down, L button, L button,
UpC
For Zenmuron press: Up, Left C, R
button, Right, Down, L button, L but-
ton, Right C.
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Ball Blazer Champions SAT Soviet Strike

Crusader: No Remorse SAT Revelations: Persona Pps
Dzstmdlon Devbyl PS  Soul Blade
_

Flghlers Mexanlx SAT  Twisted Metal 2

Fade to Black PS  Star Fox 64

MechWarrior Il Ps Tobal 2

1
PS  WCW vs. the World  ps

Nanotek Warrior

NBA Hang Time N64
) Issue #97
Blast Corps Ne6a IndependenceDay  SAT
b Naalvem s T ;
Bug Too! SAT Need For Speed2  Ps
olecion s
Descent Maximum PS  Peak Performance PS

The Crow: City of Angels Ps  Soviet Strike Ps

Donkey Kong Country 3 SNES

Incredible Hulk PS  S.Puzzle Fighter Il SAT
Die Hard Trilogy SAT  Turok: Dinosaur Hunter Ne4

Mortal Kombat Trilogy Nea  Turok: Dino. Hunter Nes

SAT Wing Commander IV Ps
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Gamers have been battling console Al for 20 years. We look at
two genres—sports and fighting—to find out who's winning and why.

T

by Kraig Kujawa and Sushi-X

he three dvagans of the classic Atari 2600 proto RPG Adventure sure
were a pain in the ass. One whiff of your blip-shaped hero and they'd z
launch after you, around corners, across game screen after game 2 3
screen, relentless in their quest to turn you into lunch.

They were tenacious, yes. But were they particularly brainy? Not =
really. Their puny logic algorithms could be boiled down into a few com- 3
mands: See the hero, eat the hero, repeat if necessary. But stupid or not, this trio of ;’
toothy sprites represented one of the first examples of artificial intelligence in a con- =
sole game. And we've been running from dragons in one form or another—from Pac- 2
Man’s gang of ghosts to Doom’s army of Imps—ever since. E

Yet our 20-year war with Al has never been one-sided. Given time, gamers have 2 2
always learned the tricks to survival in the inhospitable terrain of single-player video =

JOHN




gamedom. We've mastered the cheap
stuff—fireballs and throws—that'll
topple most CPU-controlled fight-
ing game foes, and we learned
there’s no reason to fear any
Boss in any action game, once
we learn its attack patterns. Of
course, we don’t want enemies
that are too brainy. Where’s
the fun in an invincible oppo-
nent? But then we don’t want
'em too easy to outsmart,
either.

So where does Al stand
today, 20 years after the first
volleys were fired in the war
between players and console
CPUs? Most modern game
enemies are Einsteins com-
pared to Adventure’s simple-
minded dragons, but is it still
too easy to learn the Al's
tricks? To answer this ques-
tion, we looked at two gen-
res—sports and fighting—
and examined how their Al
has adapted to human play-
ers’ winning strategies over
the years.

Why those two game
types? Simple. It is the com-
puter-controlled enemies of
fighting and sports games
that—more than in any other
genre—serve as our practice
partners for gaming’s toughest
challenge: head-to-head com-
petition between two human
players. And while computer-
controlled opponents are still
not nearly as bright as your
game-playing buddies, the
day when you won't be able to
tell a flesh-and-blood player
two from the CPU may be clos-
er than you think.

i

Just a Bunch of Dumh Jocks?

> MADDEN: THE DAWN OF
REALISTIC SPORTS GAMING
Ever since the dawn of sports gam-
ing, human players have time and again
run up the score on their less compe-
tent computer adversaries. After years
of gaming that have spawned many
progressively better hardware systems,
we've seen more glitz, better sound and
fancy 3-D graphics. What we haven't
seen is a major improvement in the arti-
ficial intelligence...until now.
Many sports gamers complain

a scant year's time whereas in past
years, progress in sports gaming Al has
been stagnant (or has even taken steps
back). Some may say it is because of
technology that games are able to
become more sophisticated. While this
is true, past 16-Bit sports games
weren’t half as smart as they could
have been.

The best example of this is EA
Sports’ Madden series. It personifies
sports gaming as a whole and
was the undisputed leader

The day when you won

be able to tell a flesh-and-blood
player two from the CPU may

be closer than you think.

HERE’S THE FIRST CONSOLE VERSION
OF JOHN MADDEN FOOTBALL ON THE
GENESIS THAT STARTED THE REALISTIC
SPORTS REVOLUTION.

about games with the intelligence
equivalent to a potato, but we are par-
tially to blame. You see, good artificial
intelligence doesn’t make a flashy, eye-
catching picture on the back of a game
box. It won't give customers that imme-
diate impulse in the software store to
buy a game like aesthetic features
would. But, with all of the new competi-
tion crawling out of the woodwork to
get their hands on a piece of the lucra-
tive sports gaming pie (sports games
make up about 50 percent of console
software sales), the competition in this
market is hotter than ever before.
Companies are being forced to
pay attention to every facet of a
game in order to keep or gain
their competitive edge. Perhaps that is
why we're seeing such huge Al leaps in

of sports gaming through
the glorious 16-Bit days. Where
that game went, most followed. When
Madden is being discussed, it’s like dis-
cussing the genre as a whole. You see,
John Madden Football was a revolution-
ary game when it arrived. It played
more like real football than anything
else on the market, bar none. Just
about every football game you play (or
even non-football sports games) has
many elements of Madden in it.

Scott Orr, now executive producer
at EA Sports, was one of the creators of
the first console Madden (on the
Genesis). He explained that “the philos-
ophy was to build (the first Madden)
from the bottom up...we started with
the Al and built (the game) around it.”
If successive sports games incorporat-
ed that same design philosophy for the
years following, the results would have
been impressive. Obviously (and unfor:
tunately), that wasn’t the case.

After the first few years of steady
improvement, most of the changes and
new “improvements” in subsequent
versions of Madden consisted of differ-
ent graphics and plays. The computer
didn’t get smarter, and some might
even argue that it got dumber. This was
also true of just about every competing
product. The focus of football games
seemed to shift to graphics, bells and
whistles, and name-brand licenses.
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> SHOW ME THE
MoONEY PLAYS

The result? “Money Plays” became
as big a feature as any other in a foot-
ball game. The minute avid video foot-
ball gamers got their hands on the next
Madden (or any other pigskin title), the
first thing to do would be to find the
Almighty Money Plays that would be
imbedded within the playbook. Those
who found the Money Plays could
immediately start walloping the com-
puter by three times its own score.
Once some of the other nuances in the
game were exposed, that no longer was
a challenge. The new mountain to climb
would be trying to score 100 points in
five-minute quarters, or to make the
computer look silly by having negative
yards in offense when the game was
done. The sad fact is that all of these
goals were easily possible to reach.

HOUBLEHS ’i;
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> THE EvoLUTION
OF DEFENSE

Obviously, the dubious invention of
“Money Plays” is a result of poor Al.
But why exactly? Let's take the circum-
stance of broken defensive pass cover-
age. When you pick the perfect defense
to cover an offensive play and have the
personnel to run it (assuming the
breakdown isn't your fault) multiple
wide receivers should not be wide
open. But in past Madden games they
were—and repeatedly. Depending on
what version of Madden you're playing,
this could be due to many problems. In
early Maddens, defenders were “hard
coded to defend certain positions such
as WR1 (Wide Receiver 1), WR2, etc.,”
according to Steve Sims, producer of
Madden NFL 98. This would cause hor-
rendous defensive problems, as putting
people in motion and overloading
receivers to one side would cause all
sorts of defensive mismatches and
imbalances. For instance, WR1 (wide
receiver) is usually split out to the left.
This receiver was coded to be guarded
by CB1 (cornerback 1), who is usually
also on the left. If WR1 is moved in
motion prior to the snap to the right,
CB1 would still stay on the left. This,
would create a large window for WR1 to
be left wide open while CB1 scurried to
cover him after the ball is snapped. WR1
will be on the right side of the field,
while CB1 s still on the left side.

By Madden 94, this obvious flaw
was patched up by directing the appro-
priate defenders to follow the wide
receivers in motion before the ball is
snapped. This helped defensive “Man-
to-Man” coverage on balance, but still
other flaws remained. Zone coverage is
the defensive coverage used most in
the NFL. It involves dividing up sections
of the defensive backfield for each
defender to cover. In early Maddens,
crudely defined zones made by a field
divided up in checkerboard-like dimen-
sions would require that a defender sit
in the middle of the said square zone
and then wait for an offensive player to
enter their territory. Once an offensive
player entered into the square zone,
the defender would follow him around
in it. According to Sims, “It is a zone
defense, but it’s the first progression of
it. The defense doesn’t take into
account offensive balance and what
they're attacking you with.” The result?
The early zone defenses of Madden
could be easily decimated by flooding

How Much
Time is Put
Into Al?

The typical development cycle of a
sports game is about 10 months, give or
take a month. Usually, after a sports
game is finished, the game production
team takes a little time off to cool down,
and then starts to create the next edition
of the series. What may surprise you (or
actually may not) is the amount of
emphasis and time that is spent on devel-
oping the game’s artificial intelligence.

According to Scott Orr, “In the past, Al
typically is one of the last things that you

work on because you're trying to upgrade
and put a lot of energy into improving the
graphics, frame rate and adding new
features. Al and tuning tends to take a
back seat.” Back seat, indeed. When
asked about the percentage of Madden
Football’s development cycle that is spent

on Al Orr replied, “Typically it's probably
10 percent (for every version of Madden).”
This year was different for EA, as they
shifted more emphasis toward the brains
of the product. “We took the approach of
Al first. This year we were able to fix past
problems and take it to a new level.”
Bringing the game to this “new level”
involved working on the Al in the begin-
ning of the development

first time), and devoting

percent of the schedule to it (the Al),”
according to Orr. They also expect to use
just as much time (if not more) working
on improvements on the Al for Madden
99. The results of devoting extra time on
the brains of the game two years in a row
should be interesting, indeed.

the zone with multiple receivers and by
running certain patterns (such as cross-
ing patterns) that would always find the
seam (where there shouldn’t be seams)
in the very predictable zone coverages.
To give defenses a new weapon to com-
bat these type of breakdowns, a
“Man/Zone” defense was added in
Madden 95 and Madden 3DO (and all
others that followed it) that would
place defenders in zones, and then
cover whichever offensive player
entered it. Instead of only covering the
player inside of the zone, Man/Zone
coverage would allow that player to fol-
low the offensive player anywhere on
the field.

The biggest step in making defen-

THIS IS ONE OF THE MANY MONEY PLAYS

YOU'LL FIND IN MADDEN 97. MADDEN GAMES
GENERALLY HAVE HAD TROUBLE COVERING
RUNNING BACKS, AS SEEN HERE.

sive coverages realistic was taken in
Madden 98. Here, defensive coverages
became dynamic and, well, artificially
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intelligent. The new Madden defens-
es shift and adjust their zones to
accommodate the strengths and
positions of the offensive formation
on the field. The zones are no longer
in a square shape, giving them flexi-
bility and efficiency when covering
the field. The defensive players on
the field read the offense to an
extent, and pick the appropriate por-
tions of the field to cover. In addition
to covering the right parts of the field,
the way that defenders cover
receivers is also more real and com-
plex. Now, a defensive player may
“shade” his coverage to protect

against the deep bomb, or bump-and-
run to protect against the short pass.
Double-teaming defenses may have a
safety shade deep while having the cor-
nerback cover short. It is important to
note that although the defensive play-
ers and plays are this intelligent, they
don’t make up for an ill-advised play.
In summarization, this new, smarter
defense implements the defensive play
you call in the best possible fashion. If
you call a defense that should work, it
will work (given you have capable
players). Steve Sims summed it up
well by saying, “This is the first
Madden game where John Madden
could watch the video game being
played and dissect it just as he would
areal football game.” This is unlike so
many Madden games before it, where
well-called defenses would fail due to
bad computer intelligence.

> PLAYING SMART
Play calling is one of the biggest
chess matches in football, and to this

tion in addition to plays that have
worked in the duration in that game. If
the computer was successful in com-
pleting a slant pass during 2nd and
long, then the next time that situation
occurs there will be a good probability
that it will choose to run that play
again. There is an element of random-
ness to the play selection, so it may
pick another play that is suited for that
situation. The same thought processes
are used during defense play selection.
Why hasn't play selection gotten more
advanced? According to Sims, “People
have tried to do historical analysis
(looking at the last five plays to analyze
and calla play), but it comes up cheesy.
When you do fake punt five times, it
(the computer) goes into a punt
defense, and then you can go long.” If
you do play a game that seems to know
all of the right plays to call, be aware
that some games may cheat by letting
the computer see the offensive play
you pick, then going to a defense
pre-programmed to stop it.

Play calling is one of the

biggest chess matches in football,

and to this day it remains one
of the most simplistic Al
routines in football games.

MONEY PLAYS EXISTED IN THE FIRST
MADDEN (LEFT) AND IN MADDEN 97
(PREVIOUS PAGE). HAS Al REALLY

PROGRESSED MUCH IN THOSE YEARS?

day it remains one of the most simplis-
tic Al routines in football games. In
early Maddens play calling was quite
simple. A situational matrix would
define what type of defensive or offen-
sive play would be used in conjunction
with a play-calling profile for that team.
In Madden 98, play calling hasn't pro-
gressed that much, but what's in place
does work pretty well. The computer
uses the opponent’s team profile and
its own when considering a play. If
you're using Green Bay, for example, it
will always consider that the Packers
are more apt to pass. With this in mind,
the computer considers the game situa-

> Not-so-Hot
PursuIt
When creating the Al for a game, it
is important not to overlook the small
details of gameplay when working on
more sophisticated facets of the game.
For example, EA hired someone to
adapt a piece of code that he pro-
grammed to work with Madden. This
code was specifically made to make
defenders “swarm” after offensive
players in a realistic manner. This
worked out well, but what was over-
looked was the flawed head-to-head
defensive pursuit in Madden NFL 97. If
an offensive player is running into the
defensive secondary, the defenders
would angle toward the ball carrier for
the tackle. Unfortunately, due to some
Al problems, the defenders would take
the wrong angle to intercept the ball
carrier, leaving the defender a second
behind where he should have been to
cut off and tackle him. This was a
humorous Al bug that would often cre-
ate a large train of dumb defensive
players to follow the ball carrier. The
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whole scene makes the ball carrier
appear as a Pied Piper because the
defenders took the wrong pursuit
angles, causing them to fall behind him.
The reason that this was

All Brawl and No Braing?

because the game’s Al wasn't predict-
ing the future properly. As producer
Steve Sims explains in simplistic terms,
“Velocity equals distance over time.”
By using a formula based on that,
defenders can calculate where a player
will be, and what angle he should take.
Obviously, these algorithms weren't

HERE’S MADDEN 97's Al FLAW IN
ACTION. THE DEFENSIVE PLAYERS
HAVE UNWITTINGLY FALLEN BEHIND

THE BALL CARRIER ALTHOUGH THEY
SHOULD HAVE EASILY HAD THE ANGLE.

working in Madden 97. Fortunately,
they work fine in Madden 98.

> ROOM FOR IMPROVEMENT
Although there has been much
progress in sports gaming Al in the last
year, there’s still plenty of room for
improvement. For example, Sims
admits that Madden Football's play call-
ing “is still an area in which we can
improve.” But that’s only one of many
areas in only one genre of sports.
Whether it's a football, hockey, or bas-
ketball game, chances are that it isn’t
as smart a sports game as it should be.
But as consumers, your gaming dollars
have the power to demand a better
product, and it seems that companies
such as EA are beginning to listen.

(80 1]

OK, enough with the team sports.
Let’s see what Al's been up to on the
meaner side of gaming’s railroad tracks,
in the mano-a-mano land of fighting
games. Here, the Al's attention isn’t scat-
tered among the squads of opponents
found in sports and action titles. Every
megabit of the game’s brain is focused
on guiding one character—your oppo-
nent—who must fight with all the chop-
socky skill, tenacity and unpredictability
of a human player, or the game just ain’t
worth playing.

There are a million ways for CPU-con-
trolled combatants to fight stupidly. They
might let themselves be hammered over
and over again by the same attack pat-
terns. They might fight cheaply, using
throws, projectiles and combos to drain
your life gauge before you even land a
punch. And they might fall victim to the
same cheap tactics from human players.

Fighting game fanatics have seen all
these flaws before. And so have we. So
we decided to take a look—from a play-
er’s perspective—at how Al has evolved
in fighting games, as well as how gamers
have learned the tricks of each new gen-
eration of supposedly smarter enemies.
To keep things simple, we focused on the
family of 2-D fighters that has eaten the
most quarters in the last decade: the
Street Fighter series.

>STREET FIGHTER

The CPU-controlled opponents in
this 1987 grandaddy of fighting games
weren’t exactly braniacs. They each had
about five patterns of attack and would
follow them religiously. Adon, for
example, would always start off the
round with a flip kick, then
unleash several other powerful,
predetermined attacks. So suc-
cess in Street Fighter depend-
ed more on rote memorization
of opponent’s moves rather
than any special
button and joy-
stick combina-
tions.

(99

NEITHER KEN NOR RYU WERE ALL THAT
BRIGHT IN THE ORIGINAL STREET FIGHTER.

But then, the game that gave us
Ryu, Ken and the fireball can be forgiv-
en for being a little dumb.

> STREET FIGHTER I
No more Mr. Dumb World Warrior.
The opponents in this blockbuster
were brilliant compared to the pattern-
following drones of the first game.
They made up their own patterns and
didn’t skimp on the special moves.
Trouble is, some of them per-
formed their specials a little too well.
The computer-controlled Guile, for
instance, never seemed bound by the
same rules that players had to obey.
He never needed to charge
his Sonic Boom projec-
tiles or Flash Kicks ’/2{}3-5\

for the requisite //
two-second limit e

imposed on all
players. Guile
just pulled them
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off over and over again, thus making him
almost as annoying to fight as Bosses
Vega and Bison. Blanka's horizontal roll
was another example of a charge move
that the Al could perform immediately.
So just as the characters became
smarter, they became cheaper, too.

No matter. Players soon learned that
certain patterns would defeat even the
cheapest of the World Warriors. When
battling Zangief, for instance, players
could simply leap up with Ryu/Ken, per-
form a Roundhouse Kick, and the big
Russian would walk into the attack every
time. In a way, the pattern problem of the
first game was reversed. Now it was the
player who could rely on the same
attacks over and over again, while the
computer opponents remained unable to
cope with the repetitive onslaught.

> STREET FIGHTER |l
CHAMPION EDITION

Capcom watched as the World
Warriors were beaten again and again by
player-created patterns. So, sure
enough, those same patterns didn't
work in the Champion Edition. No big
deal for players, though—they created
new patterns that were just as effective.
For example, they would leap just out of
range of Guile’s Flash Kick, then Dargon
Punch him while he was in mid-air.

Meanwhile, the Al grew less cheap.
We began to see the CPU-guided fighters

at least attempt to simulate charge
moves. Guile, for instance, would hunch
down for a split second before unleash-
ing a Sonic Boom. No, he didn't wait the
required two seconds before letting it fly,
but it was a step in the right direction.

> STREET FIGHTER |l
TurBO HYPER FIGHTING
Despite the increase in speed, this
installment was actually a little easier for
players. Now, not only could they rely on
the same attack patterns they used in
the Champion Edition, but Ken and Ryu
players also had the advantage of the
new Air Hurricane Kicks (you know, the
Hurricane Kick you could pull off at the
top of a jump). Computer-controlled
opponents simply did not know how to
defend themselves from these strikes.
As if to make up for this weakness,
we began to see the computer perform
more throws. Chun-Li, Zangief and Guile
were especially keen on grabbing and
throwing players who were halfway
through a move (a tactic frequently used
by the Al opponents in the MK series,
as well)

> SUPER STREET FIGHTER |l
The series’ Al saw some major
improvements here. For starters, the
fighters began to implement their own
combos, although they would rarely land
more than two hits in a chain. They were

SMART PLAYERS FOUND PATTERNS TO DEFEAT SFIICE'S GUILE.
SUCH PATTERNS WEREN'T SO EFFECTIVE IN LATER GAMES.

also more than able to deal with Ryu and
Ken’s Air Hurricane Kicks, so such cheap
airborne tactics were not nearly as effec-
tive as in the previous game.

The bumping up of the game’s 1Q
meant that computer-controlled enemies
didn't have to battle so cheaply. For the
first time, charges were accurately simu-
lated by enemies (Guile began to play by
the rules). Players were finally starting to
feel some real heat from the Al.

HERE COME THE COMBOS! SUPER SFII’S
FIGHTERS FOUGHT SMART, NOT CHEAP.

> SUPER STREET
FIGHTER Il TURBO
And then there came the most diffi-
cult game in the series (even when it was
set to easy)). The Al in Super SFIl Turbo
was top nothc. In fact, industry legend
has it that it was based on the num-
ber-one player in the world.
This edition’s enemies
pulled off combos every
chance they got—and they
did so nearly perfectly
every time. They also coun-
tered most attacks with
perfect timing and skill
(no, not with Alpha
Counters—those hadn't
been invented yet—but
with blocks and quick
sweeps and punches).

Straight Shooters:
When Dumb is More Fun

1¢ VIOLENT SEED’S BIG BUG Boss
WERE ANY SMARTER, THE GAME
WOULD BE TOO HARD AND NO FUN.

Sometimes it ain't a bad idea to
make enemy artificial intelligence a
little, well, less intelligent. Take the
case of shooters, in which it has
always been dumb enemies—and
lots of em—that have kept players
twitching in their seats.

“In traditional 2-D shooters, the
baddies follow a preset pattern,”
said programmer Brian Leake, who's
working on Rabid Entertainment's
impressive 3-D, top-down shooter
Violent Seed. “The programmers will
either use a wave editor or they'll just
code in some behavior that tells ene-

mies to fly in a straight line for a couple of seconds, then make a loop to

the left or the

ht, and then they'll just fly off screen and go away.”

Shooter fans wouldn't have it any other way, right? After all, imagine
how frustrating it would be to play a shooter in which the enemies were
as intelligent as the programmers could make them. “They're capable of
just chasing you and chasing you and matching your speed and locking
onto you and not letting go,” Leake said. “If you've just got wave after
wave of all these smart enemies it's rather difficult to play. So we have
to make them a little more stupid, make them not fire so often or intro-
duce a random element to where they turn and where they fire at you.”

Some of these “random elements” include imposing a limit on how
long enemies can home in on your fighter before they abandon the
chase, or giving them enough sense to flee the screen if you shoot in
their direction or lock on with a missile.

But the simplest trick of all, Leake explained, is to let the enemies
show off their smarts for a little while, then dummy "em down when life
gets too rough for the player. “The baddies can be clever for a bit,” he
said, “and then we just say, ‘OK, now all you can do is fly in a straight
line and go away.”



1t’s one thing to take a bullet like a man but how does
one take 3-foot long, razor sharp scissors? How will
you avert decapitation and keep your entrails from
spilling out over the kitchen floor? This will surely be
your fate unless you can outwit Norway’s most lethal
killerScissorman. You'll have to become a master of
stealth and deception to avoid being cut to ribbons in
this blood-soaked horror adventure.

¥ Five playable characters and ten different endings
for super-extended replay value

¥ Amazingly detailed, horrific graphics and
special effects.

# Bone-chilling sound effects. i F
= So grab your copy of Clock Tower™, 3 J
turn out the lights, and pray. A\ A '
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>STREET FIGHTER ALPHA
Capcom apparently thought Super
SFIl Turbo’s opponents were a little too
tough, because Alpha saw a slight dum-
mying down of the Al. Once again, play-
ers were able to use several, easy-to-
pull-off patterns to stymie most of
the World Warriors. Hurricane
Kicks could be used
N over and over
j again on cor:
nered oppo-
§ nents, while
\ most enemies
\would absorb several
fireballs before even

attempting a block.

J / Players were also
/ helped out with ultra-
cheap Chain Combos, sim-
\2*| ple light-, medium- and fierce-
\_\ punch triples that were extremely
/ ¥ \ easy to perform. Al opponents,
on

the other hand, never
| attempted the  chains,
" although they were fairly

adept at unleashing first-level
Super Combos and Alpha
Counters.

The game’s most eye-grabbing feature —
its ultrasmooth animation—is actually a
major hindrance to what is otherwise
top-notch Al. Each enemy move packs so
many frames of animation that players
can tell what's coming just by watching
the opponent wind up his or her attack.

Despite this handicap, the computer
still makes a pretty respectable player. It
comes out swinging with a wide variety
of attacks and very few patterns. And
while it may at first seem that the Al
opponents are susceptible to player-
created patterns, the CPU quickly learns
from its mistakes. For instance, enemies
stumble blindly into fireballs early in a
round, but they wise up quickly and
begin blocking—even parrying—if you
unleash too many projectiles.

To make matters even more difficult,
players are no longer able to perform
Custom Combos, air blocks or Alpha
Counters. Now they must rely on the
more difficult parries, which the comput-
er pulls off on a regular basis. Al enemies
are also fairly proficient at pulling off the
Super Arts, although they will nearly
always pick the first Art, rather than the
second or third.

ONE Al CRUTCH WAS TO FIGHT CHEAP (NOTE THE THROW, LEFT). BUT PLAYERS COULD BE
CHEAP, T00 (CusTOM COMBOS, ANYONE?). CHEAPEST OF ALL, THOUGH, IS SFIII's GiL (RIGHT).

> STREET FIGHTER ALPHA 2

And the fighters became only more
adept at such tactics in the sequel. Sure,
they could be taken out by some of the
same patterns players used in Alpha, but
the patterns now had to be set up prop-
erly; players had to get in close to begin
sequences of Hurricane Kicks or Dragon
Punches. Computer opponents nearly
always avoided such traps.

Players were helped by the Custom
Super Combos, which let them string
together random attacks that were
impossible for the computer to defend
against. No big deal for the Al; these
combos were more flashy than effective.

*STREET FIGHTER |1l

It was a long time in coming, but
players were finally able to face off
against the Al of a new generation of
street fighters. But here's the surprise:

(86 [Zd]

So who's the smartest of the World
Warriors? Well, despite his tenacity, it
ain’t Gil, SFIII’s final Boss. This guy was
built to fight cheap, not smart. All his
moves do two hits, forcing you to parry
twice. And he seems to automatically
block anything you throw at him. Yes,
battling Gil is frustrating to say the least.

The honor of smartest Al has to go to
Akuma, a.k.a. Gouki in Japan. Since

111 1S THE PRETTIEST SF GAME, BUT IT'S
NOT EXACTLY THE SMARTEST.

Super SFIl Turbo, Akuma has proven that
he packs the largest arsenal of moves—
and he knows how to use them. He
unleashes combos, super combos, jug-
gles and counters. He rarely wastes an

AKUMA 1S THE SMARTEST, FIERCEST
WoRLD WARRIOR OF THE SERIES.

attack, and no patterns work on him. It
should come as no surprise then that
Capcom’s forthcoming Super Street
Fighter collection packs a special Akuma
Mode, which lets you play against
Akuma anytime you feel like getting your
butt whupped.

*WHAT’S NexT?
We've shown how Al can evolve
through two popular genres, but what
does the future hold for the brains
behind our games? Well, if advance
hype on Ocean’s 3-D Nintendo 64
shooter Mission: Impossible is to
be believed, console Al is about to
take a huge leap forward. The
game makes use of a new Al sys-
tem called “SOOL” by Infogrames,
Ocean’s France-based parent com-
pany. SOOL supposedly simulates
the thinking of each character in

MissION:
IMPOSSIBLE’S
SOOL-DRIVEN
ENEMIES ARE
EXPECTED

TO BE THE
SMARTEST
EVER.

the game, letting them react intelligent-
ly to the player's actions. If the player
acts suspiciously or pulls out his gun,
the game’s bystanders will steer clear
and guards will open fire. If SOOL lives
up to its hype, it could change the way
players treat enemies in Doom clones
forever.

Even with advancements such as
SOOL on the gaming horizon, has Al
stayed in step with all the other advance-
ments in console technology? Not really.
But it's certainly catching up. And heck,
as Akuma has proven, it's smart enough
to school you in Street Fighter. B



FLARED NOSTRILS TO SMELL FEAR.

A REINFORCED NECK FOR RAMMING PREY HEAD-FIRST.

SERRATED TEETH TO SLICE THROUGH BONE.
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From the ground up,

2} T-Rex was built to
—— A
be the ultimate killing machine.
And if you've got enough survival 51&1}5’,
you can be him. Just claw,
bite and dismember your way

up the pre-historic

© sound effects.

The Lost World. V2 ™

Where only the strong,
fierce and remorseless survive.

SEGA il oAty

ELECTRONIC ARTS
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ALL CONTROLLED BY A BRAIN
INCAPABLE OF REMORSE.
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DEMON VS. DEMON,
EVIL VS.EVIL. WHY IS
EVERYONE FIGHTING?

t's Halloween time kiddies! We
here at Electronic MAIMING
Monthly would like to offer you
a little treat. We're going to do a
special ARTIKILL on the creatures of video
gaming! (Whoops! Sorry...we've been watch-
ing a few too many episodes of Tales from
the Crypt.)

Anyway, we brought together 10 games
that fit in with the HALLOWEEN theme. You
might wonder why some of these games are
included in a Halloween feature, but when
you read the article, you'll understand.

But instead of doing a straightforward
preview of these Halloweeny games, we
decided to have some fun with this feature.
We thought it would be interesting to see
what would happen if some of these video
game characters got together and actually
fought each other. After all, they are, for the
most part, EVIL BEINGS. And we all know
what evil beings do when they get together
(fight, naturally).

So we asked ourselves, what would hap-
pen if the ZOMBIES of Resident Evil were at
war with the monsters of Nightmare
Creatures? Who would win in a skirmish
between the DEMONS of Doom and the sol-
diers of Quake? Read on to see what our
silly little minds conjured up. Feel free to
send in some of your own ideas for battles.

you'd like to see.



RESIDENT EVIL
MONSTERS

:
Cons
* Those slow-ass zombies
* R.E. monsters have never
left the house. (Babes in
the woods, you know?)

Pros

* Giant Monsters

* Popular support and
backing from legions of
RE. fans

hen we first came up with the idea of
a Hallow ure, the first game (or
series of g actually) we thought of
was Resident Evil. And why wouldn't
RE on the mind because
Capcom is putting out so many versions of the
game. Besides the original for the PlayStation,
we will soon have Resident Evil for the Saturn,
Resident Evil: Dire Cut (PS) and of course,
Resident Evil 2 for the As ch, it's only
fitting that we start out this feature with the
popular series of horror game:
Hallos

wademark flesh
always kepl you in s
room to room in the
sion (abandoned by non-evil bein
And who can forget the first time a
mouthed zombie rmed around to f
Director’s Cut and RE2 only promise

The original
you went from

ur first confrontation: Who would
O win in a fight between the hordes

of the Resident Evil series and the
armies of Nightmare Creatures? It's a close
call, but the Nightmare Creatures would
eventually win. The monsters of Resident
Evil are impressive, but they have a weak
link: the slow and predictable zombies.
Capcom has a full chess set here (with the
zombies being the pawns), but Activision's
side only has knights, rooks, bishops and
higher—no wimpy pawns to get in the way.

The Nightmare Creatures do not attack
like most computer-controlled opponents.
They block, they sidestep, they draw
back..you just can't attack them as
straightforward as you can enemies in
most other games. Not only that, but they
continue to aggressively fight after losing
several limbs. Talk about persistence!

But this would not be an easy win. Giant
spiders, gargantuan snakes and demon
hounds will make up most of Resident Evil's

offensive force, and they would take out a

big chunk of the enemy forces.
But the great one-on-one
abilities of the Nightmare
Creatures would win this
war for Activision.

7\}

NIGHTMARE
CREATURES

atures for the

1 luu 3-D action game that
y in a nightmarish gothic world
Moving at fast speeds with complete
freedom of movement, Nightmare Creatures may
give gamers what they felt they were missing in
slower-paced 3-D action games.

Nightmare Creatures doesn't provide the
same level of fright that some of the other games
in this feature do (after all, it's an action game,
not an adventure game like RE). But it belongs in

this artic oneth The hordes of mythical
creatures that roam Nightmare Creature:
world ca tainly be classified as
“creepy,” as are the dark and quiet
environments. When you
i ethereal creatures rising from
decrepit graves, you'll know
why we put this game in this
feature. Plus, Nightmare
creatures isn't without its
suspenseful moments. At
times, you might find the
inactive moments a little
100 nerve-wracking.
Then, just as you think
you're safe..

zE




ALIEN

ou might not know a lot about Enemy
Zero for now, but you will. This high-
profile Saturn horror/sci-fi adventure game
is currently out in Japan and is expected

out soon in the U.S.

The main character is Laura Lewis (the virtual
star of D, whose voice for Enemy Zero will be
played by Luscious Jackson lead singer, Jill

Cunniff). Tell us if her story sounds familiar:

stalking and preying beings against
each other? Well, if you've ever seen
Scissorman in action, you'd have no doubt
that any moron should be able to kick his
ass. He's an old man who walks with an old
man'’s pace and thinks with a 2-year-old's
mind. He's easy to outrun and easy to
outsmart. All you need to do is find any
hiding spot, and he'll forget you're there
(out of sight, out of mind, you know?). But
for those of you who've played Clock Tower,
doesn't Scissorman look like you could just
“clock™ him one in the face and put him out
of commission? (Although maybe this is
just macho talk...perhaps we'd have a big
change of heart if we could actually meet
Scissorman in real life.)

Our conclusion is, an old man running
around with oversized scissors is no match
for an invisible alien beast who can wipe
out the entire crew of a space station. In
fact, chances are Scissorman will do what
every mother is always afraid of: fall and
poke his eyes out with the scissors. And
having a blind Scissorman is like having no
Scissorman at all...

S o what happens when we pit two

CLOCK TOWER'S
SCISSORMAN

scii's Clock Tower for the PlayStation
gave more than one editor goosebumps

This suspenseful mystery/thriller was full
of tense moments, thanks to the sound-
track and, of course, the menacing Scissorr
The weak at heart may want to avoid this
game. Most of the game is spent looking for
clues in quiet, abandoned buildings, with a
psycho killer lurking about. Your heart rate

The crew of a space station is slowly being
eliminated by an alien threat. One by one, Lewis’
companions are killed, until she is the only one
left to confront the mysterious alien

The game is unique because you must
depend more on audible aids than visual. As the
alien is hunting you aboard the isolated station, L
you can hear its movements. The louder the .
sounds, the closer you are to the creature. You
must be careful of your own actions: Any sounds
you make can alert the alien as to your location.
Enemy Zero becomes a sweaty palm experience
when your motion detector beeps louder and
louder as you get closer to the alien. The scary
part is, you can't see the moRster—it's invisible
until you are right next to it for more on
this suspenseful thriller i a

3eem ADVANTAGE: THE ENEMY ZERO ALIEN. ..

will triple when you turn around a seemingly
innocent corner to face Scissorman.
Clock Tower is a perfect game to be featured
le, and Scissorman is a
monster. He creeps at you with a stag-
Ik, looking like a stereotypical madman.
Ids a long and sharp set of hedge clippers
3 like tree clippers, from the looks of them),
* And when you see him, the game will play some
ety intense music. You'll feel like the potential
tim in a slasher flick, and you'll want to get
e hell out of Scissorman’s way.

")




ADMIT IT. il
v ,

- Sometimes you'd feel
better if you could just shoot

_ every damn thing in sight.

o .

(BUT THEN THERE'S THAT DEATH PENALTY THING.)
Time to lock and Ic?d , pal. Straight from arcades
everywhere, here comes Maximum Force. It's you against-elusive
terrorists and you control the body count. You'll board helicopters, ATV,
underwater vehicles an)\shoot literally everything in sight. Gun down slimeballs on
three completely different missions. Blast your way into more than 35 secret rooms
(three times as many as Area 51) and blow everything away with extreme preju-
dice. With Maximum Force, there’s no such thing as too much;lrepwer.
Go ahead; pull the trigger. And check out the Maximum Cool
/ Sweepstakes at your nearest arcade.
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omic book-star-turned-video

game/movie/toy/cable-licensing sensa-

tion Spawn is coming to the PlayStation

in a full 3-D fighting/action game,
courtesy of Todd McFarlane and SCEA. Spawn,
the being created in hell, has been a popular
comic book character for a few years now.
We're including him in this Halloween story
because any hellspawn is certainly welcome in
a creature feature. And who are we to deny
Spawn an appearance here?

If anyone is going to have an identity crisis,
it's going to be Spawn. Not only was he a good
and honest man in his previous life, but he'll
take on several different forms for the video
game. For each of the different themed worlds
of the game, Spawn will have a new outfit:
Medieval Spawn for a medieval stage. Savage
Spawn for a savage stage and classic Spawn for
everything else (including his trip to hell). It's not
clear at this stage as to what the different outfits
will do for Spawn (but at any rate, it wouldn't
affect this fictional battle with Alucard),

hy Spawn vs. Alucard? Well, they
W are both undead, and they were
feature, and we can do whatever we want).
This battle is pretty lopsided. It's a simple
fact that Alucard can grow so powerful,
that he'll kick anyone’s butt in this feature,
and Spawn is no exception.

Spawn may have automated tools like
his cape and chains, but they wouldn't be
a match for any of Alucard's companions,
like the protective fairy, demon or sword.

Alucard has the most number of tricks
up his gothic sleeve as well. Spells, magical
artifacts, special weapons, etc., all make
Alucard one tough vampire. And if worse
comes to worse, he could always transform
into a gaseous cloud and just float away to
safety. A frustrated Spawn would be left
standing there, twiddling his thumbs.

We're also thi
attacks that utilize a Holy Cross might

affect Spawn in an unknown, but probably
adverse, way. We've yet to meet a Holy Casllevania serics was previewed back in issue
Cross-friendly hellspawn. Maybe this was
an unfair fight for us to set up in the first
place, but hey, it's just for fun, right?

both born of evil (plus it's our

CASTLEVANIAS
ALUCARD

f papa Dracula
came in town for a visit?

pell Dracula backward, and what do you
get? The name of Castlevania: Symphony
of the Night's star character. Konami's
PlayStation update to the long-running

king that a few of Alucard's

#95. This highly anticipated game is already an
office favorite as a Japanese import

Any son of Dracula is an automatic shoe-in to
be included in a creature feature. And Alucard

is a formidable foe indeed. His slashing sword
attack is enough to take care of most opponents,
and that's just his starting weapon. In his
Symphony of the Night adventures, he will pick
up a myriad of different weapons and power-ups
and magical spells. Alucard also gets the help of
a few assistants, some help him offensively,
some defensively (he even has a fairy that can

_ resurrect him). He can also transform into a

(" dire-breathing bat, an invincible gaseous cloud or

avicious wolf-dog. With everything available to

him, Alucard may just be the most powerful

being on the PlayStation, much less this
gnificant little feature.



EAT TASTE OF TETRIS, ONLY IN 3-D.
IT CENTERS ON STOPPING YOU.

BEad NINTENDO




ou might be wondering why we included
Gex of all people, er, creatures. If you
remember our coverage of Crystal
Dynamics’ Gex: Enter the Gecko back in
issue #96, the 3-D parody-packed sequel for
the PlayStation has one stage that's all horror—
perfect for our Halloween feature. This world
makes fun of everything having to do with
horror in contemporary media
Do you remember Chucky, the psycho killer
doll from the Child’s Play movies? Well, it might
be strictly coincidence, but Enter the Gecko has
an enemy in the horror level called “Hucky."
Guess what? He's an animated doll with a big
sharp knife. Other coincidences include hockey
masks (just like what Jason used to wear),
gloves with knives on the finger tips (strange..
Freddy had those t00) and skulls with pins
stuck in them (looking a lot like Pinhead from
Hellraiser). You'll find plenty of other creepy
material in this game, like zombies, ghosts and
morphing walls
Does Gex have what it takes to stand toe to
toe with Jersey Devil?

pit two mascots against each other.
Although this battle lacks the creepi-
ness or gore factor of the other ones, we'd
thought it'd be a fun one to do anyway

our feature, our i
Who would win if Jersey Devil and Gex
decided to go head to head (or rather, tail
to tail)? Being that Jersey Devil is a quiet
guy who keeps to himself (his attitude all
comes from actions, not words), we think
the psychological factor would go in Gex's
favor. The trash-talking, wise-crackin’
gecko will endlessly taunt the Jersey Devil.
At first, JD will brush it off, but if we can
get annoyed with Gex's voice-overs
(remember his first game?), then so can
Jersey Devil.

The mechanics also favor Gex. Although
Jersey Devil has wings, they are just for
gliding, not flying. Gex on the other hand
has the ability to climb on any surface at any
angle. For this sole factor,
we must give the fight to
Gex. Anytime he needs
to, he can climb up
and hang out on a
tall ceiling, way out
of reach of JD; the
poor devil can't attack
what he can't reach!

F or the first time ever, we are going to

ADVANTAGE: GEX

Coas
»ons

+ He's a rookie in the video
game business

K. we realize that Jersey Devil isn't a

scary game by any means, but JD

himself certainly"belongs in a creature

feature. This mysterious masked crusad-
er looks half-bat, half-demon. Plus, he has spunk
and attitude. So we decided Jersey Devil has the
right qualifications to be included in a Halloween
creature feature.

If you read our Jersey Devil preview in issue
#97, you would know that he's based on a “real-
life” mythical creature (real-life meaning outside
of the video game realm). Jersey Devil sightings
date back to the early 1800s. The reports all talk
about a hideous creature who'd haunt several
locations along the East Coast.

Today, Megatoon and Malofilm (the
developer and publisher respectively)
have turned the image that has fright-
ened hundreds into something a ittle
more tolerable and even a little cute,
for the PlayStation. But he's
certainly no slouch when it
comes to a little fisticuffs
between PlayStation mascots.
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Pros
-Pﬁnﬂemmknlt-lmm
* Powerful demon weaponry (ilps,s«m ‘soldiers)

he one that started it all is getting a bit

old. But a Halloween feature without some

mention of Doom is pointless.

Doom s, as if you didn't know, a first-
person perspective shooter. It's not really scary,
but it has its moments. The enemies all come
from hell, making them perfect material for a
creature feature.

Nightmare demons, lost souls, cyber-demons,

barons of hell and pain elementals—you can't
find a better representation of what hell has to

offer. They shoot, bite and blast. They use hellfire,

plasma cannons and rocket launchers. They are
a bunch of bad-asses.

A war between the demons of Doom and
the minions of Quake would be of gargantuan
proportions. This is the biggest fight of this
feature and perhaps the most interesting. How
well would id Software’s famous creations fare
against each other?

e

Wi

ow for the final, most monumental
fight of the night. What would
happen if hell's demons tried to take
over the world of Quake instead of Earth?
(Or if you prefer, what if the Quake guys
tried to take over the Doom hell? Doesn't
really matter—the two story lines are
practically identical,)

Quakers would get an early advantage.
Their small-fry characters (grunts, rottweil-
ers, enforcers and knights) are more
maneuverable than Doom's imps and zom-
bie soldiers. The Quake fiends will rush and
crush the predictable stand-still-and-shoot
Doomers.

In the long run, however, the higher-ups
of hell's hierarchy will eventually score the
most kills. You just can't beat demons that
have rocket launchers and plasma guns for
body parts. The closest Quake equivalent is
the chainsaw-hackin’, grenade-tossin’
Ogre—he’s no slouch, but he doesn't match
up to Doom’s greater demons.

Regardless, the Doomers have perhaps
the greatest advantage of any being in this
feature—thanks to the 2-D nature of their
sprite-based bods. After all, when things
get dicey they can just turn sideways and
become practically invisible to the eyes of
their three-dimensional, polygonal foes.
Being a sprite does have its advantages...

&

*

o

uake will soon be available on all
next-generation systems. This block-
buster PC hit will be coming to the
Nintendo 64 (Williams), PlayStation
(GT Interactive) and Saturn (Sega).

Quake, as most of you already know, is id
Software’s follow-up to their Doom series. It is
the first “Doom” game to have polygonal ene-
mies (Turok is the first console game to feature
polygonal opponents, but Quake for the PC
came out first). The environments are less
colorful and more dreary than those in Doom.
The story line is basically the same: Evil creatures
from another dimension are coming to Earth to
kil its inhabitants. Your job is to stop these
twisted and demented death squads

Quake enemies are slightly more menacing
than Doom'’s. They are generally faster and all-
around more aggressive. Some of them will even
run at you, a simple action not seen in Doom.

Most of them carry powerful weapons,
but their looks are enough to Kill




THE MOST
ACCURATE
GUN ON THE

PLAYSTATION
CONSOLE!!!111!

Presenting a shooting game

so intense it comes with it's
own weapon. Time Crisis

includes the formidable firearm

pictured here, the original award-winning arcade shooting
game, plus a whole new shoot-
fest specifically created for the
PlayStation” console. Full 3D
polygon environments surround you
with full 3D polygon enemies.
_ Multiple modes include Story,
Arcade and Time Attack, plus
multiple endings. Blast away and
duck for cover as you exterminate the
criminal element in a variety of hidden

zones. It's fast. It's frenzied. |t's shoot first

and do the chalk outline later.

www.namco.com



With the most accurate gun available for the PlayStation™ console, Time Crisis is a can't-miss proposition.




Hey kids. Get one free in specially marked boxes of Time Crisis:
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by Shawn Smith

Hours
in
Cyber

_ Space

They say it’s
the biggest thing since sliced bread, and
@ times just as delicious, but the Internet
(the “Net” as the cool kids will say) isn’t
just big from a popularity standpoint. The
great expanse of computers linked to one
another is physically big as well, First, the
number of PCs around these days is easi
ly in the millions. Add to that the number
of Macs and other types of connections
there are (Netlink, X-band, etc.) and what
you get is a mind-boggling number.
Second, a computer in New York can easi
ly be communicating with one in Japan, so
the distance thing spans the entire globe.
It's no surprise then, that we here @
little ol' EGM also go on the Net. EGM
first appeared “online” with just an
e-mail address long ago (now it's



“...it’s the

biggest thing
since sliced
bread...and just

as delicious...”

egm_mail@zd.com). Then we went on to
have a full-fledged Web site. But the site
known as NUKE went to worldwide heaven
some time ago, and is still mourned by
some. Now we have a new Web site
(www.videogames.com) which is a recent
addition to our family. So, yeah, we're on
the Net @ work, but do we go on @ home?
The answer is yes, but have we ever gone
on there for 24 hours @ one time, search-
ing for video game (and other) related
info? Of course, we say no because what
freak would want to go on for 24 hours
straight? Only a fool would (a big, bum-
bling oaf of a fool). | suppase that fool is
me. But don't forget that many of you are
online as well. We've found that over 5o
percent of our readers go online for one
reason or another. So the elders @ EGM
told me that | needed to stay on for 24
hours in one sitting. They strapped me to a
chair and hooked up the Mountain Dew
and liquid Dorito I.V.s. What follows is that
24-hour day, i all of its glory (or shame in
some cases). Read it like a transcript and
note: To hide my true identity, my name
while online was “LordChimp” as in Lord of
the Chimps.

time: 8:00a.m.

 Enter LordChimp, tired and kind of hun-
gry. He knows this is what he has been
training for. A damp smell fills the small
cubicle where LordChimp sits. In front of




his computer about to enter into a world
filled with unspeakable things, LordChimp
hits the “on™ switch and shields his eyes. He
doesn’t know why he’s shielding his eyes,
but he does it anyway—maybe for effect,
maybe to harken back to his “see no evil”
days. He goes to check his regular e-mail
account (a standard method of communica-
tion on the Net) and finds that he has
received several messages from readers.
There are dozens of different e-mail pro-
grams and different methods of receiving e-
mail. Check www.filez.com to find a share-
ware program for yourself (or go to
www.juno.com for info on how to get a free
Internet e-mail account altogether).

E-mail #1: Dear Shawn Smith. Is this really
Shawn Smith from EGM?! You are the coolest.
| think EGM is the best. | think Dan Hsu and
Crispin Boyer are awesome. One day | hope
to be like you guys. Sushi-X rocks! Hey, can |
have some free games for my PlayStation?
LordChimp: Delete.

E-mail #2: You suck! Can | have a free
subscription to EGM?

LordChimp: Hmmm...delete.

* LordChimp becomes bored with his e-mails
since they first made him feel good, but then
made him feel bad. Now he feels indifferent
and knows there are better things to look for
online. He decides to try IRC (Internet Relay
Chat) where Internet users can “talk” to one
another on various subjects ranging from
farming to video games and pretty much any-
thing else one could think of...anything.
LordChimp enters the IRC channel known as
#vidgames! (this is what you would enter in
your IRC program). IRC programs are easily
found on www.filez.com like “mIRC” on the
PC and “IRCle” on the Mac. LordChimp finds
one other person on IRC @ this early hour
named “DaReaper.’

LordChimp: Hey, how’s it going?
Know of any good video gam-
ing Web sites?

DaReaper: Oh yeah, there
are plenty. What specifi

cally? Why don't you
try some of these
www.nintendojo.com,
www.starvision.net/gazunta and
www.né4hg.com

LordChimp: Cool, thanks. Well, I'll talk to
you later.

DaReaper: Wait. | have more sites.
LordChimp: Thanks, but those are a

good start

DaReaper: | can help you. | promise.
LordChimp: Lok, | really need to go.
DaReaper: Why doesn't anyone ever want to
talk to me? 'm so lonely.

LordChimp: | think you have the wrong IRC
channel here, buddy.

LLIIEGM

5 64 Proview  Allabout &

* LordChimp quickly closes his IRC program
and decides to check out the Web sites
DaReaper recommended. LordChimp starts
Netscape (an Internet software program used
for “surfing the net”—www.netscape.com)

and begins. Another good one to
use is Microsoft’s Internet Explorer—
www mlcrosoh com. LordChimp continues

uisin” on the Web looking for more good
mﬁ)‘ but wonders how much is fact and how
much is opinion.

* Hungry, Lordcmmp composes himself just

long enough to break out his sack lunch of
peanut butter and jelly with some chips and a
fruit punch drink that really has too much
sugar in it. Curious about how healthy his
present meal is, LordChimp checks out
www.msue.msu.edu/msue/cyf/food/

fime: 1:00p.m.

* With lunch behind him, LordChimp starts
poking around the Internet looking for hot
spots. He finds out that for some real action,
he should check out the IRC video game
channels sometime after 5:00 p.m. (and last
all the way past midnight). With some time to
kill, LordChimp decides to check out some
more Web sites since he has been told that
daytime is usually a good time for that since
not much else is going on around the Net. He
goes to www.playstation.com for some
PlayStation stuff and www.sega.com for
some info on the Saturn. Then LordChimp
goes with a sure thing and checks out
i @ www.vi

:00p.m.
. LordChlmp jumps over to his IRC program
to see what's going on over there. He finds
that there’s not only just one video game
channel on IRC but many. Some include:
#vidgames!, #vgames, #n64, #rgvc (classic
video games), #sf2 and many, many more.
Amazed, LordChimp checks each of them out
and finds that this is what chat’s all about. On
IRC people can debate what makes the
PlayStation a better system than the Saturn
or Nintendo 64 in an intelligent manner with
few interruptions. Although, it's not as busy
as he thought.

gix

me: 7:30p.m.

. Lodehlmp hearsa chlme notifying him that
new e-mail has arrived. Excited, he goes to
open it. It turns out to be from his mom. She’s
wondering if he wants any leftover chicken
and dumplings. LordChimp wonders if this
technology thing i such a good idea after all.

me: 10:30p.m.
* LordChimp dendes to check out the
America Online video game chat room
(search for “games”) one last time before he




NOW, WAYNE GRETZKY CAN FACE
WHAT OUER 600 NHL PLAYERS FEAR MOST.

He holds more
moves and cunning

NHL war zone, with active trz
the real Gretzky could have a har

layer in NHL history. And we took his speed,
'98 3D Hockey. It's not just a game. It's an
ew, advanced simulation mode that even
he ice in November.

THENHLA LD s e THENHL, 10 HOCKErS
{53 oot Nesa p g AN
and iy o b L)

R oy e s oy Lo e
Ao Lty R P e v




goes back onto IRC. America Online is an
online service separate from the Internet, but
one that also allows its users to have access
to the Web, FTP (File Transfer Protocol, a way
of transferring files on the Net) and the
Newsgroups (like a virtual bulletin board
where people post messages on various sub-
jects, like a delayed chat in a way). AOL’s chat
is different than IRC but has some of the
same characteristics. LordChimp goes on...
LordChimp: Hey all.

Ottomatix: Yo! I'm gonna’ punt you dude.
LordChimp: Huh? What do you mean? You
sound pretty urban. You from a big city,
tough guy?

« LordChimp comes to find that to be “punt-
ed” means to have a continuous flow of
Instant Messages come to you from one per-
son until you get “punted” offline because of
all those messages. It's not a good thing but
luckily it didn’t work (but Ottomatix kept try-
ing). Punting is not condoned by AOL in any
way, shape or form. Meanwhile, back in the
chat room...

Cesaz23: Nintendo 64 rocks!

Magtronix4: No way, PlayStation kills it,
dude.

Cesaz23: Get outta here, yo. néy kills the PS.
Wilbur_PC: | like my Saturn actually.

* A series of messages telling Wilbur_PC that
he is lame suddenly appear. Soon, many of
the chat room occupants seem to be punting
poor Wilbur_PC off AOL for no good reason
Wwe can see.

LordChimp: Don't you guys think you were a
little harsh?

Cesaz33: No way. Why? You wanna be next?
LordChimp: So do you guys actually have any
good conversation about gaming on here?
Cesa233: Yeah, man. | like N64. It rocks!
LordChimp: No, | mean more than that...
ahhh, never mind.

* Disgusted with the lame chatter on AOL,
LordChimp continues looking for something
intelligent on the Internet. Through his inves-
tigating, he has found that IRC is the place to
be on the Net—a place of good discussion
and few Flame Wars (Flame Wars are where
two users keep insulting each other back and
forth, over and over again).

* Sadly, LordChimp realizes that he is almost

- =
out of Doritos (www.fritolay.com), but realizes that
he may have some two-week-old Tostitos (same
address) in the kitchen. What will he do?

* Doritos in hand, LordChimp comes back from the
local 7-11 (www.7-11.com) ready for some more in-
depth discussion on video games. More IRC
debates follow on #sega, #psx, #mk and #atari.
LordChimp has great debates on the future of the
Saturn, but finds that Jaguar owners are a bitter
bunch. Here’s a sampling of a discussion on
#vidgames! Notice how it goes from one subject to
the next rather quickly:
SuperPac: hey Chimp

Chimp_: what's up pac

SuperPac: how 'bout that N64 eh? Now that’s a
system that SUCKS.

Chimp_: you think s0? why?
SuperPac: cartridge man...that format is archaic.
SuperPac: hey Alert
Alert_: Hey Chimp
Mo: hmm
Alert_: Any of you guys play Time Crisis?
piccolo_: Alert_: me

Chimp_: the né4 still has some awesome graph-
ics though
Alert_: Picc—How long a game is it. | just got it for
the playstation
SuperPac: Chimp: yeah, but they don’t have that
interactive FMV that we all love.

Chimp_: FMV is overrated...look at night trap...
now that was a classic...ahem
SuperPac: Night Trap is a classic.. fantastic game.
Alert_: Chimp—FMV rules, you know that.
_Chimp_: maybe if FMV in games was like Soviet
Strike, then we'd be somewhere.
SuperPac: Chimp: Soviet Strike? That game
sucks...you suck.

Chimp_: I'm talking about the FMV, not the game,
wussie.

Alert_: Skye —you suck
SuperPac: EA should never have made Soviet
Strike...what were they thinking?

_Chimp_: they were trying to bring back the
series but failed...like the PS will.

Alert_: Soviet Strike had some technical
flaws, but it was average.

Alert_: Nuclear Strike is much better.
_Chimp_: nuclear strike is soviet strike w/o
the russians.

TGhostal: But anyway..the N64 sucks...PS
makes a good cupholder...| still like my
AMIGA.

_Chimp_: Amiga rocks.

TGhostal: and ummmm...James Pond.

A m
d.ll

® LordChimp goes back onto IRC feeling
a little better (or so he says). Going back
onto #vidgames!, LordChimp starts actively
participating in discussion.

LordChimp: Hey guys! I'm back.

Alert: How you feelin’ Chimp?

Killah: Hey what's up?

LordChimp: I'm feeling better. Say, Killah,

are you new to this channel?

Killah: Yeah, why?

LordChimp: You like apes?

Killah: Sure | guess

Alert: | think he’s doing it again.

LordChimp: | have a chimp | can sell you for
$100...we'll do it real fancy like.

Killah: | don’t know what you mean.
SuperPac: Chimp: Maybe you should go get
some rest

Red_Alert: Don’t come back here OK?

The verdict: If you really want to find some
useful information on the Internet, stay on the
Web most of the time, and go onto a video
game IRC channel @ night (IRC’s peak time).
Stay away from AOL unless they have some-
thing cool going on (ke some live event)
because the average user seems to have
some serious social problems and far too
much computer knowledge. NOTE: Although
LordChimp was supposed to last until
8:00a.m., we found him @ 7:15a.m. curled up
like a lamb, dreaming of streaming data.
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ITS THE
MOST 3-D
2-D GAME

IN FIGHTING

HISTORY!

ortal Kombat 4 is final-
ly here! Since the first
MK hit in 1992, it has

been one of the most popular arcade
series since, well, Street Fighter. Each
incarnation has had just enough new
additions to keep fans poppin’ in
their hard-earned quarters. MK was
revolutionary in its gameplay (heck—
it added the word “fatality” to every
game player’s vocabulary!). MK2 was
just da bomb with several new char-
acters, new fatalities and the most
kick-ass graphics of any fighting
game to date. MK3 had the Run but-
ton, originally scoffed at by some
people as “no big deal” but now used
as often as fireballs and uppercuts.

So what does the newest MK
deliver? Its graphics are far superior
to that of, say, Street Fighter EX. The
idea, however, is extremely similar:a
3-D rendering of a 2-D fighting
engine. Just as with SFEX, MK4 is
lacking in 3-D gameplay. There is no
sidestep, for instance. Ed Boon said
he chose not to put it in because no
one uses it in games like Tekken. But
MK4 is also missing reversals and
multistep throws that could have
added much to its gameplay.

So as it stands, the game plays
quite a bit like the series’ previous
ir quite an it
considering its 3-D graphics. It does
have absolutely the best collision
detection of any 3-D game (for exam-
ple, you can uppercut or roundhouse
someone out of the air just as you did
in MK2 and MK3, but really can't do
in SFEX, Tekken or the VF games).

Another major change is that now
every character has a different
weapon (the finished version's
weapons may be different from those
in the test game. Once the game is
tested for balance, the weakest char-
acter will get the strongest weapon
and so on).

The finished version will also have
scripted cinema endings, as well as
one more selectable character and
three secret characters.




SCORPION

Scorpion is the same fun-lovin’ ninja
he’s always been. He still has his tele-
port, air throw, and of course, his “GET
OVER HERE!” spear. The bad part is that
his previous “real” combos, such as his
teleport punch spear, don’t work because
of the animation times of his moves. His
current weapon is a basic long sword.

SUB-ZERO

Sub-Zero is pretty standard as well.
He has his slide, freeze clone, and of
course, his freeze fireball. His combos
such as jump kick slide and freeze,
uppercut then freeze in air for another
hit, remain intact in MKg. His current
weapon is a hatchet that can take off
medium damage.

Sonya has the same old moves with
the addition of a really cool weapon. Her
(if she keeps it, that is) “spiked pinwheel”
is a group of several spinning daggers on
the end of a stick and can do the most
damage next to Liu Kang’s snake sword.
Her diagonal kick seems to be more
vertically arched as well.

Liu Kang’s moves are all the same
but he is now a full-on F, F character with
no more charge moves. His bicycle kick is
now F, F LK making him even more deadly

than he was in the previous MKs (and
that’s a bold statement!). His current
weapon is a curved snake-like sword. It
is fast and takes off the most damage.

RAIDEN

Raiden is a little different. He now
has a high and low fireball and his
“backward lightning” no longer exists.
The animation of his Torpedo is excellent.
He doesn’t seem to have his teleport
anymore either. His current weapon
does not do the kind of damage you'd
expect from a 3-foot-long mallet.

Fujin has the most amount of moves
of any new character. He has a jumping
knee attack, a couple of spin moves as
well as a fireball. He also has Ermac’s
levitate move. His weapon is the most
interesting: a crossbow that shoots
out a green bolt of energy that
bounces off walls.

THE GAMEPLAY
[RANDOM’ F'GROUP - FHIDDEN.

AKING OF MORTAL KOVIBAT 4

MK4 has been in
the works for some
time now. First off,
Boon and the rest
of the team decided
on a 3-D style,
which would require
substantially more
powerful hardware.

That hardware is Zeus, a monster system allowing
for as many as 1.2 million quads per second, a
quad being several polygons pieced together so
small you can hardly tell they're polygons! Next
they used several people (including Midway
employees like Boon and former MKer Richard
“Kano” Divisio) performing karate moves to get
the animation for the characters in the game.
Then they used a program called Lightwave to
create the models for the characters based on
Tobias" moves and sketches.

The basic move all the same:
D + HP for uppercut, etc. Pulling out
your weapon is the same as Scorpion’s
teleport, QCB + HP, except for Scorpion
which was a HCF + HP. This will change
by the time the full version is out. There is
also a new hyper-extend or bone-breaker
throw by hitting F + LK. Ther
F -+ LP throw for everyone. Thei
three buttons at
the bottom of the
Character Select
Screen as well
One of them will
be for Group
Mode. One is to
hide what char-
acter you choose.

JEcGMm
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On the MK test tour, gamers are getting their
first taste of the new MK. But still to be added
(besides the missing characters, character balance
and other gameplay items) are the fatalities and
endings. These will be quite different from what
you're currently used to. The fatalities will be
graphically enhanced. A few of them, such as
Scorpion’s fire-breathing finisher and Sub-Zero's
spine rip, will look familiar, while an arm rip and
others will be completely new. Boon has stated the
perspective during fatalities will be much more
dynamic. The endings
will also cease to be
two or three pictures
with text underneath.

The team is currently
working on scripted
cinema sequences‘
There is still quite a
bit of work to be
done to MK4!

Shinnok only had one move playable
in the newest version and unfortunately
as of press time we don’t even know what
that one move is. He is an evil character
in Japanese mythology and looks
extremely sinister in his red robe and
strange hat. His weapon is a long staff
with a blade on the end of it.

Quan Chi is the only character in
MKg4 making appearances in both MK
Mythologies and MK: Annihilation (the
MK movie sequel). He seems to be a
monk of some kind. He has a couple com-
bos as of press time, as well as a move
where he automatically steals another
opponent’s weapon from his or her hands!

NOOB SAIBOT

Noob will probably have the same
moves he did in the previous MK, but
right now he doesn’t have much of
anything new. He has his teleport, but
that’s as fancy as he gets right now. Once
he teleports through the floor, it’s up to
you to provide the attack. He has no
weapon as of yet either.

MK Mythologies is the Sub-Zero side-
olling adventure coming soon to a PS
and N64 near you. The game is extremely
similar to the gameplay in an MK game,
but in a side-scrolling environment
Besides having excellent backgrounds
and a cool story
line, a few of the
characters you see
in MK4 will make
appearances in
. this game as well!

REPTILE

One of two new characters in the
most recent MK4 tour version was a much
more reptilian Reptile. He has scales and
a strange new mask. His only move right
now is a bizarre one where he crawls on
the ground after you. It is unknown if he
will have his ball, spit or slide attacks.

Kai is the “African-American Liu
Kang” character we reported in last
month’s EGM". He is extremely fast and
has several attacks, such as a fireball
that shoots vertically (like the new Sub-
Zero’s freeze attack) and a move where
he stands on his hands and chases after
you. He had no weapon as of press time.

Who's still to come? Well you won’t
see Shang Tsung (THE BEST CHARACTER),
Kintaro, Shao Kahn or several characters
from MK3 (NO JAX!). There is a chance
Goro will be in it, as there are three
characters still shrouded in mystery.
One character will also be added to
the selectable roster.
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Duke Nukem's Stadium Boss goes
polygonal for the N64 version.

You can DukeMatch with up to
three human or CPU opponents.

The Doom Clone With An Attltude

ne of the most popular
first-person shooters
for the PC is slowly
making its way to the
home systems. The lat-
est version, for the N64,
is perhaps the best so far. Duke
Nukem 64 goes beyond a simple
straight-to-console port. The
designers are adding enough new
features and changing enough old
ones to make gamers want to
take a closer look.
For those of you who are
not familiar with the Duke, here's
an abbreviated history: Aliens
invade Earth, Duke kills aliens.
OK, no big deal there, but
Duke's winning formula on the
PC wasn't a result of the story
line. Duke Nukem 3D became
a big hit because of the wonder-
fully designed stages, unique
weaponry and killer personality.
Duke Nukem is the first major
first-person shooter to take place
in present day and futuristic envi-
ronments. You must explore many
earthly locales like movie theaters,

Use security cameras to scope out
unexplored parts of the stage.

book stores, hotels, subway sta-
tions, office buildings, pool halls
and much more. In the second
episode, Duke visits space sta-
tions, alien bases and other sci-fi
levels. Each level is crafted with
special attention paid to every
detail, from the graffiti on the
walls to the pay phones in

the night clubs.

The weapons also make for an
interesting game playing experi-
ence. In the Nintendo 64 version,
you can wield shotguns with high-
explosive rounds, twin subma-
chine guns, grenade launchers
heat-seeking missiles, shrink rays,
plasma cannons, laser trip mines
and pipe bombs (unfortunately,
the freeze ray from the original
game has been taken out). So not
only can you blast an enemy
apart, you can set traj
shrink them (then squish ‘em)

Duke 64 will support two to
four multiplayer action. What if
you don't have three other friends
to play Duke with? Well don't fret,
because Duke 64 has a new

Laser mines-you just can't
have a blast without them.

feature called the Al Bot, ported
from Duke Nukem: Atomic Edition
on the PC. You

er-controlled opponents

Duke 64 also has 32 large lev-
els that will feed any Duke fan's
appetite for destruction. Three of
these are N64 exclusive Duke-

and the other 29
modified level ken from the
PC's Duke Nukem: Atomic Edition.
Each of these has bee
ed from the ground up. The
secrets have been moved around,
and the level layouts have been
changed. Upon first playing Duke
64, you may see much resem-
blance to the previous versions,
but you'll realize that things have
been changed significantly.

GT Interactive is certainly
making an effort to make this
Duke stand out over the others.
The changes may give this version

just what it needs to beat out the

multitude of other “Doom clont
on the market. Besides, what
other console version is going to
let you play a four-player match

of one of the best first-pers
shooter

round? M

n simulate multi-
player DukeMatches with comput-

Everyone is wondering
whether the console Duke
Nukerns will have any of the
adult-themed humor found
in the original. Well, the
Nintendo 64 Duke is, so far.
the tamest. All of the former-
ly scantily clad wormen will
now be wearing T-shirts, and
you can no longer kill them.
To make matters worse, you
can actually rescue them!
The game will award you
points for every female you
escort off to safety. Oh well
What did you expect from
the “Fun Machine?

L=



PREPARE TO ENTER

Contest Rules
1. No Purchase Necessary: To enter, send a stan-
dard size postcard containing name, address, and
mber to "EGM Deathtrap Dungeon
EIDOS Interactive, 651 Brannan
Street, San Francisco, CA, 94107. No pur-
chase or payment of any money is necessary
10 enter. One entry per household. Al entries
must be handwritten. Mechanically repro-
duced entries will not be accepted. Entries
must be received by October 31, 1997. All
entries become exclusive property of EIDOS
Interactive (Sponsor) and will not be acknow
edged or returned. Sponsor assumes n
responsibilit for lost, mutilated, late, ilegible,
incomplete, postage-due or misdirected
entries. Only one prize per family, organiza-
tion or household.

2. Prizes: One Grand Prize winner wil
receive the official Deathtrap Dungeon collec-
tor's sword, a PSX version of Deathirap
Dungeon, an ACT LABS Psychopad Jr.
gamepad, and a Deathtrap Dungeon
poster. Five First Prize winners will
receive an ACT LABS Psychopad Jr.
gamepad, a PSX version of Deathtrap
Dungeon, and a Deathtrap Dungeon
poster. Ten Second Prize winners will
receive a Deathirap Dungeon Strategy
guide and a Deathtrap Dungeon poster.

4. Eligibility: Contest open to residents of
United States and Canada. Void in Rhode
Island and Quebec. Non-compliance with the
time parameters contained herein or return of

any prize/prize notification as undeliverable will
resultin disqualification and an alternate winner will
be selected. Winners or their legal guardians shall
sign an affidavit of eligibility/release of liability/prize
‘acceptance within 30 days of receipt or forfeit prize.
By acceptance of prize, winner(s) agree 1o the use of
their name and/or likeness for purposes of advertis:
ing, trade, or promotion, without further compensation,
unless prohibited by law. Employees of Ziff-Davis
Publishing Company, Sponsor(s) and their respective
affiiates are not eligible. Neither Ziff-Davis Publishing
Company, Sponsor(s) nor their respective afiates,
subsidiaries, divisions or related companies are
responsible for any damages, taxes or expenses that
consumers might incur as a result of this contest or
receipt of prize. Winners accepting prizes agree that
all prizes are awarded on the condition that Ziff-Davis
Publishing Company, Sponsor(s) and their agents,
representatives and employees will have no liability
whatsoever for any injuries, losses or damages

of any kind resulting from acceptance, posses-
sion of use of the prizes.

5. Winners List: For a list of winners, send a
stamped, self-addressed envelope to "EGM
Deathtrap Dungeon Contest Winners List”
EIDOS Interactive, 651 Brannan Street, San
Francisco, CA, 94107. Requests for winners lists
must be received by November 7, 1997. Allow 4
weeks for delivery of winners list

6. Resirictions: Void where prohibited o restricted
by law. Al federal, state and local regulations apply.
7- Sponsors: This contest is solely sponsored by
EIDOS Interactive and ACT LABS. EIDOS
Interactive and Deathtrap Dungeon are trademarks
of EIDOS, Plc. © 1997 EIDOS Plc. Psychopad Jr.
and ACT LABS are trademarks of ACT

Laboratory Ltd. © 1997 ACT Laboratory Lid. All
Rights Reserved. Printed in USA
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NEXT WAVE

Saturn Owners,

uake revolutionized
PC gaming with its
incredible 3-D graphic
engine and Internet
capabilities when it
arrived a little over a year
ago. Finally, this groundbreaking
3-D game is making its 32-Bit
debut on the Saturn, a system
whose polygonal capabilities have
been generally understated.
Quake is about as straightfor-
ward a game as they come. It is
a first-person, 3-D shooter that
has no fancy story, no full-motion
video and enemies that have
the personality of a tablecloth
(although they really are good
at killing). In fact, the only goal
in Quake is to kill everything in
your path to reach the level's exit
teleporter called a “Slipgate”
Within each level are plenty of

The large and diverse 3-D environments that comprise

Quake are quite impressive.

enemies to sate your killing
instincts. There are 13 different
ones in all including vicious
rottweilers, laser gun-wielding
soldiers, lightning-spewing
Shamblers, zombies that rip out
and throw their own poison flesh
as a weapon (Crispin’s line is
“Give them credit for making do
with what they have”) and big, fat
ogres that throw grenades with
one hand and hold a chainsaw in
= the other. There
§ are also a cou-
ple of huge end
Bosses that can
be found at the
end of the first
and fourth
“Episodes”
(groupings of
approximately
six levels each).
The arsenal
in Quake is
comprised of
eight different
weapons tai-
lored to achieve
the same result
in many different
ways. For close-

Shooting creatures when you're this close to them is not
recommended. Kinda neat, but not recommended.

range encounters, the weapon of
choice is an axe or a shotgun.
When there's some space
between you and your target, t
Rocket Launcher does wonders.
The Grenade Launcher is handy
for rolling little explosive bundles
of joy down staiwells and through
windows. Also in the repertoire
are a Nail Gun, a Perforator (a
bigger Nail Gun) and the
Thunderbolt, a gun that dis-
charges lightning bursts. Several
defensive items can be found
throughout the levels such as
different grades of armor, an item
that makes you invisible (only a
pair of 3-D eyeballs are visible to
others) and runes that enhance
your soldier's abilities.

There's a bit more to the game
than just mindlessly shooting
enemies (although, yes, that's
most of it). In addition to avoiding
being killed by the game's vast
cast of creatures, there are plenty
of traps to avoid and push-button
pumes (push button to open door
at other side of level, etc) that
must be solved and navigated to
reach the exit

So what are the levels like? Well

Get Ready To Rumble

the 3-D, complex architecture is
probably unlike anything seen
on a console. The Quake 3-D
engine allows jumping, looking
up and down and allows for play
in a fully 3-D environment. There
is water (you can swim above or
under it), multiple level room:
moving platforms and a variety
of object textures and light-soure-
ing that make the world come to
life. Several motifs make up the
levels in Quake. The beginning
of the game takes place in the
“Slipgate Complex,” which is
comprised of a bright, high-tech,
metallic building complete with
Kkiller dogs and soldiers. Other
levels are more foreboding and
dark to the point where you can
barely see creatures close enougl
to kiss you (although that surely
won't be their intent).

While Internet play was Quake's
biggest claim to fame on the PC,
it will be interesting to see how
console players embrace its
sole counterpart. Regardless, it
appears that Quake is on track to
be an outstanding translation, at
least as a single-player game. B
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First-person shooter







Someone please qef the guys who make

Possibly the greatest game ever made i available only on PlayStation.




carfridge pames a cigarette and a blindold.
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Good thing. If it were available on cartridge. it d retail for around $1.200. SQUARESOFT'

PlayStation

NEVER UNDERESTIMATE
THE POWER OF PLAYSTATION™
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This looks like a scene straight out
of Tekken or Virtua Fighter.

Street Fighter

EX PLUS (O

Street Fighting Finally Goes 3-D

inally, the most popular
fighting game series in
the history of video
games enters the third
dimension. Street

Fighter EX Plus Alpha is

an enhanced version of the arcade

title Street Fighter EX Plus. This
PlayStation exclusive will have the
most number of features and
characters yet
Any Street Fighter aficionado
can pick up SFEX+QL instantly.
It plays and feels like any of
the classics. Gameplay may feel
a bit more sluggish than the
2-D games, but this is due
to the extra frames of animation
each group of polygonal
fighters gets treated to. The
result is a smooth-moving
game that can stand up to the
graphical might of the earlier
Virtua Fighter games.
The EX series introduces

of a full meter) and are execut-
ed by pressing corresponding
Punch and Kick buttons at the
same time (eg. Light Punch +
Light Kick). If this attack lands.
you will automatically dizzy
your opponent. This can be
used to set up or used in con-
junction with any number of
manual or super combos.

-

y
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Every Street Fighter character now has an unblockable attack.
They take up one section of your super combo meter (one-third

several new characters to the

SF universe, even more than
Street Fighter lIl did. The newbies
include pugilists C. Jack and
Darun, the acrobatic Skullomania
and the rest of the supporting
cast of Kairi, Garuda, Pullum,
Allen, Blair, Hokuto and D. Dark.
P\aySlauun owners also get treat-
ed to several extra characters not
in the arcade version, includin
Dhalsim, Sakura and Cycloid Beta

d Cycloid Gamma.

Most of the other new fighters
have new-/ooking, never-before-
seen moves, but the joypad exe-
cutions to perform them remain
the classic, if not outdated, SF-

yle. But some of the older moves
we've grown used to have been

ghtly modified. For example,
Chi Spinning Bird
Kick is now done with a fireball
motion (instead of a charge down
then up), and each spin of Ken's

Batta got no stick. C. Jack can bat
or kick away fireball projectiles

and Ryu's Hurricane Kick must be
performed separately. This may
sound like bad news at first, but
those of us who have played to
death the million previous incar-
nations of Street Fighter Il may
welcome the little chang
Although the arcade fighter
saw limited distribution, it was
still popular with fans of the lor
running Street Fighter series.
The name recognition and classic
gameplay style may instantly
elevate Street Fighter EX Plus
Alpha above its Tekken and
Dynasty Warrior competition.
Keep an eye out for this hot
polygonal fighter. B

Never played a Street
Fighter game before? Want to
learn SFEX+('s new charac-
ters? Well just memorize the
handy universal Street Fighter
system below. If you ever
want to play a new SF charac-
ter, or you're just trying out
these games for the first time.
simply attempt any one of the

|
following moves, and you'll be
guaranteed certain success."
All moves are for characters
facing right
§)(N) (=) + Button
= (1) &) + Button
3) (#) (=) + Button
«= (}) () + Button
charge (=) (=) + Button
charge (§)€t) + Button
‘«=) () (3) (\) (= + Button

=) (\) () () =) + Button

And there you go. You just
learned almost every move for
every Street Fighter game!
And who said the series was
getting redundant?

“chance of actual success: 999%
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he first 32-Bit Strike

title, Soviet Strike, was a

relatively disappointing

game. It clearly suffered

technically from

Electronic Arts’ growing
pains as they tried to adapt to
developing 32-Bit games. From
playing Nuclear Strike, it's appar-
ent that many lessons have been
learned as the early preview ver-
sion of this game is already more
impressive than its predecessor.
As is implied by the title,

Nuclear Strike revolves around
a series of missions geared
toward stopping a madman from
unleashing a nuclear weapon
The story is well interwoven with-
in the game through a series of
quick, well-produced video clips
between and during missions. In
case anyone really cares, many of
the same characters from the
previous Strike game will return
to the sequel, giving the series a
sense of continuity.

Notice all of the different vehicles
b at your disposal, such as the Huey
helicopter and the hovercraft.

One of the major flaws of
Soviet Strike (according to EA)
was that the missions were a little
too hard and drawn out. As a
result, Nuclear Strike has been
designed with an eye for ease of
use. The missions are better
defined, more supplies are avail-
able and the map and mission
interface is more intuitive. The
Heads-Up Display (HUD) is also
improved, making it e
locate enemies, objectives and
other key locations in the impres-
sively large terrain maps.

Although the game has been
made a bit more manageable,
Nuclear Strike promises to have
increased depth. Thirteen differ-
ent vehicles are available (in
addition to the stock Apache)
including a tank, a hovercraft, a
Harrier jet, the A-10 Warthog, the
Huey (chopper) and even a news
helicopter (we know how impor-
tant those can be in a war). Some
missions will be very complex,

Here, a rebel army gets ready to
unload a crate of guns that must be
flown in as one of the objectives.

The scenery in Nuclear Strike s quite elaborate. It looks even prettier
when you're burning and blasting it to bits

involving friendly ground forces
and support missions. With so
many different combat vehicles
and aircraft in the game, the
variety of tasks is enormous.
Technically, Nuclear Strike
should be a treat for action game
fans. The graphics have been
improved substantially since the
previous Strike game. The terrain
now scrolls smoothly (it used to
be jerky at times), and the frame
rate is much brisker. The explo-
sions are much more spectacu-
lar—unfortunate vehicles and
buildings are engulfed in flames,
which then dissipate to reveal a
crater as a sloppy reminder

of your handiwork
With all of the improvements
being made to Nuclear Strike, it
Iauks like this (keep your fingers
ed) will be the game that




YOU SEE A NEW ADVENTURE HERO.




Help Croc, the crusading crocodile
rescue his peace-loving Gobbo
Islander friends from the grasp of an
evil magician, Baron Dante. Croc must overcome obstacles like lava flows and castle trap doors to battle monsters

including swarming sharks to giant bees. Each island world brings a new adventure to Croc, as he hunts for powerful crystals and the
pieces to the puzzle that will release his friends from the Baron’s spell.

- Free roaming 3D gameplay lets you go anywhere as you run, jump, climb, push, swim and jelly jump!
» - Bmﬂmlingly lush graphics in over 50 amazing environments including forests, glaciers, deserts, lava flows and underwater caves.

www.foxinteractive.com

Groc © Argonaut Software Lid, 1997. Al rights reserved. Croc and Croc: Legend of the Gobbos are trademarks of Argonaut Software Lid, 1997. © 1997 Tweniieth Century Fox Fiim Corporation. Al ights reserved.
Entertainmant, Inc. ga Enterprises, L1,

Corporation. All Rights Reserved
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The slot machines offer the Notice the handy money beit
largest bang for your buck. at the bottom of the screen.

ooray! Finally, budding ~ money has been stockpiled in at any of 16 casino games
young gamblers have  your money belt, you are then including: Black Jack, Poker,
a game to teach them able to access Tournament Mode  Slots, Craps, Roulette and
the ins and outs of (ak.a. Chaos Mystery Mode). several others including the
Vegas-style gambling!  This mode will take you into the  always-exciting Keno. Al of

Golden Nugget from  plotted portion of the game in the games are 3-D rendered
Virgin attempts to re-create the  which FMV clips introduce you and can be viewed from three
F actual Golden Nugget Hotel in to several Vegas types including  different angles.
all its glorious, gaudy splendor your new friend and confidant For the most part, the individ-
using the casino's ornate lobby Adam West. ual game screens are clear of
as a gateway to several different You play the part of Steven extra windows and extraneous
areas of gambling contained Killsbourg, a man intrigued with  decorations, featuring a simple
within. Start your day off armed poker and mystery solving. You'll  pop-up purse containing your
with $10,000 and a willingness need to help your ex-girlfriend money divided into denomina-
to blow it all and you're off to (also in the game) figure out tions. You can access your you are unfamiliar with certain
the tables. who stole the Chaos computer money purse when betting at games. Yet, even with your
The game has two styles: chip from one of the suites in tables or feeding the slots and skills intact, the odds of hitting

Casino and Chaos Mystery the hotel. The magical chip can video poker machines. A running three of a kind on the slots or
Mode. You have the option predict many things, including tally of your winnings will tell marking your number on the
to just gamble at random unknown cards and the roll of you when you're running low on roulette wheel are low and
tables and machines or go all the dice. Interacting with the funds. Also displayed on your could take a while. Fortunately,
# out in Chaos Mode, challenging  other guests will give you clues purse will be your VIP card it's all free.
up to five computer players to as to who is capable of such a (should you be lucky enough to For those who just wish to
| high-stakes poker games com-  crime. Find out who stole the win one). Winning the card is master the games, in anticipation
plete with a curious subplot, the chip and you will solve the mys-  tough being that it costs at least  of gambling with real money
mystery of the stolen Chaos tery and win a boat- load $50,000. With the card, you can some day, Golden Nugget could
computer chip. of money. access the high-limit games or be your best resource. Of course,
Once the fundamentals of For the no-nonsense gambler, the big-money slots. we at EGM don’t condone,
gambling are acquired (particu-  Casino Mode will satisfy the Competing against the casino  encourage or otherwise support
larly the poker skills), and a lot of  gambling urge. Try your luck is as challenging as the real that sort of activity, unless it's
thing. A large manual will tell done under heavy adult supervi-
you what you need to know if sion or something. B

Virgin
Abalone

Gambling

3-D animations re-create the Black Jack is one of the simplest
Craps roll as closely as msl Je. master in Golden Nugget.
-/

EHEGM



Score $10.00 OrFF AT SEARS on
“THE BEST FoOoTBALL GAME EVER MADE”

- ULTRA GAME PLAYERS

610 OFF @ sz:Fﬂ
|SEARS T

. R5770429%1000
Good for $10 off Sears Funtronics Dept. regular purchase price. Valid 09/02/97 - 11/01/97 only. Offer not good %
on layaway balances, gitt certficates or credit card payments. Not redeemable for cash. Not valid with any other PlayStation
coupons or offers. Limit one coupon per transaction, one per customer. Void where prohibited by law. Cash value
1/20¢. © 1997 Sears, Roebuck and Co. Satisfaction guaranteed or your money back.
N . I N S .

Sony Computer Entertainment logo is a trademark of Sony C and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Officially fcensed product of
the NFL Players and NFL Propertis. i National Footbal League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. TM
1997 NFLP. Players Inc logo is an oficial trademark of the Inc. Developed by Sony © 1997 Sony Computer inc.
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While pretty close to a gosh-darn miracle, Dolly — that cloned sheep — really doesn’t
understand the nuances of the butterfly style. In fact, she's a lot like those other hock-
ey games — the ones where all the little computer guys play the same. Claude Lemieux
doesn’t check like Brind’Amour in real life, and he doesn’t in NHL Powerplay™’98 either.
Our Patrick Roy doesn't make glove saves like the Dominator, and you'll have a
tough time beating our Beezer through the five hole. We use the actual styles and
abilities of guys like Fedorov, Shanahan, Leetch and every other player in the NHL to
deliver the most realistic hockey game ever created. It’s real skating, real physics
and real action — and it’s a helluva lot cooler than cloning sheep. www.vie.com

Visit Your Local Retailer or Call:

BERNE-COW
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K, so real-life crocodiles
ain't all that cute, espe-
cially since they have
a nasty habit of eating
people. But the toothy
star of Fox Interactive’s
Croc is a kinder, gentler kind of
camnivore. Heck, we would say
he's sure-shot mascot material, if
he didn't face fierce competition
from the likes of fellow cutesy
3-D game characters Gex and
Jersey Devil (not to mention a
certain bandicoot).

Croc is a 3-D, wander-
anywhere platform game that's
heavy on puzzles and ultracute
enemies. As the crocodilian
hero, you can butt stomp on
bad guys, swipe them with your
tail, pull yourself up Lara Croft-
style onto overhangs, swim, cling
to drifting balloons, push around

crates, perform flips to reverse
direction and clamber hand-over-
hand under certain platforms (the
game also supports Sony's ana-
log pad for more precise control).
Most puzzles require you to

What would a game about a croc be
without an underwater stage?

activate certain switches to put
platforms in motion or shove
crates beneath overhanging
platforms (here’s a tip—don't crush
every crate, since you might need
to climb it to a caged Gobbo or
crystal later).

The game has nearly 50 levels,
which are divided among five
islands—desert, ice, forest, a secret
island and the castle island of
Baron Dante. In true bad-guy style,
Dante has captured all the islands’
peace-loving Gobbos, the sort of
fuzzy-face little critters that only a
super villain would want to hurt. So
you, as Croc, have to rescue the
caged Gobbos, six from each level
You'll also find crystals that'll build
up your health. When enemies nail

ou, your crystals scatter every-
where. So, just like Sonic and his
rings, you won't die as long as you
have at least one crystal.

Levels are divided into separate
arenas, most with a puzzle or two
that you'll need to clear. The are-
nas are fairly small, and what Croc
does in one—say he activates a
switch, for instance—may affect
another. Counting all the regular
and secret levels, there are 200

Croc’s webbed feet allow for him to
climb in certain areas of the game.
individual game arenas in all. And
some arenas have Croc doing
more than solving puzzles and
scaling platforms. A few have him
swimming through submerged
caves, and there are even a few
snowboarding levels.

Croc is being developed by
Argonaut, the company that
designed the Super FX Chip for
Nintendo (which was used in Star
Fox) that pumped up that system’s
polygon-pushing power. Croc looks
like further proof that these boys
know their stuff when it comes to
developing 3-D games.

Balloons can be used to travel across
steep drops and large chasms.

It’s a Secret

You're gonna have to do a

little work to rescue all six of
each level's Gobbos. One of
these critters is hidden in its
own secret level, which lies
behind the locked door you'll
find near each regular level's
exit. To open these doors,
you'l need to collect the
five colored gems that are
scattered throughout the
reqular levels.

But the secrets don't
stop there. If you open each
secret level and rescue its
hidden Gobbo, you'll be

granted acce
secret island!

5 Lo an entire
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TO THE MOST INCREDIBLEMEALISTIC "
FISHING EXPERIENCE EVER! _}‘
Reel Fishing features amazing full-motion video sequences and a variety of environmental sounds that put.you

on the banks of fish-filled rivers, streams, and lakes. You'll feel the excitement of fighting

e fish, the pride of
landing them, and the anguish of “the one thal gol away.” And no other game offers you the option of keeping,
your catches in fully-equipped aguariums where you can name them, fced them, and even watch them grow!

\

“REEL FISHING IS SIMPLY STUNNING.”

“EGM GUIDE 1O SPORTS VIDEO GAMES
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ho needs all those crazy,
long names that talk
about “super alpha” this
and “battle arena” that?
When it comes down to
it, all that fighting games
are about are fighting—one player
against another player. So what
V better name to use for a fighter
than “V:
pl can fight in 12
different arenas—three arenas in
each of the gang's “hoods.” The
various arenas put players in
‘ anywhere from a construction
site, where the animated back-
ground adds a sense of depth to
the level, to the outside of a
library near a college. Each of
the four sets of three reflects
the style of the gang they're
based on (i.e., the campus gang
areas look like college grounds
where the hoods fight in heavily
urbanized areas).

The fighters in the game come
from four different gangs. There
are 16 characters to choose from
and four additional characters that

Every time you take out the enemy,
blood spews from his/her neck. Hmm.

thing to do when you

modes you can choose
from. The first, a stan-
dard one-player vs. CPU
is self-explanatory, but
the later modes allow
players to compete in a
Survival Mode where the
members of one gang
get to fight against

ve
CHRRRCTER % % CHRRRCTER
SELECT ¥ W SELECT

become available after each gang
is beat (the gang leaders from the
four gangs).

Vs. runs at 60 FPS, so look for
realistic animation. On top of
this, the characters’ moves were
motion-captured to insure fluidity.
Each character has a real-life
fighting style. Some include kung-
fu, jujitsu and wrestling, among
others. And really, there’s nothing
nicer than seeing a young college
girl using karate on a street thug.

There are six different play

Nowadays, gangs have a bunch of
regular-looking kids in them...kinda.

versions of themselves. Another
mode, the one-player Rumble
Mode, allows a player to choose
the gang and then use that gang'
four players to fight a rival gang.
The control is similar to Soul
Blade but without the weapons of

Wearing one striped sock is the “in”

in a gang.

course (since this is all about
some fist-to-fist gang fighting).
Three of the four buttons are used
for attacks and the fourth button
is used for blocking.

Adding to the rebellious youth
motif is the soundtrack to Vs. Some
of the songs reflect the hectic
mood of street fighting (or the
hard, techno sound of violence).
The bands doing the music for the
game are Pigs In Space, Razed in
Black, Los Infernos and Suicide
Machines. Keep an eye for them
in stores already. M

There are four gangs which

the characters in Vs. come

from. They are the Beach

gang, the Hood gang. the -
Campus gang and the

Streets gang, Each gang has

its own style of fighters. The
Hood has urban-influenced
thugs with an “in-your-face’ ‘
fighting style, whereas the

Beach gang has its own set

of combatants and style.

Once agang is picked, the

player can choose what
character from that gang they
want to be. Then yet another
option is presented: where

they want to fight

ar %
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Ty your uck at Double Diamond slots. Solve a mystery starring Adam West

It seems elegance, excitement, and 16 games of chance can actually fit inside one video game. That's right, finally a casino game has
been created for the Sony PlayStation game console. Luckily that game
environment. Saunter into this virtual Las Vegas casino, and play BlackJack, Craps, 7 Card Stud and more. And play them all with the
odds and payoffs youd really have in Vegas. You'll also get to solve a mystery with Adam West. From your living room, no less. It

part of the privilege of owning Vegas, the one in the convenient take-home size.

he Golden Nugget, featured in its opulent brass and marble

VIRGIN INTER,

Playstation
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t slices and dices, but
that's not all—especially
considering Deathtrap
Dungeon is brought
to us by Eidos (makers
of Tomb Raider) and
lan Livingstone, popular writer of
the Fighting Fantasy book

new 3-D action adve

that's based on Livingstone’s
popular fantasy books that have
sold millions upon millions
copies worldwide. In fact, one
of them in particular was called
Deathtrap Dungeon.

The version we have is
extremely early, so expect
plenty of changes. The 3-D
environments take place in a
medieval dungeon. The

Lots of Killin’ But

graphics in the game are a
cross between Tomb Raider and
Excalibur. Deathtrap Dungeon
should have dramatic lighting
with plenty of diversity in mood,
but to what extent we have not
yet seen in this revision.
The levels have

of fearsome enemies. Some w
seen in this early version are
sword-wielding babes and hulking
rockmen. Others that should
appear in the finished product are
zombies, spiders, necromancers
and mummies, among others
Deathtrap Dungeon will have

vels in the finished version
with over 50 characters (enemies
mostly) inhabiting them

lopment is

an important part of everything
lan Livingstone has his hands
in. The characters in D
Dungeon won't be any different
but story isn't all that will have
a high degree of detail. Look for
fluid animations
polygonal cast. There will be
plenty of character-based mo
(depending on the weapon
being used).

The camera in Deathtrap

| asoon None
T

With A

Point

Dungeon is a “smart cam” where
the camera mo al rding to
the player position, ideally without
creating an awkward view for the
player. This camera movement
should provide the best shot of an
nemy kill, or perhaps your own
player's der
The enemies are no dummies
either. In fact, some of them, even
in this early demo we received, are
incredibly smart. As you swing
the enemy warrior jumps back
and then comes forward to
counter. In some cases they even
did the splits to avoid an attack
and then came back t
chunk out of your side
The complex combat system in
Deathtrap Dungeon will feature
d fighting, spell casting and
quarters combat, among
the enemies, the

First the book,
now the game

So whois this lan
Livingstone character? It all
started in the 70s when
Livingstone threw away his
Jjob marketing for a large
American Oil Company to
sell RPGs (the board game
kind). A close friend, Steve
Jackson, did the same thing
(except he was a biologist),
and slowly the business they
started in a seedy flat (and in
the back of a van for several
months) turned into the
$200 million business
known as Games
Workshop—and they're still
around today. In selling
games and writing many
books (the Fighting Fantasy
series), Livingstone and
Jackson could've easily
retired but chose not to
because of their love for their
job (or should we say their
hobby). After some time the
company grew to make PC
and console products based
on their popular RPGs. Now
Livingstone's book,
Deathtrap Dungeon, is
becoming a PlayStation title.
Many say Livingstone and
Jackson are a couple of the
lucky ones to turn their
hobby into something prof-
itable. EGM will have to cor-
rect them by saying skilled
instead of lucky.

want a piece
u—look for traps including
red pits, hidden corridors,
false floors and mo
Expect more on thi
ears completion. Ml

Intricate dungeons will have you
getting lost time and time again.
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magine yourself running
through a dark alley,
finding your way
through a thick coating
of fog, a four-foot spear
swinging at your side.
You turn a corner, nearly fall on
the slippery cobblestone and \ook
up, only to find yourself e
snout with a lifelike wPreon

@ Are you dreaming?

You might be. But chances are
you're playing Activision's upcom-
ing title—which they picked up
from European-based developer,
Kalisto—the aptly named
Nightmare Creatures.
What's so special aby
carrying weapons and being
chased around by a bunch of
hideous freaks, you ask? Plenty,
if the monsters taunt and tor.
ment you in a video game expe-
rience that has been likened to a
cross between Tomb Raider and
Resident Evil. As such compo:
ites go, the outcome can either
be an unwanted mongrel or a
new breed that possesses the

best possible attributes of both

In this case, games
no doubt hope to see Resident
Evil's surroundings coupled
with Tomb Raider's free-roaming
expanses. But be wary—the world
has been promised to video game
players before.

For example, ASC's (not quite)

fell short of both, containing
only a few minor similarities
both in terms of gameplay and
general design.

Nightmare Creatures will place
you in and around 19th-century
London, where you'll search for
beasts and ogres sent by the clan-
destine Brotherhood of Heccate.
This gothic adventure will have
you don the robe of Ignatius the
monk or assume the battle garb of
Nadia, a woman who's great with
a sword (but not allowed to join
the holy brotherhood),

Sound fictitious? Only partially.
The environments have been
re-created from actual 19th-
century maps and blueprints

Even priests sometimes pack heat,
i1 evil is getting in their way.

"

e &
to best present the true architec-
tural feel of the time period,
but the creatures you combat,
using swords and staffs, are
entirely imaginary.

The camera will tag closely
behind your character in this
single-player game as you scurry
through the dark graveyards,

s and immense
cathedrals as they existed in
the 1800s in England—the audio
and lighting effects adding to
the already stunning ambience.
But this game is more than just
a pretty facade— that is, wi
you decapitate, rend and
dismember your opposition.

It's clear that this title has
the makings of a hit with flair
and a sense of originality.

’E
Attacks ‘

Most of the characters’
movesarenomorethana |\ ®
tap, tap. tap style with Ignatius
or Nadia going into a flurry of
attacks afterward. At first you'll
keep saying, "Wow. did | do
that?" But then after awhile,
some technique creeps in /
there_sorne. Nonetheless, you [
can impress your friends with
the crazy sword swipes and
kung-fu kicks. Both Ignatius
and Nadia are able to use their
‘weapons to decapitate (or in
other cases take off limbs or
sever torsos) the competition. ™
With all of these neat-o
attacks comes the Block but-
ton. If all you do is constantly l

attack. youlll die quickly since
the enemies tend to be smart
(even though some of them
are dead)
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20,000 Leagues Under the Sea)
puts you in control of an ex-Navy
Seal who spans the globe looking
for treasure in the most curious
of locations. From his submerged
home base, missions are select-

Jacque

reasures of the
Deep isn't the normal
fare you've come to
expect from Namco
(in fact it's actually
developed by Black Ops
Entertainment). Even better, it's
quite a departure from any game
found on the PlayStation.

This watery 3-D game (whose
atmosphere is reminiscent of

ed and so s the appropriate
equipment for the task on hand.
There are many different ways to
outfit your armament and tools
In the Weapons Selection Screen
anything from nets to plasma
torpedoes to land mines can be

nev seecTen

such as sharks, there's
lurking around.

TREASURES

teau

had—for a price. Equipment such
as sonars, flares and even an
underwater torch can also be
purchased. Once a large amount
of money is in the bank, expensive
fancy subs and watercraft can
also be purchased. Al of these
things are financed through the
treasure found on missions, so it
is important to collect as much as
possible on each one.

By spinning a 3-D globe, differ-
ent missions can be selected.
Usually there is only a choice
between one or two, and as those
missions are completed, new ones
open up. The different tasks are
quite diverse ranging from simply
finding treasure within a sunken
boat, to racing against time to
deliver and place a time bomb
that will destroy a path to—you
guessed it—more treasure. As the
game progresses, more “meaning-
ful” missions.
are revealed,
such as having

Treasures of
the Deep's
gameplay is
half exploration,
half 3-D action.
There are
hordes of
dangers in the
water aside
from the requi-
site hungry

sharks (and watch out for those
jellyfish too). Other divers are out
to plunder the same bounty, and
theyll kill you to get it. They also
seemingly have a limitless amount
of resources (maybe they've been
treasure hunting a lot longer than
you have) as the enemy scuba
divers are often accompanied by
squadrons of fancy subs and other
high-tech weapons. When these
subs are destroyed, their equip-
ment and weapons can be plun-
dered from the wreckage (the
scuba guys die in a satisfying poof
that attracts sharks).

The graphics and atmosphere
in Treasures are quite impressive.
The 3-D aquatic life (comprised of
sharks, eels, fish, etc.) is very

Ah, the things found at the bottom of the sea. Here's an
old biplane. Maybe you can rustie up an entire airforce.

In later levels, your mi
place in more hazardous xermarv

detailed, especially when it comes
to re-creating the fluid movements
you might expect from those fish.
The worlds are colorful and
detailed, garnished with light-
sourcing and other effects. As the
missions progress into more mys-
terious territory, the dark, forebod-
ing graphics reveal monsters and
other impressive objects such as
a downed Space Shuttle (you
can't be that).

Namco's Treasures of the
Deep is a fancy, new undersea
game that looks like it has the
gameplay and aesthetics to
complement its very unique
game concept. B
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here are plenty of
cookie-cutter light-gun
games on the market,
and although Time
Crisis doesn't offer
anything revolutionary, it
does deliver a few new twists to
the 3-D light-gun game genre.
For starters, time Crisis is heavier
in story than other light gun
games. You assume the role of
Richard Miller, a “one-man arm;
who must break into the castle to
rescue Rachel, a kidnapped
damsel. Now that you have
enough motive to knock large
holes into a lot of bad guys, let's
discuss how exactly it's done
(aside from pulling the trigger a
lot). Time Crisis’ gameplay lives
up to its name: The game takes
a very frantic pace, because
each gaggle of enemies must be
wiped out in a certain amount of
time before you are allowed to
advance

Shooting the crate on the forklift
will wipe out all the baddies.

further in the level. This is espe-
cially hard because many of the
enemies are constantly firing upon
you, forcing you to take cover
behind objects (by hitting a red
button beneath the barrel of your
gun). Although taking cover will
save your hide, it costs precious
seconds. Also, you must take
cover to reload your gun, so firing
wildly will cause the loss of
precious seconds. Hiding behind
objects, then popping out to
return fire does makes the game
seem more realistic, as it is hard
to fathom that you wouldn't want
to take cover behind objects
while under heavy gunfire
(unlike other gun games where
you usually casually walk through
levels like a zombie).

The 3-D environments in Time
Crisis are very detailed, and
consist of many moving parts
and elaborate decorations. There
isn't a whole lot of interaction with
them, however. Windows can be
shot out, and you may encounter
cranes and cars occasionally

1t's times like these when you wish
Time Crisis gave you grenades.

(you're supposed to dodge them).
But beyond that, interaction with
the 3-D world is confined to just
shooting the baddies within it
Also odd is that there are no
power-ups in the game, so the
only tools at your disposal are a
trusty handgun and a few
explosive crates.

In addition to its Arcade Mode,
Time Crisis includes a Story Mode
and a Time Attack Mode that
times your progress through
levels. Also cool are the multiple
endings determined by how well
you did during the game. Best of
all, you get Namco's snazzy new
light gun (see sidebar).

Time Crisis is a game that
relies on precise aiming
(even more than many
other light gun games). so
it's a good thing that the
weapon needed for this
game is also the most
accurate light gun game on
the PlayStation. Named the
“Guncon,” Namco's light
gun has an additional
attachment that connects
to the PlayStation's video
out. The other side of the
adapter is where the video
cord connects, completing
the circuit. This is in addition
to the gun’s connection to
the PlayStation's controller
input. Also unique to the
gun is the button layout
below either side of the
gun's barrel. Two red but-
tons labeled "A’and "B’

are nestled on the gun in
optimal positions for Time
Crisis' gameplay. One
button is used for ducking
behind things. and the
other is merely used to
serve as a pause button.

L 4
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“...looks to be one ‘damned’ fine
game,and should prove one of the
‘hotter’ titles we'll see this fall season™
— P.S.X., August '97

“The game uses large 3D levels in a
variety of unique styles (...) filled with
traps and ennemies that pose a
serious challenge to the player”
— Next Generation Online, May '97

“...lavish cartoon-style graphics
offer gamers a fun-filled action
platform experience.”

— PS Extreme, July '97
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id the subhead catch
your attention? Well, if
it didn't, PaRappa the
Rapper will. This mon-
ster musical hip-hop hit
has already caught on
like wildfire in Japan and is mak-
ing a stir with the few in the know
here (importers, the press, etc.).
But the rest of you won't have to
wait long. SCEA plans to release
PaRappa in the U.S. this winter.
PaRappa is a young two-
dimensional puppy who moves
around 3-D environments like a
floating Colorform. His ultimate
goal is to become a hero in the
eyes of his cute crush. To do
50, he must win a series of
rap challenges, each one more
difficult than the last.

In each of the six stages, an
adult will face off with PaRappa
to test his skills. For example in
stage one, Chop Chop Master
Onion, the odoriferous kung-fu
master, teaches young PaRappa

A triple negative and the word
“ain't?” It's PaRappabonics!

basic martial arts. How this works
in actual gameplay is really quite
simple. Chop Chop will start rap-
ping various lyrics which PaRappa
must duplicate perfectly. When
Chop Chop sings, a bar with joy-
pad button symbols will appear
with a sliding marker. When the
marker passes over a symbol, he
will rap a particular word. When
the marker reaches the end, it
becomes PaRappa’s turn to rap. A
duplicate bar appears with a new
slider. Your job is to hit the correct
joypad button as the marker slides
over the corresponding symbol,
thus successfully rapping in sync
with your teachers. Like we said:
simpie. So how can such a
no-brainer be such a hit?
It's really the music and story
line that makes PaRappa so mem-
orable. Al of the music came
from a recording studio in New
York (yes, the Japanese ver-
sion of PaRappa had the
same English lyrics). The
rappers all sound like profes-
sionals. In fact, a few people

Nothing worse than closing your
eyes during a photo opportunity.

in EGM commented that the
driving instructor sounds exactly
like rap-star-gone-actress, Queen
Latifah. The tunes and riffs will
give you the same impression:
Sony didn't spare any expense

in recording this original and
top-notch music.

The story line follows PaRappa
in his adventures to become a
hero. Along the way, he has to
learn kung-fu, get a driver's
license, earn money, bake a
cake and find a bathroom...quick
(remember our subhead?). The
delivery of the story is a funny
and unique experience that
must be seen and heard to
be appreciated.

One of the few games that
require hand-eye-ear coordina-
tion, PaRappa is a truly unique
title that may be worthy of the
hype it's getting. He's already a
big hit in Japan, and SCEA is
hoping for a repeat performance
here. Will he become big enough
to replace Crash Bandicoot as
Sony’s mascot? Probably not (at

The exact number of joypad
button presses required to win
PaRappa without error

The number of key presses
it takes an EGM editor to
finish PaRappa

The top speed of a Super
Stretched Limo 900

The number of stages (out of
six) in which PJ Berri is eating

The percentage of EGM
staffers who love PaRappa

The number of PaRappa the
Rapper games sold in the
Japanese market so far

The number of units that
must be sold in one market

for it to be considered a
bona-fide "hit

least not right away with Crash 2
coming out soon), but PaRappa
certainly has what it takes to win
over the hearts of countless
gamers everywhere. Bl



o conld win cagh when you bu
Mertal RKembat® Mytkalcrgief: Sub-Zerer

Get the game. Grab the postcard inside. Mail it in to enter. There’s a new winner every week.
So hurry. You get more shots at winning the faster you mail it in.

1.NO PURCHASE NECESSARY.

RESIDENT TO ENTER 2To




Warfare

nce again we are at
war. Your mission:
Destroy the enemy.
You are put behind
the treads of a fully
loaded killing machine
in the form of a tank as you set
out to obliterate everything and
anything that crosses your path,
But beware, enemy fire comes
from all directions, so stay alert
for the ambush.

Steel Reign offers an incredible
number of tanks and all-terrain
vehicles you can use to combat
the enemy. The 11 tanks you can

choose from differ in speed,

armor, shields and shells, so it's
up to you to choose which one
you are most comfortable with.

The big burly tanks are more for

beginners, because they offer
more firepower along with the
security of thicker shields. The
smaller, quicker tanks are for
advanced gunners and allow
you to strike fast and get the
hell out before you get blown
to smithereens.
Each tank offers you different

Roll over enemy troopers
and watch the blood splatter.

When you come across a big target, chances are it's a
mission objective. Nuke the sucker and go home.

Iin Full 3-D Action

weapons, including ion cannons,
massive machine guns, smart
bombs, heat-seeking missiles,
high-tech laser blasts and an
array of other ammunition which
blast Buick-size holes in enemies.
The most unique weapon is a
guided missile that you can actu-
ally fly to the target yourself. But
don't think you can just maul
through the enemies with guns
and missiles blazing, because
you can run out of just about
every weapon except your puny
little machine gun. And don't
expect to blow up too many tanks
with bullets. This adds strategy

to the game, so think wisely and
don't use your heavy weaponry

Fire a missile and guide it to the
targeted destination.

until absolutely necessary.

One key to success in Steel
Reign is your ability to target
and destroy the enemy without
losing maneuverability. You can
do this by turning the tank's turre
which can be rotated 360 degrees.
and elevated up and down. Sure,
driving and shooting in two
different directions takes some
getting used to, but it's a skill
worth mastering.

Battles take place in 3-D
deserts, mountains, cities and
forests, and the battlegrounds
are full of hidden bases, radar
installations, fuel refineries and
intelligence buildings. There's
also a two-player, Split-Screen
Mode for some tank-| buslmg
deathmatch mayhem. B

Before you even start play-
ing the game you have a very
important decision to make:
which tank to choose. Steel
Reign offers 11 different tanks,
all of which are equally adept
at annihilating the enemy. It's
up to you to decide which tank
you think will get you past the
enemy. Most of these tanks
are actually named after poiso-
nous snakes, such as the
Venom, Viper, Copperhead,
Diamond Back. etc. Different
methods of terminating the
enemy come with each tank

For instance, the
Copperhead is a big, heavy
tank that provides you with a
load of ammunition and pro-
tection. This is an in-your-face
kinda tank that bowls over
anything in its path.
Maneuverability is slow. so you
can't duck enemy crossfire
very well. The Venom is more
of an elusive tank that almost
hovers above the terrain and is
as fast as they get. With this
comes less artillery and less
armor for safety. So choose
your tank wisely and operate it
to its fullest.
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sygnosis may be hyping
G-Police as their key,
take-no-prisoners
Christmas title, but the
jaw-dropping Colony
Wars certainly won't hide
in its shadow. This explosive
space combat sim turned plenty
of heads at E° with its hi-res
graphics and ultra-bright lighting
effects and is easily one of the
show’s most promising titles.
Yes, Colony Wars is similar to
the Wing Commander games,
complete with several rendered
cinemas narrated by a guy who
must be the best James Earl
Jones impersonater on the
planet. But the game's visuals,
designed by the same artists
who worked on Krazy Ivan and
WipeOut, are light-years ahead
of what we've seen in the WC
ports. Explosions and laser blasts
are so vibrant they'll light your
living room, while enemy ship-
slook straight out of Star Trek
The space environment itself
looks especially convincing, with
shimmering planets,
moons, asteroids
and suns.

Watch that crossfire boys! CW's
space is one enemy-crammed place.

You'll battle through five solar
systems over the course of the
game, and each is realistically
scaled; fly toward a distant planet
long enough and you'll eventually
crash into it (try that in Wing
Commander IV1). And you get all
these visual perks in high-res, 30
frames per second.

Colony Wars' story, told through
25 prerendered cinemas, set
several centuries hence, when
humanity has spread from Earth
to innumerable, far-flung colony
planets. Yet Earth’s government

still maintains a stranglehold
on the galaxy, and the
colonists are fed up
with slaving away
for the mother planet
(it's that whole taxa-
tion-without-rep
sentation thing that
got England in trouble
about two centuries
ago). So they form the

League of Free Worlds and
revolt, thus dropping you into
the pilot's seat of one of six

With its snazzy weapons, CW is like
WipeOut meets Wing Commander.

different ships to take on Earth’s
armada. Ship types include stan-
dard and stealth fighters, nimble
couts, bombers and heavy

assault gunboats, each with its
own weapons and virtual cockpit
(although out of-cockpit views
are available)

Colony Wars packs 70
missions, divided among 18 acts.
These missions—which feature
plenty of digitized radio chatter—
follow a non-linear structure; your
degree of success in one sortie
will determine what happens in
the next. Depending on which
mission path you follow, you'll see
one of six different endings. Six

Go ahead-stare at the sun. Lighting
effects are eye-poppingly brilliant.

additional training missions teach
the ins and outs of zero-g dog-
fighting, as well.

You'll need the practice, too,
because spaceflight in Colony
Wars is pretty darn realistic.

Your ship obeys the laws of iner-
tia, and will keep cruising in the
same direction you last thrusted (a
sweet tactic during strafing runs).
No, you don't have to be a NASA
shuttle jockey to play the game,
but the true-to-physics flight is
just another perk in this already
highly polished package. B

Himm. | saw that enemy ship in Star
Trek, right? Or was it Babylon 57
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t's been four months
since we previewed the
Japanese version of
Castlevania: Symphony
of the Night (known as
Dracula X: Nocturne in
the Moonlight overseas), and
already Konami's managed to
get to us a near-complete English
version of the game.

Symphony of the Night is the
sequel to a rare PC Engine game
that was never released in the U.
called Dracula X: The Rondo of
Blood. It's hailed by many die-
hard gamers as one of the best

__ side-scrolling

CASTLEVANIA:
SYMPHONY 2= NIGHT

A Moonlight Stroll With Alucard

action titles of
all time, and easily the best
Castlevania game of them all.
A stripped-down, pale-by-
comparison “port” was released
for the Super NES in 1995, but it
was a mere shadow of the game it
was based on. Fortunately, the
PlayStation sequel is as good as, if
not better than its predecessor.
Symphony of the Night takes
place five years after the first
Dracula X. The main character this
time around is Alucard, Dracula's
son and one of the main charac-
ters of Castlevania IIl: Dracula's
Curse for the NES. While the
gameplay is essentially classic
Castlevania (thank God), a host of
enhancements have been thrown
in to really add to the overall play
experience. First up is the ability to
equip weapons and armor.
Alucard can equip swords and
shields, staffs, two-handed
weapons, projectile weapons, vari-
ous rings and necklaces, and even
a custom cape that allows you to
change the colors of your mantle
during play (and Joseph thought
his technicolor dreamcoat was
cool..yeah right!). You can also
gather an assortment of useful
and interesting items throughout
the game, and get help from any
one of up to seven little helpers
(including a bat, a demon, a sword
and a faerie). Additionally, you will
obtain items as you progress that
et you change into one of three
forms—wolf, bat or mist. Finally,
the game as a whole plays more

like Super Metroid than it does
like previous Castlevanias; that s,
you can travel anywhere about the
castle freely (more or less; some
areas can't be accessed right
away of course), rather than
moving from set stage to set
stage, allowing for a longer,

more satisfying quest.

Now, onto the changes we've
found since the Japanese version
was released. First of all, Konami
is planning on tweaking the Al a
bit to make the game more diffi-
cult (the Japanese version was a
bit on the easy side). Next, they've
added a Sound Test to the game
(accessible at the shopkeeper's
area in the Library) that allows you
to listen to all of the game's great
tunes. And finally, the fatal bug
that was in the Japanese version
was removed from the U.S. one.
There will still be five different
endings you can obtain, and yes,
if you're real good, you'll be able
to play the game as some other
characters beside Alucard.

Castlevania is one of the most
influential video games in history,
and this may very well be the best

The game loads new levels via
innovative “CD access” halls. Smart!

version yet (yes, even better than
the amazing PC Engine version).
Be sure to check back next issue
when we'll have the Review
Crew's thoughts on the final
version of the game. B

Gamer’s

EDGE

Be sure to check out the
Enemy List in the Library
every now and then. It keeps
alist of every enemy you've
seen, and if you've already
obtained them at least once.
the items they drop. If you're
striving to find all of the items
in the game, this is the best
way to check up on what
you're still missing and where
to look for it







NEXT WAVE

t's quite possible that
there has never been a
more aptly named game
in all of video game
history than Oddworld:
Abe’s Oddysee. Why?
YYou have Abe, the hero, in a very
odd world on a very odd odyssey.
Apt name or not, Abe’s
Oddysee has all the makings of
a classic title: well-developed,
great-looking main character, an
interesting story line with history
and depth, and finally a cast of
cool enemies and allies.

The gameplay is similar to
Flashback, but those similarities
are only skin deep. Oddworld:
Abe’s Oddysee is the first in
what GT Interactive calls a new
genre of game, the A LLVE.
system. ALLVE. stands for
Aware Lifeforms In Virtual
Entertainment. The game, GT

says, plays like a movie. There are
climactic points and calm points
and the music, character moods
and overall feelings match these
moments, all in realtime.

For instance, if Abe's just walk-

The cast of Abe's Oddysee is easy enough to remem:-

ber. but they certainly aren't your run-of-the mill charac-

ters. Each of them has their own unique style, separate

from them just being either a “bad guy” or "good R
guy.” For example, Abe can really annoy a slig by
chanting, and then he actually becomes the slig.
On the flip side, the sligs will cackle if they pick Abe (or S
one of his chumns) off. Here are the stars of the game:

%

How’s Abe supposed to know which
door to choose? Trial and error...

ing along minding his own busi-
ness, the mood is low key. But if
an enemy pops out, a short burst
of music and a growl announces
the beginning of what's sure to
be an action-packed sequence.
Remember that Abe’s Oddysee is
a puzzle game first and foremost,
so your brains are what'l be
having a workout, not your trigger
finger (although there's a fair
amount of blood spilling on
ground at times).

There are plenty of levels, each
progressively more difficult than
he next. But that's OK. Offworld

——r—

Il

It may not look like it, but even
these bees are in highly detailed CG.

Entertainment encourages dying
in the game, since you have
unlimited lives. Try it, and if you
die, try again until you solve that
particular puzzle. The first few
levels even provide a tutorial for
first-time Oddworld residents.

To add to the interactiveness of
the title, players can even make
Abe talk to friends and enemies,
and they respond in one way or
another. Not only is talking an
option, so is whistling, growl-
ing and farting (yes, farting;

Abe’s Oddysee's graphics

are fully

rendered and highly stylized.
Sure, the industrial-looking zones
certainly look industrial and the
forests look like forests, but
everything in the game has an
Oddworld feel. Once you see this,
you'll understand what we mean.

Offworld Entertainment’s
founders, Sherry McKenna and
Lorne Lanning, both have back-
grounds in computer-generated
imagery and animation and have
worked with feature films and TV
productions (among many other
things). It's easy to see (after
playing the game) that neither of
them, nor the entire Abe's team,
are running short on imagination
and vision. B
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Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more
often with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching
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NEXT WAVE &

Ummm...Tastes Just Like Chicken

t's a safe bet that any

game that was good in

the past will make its

way back to the gaming

spotlight in a bright,

new incarnation of some

sort. Enter Frogger, the classic
arcade game of the early '80s fea-
turing amazingly simple gameplay,
a straightforward objective and a
cute little frog as well.

Back then, all players had to do
was maneuver their frog across
several gauntlets including a
log-jammed river and a busy
street without falling in the water

or getting crushed by a car.
Timing your jump and looking
ahead for the next obstacle to
avoid were the only things to
remember. Later, the game was
ported over to the Atari and
Commodore platforms (where it
enjoyed a long, happy life with
several sequels in tow as well).

Striking the perfect balance
of classic retro gameplay and
modern graphic and level con-

struction was Hasbro Interactive’s

Easy play makes this one perfect
for non-gamers or grandparents.

top priority. To facilitate this

the new-and-improved Frogger
features 3-D polygonal graphics,
an on-demand rotating game
view, a lot of fast gameplay and
enough levels to keep any gamer
busy for a long time (10 worlds
with over 50 levels in all).

While the basic premise of the
game is the same (along with the
classic overhead perspective),
many new scenarios and enemies
have been added to the mix.
Players will be challenged by lev-
els that take place in the clouds,
in sewers and even in the desert
where wild buffaloes threaten to
stomp you into the brittle earth.
Take a hop into a yard littered with
wayward lawnmowers approach-
ing from every possible direction.
Take cover in a comer for a
moment and then quickly move to
the next safe haven before you're
pureed by an unforgiving mower
blade. Still, other levels depart
from the usual flat, horizontal or
vertical travel and let you explore
in a 360-degree radius, complete

It's a simple game but most of the
classic arcade greats are.

This game is voi
violence. The frog dies but no bloos

with the illusion of 3-D depth
and even the ability to hop a
ride on a bird’s back to shorten
up the level.

New environments were not
the only thing added to this
incarnation of Frogger. Cool new
moves like The Super Jump,
Power Croak and the always-
useful Heat-seeking Tongue were
all added to help you collect
bonus points on the levels. The
Power Jump is especially useful in
situations where multiple obsta-
cles crowd your immediate path.
The Heat-seeking tongue is useful
for grabbing insects along the way
for added points and power-ups
while your Power Croak sends
out a signal for all the baby frogs
to respond to should they be in
the area. Depending on how faint
or loud their responding cry is lets
you know where you can find
them. Once found, rescue them
for extra points.

With the gaming world going
nuts for new release retro games,

Sporting 2 whole new polygonal
look, this Frogger is very modern.

Frogger will most likely find an
eager audience of old and new
school gamers ready for the
modern Frogger experience.
For the hopelessly nostalgic, it's
rumored that the first Frogger
in original form will be hidden
within the game. As it is now,
the first four levels of the new
Frogger are from the original
game only spruced up with
modern graphics.

Nostalgic or not, Frogger's
proven success should make for
an entertaining next-generation
game for any age gamer, and
those who just like frogs. B

Hasbro Interactive
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hat's up with the

fascination with mechs

lately? It's no surprise

really, considering we're

talking about hulking

robots with cool armor

and huge weapons that can take
out buildings in one shot—there
are few things cooler.

The mission-based, Virtua On-
style action game allows players
to assemble a mech from scratch
By choosing various grades of
body parts, players can take

care of the enemy in no time flat.

Of course, the process isn't as
easy as it sounds for more than
one reason

First, players must accept
contacts from corporations and
then finish missions to increase
their available moneys. At
first, as one would think, the
upgrades are fairly inexpensive
Once the missions start getting

a little tricky though, and new

weapons are necessary to beat

them, things change. A new set
of limbs or an enhanced cannon

Lock-on and fire to take out the
competition in Two-player Mode.

may have a price tag that's a bit
much. Because in Armored Core,
they don't take kindly to wimpy
mechs, and they don't take
American Express...or any other
credit card for that matter—just
cold, hard cash.

The missions take players on a
variety of different runs. Everything
from guarding aircraft to destroy-
ing organisms that have taken
over a city await the gamer. Don't
look for dinky level sizes either
(although some scenarios have
you on a smaller playing field than
others). Some missions take you
deep underground while players

Armored Core can be scary when
red ambient lighting is ca:

sit there wondering if the mission
is actually going to end. To beat all
these different missions, it will
take lots of skill, and the ability to
outmaneuver the enemy.

The control was an issue while
playing the first mission, but like
any game with complex control, a
few missions remedy this and
players become masters of their
Armored Core. The type of
Armored Core you have also
affects control (i.e., one with
humanoid legs will be faster than
one with metal crab-like legs).

Since it's similar to Virtua-On,
you may be wondering if Armored
Core has some of the things that
are so necessary in a mech-on-
mech action title (namely two-
player split-screen action) and
yes, Armored Core features that.
There is the standard Split-screen
Mode, but there's also a Link
Cable Option (for those of you
with two TVs, two PlayStations and
two copies of Armored Core),

Armored Core also has a
garage and shop for upgrading
your mech and an “e-mail” system
0 you can get readouts from your
various clients. Bl

That's right! Not only does
Armored Core feature cool
mechs, the game also allows
players to keep cool with
air-conditioning. Actually AC
stands for Armored Core (in
case you didnit already guess).
The Armored Core in the
game is the chest sections of
the mech. the “core” of the
robot where the guts lay. But
that's not the only thing that
makes up the whole robot
Players can buy and fix every
part of the body from arms to
legs and everything in
between (including weapons
of course) aslongasthey |
have enough green saved up |
from completing missions.

GARAGE |
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hey may not be as

ol, edgy or supernat-
urally hip as the X-Men.
but the Fantastic Four—
Marvel Comics' elder
atesmen of the do-

gooder superpals crowd—have

surely battled enough baddies

in the past 45 years to eam

starring roles in their own

game, right? Acclaim thinks

so, and they're giving the

® cosmic-ray-enhanced heroes
the same treatment they've
given Batman in his numerous
console outings. In other words,

Fantastic Four is a side-scrolling,
Final Fight-esque adventure,
with all the visual pizazz of
Acclaim’s ultraflashy Batman
Forever—except set in a polygo-
I universe.
The game lets you guide

any one of the five most famous
faces in the Fantastic Four

family. You get the brainy,
stretchy leader Mr. Fantastic

the brawny rockman The Thing:
the force field-wielding Invisible

The polygonal environments let you

wander way into the background.

Say, ‘It’s

Woman; the head-to-toe hotfoot
Human Torch; and fair-weather
team member She Hulk. Each
character has at least four special
moves, usually combinations of
shoulder buttons and taps on
the D-pad. Mr. Fantastic, for
instance, molds his rubbery bod
into a 10-ton weight and drops
on baddies when you hold R2
and double tap upward. Other
specials include Torch's fireballs
and The Thing's floor-rippling
Foot Stomp. Some special moves,
and all blocks, drain your hero's
supply of Force Power, which
you fill by collecting power-ups.

Your character can also pick
up and toss enemies and objects
including cars. This tactic is
especially useful when you're
battling Bosses, most of which
can't be injured by run-of-the-mill
punches and kicks.

Up to four players may join in
the game if you own a Multitap.
Each controls a different team
member, and you may switch
between unused members in

Mr. Fantastic's best trick s his
impersonation of a 10-ton weight.

Hey-what's the Hulk doin’ here?

He's just one of several guest stars.

Sometimes even the background
will attack you. Just keep moving!

Clobberin’ Time?’

mid-game. But if no fellow
humans are available, you can
have the computer control as
many as three teammates (this
option makes the game both easi-
er and confusing, since the screen
becomes cluttered with charac-
ters). You and a friend can also
duke it out in Training Mode.
which lets you practice moves in
one-on-one bouts

The game is divided into
five episodes, each culminating
in a confrontation with an infa-
mous enemy from the comic
book (Dr. Doom being the final
Boss). Although the heroes and
enemies are all sprite-based, the
environments—from the streets
of New York to the sunken world
of Atlantis—are almost entirely
polygonal, and your characters
can wander into and out of the
background and behind distant
structures. But that's far from
being the game’s most impressive
visual effect. With all its exploding
vehicles, gigantic Bosses and
explosive special moves, Fantastic
Four is about as flashy as a game
can get. @

Just when you thought it
was safe to use the same
lame moves over and over
again in your side-scrolling
adventures, Acclaim has
gone and added a skill rating
to Fantastic Four. Perform
the same move too many
times and a block of cheese
appears next to your life
gauge. showing you and
everyone else just how lazy
a player you are. But, if you
come out swinging with a ‘
wide variety of punches,
kicks, throws and special
moves, you're rewarded with
a special Thumbs-up icon.
Although neither icon affects
your score, having a block
of cheese next to your health
for too long could make you
the laughing stock of a
multiplayer game.

7 g
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"‘: Finally, there’s violence on T1.V.
worth getting excited about. That's because
NAKI's new Red Signt Laser Target System
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GHOST IN THE

SHELL

There’s A Ghost In Your PlayStation

ased on the highly
successful Japanese
anime by Mamoru Oshii
(as well as the manga
which is published in
the U.S. by Dark Horse
comics), Ghost in the Shell is the
latest movie-to-game translation
to grace the home gaming scene.
Developed by Exact, the
company responsible for Sony's
Jumping Flash! games, Ghost in
the Shell (the game) takes place
in the not-too-distant future,
where technology has run wild
and man and machine have
essentially become one. You
play the role of a young female
cyborg cop named Motoko
Kusanagi, who pilots a miniature
mechanized tank (known as a
Fukochima) with her cybemetic
consciousness. If you've seen the
movie you'll know what we're
talking about; if not, we
recommend renting it

There are 12 stages in Ghost
in the Shell, broken up with
anime cut scenes and computer-
rendered mission-briefing scenes
(just like in the movie). Speaking
of anime, there's over 10 minutes

of entirely new
(and exception-
ally high-quality)
animation that
wasn't present in
the movie. And

§ once you've
seen a particular
scene, you can
rewatch it at
any time with the
game’s Movie
Replay option.

The Training Mode will allow you

to get used to your mech'’s controls.

Gameplay is sort of a cross
between Doom and Epidemic, but
with much more of an exploratory
element to play. Your mech can
perform all the basic functions—
forward and backward movement,
left and right strafing and so on,
but it can also climb walls and
even walk on ceilings (ke a
spider). Weapons are somewhat
limited—you've got just a machine
gun, homing missiles an
grenades—but you do have an
infinite amount of the first two,
s0 twitch-shooting fans need not
worry (grenades, unfortunately,
are limited and must be
restocked). Analog control is
supported as well, although the
vibrating feature (which works
surprisingly well with the
Japanese version of this game)
will not be present in the U.S. one.

There are two separate camera
angles you can choose from dur-
ing play (inside and outside), and
when the action gets intense, the
game will automatically switch
over to the first-person view so as

Ten minutes of original animation
were produced just for this game.

not to hinder your viewpoint from
behind the mech (a nice touch).
There's even a Training Mode

for you to get accustomed to
controlling your mech, and
depending on how well you

do in training (you get ranked),
you'll get to view a cute animation
sequence afterward.

The version being previewed is
still completely in Japanese, so
there’s no telling how the voice
acting will be, but T*HQ has
assured us that the final release
will feature the voices of the
actors and actresses who did the
voice-overs for the movie. B
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ore than one EGM

staffer took a gander

at the zigging and zag-

ging planes of Bravo

Air Race and asked,

“Why don't they just fly

higher in the sky, above all those
buildings and trees and stuff?”
Well, cuz Bravo Air Race is a
racing game, and zipping safely
above each course is, like,
cheating, you know?

Actually, this is the first racing
game to feature airplanes. And
you don't have to worry about
shooting down opponents or
dodging enemy fire like in most
other flying (and many racing)
titles. Bravo Air Race's planes

aren't equipped with weapons;

the only power-ups you'll find

are turbo boosts and a few

other goodies. The emphasis
in this analog-compatible racer
is on ultrafast racing and split-
second maneuvering

Like in the WipeOut games, the
tracks in Bravo Air Race are as
much an enemy as the other

jew if you like
lookin’ at dials and switches.

racers. There are four courses

in all: one that winds through
mountains and villages, another
set above city streets, one that
corkscrews through frozen Alpine
terrain and a final track that's set
in a canyon. All the courses are.
crammed with sharp turns, drops
and winding tunnels; as well as
occasional shortcuts.

And all of them whiz by at
screaming speeds. Take a turn too
wide and you'll crash into a build-
ing or canyon wall, losing valuable
time and probably the entire race.
Fly too high and you'll get slapped
with a Course Out penalty, which
forces you to return to the track at
agonizingly slow speeds. Newbie
pilots can switch on an autopilot
feature that makes tricky turns a
little easier. You can also toggle
guide markers that highlight the
best route through each course.
(Don't follow these markers blind-
Iy, however, since they sometimes
lead you away from shortcuts.)

YYou may choose from 10 planes
when you first start playing Bravo

Some circuits branch off into dead
ends. Don’t wander too far.

) )

Air Race, with two hidden aircraft
becoming available after you
place first in the races. Several
of the airplanes are vintage World
War |l fighters, such as the
Mustang and Zero. Others are
modern showplanes. Each sup-
posedly offers true-to-life perfor-
mance. Most of the fighters, for
instance, are lightning quick, while
the show planes are extremely
maneuverable. Tapping the shoul-
der buttons makes each plane
perform a stunt-although show-
ing off anyplace other than in a
straightaway seriously bumps up
your risk of a crash

Players can either fly in

As if the planes werent fast
enough, you also get speed boosts.

Most shortcuts—like this gap in the
skyscrapers—are dangerously tight.

standard races against 12 other
planes (who radio trash talk to
you when you pass ‘em) or prac-
tice in a Time Attack Mode. Better
still, two players can race head-to-
head in a Split-screen Mode. B
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SEGA CLASSIC

SE——

spot a Sonic fanatic? Just look for the gold rings. Sonic Jam for Sega Saturn combines the 4 best-
c games in new 32-Bit brilliance on one stellar CD. Plus you can cruise the 3D Sonic Museum,
th Sonic memorabilia. So get Sonic Jam. Unless you've got holes in your head. Uh, bad example.

in the US. Patent and Trademark Office. Sega Saturn and Sonic Jam are trademarks of SEGA. ©1997 SEGA, P. 0. Box 8097, Redwood City. CA 94063 All rights reserved.




NEXT WAVE

Later on in the game, you'll be able
to pilot a tremendous mech robot.

Get Ready For More “2 1/2-D” Action

rystal Dynamics is
currently putting the
finishing touches on
the sequel to last year's
hit “2 1/2-D" action-
platformer for the
PlayStation, Pandemonium!. While
the gameplay is more or less true
to the original, the overall look
and feel of the game has changed
quite a bit.

Pandemonium 2 takes place in
the same world as the first game,
but it's not entirely obvious at first
glance. Gone are the shiny, happy
graphics of the original, replaced
with darker, more trippy psyche-

delic visuals. The two main

Nikki, Fargus and Sid.
Pandemoniumt’s trio of main
characters have undergone a
pretty severe facelift (particular-
ly Nikki, who looks like an

characters, Nikki and Fargus, have
undergone changes as well—
Fargus simply looks a bit older
(and more psychotic), while Nikki's
been given a complete makeover—
in every area imaginable (make of
that what you will)

There are a total of 19 stages in
Pandemonium 2, not including
hidden and/or bonus areas. Like
the original, gameplay is essential-
ly 2-D side-scrolling fare with a
freestyle 3-D camera that creates
the illusion of a 3-D world (without
sacrificing control). Before each
stage you choose to play as either
Nikki or Fargus; each has unique
abilities that can help (or hinder)

entirely different person in all
ways but one, err two..) in
Pandemonium 2. Check out
these before and after shots
to see what we mean.

Rope climbing s an essential skill
throughout the many stages of P2.

your progress, depending on
which stage you're on. Fargus can
use his tumble attack from the
original Pandemonium!, but now
he can throw Sid (his head-on-a-
staff sidekick) and direct him
toward coins and treasures
that may have been otherwise
unreachable. His jump has been
improved a bit as well. Nikki on
the other hand is more or less the
same as she was (with her ever-
useful double jump), but her
experience with magic has
improved quite a bit. Both charac-
ters share some new abilities:
They can climb ropes, travel hand-
over-hand underneath certain
areas and most importantly, they
can pull themselves up ledges
(Lara Croft-style). This adds a lot
to the gameplay, and makes for
more interesting stage layouts
than those found in the first game.
There's a certain puzzle
element found in many stages
as well. For example, you might
have to pull a switch in one
room to open up a path in

Pandemonium 2's Bosses are huge,
as evidenced by this flying dragon.

another. Techniques like this
are commonplace in P2, and they
require you to use your head as
well as your thumbs (the tell-tale
sign of a good platformer). The
camera work is more aggressive
100, and there are more areas
that require lightning-fast reflexes
to get by. In a nutshell, it won't
be easy

Pandemonium 2 should be on
store shelves in the middle of
October (the version previewed
was about 75 percent complete),
50 be sure to check back next
month for the Review Crew's
opinions of the final game. B
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ario did it. So did Bubsy.
We expect Sonic will do
it soon, too. Now, Gex is
joining the more-or-less
elite-group of side-
scrolling mascot charac-

ters that entered the world of free-
roaming 3-D. The smart-ass
gecko, previously on the 3D0,

PIaySlanon and Saturn, is going to
make his newest appearance on
the PlayStation only.

Gex is a TV-oholic. In his first

adventure, he saved all.of the
world’s TV programming from the
evil Rez. Well, it seems Rez has
knocked out the world’s TV
channels again. So Gex must go
back into the Media Dimension

10 save television.
In the Media Dimension, you
can find eight worlds, with two
= channels per world (for a total of
16 levels). Each world has a
prominent theme attached to it.
As Gex's claim to fame goes, the
themes are all based on parodies
of different areas of contemporary
media, like cable TV and old
movies. For example, one level
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Copper-topped batteries make up
the collectables in the circuit world.

makes fun of all the cheesy
horror/slasher flicks we've seen
in our lifetime. The other worlds
make fun of kung-fu, science fic-
tion, cartoons, spy films and more.

The backgrounds, enemies and
icons all are representative of the
theme of the day. In the circuit
world (a very Tron-esque 100K at
the inside of a computer), Gex
must pick up copper-top batteries.
In the prehistoric world, you may
run into dangerous purple
dinosaurs. In the spy level, you
can expect to see Crystal
Dynamics’ version of Jaws,

James Bond's archienemy.

Besides the parody and humor,
Enter the Gecko is also-distin-
guished from its competition
by his unique ability to stick to
walls. So while Croc and
Mario are running
around 3-D
worlds, Gex
will be busy
climbing sideways and
even upside down. This

b THE
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fire to enguif his enemies.

Although Mario and Sonic are
tough acts to follow, Gex has little
other competition. Now that he
has gone 3-D (with analog con-
troller support), and he’s keeping
his trademark hurmor (comedian
Dana Gould is returning to do the
voice acting again), he might have
the right stuff to launch him to
star status.

Hucky's body will continue to attack
you until you squish the head.

o
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leads to interesting gameplay and
strategies, but unfortunately, Gex
cannot do this whenever he
wants. Only certain walls can be
vertically scaled by the gecko.
Besides running and sticking to
walls, Gex can use his tail to
attack and his tongue to grab
on to ledges. When he picks ‘\
up certain power-ups, he'll
have even more moves
available. Forexam-
ple, Gex can
eat certain
fireflies that may
give him a 360-
degree tail attack
or set him on

-



SPOR TS

Boom! The Madden bus makes 8

a surprise stop at Nintendo

hen EA signed a sweetheart deal to
bring out a line of Nintendo 64 sports
games months ago, they weren't
messing around. Although Madden 64
was expected to arrive on the Nintendo 64 in
the future, very few fathomed that it would hit
shelves as soon as November. As the saying
goes: The future is now.

As you might expect, Madden 64 is a
completely 3-D game (unlike its 32-Bit counter-
parts). What you might not expect is that it
doesn't come equipped with the NFL license
that has become a mainstay of video football
games (not to mention Madden games).

The reason for this is that Acclaim secured
exclusive rights to the NFL license for N64
football games for the remainder of the football
season. The impact upon Madden 64 is not
too harsh. All of the real players, stadiums

and team colors will be correct,
although team logos and their
names will be left out. The Green
Bay Packers, for instance, are
listed as Green Bay—comprised
of Favre and associates—and will
still play in picturesque Lambeau
Field. But enough about these
licensing technicalities.

Madden 64 is essentially the
same as the PlayStation version,
aside from its polygonal graphics.

These 3-D graphics certainly add an element
of graphical pizazz that has been absent from
previous Madden offerings. At this point, the
player animations are very fluid and run at a
brisk frame rate. The attention to detail on the
players is enormous. If you zoom up close to
the players, their names can be seen on the
backs of their jerseys, and facial features are
visible behind their helmets.
Being built around the brains of the

PlayStation's Madden 98 is a good thing, as it

The complex, polygonal player models allow for highly detailed instant

Madden 64 looks very impressive as EA Sports' frst
attempt at a football game for the Nintendo 6.

possesses the smartest Al found in a console
football game. This is presumably how the
game was created so quickly. The N64 car-
tridge format seems to be non-limiting, as
Madden 64 contains all of the same in-depth
features such as the creating, signing and
trading of players in addition to fantasy drafts
and custom season options.

With the surprise announcement of Madden
64, one can only wonder what else EA might
have wp t their sleeve for Nintendo owners.

SYSTEM RELEASE DATE
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replays. Notice how the camera can be tilted to scan the line of scrimmage.
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he same game, different results.
To the laymen, the '98 versions
of Madden football are identical
Of course, the Nintendo version
has some snazzy graphics, but the dif
ferences between games are some
times subtle. Because of the polygons
Madden 64 will play close to, but not
nearly as fast as the 32-Bit, sprite-
based versions. The N64 version does

Obviously, the N64 version of
Madden is unique in that it's 3-D.
Also different are the more colorful
playcall screens, better end-zone
celebrations and verbal taunts.

186] 2

The PlayStation version has all of
the extra Madden video clips during
the Season Mode that the N64 does
not. Also, it plays a bit faster than
the polygonal N64 version.

The Saturn version is almost identi-
l to the PlayStation version of
Madden. The full-motion video is

a lttle grainier and is cropped
smaller, but who cares, it's FMV.

have a first-person view available
called the “Helmet Cam” which is
pretty interesting to play with but not
really too practical. Whichever version
you get, you really can't go wrong.



NHL 98

EA Sports’ new hockey simulation brings
high-resolution hockey to the PlayStation

A's latest addition to the hugely success-

ful NHL series is nearing completion, and

should be ready for release on the

PlayStation and Saturn this October. Il
be released amidst stiff competition from Sony,
Virgin and Acclaim (with FaceOff ‘98, Powerplay
'98 and Breakaway '98 respectively).

Similar to last year's game, NHL 98 will fea-
ture fully polygonal motion-captured players,
providing ultrasmooth gameplay. Not so similar
to last year's game, however, is that—so far—the
game actually moves quite quickly (last year's
looked great, but played a bit sluggishly due to

the polygons). That was probably the only fault
of last year's version (besides the annoying pre-
and post-game commentary by John Davidson),
so EA's refinement of their polygonal engine
could make a huge difference this year.

Other additions to this year's game include
play-by-play commentary by Jim Hughson and
Daryl “The Razor" Reaugh, smarter Al than last
year's version (although it was pretty good
already) and, best of all, a new International
Tournament Mode that includes the ability to
play as any of 14 international teams (including,
of course, good ol Team USA). You can create

Because of ts new, hi-res graphics, NHL 98 looks
better than ever before (and more like the PC ver)

and customize your own tournaments as well.

Despite the fact that there are now three
main competitors vying for the title of hockey
king, EA still has the most experience and, ulti-
mately, the most popular name. The improved
game engine and extra options could be what
pushes NHL 98 over the top.
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Coach Johnson finds new Joo!bad fields to conquer

he game now known as Jimmy

Johnson’s VR Football ‘98 has a past

almost as interesting as the coach him-

self. Sega initially had rights to the origi-
nal football game engine. It then was sold to
Konami and finally to Interplay where it has
found a home under the VR Sports label. It
seems like a journey almost as long as the
road to the Super Bowl itself.

All background information aside, Jimmy
Johnson's Football has long been known (as it
has been passed around) as “that console
football game with the play editor” Indeed, no
other console football game in recent memory
has had a play editor, and it is good to see
some game developers making an effort to
create one. So far, the editor is
easy 1o use, and seems pretty

good. One of the true tests over time will be
10 see if unstoppable “money plays” can be
created through the use of the editor.

The game itself is a hybrid of 2-D and 3-D
graphics, much like the 32-Bit Madden games.
The fields are completely 3-D, enabling players
to use the L and R buttons to move the field
camera and zoom it in and out during game-
play. Another interesting 3-D element is an
optional passing aide which shows the trajec-
tory of the ball, through the use of a transpar-
ent blue arc. This feature seems best used
solely as a learning tool because it enables
your opponents (in Multiplayer Mode) to
immediately see where the ball is headed.

In addition to the aforementioned features,

Jimmy Johnson carries
all he requisite NFL

The optional pass interface is rather unique as it
defines the trajectory of the ball while in flight.
licenses, Player Creation Modes and trades.
There is also soe rather perky full-motion-video
advice from Jimmy himself.

With tough competition (such as GameDay
and Madden) ahead, Interplay is putting a lot
of faith in Coach Johnson’s winning tradition
to keep them ahead of the pack this season.
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Ithough it looks similar to EA's past 32-Bit

golf games, PGA Tour 98 is showing strong

signs of substantial improvement over its

predecessor (unlike the somewhat disap-
pointing PGA Tour 97).

PGA Tour 98 has undergone a mild facelift in
the form of better scenery and crisper graphics,
making the golf courses more lively and realistic.
There are plenty of different-looking trees, golf
cart paths and buildings, giving each course
unique character and authenticity.

One of PGA Tour 98's most simple, improved
features is also one that | consider to be very
important. A huge problem with console goif
games in the last few years is the lame number of
courses included with each one. Most only come
with a scant two or three, aren't real or licensed.
To my pleasure, PGA Tour 98 is coming equipped
with five different golf courses, all fully licensed.

0260 )ydx

When you play and compete on these courses
with 14 of the licensed PGA Tour Pro players, the
game really starts to feel like you're playing in a
professional tournament.

EA has always been known for the number of
options provided in their sports games, and this
one continues with the tradition. Eight game
modes are included (three new ones including a

golf skills competition), and it's dam
hard to come up with eight Play Modes
for a golf game. There are plenty of
other nifty features such as a “Hole
Overview Analyzer” that provides audio
commentary and tips on each hole.
With a very impressive set of options,
courses and licenses, PGA Tour 98 is
looking very strong. The only thing not

The graphics in PGA Tour 98 are looking pretty good.

provided is a course editor. | guess they - Notice the picture-In-picture view on the left.

need something for the '99 edition.

| Piayer Select
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If there's one thing you don't have to worry about in an EA game, it's
options. Finally, they also provide plenty of golf courses. Yay!

HARDWOOD HEROES

Midway embraces realism an

he king of the fast-paced, outrageous
basketball sims (NBA Hang Time) has
decided to slow down the pace to mortal
speeds with their newest, realistic
basketball game: Hardwood Heroes.

Going for the realistic look and feel rather
than the over-the-top antics of NBA Hang
Time, Hardwood Heroes will feature many
subtle player animations not found in other
basketball games. With the help of fluid-mov-
ing polygonal players, Midway hopes the new
movements will give their game the graphical
edge in the crowded basketball sim market
The main attraction will be side-to-side and
back movements in defense and
offense. Should they pull it off
successfully, these maneuvers
will offer an eye-catching level of
graphical realism for a basketball
sim. Also making its mark will be

d slows down the pace

individual rebounding and blocking abilities
based on the height and skill of the actual
players. In other words, you won't find shorter
players like Steve Kerr shooting over the big
men like Malone or Olajuwon. Also unique to
the game will be signature moves for some of
the more well-known players along with their
own special celebration movements.

For the more industrious lads, there will be
a Practice Mode for sharpening skills in
shooting, passing, dribbling and, everybody’s
favorite, the slam dunk

Drexien

With multitap support giving it up to five-
on- five play ability, this may be the game that
finally gets the crew
to come over to your
crib for the evening.
The game will be
fully licensed by
the NBA with all the

The players are introduced in showtime
fashion before each game. You'll probably
abort it after seeing it once, though (left)

goodies: logos, stadiums, uniforms, etc.

Only time will tell if this game is able to
stand out in the impressive field of 32-Bit
basketball games.
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playable demos:
PaRappa the Rapper
Ace Combat 2
Intelligent Qube
Fighting Force

non-playable demos:

Tomb Raider 2
NFL GameDay '98
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“The only NFL game good enough
to put my name on it.”

- Jimmy Johnson, Miami Dolphins

Ask Jimmy.

Motivation, game tips, personnel
assessment and post-game analysis
from Jimmy Johnson.

Coach’s Clipboard."

Create your own custom
plays and save them
on memory card.

One-Step™ Play Calling.

Choosing your play is as simple
as pressing a button.

3-D Passing Interface.
An innovative interface
provides precise control

of passes and kicks.

Fully Licensed.

Real NFL teams, logos and
players with authentic play
books and formations.

Plus Customize Players and
Teams, General Manager Mode,
and Adjustable Real-Time Camera
Movement Before the Snap.

“There is so much more in my

game...so get a move-on and

check it out for yourself!”
—Jimmy Johnson

£ R

© 1997 Interplay VR Sports, . 5 y y
Developed by s Tek, Inc. Jimmy i ises. The NFL i i WO 1997 NFLP




Back-to-Back Super Bowl Championships
Four-Time NFL “Coach of the Year”
36 Consecutive NCAA Victories

FOOTBALL
985"

Start Taking Notes.
October 1997




Kraig Kujawa

Kraig Kujawa

®
H
)
5
=
=2
®
£
=

Kraig Kujawa

pent Favorites:
Kujawa - Madden NFAL 88 « NFL
NAL GameDay 88  Moto Racer GP

GameDay 88

Madden NFL 98 doesn't have the flashiest
graphics; but it does have rock-solid gameplay.
Though not perfect, Madden 98 s the most
realistic football game I've played. I can usually
destroy the computer in football games after
days, but not with this gem of a game. The
«computer Al is very smart, and doesn't cheat to
get the job done. | still haven't found a “money
play;” which makes the multiplayer games all
the more challenging. There are loads of fea-

tures, including a fantasy draft that just make
Madden 98 the best PlayStation football game.

NFL GAMEDAY 98 « PLAY

Graphically, NFL GameDay 98 is revolutionary: Jawesenest | P
Many didn't think that a polygonal football EGH e
game could be done this well on a PS, but Sony

pulled it off. The gameplay s vintage

(GameDay—you'll be able to pick up this year's

version quickly even though the game is fully

3-D. There are a lot of sweet, new moves made

possible by the polygonal graphics. The Al in

the game is pretty good, and it plays realistical-

ly, although I've found a few plays that work a

little too well. Regardless, you can't go wrong

with Sony’s stunning, 3-D football game.

STATION - SCEA

NCAA Footballis using a revamped Madden 97
engine and it shows. Although the game is
excting, the grainy graphics are average and
the Alis loaded with glaring weaknesses. For
example, 00 many receivers are always open,

and it’s pretty easy to run back kickoffs and

punts (if you know the right moves). There are

some cool things such as pitching the ball and
having playbooks tailored to many of the col-

lege teams that make the game fun. NCAA 98
is an above- average football game, but be pre-
pared to run up some really high scores.

There's a lot o like about NHL Powerplay ‘98. [ D % Kk ey,
The game is very realistic, and the computer Al Sod - “

is smart and will put up a good fight. The 3-D
player graphics are detailed, but some of their
animations are a little choppy. The gameplay is
above average, but could stand to be faster
with more responsive player control (a common
problem in many polygonal sports games).
Also, Virgin needs to work on the game presen-
tation and atmosphere. Powerplay ‘98 is a
good hockey simulation, but its gameplay prob-
lems might sour the overall experience.

rebnche g £
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NHL POWERPLAY '98 « PLAYSTATION + VIRGIN

To borrow from the Six Million Dollar Man,
Madden 98 is smarter, stronger, better than
before. While it missed the polygon boat (at
least for the PS version), it more than makes
up for it with its stellar Al Time and time
again, our scores stayed within the 14-21
point range, a tell-tale sign a football game is
good. Also, the lack of money plays of cheap
maneuvers convinced us Madden 98's over-
hauled game engine is purrin’ like a Kitten.
Bad things? It's not polygonal and the tackle
animations are a bit weak—live with it

(GameDay 98 has set itself apart from the
pack in @ big way this year, thanks to its awe-
some polygonal transformation. If you're wor-
rying about slowdown, relax. GameDay 98 is
just as fast if not faster than last year. While
some of the moves remain the same, the new
tackling, tightroping and catching animations
are great additions. The Al is also a bit better
as well. While Madden 98's Al may be a bit
more refined, NFL GameDay 98 wins out
slightly due to ts superior ook and general
appeal as an exciting football game to play.

College football is an acquired taste for most,
but for those of you who love Madden
football, NCAA is a must. Gameplay is simi-
lar to Madden 97 (they use the same engine)
with most of the same controls and options.
Unfortunately, some of the same Al bugs are
there as well. The differences are in the
cleaner, easier-o-understand play interface
and the enormous amount of plays available
in NCAA. The game is a bit grainier than the
new Madden 98 and there are some “money
plays;” but its still a fun game to play.

Coming off the success of last year's edition, |
expected ‘98 to be very good. What | got
was a good game with a few drawbacks. |
found myself constantly using the turbo in an
attempt to speed up the action. Frame rate is
alittle slow with a bit of choppy animation.
Occasionally, the puck is hard to follow but
nothing too extreme. The stats are all good,
but it doesn't matter if the gameplay isn't up
to par. Powerplay '98 is a decent hockey sim,
but with so much competition, it won't cut it
10 just be a good sim—it has to be great.

Jafiey ueag Jafiey ueag Jafiey ueaq
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Kraig Kujawa Kraig Kujawa

Kraig Kujawa

Kraig Kujawa

I have mixed feelings about the ‘97 edition of
BotN. Atits core, the gameplay.s pretty. good.
Unfortunately, almost everything accompanying
the gameplay is cheesy or lacking in some way.
The players animate well, but look rather shab-
by. There is no MLB team license (the players
are included) and the stadiums have names like
“Monster Dome~" There are some cool features
such as Scenario and Training Modes, but
missing are things such as a Home Run Derby.
BotN *97 i fun, but lacks the depth or atmos-
phere that is expected in a pro baseball game.

This is probably the most stylish, pinnacle rac-
ing game |'ve ever played. The graphics, atti-
tude, music and the breed of car you drive con-
tributes to the suave atmosphere of the game.
This contributes to, but does not make a great
game. Herein lies the problem. Porsche
Challenge doesn't generate the excitement
found in the top-notch rading titles. The car
control is brutally realistic and the design of
some of the tracks is pretty uninteresting. With
great visuals and attitude, Porsche Challenge is
no slouch, but it could use some refinement.

Activision’s new racing game is an ambitious
one that combines an incredible amount of rac-
ing styles, cars and tracks. With all of these
types of play, it must have been difficult to
refine each one. You can play with anything
from sports ars to racing dune buggies in
Egypt. Some of the racing dasses are quite fun,
but others in the Grand Tour are a little monoto-
nous and the action is sparse. The in-game
music is good, but some of the sounds can
grate on your nerves. With so much depth, GTR
has something for all, despite its rough edges.

BOTTOM OF THE NINTH '97 -

PLAYSTATION * KONAMI

Bottom of the Ninth '97 has improved over
last year's edition but is still just.a itle stale
overall. OK, the look of the polygon players
has improved, but they still appear robotic.
Continuing on, the upper third of the sareen
still displays the bases and the pitcher view
box which makes for a very crowded screen.
On the positive side, gameplay is good and
the game speed is fast as well (particularly the
rate at which the pitches come at you). Hitting
the ball is tough, as it should be, but not
impossible. The Scenario Mode is cool as well.

Jabey ueaq

This is what Need For Speed 11 should have
looked and played like had it been true to
the original. In Porsche Challenge look for-
ward to large, 3-D cars racing various rural
tracks similar to how they would perform in
true life. The realism aspect of the game was
done well, but | soon got bored of only hav-
ing the Boxster to race with. Throw in all the
different Porsches, speed up the frame rate
and chuck the goofy characters and this
would be a serious racing game. Porsche
Challenge is a good, but limited, racing sim

Jafiey ueag

Adtivision put a ot of effort into creating
exotic tracks and locales, different styles of
race and multiple routes and shortcuts. Now,
did it all pay off? For the most part, yes.
Certain tracks are better than others. For
example, Scotland's Rally Race is very fast
with good competition, while on others the
combination of the droning “blender-like”
‘motor sound and the long lengths of road
with no sign of competition really does make
it seem more like @ tour than a race. In the
end, the good elements outweigh the bad.

Jafiey ueag

VMX RACING « PLAYSTATION « PLAYMATES

This game left me speechless...in a really bad

way After playing so many beautiful.and fun
3-D racing games on the PS, it was shocking to
play this amateurish effort. Aside from the FMV
intro and some of the music, there's plenty to
find at fault with every aspect of this motorbike
game. The graphics are poor, and move at a
bad frame rate. Gameplay is simple, repetitive
and annoying (espedially the way your motor-
bike wrecks). Even though there are few motor-
cydle racing games on the market, it wouldn't
be a good idea to pick up this sloppy title.

il

To its advantage, VMX Racing has managed
to become the first 32-Bit moto-x for the
PlayStation and while the game can grow on
you, it has detractors. Narrow tracks cause a
lot of congestion and subsequent slowdown
(especially at the starting lines), running off
the road even the slightest bit causes a wreck
(with the same animations every time) and
finally the speed burst doesn't seem to do
anything other than rev the motor. Overall,
the game has some good elements, but the
aforementioned major flaws bring it down.

Jaafiey ueag
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Interface gives you the chance to praise, gripe, ask, speculate
liscuss some of today’s top issues in
the video game industry. You can reach EGM by writing to:

or simply reflect. EGM will

Interface, Letters to the Editor
1920 Highland Avenue, #222
Lombard, IL 60148

or, you can e-mail:

EGM_Mailezd.com

questions to:

editorial correspondence only! Sending subscription inquiries to
those addresses is futile. Please direct all subscription related

Box 55722

or, contact the subscription department by vi

http://

For e-mails, include a detailed subject heading that pertains to

what your letter is about. If you don’t want your e-mail address
printed, tell us. Please note: The above two addresses are for

for space purposes.

Don’t forget, EGM reserves the right to edit any correspondence

EVERYEODY'S KUNG-FU
FIGHTING
Dear EGM,
I think it’s great that so many fighting
games are available for fans to choose
from, but | just don’t understand how some
of these games can make money for the
developers. Why are some of these game
companies taking such a big gamble, hop-
ing their games will be adored by fighting
game fans, when the market is completely
saturated at this point?
Rich Klimson
klismo@aol.com

Tekken, Mortal Kombat, Fatal Fury, Virtua
Fighter, Street Fighter, etc....s it too much?
Is the market saturated? Not according to
consumers. Last year, gamers spent nearly
$150 million on 32-/64-Bit head-to-head
fighting games. This makes up over 15
percent of the U.S’s total domestic sales
(compare that to 8.5 percent for adventure
games or 1.7 percent for RPGs). In Japan,
fighting games represent over 80 percent
of video game sales. Translation: The genre
is a modern-day gold rush. A lot of devel-
opers are hoping to create the next big
thing, and who can blame them? Who
knows what upcoming fighting game will
join the elite ranks of the hits listed above?

People are buying them, so they'll keep on coming.
Shown here is T*HQ's VS. for the PS.
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GOOD LETTERS DON'T
GO TO HEAVEN

Dear EGM,

How in the h... do you keep up with all the
letters sent in? Do you have speed readers
o robotic people who do nothing but read
letters? And how do you which

NO COMPLAINTS

Dear EGM,

1 .am one of the few people writing to EGM
NOT complaining about how bad the
Review Crew rates games. Whenever | read
EGM's reviews, | can tell they are honest

letters are published, and which go to
letters heaven?
Devin Jackson
Warrensville Hts., Ohio

It's a tough job. (How many of you feel that
the letters editor deserves a raise? Let your
voice be heard!!) Unfortunately, since we
get literally thousands of e-mails and snail
mails each month, thousands go unpub-
lished (but we still read them all). All we
can tell you is, please keep your letters
short and to the point and please don’t beg
1o get your letter printed. By the way, we
like getting compliments, but they will NOT
help get your letter printed (we usually edit
those parts out anyway to save space).
And don’t forget: The editorial department
(us) cannot answer any of your subscrip-
tion Please see the i

at the beginning of the letters section for
your subscription concerns.

MR. DEMANDING
Dear EGM,
P've heard that people play all sorts of
games 24 hours a day, seven days a week,
and they get paid for it. Is this true? If so,
could you send me information on how |
can do this? Also, could you start me out
now by sending me four games with
instructions (for the Super NES only) a
month for me to play? P'll send them back
with my opinions. And if | win Letter of the
Month, could | have either $30 by check or
cash, or Ranma 1/2 for the Super NES?
Thomas Tran
Dickinson, Texas

mm...no, no, no and no.

T GORIEST
GAMES

of ALL TIME

Resident Evil: DC
PlayStation
Capcom

Loaded
PlayStation/Saturn
interplay

House of the Dead
Arcade
Sega

q
C
2

Splatterhouse
series
Muitiplatform
Namco

Mortal Kombat

Mul n Iutlnrm
Midway

Honorable Mentions: PO’ed, Die Hard
Trilogy, Legacy of Kain, BloodStorm,
Techno Cop, Time Killers, Doom series,
RoboCop vs. Terminator (Genesis).




SPRINGIN' A LEAK

Dear EGM,

For what seemed to be like the better part
of a year, all you had to do to win the
“Letter of the Month” in the EGM Iener
column was write a letter compl;
about censorship or some similar mmg
One of these letters was some guy who
was ticked off because in some version of
Primal Rage, the fatality where you piss on
your opponent was removed. Now | am
not normally one to condone censorship (I
love the gory games and movies as much
as the next guy), but after reading this
person’s comment about Primal Rage, |
began to ask some questions to myself
about the way our society works. As |
said, | have never condoned censorship of
any kind in the past and probably never
will. But do we really need to see some-
one urinating on someone else to have a
good time? Normally, | think that the
artist’s vision should not be compromised
at all: The finished product should be true
to the artist’s vision. But these people are
not necessarily making this material for
art: sex and violence sell, and they know
it. I think much of the content in today’s
games and movies is intact for dollars
more than artistic vision, with the creators
not giving a damn about the effect it is
having on children or society. | think
about the recent movies | have rented,
and as | ask myself the question, “Did you
rent these because of a good story and
craftsmanship, or did you rent them
because of all the cool killing and action

in them?” I honestly don't know the
answer. Look at a game like Mario 64. Did
that game need violence to make it
“Game of the Year?” Violence does not
make a good game, but it sells. It creates
an easy way out for game manufacturers
who want to sell a ton of games. Should
we be condoning this kind of thing?
Should we be againsl censnrship‘»‘ Do we
need to see a guy pissing on another guy
10 have a good time?
Ira Wells
Wells_d@agt.net

Mr. Wells is right. We should not condone
violence in video games (and letters on
the topic of censorship do seem the topic
of the day, every day...), but who are we to
decide what is appropriate and what is
not? What is trash and what is art? That's
where the issue of censorship becomes a
touchy subject. We don't believe anything
a game developer creates should be
changed. If Mr. Programmer wants to
animate pissing dinos, then let him. Now,
if we don’t want children exposed to
Jurassic urination, then it's up to everyone
to: a) enforce the ratings system (by not
letting underagers purchase mature-rated
games) or b) be responsible parents and
what is or isn’t iate for
their own children. We simply cannot and
should not decide for everyone else what
they can buy. What about all the legal-
aged adults who have every right to see
dinosaurs relieve themselves on a van-
quished foe? And no, we don't need to see

degrading or violent activity to really have
fun. But if you think about it, we're talking
about video games. It's no nightly news
showing real-life death and destruction,
cable TV showing nudity, sex,
graphic violence, etc. It's a bunch of ani-
mated sprites and polygons put together
by a few programmers with a goofy sense
of humor. But Mr. Wells does have a very
good point. Sometimes (actually, very
often) companies throw controversial
subjects into their games just to help
sales and little else. Thankfully, gamers
are all a bit more mature now and can see
through a shallow game like that
just last month, we publically criticize
Virgin’s upcoming S&M, which from early
looks, revolved solely around the of’ ultra~
violence and little else). Hopefully over
time, these controversial-just-to-be-con-
troversial games should slowly be voted
out by our well-spent gaming dollars.

Congratulations.
You win an
INTERACT
Control Pad for
the Saturn,
PlayStation or
Nintendo 64
(your choice).

and accurate. And | think it's dumb when
people write in and complain when their
favorite game gets a 6.0. They shouldn’t
complain! A 6.0 means their game is above
average, according to the Review Crew.
Danner Banks
Everett, WA

Actually, we get tons of letters compliment-
ing our reviews—way, way more than the
handful of letters complaining about them.
We just don’t bother printing any because
‘we don't feel a need to boost our own egos.
But we wanted to print Mr. Banks’ letter
because we thought it was a good reminder
10 everyone that our rating scale is NOT the
same as a school's grading scale. A 5.0 is
middle of the line average in our books
(where a 5.0 would be failing in school).
And don't forget, a 7.0 is a fairly decent
score in EGM (instead of an average “C”
grade on an educational scale).

Dear EGM,

Your review crew seems to be constantly

criticized for their so-called biased reviews.

'm just glad that there is a mag out there

that doesn’t give perfect reviews to every

hyped or pretty game. Thanks for being #1!

Ryan Welch

Dend33@aol.com

Dear EGM,
1 admit that EGM's reviews are quite criti-
cal, but the Review Crew is harsh toward all
games equally. But you know what? That's
why | listen to EGM and choose them over
all the other magazines. EGM is the only
mag who has the balls to say what
sucks...sucks.
Jason Han
Honolulu, HI

OK, 50 sue us. Since we're not afraid of
printing negative letters from people who

disagree with us, we figured we can toot
our own horns and print a nice letter once
in a while!

MANTASTIC BODIES

Dear EGM,

I've read about 9,000 letters addressing
the subject of females being portrayed in

a sexist manner in video games. These let-
ters are stating how video game females
are always perfect little Barbies with 100~
pound bodies and long legs, and how it's
s0 insulting that the female gender is being
represented like this. Well here’s a new

le craniums: The
guys are portrayed in basically the same
way! Akira, Ryu, Liu Kang, Guile, Shao
Khan, Wolf and Sagat are all muscle-bound
string beans! People complain about how
Sheeva is almost naked—look at Kintaro!
All he's wearing is a tiny loin cloth! The

(24" [197]




Figure 3-3
Signs and symptoms of shock

FACE=-PALE, DAZED LOOK
EYES -DULL, LACKLUSTER
PUPILS - DILATED
RESPIRATION - SHALLOW, LABORED, IRREGULAR
PULSE -RAPID, WEAK
SKIN-COLD, CLAMMY
PERSON MAY BE ANXIOUS. OR PARTIALLY OR TOTALLY UNCONSCIOUS,
DISORIENTED
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Dazed look? Dilated pupils? Rapid pulse? It's
simply the body’s way of protecting itself against
games like Deathtrap Dungeon, Tomb Raider 2
and Fighting Force. And while the victims of this
kind of emotional shock may benefit from
counseling or psychotherapy, what they usually
need is more playing time.

=leeo

You’'ve been warned.

www.eidosinteractive.com




bottom line is: Political correctness has
gone way too far. Just lighten up!
Name withheld
Los Angeles, CA

The only reason Wolf Hawkfield has a
nice physique is because he’s be:n
steadily working out over the ye:

Just look at how he looks now cumpared
to his Virtua Fighter 1 days!

TTHEN

EGM TO THE RESCUE

Dear EGM,

My, um, friend is addicted to video games,

and | was wondering if there are any num-

bers he could call for help. Please respond

because |, er, | mean he, really needs help.

Brian Go

Bethel, CT

Well, well. It just so happens that we have
a perfect solution for your “friend” How
about a call to our new EGM/EGIF help
line, 1-900-PRE-VIEW? It's only $1.95/min
(and please make sure to get your parents’

THE QUESTION OF THE MOMENT:
What are your thoughts on Working
Designs’ announcement that they will
stop publishing games for the Saturn?
(See last month’s issue, September #98,
Pg. 73 for details.)

Please send your thoughts via e-mail to:
EGM_Mail@zd.com with the subject
heading: Q of the Moment. We will print
a few of your responses in next month’s
Letters Section. Due to press times and
magazine shipping dates, we regrettably
will not be able to print Question of the
Moment responses sent to us by regular
U.S. Postal service.

200] = |

ion if you are under 18 years of
age) And thanks, by the way, for giving us
an excuse for a shameless self-plug!

CLEARING THINGS UP
Dear EGM,

1 would really appreciate it if you would put
a glossary in your magazine (or more like a
decoder). Just a random sampling from
issue #97 netted me the following terms
(and | don’t have a clue what they mean, at
least in reference to video games): Al, SGI,
DVD, RPG, VGS, EDO, FPS, anime, sims
and umlots. Also, what in the world is a
‘Super Famicom?

John Sherrod
South Bend, IN

WTF? You don't know what VGS is? J/K.
0K, we'll give you the 411 on some of
these terms ASAP. IMO, we may have
assumed a little too much. Al: artificial
intellige: SGl: Silicon Graphics, Inc.;
DVD: digital 0 disc or digital versatile
disc, depending on who you talk to; RPG:
role-playing game; VGS: VideoGameSpot
(www.videogamespot.com); EDO: extend-
ed data output (a faster type of RAM:
random access memory); FPS: frames-
per-second; anime: Japanese animation
(or cartoons); sims: short for simulation
(e.g. a flight sim is a game or program that
simulates actual flight); and umlots: the
two little dots above certain letters, like the
a's in Teras Kasi. BTW, the Super Famicom
is the Japanese Super Nintendo (the
Famicom is the Japanese NES).

YOU GO GIRL!
Dear EGM,
When | was reading Interface, | came
across a letter that caught my interest. It
was from C.D. Wasp and talked about the
negative African-American stereotypes in
Twisted Metal 2. | really didn’t realize it at
first, but 'm glad that C.D. pointed it out.
Although the portrayals of Mike, Axel and
Bruce weren’t to everyone’s taste, | have to
congratulate the makers of TM2 for one
thing: the positive portrayals of their
female characters. Far too often in racing
games and cartoons, girls are driving pris-
sy pink cars and have names like Pink
Powder Puff. To me, the real sexist games
are those Barbie doll-types, like McKenzie
and Co. (for the PC) or the Barbie and
Crystal Pony games that were created for
girls. Hopefully, we've seen the last of
those monstrosities. | can find better
games to play (like Resident Evil, TM2 or
Tomb Raider) than those about a bunch of
squeaky-clean preppy girls whose main
goal is to get a guy to take them to the
prom. | think a lot of girls would really
leo games if people would stop
convincing them that the only things they
should like are boys, clothes and mal(e up.
Carrie Kube
bkube@globaldialog.com

We always thought that McKenzie and Co.
sounded like a lame premise for a game.
But you know what? We're willing to pay
just about anything to get our hands on the
racing game that has Pink Powder Puff
driving a prissy pink car!

v ‘Aajiep ouaiop « Bunf oseg

Congratulations Baro Jung (e bet
youre thinking, “It's about time | won first
placer).Your prize s on its way—an
ASCl Specialized Control Pad for the
PlayStation It features rapic-fire controls
for all buttons and slow motion for those

intense moments.

Spokane, WA

The Ascl
Control Pad
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BASEBALL HAT:
Remember, polite gamers
take their hats off in
churches and schools!
Embroidered £GM logo on
front, videogames URL
stitched on back, adjustable
plastic snap-strap: $12.95

[fficial Llcensad

Merchandise
MOUSEPAD: Own the mousepad voted

FI"D m YI] ur “Most Scary” by U.F.0. abductees. Great for playing
5 mouse-based computer and video games. WARNING:
Fa var |tE Persons known to have U.F.0. implants are advised

Video Game
Magazine!

NOT to purchase this item! $8.95

T-SHIRT: Wear this
baby and tell the folks where you
buy video games that you work for EGM! Super
high-quality 100% cotton Fruit of the Loom Lofteez
ASH colored shirt lasts wash after wash. Sizes
available in Medium, Large, Extra-Large: $14.95
16.95

CD-ROM CASE: A MUST for the gamer on the go!
Holds 12 game or music cds; plus soft clear sleeves won't
scratch cds but holds "em tight, even when held upside down;
double-stitched zipper won't come open! $16.95

Or fax your order to:
561.626.1961

or mail your order with
a check made payable to:
CoolStuff Inc.
hipped t PO Box 32313
e Sfosthe ooby ot Dok 5595 PB Gardens, FL 33420 * USA

correctly prepared mail
and checks wil be destroyed




Tips, Tricks and Strategies for Home and Arcade

With Halloween just around the
corner, we plan to put something
really spooky in our issue. (No, not
a picture of our stafft)

Rather, what better way to enjoy
All Hallows Eve than with a mega
blowout of the next Castlevania
game for the PlayStation. We'll
show you all the blood-curdling
details of this gigantic game to get

through both castles! Also, look for
in-depth stats of everything from
the creatures to the weapons.
EGM then goes from the spooky
to the strange with Oddworld:
Abe's Oddysee. This unique title
will certainly push your puzzle-
solving skills to the limit as you
help Abe rescue his slave friends.
We'll help you figure out how
to solve this game’s most
difficult puzzle:
As the leaves turn delicate
colors and birds depart for warmer
skies, a young man's fancy turns
to one thing...sports games! In
our next issue, we'll blow out the
hottest pigskin games, plus take
a look at other up-and-coming
sports titles.

November 1997

This is what we've all been m.mu for—the

BIG on 00! This is no ordinary

issue, and we aren't kidding when we say
s the one you'll definitel

It's a whole ne

you'll be with u e

some of the exciting stuff you can look

forward to in the best issue ever!

« A cooler, new look for EGM.
You wanted it, you got it!

+ The final piece
of the 100th issue poster

« The top 100 games of all time

* And much, much, MUCH more!!!
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Credit Card Orders: 2092 432-2684
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Send us your old games/systems

Receive a check back or purchase othe tltles of your choice
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PlayStation oy 3 ; = 4 Guldes
ve Ao 2 o s = 1 - 3 NINTENDO Final Fantasy VIl Survival Guide

StarFox 64 Survival Guide
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Suv:r Mario 64 Sumva\ ‘Sude $1295

We Soi Usea We Buy
BANJO KAZOOIE
BLAST CORPS
CLAYFIGHTER 63 1/3
CRUSIN USA
DARKRIFT

DOOM 64
FIFASOCCER 64

Tekken 1 & 2 Survival Guide
Mortal Kombat 3 Player's Guide
(Wad Ara Syatogy Gidde

Ca// /or Gurdes/HmI Bouks not //s[ed
FORMULA 1 5
GOLDEN EYE 007 & 95/32
NTLSUPERSTAR SOCCER 3 95/30
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MACE THE DARKAGE 1 : B e oy
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54,

STAR WA

SUPER MARIO 64

TETRISPHERE

TOP GEAR RALLY

TUROK DINO HUNTER
GODS

WAVE RACE 64 34
WAYNE GRETZKY HCKY  54.95/26.00
YOSHI'S ISLAND 64 59.95/32.00

No Boxes?
No Instructions?
No Problem!!!
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"IIIII ESOURTE OF AMERICAN AND IM'AIIESE VIDEO GAMES

SONY PLAYSTATION

War craft 2
= NBA Live 98

Duke Nukem 3D
& Super SF2 Collection
Sonic Jam
Magic Knight Ray Earth
Lost World

Marvul Super Heroes
ost World/J. Park 2
1 Bushldo Blade
Oddworld Inhabit ===
BA LIVE 98

BROWAsTLG 59 BOmberman

Cyberbots
Last Bronx
Thunder Force V
Samurai RPG
Langrisser W
WakuWaku 7859 Classmate H
Azel: Panzer[)ragon RPG F;r Bradius Gl

Virus 1 ‘ o
Silouette Mirage % ) o FronitMission 2
Super Robot War F der DIX'PK
Rockman X4 Front Mission Alternative
Marvel Super Heroes %l:“p:vc?;[% (joé\sﬁnou
Bl : Micight Fun 3

| 2 = Psychic Force Puzzle
& King of Fighter’s ‘96
Einhander
Bio Hazard Director's Cut -
RUNABOUT $69

Skull Fang $49

SAMURAI 3 §69 SAILOR MOON $59 — o

U.s.

Star Fox 64
Int'l Super Star Soccer
Mission Impossible
Top Gear Rall
gf’m?:" Eye 63 1/3

J- Lea ue Soccer lay Fighter

g Maj ;}:)r League Baseball
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4 ~GET $50FF WITH PURCHASE OF 2N0 NED CO GAMES.
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METAL SLUGSSB - REAL B0UT SPECIAL 553 SAMURAI SHOWDOWN 7.
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Free

Converter

+N64 Controller
+N64 Memory card!
With Purchase of

N64 King of Pro-Baseball

MEMORY caRr(>,
CONTROLLER ‘i
" N

ULTRA CONTROLLER
+ MEMORY CARD

+ RUMBLE PAK
+ GAME PROTECTORES:

aé:"\»

HEIGHTS, CA 91748

DiGITAL e e
DISPLAY eMail: sales@TOMMO.com
4 L INTERNATIONAL FAX:626-839-8752

onMO ) = B

M NINTENDOS*
YOUR #1 VIDEO GAME DISTRIBUTOR!

TEL:626-839-8759 OR FAX:626-839-8751
OUR RET!? T E AT
v Blvd #A11¢




SF Collection S8

Sonic Wings Assult N64 DBZ Hyper Dimension SFC  Final Fantasy 5 SFC

Model Kits |

Kof F'7 NEO Metal S\ug IIEU Samurai Shwldlm

HE!M‘

W4n Arms S m! Mana 2 FF7 Dngma\ FF Ta(chcs

Mmmn

Chrono Trgger  FF Grand Finde
> $17.95  $49.95 19.95
DragonBall Z  FF7 Cloud Macross Plus - 'JQ'
i ?’ 3P|
[y

Special Package Offer!

Sailor Moon  CT Brink of Ys'% FF 6 Original
$17.95 Time $19.95 $17.95 $54.95

Bio Hazard ~ “X" $19.95 Evangelion Vol Blue Seed V3
$19.95 3819.95  $17.95

Welcome to a gamer’s dream come true!
5 » | B |

You pickany

[EVANGELION ANIME COLLECTION SPECIAL:
% Evangelmn 0.1, thru 0.7 anime plus your choice of
ree volumes of music. ($60.00 value) $43.95

Open 7- Days A Week Mon. thru Fri. 8am - 7um Sat. & Sun. 8am - Sum PST Visit Our Web Site: www.gamecave.com Visit our showroom: 421 E. Hunll gton lonrovia, CA
oo et = ; ‘W‘mFu - EGmoos

Cifora resients Orders Only, Toll Free: 1- BBB GA
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THE OFFICIAL TRANSLATION OF THE #1 ARCADE SMASH!

ARVEL

SUPER HERQES

=
s

It's Super Hero vs. Super-
Villain. Super Hero vs. Super
Hero. Super-Villain vs. Super-Villain
you get the idea. Now Marvel Comics’
most amazing characters battle it out
head-fo-head on your PlayStation game
console and Sega Saturn. Punch-for-
punch, an in(legihle translation of the
#1 arcade blockbuster. You'll enter the
world of Marvel as your favorite
Super Hero or Super-Villain -

Wolverine, Spider-Man,

) i Magneto, Captain
i America, The
Incredible Hulk

and many more
Master all their prolific powers, lethal moves
and multi-hit combos, with each blow
animated in such detail you'll flinch in pain!

Marvel Super Heroes.
All other fighting games are [~==%
mere mortals. ki | E:

Www.capcom.com
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