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past « Drool as 3-D fighters morph into raging half-

inover « Use your
to unlock unique moves for both human and beast
modes + Break through interaciive envi- a
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“But Susan, I have Klonoa’




Everybody wants Klonoa. He's the fantasy creature from Phantomile. He's wacky. He flaps his over-sized ears to fly. He kills

his enemies by inflating their bodies and launching them from any available mountain top. He's also the star in Namco's &

>
PlayStation

new action-adventure game in a 3-D trippy landscape. Once you've got Klonoa, you won't want to get rid of it




Editorial

By Joe Funk ¢ joe_funk@zd.com

eaders ask us all the time about including a retro-gaming section in EGM. Not the 8-Bit
and 16-Bit stuff (heck, a lot of those games still rank as the best of all time —see our
Top 100 Games in issue #100), but the ancient relics from before the mid-'8os market
crash. I'm talking arcade games, plus the very first home systems like Atari 2600,
Magnavox, Vectrex, Intellivision, ColecoVision, etc

It's a question that stirs debate in just about every editor here, but the answer always comes
back the same.

Usually, we struggle to find space to cover all the current products being released in our
bustling industry. It's not that we're philosophically against covering retro games, it’s just that
practicality in the form of a finite amount of editorial space dictates our coverage.

We'e certainly not against covering gamings heritage (witness our timeline in £GM #101 and
the second part of our History of Arcades i this issue). If it wasn't for games like Pong and
Adventure and Defender and Pac Man, we wouldn't be playing the games we are today. No
doubt, replaying those old games and reliving those experiences is priceless. But how many
of you out there have found that after playing those old games a few times, they just don't
have enough depth to hold your interest for very long? You find yourself saying, *I spent all
that time way back when playing this simple game? Geez, | dori't remember my life being
that boring.’

While hearing the sounds and seeing the sites of a Defender or Centipede stirs the adolescent
in all of us and conjures memories of those halcyon days after school at the dimly it neighbor-
hood arcade, the truth is those warm and fuzzy feelings bend our memories. It like having
the chance to go back and rekindle an old flame—more often than not, we'llfind we put the
other person (or thing) on a pedestal and make him/her/it out to be more than he/she/it
really was. It's human nature.

still, the opportunity to relive a part of our past is priceless. It's a core part of why we all play
games in the first place: It makes us feel like kids again, and it's an escape to another time
and place. We salute Namco, Midway and anyone else who releases classic games, for they
are an indelible part of our industry’s heritage, and will always hold a special place in the
pantheon of video gaming.

Nonetheless, don't expect  retro-gaming section to show up in the pages of £G# any time
soon. It comes down to a simple formula: not enough space. What would you rather have? A
four-page preview on Zelda 6 or a three-page preview with a page on games that have been
out 20 years? A story on the future of Sega or a focus on 2600 sports games? Technology
fuels our industry, and what’s next will always be sexier than what was.

While that might be bad news for the retro-buffs among us, the good news is you will be
able to find a gradual increase of retro-gaming ccverago on our spanking new Web site,

Consider this a wo of EGM's important traits: We US(E‘H to
our readers, and we respect the history of our mdusw.

Looking ahead, you can bet that
people playing today’s generation
of games will wax nostalgic about
GoldenEye and Colony Wars the
way we do now about Adventure,
Smurfs and Intellivision Football
and Hockey. Time always marches
an, and hey, if nothing else, future
EICs of EGM can re-use this article
by simply replacing the underlined
words with the hottest titles of
their day.

The Atari 2600 hit, Adventure, dredges up many good
memories, but it won't excite today’s gamers.
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A D) mans the mission-control-
like multimedia station of
GameWorks in Seattle. We give
an on-location report of this
mega game room, as well as
a look at other so-called
location-based entertainment
centers. Are they really the
future of arcades?



Beyond theJungle
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Incredible Game Mechanics
Encounter biue lucense that causes flotation,
exploding platforms, swinging rings, bursting

Tava pits and homing proximity mines.

Al ights reserved. The ratings:

Activision and PITFAL
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ACTIViSioN

Wwww.activision.com

IT’S TO
SURVIVE.

‘When you’re busy leaping
treacherous chasms and
swinging across deadly pits,
you don’t have time to
contemplate life’s mysteries...
After all, being a legendary
jungle adventurer suddenly
thrust into a mystical universe
takes a toll on the psyche.
Besides, you've already-learned

more than the meaning of lif
You've learned what it means to

be one step from death.

True 360° Exploration

Scramble through city ruins, trek through
an active volcano, and escape a piison col6ny.
belore the final battle in the Scourge’s Lair.

Next Generation Adyenture
Swing pastacidfilled pits. hurdle dissolving
platforms, navigate around dangerous energy

fields, arid defeat morphing beasts. on how to get a free Pitfall 3D demo disc.

Call 1-800-850-1682 for information
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To start “The War of the Lions,” you must use bold strok

R

sicides, double-crc

violations of queens, good options all. Whatever your plan, once begun, a war of this magni-

tude is not to be trifled with. T

sa brutal conflict of epic proportions, where each hallowed victory brings

you closer to the very-heart of darkness. Battle after battle, you will command your fighting party across

magical lands protected by hostile forces. You will need the help of the bravest warrior

well as armor,

weapons, intricate battle plans and magical spells. Be ruthless. Be clever. Or be dead. sy,

Y A
TRAINING AN ARMDY
{ how to ensure the higgest, baddest, meanest SOBs are on your sr'du}’
g In Final Fantasy Tactics}’ you are Ramza, a young squad leader and an ally of Princess Ovelia. Its up

to you lo lead an clite fighting squad of your own choosing into battle. You must train them to be
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are trademarks of Sony Computer Entertainment Inc. Final antasy and Squa



td. ©1997/1998 Square Co, Ltd. Final Fantasy Tactics is a trademark of Square Co.

shting classes and four hundred abilities

Ninjas, Bards, Archers, Thieves and more. There are nineteen f

to master. If you go into battle ill-prepared, may the enemy make the blood run cold from your heart.

EFFECTIVE BATTLE STRXTEC)
{or further dis

sions from the annals of shaot first, ask questions later}

As the ancient history of warfare reveals, you will survive if your hattle strategy is strong, and perish
il it is not. You will lead the charge through impressive lands trying Lo gain the best strategic

Il equipment, hire new soldi

empsandvalo R s

May you conquer the enemy or may you dic trying, ~esmsm—sh—

W

castle rampar

positions in for

and plan glorious battle strat

<> SQUARESOFT

PlayStation

©1998 Square Co,, Ltd. All rights rescrved. www.playstation.com



gm letters

Hope For The Future

I have noticed lately there have been a few gripes about
lame endings and low replay value in video games. | think |
know why things are the way they are. You see, the whole idea
of game “endings" is still a fresh concept.

I'am an “old-school” gamer and have been playing video
games since the late '70s. All of the now-classic games that |
played didn’t have endings. They just looped over and began
again...some, maybe with a faster twist than before. So the
whole point back then was to beat the highest score on the ros-
ter or your own personal high

Nowadays the emphasis is placed on beating a game
A.S.A.P. I think this is one of the reasons why video games have
become so easy. Just the other day, | played through and fin-
ished a game | got for Christmas before | even got a chance to
take the wrapping out to the garbage! Don’t get me wrong. |
think Fighting Force is a very beautifully rendered game with
lots of action, but it was “too easy” and too short. | blazed
through the stages with ease.

But you see, this is what | think the majority of the con-
sumers want—a fun and easy game that isn’t too frustrating.
The trick is finding that happy medium, where the game isn't
too hard or too easy. | think this is where the programmers are
having trouble, and they end up with a disposable product that
has no replay value.

You have to look at the whole problem this way: Most of the
programmers are “old-school” gamers, like myself, who played
games that never had an ending. They, like me, are used to
plain, never-give-up, fight "em until hell freezes, then fight ‘em
on ice-type games that never ended but in turn rewarded you
with a harder level for every one completed. And if you did
reach the last level, it repeated at a much faster, harder rate.
The next day you could then brag to your friends about how
many times you flipped the score to “0” and how few quarters
you used to do it.

So you see, my guess is that the whole “ending” and “replay
value” thing is still a bit new, and | think that as time progress
es, through trial and error, programmers will eventually get the
endings and replay value to everyone’s liking. Just hang in
there. | hope you are just as excited as | am about what possi-
bilities the future holds.

Congratulations.
You win an InterAct :
controller. You will
be receiving a
Barracuda (PS), an
Eclipse Stick (SAT)
SharkPad Pro
647 (N64).

s is futile! |
I el sy Srpindence Tl

1920 Highland Avenue, #222
Lombard, IL 60148
e-mail: EGM_Mail@zd.com

Compiled by: Dan “Shoe” Hsu
Belated Holiday Wishes

What’s the best gift to give to me?
How "bout Resident Evil 2 on the Sony P?
Who do | want knockin'’ at my door?
The UPS man with Duke, 64.
What would look good sittin’ under my tree?
LucasArts’ Rebellion for my.PC.
What's that other thing I'm wishin’ for?
An early release of MKz,
What's something cool Id like to see?
A Director’s Cut worth buying....um...(tempo change)...
Play Street Fighter 2 with Dan Hsu,
Kick his *BLEEP* and when I'm through;
1 won't bother with stretch and flex,
When next | take down Sushi-X.
Have an RPG party with Kraig Ricciardi,
Over at the awesome pad of Ed Semrad,
The bowl-of fruit pickards from Kelly Rickards,
And when it's all over, take a nap like Crispin Boyer.
1 think I've said.too much...Happy Holidays Y'all!
Chris Shattuck—barryleesober@juno.com

After John Ricciardi read this poem, he asked, “Did Kraig and | get
married? At least | got to keep the name...”

Sushi-X's Dream Game

| figured that since I'm trying to get into the video game business as
an artist, | thought it would be nice to send you renderings for your
dream games [Area 52, issue #100]. I'm starting with Street Fighter: The
Summoning, Sushi’s dream game. I'm working on all six games, one at
atime. Yes, I'm working on Firefighter Fighter too.

P.S. Dear Sushi, expect a gift in the mail soon. Hint: You have one on
your back, but this one is only about 2 inches long. Hope you like it.

Christopher Bryan—CPU64@aol.com

Thanks for the picture, although we're not exactly sure what you're
referring to in your P.S. We did overhear Sushi-X saying, “Wow, two
inches! That's over twice as long as mine! But what does he mean ‘on
my back’?

Is The Truth Out There?

I would really like you guys to come clean about your tricks section
I'say it is a near impossibility to find a cheat code, yet every month, we
see “somebody” sends one in. | think you guys (especially the
Trickman) are working in conjunction with some invisible government
agency and several large gaming companies intending to mislead the
American people in the biggest cover-up since Roswell. Is the Trickman
real? Or is he a computer-generated hologram with a bad haircut?

Steve Robles—Sacramento, CA



“Winner! Best PlayStation Game at £3."

-GAMEPEN

“...unigue gameplay and killer graphics that will rocket it straight into the PlayStation” hall of fame.”
-GAMEPRO
“...positively oozes high production values... This one’s going to be big!”
“GAMEFAN
“...a rarity in today’s sequel-studded market: a completely fresh idea.”
P,
“...one of the coolest games |'ve ever seen...”
~GAME INFORMER
“...one truly entertaining title.”
~OFFICIAL U.S. PLAYSTATION MAGAZINE
“...my pick for game of the year.”
-PSX NATION
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Oh, we can assure you, Trickman Terry is real. And ever since he took
on his new Euro-punk House of Pain look, he's been real popular with
the ladies. Bad haircuts are things of the past for Terry.

Sports Games In the 21st Century
You know all those sports games that have a year in their name, like
NHL 98 and Triple Play 98? How will their names change going into the
215t century? Will we get an NHL 00? Or how about a Triple Play: The
New Millennium?
nmoo7001@inter.net.co

A representative from EA Sports, who wished to remain anonymous,
told us that the names for their sports lineup in the year 2000 are
absolutely TOP SECRET. He gave us the old, “We can tell you, but we'd
have to kill you” routine. Don’t worry. We'll eventually find out...even if
it kills us. But whatever EA Sports decides to name their future games
(we kinda like the sound of “NHL
2000”), it better be good. How cool
can the name of a game get to be
such a hush-hush secret?

m——

NHL 98 (pictured here) looks and
plays pretty good. But can you imag-
ine what an NHL 2000 might look
like on a PlayStation 64 or a Dural?
We're drooling in anticipation.

How NOT To Do Secret Messages
Phew! So after hours of searching, | found your hidden message
[issue #100]. X-Men rule. Super way of hiding the message by giving a
clue on page 229. Uh...it was hard, but | also found the hidden message
in issue #102 in your response to Tom Donoho’s letter. Keep on putting
hidden messages in your magazine. EGM does rule! So does the N64!
(How else was | going to get an X in there? Give me a break guys!)
Ryan Sikrski—oldcrab@erols.com

SUKES? Holy bad secret message! Oldcrab here demonstrates
exactly how doing secret messages can majorly backfire on you if you
try too hard. Elephants are fun animals, if not a bit forgetful. If you
insist on making secrets, you should double check your spelling.
Sigh...youth these days. Kidding you of course, Mr. Sikrski (in case you
couldn't tell, we like to give our readers a hard time once in a while).
Isabelle is a girl’s name. No it isn't. Gabriel is, however.

Saturn X-Men Vs Street Fighter Update
I want to encourage Saturn owners to write or e-mail Sega of America
to release X-Men vs. Street Fighter for the Saturn. If you want to see this
game released in the U.S., write them and let them know!
Henry Suh—HenrySuh8821@juno.com

Well, it's not SoA that you want to contact, it's Capcom
Entertainment here in America, but even that might not help at this

I would like to see TRON make

What classic
a comeback.

games would
you like to
see revived
for today’s

ken.jalen@
saltriver.pima-maricopa.nsn.us

Call me crazy; but can anybody
recall a decent home transla-
tion of Double Dragon?

egm letters

Just to.name a few: Solar Fox,
Tron, Gorf, Karate Champ, Mat
Mania, Zaxxon, Mouse Trap,
Smurfs, Carnival and Renegade.
Hope Il brought back memories.
Inferred1@aol.com

Kangaroo—Atari2600.

point. At the time of this writing, Capcom’s sales force is
out meeting with retailers to see how viable bringing out
an American Saturn X-Men vs. Street Fighter would be.

The problem is, several major retail outlets, including
Wal-Mart and Target, are clearing out their Saturn hardware
and software inventory this spring. If too many stores are
discontinuing Saturn products, then Capcom won’t have
enough ways to get the game into players’ hands. This is
unfortunate, but the hard truth of the matter is, the Saturn is
not doing well here in the States. And as great a game X-Men vs.
Street Fighter is, Capcom can't afford to market, package and dis-
tribute a game if no one is willing to sell it for them. We still have
hope in the Best Buys, Toys ‘R’ Uses and specialty shops, which
is what Capcom is checking into right now. We'll let you know
what happens next issue.

P 10220%»\““; PRESS, START

Howdoesan (.
arcade-perfect,
virtually no load time
X-Men vs. Street Fighter
sound? Believe us when
we tell you that this
game (Japanese version
shown here) is awe-
some. Let’s cross our
fingers and hope this
game will see the light
of day in America.

Men Against Women Against Sexism
In response to all the girls complaining about how there should be
more pictures of scantily clad men in your magazine: I'm sorry, but they
should be thankful (including “Terra” from the 100th issue). In your
December and February issues, you guys printed a Crash Bandicoot 2
advertisement and there were—huh? How many? Four muscular men in
skimpy leopard-skin Speedos! And in the WCW vs. NWO and WCW Nitro
ads, there were a total of eight men in Spandex wrestling suits.
Altogether: 12 men. Looking through the issue, | only found five women
in skimpy outfits. So “Terra” and her followers should lighten up and
quit complaining!
Alex Kritselis—Naperville, IL

We could be wrong, but we don’t think that many females consider
Giant in his tight wrestling outfit to be particularly sexy.

Its All Foreign To Us

What is the Japanese writing on the pages of the import/japanese
previews? Are they the games’ names in Japanese?
o1UltiMa@aol.com

It says “International Previews.” In the International News section,
the Japanese text says “International News.” Pretty creative, huh?

| think Bubsy needs to

be revived, even if Bubsy

3D sucked.
MASE4@prodigy.net

Two words...Zelda Trilogy!
naka@koan.com

Metroid. Defiritely.
Snixo3@aol.com
I'd like to see ASTEROIDS
or, er, | mean ASTROD come
back with killer graphics.

How about a'3-D River
Raid?

msn.com

om net storm1271@aol.com

Next Month’s Question of the Moment: What are your thoughts on the big chains (Target, Wal-Mart, etc.) discontinuing Saturn products?
Send your short (very short, please), but sweet, responses to: EGM_Mail@zd.com with the subject heading: SATURN
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WCW's (or is it
NWO's?) Giant
shows Shoe and
Crispin what
happens when
someone insults
him in the pages
of EGM. Chances
are, we won't be
doing it again
anytime soon.

Mystery Game Still A Mystery
| know for a fact th he game in question (in your January and
February EGM Letters) IS NOT ASTROD. | have played the game myself,
and | own it. | don’t quite remember its name, but it came out for the
Atari 80ooXL. The game had you flying around an asteroid field and shoot
ing at the engine of some yellow alien ship and pushing it through the
asteroid field. The game came out on either a cartridge or a 5 1/4” flop
py. This was my favorite game from the early '8os. | believe it was called
“Saturn Rings” or something like that.
Eddie McIntosh—emac@mindspring.com

Oh, OK. Thanks.

Psycho Goodwill Message Of The Month

Hil This is Cloud! | think your magazine rules! (Thanks for making our
game “Game of the Month.”) | suppose you're all wondering what hap:
pened to us at the end of the game. Well I'm finally with Aeris again, and
we're planning on getting married this January. A strange force somehow
sent us here to your planet. We have to change our names to protect our
identity. But | think | now know why we are here. We are here to save
your dying planet! Never have | seen a planet so polluted! We are won:
dering if we should let Aeris do all the fun, but naah. | know you're laugh:
ing right now, but you'll see!

PS. Please do not print my e-
mail address (and my other
name) as | do not want people to
send me e-mail messages telling
me I'm a crazy person!

Name and address withheld

Still Not Dealing With Sega

Is Working Designs planning
on bringing out any games for
Sega's new Dural system?

denmj12@aol.com

WINNER

Flavio Mireles
Monterey Park, CA

Congratulations,
your prize is on the
way—an ASCII
Specialized Control
Pad for the
PlayStation. It
features rapid-fire
controls for all
buttons and slow
motion for those
intense moments.

The ever-quotable and outspo-
ken president of Working
Designs, Mr. Victor lreland,
replied, “Not unless the manage-
ment changes [at Sega of
America].” Mr. Ireland then went
on and told us that his relation-
ship with Sony is rosy as can be,
so we can continue to expect
PlayStation games from Working
Designs. What about all the peo-
ple who want to play Working
Designs games but don’t own a
PlayStation? “I don't buy it when
people say they can’t afford
another  system,”  says
Ireland. “For the cost of
three games, they can save

Letter Art

egm letters

up enough money to buy the ‘other’
system and get to play any game they
want.” Mr. Ireland did hint that he
would love to bring out Dragon Force
1I for a Sega system in America...pro-
vided of course the management at
SoA changes.

Can't we all just be friends? If for
nothing else but to see Dragon Force
Il in the U.S.? Oh well, maybe Sega
will bring it out themselves
(PLEASE??2). Make sure to check out
the International Preview of DFII in
this issue.

Time To Put This To Rest

In your last two issues, you've talked about the Atari 2600 game,
Asteroids (in the Letters section). It seemed that the question has been
answered, right? Wrong. | have a 2600, and | have the game. It is called
ASTEROIDS.

Hey, look at what we
found—the original arcade
Astrod, al.a. Saturn Rings.

NLraider@concentric.net

WE KNOW! For crying out loud, can’t you people tell when we're
being sarcastic? Do you honestly think we’re not familiar with games
BM (Before Mario)? We've played Asteroids (and its sequels and spin-
offs) countless times. We've played the flickering, epileptic attack-
inducing 2600 version when we were in our wonder years. Now please
stop trying to enlighten us. We know what the game is called.

P.S. The only thing we do need help on is in obtaining a working copy
of ASTROD. Any help there would be greatly appreciated.

AMAZING!

For the first time in three months, we don’t need an OOPS section
to correct our mistakes from the
previous month, How about a
nice round of applause?
We'll savor the moment
cuz it'll probably never
happen again.

Where creativity, your favorite video game
and a stamp can make you immortal!*

Mark Crawford
Lexington, KY

Juan Aguayo Rit Lon
Calexico, CA Silver Spring, MD
*0r a east get your name and work in the magazine and win

yourself a geatpize (FRST PLACEONLY)

Wanted: Non-Lara Croft and non-Dragon Ball Z envelope art. We've seen enough

of those, don’t ya think?




WE'RE RECRUITING A BAND OF .
RENEGADES, FUGITIVES AND REBELS
TO RID THE WORLD OF TERRORISM.




Put your violent nature to good use on the
SION team (Special Intelligence Operations
N k) as they to purge the world
of terrorism. Select from

 SINGLE PLAYER MIS
- MULTI-PLAYER DEAT!

= VASTATION.

pel ph istic 3-D
action and environments with
the new Anyworld™ 3-D engine.

#...one of the most extraordinary
games of the year.” — ULTRA GAMEPLAYERS

“SegaSoft’s Quake killer.” — ocr



For a free demo go to www.vigilance.com or 1-888-SEGASOFT. SEG ASQFTY

1998 Sagaol Networs o Al fihts resarved Vighro, SegaSof o SogaSot g, HEAT '
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By Chris Johnston chris_johnston@zd.com

Can Sega
Be Saved?

Sega’s next system could take them to the next level
or get them marooned on a distant planet

hings are not well at Sega of America

headquarters. Having suffered a bleak

1997, Sega announced in mid-January
that it has laid off 30 percent of its workforce,
luding marketing, public relations and
product development staff. With that
announcement, Sega officially confirmed
the existence of a new “super” console
(which is referred to here as Dural) to be
released in North America in 1999.

“After evaluating the current industry
situation and our plans for a new video game
platform, we do not believe that launching this
year s in the best interest of our customers,
retailers or software partners,” said Sega COO
Bernie Stolar. “To be fiscally responsible and
competitive tomorrow, we have to make some
difficult decisions today that will put us on the
right path for long-term success.”

Sega's current position can be traced to the
early days of Saturn. From the start, the Saturn
had a tough time gaining popularity. Former
Sega President Tom Kalinske, who is currel
president of Knowledge Universe, an education
technology firm, said that early on the price of
Saturn was a huge roadblock. “The price issue
caused us to do all kinds of things that if it had
been priced correctly to start with, we wouldn’t
have done. We knew that Sony
was going to come out at a
lower price, and if we had been
able to price correctly, we
wouldn't have launched in the
hurried fashion that we did
and in just a few places. We
would have launched every.
vhere at a lower price. In truth,
[the Saturn] shouldn't e
been launched at the time it
was, and certainly we should

have waited until we had

@ both pricing and proper
26
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The hottest gaming news on the planet

software available.”

Looking at Sega after
he left, Kalinske says a
few things have gone
neglected that should
n'thave. “The thing
that | think has gone
wrong for them is they've
walked away from some
very important software
franchises—there
should be better Sonic
the Hedgehog games
out, there should be
better sports games
out from Sega, not
just third parties.”

It's clear that mis
takes from the early
days of the Saturn can-
not be repeated with
Dural. As the Saturn dis-
appears from the market
and Segars official confirma
tion of the Dural's existence,
it's time to turn to look at how the
company can regain its market domi-
nance. Here are our suggestions for Sega

THE DEAD PLANET

There is still a handful of loyal
Saturn fans out there itching for
new games, but with retailers
quickly abandoning the system,
it's going to be extremely difficult
get new software to players.
There are going to be a handful
of “must-have” games coming

out in Japan that would be great to have
English translations of (Grandia, X-Men Vs.
Street Fighter, Phantasy Star Collection and all

ee scenarios of Shining Force I1l) in 1998.
Fans have already begun petitions on the
Internet to get some of these games released
here. It's going to be important to cater to your
loyalists in ‘98, even if that means resorting to
direct sales to get software into gamers' hands
While some will say that Sega should kill the
off and be done with it, there’s a lot to
for keeping fans happy. Pick a few of
the best Japanese games, and license them

Tom Kalinske gave Sega its most
successful years with the Genesis,
but left when the company
landed on Saturn.




CLEAN HOUSE

Many of the Saturn’s woes are
pinned on the guy who's currently
at the wheel—Bernie Stolar. His
comments at last year's E that
“the Saturn is not our future” all
but doomed the system to obscuri
ty, a move which did nothing to
reassure fans of the system’s
continued strength. The Internet
has been ripe with comments like,
“Bring back Tom Kalinske,” and
while that's not going to happen,
S0A needs a strong leader and the
kind of winning team that brought
the Genesis to the forefront in the early '9os
to usher in Dural.

WHAT GOES UP MUST COME DOWN
Sony may have scored a hit with the
PlayStation, but as Sega has proven before, they
can topple a monopoly with the right hard-
ware and games. “There’s no monopoly
long term,” said Al Nilsen, the “father of
Sonic” and former group director of global
marketing for Sega. “When we were first
starting out with the Genesis, the consensus
was that no one could knock Nintendo from their
perch, and we did it.” A ‘99 release of the Dural in
America, which is what Sega says they're going to
do, could come at the right time. Who knows when
~ Sony will have PlayStation 2, so get in early.

o BUILD IT RIGHT THIS TIME
™, The Saturn was criticized by
some as a difficult machine to
develop for. Take your time
with Dural, and make it
developer-friendly.
Manufacture the
hardware yourself,
don’t take the 300
approach. “It con
cers me that I'm
hearing all these
rumors about differ
ent manufacturers
making Sega’s next
machine. JVC and NEC
and all those compa
nies want to make
money on hardware,
they're not into the game of
making money on the soft-
ware,” says Dave Perry, president
of Shiny Entertainment, who says
“They need to build it themselves.”

QUALITY OVER QUANTITY

It's worth looking at Nintendo’s strategy with
the N64—fewer games of better quality.
Fortunately for Sega, their arcade teams have
helped keep the Saturn afloat longer than it
would have without them. Sonic Team and
Team Andromeda (behind the Panzer
Dragoon series) need to be tapped to
give the Dural a strong lineup at the
beginning. Give us a real Sonic game
for once, no Sonic 3-D Blast or
Sonic Jam—a 2-D game is not a
bad thing! Nilsen says, “It's
not what's under the hood,
it's what you do with what's
under the hood.” We couldn’t
agree more.

Bernie Stolar will oversee Sega's
first steps into Dural territory.
Will he be able to steer Sega back
to industry dominance?

Ingredients
For Success

We talked to a few industry experts
to get their thoughts on what Sega's
next moves in 1998 with the Dural
should be. We asked them what three
or four things they would suggest
Sega of America do in the months to
come to push their next system to the
kind of stellar success the Genesis had
between 1989 and 1994. Here are
some of the responses we got:

PRICE IS EVERYTHING

Consoles may be cheaper than
high-end PCs, but are still expen
sive when they're released. The
PlayStation debuted with a $300
price tag, double what it retails for
now. If you make the Dural inex
pensive at the outset, pricing it
competitively, there’s a much bet
ter chance that gamers will want it. “ think in the
end, a lot of people have looked at that $199 price
point as maybe a good starting point,” said James
Lin, an industry analyst at Wedbush Morgan
Securities. “If you start out at $249, you'll get a lot
of the early adopters buying it, but Sega really
needs to be aggressive with this new system.” If it
is in fact as “super” a system as Stolar says, then
what better way to convince gamers that this is a
must-have than to price it at $250 or lower. As
300 learned, a higher initial price is not a good
thing—even if that's the way most majorconsumer
electronics work.

MAKE IT WORTHWHILE

Whatever form Sega’s next machine takes, it's
going to need games from third-party developers
to be a success, Victor Ireland, president of
Working Designs, suggests Sega reduce their
royalty fees to 1/4 of what they are now. Sega
currently charges third parties as much as Sony
to make games for the Saturn, a choice
which hasn’t done the system any good.
Perry says that it’s not royalty fees that
will entice developers, but the quality of
the hardware. Anticipate what kind of
challenge Sony’s next system will present

As Sega gears up for the challenges
ahead in 1999, the company’s Saturn
releases will probably slow to a crawl. If
the rumors and speculation about its
power are true, then gamers are
going to be in for a treat. We'll
be here in another year when
Sega releases their new
hardware in
North

Al Nilsen, former graur
director of global marketing,
Sega of America

* “Concentrate and focus efforts on a
small number of titles that have the
greatest potential to be great.”

« “Develop a plan and execute it beau-
tifully. Don’t go into this willy-nilly.
Decide what, when, how and do that in
advance. Anticipate your competitors.”
» “Introduce your new platform at an
aggressive price.”

* “Do it when you're ready, not
before.”

Victor Ireland, president,
Working Designs

* “Change management —specifically,
send Bernie back to Sony.”
* “Drop royalties by 3/4; put it at
1/ of what it currently is.”
* “Increase advertising.”

Dave Perry, presi:
dent, Shiny Ent.

© “Build the next
machine yourself.”
* “Use the arcade arm
and that strength as much
as possible.”

America, * “Charge the least that your
r&[ady to spreadsheets will allow for
play.

the machine from day one.

James Lin, vice president of
research, Wedbush Morgan

Securities

* “Marketing.”
* “Look at your competition.”

* “Don’t try to rush a system out there
just for the sake of getting a system
out and being first to market.”

What's Sega really planning for their

next system? At this time, it’s nothing
more than speculation. But the above
advice to them should definitely be
things at the top of Sega's list. It's
going to take a combination of the
things we've said here for them

to do it. Now, it's up to Sega.



Tidbits...

MK Goes Prime Time
According to a Variety report, Mortal
Kombat is headed to TV in syndicated

form next fall. Mortal Kombat has
already been seen on the big
0 sticcessful
films and in animated

\\ form on the Fox

Kids Network,

Jan. 26. Ti

title Super Mario 64

episade v
featue plent-
ful handfuls of
/' Kombat action
and special
effects. The series.
e fun fn syndica :
p each other
New Line Television and dis-
tributed by Warner Bros. This is.
the first time that a live-action television
show based on'a video game (other than the
ive-action segments from the Super Mario
S red on U.S. TV.

QBC Tackles Madden

Acclaim trounces Electronic Arts at their own game

eleased in October,
Electronic Arts®
Madden 64 found

itself as the only Madden
game in recent memory to
not sport the NFL team and
logo license. This was
caused by Acclaim’s shrewd
marketing move of securing
the NFL license exclusively
for Nintendo 64 games dur-
ing the 1997 NFL season
through the Super Bowl in
January. Madden and
Quarterback Club duked it
out on the air in a flurry of =z S
commercials for the two
titles, promoted by their
respective pitchmen, John
Madden and Brett Favre.
The absence of the NFL license, along with Quarterback Club
98's ground-breaking graphics seems to have made a significant
impact on the sales of Madden, propelling Acclaim’s licensed
game well above Madden 64 in the sales and rental charts.
According to numbers compiled through November from the NPD
Group, Quarterback Club was second among video games sales
leaders, while Madden 64 trailed behind at number nine.
Although numbers for December have not been reported, it is
highly likely that the trend will continue, keeping Quarterback
Club high atop its rivals.
www.acclaimnation.com, www.easports.com

Not even John Madden's mug on
the box could save Madden 64.

month.

www.nintendo.com
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Breaking a Sweat
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Tidbits...

Cool As Ice

Nintendo announced there will be a
limited-edition “ice blue” version of their
hugely successful Game Boy Pocket on
store shelves beginning in February. The
price will be the same as current GB
Pocket systems.

EVERYONE

Give Me An “E”

The Entertainment
Software Ratings
Board (ESRB) is mak-
ing a change to their
tings system begin-
ning immediately with
all new software titles
released. They have
changed their previ-
ous KA rating -
meaning Appropriate for Kids to Adults,
to E—meaning Everyone.

The explanation s that the ESRB
always wanted to use the E icon as a rat-
ing, but until now was unable to get per-
mission from another company (not a rat-
ings company) to use it. Now that that
has happened, they have removed the
KA rating and replaced it. The new rating
will only appear on new games; older
titles will st carry the K-A symbol.

CONTENT RATED BY
ESRB

DigiCube Breaks 10 Million

Recently the DigiCube video game
vending service announced that they
have sold more than 10 million software
units since the service started in Japan
in November 1996. Retail revenue for
the system is estimated at more than 60
billion yen (over $400 million). The game
that really made the DigiCube system
work was Final Fantasy VIl, which helped
the company top 5 million units sold in
May 1997.

At that time, 31 titles by 14 companies
were offered. Today, that number has
nearly doubled to 61 titles by 29
companies

View to a Million

According to Nintendo, Diddy Kong
Racing has become the fastest-selling
video game in the U.S., selling more than
1 million units in 21 days after its release
in late November 199
fifth N64 game to break 1 million in 1997,
a list which includes Mario 64, Star Fox
64, Mario Kart 64 and GoldenEye 007.

Sega President Steps Down
Reports out of Japan indicate that Sega
Enterprises President Hayao Nakayama
will step down from his position, and that
Sega of America Chairman and CEQ
Shoichiro Irimajiri will replace him. The
replacement will occur in February.
Irimaiiri, 58, joined Sega as vice
president in 1993, after almost a 30-year
career at Honda. There is speculation
Nakayama is stepping down in order to.
take responsibility for the failed Sega
Bandai merger from last year, and Sega’s
less-than-stellar performance with the
Saturn. Sega's expected to announce:
their new console in Japan this spring.

A Tale of Convergence
This year's Winter CES proved to be a digital experience

his year’s Winter Consumer Electronics
as held in Las Vegas from
r0ss the Las Vegas
Convention Center, the Las Vegas Hilton, the
Sands Expo Center and Alexis Park. No video
game companies were in sight, however, there
ere a bunch of new video game products
there including peripherals, licensed products

ike Mario cameras) and small TVs s0 you ca
take your game on the road

But this year’s Winter C|
end digital technology, inclt
HDTV, DTV, Divx and all those other high-
phrases you've probably already heard a little
bit about

DVD, Digital Video Disc or Digital Ver
Disc, depending on who you talk to
inant attraction at this year’s show
every hardware m
sometimes cheaper models with additional
bells and whistles tacked on for good mea
Panasonic’s DVD-L10 was the most impressive
of the new DVD products. It's a portable DVD
video player with a 5.8-inch wide, 16:
widescreen display. Weighing n
pounds, this is a pricey portable at $

Meanwhile, Sharp and
Circuit City

le

Just about

took heat
from consumers as well as
producers of DVD titls h their Divx for
mat. Divx is an encoded DVD that will only play
on Divx-compatible players (that also play stan
i DVD titles). You buy a Divx disc for $5 and
can play it as much as you want for 48 hours
Then your player will stop g the encoded
disc unless you pay for additional viewings
hrough the Divx player. Designed to take out
DVD rentals, the “format”
because it could easily lead to ed Divx
discs stacking up like unused America Online
discs. The DVD format continues to strengthen,
making it less certain that Divx will ever

as a dom-

The Winter CES took place during a particularly
rainy January day in Las Vegas, Nevada.

become a success, and no company showed a
Divx player on the show floor

High Definition Television (HDTV) was on dis:
y again at this year's show, and it looks as if
t might be closer than ever to reality. Satellite
programming provider DirecTV was the first to
demo a high-definition signal to the show.
HDTV and DTV are both digital formats, result
ing in a crisp, clear, high-resolution image.

One of the other “watch the demo but don't
bother asking about the price” products are

Panasonics portable DVD-L1O is small enough
to hold in your hand, but HDTV isn't.

plasma televisions. Unbelievably flat
(under six inches deep), Fujitsu’s
PlasmaVision and similar products from
Hnmsh\ Panasonic, Philips JVC and
re also the m\» of the sho
a

bt onifoncs o5 pabi
affording the $10,000+ price tags of these new
television sets
Microsoft was in full force touting their Palm
PCs, running on its Windo
tem. Windows CE was in other new electronic
conveniences too, like cable boxes, car comput
ers and digital organizers,
Those are just a few of the highlights of
Winter CES. This is just the first trade she

o
—we will see many more, including the
me Show in March and E* at the end of
o'l have coverage of those shows as
N 0n wwwuideogames.com.




Haven't you always wanted |
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Have you ever done it in the water7 Are you any go« d on the billiards table? Do
you find the backyard enticing? With over 40 unusual overhead courses, Micro
Machines® V3 will change your perspective on racing. And because it's a true
gamer’s game, the tracks are short enough to remember, but extreme enough to
repeatedly excite the experienced player. But don‘t worry - even the first time's
good with Micro Machines V3. It's time to do it where you've only imagined
before, with up to seven of your closest friends.
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Invasion of the Seizure-inducing Cartoons

Nintendo’s Pokemon lights up contraversy around the world in [ess than five setunds

hile Pocket Monsters (Pokemon, for

short) hasn't been released anywhere

outside Japan, it's already making
headlines worldwide. The highly sticcessful
Nintendo Game Boy title’s animated counter-
part became the center of attention following
the show’s Dec. 16 episode. During the episode
in question, the characters were caught inside
a computer being invaded by agents of evil.
When an anti-virus program began firing mis
siles on the heroes and villains, Pikachu, the

show’s star, sed his electrical field to destroy

them, leading to a red
and- blue explosion which
filled the screen but
lasted only a few seconds.
That few seconds caused
hundreds of children to
flood Japanese hospitals.
Doctors said the affected
children went into a trance-
like state and complained
of shortness of breath,
nausea and bad vision after
the scene. Additional chil
dren were affected when
they watched reports on
television news which
replayed the segment.
Experts determined the
culprit was photosensitive
epilepsy. This form of
epilepsy is triggered by
flashing or flickering lights,
which if at a certain speed
or intensity, can cause
seizures. It occurs more

These flashing blue-and-red lights
sent Japanese kids to hospitals.

frequently in girls age 6-12 but can occur at any
age regardless of gender. In fact, it was report-
ed that a 58-year-old man was among those
affected by the Pokemon episode.

Nintendo Co. Ltd. immediately distanced
themselves from the show, saying that they.
have nothing to do its production other than
the fact that it's based on their most popular
video game series. Photosensitive epilepsy is
also occasionally triggered by flashing lights in
video games, which is why most games now
carry epilepsy warnings.

The US. press o
grabbed hold of the
story and quickly
found  those who 4
blamed it
the nature
Japanese anima-
tion. “Japanese (&
animation is so dif- &
ferent from what airs
here,” Mike Lazzo, vice
president of programming
for the Cartoon Network, told
USA Today. “It's far edgier,
more adult and violent. Anime
isn't very story-based and is
driven by intense moments.
The story is hard to follow.”
Most critics have disagreed in
the past, crediting anime with
some of the best, most mature
stories present in animation.
In fact, there is a handful of
Japanese animated series run
ning on U.S. television, includ

Sega Buys Into ASCII

Two Japanese media companies join forces

hile in the U.S. we were celebrating
the holiday season, in
Japan, Sega and

ASCIl  were  busy

announcing a new part

nership. ASCIl (makers

of the extremely suc-

cessful Derby Stallion

PlayStation

announced

would allocate’ 5.5 million

new shares of stock to CSK Corp.,

and 3.3 million to Sega Enterprises.

Ko Okawa, CSK and Sega chairn
will serve as a special advisor to ASCII

while ASCI director Sadahiko Hirose

will be a special advisor to Sega.
i

he deal forms a partnership between
the companies  (CSK
owns Sega) for the develop-
ment of new business,
software  development
and redemption of con-

vertible bonds.
C€SK said in a statement
that the three companies
will exchange advanced tech
nologies to establish a solid future for

two

CSK in the multimedia industry. No doubt
this deal will also affect software for Sega's
next system

WWW.5€83.0.jp, WWW.ascii.co.jp

9:38) 34°

. Pokemon was all over the news.
Hey, what's that logo over there?

ing Dragon Ball Z, Sailor Moon,
Speed Racerand Voltron. None of
those shows have caused symp-
" toms like those from Pokemon, nor
is U.S. animation completely invulnera-
ble from triggering photosensitive epilepsy.
However, the hype surrounding Pokemon,
the cartoon that made so many Japanese
children sick, made it an instant curiosity. So
much so that New York-based 4 Kids
Entertainment announced in early January their
intentions to bring it to the U.S., which proba-
bly wouldn't have happened without the
publicity triggered by the seizures. 4 Kids also
said the flashy special effects will be removed
from the show in its North American form.
There is no word yet on exactly when the
show will appear here.

The 10 Best-Selling
o Games As of Dec. 28

apan

Densha De GO! (Taito)-PS

Grandia (Game Arts)-SS

Crash Bandicoot 2 (Sony)-PS

Rurouni Kenshin (Sony)-PS

Packet Monsters (Nintendo)-G8
Front Mission Alternative (Square)-PS
Yoshi’s Story (Nintendo)-N64

The Company 2 (Human)-PS.

Rockman Dash (Capcom)-PS

6000000000

Everybody's Golf (Sony)-PS
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* Eight Battle-Anywhere, Fully Destructible Arenas

® Eight Character-Based Muscle Cars, Trucks and More
® Over-the-Top Weapons and Attack Moves

® Unprecedented 3-D Graphics and Effects

© Two-Player Split-Screen Auto Combat

© Behind-the-Wheel or Behind-the-Car Views
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Video 6ame Gossip & Speculation

+ Bad news from Nintendo Japan

= Even worse news from NoA

© The resurrection of Blanka?

+ Hyper-fighting on the Saturn?

* N64 successor due no time soon ¢ Two-player Time Crisis sequel

elcome to this month's episode of Quartermann.
Terry Aki (EGM's naughty Nipponese news ninja) is
back at his HQ in Shinjuku, Japan. Ouriew Italian
informant, Tommy Gotchi has Settled into our
European base in Manchester, England and | have
entrenched myself at my home in sunny Silicon
Valley, Calif, Springtime signals the time of the
year wherf we all unpack our suitcases; fire up our
computers and, for once, call-otir homes, home.

@ TROUBLE BREWING AT NINTENDO

(Kyoto, Japan) Terry Aki reports that amajor 64-Bit shakeup is due from
Nintendo. According/to our Japanese stiper-sleuth, Nintendo’s new 64DD-
peripheral is at the'epicenter of this'quake. Although everything about the
64DD is going according to plan jn Japan, NCL (Nintendg-of japan) will be
delaying the U.S. intro of the 640D to first quarter gg'at the earliest and
there’s even a/chance Nintendo may not release thé Né4 upgrade at allin
the U.S. From what we hear,the reasons for this uncertain thinking are as
multifaceted as the potentjal fallout. First of all, although gantes like
Pokemon Shap!, Talent Maker and SimCopteT should fly high in Japan, none
of these games will sell hardware in the U.S. Although cértainDD games on
the horizon could make a killing here (The' DD version 6f Ze|da is one and
Mario 64 [l is another), pone of those games will be ready for the U,S. in-
1998. So...problem #1: lack of software. ther proplem/is NCL's lukéwarm
interest of the U.S. market. In Japan, where the N64/is #3 behind the
PlayStation and Saturn, releasing the 64DD is crucial. Japanese gamers
haven't exactly welcomed cartridges with open arms and\because of this
(plus the fact that the goods costs of N64 carts are much nore expensive
than a CD), the Japanese third-party development community has slowly
warmed to N64 development. The 64DD cquld change all this.since DD
g00ds costs should be miich more competitive with CDs'and popular
games (in Japan) such as RPGs and sims should be easier to produte.on 64
Megabyte DO disks, plus the writability aspectof the DD64 catets to RPGS
and sims better than action games anyway. In the,U.S., it's a much different
story. Hardware upgrades in the U.S. don’t have the.same history of suc-
cess (or any success for that matter) as the Japanese Upgrades (the PC
Engine CD was a foaring success).Jhis is compounded by the fact that the
N64 is a big success in the U.S., and'as such is a reliable revenuestream
for Nintendo of arh If the 64DD is reteased in the U.S., Nintendo will be
forced to spend big marketing dollars to convince consumers that they
can't live without a 64DD>Now, that money willhave to come from some=
where (either Nintendo will devote some of the N64’s marketing dollars
over to the DD or cough up even more bucks solely for the-64DD). To
Nintendo of Japan (and have no illusions, NCL calls all the shots); spending
money in the soft Japanese market makes more sense than spending that
same money in a robust U.S. market that doesn't need it quite as badly.
Translation: If it ain't broke, why spend millions te.fix it? Although both|of
us wish it weren't 5o, Terry assures me that yes, the American 64DD is on
life support and is fading fast. My one question in.this whole drama:is-this:
If the 64DD doesn’t materialize in the U.S., how(is NOA going to fill its gap
with N64 games?...read on...

@ ¥, BUT THIS IS JUST THE BEGINNING
(Redmond, Wash.) If you think news of the 64DD not making it to the.

U.S. is bad, then you're gonna just lose it when you hear what NOA is

planning now. Our sources tell us that sincé Nintendo of America probably
o't have a 64DD to sell, they plan on stretching out the release schedule
of their N64 games. Bottom line: delays, delaysfand more delays. You may
have already read about the delays of Ken Griffey and Banjo-Kazooie in this
month’s Video Game News section of EGM (page 28), but | assure you that
this is just the tip of the massive iceberg. Don't expect to'see F Zero X any
sooner than third quarter 98 and Conquers Quest is said to be a late

November release. So you think you're gonna play Zelda 64 in 19982 Dream
on. We hear Zelda 64 will be a first quarter 1999 release at best. “But why
would NOATisk burning their loyal followers with even more delays?” you
ask? Well...because they can! Remember the Nintendo/Yogi Berra mantra?
IF it ain't broke, why fix it? Well, almost every first- and second-party Né:
game has been delayed at some paint or another and Nintendo's followers
have shown their displeasure by buying the games in record numbers. |
mean, do you-really think a six- to eight-month delay of Zelda 64 is going to
prevent the game from selling millions of copies? Zelda 3 wasn't released
until after several delays and that game went on.to become the best-selling
SNES game up to that point. As a sidenote, the successor to the N6 (not
t0 be confused with the LiDo 239 project) is well under development at
MIPS/Silicon Graphics and due to hitJapan early in 2001, a mere two years
after we getta play Zelda. If Nintendo gets their way, we\get to line their
silk pockets witfbuckets of cash eared from the bones they throw our
way every few monthis. Do you ever notice how the more things change, the
more they stay the same?

AND NOW FOR SOMETHING COMPLETELY DIFFERENT

(0saka, Japam) Unlike some, OTHER companiés, Capcom has, plenty of
games to entertainus in 1998. First is Vampire Savior for the Saturn. VS is
already up andyunning but will require the 4-Meg RAM cart. Look for
Vampire Savior this simmer in Japan. Another arcade game comihg to the
consoles,is Puzzle Fighter/Gem Fighter. Look for this title on the Saturn and
PS around the third quarter in Japan and Christmas 98 here. The big news
a Cap¢om, however, surrounds SF Collection 2. Since Capcom has sold
€nough copies of the SF games nobody asked for, they can now release the
games we really want/Namely Street Fighter, SF2, SF2: CE and Hyper
Fightirig. Unlike/the first collection, this compilatiop will put all fiye games
on only one CB. The/release dateis up in the air right now but the games
are coming‘out this year. On the arcade tip, look for some killer games to
surfaceat the AOU show this month in Japan. First on the list is' SF Zero 3
Known as Alpha 3 in the U.S/, Zero 3 is said to feature new (or/is that old?)
characters to the Zero seyiés including Guile, Honda and (drum roll please)
the long-awaited retunof Blanka. The CPS-z-powered Zero/3 is due out in
Japan in May and Algha 3 will come our wa{ in July. The AQU show will also
mark the officiat Tollout of Final Fight EX/Marvel vs. Capcom and Rival
Schools-Uiited by Fate, Capcom’s latest 3-D fighter. At past AOU shows,
Capcom traditionally previewed one’game on tape that they would later
show at the Jamma show in the fall. We hear that thé game in question will
eithen be Star Gladiator 2 orAkira Nishitani’s newest fighting game, Street
Fighter EX 2. Another Jamima rumor is that theré’s a chance Capcom’s booth
will be the host to'a prototype version of the Dural arcade board.

@ ovickies

Speaking of the AOU show, otfier high-profile coin-op games are due to
appear there, including Virfua Cop 3 and the final version of Virtual On 2.
Both games will rurion Model 3 hardware. VC 3 is due out in the third quar-
ter of 1598: Virtual On 2 should hit Japanese arcades second quarter 'g8.

Namco will use the AOU to show off Time Crisis 2. Although we don’t
know exactly what hardware Time Crisis 2 will run on, we do know the
game is a twd-player titlg with dual monitors and dual pedals. The idea
here is that one-playercan cover the other while the ducking player
reloads. TC2 is also due out thiis symmer in Japan.

Sony is planning to release a Godzilla game for the PlayStation this
summer. Based on the upcoming major motion picture, Sony’s game is
their big title for this summer and s said to be quite hot

Well sports fans, that wraps|up another issue of Quartermann. Next
month we have lots of cool rumors and gaming dirt to satisfy even the
hungriest gaming appetite. Tuhe ir} next month when we uncover news on
Namco's riew fighting game s well as more Dural info. Keep in mind, you
can observe a lot just by watchin’,

.The llQl’
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« Mystical Ninja . ;
Starring Goemon 'I'he lEgE n d Publisher/Developer Players/Genre % Done  Release
« NHL Breakaway '98 Konami 1 g5  Marh

Konami Action 1998

Returns—Finally e wsess msssicn

o Virtual Chess 64

shortly afte

As expected, Nintendo had o rhe

an excellent holiday season.
Software sales were brisk, and
GoldenEye cartridges were
extremely hard to come by.

In an effort to keep the fervor
alive, Nintendo recently al Japan:

announced their Player's made that never made it to
Choice line of games which sell
for $39 games. Also, Yoshi's
Story finally launched in Japan D ) o
to a surprising reception. Only | o 2 cal s W Walking around town to find and
50,000 units were sold in the 7a | 3 5 buy various items before going into
first week, which by Japanese niche. It com: battle is essential.

addition to normal ninja fare.
also find four
along the

into an action
game

beat sense of
humor. What

other game would pm ou in perilous dai
GoldenEye was the benefit of a for calling a

sales revival, becoming a scarce
commodity during the hol

one mwm a

style ninja w
ing feudal Japan from
U.F.0. that has appeared in the p
of Oedo. To remedy the
must travel arounc
side surrot

sales standards is a very luke-
warm reception. Such is indica-
tive of Nintendo's position in
Japan, which could best be
described as precarious.

in
of Hyrule. And then th

Help may be on the way for
Nintendo, as popular software

) ent types of )
developer Squaresoft is ¢ 2, T : < hi includes Impact,
rumored to be an official N64 e o < : mm, obot.
licensee and will release their i e P e With its colorful cant

first game in 1999. Their first 3 5 % al Ninja promis!
title is allegedly the next Rk 2 0
Secret of Mana game, Square's
only series that has not yet !
been ported to the PlayStation. e L R DL
If this proves true, it takes .
away the biggest asset the
PlayStation had against

the Big N. We'll keep
@l you updated.
42
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Publisher/Developer  Players/Genre % Done  Release
Acclaim 4 g5 ey
Iguana West Sports 1998

Acclaim lces

Their N64
Sports Lineup

Web Address: www.acclaimnation.com

ollowing the success of their popular
N64 football game, NFL Quarterback
Club '98, Acclaim hopes to accomplish
the same feat on ice with NHL
Breakaway '98. Consequently, you'll see
some similarities between the two
games, namely the 3-D hi-res graphics

that garnered so much praise for the aforementioned

pigskin game.

Aesthetics aside, Breakaway is a little different from
the average hockey title. Players can win points during
the season that allow them to improve coaching, play-
er development and injury therapies in addition to just
having the requisite season options. Kinda makes it
sound like a sports RPG in a way, doesn’t it?

Even though it has these eccentricities, Breakaway
still strives to be a realistic hockey simulation. Teams
play their respective strategic styles, you can use
different coaching strategies, and player weights
and sizes are factored into checking. Also, Breakaway
is the only Né4 hockey game to allow you to
use Olympic teams in addition to the usual NHL sus-
pects (unlike Midway who broke these teams into two
separate games).

Although the PlayStation version of Breakaway
wasn't too impressive, it is entirely possible that this
one could spark a turnaround for the series by taking
advantage of the N64’s hardware as well as more
development time. @

NINTENDO 64F;

Breakaway’s hi-res graphics allow
for plenty of on-screen action.

Oh, yes, the glowing puck made famous by FOX Sports
is available as an option.

It's no secret that chess games aren't the
favorites of most gamers, but there are
those people out there who fancy them-

selves armchair strategists, or are just

curious about this so-called “high-brow”
game. For this reason, Titus is bringing us
Virtual Chess 64 for the Nintendo 64.

From what we've seen from screen shots,
VC64 resembles Battle Chess with its
unique chess pieces battling each other
along with their humorous animations.

Instead of sprites duking it out like in
Battle Chess, this one features
full polygonal graphics and multiple
camera angles.

Besides the nice-looking graphics,
the title also features Titus' award-
winning chess-specific Al technology.
Their Al automatically adjusts its diffi-
culty depending on the player it's up
against. If you're a novice, the comput-
er opponent will change accordingly,

and vice-versa. This one should
appeal to both die-hard fans
of chess as well as those who
simply want to dabble

Chances are you'll be able to
rotate the chess board to
any angle for the best view.
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o Shining Force lll
* Winter Heat

« Dragon Force Il

© D&D Collection
o Solo Crisis

SMalA9l

In Sega News...

The Saturn's fate has finally
been sealed by an official
announcement from Sega
confirming that they are devel-
oping a new console system
that will be released in North
America in 1999. Bernie Stolar,
COO of Sega of America, also
confirmed that Sega has begun
the process of briefing third-
party developers on the new
platform in addition to working
with retailers on the transition
between the Saturn and the
new system. In the meantime,
Sega eliminated 30 percent of
their workforce, citing that the
company needed to “remain
financially responsible in

the interim.”

The finished X-Men Vs. Street
Fighter is presently on hiatus
because of the Saturns demise.

Such a statement has already
caused ripples throughout the
industry, as retailers have
begun marking down their
Saturn titles to unbelievably
low prices in an effort to clear
them out. Also, it has made
software developers uncertain
on whether they should go
forth with games already in
development or ready to ship.
The most high-profile game in
this situation is Capcom’s
X-Men Vs. Street Fighter, which
is in a constant state of

‘m flux as to its arrival in
the States.
46

The [Iass'c Publisher/Developer  Players/Genre % Done

Sega of America 1 50
Sonic Soft./Camelot  Strategy/RPG

ategy/RPG Retums e weson

Shining Force
t 16-Bit
real

a big plus), you'll be
> which is due

ique
dubbed
Sy

Scenari
uring the same time

the Sz
There

summon monsf
particular, the

Every gamer
appreciates a
fancy explosion
d like the ones in
complete v - Shining Force Il
ning. You T

hidden trea:
that

battle s
previou

Battles take place on gridded
battlefields, only now all of the
game environments are fully 3-D.

Release.

May
1998




Publisher/Developer Players/Genre % Done Release
Sega of America 12 g5 Jaany
Sega Enterprises, Ltd.  Sports 1998

Web Address: www.sega.com

Winter Heat

fter playing DecAthelete time and time

again, many of us here at EGM wondered

if we'd ever be fortunate enough to play

a sequel. Well, some time has passed

and now we’re happy to say yes.

Winter Heat gives us the same

fun and excitement that DecAthelete

gave, except this time it all takes place in a
winter wonderland.

Winter Heat plays off of the whole Nagano craze

e (due to the fact that the Winter Olympics are taking

Sy place this year). But unlike other Olympic games that
have recently landed on store shelves, Winter Heat
takes the style of gaming back to the arcade. Gamers
not familiar with the DecAthelete style of play need

Watch your stamina level closely, or
your character will make a silly noise.

only think back to the days of Track & Field, and
the blisters and/or callouses caused by rapid-fire
button tapping.

Besides the standard finger speed test, many of the
events like bobsled and speed skating have
you manipulating the D-pad as well as making timed
button taps.

For example, the downhill skiing event has you con
trolling the character down the course, tap-
ping a couple buttons for speed now
and again, and hitting anotherbut:
ton to prepare for small jumps
along the way. Although thése
controls may ;sound com-.
plex;fheyre far from that

1 am a big fan of DecAthelete, so | g geact

was obviously excited to hear about
Winter Heat. So far, the game is really
nice—-easily the best Winter Olympic
game out there right now. | love the
easy-to-use control, sharp graphics,
cool events and fun characters. This is
what an Olympic game should be. Now,
let's hope the final version stays good!

The changing camera angles in
Winter Heat are simply stunning.

My 2 Cents

~=Shawn Smith

Mike Hewitt / Allsport

event,
B

voE kYoo TIHE ™
(24

Watch those
corners while on
the bobsled or
you'll do the old
flippy, flippy.

uch like DecAthelete, a graphical tutorial explains
how the controls in the event work (and what'll happen
if you don’t do it right). After this, the events start and
there’s no looking back <

With eight characters and 11 events to select from,
you won't run out of fun too quickly. The characters,
most of whom are from DecAthelete, all have unique
abilities which allow them to excel in a particular event
or two. On top of these original players, Winter Heat
has two new Olympians for you tojexperiment with.

Whatever character you may choose, the events will
have you trying your hardest to break world record
after world ‘record. Of course, playing a relatively.
sporty game all by you lonesome can be tedious at
times: That’s why Winter Heat allows you to compete
against a friend and try,to bgat thefibest time, score
or distance. @
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Publisher/Developer % Done Release

Capcom Co., Ltd. 2 65 2nd Otr. '98
Capcom Co., Ltd. Action Japan

Web Address: www.capcom.co.jp

Players/Genre

Collection

Capcom’s popular Dungeons &
Dragons arcade games are finally on
the way to the Saturn in Japan in
one hot compilation called Dungeons
&Dragons Collection. The two
games, Tower of Doom and Shadow
Over Mystara, look hot, and Shadow
Over Mystara will support the new
4-Meg RAM cart that was intro-

duced with X-Men Vs. Street

Fighter. If the conversions are as

perfect (yes, PERFECT) as X-Men
Vs. Street Fighter, we'll all be in for
a nice treat. Sadly, it's doubtful that
it’'ll make it to the U.S.,
though a slightly inferior
PlayStation version s

expected to be released here
later in the year. Expect an
in-depth preview of that one
it nears

later on when
its completion.

nit type md

o

Release

% Done

N/A

Publisher/Developer Plavuslﬁenre
March 1998
Japan

Sega Enterprises, Ltd.
Sega Enterprises, Ltd. smteqv/RPc

Webefdiress) Www.sega.cojp

bringing th
business being

Quintet, the Japanese
development team
responsible for many
16-Bit classics, includ-
ing ActRaiser, Soul
Blazer, lllusion of Gaia
and more, are about to
release their first
Saturn title-a polygo- .
nal strategy sim called
Solo Crisis. Gameplay
takes place on gridded battlefields (similar to say,
Vandal Hearts or Tactics Ogre), and the object is to
do battle for the forces of God against the devil and
his armies. Many factors come into play, including
terrain, faith of the
population,  magic
power and more.
Considering Quintet's
track record for
uniqueness, Solo.
Crisis has the poten-
tial to be a big hit
with strategy fans.
Too bad we'll never
see it in the U.S.

(@ |
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Join America's favorite racing family.

Newman/Haas Racing.
We’ve got racing in our blood.
a .rllnz/ll’ indy car tradition
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« Diablo

« Need For Speed il
o Tekken 3

o Crime Killer

© Heart of Darkness
© Grand Theft Auto
« Running Wild
 Dead or Alive

+ Bloody Roar

* Rebus

o Tactics Ogre

* WarGames

* Supercross '98

* ReBoot

* SaGa Frontier

* G-Darius

SMalA9l

Sony remains quiet about the
PlayStation's future in 1998,
but it is certain that the end of
1997 was an excellent one. In
fact, a million systems were
sold in the month of November
alone. In software news,
Einhander, Square's first shoot-
er (a 3-D one), will be brought to
the States by Sony in addition
to Gran Turismo, an incredibly

Strangely, nothing is better than
being able to drive your own car in
a video game. Pictured is the Acura
Integra, Cyril, Kraig and Andrew’s
vehicle of choice.

in-depth racing game. Hopefully
whenrit arrives in the U.S. most
of the car licenses will remain
intact. We have our doubts,
however. Also, if you want to
control these new games with
something different, the Dual
Shock Analog controller is avail-
able throughout Japan. This
analog controller is a little dif-
ferent, as it causes vibrations
on the left and right sides of
the controller independently.
Hopefully, this whimsical
vibrating controller
will (and should) make
m it to U.S. stores within
50

a few months.

Take A Shut Publisher/Developer Players/Genre % Done Release

Electronic Arts 12 70 March

At 'I'hE DEV“ Climax Ent, Ltd. Action/RPG 1998

Web Address: www.

BLB®D KNIGHT:

Look busy?
This is typical
of many dun-
geon encoun-
ters in Diablo,
where the
action is
furious and
often fatal
(above).

e longer. Combat

h il trade-
offs impact the

Multiple firewalls are guaranteed to
clear the halls of dungeon vermin.
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Electronic Arts 12 75 March
Electronic Arts Racing 1998

Web Address: www.ea.com

Need For Speed lli

'I'h B eed for Speed Il is a game searching
e best fo an dentty. We ' make any
definitive judgments yet (it's still

2 early, ya know). So far, it looks like

ef NFS 11 is borrowing several of NFS 1's

elements, such as the general look of

e cars as well as a similar frame
rate. This edition, however, has wider tracks, better
scenery and smarter opponents. Think of it as Porsche
Challenge meeting the original Need for Speed—not a
bad combination.

Eight new licensed cars include: Ferri 550 and
355 F1, BMW Nazca C2, Lamborghini Diablo SV
and Countach, Jaguar XJR-15 with others to be revealed
later. Add in some really annoying cops and a bunch
of Sunday drivers and you have the recipe
for destruction.

Night driving is intense, having Driving modes include: Pursuit (insane road battles
nothing but your headlights  with the cops), Single Race, Two-player and Practice
and the occasional police  (with ghost car). The 10 tracks can be raced backward,
cherries tolight your way.  forward or mirrored. The game also has variable

weather and night driving (with a wicked set of high-
beams lighting the path). Shortcuts can be accessed
later in the expert levels.

The wider tracks and improved gameplay make NFS
i1l very much arcade-action oriented, shedding much
of the sim qualities of the original. But this third
Leafy road- installment definitely improves on NFS II's lackluster
ways make appearance and gameplay. Its not a sure bet that the
for slippery game will conquer mediocrity, but at this point it looks
8 like NFS Illis a step in the right direction. @

If you're wondering what exactly is
going to make the PlayStation version of
Tekken 3 different from the arcade
version, then this update is for you. Last
issue we gave you the general info on the
arcade hit—this time around, we're giving
you a look at this new, PlayStation-
exclusive character.

The little dino in the pics is a popular
Japanese comic book personality named
Gon. This small-fry may not look like
much, but as you might guess,
he packs quite a punch.
Looking at the screenshots,
you can see he’s kicking the
living crap out of Jin.

Chances are, the arcade
secret characters will be
included in the home version,
but we'll have to wait and see
if Namco will put in more PS-exclusive
fighters. Keep an eye out for future EGMs
for more updates.




PLAYSTATION

[T — n-ws/sure %n&n Release

Interplay April
Amazing Studio mmn/memnu "IA 1998

Web Address: m.lmrylay.um

guys at Interplay
describe Heart of Darkness
an interactive animated
A few issues back (EGM #101) we gave you an 2 film with a Toy Story-esque
early look at a title coming from Interplay look and feel.
called Crime Killer. At that time it wasn’t | In this action-adventure
playable, so all we worked off of were a few - & game you play as Andy, a
screenshots. Now we have a nearly complete young boy with a vivid fear
version in our hands which we've been able to P of the dark. The game tells
run through pretty thoroughly. the story of Andy’s frightful
This updated version of Crime Killer features s descent into a dark and evil
a speedy frame rate and hi-res graphics. It also [f | world where he must rescue
has all the vehicles working, including the car, g his lost dog Whiskey. Players
motorbike and jet. So far, the missions have 3 i have nine levels of mazes,
you running through various parts of a city tak . wild  atmospheres and
following or racing bad guys. While i strange creatures to deal
making your way through the streets and z with on their way to con-
tunnels of the city, look out for civilians as | quering Andy’s innermost
you try your best to blow away the enemy. If " fears in this animated won-
you're not careful, an ill-placed rocket will turn 8 der. Look for more on this
that evening commuter into a char-grilled game in the coming months.
delight! Also, expect to see some incredible
rendered cinemas.

Publisher/Developer Players/Genre % Done Release.

Grand Theft Auto ;;:z:z::v el O

Web Address: www.ascgames.com

hether you want to call it cre
lice ing_ploy
taste, Grand Theft Auto’s theme is
sure to raise some eyebrows (and
become the target of an annoying
senator or two seeking attention)

. Think  of rything vile
= - (cussing, senseless violence, blood, mayhem, cop
o L killing, running over people) that can be blatantly

thrown into a video game, and you'll get an idea of
what to expect in Grand Theft A
identity of a newly hired henchman who
mobster with a bad attitude (don't they all?). Just like
y hired gun, you're given your marching md\ s via
public payphone. At first, they consist of menial tasks
such as stealing cars. When your boss gains co

ence in you (and you earn his trust), you'll be 8

e e ’:‘y’yl‘e‘““”‘ i i st YOull b Knocking off a cop, and then stealing his car s one of
& the t sati lishments of the game.

consist of assassinati \U‘ , carbomb runs and mass e most satisfying accomplishments of 3

killings. Sometimes y have to kill people so rts cars to school buses. It's as easy walk:

that your boss can win a bottle of tequila (he occa front of a car in traffic to make the cautious dr

sionally bets that you could kill a certain amount of  ver stop, at which point you yank him out the door so
Jump out of your vehicleand ¢ o eight minutes ump inside. You can even punch the dri
break out the machine guns The battles takes place in large, 3-D cityscapes over after-the-fact. Once you
and rocket launchers toreally (41 ec gifferent ones in all) that are viewed througha  arrive at your destination, a large array of wea
cause trouble. bird’s-eye perspective. How you (that include machine guns, flame-throwers and rock
ithin this environment et launchers) allow you to turn the city streets into a
is up to you—but rest assured,  bloody warzone
there are plenty of ways Undoubtedly, Grand Theft At

to make the commute. Just a
y type of vehicle can be com-
mandeered (30 in all) ranging

going to make consumer groups s
ust hope that its gameplz
troversy it will inevital
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See No Evil...  Hear No Evil...




Arwed with a killer butt
and a boatload of bizarre
weapou(, Vou're Kluymu,
the lagt day action hero.
Ruu. Jump. Butt-Bounce.
Repeat until you fave your
| beloved howeworld from the
evil villain Klogg and hif
Skullwonkey winions.

Unlensh dendly emissions—from the
Fart-Head to the almighty Universe Enema.

T
LYo

eee” *

Crugh Evil
With Your Butt

“Chock Full 0’
Humor, Just
Like Earth-
worm Jim."”

—Game Informer
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PLAYSTATION

Chariots Of?

Running Wild

ombines the novelty of

upright running animals and crazy
obstacle-filled courses with classic
elements to create one

st features five animal
az the Zebra, Gwy Ral

Publisher/Developer Players/Genre % Done Release
Universal Int. 4 80 March
Blue Shift Action/Racing 1998

Web Address: www.universal-interactive.com

special attributes. The
horns to bump oth

the Rabbit has the ability
The special abilities hel

Six courses take you through
interesting terrain including
fields, frozen rivers, drainage

and city st ‘ecﬁ A
' sts,

blty
aining top speed is d
th walls and
our power

wn tois 1
and

th er-ups you
or wh\ new game.

Dead or Alive

If you know anything about Tecmo's
Model 2 arcade game Dead or Alive, then
you probably don't care very much that
the Saturn version played better than the
coin-op and packed an extra character.

And you probably don't care that the
forthcoming PlayStation version
adds two new fighters, more
moves, a higher polygonal
count, more skimpy alternate
costumes and a brand-new
soundtrack. All you probably
want to know s if the female
characters still, shall we say,

jiggle when they wiggle.

Fear not. Dead or Alive’s
large selection of well-
endowed femme fighters are
rendered with the same
trademark bounciness that
made the arcade game
famous. And if you'd get your
minds out of the gutter for a
second, you'll be happy to
hear that Tecmo is making
this the best version of Dead

Boris the Elephant, General the R do the
Bull and Mei Ling the Panda. Each one has a
signature running s ion certain other

exc
s out of vhn way

, but simply
od race is the main object

some.

mnt, of p
b

meter

while Guwynne
to leap over danger

running and

ning
ing all
can. A very

simple and

Players/Genre
12
Fighting

Web Address www.tecmo.co.jp

Publisher/Developer

or Alive yet. In fact, the development team:
made mostly of the original crew that created the
coin-op—has said the PlayStation version could
almost be called Dead or Alive 2.

The game packs 11 characters (including Ryu
Hayabusa, ninja star of the NES Ninja Gaiden
series). It uses a three-button fighting engine
similar to VF2, with a kick, punch and evade
(instead of block) button. Although we haven't
received a playable version yet (and therefore
can't confirm whether the 3-D backgrounds of
the arcade game made it into this version), the
game is generating plenty of anticipation around
the office. But does Dead or Alive have what it
takes to topple Tekken 3? We'll see.

% Done

NA e

Release

Yeah, it’s pretty clear this game was
made with a male audience in mind.
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PLAYSTATION

Bloody Good Fun

Despite the game’s high
graphical detail, frame
speed is impressive.

Remember when you had
to buy a separate version
of a game to get the
fighting kids?

loody Roar stands to freshen up the
fighting genre with its unique
morphing fighters, intense speed
and unorthodox fighting methods.

Each player has a deep story line
as well as the common trait
of Zoanthropomorphism, allowing
him/her to change into a beast
counterpart at any time. Once in the more powerful
Beast Mode, the Rave option can even further the
aggression. Each player has 50 moves, not including
combinations and multi-punch strings. On top of
that, another tricky option lets you create your own
combos and save them to a memory card. Some
wrestling moves are also included for the friskier
opponents.

Beyond the novelty of morphing, this game has a
number of good and original things going for it. For
example, you can select fighting
kids as well as big-head fighters
when you need a change of
pace—no code needed here. For
added destruction, another
option lets players knock down
walls and barriers, expanding
the fighting area to new areas.
Shut off the blood if you wish,
though it isn’t that disturb-
ing...even for Junior.

While the aesthetic elements
are all impressive, gameplay is
still the number-one priority in a
fighting game and it's evident through early play.
testing that this title has a
healthy dose of it.
Keep an eye out for
this one. @

Publsher/Developer

Players/Genre % Done Release
SCEA 12 70 March
Hudson Fighting 1998

Web Address: www.playstation.com

Bloody Roar

Some really cool non-traditional moves are available
like this “swing-em-by-the-tail” maneuver.

Atlus
M

Web Address: wnw.atius.com

When
Atlus  set
forth to cre-
ate Rebus,
their  goal
was to make
(their words,
not ours) an easy-to-use
“Tactical-RPG” that is “a new con:
cept which is easy to get into.” In
actuality, the game is very much
like Konami's Vandal Hearts or
even Atlus’ own Tactics Ogre.
Rebus takes place in a 3-D
world, and that perspective plays
a large role in strategic decisions
since terrain is so vital in your
conquests. Land masses may be
in the way of your armies, forcing you to
lower them with magic so that you may
get to the territory beyond. Spells are
acquired through the use of magic cards
that work fine by themselves, or in

combinations. For example, players
may acquire a “Fire” card, which lets
them emit Fire spells. If they also get a
“Flame” card, they can put them
together to create powerful Fire
Flames, and so forth. The utilization of
such magic is essential to complete
the scenarios.

Each of the game’s scenarios
are divided into chapters, introduced
by impressive FMV. These intros hint
as to the goal of each mission by
showing a certain object or picture of
the objective, in addition to revealing
more of Rebus’ story (which revolves
around two characters—a boy and
agirl).

So far, Rebus appears to be on
course to delivering a good strategy-
RPG. It's still a long way from being
completed, so it's too early to make an
accurate, final judgement. @
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Atlus 12 95 March
1998

Atlus Strategy/RPG

Web Address: www.atlus.com

Tactics Ogre

ike Ogre Battle before it, Tactics Ogre is The opening
making the jump from 16- to 32-Bit. In cinema intro-
case you're not familiar with the game, duces you to
Tactics Ogre is a 3-D tactical turn-based a few of the
strategy, similar to Vandal Hearts or Final characters and
Fantasy Tactics. We're previewing the. their statistics.

game again to show you updated
screenshots of the almost-finished product and to tell
you why the game’s been delayed.

The game could've been put in stores a little earlier in
the year. Atlus purposely delayed Tactics Ogre until after
Final Fantasy Tactics’ release. They knew if Squaresoft's
high-profile title came out second, it would
pretty-much stop any further sales of
Tactics Ogre. Atlus also hopes that Final
Fantasy Tactics will introduce many.
new fans to the genre. This way, new

fans who are looking for more (after
beating FFT) can turn to Tactics

Ogre. Make sure to check out this

month’s Review Crew (where we

rate Final Fantasy Tactics) and next

month’s (where we should be

reviewing Tactics Ogre) to see how

the two stack up to each other. @ Special magical spells can turn the tide of the
battle..hopefully in your favor.

The graphics
are a bit
disappointing
when com-
pared to the
beautiful Final

Fantasy Tactics.

Z.Canopus
[l 3:43

WarGames was about an out-of-con~
trol mainframe, and whenever you
have a popular movie that has a com-
puter as one of the main plot elements,
it's a safe bet a video game bearing its
name will arrive. It's just a little sur-
prising that WarGames took this fong.
WarGames: Defcon 1 takes place 20
years after the movie, and involves ¥
WOPR, the same military computer that caused tmlhln bem'

He's up to his old tricks, and has decided that wiping out !’
human race will prevent war from hap) h

unit armies. These units consist of tanks, heﬂmﬁﬂs
and some futuristic weaponry known

walker. Battles are waged in various ﬂwnnmﬁn
that reside In 30 global ‘hot_spots.’

enough, John Badman, the director of the

film, is scripting the missions.

‘While details are still sketchy, it appears that th!s
title is stretching the boundaries of using a movie
ficense. Nevertheless, as fong as MGM makes sure it's.

a good game, most players probably could care fess.
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{ me. Whip me. Just don't hit that Quit button” Consider it your
battle cry. Then bring-onthe shelétal warriors. zombies and over 50

otherundead denizen oneisachance tosliceanddice likea Ginsu

Jen we bad. An opportunity to master the 13 death implements at~
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Publisher/Developer Players/Genre % Done  Release
Acclaim 12 April
Probe. Racing 50 s

Web Address: www.acclaimnation.com

Jeremy McGrath Supercross ‘98

s official. Motocross guru Jeremy McGrath will lend his
name and influence to the newest entry in the growing
MOtoCross genre—SUpercross ‘98
In Supercross "98 you will compete for points and
money in the Championship series, upgrading bikes as
the winnings allow (sorry, no licensed bikes here). Time
Trials are also mandatory, complete with best-time ghost
riders as well as two-player split-screen competition. Several
125 and 250cc bikes will be available and are ranked on their
power and handling abilities. Play as Jeremy or create your own
bike and persona as well as custom tracks—up to 30 on one
memory card. The game is also compatible with the analog pad
for precise control on the twisting, variable weather courses.

OK, enough with the stats. Early play testing revealed great
graphic detail and killer animations in this game. The bikes and
riders look in scale to each other and to-the backgrounds
(something other motocross games have goofed on). Attention
to form is also evident in the little details: variable exhaust
smoke, dirt rooster-tails and best of all—good rider animation
all add to the realism of the game. You'll notice their bodies
reacting to jump landings, wheelies, corner turning and 360s,
all alleviating the stiff look nicely. Wreck animations are looking
good with riders flying off the bikes in several body-crushing
ways depending on how hard they bail. Background and track
detail are nice as well, with plenty of shading and light sourcing
to emphasize the realistic look

Most encouraging is the game's performance when the traffic
gets thick. Very little slowdown occurs in one-player
and it's actually easy to keep an eye on your bike in
the stew of riders.

Although there are only a few other motocross
games out there, Supercross 98 seems poised
to take the hole shot when it is released
this summer. @

All seems calm while exploring these
dungeons until an enemy appears and
the game turns into a fighter.

Prepare To
Eat Some
Dirt

Look out for objects in the
environment that do damage.

TRACK EDIT Dpiver

s o
f"’{//#z;\'t

LA
L

Publishier/Developer

Electronic Arts

virus-laden bad boys before they
ng you and the
computer.

The large 3-D play areas are
covered with streets, buildings
and polygonal structures. As you
explore the regions you will also
need to take down enemy hover-
craft, gun turrets and the occa-
sional sea slug. Sounds easy but
when you realize you have a time

ReBoot shows off some neat special
limitation, it gets a lot harder.

effects and smooth graphics.

Under development for roughly two
years, ReBoot is a sci-fi action game
that borrows heavily from its TV broth-
er of the same name.

You play as Bob, the game's protago-
nist. Your environment is the innards of
a vast mainframe computer in which an
evil robot named Megabyte is attempt-
ing to seize control of by using his viral
army. Megabyte has planted “Tears”
(bombs) within the mainframe that will
eventually explode if left alone.
You must seek out and defuse these

Half the fun of playing this game is
learning how to maneuver the hovering
zipboard around the various terrain and
obstacles in a smooth and efficient man-
ner. Certain areas actually resemble
skate parks, complete with bowls, half-
pipes and giant ramps. Part sci-fi shoot-
er, part skateboard challenge is one way
to describe this unigue 3-D game. With
over 18 levels and 30 enemies (not to
mention an inspiring spy thriller sound-
track), ReBoot could be one of the more
creative and quirky titles of the year.




Aggressive Moves! Tomb Wader




PlAYSTATI 0 N Publisher/Developer  Players/Genre % Done Release

SCEA 1 March
65 1998

Square RPG

Web Address: www.playstation.com

| _SaGa Frontier

ith Final Fantasy Tactics just arriv. Eaihofthe
ing n stores his month, SO0 15 seyen characters
already preparing 3 :
Square’s next big RPG, the latest m;:f:hz::':::;
entry in the long-running SaGa Sarplctty
series (which, aside from the Game
Boy:titles which were brought over separatestory;
as the Final Fantasy Legend series,
have never been ported from Japan), SaGa Frontier
In SaGa Frontier, you get to play through seven differ
ffferent character (whichyou
h his/her/its own diverse story
1 accused of

ent quests, each sta
choose at the outset) w
ine. For example, Emelia is a girl who's bee
murdering her boyfriend, and begins in a prison with a
v chance of escape. Red is a boy who witnesses his
ther’s abduction from an evil syndicate known as
Black X,” only to be granted the powers of a superhero
from an outsider from a foreign land of heroes. This is
just a twinkling of the several huge stories that unfold,
and each is quite different from the next. What's more,

X the game allows you to play through all seven on the
Emelia’s story starts same Memory Card file, meaning there’s a chance
outinadank prison, that stories may intertwine later on (we haven't

where she’sbeing  played far enough to find out yet—this
held for allegedly literally came i the very last minute)
killing her boyfriend. Expect a review soon (possibly next

month), as the game is due to be
released on or around March 24. @

Like Final Fantasy VII, backgrounds are
prerendered, but the characters are
sprite-based, rather than polygonal.

Publisher/Developer Players/Genre % Done  Release

Taito 12 N/p  Swing1998
Tito stng NA S

Web Address: www.aito.cojp

Taito recently announced plans to player simultaneous play is supported

bring their intense 3-D arcade shooter, in the arcade version, and will most like-

G-Darius (ver. 2, the most recent lybe supported in the PS version as well

release), home to the PlayStation. (though we couldn’t confirm 100 percent

G-Darius is the latest sequel in the long-  at press time).

running Darius series of shooters,andis  G-Darius is a graphical wonder, con-

now for the first time completely com-  taining some of the best twitch shooting

prised of polygons for a slick three- to come our way in a while. Hopefully a

dimensional look and feel. wise U.S. publisher will hop on this one

The biggest new feature in G-Dariusis  ASAP. It's due out in Japan this spring.
he ability to use Capture Balls (the
bombs that sucked in ene- "

mies, if you've played
Darius Gaiden on the
Saturn or in the arcade) to
suck in enemies and have
i them fight alongside you
The graphics on the C during play. If you need to
PC version seem 2 get out of a tight spot, you
good—hopefully they can detonate the captured
will be on the PS %l enemy, creating an explo-
version too. sion that wipes out any-
thing it touches (except
you, of course). Two-
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ONE MAN. ONE SOLUTION. ONE STATE OF MIND.

“A Bad-ass, hyper explosive
festival of action and blasting that
simply never stops delivering

The €PIiC shooter we needed has
arrived.”

“Dazzling! Action Shooters are back!!!”
-Game Fan

“Levels which are virtually
infinite in size”
-Official PlayStation Magazine

“Completely Insane! ASC and
Visual Concepts really wanted to
make ONE a killer game and
they’ve succeeded in more ways
than ONE”

-Game Informer

“The Rage Meter is a brilliant
concept that keeps the action at a
fever pitch at all times”

-Next Generation Online

“ONE pulls out all the stops and
comes out a winner ... there isonly %
ONE game in town.” <

-Game Pro

“Action Game of the Year!”
-PS Exireme
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Game Directory
*Marvel vs. Capcom
« Rapid River

Capcom
Capcom

Cloning Technology

The latESt |n Publisher/Developer Players/Genre % Done

Release
12
Fighting

2nd Qtr.
1998

90

Web Address: www.capcom.com

Clash of Superheroes

and las

That time of year...

It’s almost time for the arcade
shows again. ATEI (the big coin-
op show in England) is happening
as you're reading this. Big news
from the floor of this show is
Namco's unveiling of System 23
and Time Crisis 2. All previous
simulation games (Air Combat
22, Tokyo Wars, Final
Furlong, etc.) were on
System 22. Not much is
known about System 23,
except it will have more
polygons and lighting
effects (basically, more of
what you like)

After ATEI, it's back to the
U.S. for ASI (one of the two big
arcade shows in the U.S., the
other being AMOA). It's still too
early to speculate what be
there, but Capcom's Rival
Schools (a 3-D polygonal type
game that has gotten HUGE
reviews) should be there. Sega is
sure to have their Motor Raid and
Model 3 water skiing games.

SNK is almost ready to push
out Neo 64 and Road's Edge as
well as a newly revamped
Samurai 64. Our man at
SNK promises SS64 :
“should have every-
thing a player should
want to see.” That's
pretty tough, but we
have faith in their
abilities.

game in the sty
Vs. SF
5 are play:
arvel Comics a
previous games

ol

game before: St
Man, Captain C

Capcom al

The “RR adventure” can be played
with one or two players. The goalis to
reach the end of one of the three dif-
ferent routes. A multibranching course
provides different routes for depth and
variety. Each
branch is themed
differently.  The
Grand Canyon is a
fast- paced white-
water river, where
players must quick-
ly maneuver
around boulders to

Release

Publisher/Developer  Players/Geare

% Done
2

Now
Simulation 100

)
Nameo
Web Address: www.namco.com

avoid being crushed. There is a jungle in the
Jurassic Period branch where players drift
by dinosaurs of all kinds. Rapid River is on a
motherboard roughly referred to as System
22.5 with some



Fighters Destiny will take everything you have,

and throw it right back at you. This brawler,

which Next beneration Online calls "The best playing
3D fighter for 64" will challenge your skills with

its Point-based contests. This point system allows you
to come from behind, and win- if you can throw

the right combo.

Learn moves in the "Training NMode"
and perfect your skills for the
& other fighting modes.

These include: Us. lomputer,

Us. Battle [two player), =
Record Attack and
IMaster Challenge.

Fighters Destiny includes 10
Fighters, plus special hidden
characters and masteys. Find out
why 116&.com raves "Smooth
ographics, fast gameplay and more
options than any other fighti

HRvailable at a store %
(and rental outlet] neax you!

An Infogrames Entertainmest Company



NI]THING 0 TIIIINS 'I'HE LONG ARM OF THE LAW.

avily armed, turbo-charged patroi vehlcles
get bl W to pleces in the process
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— Patrol the streets at a breakné

fames per sec

Maintain the peace with
I or Wing - you're a

Realtime 3D envire
of movemen

Over 20 levels of adr umpm higl
—— criminal pursuit m:ssmns caug onin
or exterior cameras

™ L—— Call for back-up with 1 or 2-plaver split s¢ ion on the Sony

Playstation, or with 4-players via LAN on #

* Sony PlayStation™ version anly

THE PURSUIT BEGINS SPRING 98

“AT 60 FRAMES PER SECOND,
THE... I ABSOEUTELY, SCREAVIS



Compiled by: John Stockhausen
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Action/RPG.
i Action

Quake on the Nintendo
64 is the best version
we've seen so far. The
animation is ultra-
smooth and the textures
look terrific. Too bad it
doesn’t support four-
player deathmatch (it
only supports two).

m/Stiatesy
Shooter

The mega-popular 16-Bit
Shining Force series is
getting a 32-Bit update.
We expect Shining Force
Il to hit it off big with
Saturn owners this late
spring/early summer.

Born out of a successful

Saturday-morning

program featuring the

adventures of “Bob,”

ReBoot for the PlayStation

takes the series to the next

level by combining sci-fi
elements with hoverboard
riding action.

Burning Raige
Magic K

Last year's MLB 98 for
the PlayStation was a
big hit at EGM. In fact,
it made our Top 100
Games of All Time list.
Obviously, we can't wait
to get our hands on this
year's edition.



Immerse yourself in seven unbeligvable fantasy worlds and
take on & marrauding metallic battalion of mechanized death
machines with your weapon-pached, futuristic assault vehi-

cle. The

d overkord

ol

g mad,and he il

nathing I

anyting orgenic Through 18 punishing leves, and an end-
less barrage of spectacular explosive firepower and amazing
Iihting ofects, you must trach the Shadow Mstar doun and
‘make scrap metsl of him and his lethal robotic creatures.
Shadow Master, the ultimats fantasy shooter.

WILL NoT
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RESIDENT
EviL 2|

HAs RISEN.

N

“EVEN MORE GORE.”
— PSM MAGAZINE
X £ e G .
¢ = 4 ) {
~ Your weapons? Powerful and

plentiful. Master the Flame
Thrower, Grenade Launcher,

{ Machine Gun and mor% “ i‘
B S

“THE GAMING
' NOTHING ELSE

The most antmpated gaming event of 1998 has
arrived. Resident Evil” 2, the shocking sequel to the
Consumer’s Choice: Best PlayStation Game Overall,
plunges horror fans into the most intense, the
most terrifying game experience ever crafted.
You see evil. You hear evil. You're overwhelmed
by evil, as you fight through hordes of ¥ ™*
flesh-starved zombies, blood-thirsty beasts *** 5
and other mutations of modern sc1ence - S )

M Will you survive the horror? ﬂ&, 2

Ir THE
SUSPENSE
DOESN'T KiLL
You, SOMETHING

ELSE WILL. Twice the blood. Twice the gore.

CAPCOM

‘© CAPCOM CO. LTD. 1983 & GAPCO USA. I 1938 ALL RESIDENT EVL ity




“SOMEBODY

/\/"\/\/\./\/\/\J\/\AJ‘\’PlNCH ME’
sgfé( I THINK I'M

od Splauer entrails all over’M I L
Racoon City. Inflict grotesque
wound effects on the undead.

EVENT OF 1998.

EVEN COMES QLOSE 2

= GAMEFAN

= s
AT

“AN INTENSE AND5 AL
HORRIFIC ADVENTURE
THAT CHILLS THE SPINE.”

7_,—?.

AN

A mysterious virus has (
mutated the local inhabitants ¢ \\
7

¢
Y

\

into flesh-eating monsters,
hell-bent on snacking on your
still-warm spleen.: {_ A~ AR AR

Win a part in

the upcoming &

:::;::t’;’:z Pov o Resident Evil movie, or dozens
of other killer prizes! No purchase

necessary. To dig up further
¢ details, visit our website at
www.capcom.com or wherever
Resident Evil 2 is sold.

Play the online Resident Evil 2 game
at www.residentevil2.com

A 94086,




Yoshi Strikes Back

aybe it was the undeniable dino charm. Maybe it was the
insatiable appetite that put fellow foe-eater Kirby to shame.
Or maybe it was the status of being Mario’s newest best
buddy. Whatever the reason, gamers took an immediate lik-
ing to Yoshi and his multicolored kin when Super Mario World
hatched him into the pantheon of classic game characters.
And in 1995, when Nintendo released Yoshi's Island, the tongue-flicking former
sidekick suddenly became the star of one of the coolest, most challenging and
most original platform games of all time. Marking the 10th anniversary of the
original Super Mario Bros., and billed as the sequel to Super Mario World
(although it wasn’t a sequel in Japan), the Super FX-based Yoshi's Island stunned
all with its huge worlds, astonishing depth of play and incredibly rich graphics.
Now, three years later, Nintendo intends on blowing us all away once again with
the long-awaited sequel to Yoshi's Island, Yoshis Story. But can the big N possi-
bly top what has been hailed by many as the greatest platform game ever made?
Read on...




The Story Behind the Story
Yoshi's Story stars six baby Yoshis
who set out on a quest through a liv-
ing picture book that was once their
homeland, Yoshi’s Island. It seems
Baby Bowser has stolen the Super
Happy Tree from the island, taking
away any and all happiness from the
Yoshis that live there. To make matters
worse, the fire-breathing little brat
turned the whole island into a picture
book filled with strange enemies,
traps and puzzles. While 99.9 percent
of the Yoshi population may have
been thrust into a deep depression
because of the theft of their “Happy Tree” (and you thought
YOU had problems), there's still hope. Somewhere on the
island, six Yoshis are about to hatch who have no knowledge
of the Super Happy Tree, and therefore will be born immune
to the curse Baby Bowser has laid upon the land. These
babies are the six Yoshis you control. They're the keys to giv-
ing Baby Bowser the spanking he deserves and bringing hap-
piness (and normality) back to Yoshi's Island. And these
Yoshis have one less thing to worry about, too—this time
Baby Mario is nowhere to be found.

Yoshi’s Short Story?

Yoshi's Story contains six
worlds to explore, each
composed of four areas for a
total of 24 stages. Each world in the Story Mode (or
Page, as each world is referred to as) has a different
theme (for example, Page 2 is mostly underground cav-
ems, while Page 5 takes place in the jungle), and each of the
24 stages has its own artistic uniqueness. The graphics are
simply incredible (easily the best 2-D stuff we've ever seen),
and the 60 fps animation is smooth as, well, a baby Yoshi's
bottom. There's a nice variety of music too, although some of
the Yoshis’ headache-inducing singing (more like whining)
between stages can get on
your nerves.

That's the good news. The
bad news is that, similar to
Star Fox 64, it's impossible to
play through every stage in
one sitting of Yoshi's Story. In
Star Fox that isn't so bad
because there's a ot of variety.
between the stages, and there
are rewards for getting Medals




on each stage. In Yoshi,
you can only play through
six stages in any one sit-
ting, and there’s (appar-
ently) no reward for getting
high scores during play,
leaving gameplay to an
uninspiring hour or two
each time before seeing
the ending.
original Yoshi's Island il
surely be disappointed by
this (we sure were), but it’s quite
obvious that Nintendo had' a
younger (or shall we say “broader”)
market in mind when they devel-
oped Yoshi’s Story, leading to a
simpler, but still enjoyable game.

You Gotta Have Heart(s)
When you first begin play in the
Story Mode, you'll be at Page 1, where you can choose any
one of the four Page 1 stages. Each stage contains three
“Special Hearts” that are well hidden and necessary for
opening later stages. If you complete a stage in Page 1
without finding any Special Hearts, you'll only have 2-1 to
choose from when you reach Page 2. But depending on
how many Special Hearts you find, that many more
stages will be open upon reaching Page 2. So if you find
all three Special Hearts, for example, every Page 2 stage
will be selectable when you arrive (2-1, 2-2, 2-3 and 2-4).
Again, you'll only be able to choose ONE of them to
play each time, but this is how you progress through
the game.

Once you complete a stage, it'll change from Blue to Red
on the Map Screen the next time you play, letting you know
that you've already cleared that stage. Then, it becomes
permanently selectable in the Trial Mode, where you can
pick any stage of the game that you've already finished for

practice purposes (and to try to top your High Score).

Fruit Pursuit
Clearing a stage is simple—merely find and
consume 30 fruits. Fruits are hidden all over
each stage, and the ones you've a
eaten will be displayed in the configurz
border that surrounds the- playfield (you
can hide it completely, or move it in and
out of the screen as you wish). Gone are
the Super NES original’s multiple objec
tives of each stage, which needed to
be completed in order to get per
fect scores and open up hid
den levels. Now you just
find 30 fruits and that's

Yoshi's S
The First

These screens are from the video's
1996 Space World show in Japan when Yoshi was
displayed for the first time. What happened? Did
this world just disappear? Was it merely to

show off the game engine? Or is it still hidden
somewhere in the game? We may never
know, but as it stands now—we haven't
found this (or some of the other
areas shown on tape) any-
where in the game’s 24
stages.

‘9

Red Yoshi
Fav. Fruit: Apples
Fav. Shy-Guy: Red

> 4

/ Yellow Yoshi
Fav. Fruit: Bananas
Fav. Shy-Guy: Yellow

Green Yoshi
Fav. Fruit: Watermelons
Fav. Shy-Guy: Green

Blue Yoshi
Fav. Fruit: Grapes
Fav. Shy-Guy: Blue

+ Light Blue Yoshi
. rapes
< Fav. Shy- Guy Blue

Black Yoshi
Fav. Fruit: All
Fav. Shy-Guy: All

White Yoshi
Fav. Fruit: All
Fav. Shy-Guy: All

it. In fact, there’s not even a physical “end” to 3
any stage. Each stage has four checkpoints (found

by the rotund little sleeping fellow known as Mr. Warp),
and once you've reached the fourth one, you'll usually
find some kind of Jar or other means of transportation
that'll take you back to the beginning of the stage to contin-
ue your search. You can warp to
and from any of the four Mr. Warps
at any time by simply jumping on
their heads.

Sounds too simple, doesn't it?
Well, there’s a catch—sort of. In
order to get a really high score,
youll want to collect ONLY
Honeydew Melons (the fruit of
choice for today’s distinguished,
health-conscious Yoshi). Since there
are ONLY 30 Honeydew Melons on each stage,
them are VERY well hidden (using

nd some of
ne R button to have Yoshi
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sniff for clues is a must), this will make
exploration a lot tougher and more time
consuming. The problem with all this? SO
FAR (welre not ruling anything out—yet)
there doesn't seem to be any payoff to doing
this other than obtaining higher scores. The origi-
nal Yoshi at least provided some super-challeng-
ing extra stages and special bonus rounds that were only
available once you got perfect scores on every stage.
There's also a different “Lucky Fruit” every time you play
that you select before beginning that is worth more
points than the other fruits, but if youte after the
Honeydew Melons, the Lucky Fruit really doesn't make
a difference. And finally, ifyou collect sixof any one fruit
in a row, you'll get a special Heart Fruit that will make
Yoshi temporarily invincible, with an unlimited amount of
eggs and a tongue that's nearly doubleits normal length.

All About Yoshi

You can choose from six Yoshis in Yoshi's Story, not includ-
ing the two hidden Yoshis (Black and White) that have to be
found during the game and rescued by completing the stage
with their respective eggs intact. Controlling Yoshi is a cinch,
thanks to the Né4’s Analog Control Stick (this is a first for a
2-D game). Yoshi controls much like he did in Yoshi’s Island,
although certain control
elements have been dumb
ed down a bit (which in
effect, dumbs down some
of the gameplay, unfortu
nately). Yoshi can still run,
duck, jump and “Pound the
Ground” like he used to
(which gives off a pretty
strong shock if you've got a
Rumble Pak inserted, by
the way). Pressing the A
button after jumping wil
still make Yoshi hover for a
bit before landing. And, of
course, you can still hurl
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eggs as your main means
of offense, this time by using
the Z Trigger to move the target anywhere on the screen
before releasing the egg. If you lose a Yoshi, the only way to
get him backis to find one of the elusive White Shy-Guys hid-
den throughout the game, who will then show up on the
Select Screen before the next stage where you can choose
him instead of a Yoshi (he'll fly to the castle and bring back
one of your lost Yoshis).

There are two main changes to the gameplay from Yoshi's
Island that should be noted: First of all, eggs no longer
ricochet off of walls and
the ground. So no longer
will you have to carefully
aim eggs in certain areas
to ricachet around the

screen if you can't reach a certain item or enemy. On the
other hand, eggs do leave behind a small starry cloud when
they're destroyed (for a split second) which can be used to
strategically take out certain enemies (especially Bosses—of
which, by the way, there are only five in the entire game). And
secondly, Yoshi no longer has the choice to create eggs or
spit out enemies when he consumes them. Now, all enemies
are turned into eggs instantly.

In addition, Yoshi no longer has the ability to morph into
other objects (like the chopper and the sub from the origi-
nal). Fortunately he CAN swim now, and there are some
other cool modes of transportation, like giant springs that
send Yoshi sky-high, special rail lifts that change direction
each time you jump on their backs, propeller-based plat-
forms that sway from side to side as Yoshi's weight shifts,
feathers that blow in the wind and more

Closing the Book

Yoshi's Story is a fantastic game for what it was meant to
be—an easy to get into, visually appealing game geared
toward children. So far it appears that if you were a big fan of
the original, chances are high you're going to come away dis-
appointed with the sequel. Still, it’s an extremely playable
game, and with the slight changes Nintendo is making to the
final U.S. release (lie moving certain items around and altering
the Save feature a bit), there’s a twinkling of hope that it’ll still
meet our high expectations.

Yoshi’s Island Vs. Yoshi’s Story

Soon the Review Crew wil be taking on the final U.S.
version of Yoshi's Story. For now, take a look at some
interesting numbers we put together...

Yoshi's Island Yoshi's Story
Cartridge Size: | 16 Megabits 128 Megabits
#of Stages: | 54 (60 with Mini-Game Areas) 24 (25 with Practice tage)
#ofBosses: |12 5

Three years later, with eight times as much cartridge
pace to play with, there’s less than half as
many stages as the first runaround.

Needless to say, this is disappointing.
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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 martlai
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.

HE FIGHTING IS
UP CLOSE AND PERSONAL




t's not tough being an EGM editor. We get to play every video they'll get to display in the lobby of their main headquarters).
game that gets made, day in and day out. What is tough, ’s even more fun just being able to tell the whole world
however, is trying to decide what games are the best in any we thought were the best games of last year.

given year. Out of the hundreds of games we saw in 1997 So here are the 1997 EGM Editors’ Choice Awards (followed by
we have to pick and choose who we're going to recognize with a 12 1557 Readete’ Choice Awards). Don't foreet, only games that

coveted EGM award. It's truly a privilege and a pleasure to call s elensd et iitso” (emlan i IDie ) = e
up a game company and tell them that because ble for nomination. That's why you won't see certain games like

their product is so awesome.
going to send them a t;

Suikoden or Virtua Cop 2 here (they were both released at the
very end of 1996)

graphics and a killer spunétrack gives
players evefything theyd ever want'ima
Jantes Bond videg game. BAt the excel-
lent ong:player game is onlythe half of it
GoldenEye 007 also boasts one of the'
oS, Most addicting ttiptayer
games ever. When we were all finished
with the single-player missions, we could
still be found deathmatching until the
wee hours of the morning. Whether
you're talking about GoldenEye 007 one-
player or four, you have one of the best
action games of all time, period. If you
have a Nintendo 6 (or are looking for a
reason to buy one), look no further for
that killer game that puts all others to
clones) to bring us the game that was shame B T lsle best game of
voted 1997 Game of the Year. 1997, HERESEERE

GoldenEye 007 is a runaway hit with RUNNERS-UP

the EGM editors. The fast-paced espi Castlevania: SotN - PlayStation
onage action combined with gorgeous Final Fantasy VII - PlayStation

It took a team of creative program-
mers (Rare) and the desire to break
out of traditional molds (Doom
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GOLDENEYE 007

Although Nintendo 64 software this past
year was few and far between, you couldn’t
deny that the quality was there. Hits like
Mario Kart 64 and Star Fox 64 kept hungry
N64 owners going. But it was GoldenEye
007 that stole the show. This relatively low-
hyped game started out as another first-
person shooter in the masses, and ended
up being one of the best games we've ever
seen in our lives. It was a pleasant surprise,
to say the least.

RUNNER-UP

International Superstar Soccer 64

SATURN BOMBERMAN

Only a Bomberman game can get away with
winning a Game of the Year award based
solely on its multiplayer aspect. Saturn
Bomberman is simply the finest edition of:
the long-running series. This version has a
few new features, but they are all overshad-
owed by perhaps the most important one:
allowing up to 10 players to battle at one
time. We all love party-type multiplayer
games, but how much cooler can playing
Bomberman with nine other people be?
RUNNERS-UP

Street Fighter Collection

Madden NFL 98

takes Us back-te-our rdots. Itis a traditipmal
2. side-scroller that fias|more depth than
99 percent of today'sigames. The sheer size
of thisigante and classic style of play has
hooked many-£G4! editors.for countless
hours Jif you miss the yesteryeats of video
gaming, don't pass up the chance to play
this latest installment of the long-running
and highly acclaimed Castlevania series.

RUNNERS-UP

Final Fantasy VIl
Colony Wars 3

CASTLEVANIA: SYMPHONY
OF THE NIGHT

You can dazzle us with fancy 3-D

graphics, and you can tantalize us

with beautiful full-motion video, but

in the end, it's gameplay that rules.
Castlevania: Symphony of the Night

NFL/BLITZ

\t's héen donegfor-hockdy, and it’s been
doné for basketball, It's about timfe some-
gne @id an'NBA Jamstyle po-holds-barred
Pigskin gaffie. NFEBIitZ s everything:
you'd want in a football arcade game: no
timeouts, no penalties, easy play selection,
sharp graphics, big plays and necessary
roughness. This is the simple and catchy
type of game that draws both football and
non-football fans alike.

RUNNERS-UP

Tekken 3

The Lost World: Jurassic Park



GOLDENEYE 007 - N64

Are you sick of feading abot GoldenEye
607 yet? Well,there's yet apother award fhat
ftwon by a comfortable margin, Although
the competition in the Action category is
pretty tough, no one can forget the best
one of them all. Great graphics, realistic
animation, tons of weapons, missions,
secrets, etc., all place GoldenEye 007 on a
level all its own. In case you haven't got the
message yet, this is a must-play experience
RUNNER-UP

Castlevania: SotN - PS

T PRESS START
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STREET FIGHTER
COLLECTION - PS, SAT

Perhaps the most over-populated genre,
fighting games seem a dime-a-dozen these
days. They can go 3-D and become more
realistic, but one thing’s for certain: Street
Fighter is still king of the hill. Most of the
EGM staff would gladly give up all the other
fighting games in the world to keep any one
from the SF series. With SF Collection, we
get three excellent titles, giving us enough
Street Fighter to keep us happy for a long
time to come. These may be the best 2-D
fighting games we'll ever see in our short
lifetimes.

RUNNERS-UP

Street Fighter EX Plus 0. - PS

Soul Blade - PS

soccer game that deftly combines realism

with great gameplay. Such an impressive
o feat can be overlooked because of 1SS 64's
hty fluently animated 3-D player graphics that
are second-to-none. Rarely does a sports

INTERNATIONAL SUPER- game excel in so many different ways like
STAR SOCCER 64 - N64 this one.

It seems like just about every soccer video ~ RUNNERS=UP

game has at least one big weakness, This ~ Madden NFL 98 = PS, Saturn

can’t be said about Konami's ISS 64, a NFL GameDay '98 — PS

oFan

DIDDY KONG RACING - N64

Diddy Kong Racing proves that improving
on a successful formula (Mario Kart 64) can
pay off big time. DKR takes the Mario Kart
magic to new levels by including more than
one vehicle to choose from and huge, rule-
bending Bosses to race against. DKR also
gives you a huge Adventure Mode, to
ensure the one-player game is just as fun
as the multiplayer game.
RUNNERS-UP

NASCAR 98 - PS, Saturn

Rage Racer - PS



THERE ARE 10 LEVELS OF
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FAST REACTION. JOIN THE
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FINAL FANTASY Vil - PS

The PlayStatifrfinally made‘an impact on
the RPG scenethis.past year.and Uid so
almost allion the efforts of one monumental
game: Final Fantasy VII. The anticipation for
this game hit such feverish levels, that half
the EGM staff imported, and completed, the
game before the American version was even
released. When the American version did
finally come out, the other half of the staff
got to see what all the well-deserved buzz
was about. Don’t miss this RPG event of the
past year.

RUNNERS-UP

Alundra - PS

Wild Arms — PS

TOMB RAIDER Ii ~ PS

Behind alljof tiEhype and anatomically
impgssible...uh=palygons,Jomb Raiderll
Starfing Ldra Croft proves thafjit hasiwhat it
takes to be a solid adventure game. Not
only is the game huge, it presents challenge
after challenge. In what other PlayStation
game can you swim, snowmobile, jump
from platform to platform (with deadly lava
flowing underneath, no less) and avoid a
countless number of traps, only to
encounter a sword-wielding statue after
that? Yes, Tomb Raider Il is da bomb.
RUNNER-UP

Enemy Zero - Saturn

(EsM)
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CASTLEVANIA: SOTN - PS

Traditional 2-D side-scrollers are rapidly
becoming an endangered genre as
technology ushers in more and more 3-D.
Thankfully, a few do pop up once in a while

COMMAND & CONOUER'
RED ALERT -

Traditionally, console strategy games take
a back seat to the more popular genres
(namely, everything else), but that doesn’t

STAR FOX 64 - N64

The original Star Fox was one of the best
shooters (3-D or otherwise) of all time,

and Star Fox 64 ranks right up alongside it.
Multiple pathways, fantastic graphics and
great replayability (getting all those Medals

\ 4nd ks gamers-back td the good af’ days

of gAming. Gastlevanias Symphony of the
Night islone of those games, It is arguably
ofie of the best gameg in the series,fevef
though manislikemgthe playing styleimore to
Metroidithan to Castlevania. Neyertheless,
it was an instant love affair between
Symphony and the critical EGM staff,
Everyone was hooked on the traditional
style of game and found the great 2-D
graphics to be a refreshing change of pace
from all the 3-D eye candy we're so used

to seeing these days.
RUNNER-UP

Mega Man X4 — PS, Saturn

fheay that therearen’t any
&oofl ontes. This.past year, fie
wefe treated to the best cgnsole
réaltimd strdfegy game of il time.
Commapd &iConguef:
Red Aleft has every
Thing going for it: a
great interface, sim
ple controls, death
and destruction,
fast and frantic
strategy, a wide
variety of missions
and cool FMV to tie
it all together.
RUNNERS-UP
WarCraft Il - PS, Saturn
Vandal Hearts - PS

on the Extra ModE™sTre aii't easy) all
adduptorone-ofthe mostenjoyable:
gaming experiences on the N64
to date. Add to that a ton of
real voice (no more blip
blip-dabba), very cool
realtime cinemas and a
fun Multiplayer Mode
(though not as great as
Mario Kart 64’s
or GoldenEye’s),
and you've got a
game that no
Nintendo 64
owner should
be without.

RUNNER-UP
RayStorm - PS
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“You will know
the glory of winning,
the thrill of success
and the sting of
male pattern baldness.”

CALL TODAY! IT’'S FREE!
Don’t be fooled by phony psychic reptiles.
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» K 2 & l.»
The only NHL game
on N64 with full 25 man rosters
Al 26 NHL" teams and over 600 players

Proprietary Motion Capture Animations
Momentum-based checking and
goaltender specific play styles

Actual NHL Flayhnnk -Based Al
Team scouting reports by Keith Tkachuk

CREATE PLAYER

The only NHL qame

on N64 that suppurts Rumble Pak

The only NHL game

on N64 with create a player mode
Assigned name actually appears on player's jersey

LT

NHLPA www.acclaimsports.com

Total Team Management
Create, trade, develop, sign
and release players
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SATURN BOMBERMAN -
SAT

This was a hotly contested category, but
Saturn Bomberman has one advantage all
the PlayStation and N64 nominees don't

GOLDENEYE 007 - N64

In a sea of copy-cat first-person shooters
with little or no innovation, GoldenEye 0oy
stands out like a beacon in the night. While
everyone else i rushing to make the next

ARAPPA THE RAPPER -PS$.

Flat 2.0 Colorform-llke chafactsfs maving
around in wildly cartdgnish wgrlds.
Awesome music withycheedy lyricsh
An eternally hungry beariwho DJ§ for

94

Havef 19-player-capabilify. Saturn

{Bonibermantis.a.great jnpfovementiovef its

predecessors—few features (like team -
play) arg only part of the faiff. But you
haven't really-ptayed Borbegman urml
yau've played withinine dthe ;
Crowded around a (hopefully) big- 5treen v,
Plus, what better way to show off to your
friends than to be declared a winnerin a
10-way battle royale? Rub it in while you
can...it's not easy being the survivor of

the fittest.

RUNNERS-UP

GoldenEye 007 - N64

Mario Kart 64 - N64

hot run-around-and-mindlessly-shoot-things
Doom clone, GoldenEye took a bold step
forward and added what was noticeably
absent from its competitors: variety. Each
stage has you doing something different
For once, you actually have more to:do than
just find this key or click this switch. You
also have to play the game like a spy and
not a gung-ho Rambo space marine—any-
one who's played GoldenEye can tell you
that stealth is usually more effective than
blazing guns. Trust us when we tell you that
GoldenEye 007 has set the example for all
other first-person shooters to follow.
RUNNER-UP

None

e affair between a sunflower
puppy. An onion who teaches
kung-fu. We can go on and on about how
strange and surreal PaRappa the Rapper is,
but it still wouldn't do it justice. This is just
one of those types of games that you simply
must see to believe. The humor, music and
graphics are unlike anything you've seen
before. Don't be fooled by the childish
nature of the game—you'll find yourself
oked and coming back for more, If you're
game that is/100 percentigesh
nal, and You're Igokingsfog,a laUgh

and ol
or two, dgn’t miss this wanderful tifle.

“RUNNERS-UP

Monster Rancher <PS |

" Blast Corps =N64

le BE63 oo

\TIME CRISIS -/P$

Whaf's this? NERUnnegup?Yes, Time Crisis
s s0 good that-nebady voted.for anything!
elsel This fs't muchjof a surptise Mthough.
considering some of the competition was
Maximum Force, 5.C.U.D. and Lethal
Enforcers | & II. For a conversion from the
arcade, Time Crisis on the PlayStation just
plain rocks! The graphics are amazing, as
are the sound effects. Namco even added
extra modes of play to increase the replay
value. Time Crisis gives you what a gun
game should give: an increased heart rate.

RUNNER-UP
None

BUST-A-MOVE 3 ~ PS, SAT

BustfA-Mave §T5Tiot the mest mindichajy
lenging puzzle:game o the.market, butftis
definitely one of theleasiest ones tojpick up.
and master. The extremely simple and
addictive nature of the game helped it to
win this award. Bust-A-Move 3 gives you
new characters (with different modes of
attack) and a few new tricks (like bounc
ing balls off the ceiling) to
help spice up this familiar
formula.
RUNNERS-UP
Intelligent Qube - PS
Super Puzzle Fighter Il
Turbo - PS, Saturn
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Graphics

Mol eeeh R eedsigifothe
nigkS Erlendly

FINAL FANTASY Vi - PS

When you have three CDs packed full of
fendered full-motion video, you know your
eyes are in for a treat. Final Fantasy VIl takes
these gorgeous cinemas and seamlessly com-
bines them with lively characters and amazing
backdrops. FFVII looks simply incredible.
RUHHERS'UP

Colony Wi
Oddwovld Abes Oddysee - PS

PARAPPA THE RAPPER - PS

No other game this past year has us humming
its tunes more than PaRappa the Rapper. The
catchy and quirky songs can stay in your head
for days. Some of us even imported the CD
soundtrack, so we could listen to.the music
even when we're not playing the game.
RUNNERS-UP

Castlevania: SotN - PS

Soul Blade - PS

OIIJ,I%WORLD: ABE'S ODDYSEE

‘Abe’s Oddysee became an instant hit with
everyone at EGM for plenty of reasons, but no
one can forget the amazing sound effects. The
voices, explosions, machine guns and yes,
even the farts, are allincredible to hear.
RUNNERS-UP

GoldenEye 007 - N64

Colony Wars - PS.

Compilation -

Mascot-

The lovable hip-hop puppy is the perfect
mascot for us 20-somethings at EGM. He
has rhythm, he's a love artist and he's all
around too cute to ignore. We think Sony
should even trade Crash Bandicoot up and
make PaRappa their official spokesmascot.
RUNNERS-UP

Lara Croft

Crash Bandicoot

Peripheral

RUMBLE PAK - N64

This innovative little product gives console
gamers controller tactile feedback for the
first time ever. Whether someone’s shooting
at your ship in Star Fox 64 or a grenade’s
exploding at your feet in GoldenEye 007,
you'll know it *cause you'll feel it.
RUNNERS-UP

Sony Dual Analog Joypad PS

Namco Guncon —

STREET FIGHTER

COLLECTION - PS, SAT

This may not be the most ideal Street Fighter compila-
tion we could dream up, but that doesn’t mean it’s not
a fantastic one on.its own. This two-disc set gives you
an improved version of SF Alpha 2 and the classic

Super SF 2 and Super SF 2 Turbo. It's a great value con-
sidering the SF games are the best 2-D fighters around
RUNNERS-UP

Namco Museum Volume 3 -

Arcade’s Greatest

Midway Coll.2-PS
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Officially licensed by PlayStation!
Complete steering wheel, accelerator, brake and 3 j ER
stick shift system! 4-way D-pad plus 8 programmable Also available for Nintendo 64

digital action buttons. Incredible 270° wheel rotation. with built-in Force Pack!
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Sometimes, to achieve perfect control, you've got to get a little out of control.
We at Team Mad Catz take pride in going the distance for you and your game.
You want perfect replication of the high-speed driving experience. We got it.
The real wheel — for PlayStation, Saturn and Nintendo 64. By any means necessary.  www.madcatz.com
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ou've sent in your votes. Now, after
several mind-numbing weeks of counting
ballots (and a few paper cuts later), we

have the final results. You spoke your
mind, and now we're letting the industry see

FINAL FANTASY VII - PS

The voice is loud and clear: Final Fantasy VII
is your favorite game of 1997 by a comfort
able margin, This game is perhaps the most
highly anticipated 32-Bit game ever, and for
good reason. When it finally arrived, it lived
up to almost everybody’s expectations.

The story, graphics and music kept us all
enthralled for days. Sony and Squaresoft
scored big with this one, no doubt about it.
(And to think, SCEA once had an anti-RPG
attitude...)

RUNNERS-UP

GoldenEye 007 - N64

Diddy Kong Racing - N64

TOP WRITE-IN

Colony Wars - PS

what you, its bread and butter, think are the
best games of 1997. Counting your votes has
been fun and all, but we think we're going to
implement some sort of Scantron system for
the 1998 Readers’ Choice Awards...

st
GOLDENEYE 007

RUNNERS-UP
Diddy Kon4g Racing
Star Fox 6

TOP WRITE-IN
WCW vs. N\WO

GAM g

FINAL FANTASY VI

RUNNERS-UP
Tomb Raider 2
Castlevania: Symphony of the Night

TOP WRITE-IN
Moto Racer

&M oF THE VE

MADDEN NFL 98
RUNNERS-UP

Saturn Bomberman
Fighters MegaMix

TOP WRITE-IN

Enemy Zero

Y

TEKKEN 3
RUNNERS-UP
Mortal Kombat 4
House of the Dead
TOP WRITE-IN

Marvel Super Heroes vs. Street Fighter

GANIE g
OLDENEYE 007 - N64
RUNNERS-UP

Castlevania: Symghony of the Night - PS
Crash Bandicoot 2 - PS

TOP WRITE-IN
Tomb Raider 2 - PS

[F THE VEAR
MADDEN NFL 98 - PS, SA

RUNNERS-UP
NFL GameDay '98 - PS
International Superstar Soccer 64 — N64

TOP WRITE-IN
NFL Quarterback Club '98 -~ N64
=

5
DIDDY KONG RACING ~ N64

RUNNERS-UP

Extreme G - N64
NASCAR 98 — PS, Saturn
TOP WRITE-IN

Mario Kart 64 - N64

W= OF THE YEAR
STREET FIGHTER EX

runners-up  PLUS o = PS
Soul Blade - PS

Street Fighter Collection - PS, Saturn

TOP WRITE-IN
Bushido Blade - PS

/ IE YE
FINAL FANTASY VIl - PS
RUNNERS-UP

Wild Arms - PS

Albert Odyssey — Saturn

TOP WRITE-IN

Vandal Hearts - PS



“Best Flight Sim/Shooter”

“_ Ultra Game Haym,' thy_i.y 97

- Score: <5 uul of 5.°
Colony Wars -puts‘all other
space shooters ta shame!”
~PSM, January.'98
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AR T VEAR
TOMB RAIDER II - PS

RUNNERS-UP
Resident Evil: Director’s Cut — PS.
Enemy Zero - Saturn

TOP WRITE-IN
Treasures of the Deep - PS

St
CASTLEVANIA: SOTN - PS

RUNNERS-UP
Mega Man X4 - PS, Saturn
Mischief Makers — N64

P WRITE-IN
Oddworld: Abe’s Oddysee - PS

A o THE VEAR
C & C: RED ALERT - PS
RUNNERS-UP

WarCraft Il - PS, Saturn

Vandal Hearts - PS

TOP WRITE-IN

0ddworld: Abe’s Oddysee - PS

DetE vear
STAR FOX 64 - N64

RUNNERS-UP
RayStorm - PS
Nanotek Warrior - PS
TOP WRITE-IN
Colony Wars - PS

O ATHENENR

TIME CRISIS - PS

RUNNERS-UP
Crypt Killer - PS, Saturn
Maximum Force - PS, Saturn

TOP WRITE-IN
None

@J@[fg”
oic
AWARS;

GOLDENEYE 007 ~ N64
RUNNERS-UP

Duke Nukem — N64, PS, Saturn
Turok: Dinosaur Hunter - N64

TOP WRITE-IN

Doom 64 — N64

&t oF THE VEAR
TETRISPHERE - N64

RUNNERS-UP
Super Puzzle Fighter Il Turbo - PS, Saturn
Intelligent Qube - PS

TOP WRITE-IN

Tecmo Stackers - PS

GOLDENEYE 007 - N64

RUNNERS-UP
Diddy Kong Racing — N64
Mario Kart 64 - N64

TOP WRITE-IN
NFL GameDay '98 - PS

AR e vEAR
PARAPPA THE RAPPER - PS

RUNNERS-UP
Blast Corps — N64
Monster Rancher - PS

TOP WRITE-IN
Final Fantasy VII - PS

OREREAR

STREET FIGHTER
COLLECTION - PS, SATURN
RUNNERS-UP

Sonic Jam - Saturn
Arcade’s Greatest Hits: Midway Coll. 2 - PS
TOP WRITE-IN

Resident Evil: Director’s Cut - PS

FINAL FANTASY Vi - PS
RUNNERS-UP

GoldenEye 007 - N64

Oddworld: Abe’s Oddysee - PS

TOP WRITE-IN
NFL Quarterback Club '98 - N64

ORATHERVERIR

FINAL FANTASY Vi - PS

RUNNERS-UP
PaRappa the Rapper - PS
Castlevania: Symphony of the Night — PS

TOP WRITE-IN
GoldenEye 007 - N64

OERTHERVER

GOLDENEYE 007 - N64

RUNNERS-UP
Star Fox 64 — N64
Oddworld: Abe’s Oddysee — PS

TOP WRITE-IN
Final Fantasy VIl - PS

LARA CROFT
RUNNERS-UP
Cv:’sII?Bandicoot
TOP WRITE-IN
Cloud

O EERR

RUMBLE PAK - N64
RUNNERS-UP

Sony Dual Analog Joypad - PS
InterAct GameShark — N64
TOP WRITE-IN

ASCii Grip - PS
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Eidos (Adventure)
Release Date: NOW PSX $46

RESIDENT EVIL 2 Join rookie-on-the-job Leon
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Release Date: 1/98 PSX $44
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humanity from savage alien G s hiding in

Games Workshop (Board Game)
Release Date: NOW BG $65

SUDYKONG NG o 0k
entertaining racing action, Diddy Kong Rac
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ture and exploration.
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Nintendo (Simulation)
Release Date: NOW N64 $54

‘MAGIC THE GATHERING 5TH EDITION' This deck
contains 60 tradable game cards, randomly assorted
plus a rule book. Each player must have a deck. This
Gy e e sold in

Wizarts of the Coast (cam Game)
Release Date: NOW CG S
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IVEN THE AMOUNT OF EFFORT IT
TAKES TO SCORE, IT SEEMS ONLY FITTING
THAT IT’S CALLED A GOAL.
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On ers reach the
tippy top of
Vertical Reality, one
of Spielberg’s ideas.
“He wanted some-
thing that let you
physically see who's
winning,” said Doug
Juhn, the senior com-
puter artist who
helped design the
massive ride/game.

y the best play-



evolution of arcades, you learned that
LBEs like GameWorks and their over-the
top attractions are the latest prize of the
coin-op industry's eternal quest for the
Next Big Thing, that elusive entertain-
ment experience that'll draw gamers
away from their home systems and into
the arcade. As youd expect, these high
tech clubs aren’t without their critics,
who fault them for being too expensive
and too gimmicky. So this month we
checked out GameWorks first hand, as
well as looked at other pioneering LBEs
and some on the horizon, to see if the
critics are right.

Why did we focus on GameWorks? It's
certainly not the first venue to combine
eateries, arcade games and ride-game
gadgetry under one roof. But with parent
companies Sega, DreamWorks SKG and
Universal Studios behind it—as well as
big-name investors like Bill Gates—
GameWorks has become the headline-
making LBE to watch ever since it was
founded in 1996. Even more noteworthy
is GameWorks’ behind-the-screens tal
ent. Its chairman and CEO is Skip Paul,
former president of Atari’s coin-op games

Typically, LBE

LBE=What is it? exres
with

an arcade that’s crammed wnh the newest
games, many of them linked to foster a
more social atmosphere. As a high-tech
hook, LBEs also offer VR gear and moving-
sim ride games, and some even have
Internet lounges. As a rule, LBEs are expen-
sive places to play (expect to drop about
$40 a visit), and all are much bigger than

division. Heading up the design team is
Jon Snoddy, a former Disney Imagineer
who founded the Walt Disney Virtual
Reality Studio. Yet much of GameWorks’
look, feel and content is the brainchild of
its famous co-creator, Steven Spielberg,
who by all accounts is the most die-hard
gamer in Hollywood (lore has it he even
lugs arcade machines with him on
shoots). All eyes are now on this technol-
ogy-friendly director to see if he has
invented the next arcade paradigm.

If there's not a GameWorks near you,
just wait. Since the first center opened in
Seattle last March, four other
GameWorks have sprung up across the
country, in Las Vegas; Ontario, Calif;
Grapevine, Texas; and Tempe, Ariz.
Others will open this year, including one
in Miami, Chicago and Brazil. As many as
100 additional GameWorks will open
internationally over the next five years.

The five current GameWorks all share a
similar look, although each packs

enough little touches to tie it in with the
local landscape (Seattle’s site features a
coffee house, while Las Vegas has adopt-
ed an Area 51 look). Most are about

your typical arcade. To give you a sense of
scale, the average mall arcade is between
2,000 and 4,000 square feet. LBEs range
from 50,000 square feet (Dave & Buster’s)
to 100,000 square feet (DisneyQuest).
LBEs are the newest catchphrase in the
industry’s alphabet soup of abbreviations,
which also includes CECs (Children’s
Entertainment Centers, such as Discovery
Zone) and FECs (Family Entertainment
Centers, such as Chuck E. Cheese’s).

Gl =5

multimedia
D) are always seeking something
to put up on the arcade’s TV clus-
ter—meaning you could wind up
a small-screen star if you're lead-
ing the pack in Indy 500. Just
remember not to pick your nose.
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30,000 square feet, with Las
Vegas' 50,000 square-foot
site being the largest. The
decor itself is a mix of spiral
staircases, mast-mounted TV
screens and cement-slab
floors. Pre-stressed and rust:
painted conduits and sheet
metal dangle from ceilings
and brick walls—all lending
credence to GameWorks’
imaginative design premise.
“The id behind
GameWorks' look is that it’s
an old, abandoned game fac
tory,” said Jordon Eagan,
operations manager of the
GameWorks.
story goes that a bunc
At four bucks a pop, GameWorks’ eight linked hardcore gamers have come in and taken

27

Indy 500s are the most expensive game in the it over, replacing old games with all the
joint. But this Sega racing masterpiece does  newest, cutting-edge stuff
come with every imaginable perk, including mov- The newest of this new stuff sits in one
ing seats, six-foot screens, cockpit cameras anda  of GameWorks three zones, the Loading
live announcer to point out your racing prowess—  Dock. Here, under an ear-bending blare
or lack of it. of alterna-rock from the supercharged

sound system, guests play the latest
games from Sega, Namco, Konami,

i aly a card: Forget about feeding

|C dollars into token machines. LBEs

rely on so-called Smart Cards,

which guests purchase, fill with credits,

then slip into each game’s slot.
Incidentally, the cards also make it
less glaringly obvious that you're
spending a buck or more per play.

Midway and Capcom, including The Lost
World: Jurassic Park, House of the Dead,
Top Skater, NFL Blitz and linked Tokyo
Wars and Super GTs. Players will even
find new Sega games that have yet to
debut in other arcades. “When one of
your parent companies is Sega, you get
those fringe benefits,” Eagan said
Another perk—this one a key part of
Spielberg’s gaming philosophy—is that
you'll never have to ameWorks
game alone if you don’t want to. “Steven
Spielberg didn’t want just an arcade
where people go in and stand by them
selves and play games,” Eagan said. “He
wanted a kind of social environment
where people look forward to meeting
other people. Our crew members on the
floor are called Game Hosts, and they're
rovide or at least initiate
” Sure enough, this teen

Ga

ainst anyone looking fc
player action. They'll even match
you up with another guest if you're
both seeking some head-to-head MK or
V3 fisticuffs.




But if the Loading Dock is
supposed to be the most com
petitive zone in GameWorks,
another zone, the Arena, is the most
kinetic. Here, guests find the really, real
ly big stuff, the propriety games exclu-
sive to GameWorks. Vertical Reality is
one of these machines. Another is Surge
Rock, an interactive indoor climbing wall
located at the Las Vegas GameWorks.
But while these two ride-games offer a
fun, novel, gimmicky experience, it's the
Arena’s third attraction—Game Arc—
that holds the most promise. Game Arc
is a high-end network of eight game sta
tions, each with 6-foot convex screens
that provide a go-degree field of view for
several familiar 3-D games. The system
is currently running modified versions of
Interplay’s Descent 2 and Redneck
Rampage. For 25 cents a minute, as
many as four players can stalk each
other in the games’ Deathmatch Modes.
New Game Arc games are on the way,
including air and space combat sims
and the king of multiplayer PC ftitles,
Quake. “We eventually want to have a
different game playing each day so

The Prototype: Dave & Buster’

ameWorks may be getting all the
attention these days, but it certain-

ly didn't pioneer the concept of the
high-tech club. “You have folks on Wall
Street coining phrases like ‘eater-
tainment” 10 years after we were
doing it,” said David Paine, VP
of communications for the
mega-successful LBE chain

Dave & Buster's.

Since  founders  Dave
Corriveau and Buster Corley
opened the first of these restau
rant-arcade combos in a convert

ed Dallas warehouse in 1982, Dave &
Buster’s has grown into a 12-location
phenomenon that stretches across the
United States and into the UK. (with
plans for D&Bs in the Pacific Rim and
Mexico). Like GameWorks, each 50,000
square-foot D&B packs the latest arcade
games —especially linked titles such as
Tokyo Wars and Daytona USA. Also like
GameWorks, these games aren’t cheap,
most costing at least 75 cents per play
(oh, and don’t forget the $5 cover
charge). D&B also features a mock casi
no, pool tables, skee-ball, VR gear and
ride games in a more upscale environ
ment than that of similar venues.

So far, this mix has worked better for
D&B than anyone else (the company
earns about $15 million annually—
which, incidentally, is roughly how much
it costs to build one GameWorks). It’s
no surprise then that the chain is seen
as the prototype for success. “We offer
a model for a lot of people now,”
Paine said, “but there’s still no one

out there doing
it, even if you
look at folks like
GameWorks,
who's  geared
toward a younger crowd. We've always
been an adult concept.”

That's what gives D&B’s game room
its unigueness—it's not for kids. Guests
can buy $3 beers at the bar, then set
them on drink tables that stand beside
each game. No one under 21 is let in
without a guardian, and all underage
guests must leave at 10 p.m

But the D&B experience may turn off
gamers who crave a more chaotic arcade
environment. There’s a dress code.
Show up in your favorite dirty T-shirt and
you probably won't get past the front
desk. No hats allowed. And if your bud-
dies get too rowdy, the restaurant’s well-
dressed security staff remind them of
the house conduct rules. But don’t
expect D&B’s adults-only policies to
change. After all, the formula’s working,
and it's certainly appealing to casual
gamers (who may not be as keen on
games as EGM's editors and readers). “A
lot of guys who like to play games here
won't play at a kid arcade,” Paine said,
“because that's exactly who
you're playing against, a
bunch of 13-, 14-,
and 15-year-old
experts who
will  kick
your rear
all day
long.”

guns: Guests rarely have a tough

oun time finding other players for com-

petition. GameWorks is usually a

pretty busy place, with about 50,000 gamers a

week visiting the Seattle location. Nearly 3

million guests have hit all five sites since the
first GameWorks opened last March.
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Ithough the jury’s still out on
A whether GameWorks’ over-the-top

approach to arcades will be a long-
thriving success, other big names in the
entertainment game are jumping into
the LBE business. Biggest among them
is Disney, whose two smaller Club
Disney centers are a hit with the tyke
set. Disney’s next feat of imagineering is
the highly hyped DisneyQuest, a five-
story indoor theme park set to open in
Florida's Walt Disney World Resort in the

Splelberq, e
=

stranger to the arcade he helped crez(e.
He often brings his kids to GameWorks,
or helps crack open the crates of new
Sega games at Stage 35, where he holds
the record on Super GT.

DisneyQuest, and the Rest -

summer of 1998, with a smaller site
openingin Chicago in 99 and more than
20 centers to follow.

Similar to GameWorks, the 100,000-
square-foot DisneyQuest will be divided
into several zones, which rely heavily on
propriety ride-based VR adventures
many starring Disney characters.
Guests will enter the Explore
Zone, for instance, and ride
a magic carpet through the
world of Aladdin. In the Score
Zone they’ll become human \\
pinballs in a ride/
game called the — W
Mighty Ducks Pinball
slam. Also proposed is the Create
Zone's Imagineering Studio, where
guests can design their own roller
coaster, then go for a test ride in a 360-
degree moving simulator. True to the
LBE formula, DisneyQuest will offer a
restaurant and Internet lounge

people won’t get tired of it,” Eagan said.
GameWorks is also upgrading Game
Arc’s hardware. They hope to link it with
Game Arcs in other cities so guests can
engage in nationwide deathmatch may-
hem.

All of GameWorks' propriety games, as
well as the look of the centers them
selves, are developed in a seemingly
appropriate place—a soundstage deep
in the backlot of Universal Studios.
Called Stage 35, this expanse of worksta
tions, wall-to-wall concept art and scat-
tered Sega games is where Spielberg,
Snoddy and the rest of the GameWorks
creative team invent the high-tech
arcade’s newest toys. Even Sega’s AM
teams drop by now and then to talk gam-
ing shop.

Ideas flow through Stage 35 constant
Iy, but so far one particular hardware
topic has remained taboo. “We really
want this to be more of a high-tech club
than an arcade,” said Doug Juhn, Stage
35’ senior computer artist, “and some-
thing about the VR headsets, they're a
very private experience, and it doesn’t
encourage a lot of interaction. Some of

ollowing Sega's lead,

Namco Cybertainment,
world’s  largest
operator, has

recently stepped up its
LBE interests by buying heavily into
Skyline Entertainment’s XS arcade con-
cept. The first XS center, located in New
York's Times Square, is strikingly similar
to GameWorks. It packs most of the
same games, moving-sim rides, laser
tag, an Internet lounge and the usual
steep prices for game credits. Namco
will open XS sites across the country.
And there’s no end in sight to
the list of forthcoming
@  |BE projects. Sega is
preparing Sonic City, an
international chain of
more than 30 VR arcades. Even
Sony is building a four-story LBE in
San Francisco, with plans for similar
venues in other cities. Heck, if we listed
all the other laser tag, Battletech and
sportsbar/arcade centers popping up
(and, in some cases, shutting down)
across the country, we'd fill the rest of
this magazine.

the reasons for Game Arc and its very
large screens or Vertical Reality, which is
half a ride and half a game, is to have
some sort of spectator appeal and to
make this more of a social thing, where
people are looking at each other while
they're playing. If we could somehow
take VR and make it into more of a sociaf
experience, then we'll do it.” Stage 35’
current project is Night Raptor, a ride-
game that uses scent jets and a revolu-
tionary audio system to put you in the
middle of Jurassic Park at night, where
you must rely solely on your senses of
hearing and smell to avoid being raptor
chow. The game will ship later this year.
GameWorks guests looking for a more
subdued gaming experience can head to
the third zone, the Loft, where they'll find
pool tables, a cozy Internet lounge
(where, for 15 cents a minute, they can
browse the Web and send e-mail) and
classic arcade games set in a bank of
wooden cabinets. But it's also here that
the high prices of GameWorks’ games
become most obvious. You'll pay 50
cents to play Donkey Kong, Missile
Command and Phoenix—classics that




have never cost more than a quarter
newer games, of course, are even mor
expensive. Linked Daytona USA costs $:
per play. VF3 costs $1.25. You'll pay 75
nts for Soul Blade. In fact, expect to
blow about $40 during a typical two-hour
visit to GameWorks—unless you walk in
the last two hours. before closing, when
$10 buys unlimited playtime

But industry gripes aimed at
GameWorks and other LBEs go beyond
high game prices. “I don't think they
have enough new, interesting things,”
said Atari founder Nolan Bushnell, whose
Chuck E. Cheese's entertainment centers
helped mold the LBE model. I think now
they're just glorified arcades. They really
need to have a better focus on some of
the other elements of the family. If you
really look at it, they're still focused
primarily at male

Another concern is that LBEs may
knock smaller arcades off the map, just
as Blockbuster and Borders brought
doom for mom-and-pop video and book
stores. After all, very few independent
arcades can afford Sega’s ultra-deluxe
$20,000 arcade machines. But don't

By

day, GameWorks' clientele is a varied lot
of teens, businessmen on lunch break and
the kindergarten crowd. But underage

guests are shooed away at 10 p.m., when the
arcade takes on a night-club feel.

worry about the little guys just yet. With
Intel, Microsoft and the AMOA pushing
for the development of cheaper, PC
based arcade games, the smaller arcades
will soon have affordable options. And
not all game developers are creating
super-expensive titles. “That's why com
panies other than Sega or Namco exist,
such as us,” said Roger Sharp, Midway’s
marketing director (Midway's relatively
inexpensive stand-up NFL Blitz is the cur.
rent star of the arcades, raking in more
quarters than any other game). “We're
making affordable games, and we're
doing it for a broad market. If the other
guys want to do the big stuff, then go
ahead and do it. Knock yourselves out.”

But what do we think about
GameWorks, which, admittedly, is still a
work in progress? We have to say,
Spielberg’s neo arcade offers an exciting
mix of the latest games and exclusive
thrill-ride attractions. It's the price that
makes us think twice. We'll no doubt pay
occasional visits to our local GameWorks
when it opens in Chicago. But between
paydays, the local mall arcade will still
suit us just fine. @

LBEs can afford The Lost
World: Jurasi ark, Super
and other super-big,

Whil

super- expenswe acilnes iEcattord.
able arcade titles like Midway’s mega-
fun NFL Blitz that'll keep the smaller
arcades in business. Of course, you can
play Blitz at GameWorks, too.



Depression hurts. Fighting Force and Tomb Raider II can help.

SIGNS AND SYMPTOMS
OF DEPRESSION

| Persistent sadness and or irritability.

B | Recurring thoughts of how much
better life would be if you had
Fighting Force or Tomb Raider II.

B | Statements such as, “I’m bad.

I’'m stupid. No one likes me.”

When depression strikes, immediately seek the help of a
trained professional at your local video game store.
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Wiping secretions

Research shows that the leading cause of depression

among gamers is a noticeable lack of Eidos games.
Fortunately, this deficiency can be treated both safely

and effectively with games like Fighting Force

or Tomb Raider II. But early intervention is crucial. Or else,
it's only a matter of time before they threaten to do something

really stupid, like go to therapy.

You’'ve been warned.

www eidosinteractive.com

<
TO RECEIVE PLAYING TIPS, CALL THE EIDOS HINT LINE (900)773-4367. Cost of call $0.95/minute. Must be 18 years or have parents permission. Touch tone phone required .




“Our PhiIosphy

Whew, the rush is over! Ninety-nine reviews in three months was a lot of work!

Anyway, here’s how we do it: Each reviewer gives a game an overall score, which is
displayed behind the review and based on how the game compares to other titles
for the same system. In addition, the reviewers rate each game's graphics, sound,
ingenuity and replay value. The averages of these scores are listed at the bottom.

Shawn Smith Current Favorites
Resident Evil 2

March Madness has hit Shawn! Instead of getting his usual “NMZSTTCIEIS

Fritos-brand corn chips out of the vending machine, he Snowboard Kids

gets two packages of Twinkies! Whoa, he has really gone IRV

over the deep end. Whatever state he’s in, he’s still stoked
Favorite Genres:
Action/Adventure

Editors’ Choice

R, Gold Awards 9o to games
lEca)) whose average score
&2/ equals 9.0 or higher.
Games that average

[EGMY) at feast an 8.0 receive
Silver Awards.

about all the games due out this year—nearly all of which
have yet to be released! This is a good year to be 2 gamer.

Current Favorites Dan Hsu

Shos i running around teling everyone that John was
)’;e':fd"ev: ESF‘(;BFHHESE) eping like a baby while playing Resident Evil 2. But in
i fact, it was Shoe who jumped out of his chair during sev
0 eral scary RE2 scenes. In other news, Shoe s oing nuts
Favorite Genres: Iooking for a copy of GameBreaker '98. He's hoping to
Strateqy/Puzzle relive the Michigan Rose Bowl/National Championship glory!

Rating Scale

10-Perfection 5-Average
An absolotely flawess experi-  Not gret, not crap. A hohum
ence, It coesntget any better it that st for everybody Crispin Boyer R e
- - Final Fantasy Tactics
9-Virtually Flawless  4-Rent First < = Cris spent much of this month checking out super-size Point manky
Drop what you're doing and We have problems here. arcades for his feature on LBES. e said the big ride-game  JENNATE371 A
boy Bis nearly perfect game Definjely try before you by 4 attractions were fun, but nothing beats his all-time Snowboard Kids
= favorite thrill racing hs car around the office's ice-covered
8-Semradical 3Time Waster ! parking ot at night. Now, if only there was away to keep [ Rebdbadiaatiad
Delve hing you'dvant  Playing it for more than 10 the ot icy al year long. How about it, science? RPGs/Action
in’ game, despite minor flaws  minutes gives you a migraine
T-Worthy 2 Don’t Even Rent i
iyt oot i Current Favorites Kralg Kujawa
regret buying crbage s o make n of :FL Blitz (Ar'cgde) Kraig has just finished yet another book-this time
esident Evi The Ultimate Guide To Tomb Raider I. Luckily for him,
6-Good, Not Great  1-pyysp It MV,‘"“J,"'"” 64 he finished it just in time to watch his Packers try to
S, ks ks problems, ut Run for your life if you see it, Colony Wars make a return trip to the Super Bowl. By the time you
L or use it as a coaster Favorite Genres: read this, you'll know whether Kraig is home crying, or
) Sports/Strategy rejoicing due to the fate of his cheese-powered team.

John Ricciardi Current Favorites
X-Men Vs. SF (Japanese)

John's been spending an abnormal amount of time with Klonoa
Final Fantasy Tactics and Tactics Ogre. He’s obviously been Snowboard Ki
bitten by the strategy bug, and it's only a matter of time Final Fanlasy ‘{acnu
before he begins referring to everyone as “units” and

commanding Trickman anrqy to burn down local villages in Favorite Genres:

hopes of bringing back treasure. Sad, really sad RPGs/Adventure

Guest
Reviewer
Chris Johnston
EGM News Editor

Kelly Rickards

With spring just around the corner and cupid's arrows
flailing about, it's no wonder the look of love is in Kelly's
eyes. Upon further investigation, we discovered the
recipient of Kelly's passion is the Japanese Saturn version
of XMen Vs. Street Fighter. When prompted, Kelly said that
his 2-year-old daughter, Kasia, holds the key to his heart,

Current Favorites
X-Men Vs. SF (Japanese)

Yoshi's Story

Rival Schools UBF (Arcade)
Street Fighter Collection

Favorite Genres:
Fighting/Racing

Chris is the guy responsible for the Video Game
News section at the front of this very magazine and
on our oniine site wwwvideogamespot.com. A big
fan of Japanese animation, Chris digs action-plat-
form and puzzle games and the occasionallfe sim
(Tokimeki Memorial). Fo the record, he has seen
Titanic only three times, not four as the rest of the
office seems to believe. The youngest of the EGM
staff members, Chris came back from the Winter
CES disappointed that he couldn't gamble, but after
bringing back information on some new Michae!
Jackson shelf speakers, all is well.

Sushi-X Current Favorites
Street Fighter Collection
Kelly's visit to our offices this month was rather

T e Kionoa _
curm’“ Favorit; ful..he actually beat Sushi in SFA2! Either Sushiis losing  JEAIA S IC ARG IES

his touch, or he's distracted by the news of Zelda's release  LULECIES
delay. Never fear, our masked man will be on his feet again Favorite Genres:
soon. We hear he's already planning his revenge. Maybe Fighting/RPGS

K

Klrbvs Star ¢ Stacker
it Evif

Kelly should hide next month! Sushi may never be the same.

Residenf
Favorite Genres Action/Puzzle




AeroGauge is cut from the same clotl
futuristic racers like WipeOut X
Unfortunately, it couldn’
5010 speak. The f

g flaps when you make turns. Also,

they race on some neat courses, one of which

spirals around an island then into an underwa
here the compliments end

s acklust

polygonal
t's 50 extreme in

Although the t
pop-up is very annoying—
places that it can mess you u
niently popping things up in front of you at
nopportune times. This adds a lttle f
t too much fu
1

u
ks look good, the

by inconve

tion to a game that isn’

n though y

ons or defensive counterr
hwc ‘donealot to make the rages moreiinter-
esting—there just isn't enough to do. One:
thingiis certain, the horribly synthesized music
sure doesn’thelp the dull mood of the game. |
was forced to lower the volume and popin my

CD. AeroGauge isn't a bad game, bt it
falls into the rapidly filling bucket of mediocre
Nintendo 64 games thabefuse to offer any:
thing special to setthem apa

t categorize AeroGauge as
stic overcratt racing garme Ithe mmd

of F-Zero v WipeOut XL, though the cral

AeroGauge can fly around a bit'Star Fox.

style, The:graphics are

design is interesting, but w

tracks at the start, there's not much variety

carly on. Additionally, it takes ailotiof prac-

tice to turbo around corners, which is rather

ng that struck me as strange
about this title is how si e hovercr:
flies throuigh the air. The physics are truly

nazing, and some might experience a feel:
ing of Vertigos| was sadly disappointed at the
ridiculous amount of pop-up, but even more
jaded at the nsane d level.1 don't
think novices should have to learn the most
difficultmaneuver infthe'game —turbo

a racelearly on

ooth

Al the intensity of racing—without the fun.
Yeah, anather disappointment this month.
AeroGatige could've been something more,
but it ends.up looking like a fame version of
Extreme:6 (except in this garie you can 1)
e graphics may be decent and the music
catchy, butithat just doesn't cutit:On tapof
he computer Al is a bit on the hard side
erilips wouldve heiped
oriZ0n pop-up.

WO JUDIISE MMM

This s the best fighting game on the N64.

What's the catch? The N6 is full of

vy different
from anything you've seen before. My fav

.w‘-xh It's

em.
ning rounds by depleting your
ave to win by scor

a certain amount of points.

points are determined by how
down your foe: choke, throv
out, special mc

you br
ting-ou
e or judge’s deci
almost feel like I'm playing a wrestling or a
han a Street Fighter

o love the way the game lets y
learn new moves (and save them) for over
coming certain challenges. A few faults
ever, hold this fighter back. First, | don’
theractual fighti

boxing game, rather
clone

W ons (making a lot of
the ganie a button-mashing contest). Second,
slowdown and the occasional pause (espe
cially/afterthrows) interrupt the flow of the
me. The counters and throw'escapes are
cool, butthe few problems keep this game

from scoring too high:

Deslmy S, e s fow InmonagloaiR
Iy, agiistamizable point-scorifig system an

thelability to learn new moves bybeatinga
masterBOSSaits simp
you pull'offalot of moves, thiows and/coun-
ters, but matches can get boring whenyou
pittwo thiow-happy grapplers against each
other. The graphics andc

1L with lots of slowdown.

where “destiny” plays a part in
ms knocc i e, g
e game in my booke ke the fino-

rmeplav engine, using a poi
rather than just energy barsy OF course, you
can play the standard-fare thww style, but
you'll/enjoy the fresh chal
the unigue engine. Ionlyw»shme fighters
were cleaned up a bit with more polyzons
and better-looking costmes

Fight y s the first fighting g
the Negithats decent What g
about this game, and perhaps I'm spoiled by,
the luxury of CD-ROM, is thatthevoices are
muffled anduather '8os in nature (4Party,
onl?). The graphics are average at best, with
that N6y, static look to them, a look 'm tiring
of. There are tons of options and its gota
g00d Twoplayer Mode, but it lacks that extra
punchifo make

$3d23u0) ysai4 :aanyeay 3sag

it a really'good fighter. ch"s
REPLAY.

The corect
WHAT 15

HE BLOOD?

dy! suffer from the sa
sions, this time

t only does
problems as the

1 the Loose Spelling Option tur

more annoying is Jeopardy!’s

essive games. Al

GameTek claims Jeopardy! packs

oo i oo Gab eatesors et

again we saw the same questions pop up

game after game. According to GameTek, the
ridge loses tr ich questions fave
n ask

more than

ch off your N64,
y the develo
troller Pak to keep track of g
you've al

y. the game
ouldn’t recycle old questions until after yor
playedffirough all 650 categoriesiEvénthe
graphics-are lousy. Contestants aren't animat
ed'in the slightest, making them about as.
ifelike,as cardboard cutouts (ol do geta
few EMV.clips.of Alex Trebek, thouigh) Not.
that visuals arelimportant, but a

na be ugly, at least the developers could
have spent extra timeiperfecting the game:

oy, which they obviously did not. @rispin

This version of my favori
e o OO
bt 1 found the older 16-Bit versions to be
est gripas that this cart
ven if youset the
tloose spelling accepted.” you
hat the game wants.
Fouthe most part, you can't deviate from the
spelling.or exact phrasinig, Jeopardykis
always fun, but thisversion is lacking.

The TV.version of Jeopardy! can be fun, but
thosSe questions take e to master. This is
iy thought alhome translation might be
fun. Unfortunately, | was wrong. The gtaphics
in this N6g cart are really lame, the contes
tants/look liképaper statues and the same
questions are often repeated making me feel
like I'm in the movie Groundhog Day. You.
could vent it, but whybother? Thingis, this

ameprobably could've been cool. - Shawn

as all set to give Jeopardy! the star

dard “thisis fin f " review thatyou'd
come toexpect from any decent game show,
e. After playing several games though |
stumbled Upon a variety of annoying problems
that forcedme to lower my score (like repeat

| ages'

ould've definitelyBeenOK on the actual
Disappointing, o say the least. Jphn
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NAGANO OLVMPICS 98 1F0

76135 F i rs
Publisher: Konami

] Developer: Konami

_ Featuredin: EGMAI02

I figured if anyone could create a great Winter
Olympics game, itd be Konami—who, after

all, brought us the 8-Bit classic Track & Field
and its fun PlayStation update. | was wrong.
Most of NWO '98's 12 difficult events are nei-
ther fun nor exciting, and much of the blame
falls on the uninspired control setups. Only a
few events—namely bobsledding and speed
skating—demand any timing, while controls
for the rest are oversimplified. | suppose part
of the problem is that Konami tried to make
this game more realistic, since it carries the
official Nagano Winter Olympics license
Sure, the venues may mirror their real-worl
counterparts in Nagano, Japan, but that
means we'

insanely speedy alpine slalom down a super-
steep mountain. Don't expect any multiplayer
innovations, either. Up to four players can
compete, but not simultaneously, forcing
everyone to take turns (imagine how cool it
would haveibeen to play a foliplayeriobs
sled event, in which everyone tries to lean
into the turms at the same time). On the plus
side, the game has decent graphics and plen:
ty/of events. But ’mon —does anyone really
want to compete in Curling (sort of an
Olympic version of shuffleboard)2 | would
have preferred fewep@vents, as long as they

The improved 3-D graphics and shoter load
times in the N6 version of Nagano makeiit a
little more palatable than the/PS one. Italso
helps that.analog control s standard onthe
N6, Dot overestimate theseimprovements,
however—the game still lacks in key areas.
The worst offender is the slow gameplay that
drainsithe excitement out of most of the
events. The few funonesiaren't good;enough
to Save Nagano from mediocrity - Krai

First things first: Konami can do much better.

of games like Nagano, | think of
real, technical Olympic events thatiare trans.
lateddinto fun, playable gaming versions.
Well, the events may be based on the
Olympics, but they sure aren't fun. The main
thing thatimakes them that way is the con
trol=it just doesn't feel rights Onytop of this,
the animation of thecharacters is poor, and
the graphicsineed more refini

In the areas of diversity and unigueness,
Nagano scores well with plenty of events {0
Keep you busy: The only problem fere is that
Nagano is.only moderately fun to play and
gets boring fast. The graphics are below-
average for the N6 with serious clipping
problems and generic textures everywhere, if
Youlove winter games, then maybe Nagano
wauld e your cup of teasor me, Nagano:
should havebeen somuch more.
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oLYHPIC HOCKEY ‘98 (07

1 Midway
Developer: Trey Arch

s1afe}d JO 1oquInN

__Featured In: EGM#102

Now that the Olympics are rounding the
corner again, we're seeing the first batch of
hastily packaged theme titles. Olympic
Hockey '98 is a classic example of a game
that does nothing for the genre other than
borrow from every other hockey game avail-
able. Besides being a near replica of Wayne
Gretzky Hockey ‘98 —but with different
teams —Olympic Hockey doesn't even make.
slight improvements to graphics or gameplay
in the transition. The hockey players are very
blocky for such a high-profile game, with very
low polygonal counts. The action is fast
though, and you'll be hard-pressed to keep
up with the puck at times. Typical options like
penalty toggles, player swapping and o forth
are becoming standard fare in all sports
titles, so | wasn't very impressed. Perhaps
the worst blasphemy of Olympic Hockey is
the incredibly stupid goalie Al Don't worry
about losing this game too much. Money
playsareieveryiwhere, and it won'titakemuch
game time tofind them. | knoW that high
Scores are supposed to be rarein hockey, but
apparently not in the universe this one hails
from. As itis, the best feature ofall is the
multiplayer ability and partygame factor. The
Arcade Mode isfun for all players, from
noviceito expert. | wouldn't recommend this

i oneifor hardcore hackey fans though. §yshi

| don't know if it me, but it seems like this
‘game is Wayne Gretzky Hockey with an
Olympic facetift. Whatever the case, Il stick
with Gretzky. 'm not a huge faniof real hock=
ey, bt do enjoy playing a game of two with
acontroller. I guess that's why Fdrather use
players I'veactually heard of. Nooffenseito
othencouifies, but | don't reallycare about
Nimsky\Vokolsky andihow;he’s a national
herointhe Soviet States.

Well whoopee, if it isn't the second time in six
rionths that Midway has used andrepackaged
theiryear old Wayne Gretzky Hockey game
engine. Just about everything hereis idetical
o everyother Midway hockey game, except
the'rosters dnd team names are changed.
Ideally, these teams and rosters would have
beenintegrated in Wayne Gretzky '98 instead
of trying,to force gamersito buy a whofe new
game justfor the Olympic te: Kraig

msH

Oh, come on now. This kind of shameless
reiashing ofithe same game overand over
makes me sick.'Did you buy Wayne Gretzky’s
3D Hockeyior ts incredibly unoriginal sequel
with thef98 slapped on the box2if so, stay
awayiftom thisbaby, ‘cause it's (orice again)
the same game: The ONLY way lcauld possiz
blyrecommend this is if you've never owned
cither Gretzky game! Enough is enough, let's
try something new already. Ji

al
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Featured In: N/A

Although this cutesy racer appears tailored to
the kindergarten crowd (like half the other
Né4 games), Snowboard Kids actually packs
plenty of depth and replay value. Y
excellent control and six well- mﬂ'\gnsri cours-
es (as well as a hidden track). Yet its the pay.
as-you-play power-up system that makes this
game such a standout. To collect the offen:
sive and defensive power-ups that litter each
course, you have to do more than just race
over the top of them—you Mw to buy them
(mrh costs 100 coins). And the

Sy i e
tricks, which are pulled off using the same
intuitive system as Cool Boarders 2. Money
raised in each race can be used to buy better
snowboards. It's a cool concept that keeps
you playing early courses and perfecting your
ricks until you can buy the boards needed to
win later races (which have you boarding on
grass and sand). You also get three mini
games=adownhill shooting spreeyartricks
intensive halfpipe and a Time/Attack Mode -
to help raise additional cash. ATraining Mode
and snowhoard paint shop add extra polish
to the game. But best of all is the Multi-
player Mode. Four-player racing is a blast,
and since=liken Mario Kart 64—the best
Dower-ups g 1o the:player in last place, you
canalways be sure ofa close race. Crispin

Snowboard Kids is a surprisingly fun snow-
boarding game that has a lot ofiappeal and
immense replayabilty. If you'te looking for
real fast downhill action, you're not gonna

find it here. O the other hand, ifyou wanta
syiowboardingigame with great control, very,

n, several very fiin modes of
play and great Mario Kart-esque gameplay,
this Is your game. Miltiplayeris a lotof fun
100, and the power-ups are very cool.- Johin

Besides the overly cute characters, SKis a joy
to play. | haven't had this much fun since |
played Mario Kart for the first time. In fact,
Snowboard Kids has better graphics in.most
instances. I really enjoy the Mltiplayer Mode
(although'it's Kinda hard to see‘certain
thifigs), and the One-player Mode offers
plenty/of gameplay. For exampleyliove the
Way youcan save upmoney to'get yourself
a better board—veryicool Shawn

This Mario-Kart-on-the-snowy-slopes sle
hitias just about everything going for it
solid controls, great graphics and semradical
action. This is more than just a Mario Kart
wanna-be —a few new features make it'stand
auf overits competition. Also, having to line
Gp for the skilift can make forinteresting:
{and hilarious) situations in multiplayer
gamessSK needs mofe courses, butiit’s
stilfalot of fun, especially for four

per
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® This special publication takes you deeper into
the world of the digital heroine more than
anything else before it. We offer huge and
easy-to-use strategy sections to Tomb Raider and
Tomb Raider Il in addition to a revealing look at

the woman who personifies video games this year,
Lara Croft! d;:""
® We went to England to visit Lara’s success

creators at Core Design to get the inside and
final word on her creation and meteoric rise
to the top!

® Find out what the future has in store for Lara and ponder
as we did who could play her IF Hollywood decides the world
needs a Tomb Raider movie starring Lara Croft.

® Get the inside word from the witch doctors at 3DFX about
the upcoming Voodoo2 PC accelerator card. Read what they
have to say about Lara and her rise to fame on the PC.

Look for Lara’s Official Collector’s
Magazine on Newsstands Everywhere!

Find one for sure at: Kmart, Wal-Mart, Electronics Boutique,

Waldenbooks, Target, Borders, Crown Books, Barnes & Noble
Licensed by Eidos Interactive PLC
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SURE, EVENTUALLY IT'S SINGLE-PLAYER. BUT IT DOESN’T NECESSARILY BEGIN THAT WAY.' INTRODUGING
QUAKE FOR THE N-64. INCORPORATING THE FEROCITY OF THE SINGLE-PEAYER GAME: WiTH THE
SUPREME BLOODLUST OF THE TWO-PLAYER DEATH MATCH. SO, FOR A FEW MOMENTS AT LEAST, YOU
MAY ENJOY IT WITH SOMEONE YOU KNOW. JUST BEFORE YOU BLOW: THEM A NEW ORIFICE
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Publisher: Electronic Arts

Developer: Climax Ent. Ltd.

1 was looking forward to FIFA o8 after the dis;
appointing Worldwide Soccer '98. | was hun
gry for a great Saturn soccer game...unfortu
nately, FIFA 98 really didn't deliver. The
biggest problem is that the game is an eye-
sore. The stadium and fields look flat
lfeless. The players look broken and move at
a painstakingly slow frame rate. The shadows
even look out of place, especially w
used to the graphically superior Wor
*98. Now, normally graphics are a secondary
concern for me (gameplay, replay and all the
q ore important), but
when the market has so many grez

good stu

at soccer
games, you need to make them look good,
ameplay-wise, FIFA is above par. The pass
LGl t could've been more
accurate und\v" passes. The

goalie Al, as it is with the other FIFAs, leaves
abit to be desired (thor usmm un to

cémes dowa.to is how the \.scklusle‘ graphics
and frameirateiget in the wayofWhat (i
Cauldie heendreally solid gamedTo
thisis the [astFIFA the Saturiis goingto see.
tsia disappointing waysg endithe soccer |

i thesysteimg

FIFA 98 s a dramatic improvement over last
uch-mproved edmebicy.
d optighsiand 3 xrely
well

erf
ot witQE88me minor iAWt st
poor Aflatiiines, very chopipyifiame @te, e
still, gverall FIFA 98 is a muchmidre Solids
w»»ncingwm game thanWorldviide s
SoccErigsy lhou{ mushiels
fromihatts abouallihat matter

| orld Cup 98 is a g9ad soccer
samEortheSatlrn. Althougifhielpla
nwdc':"oseemtn have ‘ll'd.BlU/Eﬁlie\,

o, FIFA w»prétty m'.
say that thisis on

ediiiiainhiles Succerfans
shouldigive this cR. ~ Kell

1t too bad that this will be the last version of

Fich syl th Satur, Jucause the series
showing promis: g
.‘earlvm[. ide range nrwmons

F»A 98 c aum have ber

&S and improved giaphics. This.
iSiias g00dias theBEsEY <but
soceanfansehould GUAIRIFA ofal
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NBA LIVE 98

Publisher: Electronic Arts

Developer: EA Sports/Realtime Associates

Featured In: N/A|

Although I'm not known to be a big sports
fan around the offices of EGM, | must admit
sports titles are starting to grow on me. One
of the games that has encouraged my newly
found sports game open-mindedness is NBA
Live. Live 98 is, for me, one of the most enjoy-
able b-ball games on the s far. Within

that isn’t a sign n! an intuit|
e then | don't k hat 9, It anything,
the computer Al is a little bit on the easy side
in Live 98 (I mean, if a rookie like me can play
etitively against the Sonics using Golden
then something is a little out of whack),
and it's also real easy to perform high-flying
slam dunks. Don't get me wrong, it real
entertaining and all, but | don't think you'l
see this much action in the NBA. As | said
before, Live 98 is a fun and fast-paced bas-
ketballgamenbit the one thing
inith@wayare the slightly liddyirolys
graphics dhieltextures seeqiiealioviesand
a

but tiferetare some m\Lm:es (high trafficl

1t's unfortunate that this gam;

as the PlayStation version. OBVi \uslv this

wiasa ek and eas,

Ijgtleattention. Th

the fra g

courtaction some icHlEte’ m(ml.
liSEHGtic and unexciting, andithes

Tidfgbroadeastiiis crew that callssthe PSVET

ston didolt aven botfigFfo,show up- A

and'sho

y port
D graphiesiate luu/ and

ive porti the
se VS 's0 in sync andmatusal that your
1 playing mandallyath e
cool option, and GVt

slays :m‘ a

u set mnalttg
spendithieientire Zamt

NBA Live g8 for the Saturn is definitely an
e b-ball title, but aSidEroR
s
iplay NB
sl don't hkvm n;keﬂme Kinds
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Publisher: Electronic Arts

Developer: MBL Research/EA Canada

Featured In: N/A
Mv plate i full of hockey games this time of
d t

e hortisation forms) st lastsirce
the 16-Bit era. Since then, I've seen powerful
ems unable to capture the same env
ing atmosphere and gameplay of the earlier
games. NHL 98 provides a glimpse into the
future of the series while not living up to the
high standards I've placed on hockey games

For starters, the polygons are horrible. |
derstand the advantages of polygona
animation over bitmap animation, but | spent
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installment in the NBA In the Zone
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I've never been a big fan of graphic adven
tures so | really wasn't expecting much from
Riven. Now although playing Riven hasn't
convinced me to evangelize graphic adven
tures, there is a lot more to like here than in
its prequel, Myst. The environments are very
moody with excellent music. And compared
to Myst, there is a lot more interaction in
Riven. Now | know that isn’t saying much, but
given a chance, it's easy to see this game is
ahead of Myst. Riven is a game that
appreciated for what it s, or not be
appreciated at all. Being a gamer who cut his
teeth on action games, Riven had a weird
effect on me. The pace and therapeutic aura
of the game is quite relaxing but the sheer
vastness of the game is overwhelming at
times. Riven is one of the most challenging
games I've played in a long time, because
you only get the most subtle hints of what to
do, 50 you are forced to explore. Yet another
ofeffEctthisigame had on melERabL can
besodifficdlttoknow whaia do that When
you do geliSomething righiitienc o Ufagest
you to gaione step furtheri i canit balieve fm
saying s, but | actually ecomimend Riven
A gogdigaime is a good gameand Riven falls
(or rather@ozes) into that tategary. [is a0t
for eyesyore, butifyoure even mildlyinter-
estedygive it a try; Kell

By far this montivs longest game to com.
pletelRivenitakes a massiveamount

patience and ask feslt Pplacemnntzun
trollers) 8 finish. You' by
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The PS needs more games like this. Take all
the weirdness and coolness of Oddworld, add
lots of clay and loads of uniqueness—and
what you get is Skullmonkeys. Not only does
SM give you characters that you can't help
but love, an original soundtrack that'll make
you dance around and cool-looking levels, it
also presents a genuinely solid game. This is
easily one of the best side-scrollers to hit
the PlayStation in a long time. The attention
to detail and continuity of style in SM makes.
me wonder just how many hours the develop-
ment team spent on the project—it must've
beena process. Animation-wise,
the game comes through again. And to think,
they did all of it with clay! On top of the
gameplay, the various cutscenes with origi-
nal, claymated FMV are brilliant. It's been a
long time since I've laughed this hard at a
game. With all of these good things, come
the bad. Really, the only gripe | have is that
it'sstoBEaByor your characteRtaMENIEOME
gindia challenge, but | also wouldierliked
thelialo ©@allow a few extra fitsistead of
JUstoriedOther than that, the:gameisiight,
SkUIMORKEYSs one o thosdiles T ecom
idifo chieckiout even if you're not allithat
. Beifiga guy who likes to.draviand
, Skullimon keysreally sefs those cre=
afivejuices iowing.s010' speaki Shawn

Skullmonkeys gets the first Sushi-X Hai Sai

AWARdTOrMBst Bust-A-Gut Hupi6Fin a Game.

Yau can smell the taint of EarthWotn Jim
hodtiBAtt's so much MoTe:: ¢rossl

the worideul bnumm s a d

ed by fhie poor acting. The plotline draws
heavily:upon Myst, o it's truly mearitfor
thoseiplayers. It makes no pretemse of being
its owngame. Im@li@you Ilfindodrself
totallyfimimersed ortotally rustiated Sy shi

Riven deliyers what Myst fans want more of
the sa@lfiyou don't mind thuribig thioush
five GBS umm shots to solve/some/challeng
inglpiizates, then this game iaforyou. e
isWell-rendered, creating a veryVisceralWworld
{0 explorelOnelof Riven's bigges ~
mentsoverMyst is that ther

andimbving parts when you dlickien mmgs on
streenuitisisp't myfEoitof game, but those
wholike Myst will definitely enjoy.it. Kraif

have affalindane style of play but there’sia
ot mgfins eque - S inaythink (in
both stomline and puzzles)

the overallidesigu@Hd) gmpmcde(ad ofthe
gamelisreally nicOGIVe it a s
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chillenge anyone to listen to the entire
bous foom mssic without laughing out
fouds canitbeldone. 'm sefiolsBesides
thelhtimog theiehallenge is verytoushifor
veterangamers, sodonErelax {00 much.
Heresiaiobgame withifew problemsi§ishi

1 guess the notable thing about this game is
dibybe the characterSainated
throd@hielaymation. Really, itSHOBIE ded
thaharacters look no better fhdheny.oter
spitesbaseyz-D platiorm gafiesAs aiplata
itier, SKUllmonkeys is above-averagenThe
ay il and the scenery diverseBit

Skullmonkeys is one of the most delightfully
twisted games 've played in a |ofig timesAs
faraseameplayis concerned SMIS a Hard
core platform game with intefisetimed jumps
andihearpimping action. Thelbést patof
skiillmonkeyshhowever, is its overthe top

s1akelq 0 J2quIny

1

21 0} Ase3 00] 53] :24n3eay 3SIOM )1 |JesaAQ :2an3eay 3539

Wod'RI MMM

Developer: Probe

Featured In: N/A|

As if | needed any further proof that

Capcom’s 2-D fighters are not well-suited for
the PlayStation, along comes X-Men: Children
of the Atom to further solidify my theories.
First, the standard PS pad takes about half
the fun of X-Men away from me. The lack of a

six-button configuration on the PS pad is not
as annoying as the D-pad itself: It's harder
than it should be to perform fireball motions.
Considering how popular Cap
ton configured f
that there aren't mo
e PS,

m's six-but-
ighters are today, it's amazing
Saturn-style, six-but

recommend it. But | digress, the control issie.
is just the prelude to my main gripe: anima
tion. Although X-Men: CotA does control well
much of the animation frames seen in the
arcade game are nowhere to be found. This
gives the game a jerky look and feel

wkward at times and downright annoying
others (at least, it is to anal Capc
gamefaRsIsu as myself)
spposediomention the

{@VIBW but in truth, its hard tigetiexcited
dver aiialicien: game like X-Men/foFtheiPs,
when theagedsaturn versioniisso mch bt
ter. For PSOWNErs X-Men is OK, but if you'tea
Capcom fan, dual system ownership riever
looked so appealingBesides, X:Men\s. S
EX Edition is almost here. Kell

This is a bit late, don't you think? After all, we
e Mai¥el Stiper Heroes, a gafiie thatis
leagueSiBettérthan the archaic CotA. o
makelattersworse, this is flokia good port:
Thefgame hase lot of slowdowniand chioppy:
agimatioryespecially for havingistich Small
dharaciess (theibackgroundsarelexce!lenty
however). This is a commendable effort, but
Acclaim shouldn't fiave bothered. Tis is just
a sub-par poFf 2 VeRyold gares D

‘After such.a long time coming, it’s ng surprise
that 'ufiothorribly impressed e sadthing
is thalithvall the delays, youldithink youd
gefaiarcade-perfect hnndJ\Ivn Not exactly,
Theanimation,is haphazard, Gadieyen the
soundisnit allfbat hot. The pliessize ofithe
game mustve been too muchiforthe came’s
Progfam iets. s hard to desgribe, bulithe
‘game feels “compresseds Too bad quality
SREEOP D riority

rprise! After months of delays, look what
h‘m\‘v sifowedp on our doofStepaWelliilich
to my dismay, I wish | never opened the door.
Probglfmanaged to finish the WOrk Capcom
statedyblitthe final productSnitieveniupito
ﬂve s(andards of the PS DarkStalkers, (efiatone
ed (and very nice) MSHER

fiumor a . Ilaughed

altimes during play. As an action garie, SH)
i5 greatybiut its styleiand humop take the:
cakerdhisione is a camplete surprse K @f|

Tonsof slowduwn‘ no SurvivakerGroupBaile
Modes andéitons yiorslowdown-Save your
pennies andwait forXiMen Vs, SEEK: John

-1 ssiakeyd JO saquinN
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18 Burton® snowboards. Halfpipe. Big air
contest. Snowboard park. Freestyle. Two-
player racing. And any frick
imaginable. Cool Boarders™ 2.
The nextbest thing to fresh pow.




ELECTRONIC

EDITORS' PICKS OF THE MONTH camine

=——=MONTHLY

HOW TO READ THE TOP 10 CHART
5




Winning is really fun! To play, just enter
our contest area and answer a series of
cool and easy video game trivia questions!

Gossip, News and

HERE S THE STUFr

Info...24 Hours |
: ECTRONICE g :
Day or Night! GIIVIING| g@@g@

A
——IMONTHLV,
All By Phone! & G

Listen to Quartermann Gossip Before It's in EGM/
Call and Record Your Own Reviews & Tricks!

Wars™ Brain Warp®

TOYS PROVIDED BY TIGER ELECTRONICS.
SOME WINNERS WILL GET AN EGM HAT!

TIGERES:™
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I'in riding for gold,
' And you're cutting _
‘my groove.

Shred it.
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Well, Trickman Terry’s little dog finally has a name: Mooka,
because she looks like a cross between a moo cow and a small
dog (thanks to all you readers who sent in potential names).
With proper training, she’s becoming a great companion for the
Trickmeister. Now if we could only train Terry as easily....It looks
like the luck of the Irish rubbed off on the Trickman this month (at
least on his hair). Trickman decided to be festive for St. Patrick’s
Day by coloring his hair green, and even though he’s

getting strange ooks around the office,

Terry is doing his best to

snotty comments and concentrate on

making the best Tric

better! You can help by sending in

the best of your newest tricks,

codes and cheats to:

Trickman
Terry
needs the
all the
luck he
can get!

Win Games and
Accessories for
your Tricks!

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

Trick of
thecMor%:h

Dragon Ball GT: Final Bout

SECRET CHARACTER

At the Title Screen, do the six-character
code (Right, Left, Down, Up, Right, Left,
Down, Up and you will hear a sound), then
press Triangle 10 times and then Square
nine times. You will hear another sound

to confirm that it worked correctly. You
will see Super Saiyan 4 Goku on the Menu
Screen. On the Player Select Screen, he

5 On the Title Screen, do the six-  Super Saiyan 4 Goku will now be
will be a selectable character in the lower-
middle section of the screen! Shtmcter code phs e ek owe, adted 10 youk plastie Gnsctind
Joel Samson

Santa Clara, CA

©

(1)

Robotron 64

LEVEL SKIP, 50 LIVES, GAME BOY MODE, POWER-UPS, ETC.

These codes are to be done quickly in
the Setup Screen. You will hear a sound
if !hey were done correctly:

Level Select - Down, Up, Left-C, Down,
Left-C, RIght—C Down, Right-C.

50 Lives - Up, Up, Down, Down, Left,
Right, Left, mgm Left-C, Right-C, Left-C,
Right-C

Game Bay Mode - Up, Down, Right,

Left- c. Down, Up, Lef, Right-C, Up, Down.
Left, Right, Up, Down, Left-C,

nght—C, Left-C, Right-C, Left, Right Up,
Down, Left-C, Right-C, Left-C, Right:
R-gm, Up, Down, Left-C, Right- c Left- c.
Right-C.

Within the game, enter these power-up.
codes with a combination of the D-pad
and the C buttons:

Two Way - Up, Up-C, Up, Up-C.
Thnevl - R:ghl, Right, Left-C, Down-C.
n, Down, Up, Right-C.
Shield - owm, s Left, Left.C, Right-C.
Flame Thrower - Down, Right, Down,
Right, Right-C.
Speed Up - Left, Left, Right, Right, Up-C.
Radiation Spray - Up, Down, Right-C,
Left-C.

i TR ]
In the Setup Screen, do the code With a multitude of levels, While playing the game, enter Put in Game Boy Mode for
to choose your tarting level an extra 50 lives won't hurt! any of the power-up codes. black-and-white mayhem!



Cart World Series

SPECIAL PASSWORD CHEATS

These cheats will get you
‘some special-looking tracks
and strange options for your
car. On the Type Screen,
choose a race (Single Race

WHEELS - There will be no
body on your car.

FLOAT - Tracks will have
half the normal gravity (you
will have less traction than

or New Season) and on the normal races).

Select Driver Screen, move RADBRAD - Tracks have
Left until you see “Create more gravity than normal.
Driver.” Now enter one of BANZAI - You won't collide
the passwords as shown to with any other cars.

get the following results:

NIGHTRID - Drive at night.
'SPACERID - Tron-like tracks.
GEK - You will race two laps
in Season Mode.

«? ol
et
,;g:"'
P .

One of the codes (Spacerid) will
et you drive on a future track!

_ Nuclear Strike
PASSWORD CHEATS

To get these cheats to work, you must go to the Main Menu and at
the Load/Save option, choose “Enter a Password.” Put in any of
these for various results: g

LAZARUS - Infinite Lives.

LIGHTNI

ING - Secret Bonus Level.
'EAGLEEYE - No one can shm their weapons.
~ WARPDRIVE - Faster vehicl

MPG Reduced fuel consumption. -
Michael McElroy; Santa Barbara, CA

lehswﬂlmpdmum
you enter the Lazarus code.

Duke Nukem 64

LEVEL SELECT

The missing piece to the
Cheats Menu has finally
been filled in. This trick will
give you a Level Select for code: L button, L button, L
the game. Enter the main button, Right-C, Right, Left,
cheat code at the Title/Menu Left, Left:

Screen (Left, Left,
Lbutton, L button,
Right, Right, Left, Left
Now enter the Level Skip

On the Title/Menu Screen enter the
main cheat and then the Level Skip.

In the Cheats Menu, you'l see
that you can go to any level.

Courier Crisis @

PLAY AS AN ALIEN OR A GORILLA

Choose the Memory Card icon from the Main Menu and then
access the Load/Save Options. Move over to Password and
enter one of these codes under “Enter Password” to play as
two strange, new couriers:

Play as the Alien - Put in the name XFIFTYONEX
Play as the Gorilla - Put in the name SAVAGEAPES

s hilarious to see an ape riding



At the Main Menu Screen,
move over and choose the
“Load Game” Option. Then
pick “Enter Password.” Put
in one or both of these codes
for the results as shown:

One @

ALL WEAPONS AND STAGE SELECT

- Gives you
access to all the weapons.
HEVYFEET - Opens up the
Stage Select Screen where
you can choose to start from
any of the six levels.

oo
fight It e

EXTRAPILITS AND PUANES i
These codes willgveyoua  Down G RghL.,Up, =
couple of new pilots and Left-C, Right-C, Down-C. 10 the Load Game Screen, enter The Stage Select Option will
some new planes. Some of Then check in the Plane 4 ¥
them must be earned while Select Screen on the far left. o or e putswors s Sepearafieseneriog HEVUFEEL
others are codes. i 4 = e i T e It N

Enable Spanky: To get him
you must complete all three
bonus missions.
in deathmatch:
For each mission you
complete you will get

Last Bronx
MANY HIDDEN CODES

a new plane.

Extra Pilot and plane: At the
Title Screen, not the Main
Menu Screen, press Left-C,

This game has many secrets to it. One secret is the Special Difficulty Levels. Once you have opened
the door of your Saturn and started the game 15 times, you will be rewarded with three new difficulty
settings: Defense, Berserk and Judo.

Portraits. There are three sets of portraits for each character. Obtaining these portraits will open up

other cheats. In order to get them you must play through difficulty levels Normal, Hard and Arcade.
You must play through each level without losing to a single fighter.

Joke Weapons. Once you obtain all three portraits for a character you will be able to get the weapon
for that character. The column that your character is in is the direction that you must press and hold.
For example, for Joe press and hold right
on the D-pad.

Movies. Ifyou enter into Saturn Mode
and play through you will be rewarded
with a movie of your character and his
archenemy. Press the A or C buttons to
watch the movie and the B button at any

time to return to the Movie
Viewing Screen.

Enter the code at the Title Screen
for the new pilot and plane.

You wil then be rewarded with
three new difficulty levels.

At this point tun the machine
off and on 15 times.

Duke Nukem 3D

ALL WEAPONS, 60D MODE

To enter a kind of Debug Mode where you can enter in some cheat
codes to affect play, you must press and hold X, Y and Z for about
10 seconds at the Main Menu Screen. If you held it long enough
ynu will see “input info on” appear on the bottom of the screen.

Once that code is entered press pause while in game and hit these
keys for special modes.

All Weapons: Z, X, X, Z,Y, Z, Y,
God Mode: X, Z,Z,X,Y, X, Y, Z, Y

Monster Rancher

BUILD UP LOYALTY METER

Here is an easy way to build up your loyalty meter. Once you
have your monster, take it back and forth between the ranch
and the town. Each time you do this, your loyalty meter goes

up five points! However, you must use this in moderation. The
more you do this trick, the stricter your style will become. Your
monster will have a tendency to run away and destroy its home
if your style gets overbearing, so be warned!

”“,umm i

s4381ERY

Hold X+Y+Z for 10 seconds at
this screen to start the code.

Put God Mode on to easily get
through any of the levels.

Go back and forth between the
ranch and the town for a while.

Your loyalty will be -y high,
but your style suffe

138



Trickman's Reference Guide

This guide is a reference to
all of the game codes printed
within the last six months

of EGM. Note: This does not
include GameShark codes

or any other codes that use a
peripheral attachment. Look
for the update in next month's
Tricks of the Trade.

Codename: Tenka Test Drive: Of-Road B A Toshinden 3 NBA Hanglime
Daytona USA: (CE Thunder Truck Rally Broken Helix Peak Performance e He: NCAA Football 98
Die Hard Trilogy F TNN Hardcore 4X4 Cool Boarders Pitball PS NFL Gamelay 98

Tobal2 Daright Confit Star Wars:SoE 6 | b Ogre Btte
Twisted Meta 2 Dark it SEBXvhipha Pandemoniur
War Gods 4 | Dyresty Wrriors Three Dity Dvarves Hers Adventures Sieet ighter EXeAlpha
PS. Undergount .2 Wid Ams Jet Moo Trile Play %8 K The Aren Fighers Tetsphere
Robotron X 5 Kt The Area Fighters Tork: Dinosaur Hunter Mathine Huter PS Warcat 1:The Dark Saga
Star Wars:SE Nameo Museum ol 4. Yerious 30/6+ 5 | Marvel Super Heroes
Ten Pin Alley [ N (5 Mol Kombat Tlogy

Excalibur 2555 AD. PS. Triple Play %8 Clay Fighter 631/3 PlayStation Underground No. 3PS | Colony Wars PS TestDrived,
Fantastic Four PS Warcraft Il The Dark Saga Dragon Ball GT: Final Bout Street Fighter EX + Alpha PS | Duke Nukem 64 N64 Time (risis
Lost World: Jurassic Park 2 Ps Extreme-6 Super Mario 64 N6d | Fighting Force PS. Tomb Raider 2
Manx T SAT Final Fantasy VIl Triple Play ‘%8 Ps
Ml Kbt Tilogy Formula (B
NFL GameDay B &
NHL*97 v Manster Rancher
NL Powerplay %8 | k Moto Rcer

PlayStation Underground No. 4 PS

Star Wars: MoTK

NBA
Live '98 @

EASTER EGG CODES

Wayne Gretzky ’98

EHANBE THE 00K OF YOUR PLAYERS O

~ For any of these codes to work you must firstgo  000010: Crunched players, Small annéunce’r

To enable the Easter Egg / into the Debug Mode. To do that go to the ©000001: Elongated players, Large announcer

codes, begin a regular game % Options Screen and hit Down-C button+R but- 110110: Large players, Small he:

(Exhibition, etc.), and after  ton, Left-C button+R button. A window will pop  Large announcer .

choosing your teams, go to | upthatwill allow you to change 010010: players, Large heads, |

the User Setup Screen. Choose of your players. Press Down-C button+R button  Small announcer =
‘Start New” and enter the . tochange the head size. Left-C button+R but- e : D

name: Secrets, Press Start to | tontochange the body size. Up-C button+R s

confirm the name then press - button to change the height. Here are some

the Circle button to activate the _ examples as they would look in the window 5% 705 -

Secrets Menu. To enter the nnd the effect: T e BT E

codes, go to Secrets Menu and ~ 100000: Stocky players | mame P RICT S

highlight “Enter Secret Code” and ; Stocky players, Big hieads Rl |

press the X button. Now, enter the 10000: Stocky players, Small heads | R Chewa o s comme

following codes—they are case '001000: Small players, Small e et

sensitive, so enter them exactly \ 9 : . o = = = " 3

as shown: e L e, B e e coduse e Options - Vou an e ey Yo

Seaweed (Underwater court) - ] : 4

Scary (Home team in Halloween costumes) Sheli e a R Rl e A R s (e
Freaky (Away team in Halloween costumes)

Cloak home (Home team selected player is invisible)
Cloak away (Away team selected player is invisible)
Eyepatch (Create player with eyepatch)

Monocle (Create player with monocle)

Toque (Create player EA Toque)

Prisoners (Hitmen be free)

Lizard (Chameleon Home Team)

Reptile (Chameleon Away Team)

Sam Perez
Sunnyvale, CA  Afterstartinganewplayer,  Enter the codes here. Some of Turn on many of the codes at
enter the name, Secrets. them have multiple options. once for a very bizarre game!



Gadgets

Electronics
Cool Places

Cool stuff you could probably live without, but shouldn’t

©O Candy From

Offering a new

(@ Feel the Force in Your Pocket
Have you ever wondered how practically everyone in the Star
Wars universe seems to know how to pilot any ship or craft with
no prior experience? And how none of those crafts have ignition —
Keys? Fortunately for those of us in this universe who need
keys, Tiger Toys offers lots of inexpensive key chains based on

Star Wars. These tiny model replicas sport features like

lights, sound effects and movie dialog snippets. Look for the

_ Death Star, R2-D2, Millennium Falcon and stormtrooper, =

among others. By the way, isn't it weird how you always
find lost keys in the last place you look?

Price $9-15
For More Information www.tigertoys.com
Phone (847) 913-8100

ot

For More Information
www.sugarmtn.com

Phone (416) 463-435

() Retro Wildlife
All you hipsters out there be prepared to embrace
the ultimate in retro wildlife collecting, the massive
T-Rex. This dino is no wimpy 5-inch miniature like
the ones we've seen in every toy, game and sci-
ence store on the planet. No sir, this bad-boy
T-Rex is the ultimate in prehistoric carnivore
replication. Standing 4 1/2-feet high, 3-feet wide
and a whopping 8-feet long, this highly detailed,
hand-painted fiberglass replica is sure to scare the crap
out of anyone who breaks into your house late at night. The dino’s
also a useful tool when trying to impress dates, friends and co-workers.

Price $5,995
For More Information www.sharperimage.com
Phone (800) 344-4444

140,




© Couch Commando
Any dedicated couch potato will tell you that
the most important electronic device isn’t a
big TV, Hi-Fi VCR or even the latest in DVD
technology. It’s the remote control—the
surfboard meant to keep you on top of
the electronic wave. Well now there
is a new reigning kahuna in the
pack. The Sony RM-AV2000
“Integrated Remote
Commander.” Don't misunder
stand, this is not your
father’s remote control
With an awesome blue
backlit touch-screen,
built-in codes for most
popular A/V devices
and learning capabili
ties, the AV2000 will
control up to 12 separate
devices, all in an easy-to-use and only
moderately difficult-to-program package. So if you
are a media freak with a TV, DSS, DVD, Laserdisc Player, CD and three VCRs,
look no further. Finally there is a solution for you that does not involve years
of therapy. Just sit back and surf away

Price $200
For More Information wv
Phone (941) 7687669

© Go Fish
Like fish but hate the mess and upkeep of an aquarium? Then
Aquazone is for you. This is not a screen saver but an actual
living fish tank which you design and care for on your Mac or
PC. Eve ing about your cyberquarium can be customized,
from the type of fish to the background and objects in the tank.
Feed and care for your fish well and they will be fruitful and
multiply. Ignore the fish and you could end up with a tank of
belly uppers! Check out the Aquazone Web site for lots of cool
tips and care info for your creation

Price $30
For More Information ww\w.aquazone.com
Phone (800) 26/-03.

[T Ty

g
O

© Oh Lookie, a Wookiee
" Considering the mass appeal of Beanie
Babies, cute little Star Wars Buddies
are a good marketing idea. The only
drawback for fans, however, will be
the resurgence of the old debate over
Ewoks ruining a perfectly good Star
Wars trilogy. But these guys are good
gifts to entice stubborn girlfriends into

Price $7 each
For More Information www sbro.com




EGM's own gaming guru shoots from the hip

ow that the holiday
season is over and game
companies are starting
to make plans for
Christmas 1998, the
big question is: What is
Sega going to do?

The future of the Saturn
as a long-term game platform has
been in doubt for some time. With
virtually no third-party software
developers, only a couple of new.
games coming from Sega, and the
word out on all the specs of their
new game system, the Saturn
appears to be only a few months
away from the dusty bargain bins
at Toys ‘R’ Us.

Why? What did Sega do
wrong and what can
Sega learn from this?

Hindsight always
comes easy, but the hard
partis not making the
same mistake the next
time. This is the part that
Sega can't get right.
Whether it's the Sega CD
and its bad attempt at FMV.
games; the 32X and its
incomplete development
kits; or the Saturn with its
quickly assembled hard:

ware, bad development  what does the future hold
for Sonic the Hedgehog?

support and a rushed,
poorly planned launch,
Sega just can'’t seem to get
it all together

What should they do the next time?

First, Sega needs a management
team that knows something about
video games and the industry. No
matter how good a product s, if the
execs can't guide its development,
it will never succeed.

Second, Sega of America needs
to convince Sega of Japan that the
U.S. is a completely different market.
What may work in Japan may not
necessarily (and probably won’t)
work in the States

Third, along with the separation of
SoA and Soj, SoA needs a “blank
check” with no strings attached
from Japan. Trying to launch a new
system with Sony and Nintendo
dominating the market will not

by Ed Semrad

ed_semrad@zd.com

come easy or cheap.

Fourth, besides having software
support from Japan, SoA needs to
have stateside development teams.

While the Japanese are masters at
game development, there are genres
that need the “American touch.”
Sports games are one of these
genres, and without a strong
football, hockey and basketball
game, any new game system will
be severely handicapped. Another
Sega Studios, properly managed,
would be a neces:

Fifth, SoA needs strong third-party

support. Not just a few “one-shot
backyard developers”; Sega
needs commitments from
the big guns like Capcom,
EA, Konami, Midway
and Shiny.
Sixth, also from the
companies above,

Sega needs exclusive,
big-name games—titles
you can’t get on any
other system. It is going

to take a lot to convince
players who already have a
PlayStation or N6 that they
have to buy yet another system.

This won’t come cheap, 5o Sega
better have deep pockets.

Seventh, the new sys:
tem can't be too expen-
sive. A price greater than
$299 is going to be a hard sell with
the competition getting ready to hit
the $100 price point.

Eighth, SoA needs the best market-
ing and advertising teams in the
business. Remember the “Sega!” TV
ads? Or the “squirrel-color” Game
Gear vs. Game Boy TV commercials?
These got people talking...and buying
the product. Sega hasn't had good
marketing since the Al Nilsen
and Pam Kelly days.

Finally, Sega needs a proper launch
of its new system. No surprise quick
launch, no ridiculous price and
enough great software to get players
to believe in Sega again.

Can they do it? Will they do it?
Or do they even want to do it
again? It’'s up to you, Sega.
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RPGs and baseball games. Can
you think of two different types of
games that go so well together?
We sure can't, so look for EGM's
previews of EA's Triple Play 99 and
Sony’s MLB 9 in addition to our
comprehensive RPG Buyer's Guide.

Additionally, this may shock
you—there’s more to gaming than

The number of RPGs
in the last year has
surged. Find out
which ones are
worthwhile and why.

RONIG
@ZUJMQF J@

1999 Opening
Day is almost
here, and like
clockwork, so is
Sony’s MLB 99.

April 1998

just baseball and RPGs, and by
that, we mean Tekken. After a long
wait, Tekken 3 is almost ready to
hit the PlayStation. We'll take an
in-depth look at the latest edition
of Namco's franchise fighting
game. N64 owners need not
despair, however, as we'll preview
Rampage and review Quake 64.

At long last, Tekken 3 is
coming to the PlayStation.
Look for our full blowout
coverage on this fighter.

The second part of the Resident
Evil 2 strategy guide spills the
beans on how to unlock the
secret ending bonuses...

Check out the first-ever guide
to Yoshi’s Story, featuring
exclusive level maps, tons of
revealed secrets and tips.

March 1998

The undisputed heavyweight
champ of game strategies and
tricks returns with the real skinny
on two early breakout PlayStation
hits of '98: Gex: Enter the Gecko
and Final Fantasy Tactics.

Don't forget the Nintendo 64! We
Kicked Bowser’s behind in Yoshi's
Story—and we'll have maps to

Final Fantasy Tactics fans,
take heed: EGM’ will offer a
complete outline of the
different character classes,
skills, weapons and more!

ASC Games’ One and T*HQ's WCW Nitro are just two of the
playable games on this month’s exclusive OPM Demo CD!

show you how to do the same.

Proving our edge as an in-depth
strategy provider, we roll out the
second halves of our Alundra and
Resident Evil 2 coverage.

Also, look for a guide on the PC-
to-PlayStation hit Riven; the guide
solves the toughest puzzles the
Myst sequel has to offer.

We give you the exclusive scoop
on Final Fantasy VIl and Tekken 4,
not to mention the complete speci-
fications for the PlayStation 2!
April Fools! Actually, we'll be fea-
turing an explosive Resident Evil 2
strategy guide as well as our usual
collection of honest, straightfor-
ward, unbiased news, previews

and reviews. We'll be rating
Midway’s new arcade compilation,
Arcade’s Greatest Hits: The Atari
Collection Vol. 2, as well as NCAA
March Madness 98 and the long-
awaited Gex: Enter the Gecko. Add
a demo disc you'll find nowhere
else, and you've got one of the
greatest issues yet!

Come trudge with us.
through the gory world of
Resident Evil 2 in our
iatingly detailed

strategy guide.




NEW RELEASES & UPCOMING TITLES
US N64 Titles Metal Gear Solid EERIE 15“"0" Titles [FRNeY Dlﬂgnon Saga U.S. Saturn Titles

1080 Snowboarding

Banjo-Kazooie's Great Adv.

Cardinal SYN
Crime Killer
Diablo
FF. Tactics

Mission Impossible Forsaken
Mystical Ninja 64
NBA in the Zone

Olympic Hockey ‘98
5 < ¥ Newman/Haas Racing

Dungeons and Dragons
Magic Knight RayEarth
Ninja

Panzer Dragoon Saga

Tactic Fighter
Thunder Force 5
Virtual Striker 2

inja

Quest 64 Pitfall 3D: BTJ

Twisted Edge Snowboarding Saga Frontier
Sentinel 2
Vigilante 8

Zap 2
e Zero Divide: Final Conflict

Import PlayStation
Import N64 Titles
Art of Fighting Twin
F Zero 64
Hybrid Heaven
Kirby's Air Ride
Mother 3

Advanced VG2
Brave Prove
Choro Q Jet Rainbow
Crisis City

Graduation M
King of Fighters ‘97
Lost Sword
Parasite Eve

Pretty Sammy - Feelings of the.

Prince Quest
Princess Maker 2
SD - Gundam G Century §
Shining Force il
Tamagotchi
Technomotor
Team Hearts

Rt

o
Samurai Shodown 4

famagotcl
TEKKEN 3 - call for details
Ultraman Fighting Evolution|

enogear
(*Soundtrack also avail)

(212) 290-0031. Nreare 1 212-290- 0426
FANS i

MACROSS ACTION FIGURES

Soga 32X unt

Play Station

FF VIl H.G. Keychains
14 Characters Avail
$9.99 for a set of 2

Virial Pool

Nes US

I Posters: all 7 char. avail
0; ea. addtl. $5.00 ea.

sailorMoon
Posters:
151$7.00; ea
addil. $5.00 ea.

BT ORIETCUBES
7 $.S. Vegeta

" SUPER BATTLE l:llll[l:TIllH
B2 e8] M

T TETT

Sailormoon
11" Dolls (#1.5

T Tiveso Vs 1
@ Chivimeon Super S5 Dol
(ot showr ‘?qu’ ea
@ saiomoon Supe

s o $25.

Star 6" Dols v.1-4
Petite Figures v.1-9
Mini Play S o

Animation Movies from $12.99 ea.
Music CDs $19.99 ea.

“Pridgs do ot includo shipping & hantling

GAME EXPRESS.

OVER 2500 TITLES IN STOCK, LOWEST PRICES EMAIL US AT: order @ gexpress.com
Direct all Inquires & Payments to the GE Headquarters at: 126-128 W. 32nd St., New York, NY 10001 Tel. 212-290-0031 Fax. 212:290-0432
Showrooms:167 Glen Cove Rd.,Care Placo,NY 11614 Tel 162484811+ 163-18 Jamaica Ave, Qusens, NY 11432 Tl 7167395045 - 1454 Hockaway Plowy, Brookyn,NY 11236 - 53436th SL. Brooklyn, NY 11200 _Tol 7186130508




BRE Software

Credit Card Orders: (209) 432-2684
24 Hour FAXBACK Information System (209) 432-2644
E-Mail: BREINFO@LIGHTSPEED.NET

Send us your old games/system

Receive a check back or purchase other titles of your choice

To Buy Games To Sell Games/Systems

PlayStation

W Sell Used  We Buy

| www. bresoftware com

(Check out our webisite for Specials, Closeouts, PC CD-ROM games and Complete Price List
Look for BUDGET PRICED games for PlayStation, um, Super Nintendo, and Genesis

. Send us

: your old
s | GAMES| iz
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No Boxes? | trategy Guides

No Instructions?| and Hint Books

$14.95 Each
Buy 2 Get 1 FREE |
I

Call for more Guides/Hint Books
Ask about used Guides/Hint Books

_ Now Buymg DVD Movtes/Dlscs/Games Prices |n is ad are good throug March 31, 1998




K (Calcosts $1.20minute, You must be 18 years of age o have parents permission to call) Dangerous Viaters Newsieter (For more info






Day 42.The standoff continues. Suspect presumed paranoid. Has been known to roam dungeons and consort with bandits and spntes in Shining Force 11 sg&
Believed to be mutilating and blowing heads off zombies in House of the Dead. Purported member of Panzer Dragoon Saga cult, which claims that
ancient, morphing “dragon friend” holds the key to salvation from evil. Approach with extreme caution: suspect known to use thumbs when threatened. m
For more info or to order call 1-800-SEGA-SALES or visit WWW.5ega.COM s isvis st o ‘ i 2
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