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PlayStation 

  
It's ape anarchy and it’s up to you to stop their 

banana-fueled mayhem. You'll hunt down over 

200 unruly apes, you'll drive a Tank, steer a Remote 

Control Car, you'll even launch an aerial attack 

in a propeller-powered Skyflyer. You'll use 

plenty of anti-ape devices, like a primate-pun- 

ishing Stun Club, a simian Slingshot and Monkey 

Radar. Plus, it’s the first and only 3D game that 

fully utilizes the Dual Shock" analog controller. 

Prepare yourself, things are about to get hairy.    
*Or other official PlayStation brand or licensed controllers featuring the “Analog Control” icon. Analog mode only. May not function or performance may 
Entertainment America Inc. ©1999 Sony Computer Entertainment Inc. No apes were harmed in the making of this advertisement. As for the truck driver, that's a different story.  



You better get them 

before they get you.   
vary with other controllers. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Ape Escape is a trademark of Sony Computer



   

   
‘the teams indicated. All other (NFL-related marks) are trademarks of the National Football League and NFL 

i : - f PLAYERS INC logo is a registered trademark of the NFL players. www.nflplayers.com. ©1999 PLAYERS INC. 
PlayStation Noe . y ‘ ogo are trademarks of Sony Computer Entertainment America Inc. ©1999 Sony Computer Entertainment
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the sports-entertainment religion known as the WWF. \ 
more await the triumphant return of the WWF to game 

consoles across the globe. Gl bless > the faithful 
with the most comprehensive covet 

_ Attitude available on planet Earth, 
you can smell what we got cooking. 

   

   

    
Feature: Visu al Concepts’ 
NFL2K For Dreamcast 

Letter from the Editor Game Informer pow-wows with the 

Three — It’s The Magic Number ____ Visual Concepts posse and gets the 

411 on NFL2\K, their upcoming 

Dreamcast football game. 

     

   

  

   

  

r Game Informer 
| readers show i    

   _ Feature: Neo Geo Pocket Color _ 
Gam former blows the lid off Neo Geo’s new 

Fier GI's Monthly i . ) handheld system. Includes hardware specs, 
Art Contest. reviews of launch titles, and a peek at upcoming 

NGPC releases. : 

            

   3urrito bids Game ff * oll PlayStation 
he leaves us with - c Ace Combat 3, Chocobo Racing, Detonator 

Gauntlet, Dino Crisis, FaceOff 2000, Final Fantasy 

Anthology, Final Fantasy Vil, GameBreaker 2000, 

     
   

      
       

                

   

fantom Menace, 
e of Empires Il, 

  

    

      

Arcade Brigade 
Beaux, The Arcade As sassin, 
presents our readers with secret 

intelligence and derr é Bomber, Sled Storm, S 
about Tekken Tag Tournament, — o - San Francisco Rush 2049, Gy Suikoden, Tarzan, Too Human, 
and more. WCW Mayhem 

    

Arcade Classics, Legacy of Kain: Soul Reaver, 

        

      

   

   

    

   

    

    

Play To Perfection | 
As we are widely recognized as 
the Bible of WWF Attitude, one 
must read from the Game 
Informer scriptures. Gl 3: 16 says 
we must break down every | 
stinkin’ move in the whole damn 
game. Why? Because Gl said so! 

  

   

  

       

    
    
    
    
    
    

    
    
    
    

   

  

   

   
   

Dreamcast 
NBA 2000, Soul Calibur        

  

Secret Access | 
Codes and tips from our readers 
and the infamous Game Shark 
Swap Shop. This month features 
the hidden secrets for Star Wars: - 
Episode 1 Racer, Superman, 
and Lunar. 

Classic GI _ iS PlayStation 
Gl looks at classic games on the Bugs punny Lost In Time, Echo Night, R-Types 
Super NES, Genesis, and replays 
some codes from the vault. 

   
   

       
   
     

    

     

AllStar Tennis, Shadowgate, Superman, 
Tonic Trouble fl i subscription price of $19.98 per year, or five trial issues for $9.98 

MN 55344. (612) 946-7245 or FAX (612) 946-8155. For subscriptions, 
(612) 946-7266. Periodicals postage paid at Hopkins, MN, and additional mailing offices. SUB- 

SCRIBERS/POSTMASTER: Send address changes to Game Informer Magazine®, 10120 West 76th Street, Eden Prairie, MN 55344- a vw Galapr 
“3728. Foreign or Canadian orders must be prepaid in U.S. dollars and must include $20/year additional postage. Game Boy Color 

Game Informer® does not claim any copyright in the screenshots herein. Copyright i Jn all screenshots contained within this publication 
are owned by their respective companies. Entire contents copyright 1999. Game Informer Magazine®. All rights reserved; reproduction BustA Move 4 Spy ‘e SPY, Per Mario 4 ( in whole or in part without permission is prohibited. ‘Game Informer® is a trademark of FUNCO, Inc. ‘ : Tal r zan, V- Ral a ‘99 

§ are trade names, or trademarks, of ie oe os i 
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Generalized Reader 

Question 
I've been thinking about buying a [insert 

) upcoming system here], but with the 
| new [insert another upcoming system 

| here], [system here], and [system 
here] on the horizon, I’m uncertain. 
What should | do? 

Readers 
Allover, USA 

| We get a remarkable number of letters 

| concerning purchase decisions, and we 

usually take the easy path and suggest 

Will the Fastest Gamer 

Please Stand Up? 

Who beats the games the fastest and 

| what does Jay do (other than sleep on 

the couch you pee on)? 
Visser - N64 
via aol.com 

| Without a doubt, the speed record 
' goes to Reiner. He can dissect a 

}game faster than anyone in the 

Reatler Berates Game 
Professor 

Paul, why are you such a __ck? You 

always hate the games | like. 
Matt Ferrucci 

via hotmail.com 

| Paul says: All my long hours of 

research and investigation have paid 

PGs or Macs? 

| Do you guys at GI use Macs, PCs, or 

} both? I’ve looked in recent and past 

issues and all | see is Macintosh (Site 
o’ the Month, etc). 

G-Butt/zzzRAGEzzz 
via aol.com 

The entire magazine is written, 

i designed, and laid-out using our 

| beloved Apple Macintoshes. The 
| models range from our old Centris 650 

Virtual Boy Sought 

© Game Informer * August '99 

that you buy all the systems. Obviously, 

most people don’t have the financial 

means to plunk down $200 for every 

system.We can suggest that when you 
are looking to buy a new console, you | 
take a poll of your friends to find out 

their plans. With a network of people 
with the same machine, you can 

trade and make group purchases of 

games. Additionally, we recommend 
renting or trying platforms and/or games 
before dropping the cash. 

industry. He has honed his skill over 

the last six years with the magazine, 
and there is no one that beats more | 

games per month than him. 
As for Jay, The Gonzo Gamer, he is 

our literary point man as well as being | 

Gl’s resident wrestling expert. Jay pens 

features and many other articles you 
read in the pages of Gl. He also 

washes our cars every week. 

off! | have been studying your gaming 

habits for years and have tooled my | 
reviews to irritate only you, Matt.! don’t 
hate the games you like — | despise them. 

Seriously, everyone has different tastes, | 
so don’t start with the name calling just | 

because we don’t agree. Twerp. 

(what a workhorse) to the latest Power 

Mac G3 (it’s like a Ferrari). In the world 

of publishing, Macs definitely lead 

the way and have served us well for 

more than seven years. 
Like most people we know, Gl uses | 

PCs primarily for playing games and 

accessing the Internet.We have a couple 

of souped up PCs in the office, and Andy | 
has been bragging about the new 500 | 
MHz machine he has at home. 

Do you guys know of anywhere | might 

be able to get aVirtual Boy? | tried it 
in a store a couple of years ago, but | 

| didn’t have any money and | haven’t | 

seen one since. 
Henry “Frogger5000” Neels 

via usa.net 

The Internet is probably the easiest 

place to find a Virtual Boy because most 

retailers no longer stock this short- 
lived Nintendo machine.A recent search 

of ebay.com revealed a bunch of VB 

systems for sale, and you could) 

probably find others elsewhere. We'd 

offer you our dust-laden Virtual Boy, 

but Andy says that it is going to be worth 

big bucks in about [5 years. 

Snail Mail: Email: 
Game Informer Magazine deargi@gameinformer.com 
Attn: Dear Gl 
10120 W. 76th Street 
Eden Prairie, MN 55344 

Financial Success Found 
at Gaming Magazine? 

How much do you guys get paid 

anyway? 
Vincent Chau 

via aol.com 

It’s not polite to ask such a question, 
but you know us — we are not the most 

Readers Respond to 
Pokémon Hater 

How could you even put that 
stabbed picture of Squirtle in your June 

issue? 
Besides Butterfree and Bulbasaur, he’s 

the best Pokémon in the game. Why 

not show a sucky Pokémon like 

Slowpoke or Onix getting stabbed? Why 
Squirtle? What did Squirtle ever do to 

you? It’s almost like Gnasty Gnorc killing 
Spyro. 

Sak Lunch #69 
via aol.com 

Pokémon rocks!! | saw that picture 
of Squirtle getting stabbed in the back 
and | am very unhappy. How could 
anybody stab a cute little Squirtle? | 

say anybody who dislikes Pokémon 
should keep it to themselves and not 
put such pictures in a public magazine!!! 
Tell that kid to leave Squirtle out of 
this!!! 

Christopher Duflo 
via aol.com 

Be Careful With the 
Preview Covers 

| can understand the reason for putting 
a preview game on the cover if it’s Star 

Wars, but PLEASE don’t make this a 

lasting habit. It’s very nice just to quickly 

go through my GI collection and find 

the game | want to read about or get 
help with because it is featured on the 
cover. This is much better than any of 
that Gamepro crap. The other mags seem 

stupid and rushed when compared to 

Gl, and that is the reason | am faithful 
to you guys. 

John Vogt 
via excite.com 

Www 
www.gameinformer.com 

courteous bunch.We won't disclose | 
exact figures, but let’s just say we can | 
pay the rent and have some left over | 
for Star Wars toys. An entry-level 
position in the field pays around 
$18,000 to $100,000 a year. 

Tim Hamilton (Pokémon Hater, } 
June 1999), I’m with you. There is a loyal | 
resistance to the Pokémon craze. } 

Trav Carr § 
via hotmail.com | 

| have to agree with Tim Hamilton. | 
Pokémon is a very odd show inj 
which a bunch of dumb monsters 

constantly say their names and are caught | 
in little red balls by people known as | 
Ash and Croc, or Rock, or something 
like that. The video game is equally bitter! 

It is nothing to get all excited over! | 
Pokémon may be bigger than the | 
both of us, but it certainly is not better | 
than us. No offense to you guys, I’m | 
only expressing my opinions. : 

Tyler Cooney § 
via aol.com | 

Like we said in the June issue, § 
some people just love to go against i 

popular trends.We must clarify that 7 
Mr. Hamilton did not create the} 

Squirtle artwork); 
featured with his letter | 
— we did. We have} 

nothing against Squirtle; 
in fact, he’s our favorite | 

Pokémon. : 

We are trying our best to keep the | 
Cover Feature centered around 
reviews and strategy guides, but we can’t | 
always pull it off. For example, the June 7 
issue has Crash Team Racing, a game | 

that won’t be out for a few months 
We chose that game because there 

weren't any other reviewable games 
that stood out, and we have been | 

thoroughly impressed by Naughty | 
Dog’s work in the past.We are going | 
out on a limb with their newest | 

game, but we have faith that the | 

Dogs will produce another winner. |  



  
MONEY. POWER. RESPECT. 

TWO GAMES. TWO COUNTRIES. 
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IN THE BUSINESS, "ACCIDENTS" 
ARE LIKELY TO OCCUR. 

MUST BE ACCUSTOMED TO DRIVING 

ON BOTH SIDES OF THE ROAD. 

  

  

_ Grand Theft Auto + GTA, London 1969          

  

    

  

UPBEAT & OPEN-MINDED OUT NOW CASUAL ATTIRE PERMITTED. 

MANAGEMENT WILL GUIDE YOU. 

WWW.GTA-LONDON.COM 
CONTAINS BOTH GRAND THEFT AUTO AND GTA LONDON. GTA LONDON IS AN ADD-ON DISC FOR GRAND THEFT AUTO. 

Gone | 
| EXPLICIT CONTENTS | PlayStation 

  

PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. The Rockstar logo, GTA London and the GTA London 
logo are trademarks of Take Two Interactive Software, Inc. © 1999 All rights reserved. The ratings icon is a trademark of the Interactive Digital Software Association.



   
   Question About N64 

imports 

| Can you import games for the 
| N64 like with PlayStation? If you 
| can, is there a Mod Chip for the 64?? 

Gabe A. Mariani 
via prodigy.net 

The only lockout that prevents 

| you from playing Japanese N64 titles 
| on a U.S. machine is a little piece of 
plastic.As with the Super Nintendo, 

| Nintendo made slight design adjustments 

   
   

  

Accolades for 
Gamelinformer.com 

| just wanted to commend you on your 
extraordinary work covering WWF 

| Attitude. No other website | have seen 
| has even come CLOSE to giving us as 
| much information as you have — not 
| even Acclaim’s site and they make the 

| game. You guys have done a great job 
| of keeping me posted on this game. The 
| sad thing is, | thought | was pumped 
| up for War Zone, but that doesn’t even 

  

   

   

  

Hey, There Were TWO 

Covers!!! 

| found this really weird. | received 
| my May issue of GI and it showed Star 
Wars on the front. The cover was dark 

hand it looks exactly like the one 
| posted on your website. But on a recent 
| trip | was checking out my friends Gl 

collection and noticed a strange 
looking cover!! My heart was pounding 

| rapidly because | thought that he received 
the new June issue before me. But on 

| closer observation the “mysterious” 
| issue was a May issue. The inside was 
| the exact same as mine but the cover 
| was, well, different. | think it was a 

different game too. The colors were 
also like a pink and purple color.Why 

is this??? 

   
   

  

Jon Outkast 
via aol.com 

| We were amazed by the number of 
| readers who were confused or upset 

j about not getting both versions of the 

Game Informer * August '99    

We don’t know who this Mason 
character is, but his Darth Maul 

is awesome.      

      

in the plastic cartridge casing that } 
prevents Japanese cartridges from fitting 
into the U.S. machines. There are a couple 
ways around this. First, you can open | 

the N64 and remove the plastic 
plate. (Note: you will need a special } 
star bit to loosen the screws.) Second | 
(and easier), Interact’s GameShark or 
other video game enhancers will 
work to bypass the simple lockout. 

    

James Brent, Detroit, Ml 

Someday all animals will 
walk upright and know karate. 

It is their destiny. 

  

         

  

       

  

     

  

    

        

    

      

    

compare to how excited | am for | 
Attitude!!! 

Kevin Riley | 
via webtv.net | 

For those of you who aren’t in the | 
know, there are thousands of netsurfers | 
who have already discovered | 
gameinformer.com’s WWF Attitude | 
People’s Preview. If you haven't 

checked out the page or the game, we | 

suggest you point your web browser 

to www.gameinformer.com and see what | 
Mr. Riley is writing about. Thanks for 
the accolades, Kevin. 

        

     
     

   
   

   

     
     

   

      

   

    

    

  

   

Michael Gordon, Nashville, TN 

Doom gloom...this guy should have 
made Wonder Woman the center 

piece of this picture. Rar! 

         
      

      
    
     

     

  

issue. However, the Letter from the 
Editor in that issue explained the two 

covers. Yeah, we know no one reads 

that stuff, but you should take a look 
at it if you are still confused.As far as 
distribution of the May issue went, one | 
cover was sent to readers west of the 
Mississippi and the other was sent east. 
There was probably a little overlap and 

that could be why you got one and your 
friend the other. 

If you are big on collecting, you can 

order the other cover by calling 
612.946.7266 or send a check or money 
order for $5.95 to: 

   

  

   
   

  

   

  

    

   

    

  

Billy Moran, Bricktown, NJ 

This reminds us of a recipe our mama used 
to make — Pikachu Pork Pie! 

    
         

        
      

        

    

   

      

Game Informer 

ATTN: Back Issues 

10120 W. 76th St. 

Eden Prairie, MN 55344 

(Be sure to specify either the Racer 
or Phantom Menace cover.) 
    

    
La Rue Binder, Los 

Angeles, CA 

Hmmm, Pikachu on 
stick — our favorite! 
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Jeannine Starkey, Akron, OH 

At least this reader had the good sense not to 
continue with the Blasto in Uranus jokes.



  
Be sure to get your system at launch. 

A $10.00 deposit puts you on the Dream 

Team and secures your place in video 

gaming history. 

  

Pre-order at any FuncoLand store 

or @ www.funcoland.com 

e FREE Sega Dreamcast T-shirt 

e FuncoLand Dream Team membership card — 

with future special Dream Team member ) 

only offers. See store for details. 

For more information on Sega Dreamcast 

FuncoLand 
Bring Home The Fun’ 

Offers and prices good through September 9, 1999. Limit one per customer. Quantities are limited and no rainchecks will be issued. No dealers please. Dreamcast is a trademark of Sega. Sega 

is registered in the U.S. Patent and Trademark office. © 1999 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. All rights reserved.
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vz 6 Imost four years ago, a wrestling league by the 
\g name of World Championship Wrestling 

A\ wanted to put together a new weekly program 
to showcase the vast talent pool it had 
assembled, thanks in part to the superior 

‘ financing provided by its backer, Ted Turner. 
Not satisfied with being number two, WCW began airing 
Nitro directly against WWF’s cable programming staple, 
Monday Night RAW. The critics considered this ratings 
suicide, if they considered it at all. 

Sure, this century-old carnival attraction had briefly 
become a national spectacle, but times were different. Long 
gone was the rock n’ wrestling connection of the 80’s. With 

WCW eating into WWF’s already minuscule viewer share, 
wrestling might survive, but it would never be what it once 
was. Ironically, the critics’ prophecy came true. Wrestling 
changed alright — It became bigger than it had ever been. 

With the competition on, the WWF woke itself from the 
stagnant slumber it had been in since the dawn of the 
decade, vowing to build its young talent into the superstars 
of the future. For two years, Nitro, with its always-live 
broadcasts and gangland-styled nWo bad boys, sat atop 
the ratings throne. But the RAW seed McMahon had 
planted soon came to fruition. By focusing on dramatic 
story lines, and borrowing a few extreme ideas that had 
helped a Philadelphia-based wrestling organization called 
ECW make a name for itself, it wasn’t long before the WWF 
regained its crown. Today, this battle has more than 
12 million viewers glued to their televisions every week. 

The media is aghast with wrestling’s new zenith, unable 
to accept the fact that with each passing week a few more 
Nielsen points are stolen from football, basketball, and 
other “real” sports. All the major news sources think 
they’re shocking the world by revealing that more people 
are watching, KNOWING FULL WELL THAT IT’S FAKE! As if 
trying to put an inflated ball through an elevated ring or 
dressing in plastic armor to run at an opposing team is any 

more real! And let’s not even get started on boxing... “How 

    

   

  

    
    
   

  

    
   
   
   

    

   
   
   

  

    

  

   
   
   
   

  

    
   
   
   
   
   

  

   
   

      

     

did wrestling ever become so popular?” asks the columnist 
in a snide tone. “Why do people love it so much?” 

There isn’t any mystery. The answer is the same as to 
the question, why have wrestling video games been the 
best selling titles for the last two years? Unlike other 
fighting games, wrestling games don’t require that we learn 
the combatants’ history since we see it unfold weekly 
before our eyes. Unlike other sports titles, wrestling titles 
don’t concern us only with statistics and ability, but also 
with emotion and style. Unlike other celebrities, wrestling 
heroes are accessible, performing as themselves (albeit 
exaggerated) as they travel across the country; and coming 
home to our consoles so we can take them to even 
greater glory. 

The wrestling ratings’ war continues to build up steam. 
WCW wants a rematch with WWF, but they had both better 

look out for the young up-and-coming ECW, which looks to 
be joining the cable ranks. In an interesting parallel, the 
wrestling match for video game dollars is about as 
hardcore as they come. 

With the release of Attitude for Nintendo 64 in August. 
Acclaim will lose the WWF license to THQ. Not one to say, 
“| quit,” Acclaim guarantees a new wrestling title for the 
year 2000. Will their game be tough enough to topple THQ’s 
new Nintendo WWF offering in November, or its PlayStation 
title in 2000? Joining the three-way dance will be WCW 
Mayhem for PlayStation, EA’s first WCW game in a five-year 
contract which promises to raise our wrestling game 
expectations yet again come fall. It seems like everybody is 
fighting for a piece of the mat. But then, this is wrestling 
we’re talking about. Would we want it any other way? 

Game Informer wouldn’t. As with television, the 
competition is creating a stronger video game product. To 
celebrate the coming battle, we’ve compiled all the 
information available about what’s here now and what’s on 
the horizon. Everything you need to know, and even some 
things you don’t, are contained within. Consider it some 
reading material to hold you over until next Monday night. 

“Multiplatform — 
Cover Story | 

  



        
  

    
                  

  
    

  
      

  
    

  

  

  
  

  

O
7
9
2
a
 

0a
 

@O 

  

ing bored. l'mstill 
et sing Austin — 

pressing Shanks i. The collision is also 
far from perfect. Regardless, Iguana has 

en all that was 
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f@ t’s time once again, and once and for all, to get on board the Acclaim train. Let’s hear all the 
| Attitude players up in the rafters say, “Keeping a license ain’t easy!” After much delay, WWF 
| Attitude for PlayStation is finally out. What took so long? Tiny tweaks here and there, mostly. 
| But it’s no wonder. There’s only one word to describe the improvements Acclaim has made to 

" War Zone — everything. 

; ‘ succession of moves. The more variety and flow your maneuvers have, the more damage 
m they will do, and the longer your opponent will be in la-la land. lf the match length | 

want to play a 60 minute grudge match, be prepared for the long haul. 
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Grappling technigiie will be a familiar experience to those well-versed in War Zone. The 
j ‘ exact methods have changed, mostly due to the 150 added moves, but the principle is the 
% same. Thankfully, Acclaim has loosened up the controls, so giving your opponent a little 
3 love is much easier. 

The main difference lies in damaging your opponent. A single bar that changes hue 
from green to red as it is depleted replaces the colored bars appearing between Stun 
Meters. In fact, the Stun Meter is no more. Rather, an opponent becomes dazed after a rapid 

     

  

increased, less health is lost proportionately from trading blows. Thus, if you and a frien 

i a pr tay ae . By ‘i 
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Success relies on pulling off 
big moves, like this... 

     
- me Tr 
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With War Zone, the complaint with Career mode was that it was always the same, and too 4 { 

  

scenes ot 

% short. Have faith that Attitude will have you up for days on end as you have The Rock (orsome ¥& 
“¥ other jabroni) climb the ladder of greatness. Vour wrestler(s) of choice start out working non- & 

4 televised house shows. After fighting through a line of jobbers to finally get your hands on ¥& 
ye some name talent, you slowly start making appearances on Shotgun Saturday, Heat, and # 
# maybe RAW. And that’s just to win the European Belt! 

When you start to become a threat to the champion’s popularity, he’ll begin running in | 
® during your matches, doing whatever it takes to make you lose without actually risking the 
% title. You may meet him in a 1-on-3 Hardcore match, but it will take a large winning streak to | 

# finally challenge him for the strap. Once the European Belt is won, it must be defended | 
§ successfully five times to qualify for the Intercontinental Title. And then the process is ¥ 
§& repeated again to qualify for the Heavyweight Belt. In all, over », highly varied matches will & 
@ be fought before you become WrestleMania material. AA 

Keep in mind, all of the above is regarding a single wrestler’s career. There’s also a 1 or | } 
' ; 2-player Tag Team Career mode, and with a multi-tap, up to 4-players can have a gies or # 

} tag team competitive race to the championship. 

ee EVROPIAN BELT. 

SUM ON TOE WED THR FRI SAT



The People’s Choices-__ PlayStation 
Here’s where Acclaim really laid the smack down. Attitude has more game options than Nicole Bass Cover Sto ry 

has ugly. Are you ready? Take a deep breath now. Any match mode (Vs., Tag Team, Tornado, 1-on-2, 1- 
on-3, Lumberjack, Gauntlet, Tag Gauntlet, Survivor Series, Royal Rumble, Battle Royal, War, Stable 
Match, Triple Threat, and Triangle) can be combined with a match option (Hardcore, Cage, Last Man . 
Standing, Falls Anywhere) and one win modifier (Iron Man, | Quit, First Blood, Finisher Only, 2-out-of-3 

Falls). The time limit 
petro inae Rica Santa can be set for 1, 2, 5, 

10, 15, 20, 40, or 60 
minutes, or for no 
time limit at all; and 
matches can be 
fought at either a 
House Show, RAW, 
or a Pay-Per-View 
arena. Few will be 
able to claim having 
done it all in 
Attitude. 

    

  

¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Fighting (4-Player Via 

Multi-Tap) 
¢ Special Features: Expanded Career Mode; 

Create Your Own PPV; Full Wrestler 
Entrances With Theme Music; The Rock & 

40 Other Wrestlers (141 Hidden); FMV Intro; 

Dual Shock & Analog Compatible 
¢ Replay Value: Moderately High 

¢ Created by: Iguana West for Acclaim 
¢ Available: Now for PlayStation 

Bottom Line: 9 
  

  

   

  

   

  

   

              

      

     

    

  

     

   

  

    
    
        

  

Due to the tragic : 
death of Owen Hart 
during WWF's Over the 
Edge pay-per-view, | 

" me me | wy Acclaim made a_ last | ’ 
eee] Ea aa og . ear ' TAPS inure minute decision to remove 

i all Blue Blazer costume elements from 
So you’ve taken The Rock through Career mode, you’ve fought him in o. . Attitude’s Create-A-Wrestler mode. 

    

ee en 

every conceivable match, and you’ve whipped all the candy-asses you . Owen Hart remains in the game, 
call friends. What now? It’s time to go to the Create A Pay-Per-View mode. zs , however, with Attitude dedicated to. 

After a fitting name (such as Roody Poo VI) is decided upon, eight : iL his memory. 
matches of any kind can be set up. After the electrifying line-up is : as 
finalized, the trivial details need to be decided. Eight colors for the arena 
lights, the entrance lights, side curtains, mat, posts, ropes, and stage 

aprons are available. There are also three stadium styles, 10 ring aprons, 
and 20 entrance signs and scaffold banners to pick from. Finally there can 
be a pay-per-view fit for The Great One. 

AacieaiaRii RRNA 
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And pick the matches. 
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STONE COL ae    

   
There’s so much to say about WWF Attitude, it’s 

hard to fit it all into two pages. Luckily, Acclaim has 
worked very hard to make the features for the 
PlayStation the same as those on the Nintendo 64. Turn 
to the N64 Attitude Preview to read more on the features 
of Attitude. 

 



   

          

   

    

   

      

    
     

  

    
    
    

    
    
     

“Unlike the PlayStation universe, the N64 
version of Attitude has plenty of good 
wrestling games to compete with. While 
nothing can touch Attitude’s Create-a- 
Wrestler or Create a Pay-Per-View modes, 
I'd have to say that | like the fast-paced 
gameplay of THQ’s WCW/nWo Revenge 
better. But you can toss all that out the 
window, because the WCW just isn’t that 
cool anymore, and the Create-a-Whatever 
modes in Attitude give it legs that THQ’s 
brawler could never have. The comedic 
value in the Create-aWrestler alone will 
have you and your buddies laughing and 
competing for weeks on end. I’m not saying 
that the play of Attitude sucks either. There 
are plenty of awesome moves to pull off, 
there is absolutely no loading, and the 
commentary during the matches just can’t 
be beat. Definitely check this game out.” 

“How Iguana managed to pack in all the 
music, voices, options, and intros they did, 
I'll never know. The graphics are sharper, 
with the wrestler’s textures better defined. 
The N64 controls are basically the same, 
yet somehow looser, making it that much 
easier to send Austin to Rock Bottom. Best 
of all, there are no load times. Also, 
Attitude’s Al actually presents a bit of 
challenge, making you really work your ass 
off to win a belt. You have no idea how 
excited | was when | finally got The Rock to 
his first PPV in Career mode. A lot of people 
are angry with Acclaim’s constant delays of 
the N64 Attitude, but these same people 
will forgive all when they get their hands on 
it. Any WWF fan with a Nintendo 64 who 
doesn’t get this game deserves to be 
powerbombed through two tables.”   
“This is without a doubt the most 
electrifying wrestling game on Nintendo 
64. From its hard-hitting gameplay and 
realistic graphics, to its incredible sound 
capacity and unsurpassed user 
interactivity, Attitude easily squashes War 
Zone and both of THQ’s WCW releases. 
Attitude’s gameplay, while a tad touchy, is 
executed nicely and is a serious blast to 
play (especially in multiplayer). Attitude 
also introduces a Career mode, plus a fully 
customizable Pay-Per-View. Best of all, the 
Create-a-Wrestler is back and better than 
ever. If you consider yourself a wrestling 
jabroni, then don’t miss this release. | 
recommend this version over the PS-X 
offering simply because the graphics are 
crisper, the play is smoother, and loading is 
nonexistent.” 

THE GAME HOMBRE 

Sound % 

Playability 

Entertainment 

Playability 

Entertainment 

THE RAGING GAMER 

9 , aT \ < - possibilities of Attitude’s CAW becomes truly 

Playability 

Entertainment 

rofessional wrestling is a hard thing to keep up with. With sports-entertainment’s fast-paced 
storylines, by the time a new wrestling game reaches the shelves, it’s already a few months 
out of date. For example, Meat won’t be slamming into Harry Beaver on a video game any time 
soon. It certainly doesn’t help matters that Acclaim pushed the Nintendo 64 version of WWF 
Attitude back two months from its originally intended release date. However, Attitude will still 
be the chosen one among  ‘ fans. 
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Acclaim worked hard to have the 
PlayStation and Nintendo 64 versions of 
Attitude as similar as possible. About the 
only discernable difference between the two 
is in the graphics. The textures on the N64 are 
slightly smoother, the wrestlers more 
defined, and the audience a bit crisper. 

The most impressive aspect of the N64 
Attitude is the sound. Thanks to massive file 
compression, Acclaim has managed to make 

this cart sound as good as its CD 
counterpart. Each wrestler has around two 
minutes of theme music that is heard during 
his or her intro, or any time you get the urge. 
In addition, all the wrestlers begin a match 
with one of a wide variety of trademark lines, 
and then they continue to verbally taunt their 
opponents through the match whenever a 
particularly damaging attack is made. 

Play-by-play for Attitude is handled by 
Jerry “The King” Lawler and Shane “The Kid 
You Love To Hate” McMahon. Their 
commentary is much smoother than in War 
Zone, as they actually call the moves made 
and make jokes by playing off one another’s 
remarks. Players are even treated to such 
classic Lawlerisms as, “Stone Cold took an 

IQ test and the results came back negative.” 

About the only time you’ll hear Lawler 
shut up is when he’s in the ring. 

Concept P re eee 
9.25 

Graphics 
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8.75 

8.75 

OVERALL    
You will be amazed by the wrestler intros 

and music. 
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THE GONZO GAMER 
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Graphics 
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Sound 
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Everyone loves the Create-A-Wrestler (CAW) feature. After everything else has been done 
with the WWF Superstars, it’s always fun to make some loser for The Rock to smack around. 
Attitude’s CAW is so massive, it’s almost intimidating. 

An annoying thing about War Zone was that the announcers always referred to you as 
“Player 1.” Attitude lets you choose one of 32 nicknames for the commentators to use, such ; > 
as Spaz, Mr. Showtime, and Jabroni. After a moniker is decided upon, it’s time to work on 
your entrance. Stealing established grapplers’ songs is an option, but there are 28 new 
themes as well. Your hopeful’s voice can also be swiped from the name talent, or selected 
from 24 new options. Who your run-in partner is, how you enter, even crowd reaction to your 
arrival is up to you. | 

As everyone knows, though, looks are everything. Gender, body type, skin color, and 
muscle definition are the basics, but then things get really crazy. The head alone has 33 eye 

choices, 14 noses, 35 sets of lips, 33 hair styles, 
21 facial hair options, 46 masks, 13 kinds of 
headgear, 11 styles of sunglasses, 18 different 
face paints, and 11 tattoo designs. Almost 
every accessory can have its color adjusted. 
Once shirts, jackets, gloves, boots, pads, and 
other gear start being put together, the 

S 

9.75 

OVERALL 

REINER 

Concept 
9.5 

Graphics 

Sound CRESTOR: daunting. Even letting the CPU randomly 

9  tinowe: design wrestlers will never bring up the same 
“ > thing twice (the bottom bar shows some the 

CPU created). 4 
One of Acclaim’s greatest CAW brainstorms 

is giving players the option to write text on their < 
wrestler’s clothing. Short phrases can be ¢, 
written on the chest, back, butt, arms, and legs 
of clothing. If your wrestlers can’t say what 
they’re thinking, at least they can spell it. 

8.75 

9.5 

EXD 
OVERALL



 

 

 

     It just may happen. You may be sitting 
at home with seven friends and they all 7 
want to play Attitude. King of the Ring is <~ 
one of many tournaments that lets up to 4 
eight people duke it out to see who is the 
best. These bracketed melées give 
everyone a chance to get into the action. 

      

     
   

e Size: 256 Megabit 
e Style: 1 to 4-Player Fighting 
¢ Special Features: Incredible Sound & 

Music; Commentary by Shane McMahon & 
Jerry Lawler; Verbal Taunts; Heavily 

Improved Create-A-Wrestler; The People’s 

Elbow; 3 Difficulties; Rumble Pak 
Compatible 

¢ Replay Value: High 

¢ Created by: Iguana West for Acclaim 
¢ Available: August for Nintendo 64 

Bottom line: 9. 5 
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One of many ways to take the fight to 
the outside. 

Altitude lets you recreate some of the 
WWE's mast vicious malches... -..Or make brutal battles of your own. emp, 

— Fo a8 

favorite tag team scat turned 
if Too es and Too set were to 

Owen lives on in Attitude. 

. Really lly, really kes that banana in the wr AA Sinaris token aa aera Wee — mente | 

5 Bigger fans of the movie, Priscilla, Queen of eer ( oe ™ ee | 
the Desert. 

_ 6. Favorite planet in the solar system is Uranus. : ~~ ; ae §, a | 
pi 7 There’s so much to say about 

TINO SHOE HOIMING: . S| P. “"| | WWF Attitude, it’s hard to fit it all 
_ 8. Likes Playing With Pocket Monsters. | oi io “| | into two pages. Luckily, Acclaim 

~ a7 : ft } | has worked very hard to make the 
na a . & 7. | features for the Nintendo 64 the 

And the winner Is: a ) same as those on the PlayStation. 

GrandMaster Sexy and ie . ___—sCOW§:«iTurn to the PlayStation Attitude 
Scotty 2 Hotty, the > [| tcommcmsmonenss : | Preview to read more on the 
artists formerly known 5 _. ; _... | features of Attitude. 

as Too Much. Page \ ;



  

        

  
  

  
  

    
      
                    

  
  

      

        

    
  

  
  

  

  

    

    
    

  

  

  

    

  
  

          

    
  

  
      

      
  

          

  

              
    Perhaps you’ve noticed it in our   

                

  

   

          

   

    

   

  

   

            

   

    

                
  

        
  
              

    somewhat slanted Attitude coverage   

      
    

    

      
      of the last few months. Maybe you’ve   

  
                            
      

  
sensed it by reading our wrestling 

  

    
    
    

  
  

    web coverage. Or it might be obvious 
            

from reading this month’s issue. 

7 Game Informer loves The Rock. 

/ Whether he be wrestling, bragging, 

commentating, or just showing us 

the People’s Eyebrow, we’re proud to 

be among his millions...and millions 

choice was made in less time than it 

takes to pin a jobber. Gl had to talk to 

_ our supercilious hero.   

      

          
  

_ enough to take time out of his 

incredibly busy schedule to chat with 

"us about Attitude, wrestling, and 

giggled shyly like schoolgirls who 

asking the first question.     
      

  
    

      
  
  
    
    

  
  
          

  
  

  
  
  

  

  
  
  

                    
  

  
  

  
, Gl: You are. 

» Rock: That’s all The Rock wanted to know. The interview can go on. 

~ GI: All right. Word around town is that you’re not only the People’s 

      
  

   

          

   

      

  
    
  

  a Gl: Sports games are your main forte? 

, Rock: Yeah, for the most part. Role-playing games are pretty cool, » 

      

  

  

  
  

    
  

  

      

      

    
  
  
      
    
                

  
    

  
  
      

  
    
  

      
                    
      
  

  
  

    
  

   

' Game Informer: Rock, thanks for taking the time to... 

Rock: | got one question for a Am | going to be on the cover rot 
this magazine? 

  

Champ, but also the video game champ of the WWF. True? itm. , 

Rock: Well, yeah. A lot of the guys play video games here. The Rock — 
is too much of a man to say he wins all the time. But win, lose, or | 

  
    

  
    
      
  
  
      draw, The Rock’s always the champ. 

Gl: What games have you been playing lately? 

Rock: Right now, NBA Jam 99, and obviously, I’m waiting for 
_ Attitude to come out. The Rock’s also waiting for John Madden to 
come out because The Rock is the king of John Madden. It’s been 
that way since his days at the University of Miami. 

  
  

  
  
  

  
  

  
  

                

  

too. It’s hard because The Rock is one of those guys that needs to | 
be satisfied immediately and you find that in sports games. Time | 
is not one thing that The Rock has a lot of, so it’s kind of difficult 

to get into the long role-playing games, but when | do have the 
time, that’s cool. 

  
  
  
  
      
  
    

          

  

  
    
    

    

     
   

    

    

    sports-entertainment was_ kind | 
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those who just don’t get it. We | 
      

  

      

Gl: Are you excited about the new consoles coming out? 

Rock: Absolutely. I'm mostly excited about the 
Dreamcast coming out this year. 

‘ GI: Let’s talk about WWF Attitude. How close has 
__ Acclaim come to capturing you? 

Rock: Very close. Extremely close. | played a demo in 
_ Germany and it was pretty damn cool, and that was 
__ fourmonths ago. So hee it’s come a long way 
since then. It’s great. 

Gl: When Attitude comes out will you be playing 
any other character besides The Rock? 

Rock: When The Rock plays Attitude, he will play 
no one else but The Rock. It would be a disgrace 
to play any other jabroni on the game. It’s one of 
those things — when everybody out there buys 

  

  
    
  

  

        
  

  
  

  
    

  
    

  

              

  

  

    
  

  

  

        
        

            
  
  
    

  

    
  

  
  Attitude and they play The Rock, The Great One, 

The People’s Champ, all their opponents will be © 
rubbing elbows with greatness. The Rock, in the 
video game, is going to be making all the other 
characters’ candy-asses famous. That’s what’s going 
to happen. Everyone should play only The Rock. 

  

      
  

      
  
    
      
  

    
  

            
  
  

  
  

  
  

    
    

  

    

    
  
        

  

  

Gl: THQ has picked up the WWF video game license.           
        

        

  

      

have never talked to a boy. He helped | 

us through our star-struck stupor by i    Are there any improvements you could suggest over 
what’s been done already? 

Rock: Acclaim has raised the bar in wrestling games, 
period. War Zone was incredible, the best. Acclaim has 

  

    
  

    
  

  

  

      
        

  made Attitude even better. | can’t say anything specifically,       
          

    
  

                              
  

            but if THQ wants to be the absolute best, they better beat 
everything else that’s out there. 

Gl: Ever considered a “Sing Along With The Rock” game? 

        
  

  

  

 



   

     
    

  

    

    

   

    

     

   
    
    
     

    

    
    

  

   

  

    
    

    
   

  

    

    

   

Rock: Not a “Sing Along With The Rock” game, but The Rock has Rock: It’s just one of , Mul ipl ied OF m 
been approached about doing a game where The Rock goes those things. From day 
around fighting things and fighting guys. Don’t know how you one The Rock has said, 

_ categorize it, but you know, a game called “The Rock.” We'll see. if you’re a fan, you can 

Gl: Moving on to wrestling in general, is the success of the WWF a boo The Rock, you can 
: j 5 cheer The Rock, you 

StU Ee Ot was Ht Oxpecion: can love The Rock, you can hate The Rock. That’s completely up 
_ to you. The Rock’s not too sure they would boo The Rock today. 
There haven’t been any Rock/Stone Cold feuds in the last couple 
months. The Rock is a complete A-S-S-H-O-L-E, but he’s a cool | 
A-S-S-H-O-L-E, y’know? Regardless, The Rock will go out there 
and do his thing and entertain his fans no matter what they yell. 

| Gi: Any reaction is probably better than none at all. 

e Tae : mM Rock: That’s one thing that The Rock thrives on. He takes great 
_ Rock: To quote our phrase, they don’t “get it.” We're no longer in the pride in being creative and innovative, and going out there doing 
“old days of professional wrestling. This is sports-entertainment. things and saying things, especially saying things on the 

Nobody does it better than the WWF, and The Rock is king of microphone, you don’t normally hear. Love me or don’t. Whatever, 
sports-entertainment. We’re not pulling the wool over anyone’s your prerogative. 
eyes. What we do is 
pure showmanship, 
with things being — 
predetermined. It B 
surprises a lot of 
people who don’t 
“get it.” The media a uy , ae . ae 
just can’t seem to get : ., © . : Rock: It’s funny we spoke 
over the hump of : ’ : a about Keanu Reeves. 
asking, “Is it real or is We’re looking into doing 
it fake?” | mean, an upcoming film with 
c’mon, everybody him. | can’t remember the 
knows it’s theatrics. name of it, but shooting is 
Just sit back, relax, supposed to begin in July. 
and enjoy our action/adventure soap opera. Vm not too sure if The Rock’s going to be able to make it. But 

. : F F definitely, feature films are in The Rock’s future. Right now, 
eheae es apes are you plagning to Bilig We earnmen=snp though, The Rock’s going to stay king of the mountain in the 

WWF. But one day, The Rock will be accepting an Oscar. 
Rock: Good question. As we speak, we’re lining up a championship : j : 
match between The Rock and The Undertaker for King ofthe Ring. &I: !t wouldn't be a surprise, really. 
The Rock can’t guarantee a win or a loss, but the Rock will guaran- Rock: NO! Not at all. He’ll be thanking Steven Spielberg and the 
damn-tee that he will do what he does best. And that’s entertain academy. Same old thing. The Rock will be the type of guy they 
the millions...and millions of The Rock’s fans, and he’s going to do strike up the orchestra for to get off the stage because he’s been 
that by laying the smack down on The Undertaker’s dead talking too long. The Rock will go on and on and on. He’ll be up 

there in front of the academy yelling “roody-poo” all night long. 

Nith your millions and millions of fans, do you find it hard to do Gl: Speaking of your mouth — far, far, far into the future, do you have 
things in public during your rare free moments? any aspirations to become a wrestling commentator? 

Rock: Yeah, absolutely. | can’t go to malls or movies or things like Rock: | don’t know. You never know what the future might hold. It’s 
that during normal times. If | do go to a mall, | go right when it no secret that The Rock loves the microphone. He loves saying 
opens so | can get out before the crowds show up. When | go to things and cutting interviews with no inhibitions. The Rock will 
movies with my wife, it’s usually a matinee. | wear a hat and sing and say whatever he pleases when he has the mike. 
sunglasses, but that usually doesn’t make much of a difference GI: What can we expect in the future from The Rock? 
because somebody will see my sideburns and that’s when the . : 
crowd starts. It’s one of those things, though, that ’m not Rock: The Rock foresees The Rock becoming fourth and maybe 

fifth time WWF champ. And going down as the most electrifying complaining about, it just goes with the show. I’m very blessed, | — ; : 
very fortunate, and very lucky. I’ve also worked very hard to get ¥= man in sports-entertainment and the best damn WWF champ that 

ever was. where | am. Ill never, ever, complain about giving an autograph, | ~ 

Gl: Can you define the word dynastic? and Ill never turn down an autograph seeker. Very humbling. : 

» Gl: We’ve formulated some matches here; you call the winner. The — Rock: Is that like dynamic and fantastic put together? 

Rock: It’s not necessarily a surprise, but at the same time it’s a 
testament to creative story lines, hard work, and the innovative 
drama we put out there week in and week out. It’s really no 
surprise we’ve blossomed as we have, nor will it be a surprise that 
we continue to be successful. F 

Gl: Why do you think it seems like wrestling’s success is sug a 
shock to the mass media? 

     

   
   
   
   
    

    

Gi: A lot of WWF 
Superstars are appearing 
in other things. Will we be 
seeing The Rock in any | 
upcoming television or 
movie roles? 

   

        

     

  

   
   

    

      
    

    

    

: lboa. ' 
peek Reed Rotce we Gh: It’s like, relating to a dynasty, a series of rulers. Like, you’re a 

Rock: The Rock would hit him with so many lefts, he’d beg The Rock third generation wrestler, so your family would be a dynasty of 
for a right. champions. 

Gl: X-Pac vs. Keanu Reeves. Rock: Is that a real word? 

Rock: No doubt about it, X-Pac. ~) Gk: Yeah. 

Gl: Big Bossman vs. Boss Hogg. Rock: That’s pretty cool. I’m going to have to use that. Define 
Rock: Assuming Rosco P. Coltrane would get involved, it would dynastic — | would have to say that you look dynastic up in the 
have to go to Boss Hogg. dictionary and there’s a picture of The Rock flexing the People’s 

Eyebrow, and the caption says, “The Dynastic One.” 

Gl: Finally, how much would it take for you to give up this wrestling 
biz, and take on a real job, like say, a video games 
magazine editor? 

Rock: it would take approximately 3.6 million dollars, ya 
cockamamie clam-ass. 

Gl: Triple H vs. a bottle of Triple Sec. 

Rock: Without a shadow of a doubt, the bottle of Triple Sec. If Triple 
H has pineapple juice for a mixer, then maybe Triple H has a 
chance. If not, Triple Sec. 

Gl: How do you feel about the fickle fans? For the most part, when 
you come out, the audience cheers. But say you come out against 
Steve Austin, they boo. What’s up with that?



      If there’s two people that know about Attitude in the WWF, it’s Jeff and Matt 

Hardy. Before this high impact duo started making waves in the World Wrestling 

  

    

  

Federation, they gave Acclaim all they had for five grueling days of 

    

motion-capture. Game Informer had to talk to the Hardy Boyz. Their amazing work 

    

for the game is second only to the seemingly impossible things they do in the ring. 

    

The hardest working tag team in wrestling answered our prayers at the last 

    

™ : minute. At the two and three-quarters count of this issue’s deadline, they called us 

rt te if | bem. up and chatted for a bit about old jokes, new directions, and big plans. 

Gl: You guys did all the motion-capture for Attitude, but you’re not "™ 
in the game. What happened? : 

     
    

  

    

   
   

         

    

     

   

move in existence. A lot of guys have a real limited arsenal they *~ 1) 

stick to, but we can do almost anything. Most of what they had us 
do, we’d done before. 

Jeff: We knew most of them, but if there was a move we didn’t know, 
they would show us them on video. Even the little things, like Val 
Venis’ hip gyrations. That was one of the hardest things for me to 
do, actually. 

GI: So out of all the moves you guys did, which was the biggest pain 
in the ass to capture? 

Matt Hardy: That’s a good question. At the time, we had just started | | 
in the WWF and were at the bottom of the totem pole. There were | 
a limited number of guys they could put in, and we didn’t make the ~ 
cut. If the game were being made now, | think we would have been i 
in. 

| Jeff Hardy: You know what? | ask myself that every day. Now that 
__ it’s time for the release, I’m really upset about that. We weren’t |. 

really involved in the mainstream back then and we were just kind 
of fillers for the jobs like that. The WWF knew we could do 

peek HUME so they sent us out. | was hoping we'd be secret little bigger than Jeff, so I'd usually be picking him up for moves 
characters at least. like that. After having to pick him up over and over, it got really g 3 

4 Gk: But we'll be seeing you in the next WWF game, right? “tiring. 2 

| Matt: Pm sure. a Jeff: All the Japanese submission holds. Matt knew a few of them, J 
ge but Pm real bad with submissions. | see ‘em, but | can hardly ever 

ay : : ‘ ( remember how to put them on someone. Getting those in the right 
- 44 Gk How much time did you put in for Attitude? position and making it look painful was the hardest. 

Matt: We did five days of motion-capture, from 9 to 6 each day, and ~— GI; Are you guys looking forward to WWF Attitude coming out? 
it was five days of hell. Our bodies are used to punishment, but we { Matt: | need to get a new system because I'm definitely getting 
had to do things over and over again in these sensor suits. If just ‘ : : 
one sensor got knocked off, we had to do the move again. Attitude. It’ll be great to look at the images and see Jeff and | doing 

, Matt: A lot of the powerbomb variations were tough, because you 
i roll the guy up your body and the sensors keep coming off. ’ma 

A Jeff: | would think so, now that we’ve had our makeovers. 

  

“ Obviously, since we were doing wrestling moves and were in everything. 
close contact, sensors came off all the time. We would have to do Jeff: ’m going to buy a PlayStation for sure. It’s gonna be cool to : 
moves 10 or 11 times for 300 or 400 moves. By the end of the week, see Stone Cold do the stunner and say, “That’s us!” It’s funny, 
we were physically destroyed. because | always joke with Edge how Matt has jimmy-legs. His 

Jeff: The first day, the guy showed us the list of moves we have to hips bend funny and his legs are all freaky when he gets up. | can’t 
do and it’s like a mile long. He had everything on there: Japanese, wait to play the video game, be beating somebody up, and see his 
Mexican, and American moves. After the third day, | was starting jimmy-legs. 
to get real sore. But we got through it. _ Gl: Do you have any recommendations for those creating the Hardy 

Boyz at home? 

Matt: You gotta have good looks. You need a lot of speed, charisma, 
drive, and will. Even if those abilities aren’t in the game, you gotta 
have them. That’s what we live off of. 

Jeff: Baggy pants, tight shirts, wet hair, one fast, one kinda fast, and 
Matt: Really, we didn’t have to study too much. They had a VCR and crazy as hell. Not afraid to dive in the ring and land on their head. 
TV that we would watch the moves on beforehand. But for most 
everything we did, we knew what it was. Jeff and | do most every 

Gl: After the mo-cap, then, did you take a couple days off? 

Matt: As a matter of fact, we flew straight out to the Survivor Series 
pay-per-view after we were done. 

Gl: What would you guys do to get everyone’s moves down? 

Gl: So there you guys are at home playing Attitude. You’ve made the 
Hardy Boyz with the Create-A-Wrestler feature, and now you want 
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“Multiplatform 

Jeff: The Ambiguously Gay Duo. 

Gl: The Brood vs. the vampires in The Lost Boys. 

_ Matt: The Brood all the way. | really appreciate being in the ring with 

The Brood because they’re three talented guys. You know you're 
going to have a great match with them. 

| Jeff: Lost Boys because they’re real vampires. 

to have the ultimate challenge for your video game selves. Who do Gi: Too Much vs. The 

you fight or make? Ambiguously Gay Duo. 

Matt: | hope everyone at home is making the Hardy Boyz. Well, I'd Matt: If they were Too 

have to put us up against Stone Cold and The Rock. We’ve already Cool, they would win. 

decided that we’re going to set our goals high. If we could have a But if they were Too 

dream match, that’s who we’d take on. The only way to get better Much, they would lose. 

is to be in there with the best. 

Jeff: I'll go totally out of the wrestling world. The guy from the movie 
Powder and The Crow 

Gl: Former Freebird, Michael Hayes, has been helping you guys out, 

and your recent feud has been with another three man team, The 

Brood. Are you guys building a Freebird kind of thing? 

Matt: We’re definitely not shooting to be like the Freebirds, because 

   

   

    

the second coming of anything usually ends up being a disaster. © Sl: Nicole Bass vs. Chewbacca. 

it works out great the way it is. | don’t know how much of a — Matt: Wow! Hmmm...that would be a draw. | can’t even give you a 
permanent fixture Michael will end up being, but | definitely straight winner on that one. 
appreciate him. He’s got a vast knowledge of the wrestling : ; , ‘ ui 

business, and he’s helped us out a ton already. He’s a Jeff: Chewbacca. He’s the big hairy guy, right? 
great mentor. Gi: Jeff Hardy vs. Matt Hardy. 

Jeff: At first, | thought we were going to be just like the Freebirds. Matt: That would be a dream match up. It used to happen every day 

But | was surprised when [the WWF] didn’t want us to look » — when we were kids. Since I’m on the phone right now, I'd have to ™ 

anything like the Freebirds — especially Michael. They wanted a say me. But if that match ever happens, | promise it will be 

totally different approach. We still something that you:do not want to miss. 

oe ie A obant ‘hills Jeff: Three years ago it would have been 

when WICH@El COMES OUX WITN US. Matt, but now it’s me. Or maybe a double 
Gl: The Freebirds were notorious knock out or DQ or something. 

party a GI: With the WWF giving you guys a push 
sf guy sien lately, are you starting to be recognized | 

Matt: | tell you what, he’s working on it. in public more? 

He’s 40 now and | can’t imagine him Matt: | can tell a huge difference in the 
ae 25. im 24 and | can’t keap up with last couple months, especially if we’re 

him now. with Michael. If we’re alone, people aren’t 
Jeff: He’s still a party guy. Every night sure. But if they see all three of us 

he likes to kick back a cold one. together, they know beyond a shadow of 

We’re not big drinkers. | drank my a doubt. In Boston, after a live RAW, we 

first beer probably two months ago. couldn’t keep people off us. It’s weird, 

Every so often, | try to drink a beer but VIl never complain that it’s 

with him to be cool and drink with aggravating or anything 

this guy | use to watch as a kid, but Jeff: A lot more. The power of RAW just overwhelmed me. The key 
it's tough to keep up. to recognition is getting on RAW. After appearing for the first time 

Gi: Have you guys ever considered getting a valet named on the show, it seems like now there’s always at least one person 

Nancy Drew? that recognizes you in restaurants or stores. I’m sure it’s only 

"Matt: Haven’t heard that in a while. When we first started coming going to get worse. It’s unreal. | can’t imagine being Stone Cold. 
out, people saw us as a Rock N’ Roll Express or Rockers-type Gl: Any big plans for the upcoming year? 

team. But people are taking us a lot more seriously with our new : : 
look, so the Nancy Drew question doesn’t come up.as often. But Matt: We would love to end this year being the tag team champions. 

in all honesty, we’ve never considered having a valet named Gl: Who will be your main competition for the tag team belts? 

Nancy Drew, or a valet at all. “. Matt: The Acolytes are the current champs, and they’re a couple 

Gl: So you like the direction the WWF has you going now? »| mean, tough, nasty guys. The Brood will definitely have their tag 
Jett: fm total h The first nicht tits. | team title run. But Jeff and | will not have it any other way. We are 

sige ‘ crate BABPY- FOG RES: Ot re oe going to be the tag team champions. 
couldn’t believe we were going to wrestle in them. | felt so 
awkward. But then | saw it on TV and everybody started talking ™ 4 Gl: Lastly, what’s your opinion on a device that we think could save 
about how much they liked the new outfits. When Debra said she ® countless injuries in the ring — the nut cup. 

liked our new look, | thought, this can’t be wrong. Matt: Yeah, it’s important to protect your nuts. I’ve never even 
. Gl: If one of you guys got injured, would the other compete in » thought about it. With all the flipping we do, it would probably 

singles? Or is it tag team or nothing? © cause more damage than it would prevent. I'll just have to take my 
chances and hope the other guys don’t go for the low blow. 

  

    
    

  

Matt: Jeff and | are from a real small town in North Carolina, and no 

one expected us to be as successful as we are now. Our driving —_- Jeff: You know what? I’m gonna start wearing one now that you 
forces has been faith in ourselves, desire, and dedication. We mention it. We could get away with it in the loose pants. It might 
really worked our asses off. So I’m sure one of us would give «© make the girls like us more, too. 
complete consent to the other to go ahead if that happened. 

Jeff: | would hope so. | guess it would be up to the office. If | got aa ~ 

hurt, | would hate for Matt to have to stop. With Michael Hayes, 

though, | wouldn’t think we’d have to stop. Whoever was injured 
could stay on the outside until they recovered. 

    

ye ee zh 

Gl: We’ve got some fictional matches here, you make the call. Hardy Sonu : : 
As this final page was being layed out, Gl received a 

oyz vs. The Hanson Brothers. 
wie ie confirmation that WWF Attitude is being produced for 

Matt: Hardy Boyz. There’s three of them, but they’re too small and Dreamcast! The wrestlers, moves, and voices will all be 
not vicious enough. the same, but the graphics, textures, and speed will be 

Jeff: The Hardy Boyz. greatly improved. We’ll definitely be working to dig up 

; more on this one.      ne informer  



    

   
   
   
   
    
   

  

   
      
   

  

     

On the Field — Play Control 

If you are a seasoned veteran of football games, 
it won't take you long to learn the basics of the 
NFL2K control scheme - but it will take some time 
to master them. 

On the offensive side, the passing and running 
schemes are familiar. The QB stands in the pocket 
and surveys the field for the open receiver, and then 
hits the corresponding icon button to throw the 
ball. The passing game differs slightly from many 
games we've seen before, because the icons are 
immediately active and the user must toggle them 
off to scramble. There is also room for variation in 

pulling down a pass with a receiver. Of course, you 
can let the computer control the receiver, but the 
essence of the passing game is to swap to the 
receiver and pull it down yourself. This may mean 
jumping, diving, and/or speed bursting to the ball, 
but you still might not find success. Catching the 
ball also depends heavily on whether the ball hits 
the receiver's hands. This is something that blew 
us away when we saw NFL2K. You can watch the 
replays and see that a receiver didn’t catch the ball 
because he didn’t get his hands on it! The running 
scheme is straightforward with such moves as the 
stiff arm, shoulder charge, spin, and hurdle. You 
can also shake off tacklers when you get wrapped 
up. An interesting note on the speed burst is the 
ability to charge it up. This will give players on both 
sides extra strength to make the big play. 

Defensively, the pass rushers have swim moves 
and shoulder charges. Line shifts are also possible 
when you want to fill the gaps in the line. Again, the 
defensive controls are at their essence when 
defending against the pass. There will be many 
instances where you have to quickly close the 
gap between yourself and the would-be receiver, 
then jump for the ball or put the smack down the 
receiver. 

NFL2K’s playcontrol feels tight and responsive 
and will only get better in the final stages of devel- 

wun opment. 

   tn,     
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Sports game support usually plays a huge 

role in the success or failure of the many 

video game systems. In Japan, the 

Dreamcast sports scene has been very dry, 

but in the U.S. things will be different. Sports 

games will be prominent and may drive a 

considerable amount of Dreamcast hardware 

Sales. Leading the way for Dreamcast 

sports games is Sega Sports’ NFL2K. This 

Visual Concepts—created gridiron simulation 

received rave reviews at E3, and it likely will 

set a new benchmark for football games. 

Visuals & Sounds 

There has never been a better looking football game. It makes any 
effort before it look like crap. The detail of the players, complete with 
pads, Breathe-Rite strips, and holes in their jerseys; the smoothness of 
the animation, such as a receiver reaching down to catch a pass or 
simply the divots in the turf, are just a few of the overwhelming visuals 
that NFL2K has to offer. The variety of animation is enormous, leaving 
you dazzled when you realize that a defender’s wrist actually bent as 
he tipped away a pass or a receiver slid on the turf to catch a low bail. The 
list goes on and on, and you may not notice some of the subtler 
animations among the more than 1500 that Visual Concepts has created 
for the game. However, you will notice the changing weather conditions 
that cover the spectrum of meteorological phenomena. 

You will not only see, but also hear the action in NFL2K. Crowd 
noises, quarterback calls, and bone-crushing hits are very ambient and 
are directly affected by the perspective you choose. For example, when 
you pull away from the field in the blimp camera perspective, the crowd 
and on-field noise will be muffled. Get closer and you're right in the 
action. Down on the field you'll also hear some trash talking from the 
players. Linebackers will bark out calls, cornerbacks will attempt to 
intimidate, and offensive lineman will just grunt. Of course, NFL2K comes 
complete with a play-by-play announcer. 

surainct 
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‘Season Play & Statistics Sane cecmnrnes aoe 
‘The NEL season is the most exciting season of any professional sport, and 

| ‘NFLOK hopes to faithfully recreate the experience in all its glory. The setup of 
the season allows for any number of players to take their team to the Super 
Bowl. You can play any or all of the week-to-week NFL matchups. Or you - 
can even create your own team | stars and compete in the full season. 

_ No other current game allows yot ut a loaded team into the normal NFL. 
season. You may create a new powerhouse, or you may just realize that the - 
Vikings are unstoppable - even against a loaded team. The only missing link — 

to NFL2K is the lack of a GM mode. There are no free agency signings or Salary _ 
but Visual Concepts did say you can play consecutive seasons. Rookies —— 

yet better, but the old guys will just keep on playing. 
Slats tracking is a prerequisite for any football game, and Visual Concepts 

promises to track a huge variety of individual and team statistics. Armed with 
the Dreamcast VMU, you'll be able to store and compile your season history. 
Season play, stats tracking, and computer sims can make or break any 

sports title, and it takes a good length of time to explore the intricacies. What 
“ual “ urface w with NFL2K’s Sy mode when we a a reviewable version? 

     
    
   
    

   
    

  

   
    

     
       

  

      

  

    
    
    
    
    

  

        

  

     

    

Feature 
e Size: 1 GD-ROM 

¢ Style: 1 to 4-Player Sports 

¢ Special Features: 31 NFL Teams Plus Over 

30 Classic & All-Star Teams; Play Editor 

With VMU Compatibility; Player Create & 

Draft; Practice Mode; Crazy Cheat Codes 

¢ Created by: Visual Concepts for Sega 

¢ Available: September 9 for Dreamcast 

(Launch Title) 

90% Complete 
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a The NFL2K team at Visual Concepts got a lot of feedback about the play-calling screens in the game. Gone 
—s are the windows that show plays and formations. In comes a new scheme that you may see in other games next 
year. The formations and play-calls are overlaid directly onto the field, giving the user immediate feedback on 

oe the players will lineup after the play is called. This confused some gamers used to the traditional windows 
because the names of the plays and formations are presented on bars on the top and bottom of the screen. As 
with anything new and different, there may be some who don't like the change, but we soon found NFL2K’s play- 
calling to be helpful on both sides of the ball. 

Rookie gamers will appreciate NFL2K’s Practice mode. Here players can work on the fundamentals of 
ovo | y@atehing, throwing, and tackling. You will also be able to run your offense and test plays. The Practice modemay —_— 
___ also come in handy when using the play editor. Here you can add some classic and fictional footeet plays like 

the Statue of Liberty, QB option run, and the weak-l/ HB option/ screen to the fullback. 
_ Another favorite in any good sports title is the ability to create new players. Sure, some gamers like to put 

themselves into the lineup, but if you're around the Gl offices, you build Assman, Vinny Le Screw, or goodole 
Johnny Castillo (former 3rd baseman for the Minnesota Twins). Anyhow, no matter whom. you create in NFL2K, 

_ there are a ton of changes you can make to the player’ $ appearance. Arm pads, shoes, gloves, mouthpieces, — 
face masks, gut size, and wristbands py the common height and weight settings. Skills can be 

modified and adjusted to the max, 0 { : Tom anne: of aL ees players such asa speed or power 
Mee irc opel right? . _. 
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offerings to shame. We spent at least four hours in heated 
NFL2K compe ion at the Visual Concepts’ offices and 
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Game Informer: What was the first football game Visual | 

Concepts developed? 
Greg Thomas: Madden ‘94 for SNES. 

Gl: How many football games have you done? 
GT: We did Madden ‘94 and ‘95 and we 
also worked on Madden ‘96 on the 
PlayStation, but that was not complet- 

ed. 

Gl: What happened with Madden ‘96? 
GT: The failure to complete Madden 

i ‘96 is something that really pains me 
and is something that | will never, ever 
forget for as long as | live. There are 

so many lessons to be learned from that 
experience by both VC 
[Visual Concepts] and 
EA[Electronic Arts]. On 
VC's side: learn to manage 
risk, do not trust code that 
you did not write, do not 
get caught up in politics. 

| It’s the game that matters 

and | learned even more 
personal lessons as well. 
From EA’s side, trust your 
developers or do not give 
them the job, do not 
assume anything is easy, 
and do not assume that there is no competition. There 

really were a lot of stupid decisions made on Madden 

   

      

| ‘96. For example, using the 3D0 Al code was foolish. 

    
Working on a TV-style studio (FMV) for about eight | 
months without worrying about the gameplay was 
ridiculous. But you learn from these things. With 
SegaSports NFL2K we did not even start on the front 

end until weeks before E3 because we really didn’t care 
about it. All of our focus was on the field. We did this 
game from the ground up. We started from a blank 
screen in every single way - new hardware and no expe- 
rience writing football Al. You have to understand that § 

when you work on Madden, you don’t write a football 
game. When you work on Madden, you make it faster 
and you add new features to It. But you use that world- 
renowned Al that was written on the Sega Genesis many 
years ago and is still in the game today. You just do 

these things because that’s what EA does. They can’t 
lose the grounding there. They have a lot to live up to, 
but [with NFL 2K] we had nothing! We started from 
nothing, so we took a lot of chances and we tried to do 
things the correct way. 

Gl: So do you think if Madden 96 had succeeded, you 
' would be an EA in-house now? 

   
_ with them. We liked EA. | thought they were a great gg facial expression demo at E3, a y —— esate’ believe he personally put the 
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GT:We did NHL ‘97 (PlayStation and Saturn) for them so jg slouch hardware. Shen Mue eee home team! Seriously, Randy 
we stayed with EA for another year. We had a good deal 

powerhouse, Yes, | thought that they were lazy in a lot 
of ways, but | thought that could change. | was wrong. 
If we could have had a bit more control over their sports 
games, like we do now, we could have helped a lot. Had 

Madden ‘96 succeeded, what would have happened? 
That’s a tough one. | would have had a lot of arguments 
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mS with EA management and I’d be doing what I’m doing Mi looks exactly like himself. We built him. We didn’t just 

| not taking any risks here, guys. This is Madden, It’s ia out, how big his nose is, the exact shape of his face. 

| do anything different! | don’t care if you can get the 

| the zone coverage sucks. Just do the basics.” ~ Do you think that, out of the gate, we are blowing 

| your boy, KG [Kevin Garnett on around him and somehow 

  

today. What it came down to was EA saying, “We’re put a face on him. We built him how far his ears stick 

bread and butter Madden. Just do this and don’t try to 7% All the details are exact. Wait till you see him get 
be pumped up doing a monster jam! It looks correct and 

DBs playing tighter coverage. | don’t care if you think that is not easy to do. 

| just couldn’t subscribe to this and with jy people away? 

SegaSports NFL2K we didn’t. We did it our way and 
I’m satisfied with the results. i Gl: Everyone that we've talked to seems to think so. 

@ GT: | think the biggest compliment we received atE3 [ii 
GI: So where has football game development come @ (and this is also kind of concerning) was that Madden, 

since then? al Quarterback Club, and GameDay development guys 

GT: Well we’ve had a chance to play all the games | pretty much lived at our booth and were playing our 

each and every year as we were preparing to create ime game every day of E3. | think | saw the GameDay guys 

SegaSports NFL2K and frankly, I’ve been disappointed. playing our game for a few hours on one of the days. 

GameDay gave us total control which is real nice, but gg One guy from QB Club was taking notes! Next year, | 

other than that there haven’t been any guarantee you will not see any little windows on play- 

real strides. In fact, Madden has calling screens. 

not even implemented total con- i 
trol in their game - which | MM Gl: What else do you think we'll see in their games next 

\_ believe is a large fault. They ad year that they took from yours? 
did add one button mode. “ GT: A proper collision system, for one. 

Who wanted that? | want- 
ed total control. With our = Gl: That’s been the world of PlayStation football devel- 
game we’re really giving opment. That give and take. 
both types of control to jg GT: Yes, the hardware can only do so much, but peo- 
the users and | think @@ ple also get lazy. They're just not making strides. 
that’s the best way to go. ff There’s the little thing here and there. But it’s most 

important to get the nuts and bolts correct and that’s 
what we've tried to do. We spent a lot of time on that. 
What you're going to see in other games is improve- 
ment in collisions — finally - but, not to the point that 
we've been able to take it on the Dreamcast. There 
are a decent amount of calculations that you need to 
make in order to get it correct and the other machines 
will have problems with this. 

Gl: What size is the NFL2K 

development team? 
GT: Well it kind of started small, 
got larger (18 was the largest), 
and then ramped down to just 
the core team again. 

Gl: Break that down for us. How 
many artists, programmers, pro- 
ducers, designers, etc. 
GT: At the largest we had 6 pro- 
grammers, 9 artists, 1 project 

GI: So what are the nuts and bolts of NFL2K? 
GT: There are so many new ideas in our game. Just the 
way we built our Al is different. It’s a really modular 
system that can be added to and edited very simply 

manager, 2 designers. But we and often without any coding necessary. Getting DBs 

also have full internal tools sup- to cover in our system is not a difficult task. Making 

port, and library support. These .., them easy enough for beginners to catch passes on is ggg i 
EE

R R
E
R
R
E
R
R
R
R
E
R
R
E
R
 

I are two groups that all of our games use. We had a guy jj what's difficult. It’s a different way of thinking about qugaammmm 
who’s full-time job it was to make us videotapes of NFL (jf Al systems as a whole. | can show you plays in all (ii 

footage. That was invaluable. those other games and it’s like, what was that Al play- 
er thinking? You're not going to see that in our game. 

GI: It looks like the artists worked overtime on this one. MM Our animation system is really cool and allows forthe — 
Tell us a little about the graphics features. @ most realistic movement we can deliver right now. If ‘Senet 

GT: We’re drawing about 20,000 polygons per frame. -- we can mo-cap it, we can display it in a very natural pom 

When people saw the game at E3 they thought it ine form. That’s important. We really just try to copy the Sean 

looked like TV. That’s also something to look at a NFL. We review NFL tape very carefully to see what ‘racemase 

Dreamcast and say, “Hang on a sec. This is a first gen- we actually happens and then try to get our players, do (uaa 

eration game!” what the actual players do. So when we're tuning the (aaa 
The second generation Is going to be better, the gameplay and we find problems, we just review NFL 

third generation will be even better yet! | think the tapes to come up with the answers - just like any [i 
message coming out of E3 from people was that MM offensive and defensive coordinator inthe NFLdocs. —— 
Dreamcast is no slouch technically. I’m looking at the aeseeaaat 
Gran Turismo demo on PlayStation 2 that was at E3 E Gl: What was day one for developing NFL2K? pom 

and I’m seeing jagged edges. I’m not seeing magic GT: Well, it sure seems like it was only yesterday. ee 

like they said. They did a nice PR spin, but I’m seeing _ However, day one on NFL2K was really sometime in ee 

a video game system like you'd expect to see, noth- November of ’97. That was when we began design and (eee 

ing more. People can think that the Dreamcast is - groundwork, but we did not receive final hardware Gala 
underpowered but they would be wrong. When football until April of '98, | believe. ieee 

ships, you're going to see a ton of polygons being es 
drawn at 60hz consistently with a lot of effects - all GI: Are the Viking the best ranked team or what? aed 

the snow flakes and raindrops [== GT: [laughs] You're just tal — 
and everything. This is no § Q, ist fp ing because they're your neem 

also proves it. If yousaw the — #3 = “ aa ‘met 4 Moss is absolutely amazing! | 

you will agree that Dreamcast te 3 ‘ Vikings in the position to get 

is amazing. Have you seen our Pel day to the Super Bowl and will do 

basketball game? The players tl | a it again this year. He goes up 

in it? You'll freak out. | mean Le for the ball with two DBs 

the Minnesota Timberwolves], comes down with it! What’s



fee cool is that this also happens in our game due to our MM these titles to make sure that they are the best they 
Sa detailed collision and animation systems. Accuracy is MM can be. 
Me cverything in the NFL and in our game as well. — 
smal Gl: What about sports games just created in the Visual 
nose GI: You're a Dolphin fan, right? On paper, do the Vikes Concepts’ offices? Are you looking to broaden the 
ae OP the floor with those Miami boys? sports development here or is that going to be out- in 
nna! GT: [laughs ]Dan is the man and Jimmy will get his run- sourced in other studios? but Dreamcast has been the most satisfying experi- 
wees ning game, even if it costs him his personal life (kinda jm GT: One thing: VC is not specifically a sports game | ence so far. It’s easy to develop on and is really pow- 
eee like making video games). | believe this coming year (@ developer. VC is a video game developer and if you (@@ erful. I’ve talked to other developers and they too 
eee that Dan will get his ring (finally!). | can tell you one look around the walls [points at poster of One (PS-X) ( agree. You’re going to be seeing some really nice 3rd 
See thing for sure - the Bronco's reign is over. A M™ on the wall], some are sports games and some are MM party games coming out soon too. 
SEE Vikes/Dolphins Super Bowl would be exciting...any MM not sports games. That’s how this place is and that’s fill 
emmeielin! bets? how it will always be. wom 8G: but now that you are 
an : . oe essentially Sega, do you think | 

Gl: Other than graphics, what ONE thing sets yourgame jay Gl: Speaking of games other ere that when the next PlayStation 
verso apart from any other football game we've seen? | than sports, do you have : or Nintendo machine surfaces 
me «GT: Accuracy- the feeling you get when you go up on anything on Floigan Bros.? you will really want to check out | 
= a receiver as a DB and tip the ball away at the last 7 GT: Floigan is amazing! fm those development environ- § 

moment. It feels perfectly natural, but there are so MM Floiganis going tobe avery -=s=aium ens ip ni sey = ments? 
eee many other things too. All of the special moves have MM special title for Dreamcast, ov 6-5 me (>< 4 GT: From a developer's stand- 

been tuned so that they feel just great — not like try- + but if you look at how long it ee point, we're definitely like that. 
ing to steer boats. It just feels right. M@ takes to make a really spe- en ee ““-% We wanted to check out the 

cial title these days - Metal a, 3D0 and the Jaguar. Heck, | 
Gear Solid, Zelda, even a was the first person in the state 
Shen Mue - it takes a long of California to get a Jaguar. 
time. I’m not interested in creating buzz for Floigan ut in hindsight, | sure am glad we didn’t develop for 

= 
Gl: What about the future of football? - 
GT: We already know, technically, that there is so 
much more we can, on Dreamcast that we've been | 

unable to use this year due to time constraints. We're * yet. It’s just too early. 

: 

aaa 
eri: 
ENE, 

cnn a ame 
mesces im them 
eee «excited about the future! Already new ideas are com- | 

See ing into our heads about how we can make things bet- (| Gl: You really won't go into more detail will you? c GI: Do you think you've locked yourself out of that now? 
eee ier. Wait and see. This is just the beginning for a new GT: Not until it’s time and that time is not yet. | GT: | think you've got to look at the history of Sega and 
SEE revolution of sports games. promise that | will let the Game Informer guys know MM look at what we are all about. We are all about games. 
a the minute we're ready. Ms Sega have the greatest game designers in the world - 

Gl: Where do you think the 7 bar none. Creating games is the most important thing 
se Internet is going with the “@ Gi: You're getting into ome to me, so | think I’ve made the correct decision. 

Dreamcast sports games? camaw "MM development of _ all ie 
— GT: I’m not going to com- : ae Dreamcast games... = Gl: We've heard you've spent a lot of time in Japan with 
eee pictely tip our hand here, —_ = §| GT: Yeah, I’m in charge of ae the AM designers... 
Mae =but we are going to do 4 ce vi =o everthing now. It’s a pret- GT: ...and | continue to. It’s really cool actually. They 
Ge things that have never i ) 5 | iii ty daunting task. @ were impressed with our football game and that’s @™ 
MAME been cone online before. [he » : | great because they do not get impressed easily. That 
nam Now, online gaming is : ey = ff Gl: You get to try pretty helps open the doors of communication between our 
oes really in its infancy so i ‘ much every Dreamcast @ two groups. We freely share everything with them. 

| there are many places to ; me... fm game, give us a couple cur- 
go. We have some really rent or upcoming releases GI: Is it more game design issues or is it business too? | 

saa 000! ideas. Currently, 99% | fm that you've enjoyed - and 
GT: No, | think the business cultures are too different 

i between the U.S. and Japan, but game design? You 
= | bet. Control? Guaranteed. Physics? No doubt about it. 
| | personally think the U.S. in general is not as good as § 
ae | Japan in making games [that are] easy to play, so this | 
bl is one area. Another area is difficulty levels. The ramp- | 
a ing up of difficulty is really important and SOJ under- 
wi stand this. There are so many more things too, like | 
me product management. Good game development 
@ Racer], which is really sweet too. Bizarre have gotten jgg requires tremendous effort and focus. Good game | 

the controls of driving a car down. | love flying down g% development is extremely difficult,but having someone & 
a. the street in San Francisco, coming up to a turn, and @@@ like SOJ on your side makes it a bit easier. We're all 
a? power sliding around it perfectly. It just feels so good. MM more likely to create great games and, of course, it’s 

Wait till you see Shen Mue and F355 Ferrari. Yu @@ all about the games. wm 
@s Suzuki - need | say more? Believe the hype about 
He Shen Mue. It’s groundbreaking and it’s definitely not 

Gi: Back to sports, you have football and basketball. ie Dragon’s Lair. Ferarri will re-establish the driving 

me 

a. 
a 
= 
ol 

: 

i 
ol 

: 

of online gamers are ™ a don't say one of your 
deathmatching and | want games. 
to change that. People are not thinking enough about | T: [laughs]... Crazy Taxi - can’t get enough of it. We 
innovations in online play, but we are. ave a machine here and it’s a ton of fun! The AM 

troup is so talented. They fully understand game 
evelopment and |’m trying to learn all | can from 
hem. If they were giving a class, | would show up an 

everyday. 
I've also been playing MSR [Metropolis Street 

Gl: What about the Zip Drive? Is it just a. 

_ GT: | know nothing about the Zip Drive. | saw a picture 
of it in a magazine [laughs]...1 know nothing about the 

| Zip Drive. We really have nothing to announce. 

Gl: Do you think the Zip Drive is just a compliment to the 
online strategy and will be used to update rosters... 

| GT: There are a whole lot of things you can do, and you 
are heading down a road that | just don’t want to go 

| down. 

Who's doing hockey? genre. 
GT: Black Box, the guys who did Powerplay Hockey. jgq 
It’s gonna be killer! These guys are the premier hock- 
ey developers. 

GI: What are the chances we're going to see those 
Japanese wrestling games coming here, and what do | 
you think of wrestling? 
GT: Well, that’s interesting. Wrestling games sell like 
crazy in the States, but the best ones are developed 
in Japan. The Asmik ones were really nice and Giant 
Gram Wrestling from SOJ [Sega of Japan] on 
Dreamcast Is really nice too. It’s a great game, but 
there is no U.S. license. Me personally? | would bring on 
it over because it’s fun and that’s what matters. 

Gi: What other sports are you thinking? 
| GT: There’s obviously baseball. 

— Gl: Sure. But will it be that old Sega formula where the 
| U.S. does football, basketball, and hockey, and Japan 
| does the baseball and soccer? 

GT: No, | don’t plan to follow formulas in that way. It 
| is all about who will do the better job. Virtua Striker is 

an awesome soccer game and World Series has 
always been my favorite baseball game. | think that 
there will be a mixture of U.S. and Japan resources in 

Gl: You had the best of all worlds as far as development | 
goes. You had the SNES, Genesis, PlayStation. 
GT: Yes, we’ve developed for all of the best consoles, 

i ae.  



         
While numerous handheld units have come and gone, one has 

remained a mainstay, garnering the title, “Iron Man of Video Games.” 
This particular handheld is Nintendo’s Game Boy. Kids dig it. 
Retailers love it. And competitors despise the infernal contraption. 
How tough a cookie is this pocket power? Game Boy has trounced 
every handheld to cross its path. Game Gear, Nomad, Turbo Express, 
Lynx — these are all names of promising handheld units developed by 
some of the industry’s finest like Sega and Atari. Yet each of these 
units died beneath Game Boy’s looming shadow. Now, another com- 
petitor has entered the pocket jungle, and it’s ready to go to war 
against Nintendo’s latest creation, Game Boy Color. 

If you’ve been gaming since the 16-bit days or periodically mon- 
itoring the arcade scene, then you probably know who SNK is, and 
what it has done as a development house. Just like Capcom, SNK is 
known for its numerous arcade fighting games. It’s also known for 
its incredible console machine. Years ago, SNK created the Neo 
Geo, a 32-bit powerhouse that was considered the Cadillac of the 
industry for its ludicrous prices on hardware and software. But rest 
assured, with SNK’s new handheld and Game Boy combatant, the 
Neo Geo Pocket Color, you won’t be forking out over 200 dollars for 
a fighting game. This 16-bit handheld, which is readily available on 
SNK’s website (www.snkusa.com), will also appear on retail shelves 
this August with an affordable price tag of $69.95. The software also 
has a handsome suggested retail price between $29.95 and $34.95 
per game. 

Game Informer has been studying this device for quite some 
time now. We’ve been monitoring its progress since its Japanese 
debut, and we’ve been watching SNK USA’s every movement for 

   

  

keep track of. 
  

Neo Geo Pocket Color 

  

2.6 inches diagonally 

L ey Wireless + ‘abl | 

Casing Color 

ActiveGame Library = 12 
Suggested Retail Price 

6 Sassy Colors 
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olor Competitio 

pilor Comparison 
As you can see from the comparison chart, the Neo Geo unit has more vibrant on-screen color, whereas the 

Game Boy Color has a much wider variety of colors to choose from. But really, it doesn’t matter if one unit slight- 
ly outperforms the other. It’s all about games, and Game Boy Color is loaded with more software than we can 

   

  

    
   

localization. The unit itself is pretty classy. It 
delivers exciting gameplay via a 16-bit CPU, and 
it highlights this play with a ton of color. The 
Pocket Color can display up to 146 colors at once 
on its reflective LCD screen. Without backlit tech- 
nology, the Pocket Color requires light to be played. 
Most notable of all is the joypad — or should we 
say joystick? Since SNK loves fighting games, 
the Pocket Color is capable of superb maneu- 
verability with its unique revolving joystick 
action. On the flip side of the coin, fighting 
games are best played with a ton of buttons. The 
Pocket Color only has two. 

Software-wise, 12 games are available at 
launch; however, the three casino games are 
rumored to be only available at SNK’s website. The 
packaging of the games is adequate, but kind of 
cheesy in a video rental sort of way. As for the 
software itself, well, most of it is great, taking 
full advantage of Pocket Color’s color and play. 

It’s going to be tough to trounce Nintendo's 
handheld empire, and Pocket Color probably 
won't offer enough to accomplish this task. But if 
it does catch on, this will be a great new outlet for \ 
gamers to get a fix. Game Informer is in fullsupport \ 
of the Neo Geo Pocket Color, and will continue to 
deliver coverage on its games. 
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8-bit 
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6 Sassy Colors 

  

     
" $69.95-79.95 

   



    
     

Neo Geo Cup ‘98 Plus Crush Roller 
e Size: 8 Megabit e Size: 8 Megabit | ees 
¢ Style: 1-Player Action 5 ° Style: 1-Player Action Q 

(2-Player Via Link) Ri e Replay Value: 
1° Replay Value: Moderate 7 Moderately High 

Neo Geo Pocket Color 

° Created by: SNK ‘c. oe ¢ Created by: ADK for SNK 
e Available: Now e Available: Now 

Bottom Line: Bottom Line: Tita & : Available Now!!! 
This is the kind of sports oe “ The best description of [avis ee | Along with its stock of exciting software, SNK 

game that the high-end § a Crush Roller is Pac-Man jie ewer also has three casino titles readily available at 
consoles are lacking. It’s meets the wonderful world [ee Arad www.snkusa.com. Sadly, none of these 
wacky, it’s wild, and it’s fun to play. The front-end boasts} fof painting. Instead of games are worth the bucks. Even if you could 

a deep Story mode that allows the player to manage a § collecting pellets for level completion, you must coat combine all three titles into a single game, it 
team and perform every action from controlling the} § every inch of the game board in paint. Instead of ghosts, wouldn't be worthy of purchase. If you're 
players to buying new cleats, leggers, and uniforms. The} ff you run from floating monsters. It's Pac-Man to a tee, addicted to gambling, then maybe...but be 
gameplay is smooth, lush in look, and challenging in an just a tad freaky in design. While Crush Roller’s control is wary, none of these games actually spit out 
addictive way. It would have been nice to see more of the | § not as responsive as we would have liked, its play is still quarters. 
field rather than large players, but this complaint can be irresistible just like those addictive Pac titles. a 

overlooked once you get the hang of play. ne rai te : Wild 
ottom Line: 

Pocket Tennis Color Neo Cherry Master Color 

e Size: 4 Megabit Bottom Line: 3 

e Style: 1-Player Action 
(2-Player Via Link) Neo Mystery Bonus 

e Replay Value: Moderate Bottom Line: 3.25 
¢ Created by: Yumekobo for : : 
SNK ” : On the Horizon 

e Available: Now With SNK supplying all the software for the 

Bottom Line: system, it’s surprising to see so many games 
Traits of Super Tennis for ready to rock n’ roll. Let’s just hope the lack of 
the SNES run rampant == wo licensed properties and big name developers 

through this volley simulator; however, the gameplay doesn't sink this handheld unit. We watched it 
doesn’t have the overall zing or complexity of the SNES happen to Atari and its amazing Lynx unit, ae 
classic. Pocket Tennis is moderately entertaining, and is a ! could ye ee ae Ss. 
good tennis game, but it’s just really hard to sink your wick pire oe ‘ gun oe 
teeth into for an entire tournament. If you’re desperately ee ecah sae 2 fone eh odie 
seeking a tennis game, you won't be terribly disappointed inuk forward 10 tne ear yithre 
with this one. But don’t run out and buy it thinking you’ve 

just bought a piece of heaven. Biomotor Unitron (RPG!!!) 
Bust-A-Move Pocket 

. Ee Dive Alert Burn Version 

Fatal Fury: First Contact Dive Alert Rebecca Version 

e Size: 16 Megabit ¥ — The Last Blade 

e Style: 1-Player Fighting i = "ise NBA Hangtime 

(2-Player Via Link) a A Neo 21 Blackjack 

¢ Replay Value: High “ a ig / Neo Baccarat 

¢ Created by: SNK ae Us Neo Turf Master 
e Available: Now es es NFL Blitz 

  

  

        

     
    

    

      

     

  

King of Fighters R-2 

Size: 16 Megabit 
© Style: 1-Player Action 

(2-Player Via Link) 
e Replay Value: High 
¢ Created by: SNK 
e Available: Now 

Bottom Line: 6.3 
This is the most action- 
packed handheld fighter 
on the planet. King of i ora 
Fighters is crammed to capacity with 14 different 
characters, plus the awesome Making mode, which 
allows players to raise their very own custom-made 
fighter. R-2’s controls are responsive, allowing for easy 
specials and combo attacks. The gorgeous scrolling 
backdrops and phenomenal character animation electrify 
the screen, and the Al challenge is up to par with SNK’s 

arcade games. This is one bad motha of a fighter! 

    
     
     

   
    

  

    

  

     

      

   

  

   
   
    
   

  

    
   
   

  

     

    

    

   
   
   
   
   
   
    

  

    

  

    
   

  

    
   

  

    

  

     

  

    

  

    
   

  

      

  

   

  

   

  

    

     
   
   
   
    

   
   
   

  

Baseball Stars 

Size: 8 Megabit 
¢ Style: 1-Player Action 

(2-Player Via Link) 
e Replay Value: Moderate 
¢ Created by: SNK 
e Available: Now 

    
   

  

    
   

   

  

        

   

  

Bottom Line: 6 Bottom Line: : aig Puzae Link 
As avid fans of the NES § Fatal Fury is just as solid a § Sento a _ SNK Vs. Capcom 
version, we can’t help 
feeling a little disappointed 
with the lack of management options in this portable 
version. It was a blast to recruit new players and simulate 
seasons. But alas, these thrills are missing in this version. 
To its credit, the gameplay is mildly amusing and fairly 
competitive. But fielding can be a chore, and the graphics, 
especially during fielding, are a little too cartoonish. 

fighting game as King of es _. World Heroes Pocket 
Fighters R-2. But then ® : : 
again, it’s just a straight up fighter — and that’s about it. 
FF doesn’t have character customization or a Team 
Battle mode, only straight up head-to-head combat 
just like the arcade releases. First Contact’s playcontrol 
is phenomenal as are the graphics. If you’re a fighting 

fan, you'll want to add this one to your library. 

   
   
   

  

   

    
   

                    

Metal Slug: 1st Misson 

    

  

   

  

    
   

  

    

  

         

    

   

e Size: 16 Megabit 
e Style: 1-Player Action 
e Replay Value: Moderate 
e Created by: SNK 
e Available: Now 

Bottom Line: 

It’s all-out war in Metal Slug: 1st Mission, and if you 
are a fan of the classic arcade game, Contra, or 
Bionic Commando, then you’re in for a real treat. 
This game rocks the Neo Geo like no other game 
can. The gameplay is irresistible and the graphics 
are just downright pretty. One minute you’re on foot shooting snipers out of trees, § 
the next minute you're cruising around in the Metal Slug tank. Then, just when § 
you get your bearings, you’re swept off your feet and soaring through the skies 

in the Slug Flyer. It’s complete madness...and lots of fun! . 

4 ¢ Size: 16 Megabit 
© Style: 1-Player Fighting (2-Player Via Link) 
e Replay Value: High 
e Created by: SNK 
e Available: Now 

Bottom Line: ¢ 

Fans of the arcade series will love this pocket 
conversion. Samurai Shodown 2’s graphics are 

4 topped only by its amazing gameplay. Combos and 
specials can be summoned at will and the computer 

_f opponents are competitive and vigorous rivals. 
_ | Samurai Shodown 2 features 14 playable characters, plus the mysterious fellow § 

named Prompter. This fighter also comes equipped with a Collection mode tha 
challenges the player to beat the CPU and unlock a ton of graphics cards. These 
action-packed stills can then be traded with friends. 
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If there’s one thing that has made professional wrestling so popular, 

it’s the constant changes. THQ will kick off their 10-year licensing agree- 
ment with the WWF by bidding farewell to motion-capture, which it feels 
slows down the action of the squared circle. 

THQ’s untitled WWF games for Nintendo 64 (pictured) and Game 
Boy Color are slated for a November 1999 release. Natsume is the 

developer for the GBC titles, while Aki, the same people who put togeth- 

er WCW Revenge, will be developing for the N64. In addition to having 

more moves than any other Aki game, the N64 WWF will also have true- 
to-life wrestler entrance videos shown on the TitanTron! 

Due in the first quarter of 2000 is the Yukes—developed PlayStation 

WWF game. The same crew that put together Toukon Retsuden 4 in 
Japan (a great game) are hard at work on a new WWF engine. At E3, Gl 
was shown an early version of the N64 and PS-xX. titles behind closed 
doors. Both made us realize it’s a great time to be a wrestling fan. 
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Acclaim may no longer be the holders of the WWF license, 
but that doesn’t mean they’re giving up the wrestling biz. To 

| quote an Acclaim representative: “We have one of the most 

| experienced wrestling design teams and one of the best 
wrestling engines. Acclaim will be releasing oe games | 
in the year 2000 and beyond.” 

The Internet is abuzz with rumors that Acclaim is going to : 

license characters from Extreme Championship Wrestling | 

for its upcoming wrestling 

? 
| 

| 
| 

titles, but Acclaim is keep- 
ing tight-lipped about that 
possibility. 
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       A Fleeting Glimpse of 
Dreamcast’s Floigan Bros. 

Game Informer recently infiltrated the Visual Concepts complex and made off with 
two screenshots of their long-awaited Dreamcast title, Floigan Bros. The adven- 
ture/mystery game stars two brothers: one short and smart, the other strong and 

stupid. Set in the jazz age, the game has the brothers solve a gangland mys- 
tery, requiring players to utilize each character's unique abilities. 

Visual Concepts is keeping quiet about the game, shunning any pre- 
release hype. Apparently, they are taking their time in development, and 
don’t want to keep pushing back release dates again and again, as is the 
case with many high profile games. VC president Greg Thomas promises 

that this game will be a special one, but it may be a while until gamers can 
figure that out for themselves. Meanwhile, we also learned that Sega 
arcade games Crazy Taxi and F355 Ferrari (designed by Yu Suzuki) are 
being readied for the Dreamcast. Could VC be in on the development? Our 
sources Say yes. 

Game Informer ¢ August '99 29 ]
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@ Ace Combat 3: Fleckospige,- 
PSX 

© Ape Escape - PS-X 
    

_ years, Tac off shelves fester than Star Wars fe in some areas. But it’s no 
be Se oe 5 cae wonder why. These figures are amazing. With Jakks recently announced cross- 
. . _ promotional venture with THQ, expect not t find any of these figures at your 

_ @ Sled Storm — PS-X | local store. They'll be sold out. : 
cy of Kain: Soul Reaver - _ Available now is the Maximum Sweat line, Sure, acting out wrestling — 

_ _ fantasies with plastic has always been fun, but haven't you always wished - 
that figs could become slimy as you played with them? Dream no. longer. 
These physically distorted bruisers do what no other action figures can (and 

_ maybe never should): they ‘sweat. The Kane ie also gives you the opportu- 

    
2000-DC 

i) Driver - PS-X | | 

  

@ WWE Attitude - PS-X, N64 ubling the gross-out factor. Fortunately, Jakks was kind enough not to 
: these figures stink like sweaty wrestlers. 

@ Soul Calibur - DC Coming this fall from Jakks is the WWF Wired.com line, starting with 
2 _ _ the Stone Cold Steve Austin figure. It's a talking 12 inch figure, but the 

al j kicker | is iy can make Austin say whatever you like. By i a the fig- 
    

    

       

  

@ Ape Escape-PS-X : 
@ Beetle Adventure Racing - N64 
@ Need For Speed: High Stakes - r trash talking. The figure also comes with a password that will give you 

access to a download site at wwf.com, allowing you to store 
favorite Stone Cold jabberings from last night's RAW or any 

other past audio performance. If you think this has got to be 
the coolest action figure walking, gimme a hell yeah! 

- @ Super smsh Brothers - N64. 
@ Gran Turismo - PS-X 

    

anitor: “It's Moppin’ Time” 

@ Dr. Squirtle: “Squirtle Squirtle!” 

@ The Eunuch: “No cheap. shots 

for yout! a 

@ The Ingeon Master: “Better look 

    

} @ Fantastic Plastic: “My outtit is 
__ starting to chafe.” 

© Mr. Unic rn: tl my baredoegn 4. 

    

@ Stone Cold Steve Austin: “Please : 
stop beating me up, Rock!” 

@ Puppet Master: “Do you look out 
for me, or my little friend?” 

@ Sefior El Proctologisto “Turn your 
head and cough!” 

@ Abraham The Amish Assassin: 
“AAA's gonna churn your butter!” 

  

   
    

      
                
         

   

   ~ Game Informer is looking for your 
Top Ten favorite games. Please send 

your Top Tens to: 
Game Informer Magazine 

Attn: Top Ten 
10120 West 76th Street 
Eden Prairie, MN 55344 __ 

Everyone that enters every month will be 
entered in a drawing to win a Gl Secret 

Access T-Shirt! So get writing! 

Game Informer © August '99  
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"Sony Computer Entertainment Inc. is | readying the 
sequel to the award winning Hot Shots Golf. Known as 
Everybody’s Golf in Japan, the next installment of thi 
et: seller is scheduled to release in Japan this summer 

| AS for the U.S. version, it is likely that it will not appea 

here until next year. A ‘Sony Computer Entertainment 
America spokesperson would not comment. on. any Hot 

Shots Golf 2 details, but did confirm its existence. As you~ 
can see from the shots below, Hot Shots Golf 2 does exist. 

      

  

| http:/latestwrestlingnews.com 

What it lacks in flash, it more than makes up for. 
in facts. Not opinions, not wild rumors, just hard-- 
core wrestling news, Updated constantly, this site = 
is the best place to find out who's going where, — 
what's going to happen next or even dla! 
wrestler just got a fat raise. : 

         
    

      
       
     

          

   

        

   

     

              

   

     

      
    

        

‘What worthless prize did you get in the 
original Suikoden for collecting all of the 
characters? 

The original Nintendo had a peripheral 
called R.0.B. What did R.0.B. stand for? 

What’s The Rock’s real name? 

    

What was the first Mario game to feature 
Princess Peach as a playable character?   

  

What system did the first Phantasy Star 
debut on? 

[Answers on the bottom of page 34]     
Sega’s Virtua Fighter tb will not be available for the launch of 

the Dreamcast on September 9. Apparently, the delay is in response 

to complaints that there was no Versus mode in the game. Sega is 

taking a little extra time to add this feature, but promises that the 

game will come out in what they term the “launch window,” which 

means it should be out 4 to 6 weeks after launch. 

Fighter fans need not despair; for there will be plenty of 

Dreamcast fighting games available for launch, including Mortal 

Kombat Gold, Soul Calibur, and Powerstone. 

We made reference this month to a Titus racing 
game as the, “Automobili Lamborghini landfill.” 
What “classic” Lamborghini game did Titus put out 
on the SNES? 

[Answer on the bottom of page 34] 

  
     yt 20 20 
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te S oa will unveil the'h 

the new PlayStation 2 at the 

Pie 

Dreamcast was reduced from 

“w2@;000 _ yen, to 19,900 - yen 
(approx. $166). This is no doubt to 

igi the Japanese unit's price in 
_ line with thessupcoming U.S. 

ee 

Dreamcast, which will’taune! 
Ei 

September for around $199. ..” 
ie iy 

isto will be bringing a new 
f game, XLeration-The 

Ultimate Race, to the Dre 
and PC this Christmas." 

  

   
   

   : vounced a licensing deal 

With Psygnosis and Looking Glass 
Studios to bring Psygnosis’ suc- 

cessful Destruction Derby fran-— 
chise to the Nintendo 64 this 
Christmas. The N64 version 

promises more vehicles, additional 
tracks and arenas, and better 

graphics than its PlayStation pre- 

cursor. 

» Starting on July 26th, Nintendo 
64 Poképhiles can take their 

Pokémon Snap cartridges into 
Blockbuster to have their Poké 

pictures printed out as stickers. 

» Topps announced that they have 

signed a final license agreement 
with Nintendo of America to mar- 
ket Pokémon trading cards in 
North America. 

» Sega Enterprises Ltd., Hitachi 
Ltd., Nippon Columbia Co., and 
Hirano & Associates Inc. have 

formed a partnership to develop 

an Internet/DVD distribution sys- 
tem for music and game software. 

» A sequel to one of the original 
PlayStation RPGs is in the works 
in Japan. Wild Arms 2 should sur- 

face in Japan this fall. 

» Interplay announced recently 
that they were at work on a new 

fighter/beat-em-up called Gekido. 
Said to be inspired by “Streets of 

Rage,” the new game will hit the 

PlayStation later this year. 

» Midway Home Entertainment 

has teamed up with Paradigm 

Entertainment, the creators of 

Pilot Wings 64, to redo one most 

popular arcade classics of all time, 

Spy Hunter. 

@ Game Informer ¢ August '99 
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SNK and EA have teamed up to bring Fatal Fury: 
Wild Ambition to the PlayStation. The game, based 

on the popular arcade game of the same name, 
brings fast-paced Fatal Fury fighting action, rendered 

for the first time in 3D polygons, from the arcade to 
your home. There are 14 characters, each with 30 
or more single and combination moves. These 
characters are all from the arcade game, as are most 
of the fighting environments. There will be Arcade, 
Vs., and Training modes. Also, Team Battle mode lets 

each player select up to 6 fighters for a tag team bat- 
tle royale. 

A modem. For sure the Dreamcast will have one. Internet connections will likely be part 
of the new systems from Sony and Nintendo as well. If you’re thinking about playing online 

# games on these networked console systems of the future, | suggest you ruminate about it — 
there’s not a chance you'll be playing them for long. 

You may have done some surfing and emailing with a PC before. You may have even played a few games 
— maybe too many games. Maybe you spend way too much time on the ‘Net. | can picture mom, dad, wife, 

| girlfriend, or just ornery roommates coming to the realization that they never get any phone calls because 

you play Half-Life and download MP3s 24 hours a day. And that’s with just your PC! Now you want to 
work double time and be known as the “Internect’d One”? If you have the means for another phone line, 
consider yourself the exception, but most console systems will stay offline. 

| realize that some may have their first ‘Net-sperience with the game systems of the future, but web 
surfing comes way easier on the PC — especially in excess. You can always chalk up a little EverQuest or ebay 

| biddin’ to job training if you work with a PC in your daily life. On the other hand, console systems are still 
| viewed as toys and you can’t get on-thejob training from gadgets like that. 

It would likely be a blast to play Rally or Gran Turismo against someone in another part of the country, but 

the gaming experience may be more along the lines of posting high scores or loading other simple gamesave 
files. If anything, I'll be waiting for my PC to download, while | play a fighting or action/platform game on 
my console. 
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Your Choice 4-Player Frenzy! 

Expected to be available 

July 30, 1999 

TEE UP. WITH MARIO AND HIS FRIENDS! 

Expected to be available 

July 30, 1999 

Player’s Choice 
Now Available 

     

    

   
N64 Expansion Pack 

(Add 4MB Ram) 
with Atomic Purple 

Controller 

: Now Available 

Your Choice 

   
    Your Choice 

   ORIGINAL 
om atte is < 
oLoR! i 

NINTENDO! 

iN 
Limit one per customer. Quantities are limited. Prices and offers expire August 31, 1999. Manufacturer reserves the right to delay game title at their discretion. Nintendo 64, “N” logo, Game Boy 

and Nintendo are registered trademarks of Nintendo of America. © 1999 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. All rights reserved.
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Fly, Pokémon, Fly! 
All Nippon Airways is bringing one of its fleet of Pokémon jumbo jets to San Francisco. 

The 232-foot aircraft’s exterior is decorated with various Pokémon characters. Beginning July 
3rd, the ANA Pokémon 747 will serve San Francisco five days a week on ANA’s non-stop ser- 

vice from Tokyo. To celebrate the arrival, ANA 
will invite 20 San Fran-area tots and their par- 
ents to tour the aircraft and receive special 
Pokémon gifts. Pika Pika! 
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Behold the first images of Resaurus’ line of action figures 
based on Capcom’s Street Fighter series. As reported in last 
month’s issue, the first series of spectacularly designed fig- 
ures will feature Ken, Ryu, Cammy, Blanka, Vega, and Alex. 

After some mediocre figures from Toy Biz, Resaurus looks 
to breathe new life into the Street Fighter toys. Look for the 

Ke 

Video Game Trivia Answers: 
1. Gremio was resurrected 
2. Robotic Operating Buddy 
3. Dwayne Johnson 
4. Super Mario Bros. 2 
5. The Sega Master System 

Name That Game Answer: 

Lamborghini: American Challenge 

© Game Informer ¢ August '99 

series of toys in September for around $8 to $10. 

  

NOT GETTIN’ ANY? 
In a perfect world, 

there wouldn't be 

any need for 

customer service, 

because we would all 

get what we wanted. But 

you can’t always get what you want, and 

even worse, sometimes you can’t get 

your Game Informers. If you are having 

subscription woes or your dog ate your 

favorite issue, contact our customer 

service department at the address to the 

right or, for even quicker service, give 

us a call. 

          

5 

For Change of Address, New 

Subscriptions or Inquiries please 

send correspondence to: 

Game Informer Magazine 

Attn: Customer Service 

10120 West 76th Street 

Eden Prairie, MN 55344 

Customer service hours: 

Monday through Friday, 

9:00 am — 4:00 pm (Central Time). 

(612) 946-7266 

Outside Minnesota make sure to dial 

area code (this is a toll call). 

Or email us at: 

customerservice@gameinformer.com 
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Nintendo 64 
Preview 

¢ Size: 128 Megabit 
¢ Style: 1 to 4-Player Action 
¢ Special Features: 18 Characters; 12 

Arenas; New Morphing Vehicle Feature; 

Quest, Co-Op, & Survival Modes; 4-Player 

Smear, Brawl & Team Modes; New 
Weapons; Expansion, Rumble, & Controller 

Pak Compatible I 

¢ Created by: Luxoflux for Activision 
e Available: October for Nintendo 64 

(Dreamcast & PlayStation) 

0% Complete 
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_Mechanical Morphs       

  

_ Arenas & Weapons



    Preview 
¢ Size: 256 Megabit 
e Style: 1-Player Action/Adventure 

¢ Special Features: 20+ Huge Levels; 
First-Person Sniper Mode; Voodoo Magic; 

Re-entrant Levels; Non-Linear Storyline; 

Expansion Pack Compatible 

¢ Created by: Iguana for Acclaim 
¢ Available: September for Nintendo 64 

    

75% Complete _ 
“What Evil Lurks in 
the Hearts of Men? 

leaving Michael in a coma and his brother Luke dead. 

  
    

  

in Turok 2. 

character animation. 

people begging us for the secret Shadow Man nude code.   

cclaim’s Shadow Man, based on the comic book 
character of the same name, exists at the crossroads 
between the past and present, the living and the dead, 

dream and reality. The game follows the saga of Michael LeRoi, 
an English Literature student turned cab driver who discovers a 
large sum of money left in his taxi. Seizing the opportunity to 
break free from his dead-end life, he takes the money and flees 
home to his family in New Orleans. Unfortunately, the money 
belongs to the Mob, who are not amused. They attempt a hit, 

After he awakes, Michael finds work as a paid assassin. It is 
then he falls under the spell of Mama Nettie, a voodoo priestess 
who implants the Mask of Shadows into Mike’s chest, 
transforming him into Shadow Man, the Lord of the Deadside. 
Enslaved by Mama Nettie, Shadow Man must do her bidding in 
the World of the Dead. Your quest is to find the secret of the 
Asylum, the place where all killers are imprisoned in the afterlife. 

During gameplay, you explore both the Liveside (as Michael) 
_ Me and the Deadside (as Shadow Man). There are over 20 levels 
y eos, ee which combine to form both worlds. Every level can be re-entered 

eS eee at any time using your brother Luke’s teddy bear. Often you must 
return to levels to discover new clues. These clues can be 
discovered from top-secret serial killer profiles or prophetic occult — 
texts that you must discover in the Deadside. Some areas are not | 
accessible until you gain new powers or weapons in later levels. 

Most of the game’s weapons have dual purposes that allow | 
you to use them to solve puzzles and open new areas. For | 
example, the Baton is a voodoo spear that can be used as a 
weapon, but can also activate teleports. Your main weapon is the 
Shadow Gun, which you use to destroy your enemies and then 
take their souls, a similarity Shadow Man shares with Legacy of | 
Kain. There is also a first-person Sniper mode, much like the one | 

  

Shadow Man is a third-person adventure, much like the highly- 
profitable Tomb Raider series. The huge 3D levels are very well 
rendered, thanks to Acclaim’s new VISTA engine, which 
eliminates distance fog. The camera work is smooth, and 
Acclaim’s motion-capture technology has resulted in lifelike 

The developers have really captured the dark sensibility and 
voodoo mythology of the comic books. The dark, oppressive 
atmosphere of the game can induce shivers. Will Shadow Man 
duplicate the enormous success of Tomb Raider? Only time will 
tell. We are sure of one thing: Mike LeRoi ain’t no Lara Croft in 
the looks department. At least we won’t have to worry about 

    

  

Shadow Man'll make ya 
Jump! Jump! 

   
    
     

  

    
    

    
    
    
    
    

  

Shadow Man and 
Batrachain face off. 

  

    



Nintendo 64 
Preview 
e Size: 128 Megabit 
e Style: 1-Player Action/Platform 

¢ Special Features: 45 Areas Spread Out 

Over 13 Worlds; Freeing Friends Engenders 
New Abilities & Aid; Walking Bomb Rides; 
Helicopter Hair; Hand Drawn Environments; 

Expansion & Control Pak Compatible 

¢ Created by: Ubi Soft Entertainment 

e Available: October for Nintendo 64 

75% Complete 

    

            

     

   

      

   

    

   

                                  

   

              

   

      

   

    

        

  
  
           

  
      

  
    

      

  
  

    
                      

    
iE A pe ds ‘ The 3D platformer was an exciting genre when it debuted three years 
7 ago with titles like Crash Bandicoot and Mario 64. Since then, we’ve 
ee _ seen this format fill out with an equal share of stinkers and classics, 

copycats and revolutionaries. While games like Banjo-Kazooie continue 
to add new life to the genre, other games simply reinvigorate what was 
already there by mixing up old concepts and throwing one or two new 
ideas onto the fire. 

We were quite skeptical of Rayman 2 when we first got word of it. The 
- original Rayman was one of those games that we judged to be 

- mediocre, but that sold millions anyway, so we didn’t expect much 
effort on the part of Ubi Soft to take its character to the next level. 
Fortunately, this industry is full of surprises. 

The new game features all the things that make a decent action 
platformer tick, with just enough variations on a theme to keep things 
interesting. Rayman has a number of different abilities, some of which 
must be earned before he can use them. His “magic punch” hurls 
mystical projectiles at enemies, activates switches, and can be usedto | 
grapple and swing from a certain type of object. If he needs to slow his 
descent or make a longer jump, he can use his helicopter hair. | 

Rayman also takes a couple of concepts straight out of previous 
games. The Mario 64 slide is here, complete with items that he will need 
to try and grab along the way. He can also jump on top of rockets with 

» legs for a crazy ride through areas that he needs speed to overcome; _ . 
something we first saw in the original Crash Bandicoot’s warthog rides. , Scenic vistas like these 

While we won’t say that it’s quite as engrossing as the world % are not uncommon. 
portrayed in Abe’s Oddysee, Rayman 2 does tweak some of the same ___ <7 
nerves with unusual sentients that react to external stimuli and a vivid 
environment. Oh heck, there are temple levels and the plot consists of 

_ aband of enterprising pirates who seek to enslave all the benign critters 
4 of Rayman’s exotic world in order to make a killing at the galactic circus. 

| You can definitely tell that Ubi Soft is at least reading the 
same books as Oddworld Inhabitants. 

| You will often need to take advantage of other 
_ characters’ abilities by freeing them from the pirates. 
| On one level, Rayman frees “Globox,” a cross 
_ between Grimace and the Cookie Monster that 

, — ~—-- summons rain clouds in order to put out fires and 
ost of the critters in this ga | cause sudden plant-life growth. Globox will follow you 
em around making bizarre sounds and clapping his 

hands together until enemies show up, causing him 
to run and cower in the nearest corner. By freeing 
a serpentine critter, Rayman gets to go on a crazy 
water-skiing ride through the marshlands. 

_ By now, you've probably noticed the heaps of 
comparisons we're making in order to describe 
this game. It’s definitely true that Rayman 2 borrows 
a great deal from a wide variety of sources, but they are 
good sources to borrow from and we think the game 

_ offers enough new ideas to keep the average 
platform fan engrossed. At this time, our only real 
criticism of Rayman 2 is its awkward camera 

_ control, the bane of so many of these games. 
— Keep an eye out for a review of this game in the 

next couple of months. 
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“Every bone in my. body tells me | 
should hate this game (as there’s not 
much to it), but collecting those 
Pokémon is just too addicting. 
However, due to its ease, only 
Pokémon purists should purchase.” 
Paul, The Game Professor 
“Remember the hang gliding stage in 
PilotWings 64? This is a little better, 

‘but not much. If you can get only one 
Pokemon game for N64, skip this one 
and wait for Pokémon Stadium. 
Otherwise, go nuts Poké-maniacs.” 
Relner, The Raging Gamer | 
“Pokémon Snap is strictly for kids who 
gotta catch ‘em all. Unfortunately, 
Pokémon Snap doesn’t allow you to 

catch a photo of all 150 critters, only 
60 plus. The gameplay is very. basic, 

and so easy that anyone can pick it 
"up. Ride on the cart and take pictures, 

that’s about it. Kids will eat it up as 
the next big Poké-experience, but 
adults will reap no benefits from it 
whatsoever.” 

¢ Size: 128 Megabit (With Built-In Save) 

e Style: 1-Player Action 

¢ Special Features: All 150 Pokémon; 

Camera With Zoom Lens; 60 Exposures 

Per Roll; Luring Techniques; Portfolio; 

Authentic Pokémon Behaviors 

¢ Replay Value: Moderately High 

¢ Created by: Hal Laboratories/Jack and 

Beans for Nintendo 

¢ Available: July for Nintendo 64 

Bottom Line: 

ANDY | PAUL | REINER 

  

    Concept: 6 | 65 
Graphics: 8 8 7.25 
Sound: 6.5 er) 

Entertainment: 7 — 5 

8 
- Playability: 7.75 8.5 6.25 

5 
7 6.5 

Pokémania has hit an all-time high, and 
# the frenzy will only get bigger when 

Nintendo releases the first Nintendo 64 
Pocket Monsters venture, Pokémon Snap. 
This time around, players don’t assume 
the role of trainer, but rather an upstart 

photographer. Professor Oak has returned 
to give you guidance in the ways of 
photography. 

in total, there are 63 different bovbeiol 
to hunt down, and just like the original 

_ Game Boy title, these little creatures are 
elusive and well hidden as ever. Granted, 
Pidgey and Pikachu are always posing for 
the camera, but some of the creatures 
like Snorlax, Charizard, and Dugtrio are 
difficult to spot. For most of the Pokémon, 

you’ll need to perform an act to lure them 
into your sights. Sometimes you'll need to 
throw an apple in the direction of a hungry 
critter to make it show its face. Other 
times, you'll be launching Pester Balls or 
using a flute to make different Pokémon 
show their colorful hides. On rare occa- 
sions, you'll need to perform feats like 

tossing an apple at a Charmeleon in hopes 
that you hit it in the head and knock it 
into a lava pit so it evolves and returns 
to the surface as a Charizard. There is 
no exploring or character movement in 
Snap. As photographer, you simply ride on 
a cart and snap photos from any angle 
as you slowly maneuver across a predeter- 
mined path. 

The better your photos, the better you'll 
score. A higher score usually breaks down 

_Into new gadgets and paths to explore. If 
you’re good with the camera, you'll snag 
half of the Pokémon. If you're great, dg Ml 
snap ‘em all! 

   
          

  

¢ Size: 128 Megabit 
¢ Style: 1 or 2-Player Racing 
¢ Special Features: 25 Supercross 

Personalities; Tons Of Tricks; Supercross 
Season; Commentary by Art Eckman & 
David Bailey; Rumble Pak Compatible 

¢ Created by: MBL Research for EA Sports 
¢ Available: October for Nintendo 64 

  

      

  

80% Complete 

       
Dirt Track Date 

          

    

    

  

  

Supercross video games are seeing a 
resurgence. A number of companies, includ-. 
ing Acclaim (Jeremy McGrath), Nintendo 
(Excitebike), and EA Sports (Supercross — 

# 2000), are readying renditions for the Ha of 
) this year. 

Supercross 2000 is the first supercross 
game to make the prestigious EA Sports 
lineup, and will come packed with authentic 

, racers and equally authentic tricks. EA has | 
recruited 25 of the world’s top supercross 

{ and freestlye riders for this game, and each is 
complete with accurate motocross garb and — 
tricks. Gamers will be able to compete in an 
entire supercross season or go head-to-head 
in a freestyle jump off. A complex physics — 
model is being created to add to the realism 
of the racing experience. The tracks will show 
the wear and tear of racing, deteriorating © 
to form ruts and other obstacles as the race — 
progresses. 

; With a TV-styled presentation and com- 
mentary by Art Eckman and David Bailey, 
Supercross 2000 promises a dirt slingin’ 
experience for racing fans. 

      

      
    

    

      
   

        

       
    

    

      
       
   

    

     

    

     

    

     

    

     

    

    

   

             



Nintendo 64 
Preview 
    
           

  

     

    

         

¢ Size: 512 Megabit 

e Style: 1-Player Action/Adventure 

¢ Special Features: Play as One of Two 

Characters; Full Motion Video Sequences; 

New Hidden Costumes; Violence Level & 

Blood Color Adjustment Modes; Items 

Relocated Randomly After Beating the 

Game; 4-Meg Expansion Pak Support 

¢ Created by: Capcom 

¢ Available: October 15 for Nintendo 64 

78% Complete 

Nintendo 64 owners. unfamiliar with 

Capcom’s legacy of survival horror games 

™ have been missing out on one of the most 
») intense gaming phenomena in the history of 

| vids. These games have moments in them 
, that are frightening enough to make you drop 

your controller, lose fistfuls of hair, and add a 
little color to your BVDs. 

When we first heard Capcom was attempt- 

ing to port Resident Evil 2 over to the 
N64, we didn’t have very high expectations 

‘las the game essentially focused on the 
:| PlayStation’s ability to pack in the polygons 

and use all that CD space for FMV. These 

two things are the Nintendo 64’s primary 

weaknesses. 
Now, with a playable copy of the game in 

hand, we must tip our hats to Capcom. The 

work they’ve done is nothing short of remark- 
able. Not only were they able to include 

tons of FMV, but the detail of objects and 
characters is far better than we would have 

expected. 
To add a little more spice to the game for 

E) N64 owners, Capcom has thrown in a number 
of “extras.” Players will be able to locate hid- 

my den costumes, find documents that reveal 

/) details about the overall plot of the series, 
and a visual scrapbook keeps track of previ- 

ous FMVs. Prepare yourself for a “loadless” 
RE2 experience on the N64. 

Nintendo 64 

Preview 
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¢ Size: Unknown 

¢ Style: 1 or 2-Player Strategy 

* Special Features: Real-Time Strategy; 3 
Races; Upgradeable Units; All the Missions 

From the Original StarCraft; Some Missions 

From Brood War; Split-Screen Head to 

Head & Cooperative Multiplayer Modes; 

New Multiplayer Maps 

¢ Created by: Nintendo 

e Available: September 27 for Nintendo 64 

70% Complete 

Intergalactic Battle in 

an Epic Real-Time 

Strategy Game 

   

StarCraft is one of the most popular real- 
med time strategy games ever put out on the PC, 

and Nintendo certainly made an excellent 

judgement call when they decided to port it 

to the N64. StarCraft’s primary strengths are 

its variety of units and different approaches 
that need to be applied to each race. 

The Terrans rely heavily on their war tech- 
nology to counter the inherent abilities and 
strengths of their foes. The Protoss, an 
extremely religious race, derive their strength 

from a mix of arcane technologies and potent 
psionic powers. The Zerg are a bioengineered 
menace that use no recognizable technology, 

but instead fight their foes with vicious bio- 
engineered monsters. 

The races are different from each other in | 

a number of ways. Their means of construc- 
tion and gathering resources, coping with 

damage, and creating units all have intrinsic 
=» @ strengths and weaknesses that players must 

F learn to exploit. 

StarCraft on the N64 will feature all of the 
missions from the original game and many of 
the missions from the PC version’s expansion 

pack, Brood War. Nintendo will also mock up | 

entirely new maps for multiplayer battles. 
Psyched? You should be.



    

      

            

   

PlayStation 
Review 
e Size: 1 CD-ROM 
¢ Style: 1 or 2-Player Racing 
¢ Special Features: 8 Characters (10 More 

Hidden); 8 Tracks (2 More Hidden); 
Weapons & Powerslide; Story, Relay, & 
Grand Prix Modes; Non-Interactive 
Chocobo’s Dungeon 2 Preview; Dual Shock 
& Analog Compatible 

¢ Replay Value: Moderate 
¢ Created by: Square Soft 
¢ Available: August for PlayStation 
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hocobo versus Mog - the ultimate battle. oth the [he : ~ ae 
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“Chocobo Racing isn’t necessarily a bad 
game, but it ain't great either. In typical 
Square fashion, the game features some 
amazing computer generated movies, 
remarkable music, and solid in-game 
graphics and control. But even with all this 
stuff going for it, Chocobo Racing lacks 
pizzazz. The Story mode, which is the only 
mode that might hold the interest of a 
single player, is dull. The story is not funny, 
and the picture book-styled interactions 
are boring. As far as the racing is 
concerned, it’s standard fare. You can 
beat this game in a night — and unless you 
plan on unlocking all the hidden characters 
or playing a lot of this mediocre racer in 
multiplayer, that is about all the fun you 
can squeeze out of this game.” 

“Looking for a game to please the 
youngsters in your household? This is 
probably one of the friendliest games to 
surface on the PS-X so far. You have fairy 
tale-styled characters romping through 
candyland. That’s about it. The under 
seven crowd will eat this up and proud 
parents will join in for some fun. As for the 
avid Square fans, this is quite a jump from 
the RPGs we all go crazy for. It has some 
familiar Square characters, but most may 
just want to rent it for a couple days to 
discover a couple of hidden Final Fantasy 
faces. Overall, this isn’t a horrible game, 
but it is far from spectacular. This is the 
first of many character racers heading to 
the PS-X, and it certainly isn’t the best.” 

“What's next, Tomb Raider Karts? | can’t 
say I’m pleased with the concept of Final 
Fantasy meets NASCAR, but low and 
behold, this game does serve a purpose. 
Chocobo Racing fills the character-based 
racing void on PlayStation. However, it 
does so with lazy strides. Right down to 
the nutty soundtrack, this game is 
targeted toward a fairly young audience. 
Within a matter of minutes, skilled gamers 
will stumble upon a major fault. Buried 
beneath the cute graphics and the fuzzy 
characters is horribly unbalanced play. 
Master the slide, call upon the turbo, and 
victory is yours - every single time. In 
such, the only challenge comes against a 
friend. Children will giggle at its wacky 
ways, but the laughs end there.”      

    

  
  

    

  
  

        
  
 



    

  

“What happens when you merge a Pataimel 
and Skwoot? A Poot perhaps? If this little 
question has got you wanting more, then 
Jade Cocoon should be right up your alley 
as the fun of this game is in the collecting 
and merging of the different minions that 
you find. This endless loop of merging 
creatures opens up a whole new world of 
weirdness when it comes to the Pokémon 
phenomenon. While the story of Jade 
Cocoon is a little less interesting than most 
RPGs, the presentation in this game is 

amazing. From the voice-overs to the lush 
environments to the dazzling lighting 
effects, Jade is very well produced. Jade 
Cocoon’s slow pace and somewhat 
repetitive gameplay will turn off many, but if 
you can wade through the boring beginning, 

| you'll quickly find yourself, as | did, addicted 
| to building the perfect monster.” 

“At first glance | thought Jade Cocoon was 
| a typical RPG, but it quickly turned into 
Pokémon meets Monster Rancher. The 
- graphics look fantastic and are accented 
by a ton of voice acting which really adds 
some great personality to the story. The 
adventure is nicely laid out and it helps to 
have a fairly simple tutorial adventure to 
set the groundwork for the capture of 

creatures. Grabbing and merging monsters 
_are the bread and butter of this game. | 
found it very interesting to build a new 
creature and then check its family tree in 
an attempt to create some killer creatures. 
This is all good, but the action soon 
became very repetitive. There is not much 
variation and the challenge progresses 
very slowly. In the end | found that this 
adventure is enjoyable, but not as deep as 
| expected. : 

“| gotta say, I'm pleasantly surprised with 
this RPG. | didn’t expect the majority of its 

| play to mimic the collecting in Pokémon, 
and if this isn’t enticing enough as is, Jade 
/Cocoon also takes this immensely 
| popular ‘Gotta Catch ‘Em All’ concept to 
| the next level and grants players the ability 
' to combine monster DNA, which in turn 
unearths millions of new species. On the 

- other hand, part of Pokémon’s charm is its 
| ability to be so freakin’ cute. Jade Cocoon 
| doesn’t partake in any adorable actions. 
The story is downright serious as are the 
collectible creatures. None of monsters 
scream, ‘Squeeze me!’ But that’s where 
Jade Cocoon has personality. Basically, it’s 
Pokémon for adults. It’s a little slow at 

times, but as a whole, pretty damn good.” 
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   ¢ Size: 1 CD-ROM 

¢ Style: 1-Player Role-Playing Game 

(2-Player Versus Battle) 

¢ Special Features: Capture & Combine 

Over 170 Monsters; Over 600 

Pre-Rendered Backdrops; Anime 

Cutscenes; No Random Encounters 

¢ Replay Value: Moderately Low 

¢ Created by: Genki for Crave Entertainment 

¢ Available: July 14 for PlayStation 

Bottom Line: 8 

i i ESAT LE A AAO RISER EP LE 

    

Japan’s anime master, Katsuya Kondoh, pieced together the 

highly acclaimed anime classics My Neighbor Totoro, Princess 

Mononoke, and Kiki's Delivery Service. Now, with the assistance 

and development of Genki, Kondoh’s unique vision is transfer- 

ring to the video game realm. Crave Entertainment's second RPG 
offering of the year, Jade Cocoon, which in no shape or form 

holds any resemblance to Shadow Madness, is a conceptual 

wonder. This role-player combines the look of Final Fantasy VII, 

the design of Kondoh, and the play of Pokemon into a powerful 

new entity. 
There is nothing bigger than Pokefever, and while Jade 

Cocoon doesn’t jump out and bite you with cute characters, the 

addictive curse of collecting runs rampant through this release. 

Players assume the role of Levant, a rookie cocoon master with 

the fate of the world on his shoulders. Tapping into a mysterious 

magic source, Levant and all cocoon masters alike, can capture 

monsters and imprison them within a Firefly Cocoon. With the 

assistance of a cocoon sorceress, Levant can combine the 

monster DNA to create new breeds; and as you dig deeper into 

this title, the number of new monsters presents itself as almost 

infinite. There are 171 default monsters to find, and yes, when you 

capture one it is tallied forever, even if you splice its DNA. 
Whether you choose to play God and alter DNA or not, all mon- 

sters can be equipped and used in battle. Levant’s role in combat 
is as General, not hero. Sure, he can fight and hold his own, but 

the monsters are the real source of power. Only three monsters 

can join your traveling party, but a total of 24 can be stored. Just 
like in Pokémon, only one monster can be summoned at a time. 

Choose wisely, because every monster has a weakness. In tradi- 

tional role-playing fashion, 

the inclusion of elemental jy Most of the conversations are 
strengths and weaknesses aenolnpaies with spoken dialogue. 

are tied tightly to this game. [|= : 
Combat is turn-based, and 

there are no random enemy 

encounters. 
Jade Cocoon’s look is just 

as dynamic as its play. Over 

600 painted backdrops, gor- 

geous effects, and tons of 

character animation bring to life each scene. There are also several anime cutscenes to gaze upon. 

If you want an RPG with innovative play, an engrossing story, and a gorgeous look, then call off 

the dogs...the search ends with Jade Cocoon. 
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To become a cocoon master, itis 
required you dress like a pansy. 3)” 

Play God and combine monster DNA 
to create millions of new species. 
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ye Just like in Pokémon, 

monsters stand in for battles. 
     

    

   
   

  

  



  

   

          

    

Playstation 
Review 
¢ Size: 1 CD-ROM 

¢ Style: 1-Player Action 
¢ Special Features: 2 Playable Characters 

     
  

    

With Different Story Lines; Combo & Magic . Pi css ff i ih, 
Attacks; Item Management; Fascinating ° 
Real-Time Cutscenes; Sharp Weapons & 
Soul Bugs; Dual Shock & Analog Compatible 

e Replay Value: Moderate 
¢ Created by: Konami 
¢ Available: August for Pla - . 

— eee That adorable Simpsons character, Ralph Wiggum, got it invasion of the 
» 

i 
right when he wailed, “It tastes like burning!” What burning tastes = Fe ommnm Cpe om > 6 DE 

Bottom Line: iy 25 like exactly...well, we don't know for sure, but‘it certainly is a Sha gunR oe chers 
funny quote; and in a strange way, Soul of the Samurai couldn't 
be summarized better. Even after you beat it to bloody ‘ell on a ten ANDY “Soul of the Samurai is one of those 

hour gaming binge, you can't say whether or not this.game is entirely THE GAME HoMere ames that gives me a whole new 
CO ee Meer — Concept _ Tespect for the games that | have ripped 
Bushido Blade collide to form a conglomeration of craziness that is so 3 In the past. First of all, the animation is 

: er. —____+______ truly atrocious. If the jump motion isn’t obscure and off kilter that you just have to sit and play from beginning to Graphics enough to make you laugh out loud or 
end in an attempt to reach an understanding with this oddball release. 5 vomit on the floor, the skating walk 

Konami pieced together this action game with a structure similar to Sand animations will certainly have you shooting 
Metal Gear Solid. There’s plenty of gameplay to hack and slash through, 2 breakfast out your nose. Then there’s the 

gameplay which is retched beyond belief: but there’s also a heap of real-time cinema to sit and view. All of the cuts ecru a 
P Playability block, hack, repeat. | just can’t believe that are expressed through captions rather than spoken dialogue. As you've 15 a quality company like Konami would 

probably gathered from our extensive blabbering, Soul of the Samurai is EE neon a ee ; Wace Entertainment actually let this game get out the door. 
home to one of the most eccentric plots in video game history. You'd think INMEN throw in the utterly ridiculous storyline - 

If you think Ronin Kotaro is a frivolous weenie, | the conflict would have something to do with warring factions or families that I’m not even gonna touch - and you 
then dive head first into Ninja Lin, Soul of the | in feudal Japan, right? But come on! That would be way too predictable are just starting to get an idea of how big 

Samujals allernate character for this game! No, no, Konami is rewriting history with this one. Old a pile this game is. 
Japan's struggles are in fact of an alien nature. Yep, it turns out that all of 

SS ——SaNNEEP | the evil in Japan is spread by a parasitic alien race known as the Soul 
Bugs. If a Bug invades a human or “host”, then that particular body or 
‘host’ is considered demonic and can be slain by the two heroes, Ronin 
Kotaro Hiba and Ninja Lin. 

  

  

  

   

                

   
   

                      

   
   

                

PAUL “This is a lot like those cheesy martial arts 
THE GAME PRoFEssor ‘'OVieS you See on late night TV, except 
——Fannant Worse. There is some sort of story in this 

  

Both of these characters are selectable from the beginning of the “oe game, but it is so poorly presented. This 
game, and each of these Soul Bug slayers comes packed with a separate —_——_—_—— game needs a little voice acting or 
story arc that occasionally intersects. Lin is the most powerful character Graphics —_ something. It also needs some help in the 
and the easiest to use. She doesn't necessarily pack a wallop with each [jill et ee gh ace eh 
blow like Kotaro, but her combos are unbeatable in speed and overall Sound eee eee ey ie ’ characters are horrible. Still, | found some 
damage. Soul of the — = mom 4-5 of the action pretty entertaining and it is 
Samurai’s gameplay is | > — marae Playability cool that you can play as two different 

Now-you-die young Rone, more or less like Bushido | Mieke ye 6.5 characters with unique adventures. This 
hit bo —s “Entariainmant title tries to be a little Resident Evil, a 

Blade, ig me iy ai ‘ . 1 ie Entertainment little Tenchu, but fails to capture either. 
kills. This game isn't [ A oe 4.25 Leave this one alone.” 
afraid to kick your butt. 
The sword play is fast 
and critical on timing. The 
player is also forced to 
master parrying. When 

OVERALL 

“I've seen some ass-backward video game 

  

you slay a host, which |... Poke REINER storytelling in my time, but | gotta say, Soul 
you do a hundred times auts... i it alll! THE RAGING GAMER of the Samurai’s plot is one of the most 
over, experience points Concept repulsive, yet at the same time, one of the 
are accumulated. When : = = 5.25 bine sah nase the co rte 

; He: 28 7....:.. displeasure of breathing in. Unfortunately, 
When Kotaro nears death, a powerful magic | enough experience is ies Mh Es es Graphics the ea doesn't ee the same a 

attack can be summoned to kill ‘em all. tallied, a new special vg he <a 5.5 faced formula. Nope, it just sucks, and 
move is unlocked. These te 44 Sound that’s the bottom line. The combat in this 

moves require magic, and as strange as it sounds, some of these moves ; =e 5.25 game is catastrophic...no that’s too kind. 
also require that your character be near death. Se aces 8 , ~ Playability 'd say it's detrimental to one's health. | 

The look of the game is just like that of Resident Evil, where polygonal |." 2 i ee 9.95 have a feeling Ke most of = ove ute 
characters run amok on prerendered backdrops. The action is also very |* =. tee meen Dey US Game Wi 60 compslely ean’ ta oe oe ee ge Entertainment _ the fifth chapter. That’s no lie. If you have a 
similar to the PlayStation horror classic, but more like Bushido Blade and — = 6 hints *g 5 few dollars sitting around, then I'd 
Ninja than anything else. Soul of the Samurai is by no means a blockbuster, , y v4 re recommend picking up this game just so 
but more of an off-the-wall surprise. To thoroughly enjoy it, an appreciation > 2 i eee you can see the year’s absolute worst 
for William Shatner’s fiction is required. Tastes like burning it does. ; r it jumping animation, but other than this, run. 

OVERALL Run fast and far!” 
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¢ Size: 1 CD-ROM 
e Style: 1-Player Action/Platform 

¢ Special Features: Play as Tarzan at 

Different Ages Plus Other Characters; 13 

Levels; Bonus Levels; Vine Swinging, 

Swimming, & Animal Riding; Wield 
Weapons & Throw Fruit; Dual Shock & 

Analog Compatible 

¢ Created by: Eurocom/Disney for SCEA 
¢ Available: July for PlayStation 

90% Complete 

Disney's profits from its animated feature film, Tarzan, 

should be enough to buy a small country. Add the profits 

from a crappy Tarzan game, and Disney could upgrade to 

Cuba. But Tarzan is actually a very nice action/platform 

experience, so Disney might buy France or the rest of Florida, 

whichever is cheaper. 
Tarzan is visually breathtaking. The jungle is filled with 

_ lush vegetation, wonderful textures, and jungle creatures 

‘The Jungle Cruiseisabonuslevel. | Qalore. Exotic birds, mon keys, chimpanzees, hippos, 
vn omen , crocs, warthogs, elephants, tree frogs, jungle cats, and rhinos 

QD prance about like ...um...characters from a Disney animated 

i feature film. 
With cliffs and towering trees, the jungle is a great place — 

for a platform game. Naturally, there are a lot of vines for 
_ Tarzan to swing from, and a poorly-timed release will send 

. our jungle hero falling to his death. The wild creatures, even 
the cute tree frogs, aren't terribly difficult, but they’re abundant 

and pesky as they chip away at your health. Monkeys and 

_ birds will assault you with fruit, and rhinos and warthogs 

ez will charge you like a mother grizzly as you juggle her three 

new-born cubs. 
Fortunately, the King of the Jungle can fight back with 

a spear and stone knife for close-range attacks, and four 

different kinds of fruit from a distance. Yellow fruit is unlimited 
in supply, but three other fruit types must be collected, and 

of course, pack a greater fruit punch. Other collectibles include 

bananas for a health boost, and squash-looking things to 
increase the size of your health bar. Find the six letters on 

each level to spell T-A-R-Z-A-N and you'll access animated 

footage from the movie. Coins are everywhere too, and 

every 100 gives an extra life. Lastly, each level has four parts 

of a sketch hidden in it to unlock a bonus level filled with 
more coins. The bonus levels let you take timed runs on 

the back of a stork, on a lily pad down a river, or on a wild 
luge ride through the trees. 

Most of the platforming in the 13 levels is of the side- 
scrolling nature, but there are levels similar to the 

boulder scenes in Crash where you must outrun stampeding 

elephants and crazed chimps. The only shortcoming of Tarzan’s 

levels is that you are mostly tethered to a track, like in Jurassic 

Park for the PlayStation. Fortunately, Tarzan’s superior play 

mechanics and control make it ten times more enjoyable. 

The popular tale of Tarzan will reach new heights now 

that Disney has gotten its hands on it. Fortunately for all 

of us, Disney and Eurocom have solid platforming 

elements to back up the Tarzan license. 
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PlayStation 
Preview 
e Size: 1 CD-ROM 

¢ Style: 1-Player Role-Playing Game 
¢ Special Features: 108 Characters To Find; 

A New Castle; Oversized Creature 
Characters; Tactical Mass Combat System; 

Improved Spell Effects; Save Data From 

the Previous Game Somehow Affects the 

New Game 

¢ Created by: Konami 

¢ Available: August for PlayStation 

65% Complete To this day it is still possible to meet people who disliked the original 
Suikoden because they thought it was boring. Usually these poor souls 
gave up on the game ie they got past the beginning sae broke       collect 108 characters, vai 
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ee ec erga | | monsters. Sure, you could sell the art for millions, but the game had you so 
giddy with home improvement that you only wanted the very best of ‘ reali Rape : 
adornments with which to spruce up the interior. a sara] 

At this p it, some [°) tian wondering why we ‘re spending | ce i Reg “a 
al j e. The fact of the ma ris, iko | mie a id 

  

  

   

  

   

      

    

    
    
    
    
      
     

     

      

    

    

   

    

so much time ta ing a 

and new characters, but just abe t 
arbon copy of the original. You still 
oe: to find. Matching up t 

. arty enables them to do special « 
The __ ele Ho ning off of the same engine as the first. 

The one big chan in the game is the mass combat 
\ system. Battles are no lo | on a rock-paper-scissors 

style guessing game, but are instead strictly turn-based _ 
tactical battles. Having more characters is still to your 
advantage, however, as adding a leader to a unit increases 
that unit’s general ability, and adding two additional assistant 
leaders grants special abilities. 

le Spee oleae susan gra iat an 
    

    

     

  a lot of attacking power to a p- | 
d by a lack of variety in their abil 

ibined attacks these beasts can 

      

y devastating. bi: | 
~ Suikoden II will have one feature to boggle 

ey the mind. The game can somehow 
be affected by oading data from the 

mek previous game. Oh, but you erased t that | 
‘a “save slot about a year ago, didn’t you? 
BS Guess you'll have to go and find all 

108 characters from the previous game 

    

all over again. 
ME 
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     PlayStation Preview 
e Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Racing 

¢ Special Features: New Gameplay Engine; 

16 Tracks; 14 Hover Bikes; 4 Difficulty 

Settings; Magnetic Grapple & Turbos; 

Season & Stunt Mode; Dual Shock & 
Analog Compatible 

¢ Created by: 989 Studios 
¢ Available: September for PlayStation 

75% Complete 

  
  
    

  

     

      

     

  

  
  

    
  

    
    
    
      

    
    
  

        
  

  

  
        
  
    
      
                
  
      

    
    

      

  

    

      

      

    

The competition is as ferocious 
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animatia bto J area perbly Gone. JoU's engine One of Jet Moto’s trademarks is 
slen fer ac Ic hackaround.pop up and a faste track designs that kick your butt. 

amerate oto at a co 3 J ames pe % 

acaond no matte 2 Ho . aWC — 

a hikes have also received a slia anfeeion. . 

5 5 athe e like the ne . agen Beetle-like 

aalcrnc 7 n Ae de sho are eleven bike 
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Jet Moto 3’s gameplay is almost 
identical to its predecessors, however e Sa e Original games = computer F a 
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PlayStation 
Preview 
¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Sports 
¢ Special Features: 1240 Plays; Telestrator; 
Commmentary by Dick Enberg & Phil 

Simms; Practice Mode; GM Mode; Play 

Designer; Dual Shock & Analog 
Compatible; 4 Difficulties; All 31 

NFL Teams 

¢ Created by: Red Zone for 989 Studios 

¢ Available: September for PlayStation 

80% Complete 

    

          

    

       
he battle for football supremacy between EA Sports and 989 Sports is always heated. The people involved with each 

product put anything and everything they've got into it, which turns it into something more than a game — Offspring? 
Perhaps. A labor of love? Most Definitely. Either way, it's personal. So each year, the powers that be put their players 

| onthe field armed with what they consider to be the best product on the market. Who will come out victorious is still clouded 
| by the future, but the line has been drawn in the sand. To 989 Studios it might seem more like a trench, because GameDay 

2000 is loaded with new features. Besides new playbooks, 3D models and animations (there are 13 catching animations this 
| year compared to the six in last year's), and a ton of other things the average player won't notice but will still appreciate, there 

are number of new modes. Most notably, the addition of the GM, Play Editor, and Practice modes. 

   

General Manager mode gives the player 
the opportunity to run his or her own 
team. From drafting players to hiring free 
agents, the team is yours. Hire that hot 
new player, take in one you've created, or 
import a senior player from Game 
Breaker 2000; but make sure you watch 
that salary cap because players with skills 
will cost more than your average Joe. Run 
your team through preseason (where 
players that get the ball get better, and 
players that don’t get cut), and then you're 
ready to take on the world. Screw up, 
however, and the team will cut you — 
game over, unless you get lucky and get 
an offer from another team. Of course, | 
who's to say being hired as the GM of the 
Bengals is lucky? 

So how many concussions can one | is . j —— ne cat ina year? That's right, in this year’s GameDay you finally have the ability to create your 
nu | own plays or edit other plays 

and then add them to your — iepipepppestuse . = 

This mode gives you the opportunity to hone your sheet ake i receiver's iit} liao sae 
GameDay football skills. First, place the ball die nce erie ~ post SHORT = 
anywhere on the field, and then choose your Garterback wilt all Bs dthen [a = 
offense and the defense you wish to bust. Runthe _ ne ee iu bse Did courte ue 
play, over and over if you like, it doesn’t matter; it's | ae alen a feseiee fiat cach team a 

| practice, complete with practice uniforms and field. 
| Orif offense isn’t your problem, you can play onthe — 

defensive side of the ball against any offense. You 

has custom playbooks, as well 
as plays created by the pros — 

| know what they always say, “practice 
makes perfect.” 

+e. 

Ricky Williams is going to 
be awesome. 

  
      

          

   

  

      

    

    
   

POST MEDION 
POST Lag 

i 
j i    

i Os Help 

| themselves? 

| Last year, Game Informer had a number of complaints about GameDay. 
| So many in fact, that the team at Red Zone took special care to alleviate 

GameDay 2000 will also features a multitude of new #% a number of them. One of our biggest gripes last year was that the 
commentary by Phil Simms and Dick Enberg (which 989 J offense was just too powerful. GameDay 99 had a ton of money plays and 

= says will not be as repetitive as last year). To complete | using the jump button made it possible to complete almost any pass. Well 
= the TV-styled package, Phil Simms will also break down jf 989 listened, and has given the defense a shot of adrenaline this year by 

plays using the telestrator. As would be expected, there making them a tough crew to deal with. Not only will a DB come back to 
_ will also be a Season mode complete with the Pro Bowl jf block the ball, but the linebackers will work through picks creating great 

a} (which can include your created players — if you can | one-on-one battles in the secondary. Other smaller complaints, like not 
Tan make the cut) and the Super Bowl. For the history buffs, | using the punter after a safety, have also been fixed. So you can expect 

Youle _. GameDay 2000 will also include every Super Bowl team | GameDay 2000, if they can keep the bugs out, to be an impressive 
ee as well as throwback uniforms. ™ product that should make a serious run at being the top dog of 

PlayStation football. 

   

 



PlayStation 
Preview 
e Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Sports 

(8-Player Via Multi-Tap) 

¢ Special Features: Create Player & 

Customize Roster; Play Editor With 

Team-Specific Playbooks; 8-Player Franchise 

Mode With Career Stats; New Passing 
Mode; Custom Season; Dual Shock & 
Analog Compatible 

¢ Created by: Tiburon for EA Sports 

¢ Available: Late August for PlayStation 

80% Complete 

    
     

     

  

   

   
     

  

    
    

  

     

   
   
   
    

Last year Madden took the crown as the top selling PlayStation football game. 

It was also the favorite amongst the Game Informer reviewers. With an already 

superior season and the killer Franchise mode, Madden 99's graphical 

improvements were the icing on the cake. Madden 2000 has a rougher road 

ahead of it. The appearance of a Dreamcast football game and the constant battle 

with GameDay (revamped and ready for this year), will put the tenth installment 

of Madden under the microscope. Here’s some new features to look for. 

The secondary will never shake the ball loose 
from the sure-handed Glover. 

Throw It Deep 

There are two new passing controls that 
change the dynamics of Madden’s air attack. First, 
a feature that EA has dubbed “route-based 
passing’ lets the QB throw it to the spot where the 
receiver finishes his route — perfect for those out 
patterns. Second, a new offensive audible will give 
you the ability to change one receiver's route when 
you come to the line of scrimmage. This may allow 
you to exploit soft zone coverage or defensive 
holes. 

Purple Power! 

    

  

Franchise Mode 

Playing as an NFL GM is made possible through this mode, 
introduced in last year’s version of Madden. Signing free agents 

and renewing contracts will still be a large portion of this game 
within a game, but Madden 2000 will track players’ stats over 
multiple seasons and award year end awards like MVP, rookie, 

and coach of the year. Franchise mode also supports up to eight 

—oe users who can trade and make deals using their favorite teams. 

It may take a lot a work to help Fantasy football freaks even have the ability to manage a team 

this stumbling franchise. for up to 30 consecutive seasons. Can you say Randy Moss, Jr.? 

      

   
    
     
   
    
   

       

  

    
     

  

    
    

    
    
  
    
    
    
    
    
     

   

  

     

   
   
    
   

  

   

    
   
   
   

  

  

   
Madden 99 had a brand new look and Madden 2000 is promising a 

new look to this year’s player models. The change isn't that drastic and 

many familiar animations and moves will be present. EA Sports gave 

linemen some extra weight and trimmed off a little from the secondary. 

They also added some sideline celebrations 

As of late, the Madden series hasn't exactly been the innovator in 

terms of playcontrol and has stuck to the “tradition of robust gameplay” as - , Marine: will continiie His 

EA put it. The robustness of Madden's PRE Ee ie ae ae git Lc = dominance with bullets like this. 

schemes. For the novices, EA also 
continues with its easier “One- 
Button” mode. The running game is 
promised to be better and should 
be enhanced with new controls to 
shake off tacklers. 

   

in Bronco fans may see Bubby 
The Broncos’ sideline grimaces as throw some INTs without Elway. 

their star RB takes a lick. 

lf you mash the buttons at the right time, you | 
might be able to shake the tackle. 

ntti 
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Preview 
¢ Size: 1 CD-ROM 
¢ Style: 1-Player Action/Adventure 

¢ Special Features: Seamless 3D World; 4 
Abilities To Acquire Including Pass Through, 

Wall Crawling, Swimming, & Force; 
Complex Puzzles; Block Moving & Flipping; 
CG & Real-Time Cutscenes Complete With 

Voice-Overs; Dual Shock & Analog 

Compatible; Memory Card Required 
¢ Created by: Crystal Dynamics for Eidos 
¢ Available: Whenever It’s Finished for 

PlayStation 

90% Complete 

     

    

Few games have been as anticipated as Legacy of Kain: Soul Reaver, and 
few games have faced as much adversity. Held at bay by the double-edged 
sword of public and press expectations, Soul Reaver has fallen into a'dewnward 
spiral of delays. Even the product we have on our desks (in the middle of June) 
is infested with bugs. Obviously, Kain has missed its anticipated June 8th 
release. The developers have now adopted the Miyamoto philosophiy of: “when 
it’s finished, we'll put it out.” 

But even with all the problems and del iS, Soul Reaver has endured. The 
product is finally coming together. Previous versions of this game were like 
technology demos — lots to see, but absolutely nothing to do. This long- 
standing problem for Soul Reaver had the skeptics here convinced that Soul 
Reaver was destined to go the way of Godzilla the movie (which had lots of 
hype, was pretty to look at, but sucked). Then, low and behold in the final hour, 
Crystal Dynamics delivers a version of Soul Reaver that is not only nearly 
complete, but entertaining as well. 

The game starts off with an impressive computer generated video that 
explains the plight of the story’s protagonist, Raziel. As in the first game, the 
story is fantastic so we don’t want to ruin it for you. But we will tell you that the 
basic premise has you cruising around Nosgoth, feeding on the souls of your 
enemies as you try to destroy your nemesis, Kain. 

Soul Reaver’s gameplay falls somewhere between Tomb Raider and Zelda. 
The world you explore and the basic controls scream Lara, but the two planes 

oo (Material and Spectral), as well as the fighting and puzzles, shriek Link. You 
Into the drink, you ghastly fiend! = begin the game, and every session, in the Spectral Plane deep underground. In 

this plane you can’t grab anything, open anything, or move anything — these 
things can only be done in the Material Plane. To enter the Material Plane, you 
must first devour lost souls in the Spectral Plane until you have enough power 
to materialize through one of the various portals located throughout Nosgoth. 
Once in the physical plane you may abandon your body at any time and return 
to the Spectral Plane. 

Mastering travel between these two planes is the secret to solving many of 
the puzzles in Soul Reaver. And as you travel Nosgoth and defeat the different 97 
vampire clans hidden throughout the kingdom, Raziel will gain more powers- “| 
namely, the ability to phase through gates, scale walls, fire telekinetic force 
projectiles, and swim. As Raziel attains these powers (mostly by defeating one 
of the four bosses in the game), you'll gain access to more of the world. 

g Phasing through gates features Travel through Nosgoth is primarily done in the Material Plane, however, 
i dazzling particle effects. : | _ manifesting in this plane is taxing on Raziel, so you must constantly feed. Killing 
Cee: vampires is not an easy task, as any flesh that is cleaved quickly heals. The only 

way to kill vampires or their minions is to impale them or burn them (with fire, 
water, or sunlight). Battle is fairly simple, as you can hold the R1 button to 
always face the enemy, and then attack with the square button. Once you’ve 
stunned them, you may impale, burn, or throw them at will. Simple, yet 
satisfying. 

While still not complete, Kain has us chomping at the bit to get our hands 
on the final version. However, don’t be too surprised if it slides again, as bug 
testing this immense game is a tedious task to say the least. But when, and we 
do mean when, Crystal Dynamics finishes Soul Reaver, it should be an 
adventure for the ages. 

  

  

   
        
     

                          

   

                        

      

    
    
    
    
    
    
    
    
     

Once you acquire the Soul Reaver, a © 
wraith sword, Raziel becomes a true 

killing machine. 

  

    

    



    

     

    
     

            

   

                                    

        

  

     

              

   

  

      

Preview 
e Size: 1 CD-ROM 
e Style: 1-Player Action/Adventure (2-Player 

Head-to-Head & Co-Op) 

¢ Special Features: First-Person Perspective; 

World War II Settings; 15 Authentic Era 

Weapons; Intelligent Enemies; 2-Player 

Split-Screen; Dual Shock & Analog 

Compatible 
¢ Created by: Dreamworks Interactive for 

Electronic Arts 

¢ Available: October for PlayStation 

Saving Private PlayStation 75% Complete 

       

  

   

  

hat do you do when the man behind such films as Raiders of the Lost Ark, 
Schindler's List, and Saving Private Ryan has an idea for a game? You make it, of 
course. In a nutshell, this is what happened when Steven Spielberg started 

brainstorming with his game developers at Dreamworks, and it has developed into the | 
first-person shooter known as Medal of Honor. 

Unlike most of the first-person shooters that make their way from PC to the PlayStation, 
Medal.of Honor is specifically designed for the PS-X. Taking the role of an operative for the 
Office of Strategic Services (OSS), the player is thrust into a variety of World War Il settings, 

including a U-Boat and a German prison camp. The tactics and missions have been created 
- with authenticity in mind, as Dreamworks enlisted the 

help of Capt. Dale Dye. A historian and combat veteran, 
Dye has worked as a consultant on such films as 
Platoon, Saving Private Ryan, and the upcoming Rules of 
Engagement. As a military advisor, Dye made sure that 
missions in Medal of Honor are accurate military 

scenarios. __ : 
The game is broken into eight separate 

environments and tactical OSS operations. Rescue, 
destroy, scuttle, attack, sabotage, capture, infiltrate, 
and prevent are the main overlying missions in Medal of 
Honor, but each operation includes three sub-missions. 
One mission may have you locate a downed plane and 
rescue a G3 operative, while another may ask you to 
pose as a German and infiltrate an enemy POW camp. 

The design team has spent a lot of time designing 
the enemy routines and animation in Medal of Honor. 
Expect to see the opposing forces duck for cover, grab | 
an injured leg, or dive on a grenade to protect 
‘surrounding attackers. Enemies have also been | 
designed to react to different hit locations when they 
are chopped down by your bullets: 

With authentic weapons, intriguing missions, and a 
WWII theme, Medal of Honor may fill a first-person void 
that has plagued the PlayStation in recent months. 

You can take over bunkers complete 
with stationary machine guns. 

  

Act quickly or the mission may 
soon be over. 

  
      

 



PlayStation 

Preview 
e Size: 4 CD-ROMs 

¢ Style: 1-Player Role-Playing Game 

¢ Special Features: 8 Characters; 16 

Guardian Forces; Mindblowing Animated 

CG Environments & Movies; Minigames; 

Collectable Card Game; Anatomically 

Feasible Characters; Dual Shock & Analog 

Compatible 

¢ Created by: Square Soft 

¢ Available: September for PlayStation (Now 

in Japan) 

85% Complete 
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tad atl      

  

The Final Fantasy series stands as one of the most innovative, 
imaginative, and awe-inspiring phenomena in the history of gaming. Final 
Fantasy VII completely blew away the competition with beautiful 
environments, brilliant concepts, and innovative design. Final Fantasy VIII 
continues this legacy by pushing the PlayStation past its limits and doing 
a complete overhaul of its predecessor’s gameplay dynamics. 

As could be expected, the game is graphically astounding. Gameplay 
frequently takes place in animated CG backdrops, making scenarios like 
running around on top of a moving train or being chased by a giant 
robotic spider through a war torn city both breathtaking and intense. 
Polygons and CG become practically interchangeable. 

Squares commitment to innovation didnt end at graphical and artistic achievement. 
The previous game's concepts of magic and ability have been completely reworked. Both 
materia and magic points have been scrapped and replaced with the Guardian Force System. 

The critters you summoned in the previous Final Fantasy are now referred to as Guardian 
Forces (GFs). You can still call them into battle for a mindblowing animated scene that leaves 
enemies devastated, but everything else about them has changed. When 
you “junction” a character to a Guardian Force, he or she gains the ability 
to summon, cast magic, use items, and in time, acquire special abilities as 
the Guardian Force gains experience. 

In addition to gaining experience, Guardian Forces even have their own 
set of hit points. When the command to summon is given, a blue bar 

counts down to the time of reckoning. During this period, the Guardian 
forces hit points overlap the character's. Thus the only limiting factor in 
summoning a GF is its hit points. As long as it doesn’t get knocked out, you 
can summon a Guardian Force as many times as you want. 

By using Ability Points gained at the end of each battle, you can 
upgrade a Guardian Force’s abilities or acquire junction abilities. Junctions 
allow you to apply magic to your weapons, armor, and stats in order to 
enhance them. A weapon with the status junction of sleep, for instance, has 
a chance of putting enemies under depending on how many sleep spells are 
junctioned with it. 

Magic is no longer purchased at shops, but must be gained by using the 
GF ability, “Draw.” Using Draw, characters can suck and store up to the 
99 spells of any type from an enemy. Enemies have a limitless supply of 
spells to absorb into your Guardian Force, so it always pays to stock up to 
maximum whenever you encounter enemies with new magic. 

While Limit Breaks are still a part of the game, they aren't as prevalent 
as they only work when your character is near death, and you have to 
perform them before any other action or you lose the opportunity. 

Square could have put out a Final Fantasy that was much like VII and 
we would have been perfectly satisfied. Instead they acted true to form and 
brought forth a new evolution in role-playing. 
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PlayStation 
® — 

f ro ‘ a 

revi eli D i= 3 J 

¢ Size: 2 CD-ROMs 

¢ Style: 1-Player Action/Shooter 

¢ Special Features: 17 Planes & 1 Space 

Fighter; Numerous Weapons; Over 40 

Missions; Dual Shock & Analog 

Compatible; Rudder Control; Multiple Paths 

¢ Created by: Namco 

¢ Available: Now in Japan for PlayStation 

(U.S. Release 2000) 
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j| The missile streaming effects are 
quite nice. 
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The outer space mission Is . | = 
but cool. oted gamers could probably make it through the game This entire level takes place 
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Ace Combat 3 features a lo 
futuristic planes. 

  
                  

Plenty of night missions in 
this game. 
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   PlayStation 

Preview 
e Size: 1 CD-ROM 

¢ Style: 1-Player Action/Adventure 

¢ Special Features: 2 Difficulty Levels; 

Multiple Story Paths; Save Points & 

Continues; Weapon Upgrades; Blood Trails; 

Dual Shock Compatible; Puzzles 

¢ Created by: Capcom 

¢ Available: September for PlayStation 

  

85% Complete     
Capeoms New Resident 

The joke around the office is to call Dino Crisis by different 

titles - Jurassic Evil or Resident Park are two labels that 

easily come to mind after playing just a few minutes of 

Capcom’s Resident Evil spin-off. In terms of story, Dino Crisis 

has nothing to do with Resident Evil, but almost everything 

else in this game is identical to Capcom’s successful survival 

horror series. 

The control in Dino Crisis is just like playing Resident Evil. 

There’s a run button, an action/shoot button, and a button to 

aim your weapon. There have been a few minor additions in 

the form of a quick turn button and the ability to walk with a weapon 

drawn, but veterans of Resident Evil have already mastered this 

battle-tested control. Additionally, the puzzles in Dino Crisis have 

a familiar twist to them, and most involve finding a number of 

items and using them in particular places. Unlike Resident Evil 2, 
Dino Crisis’ puzzles are largely based on a series of numerical /alpha- 

betical puzzles that get progressively harder. You definitely have to 

scratch down some notes as you play along. 

Again like RE 2, Dino Crisis has two difficulty settings. In the 
Normal mode, weapons ‘and ammo are hard to come by. You start 

with a standard 9mm pistol 

and just a couple clips, so 

avoiding conflict and conserv- 
ing ammo is essential. On the 
other hand, Easy mode will 
start you off with the pistol, a 
shotgun, a grenade launcher, 

and a load of ammo for each. 

Mash on the controller to 
break iwose from Bus evil bite.       4 

7 

( 
4 

There are a number of service shafts 

that can be used as shortcuts. 

ET meee tne eer 3 Bee 
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In either mode, the oe 

  The compy are pretty harmless, ij 
but are good for target practice. 

and pistol can be upgraded 

with various parts to make 

each gun even deadlier. Also, 

the shotgun can be used with 

darts that are created by 
mixing various toxins that are 

found throughout the game. 
Just like mixing herbs in the 
RE games, creating a potent 

mixture can paralyze a dinosaur with one shot. Mixing these 
chemicals can also benefit you in the form of extra health. 

As you can tell, Dino Crisis is a cannibalization of Resident Evil. 

Back off, slime ball! 

_ This cookie cutter approach has worked for Capcom for many years, 

and we can’t argue that it doesn’t work with Dino Crisis. There are 

striking similarities, but any fan of Capcom should love Dino Crisis. 

This game is shaping up to be a blockbuster, and we highly suggest 
you keep your eyes peeled for this adventure coming to the 

PlayStation very soon. 

Rick gives aid to a comrade. 

Raptors don’t go down too easily. 

  

    



      Preview 
¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Racing 

(4-Player Via Multi-Tap) 

¢ Special Features: 2 Racing Modes; Tricks 

& Combos; 6 Characters Plus More 

Hidden; Night Racing; Short Cuts; 3 Engine 

Classes; 4-Player Split-Screen; Dual Shock 

& Analog Compatible 

¢ Created by: Electronic Arts 

¢ Available: August 31 for PlayStation 

85% Complete 

it may be the dog days of summer, but the time is right for a sled ride. The more we play Electronic 

Arts’ new snowmobiling game, Sled Storm, the more we like if. 
The racing alone is fantastic. With two styles of tracks, Open Mountain and SnoCross, you'll discover 

that the courses vary greatly with short cuts, tight technical turns, open glades that let you open up the 

throttle, and lots of opportunity to catch big air. Plus, different surfaces like water, dirt, ice, 

and powder will affect the performance of your sled. The control is loose and friendly, giving you 

the sensation of driving a snowmobile and not a car. The racing experience of Sled Storm 

is even more fantastic if you have some amigos to jockey with, as it will have a 4-player split- 

screen. 
Obviously, your ability affects the outcome of a race, however, the character you choose 

is rated according to top speed, acceleration, handling, stability, and tricks. In addition to 

that, sleds can be upgraded in the Championship mode with money earned by placing 

well in races and earning trick points. Equipment that can be upgraded includes engine 

size, headlight, starter, treads, skis, exhaust, onboard computer, shims, chassis, brakes, 
and more. 

But all of the aforementioned is merely gravy. The substance of this game is in the tricks. 

There are over 50 tricks to discover and combine. The harder the trick, the more points 

awarded. The more points awarded, the more money you get. Some of the tricks are kind of 

lame. For instance, one trick simply throws your shoulder forward. Big deal. But most of the 

tricks like heel clickers, superman airs, and can cans are pretty sweet. You can even spin 

around your handle bars and do a back flip if you have the proper skills. 

Sled Storm practically has it all. 
Big crashes, big air, a variety of 720 a aa 
courses, solid mutliplayer features, |: le gh, Somehow, we were able to 

and most importantly, lots of stunts to [ es Hie __pass him on the wall. 
learn and master. This game 7 A 

from EA is definitely a one-of-kind 

experience that snowmobile and 

racing fans alike will want fo 
check out when it releases at the 
end of August. 
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For a different look, race at night. 
Swing around the handlebars 

for 1000 points.



   

   

            

   

   

  

PlayStation 

Preview 
e Size: 1 CD-ROM 

e Style: 1-Player Action 

¢ Special Features: 7 Worlds; Story Arc 

Follows the Movie; Jetpack Flying; First- 

Person Targeting; Intuitive Camera 

Controls; Pixar Quality Animation; Dual 

Shock & Analog Compatible 

¢ Created by: Disney Interactive for 

Activision 

¢ Available: December for PlayStation 

(Nintendo 64) 

70% Complete 

The Toys Are Back in Towm 
Whenever we watch Toy Story, we get a little teary eyed. It’s 

not that this film delivers a moving story that yanks on our emotions; 
it’s the fact that Andy is stuck with a bunch of lame toys and 
we feel for the unfortunate child. Where are all of his Star Wars 
and GI Joe figures? This kid doesn’t even have a Transformer, 

let alone a Go Bot. The 
excitement in his toy room 
revolves around wooden 
blocks and a stupid cowboy 
toy. Really, who wants to play 
with a Woody?! 

The landmark film that 
rocked theaters in 1995 is 
expanding to the world of 
sequels. In December, Andy 
and all his humdrum toys will 
grace the big screen once 
again. This time around, 
Andy is older and wiser. 
Instead of hanging out in his 
room with his “wonderful” 
toys, he flees to summer 
camp. While he’s away, 
good ol’ mom and dad hold 
a garage sale, selling 
everything from toasters 
and bath-mats, to baby 
clothes and Andy’s Woody. 
That’s right! Woody is 
accidentally stocked as a 
sales item, and apparently he’s 
a valuable one. A greedy toy 
collector purchases Woody 
before the rest of the toys can 

return him to Andy's 

  

    

feta 

  

  
  

  
    

  

toy chest. It’s up to Buzz 
Lightyear and those other 
worthless toys to save the day. 

In the game, which happens 
to come out on the same day 
as the movie for both 
PlayStation and Nintendo 64, 
players assume the role of 
Buzz, the only semi-decent 
toy in Andy’s collection. The rest 
of the toys are around, but only 
as secondary characters that 
Buzz interacts with and 
occasionally calls upon for 
help. The adventure starts in 
Andy’s room, then eventually 
works its way outside and to 
the toy collector's hovel. There 
are seven different environments 
in the game, all decorated 
nicely in the third-dimension. 
This time, Buzz’s gadgets 
actually work. His wrist- 
mounted laser beam shoots out 
killer energy, and his jetpack 
is capable of flight. 

Tricky platforming plays a 
large role in this title, as it did 
in the original game for SNES 
and Genesis. There are also 
swarms of evil toys to dismantle. 
Buzz had big dreams in the first 
game, though Woody insisted 
that he was just a toy; but now 
he can prove to Mr. Potato Head, 
Slinky Dog, Rex, Hamm, and that 
cute little Bo Peep broad that 

he’s much more than 
a toy. He can proudly 
flex his plastic and 
call himself a space- 
man action star! 

In many ways, Toy 
Story 2 holds true to 
the old 16-bit release. 

       
                                  
    

    
    

    
  
  

  

  
  
    
  
  
  
            

Who needs a pod-race when 
you've got racing toys! 

  

ad 
i 7m    

  

Hello, have you seen my 
little friend Woody? 

Screw Woody! No friendship 
is worth this much hassle 

The animation is out of this world, the action is intense, 
and the gameplay closely follows the plot of the movie. 
Interspersed are cutscenes from the film, and rumor 
has it that Tom Hanks (the voice of Woody) and Tim 
“Don’t Care For Him Much” Allen (the voice of Buzz) 
will record additional dialogue for the game.   a a: —  r—“‘“RRSNNCrCd



  

              
      
    

  
  

   
    
   

            
  
  
  

  
    

  
    

  

  

    
  

  
  
    

      

  

   

        

   

      

    
    
    
    
    
    
    
    
    
    
    
    
    
    
    
    
    

    

     

    
    
    
    
    
    

    
    
    
    
    
    
    
    
    
    
    
    
    

    

P WRESTLING 
FS 

Attitude may be the talk of the town now, but in a 
few months Electronic Arts will be entering the ring with 
WCW Mayhem. Not taking their license lightly, EA is 
putting in the time and cash to produce a game that will 
have all the features of any other wrestling title and 
then some. 

Mayhem should be a veritable WCW lexicon thanks 
to EA's excessive motion-capture and eye for detail. More 
than 600 moves, all faster and smoother than other 
wrestling games, will be distributed between over 60 
WCW wrestlers, but not haphazardly. If a certain 
maneuver hasn't been performed by the wrestler in 
question, then hig animated counterpart won't be able to do 
it either. Not only will the grapplers perform their signature 
maneuvers accurately, even the standard moves will be 
performed in that wrestler’s style. Thus, no two body 
slame will be the same. Collision is algo a big issue, go for 
once, a seven foot heavyweight can't grab the air above a 
five foot cruigerweight and put him in a hold. 

In the 15 different ringg (Nitro, Thunder, Gaturday 
Night, and 12 pay-per-view settings), the play by play will 
be given by Bobby “The Brain” and Tony Schiavone, with 
“Mean” Gene doing the ring announcing. But who cares 
about them if you can’t get the crowd on your side? A 
Momentum Meter gauges who has the advantage and the 
support of the crowd, with cheers and chants starting up 
for the fan favorites. 

If this were just a wrestling game, the few features 
already mentioned would be enough. But this isn’t just 
wrestling, this is Mayhem. EA has realized that half the 
entertainment of WCW happens outside the ring. The 
chaos of a WCW live event will be realized as players throw 
each other through walle and into backstage areas 
(including bathrooms), where any item laying around can 
be used as a weapon. The behind the scenes action will be 
seen through backstage security cameras, bringing on that 
true television feel. 

Add in an extensive Create-a-Wrestler (with the 
announcing team recognizing your wrestler’s name), 

Ctoryline mode, a crazy number of match stipulations, a 
massive measure of FMV...Whooo! Who's your daddy? 
WCW Mayhem is a genetic freak. Qooooh yeah! 

  

    

   

  

   
Watch it, Buff. Showboating will cost 

you every time 

  

  

   

    

          

     

PlayStation 
Preview 
¢ Size: 1 CD-ROM 
¢ Style: 1 to 4-Player Fighting 

¢ Special Features: Over GO Wrestlers; Over 

600 Moves; All Manuevers Unique to the 

Wrestler; Fighting Outside the Ring; Create- 

a-Wrestler; Momentum Meter; Plenty of 

FMV 
¢ Created by: Kodiak for Electronic Arts 

¢ Available: Fall for PlayStation 

65% Complete 

   

    

  

            

   

     

    

   

  

  

  

     

  

Minnesota favorite, Henning, 

chooli Man. 
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PlayStation 

Preview 

  

   

  

  

  

Game Informer * August ‘99 

¢ Size: 1 CD-ROM 
¢ Style: 1-Player Role-Playing Game 

¢ Special Features: Mech Theme; Fully 

Rotatable Battlefield Maps; Battle 

Cutscenes With Multiple Viewing Angles; 
5 Endings; 56 Scenarios; Packaged 
With Lunar 2 Demo 

¢ Created by: Working Designs 

¢ Available: October for PlayStation 

50% Complete 

In Detonator Gauntlet, a mech-themed 

| RPG for the PlayStation, players assume the 

@4' role of Bastion, an impatient young man from 

| a small village. Your father, Kamorge, is an 

17 expert warrior with a shadowy past that 

» haunts him. Your village is attacked by the 
| Empire, and Bastion and Kamorge are forced 

# to defend it from the forces of evil. 
During battle, you are joined by lone and 

Reyna, two soldiers from the Corp, a group of 

| rebels who wage war against the Imperial 

© Forces. As you are locked in battle with the 
4 evil minions, Princess Shaina of the Empire is 

| on her way to the front lines to investigate 
| reports of corruption within the ranks of the 

| Imperial soldiers. 

Wait a second. We’ve got an impetuous 

young warrior, an aging teacher with a 
mysterious background, an evil Empire, a 

~ small pod of rebels, and a sassy Princess. 

Sound familiar? If some big gorilla-bear thing 
shows up, we’re phoning LucasArts. 

Detonator Gauntlet’s gameplay is similar 
=. to Final Fantasy Tactics. After you select 

| your attack and engage the enemy, the 
| battle is shown in a 3D cutscene. During the 

| turn-based combat, players don mech body 

armor, which must be repaired. 56 scenarios 

“ and 5 different endings add to the replay 

value of this one, which should be out this fall 

packaged with a Lunar 2 demo. 

PlayStation 

Preview 

  

       
      
      
     

       
     
   

ee nena 

e Size: 1 CD-ROM 

¢ Style: 1-Player Action 

¢ Special Features: Different Bomb 
Types; Power-Ups; Place or Hurl Bombs; 

Remote Detonation; Jump & Dash; 

Bosses; Dual Shock & Analog 

Compatible; Unlimited Continues 
¢ Created by: Bandai 

¢ Available: Spring 2000 for PlayStation 

   90% Complete 

  

ursting 

With Flavor 

Bomberman is fine, but we crave a demoli- 
; tion expert with style and attitude. The Silent 
| Bomber can do everything Bomberman can 
and more, plus he does it with that anime flair 
that is all the rage these days. 

As the Silent Bomber, you’re in a futuristic 
world battling a host of mechanical enemies 

| and weaponry like mobile turrets, hovercraft, 
tanks, giant cannons, and mecha-like robots. 
The 2 1/2D environments are multi-tiered and 
contain colorful and detailed textures and 
backgrounds. The enemies are also designed 
nicely and demand that you employ different 
tactics. Some enemies use long-range rocket 
launchers, while others have powerful shields 
and attack you with a light saber up close. 

You have an unlimited supply of standard 
bombs, but can acquire napalm, anti-gravity, 
and paralysis bombs through power-ups. You 

can place a bomb and detonate it from afar, 
or lock onto an object and shoot bombs onto 
a target, where they stick until detonated. At 

first you can only place two bombs at a time, 
but as you collect E-Chips, you can gain the 

| ability to set more, as well as increase the 
| blast radius and your shield strength. 

We had a lot of fun playing this preview 
; version and can’t wait to play a version that 

| tells the story in English. 

    
  

      
      

    

 



PlayStation 
Previelw 

  

    

      
              
  

    
  

    
      

        

e Size: 4 CD-ROMs 
e Style: 1-Player Action/RPG 

¢ Special Features: Multiple Endings With 

Variations; 60 Minutes of FMV; No Load 
Times; Customize Your Body; Dual Shock 

& Analog Compatible 
¢ Created by: Silicon Knights 

¢ Available: Unknown 

  

75% Complete 

To Err Is Human, 

To Kill Cyborgs Divine 

Prosthetic technology is evolving to the 
point that humans will be able to replace 

missing body parts. with artificial limbs that 
rival the originals. Too Human, set in 2450 

A.D., centers around humankind’s struggle to’ 

deal with the blurred distinction between 
man and machine. You are John Franks, a cop 
whose partner was killed by a cyborg. You 

') must infiltrate the Aesir Corporation, the 
leading manufacturer of cyborg technology, 
to discover the real reason behind your 

friend’s death. 

Too Human combines Metal Gear game- 
play with RPG elements, and features 

_ beautiful hi-res graphics running at a smooth 
30 frames per second. Also, Silicon Knights 

have eliminated distance fog and load times. 

Transitions between gameplay and FMV 
scenes are seamless. There are over 60 
minutes of FMV scenes, 2 hours of voice- 

overs, and 4 endings with variations. The 
camera is similar to that of Tomb Raider, 

| following directly behind the player. 

Gameplay is affected by how you cus- 
tomize your cybernetic body. You can choose 

to load up on upper body strength and 
' weapons, or emphasize speed and stealth. 

Also, you are equipped with an optical 

implant that allows you to detect enemies 
and security lasers, as well as giving you 
night and infrared vision. 

PlayStation 
¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Sports 

¢ Special Features: Blue Chips Recruiting; 

Edit Schedule; Create-A-Player; 

Customizable Playbook; Over 130 Teams; 

Commentary by Keith Jackson; Dual Shock 

& Analog Compatible 

¢ Created by: RedZone Interactive 

for 989 Studios 

¢ Available: September for PlayStation 

75% Complete 

   
     
      

    

     

  

      

  

   

  

WA 
BREAKER 

To say the very least, we at Game 

Informer are avid college football fans, who 

not only cherish this sport’s existence, but 

also document its every transaction. We 
have thousands, maybe even millions of files 

dating back to the early 70’s. Every little 

fact is stored in these priceless records. 
- You name it, we know it. And when college 

football meets vids, we love to get down and 

' dirty with 989 Studios’ phenomenal series, 

NCAA GameBreaker. 

Many would consider last year’s release 

= the best ever. In GameBreaker 2000, a ton 
of enhancements have been implemented. 

The gameplay is much smoother, as smooth 

as a newborn’s rear. And get this, the 
front-end is so option-heavy that it just hurts 

_ to think about all of the college football joy 
it will produce. Ahh...we can’t wait! 

If you are as huge a fan as us and can 
7 name all of the wide receivers for the 130 

_ plus teams in GameBreaker 2000, then get 
_ ready for a treat. This year’s installment is 
_ tight. The loading time has been slashed in 
half, and the money plays no longer exist. 

_ Head out to your local retailer and reserve 

your copy now! This game is going to fly off 
| the shelves! All this game needs now is 

_ cheerleader tossing! Rah! Rah! College foot- 
ball!! Yeah! Go! 
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¢ Size: 1 CD-ROM e Size: 1 CD-ROM 

e Style: 1 or 2-Player Sports e Style: 1 or 2-Player Action 

(8-Player Via Multi-Tap) ¢ Special Features: 10 Classic Arcade 

¢ Special Features: Team-Specific (on os cess aser aman sow tosoo Ports on One Disc; Full Arcade 

Strategies; Customizable Strategies; in, . i850 Conversions Complete With Bugs; Save 

Career Franchise Mode; Edit & Save a : & Load High Scores Via Memory Card; 

Lines; Arcade Mode; Shot Meter; Dual Difficulty Settings; CG Intro FMV 

Shock Compatible ¢ Replay Value: Moderate 

¢ Created by: EA Sports o e ¢ Created by: Konami 

* Available: September for PlayStation . ¢ Available: September for PlayStation 

80% Complete ba id Bottom Line: 6.75         

  

   

   

Concept: 8 6 

Will The Reign Graphics: 6 6 6.75 

Sound: 6 6 6.75 

Continue? Playability: 7.5 6 ray 
Entertainment: 7.5 8.5 6.5 
Overall: 7 6.5. 7 

      

Following in the footsteps of Namco’s 
| highly. successful Museum series, Konami 

| has compiled ten memorable (and some 

- not so memorable) games from the 80’s 

_ into one package. From arcade smash hits 
like Time Pilot to lesser known “huh?” 

| games like Pooyan, Konami Classics is def- 
| initely a trip down memory lane. 

| The games are brought to the 
PlayStation in all their original glory, com- 

| plete with all the bugs that we loved in the 
| past. Now, we could sit here and try to 

| explain why Gyruss is such a great game, 
| or why Circus Charlie will drive you batty, 
| but this is just one of those games that if 
you remember the originals, and you loved 

| them, then you know you must have this 

| game. So without further ado, here are the 

| ten games of Konami Arcade Classics and 
the years they were released. 

Last year’s version of NHL Hockey received 

mixed reviews. While it had some of the best 
playcontrol of any hockey game, the graphics 
were lambasted for choppy action and poor 
framerate. EA Sports is attempting to fix this 
problem and boasts that NHL 2000 has “a 

faster, more playable framerate.” Even so, 

NHL 2000 will have some new control fea- 
tures, including the dumbed-down Arcade 

“ mode that has become commonplace in EA 

iat mie Sports’ games. This year, players into bone- 
WS a crushing checks will be able to hit even hard- 

er with a big hit button. On the other side of 
the puck, a new big deke move may leave the 

defense with their jocks on the ice. The frus- 

tration involved with hockey will also lead to 

fights and EA has added a button mashing 
feature to the fighting. Dropping the gloves 

will now be more about hitting the buttons as 

fast as you can, rather than strategically land- 

=~ ing punches. 

  
“Classic collections can pretty much ° Scramble-1981 * Gyruss - 1983 

Of course, there ae new features off the be taken for face value: either you like * Super Cobra - 1981 ¢ Road Fighter - 1984 
frozen surface that will keep NHL fanatics them or you don't. And since this © Pooyan — 1981 © Circus Charlie - 1984 

playing long into the summer. Incorporating collection includes two of my all-time Time Pilot- 1982 _ » Yie Ar Kung-Fu - 1985 
the successful Franchise mode introduced in faves, namely Time Pilot and Gyruss, | . Rog 'n Rope - 1983 * ShaoLin’s Road - 1985 
Madden, EA Sports will add a new Career like it." 
mode to NHL 2000. This will allow you to 
build the next NHL powerhouse over a number 

of seasons. Player trades, drafts, and free rable gained: Mon, “Tune Pilot gives 

‘agency lets you mold a team with the bril- tag thumb cramps. It’s hard to justify 

| liance of Bob Gainey. plunking down 40 bucks, so | suggest 
P a trial run.” 

Circus If you are into. nostalgia, this retro t Charlie 
compilation has some very memo- 

. “Two words ~ Circus Charlie. The rest 
of the games are more or less 

irrelevant until | beat the living snot 
out of the aggravating play in good ol’ 

CC. It sucked away my allowance as a 

kid, and now it’s time for it to cash 

out. Here | come dreaded monkeys!!! 

Oh yeah, the rest of the games are 

neat too.”     



  

e Size: 1 CD-ROM 

¢ Style: 1-Player Role-Playing Game 

¢ Special Features: Final Fantasy V and 

Final Fantasy VI on 1 Disc; New 

Computer-Generated Full Motion Video 

Opening & Closing Sequences 

¢ Created by: Square Soft 

¢ Available: Winter 99 for PlayStation 

70% Complete 

Fans of Final Fantasy have been begging - 

ho pleading — with Square Soft to publish the 
Super Famicom (the Japanese equivalent of our 
Super Nintendo) title, Final Fantasy V, here in 

the States. For those of you who aren’t in the 
know, FF V was never brought to our shores, so 

an English version of the product has: never 
been available. Until now. 

Coming this winter to a PlayStation near you 
is Final Fantasy Anthology, a collection that 

features both Final Fantasy V and VI. If you are 
wondering which game is FF VI, it was originally 

; published here in the States under the moniker 
Final Fantasy Ill on the Super Nintendo. And to 

alleviate confusion, Square has done away with 

the incorrect English numbering and gone back 
to its roots. © 

To bring these classic RPGs up to speed with 

today’s powerful machines, Square has added . 

' computer-generated full motion video 
sequences at both the beginning and end of 

' both games. So even if you managed to play 
through the Japanese versions of the game, 

there are still good reasons to play these 
updates. 

For RPG fans, Anthology is a godsend, as 
both games feature epic storylines and dozens 
of hours of gameplay. If you like RPGs, don’t 
miss this classic collection. 

  

¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Sports 

(8-Player Via Multi-Tap) 

¢ Special Features: All 28 NHL Teams 

Including the Atlanta Thrashers; 7 
Camera Angles; Motion-Capture 

Animation; Commentary by Mike Emrick 

& Darren Pang; Icon Passing & 

Switching; Create & Manage Team 

e Created by: 989 Studios 

¢ Available: October for PlayStation 

80% Complete 

Put That in Your 
Puck & Smoke It 

      

   
       

     

     

   
   

   

Unlike GameDay, which has seen victory 

over Madden in the past, FaceOff has always 

played second fiddle to EA’s NHL Hockey. 
; Luckily, 989 Studios isn’t satisfied with sec- 

~ ond place. While we haven’t seen the newest 
ws installment in action, it is obvious that the 

¥ team at 989 has put a lot of work into it. 
Featuring all 28 NHL teams (including the 

2 expansion Atlanta Thrashers), eight interna- 
tional teams, and all the arenas complete 

with championship banners and jumbotrons; 

the NHL is here in its entirety. As would be 

,.| expected, FaceOff 2000 features all the stan- 
‘\ dard modes including Season, Exhibition, and 

Player Create. There is also the ability to 

“We draft, trade, release, and sign free agents for 
 @ any team, ‘so you can build your ultimate 

team. 

‘But the innovations don’t stop there, as 

FaceOff 99 will also feature 150 new player 

7 animations, a new “Puck Halo” to make the 

| puck easier to see, and a new artificial intel- 

ligence (Al) system dubbed I.C.E. or 
| Intelligence Comprehension Execution. Of 
) course, the latter is just a trademarked mar- 

keting word that doesn’t really mean any- 
thing - but FaceOff 2000’s got it nonetheless. 
Hopefully we'll have a hands on next month. 

   



Preview 
e Size: 1 GD-ROM 

e Style: 1 to 4-Player Sports 

¢ Special Features: All NBA Teams; More 

Than 400 NBA Players; Detailed Player 

Models; Extensive Player Create; Offensive 

Play Calling; Arcade Mode; VMU 
Compatible 

¢ Created by: Visual Concepts for Sega 

e Available: October for Dreamcast 

80% Complete 
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You've got to make your 
_ free throws.             
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    Williams is part of the. 
NBA’ future. _ 

      
  

  

  
  
      

        
          

    

   
NBA 2K has a wide 
selection of plays 
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2) Preview 
¢ Size: 1 GD-ROM 
e Style: 1 or 2-Player Fighting 
¢ Special Features: Tons of Modes Including 

Team & Survival; Facial Expressions; All 17 

Combatants From the Arcade (Possibly 

More Hidden); 18 Arenas; VMU & Puru 

Puru Compatible 

¢ Created by: Namco 
¢ Available: September 9 for Dreamcast 

75% Complete 
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TAKE SS Qe oe KILEY E 7 = dele 
sy ) ea hit vl ince the rise of high-end gaming, Namco has been one of Sony's 

most powerful allies. This hard hitting relationship was expected to 
cross over to the dynamic-machines as well, where Namco would 

help Sony reign supreme yet again with PlayStation 2. But low and behold, 

be *. unexpected turbulence has thrown our little theory out of whack, and Namco is now 
@ — in bed with the enemy. For the September 9 Dreamcast launch, Namco is 
%e unleashing Soul Calibur, the sequel to Soul Edge (better known as Soul Blade for 

     

     
    

          

   

  

   

“y PlayStation). Namco hasn’t written Sony off, not in the slightest. It will still create 

software for PlayStation (and PlayStation 2), but will now bring its powerful 

software to the wider spectrum of gaming. If the PlayStation can’t handle a 
game, then maybe Dreamcast can. 

ee Namco really couldn’t have chosen a better game to christen the Dreamcast 

* ¥ with. Soul Calibur looks drop dead gorgeous on Sega’s next console. All of the 

_ little details from the original arcade offering have transferred to the Dreamcast 

without alteration. Ivy's hair gently blows side to side in a spring breeze. Solar 

flares ricochet off Mitsurugi’s blade, creating a tremendous show of effects. You'll 

™ even see changing facial expressions for all of the characters. The character models 
"une are also something to behold. Textures don’t tear at the seams or joints, and any 

if ®{) minuscule change in lighting is displayed realistically on the character’s body. 

All 17 fighters from the arcade are jam-packed into this port. As 

with the original offering, ten greet the player from the start, the 
other seven remain hidden. We've also heard reports that at least 

one more “new” character is lurking in the shadows. The home 
version of Tekken 3 unveiled Gon and Dr. Boskonovitch. Who will 

we see in Soul Calibur? Perhaps Pac-Man, since it is his 20th 

anniversary. Or will there be more Tekken characters to join 
Yoshimitsu? We'll have to wait until the 9th to see. 

As far as gameplay is concerned, Soul Calibur works nicely 
with the Dreamcast controller. The analog, while loose, can be 

manipulated to perform even the most dastardly moves and 

_ - | combos. All of the expert techniques, like 2-hit staggers and 

saints Pheri | Voldo’s 8-hit entourage, can be pulled off by a skilled player. Right 
PiySttlon we te Te ait nl you “now, the gameplay modes are standard fare (Survival, Team, 

Practice, etc.), and we 

haven't seen an Edge Master 

mode or any deviation from 
the standard play. 

There are a ton of 
fighting games scheduled 

for Dreamcast’s launch and 
holiday push, but rest 
assured, Soul Calibur is the 
without a doubt the most 
beautiful of the bunch. 
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Nintendo 64 Superman 
Ld = 

Review The development house responsible for the 
Automobili Lamborghini landfill has returned 

Be with yet another torturous video game 
snore ey eas ‘ experience. That's right. Titus Software is © ¢ Style: ayer Action (2 to 4 ; : ; 
Player Racing & Deathmatch) back, and it cometh with another one of its 

* Special Features: Super Powers trademark releases. This time around though, 
& Super Villains; Flight; 14 Titus has gone too far. Making terrible | 
RCH Meee SOftware is one thing, but creating disastrous 
Lane & Jimmy Olsen; Rumble & gameplay with the man of steel is no laughing 
Controller Pak Compatible. matter. When you choose Superman as a | 

= Replay valli ee license, you get a character that can take on 
: Rte Celine Re unlimited abuse. This Smallville hero can be | 

: assaulted with nuclear power and walk away 
Concept: without a scratch. He can lift buildings, stop 
Graphics: trains, and even catch bullets. But not in this 
Sound: . game. The most excitement you engage inis | 
Playability: . flying through endless series of rings. Woo 
Entertainment: 25 hoo! | can’t even describe how bad the rest of 

| 2 the game is. Even Lex Luthor wouldn't enforce 
ina: a fate like this on Supes. It’s too cruel. Dan “4 

Bottom Line: id Jurgens tried to kill this character, but he @ 
failed. Titus didn't. 

    

  

  
  

                      

Nintendo 64 Tonic wroulble by Matt, The Original Gamer 
oe ’ . 

Review The first thing that strikes you about Tonic | eg 
Trouble is main character Ed’s resemblance to y > Sey ke oe 

® Size: 128 Megabit Rayman. Same asparagus-shaped head, , 
CRE Ca ACCME same magic invisible limbs. Maybe they're 
* Special Features: Special cousins or something. In Tonic Trouble, your 
WEeCMP Cece cCn:taiacamm mission is to stop the chaos and genetic A 
1st-Person Sniper Mode; 12 mutations caused by a mysterious tonic that 
Levels; Puzzles & Mini-Training spilled all over the earth. These mutation have 
Meee eel resulted in bizarre mountains, rivers, and * 

* Replay Value: Moderate animals, as well as some very ticked-off giant _ 
pe ee ee vegetables. Like Rayman, Tonic Trouble | 
Nintendo 64 delivers familiar platforming gameplay with a 

few twists. As Ed completes levels, he is 
Concept: : rewarded with new gadgets that expand his 
Graphics: abilities. For instance, there is a peashooter 
Sound: which has a first-person Sniper mode to pick 
Playability: off enemies at a distance. Graphically, Tonic 
Entertainment: Trouble isn’t breathtaking, and there are still 

some camera problems which Ubi Soft says 
7 will be fixed. However, this game offers a wide 

variety of gameplay and solid control that | 
platformer fans should enjoy. 

Bottom Line: 

Review The Shadowgate name has become slightly —™ ae 
tarnished with this release. It has been a 4 . 

¢ Size: 128 Megabit decade since Shadowgate made its debut on | : ‘ 
* Style: 1-Player Adventure the NES. Back then, this fantasy adventure | 
¢ Special Features: 1st-Person was one of the best the NES had to offer. 

Perspective; Numerous Items; Today, the graphics of the old NES gare | 
Challenging Puzzles; Based On would seem archaic. Unfortunately, the 
the Classic NES Game graphics for the N64 version are equally 

: sae ee yeneereeee archaic. Granted, the graphics play a smal 
ania oe part in what should be a game filled with an @ 

« Available: Koa fer Nintendo: 64. intriguing story. But again, the N64 version 
lacks a gripping tale and the story that is § 
presented can best be described as flimsy. To & 

Concept: the game's credit, there aren't many titles like 
iil this for the N64 and a little diversity can be | 
Plavability: good. However, this title can only be yability: : Entantainmant recommended to those of you who can still 

remember the NES game or enjoy the retro 
scene. The second floor.and. beyond 

Bottom Line: | oF ; —- : * sonteins places. where no one 
“gather than myself has valked, 

© Game Informer ¢ August ‘99  
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wouldn't exactly call myself a tennis expert 
or even a tennis enthusiast. To be dead 
honest, | absolutely hate everything about 
tennis. | really don’t see the thrill in it. All | see 

| are two caged monkeys swatting a bouncy 
lemon back and forth. But | do have to admit 
| did take great interest in the SNES game, 

| Super Tennis. It was challenging and 
demanding of timely reflexes. When it came 
time to assign this review, | jumped at the 
opportunity. Could this game be just as 

; intense as Super Tennis? As | should have 
known, the answer is no. The only thing that 
| got out of this game was a reminder that 
this sport is lame. Sure this product dazzles 
the eye with its flashy animation and realism, 
but its gameplay is incredibly dull. All Star 
Tennis doesn’t have the ferocious bite to 

.* keep you playing on. Ignore it and call upon 
the SNES for any video tennis cravings. 

Since Mel Blanc’s passing, the Looney 
Tunes universe has more or less fallen to 
pieces. Case in point, Michael Jordan is now 
Bugs Bunny's sidekick; and Infogrames new 
title, Lost In Time, is a big pile of donkey doo. 
Not since Jersey Devil have | seen a 
PlayStation game with such washed out 
detail and horrible gameplay dynamics. | 
respect the overall design of this platformer, 
but the play just doesn’t cut the mustard. 
Believe me, it’s nice to see Bugs back at his 
old schtick rather than playing hoops, but this 
game doesn't do the license justice. To its 
benefit, Lost in Time does present a difficult 
challenge and a ton of secrets to find. 
However, the most trouble you'll encounter is 

= wrestling with this game's imperfect control. 

Echo Night 
Echo Night is a departure from the standard 
PlayStation fare. There have been first- 
person adventures before, but never a free- 
roaming 3D adventure where there are no 
weapons to be found. In this mystery title, 
players will speak with spirits aboard a ghost 
ship, traveling through time to help them 
depart to the great beyond. The game’s 
focus is on story, but unfortunately, it’s a 

| short story when what you expect is a novel. 
== combine this with graphics that should have 

been better, considering there aren't any 
moving enemies to contend with, and 
lackluster sound (not even a creepy 
background tune), and Echo Night soon 
frustrates more than it compels. Still, the 
game does have its scary moments, and 

_ those who enjoy using their cerebellums 
over their trigger fingers should check it out.   

chT FW UCLAN CU 

Ml Star iennis *98 | 

Review 
e Size: 96 Megabit 

¢ Style: 1 to 4-Player Tennis 

¢ Special Features: 8 Licensed 

WTA & ATP Tour Pros; 4 Original 

Characters; 8 Courts; Singles & 

Doubles Play; 3 Difficulty Levels; 

Bomb Tennis & World Tour Modes 

¢ Replay Value: Moderate 

* Created by: Smart Dog for 

Ubi Soft 

¢ Available: Now for Nintendo 64 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: 55 

Bugs Bunny Lost in) Time PlayStation — 

neve 
¢ Size: 1 CD-ROM 
¢ Style: 1-Player Action/Platform 

¢ Special Features: 5 Worlds; 
Special Moves; Mine Cart & 
Driving Levels; Real-Time 

Cutscenes; Dual Shock & Analog 
Compatible 

© Replay Value: Moderate 

* Created by: Behaviour Interactive 

& Warner Brothers Interactive for 
Infogrames 

¢ Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

¢ Size: 1 CD-ROM 

¢ Style: 1-Player Adventure 

e Special Features: Over 50 

Puzzles; 1st-Person Perspective; 

Over 40 Characters To Interact 

With; No Fighting; Alternate 

Endings; Dual Shock Compatible 

¢ Replay Value: Moderately Low 

¢ Created by: From Software for 

ACETEC 

¢ Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Game Informer ¢ August '99 ©



PlayStation 
Revie 
¢ Size: 1 CD-ROM 
¢ Style: 1-Player Shooter 

¢ Special Features: 4 Spacecraft 

With Unique Power-Ups (1 

Hidden); 7 Levels; 3 Difficulty 

Levels; Flight Record Save; 

Unlocked Backgrounds; Dual 

Shock Compatible 

e Replay Value: Moderate 

¢ Created by: IREM Software 
for AGETEC 

¢ Available: Now for PlayStation 

Concept: 
Graphics: 

Sound: 
Playability: 

Entertainment: 

¢ Size: Unknown 

e Style: 1-Player Racing 

¢ Special Features: 4 Cars; 40 

Tracks Spread Out Among. 10 

Locations; Old School Racing; 3 

Difficulties; Automatic 

Transmission Only; Varying 

Terrain; Road Hazards; Turn Signs 

e Replay Value: Moderate 

¢ Created by: Infogrames 

¢ Available: Now for Game Boy Color 

Concept: 
Graphics: 

Sound: 
Playability: 

Entertainment: 

Bottom Line: *, 

¢ Size: 4 Megabit 

¢ Style: 1 or 2-Player Action 

¢ Special Features: 32 Stages in 4 

Settings; 4 Booby Traps; 3 

Difficulty Settings; Password Save; 

2-Player Via Link Cable 

¢ Replay Value: Moderately High 

e Created by: Kemco 

¢ Available: Now for Game Boy Color 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: 

Game Informer ¢ August ‘99 
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Rei, pe Delta by Jay, The Gonzo Gamer 

R-Type Delta boasts that it’s the first R-Type | Sue my 4 

title to be in 3D, but it uses this effect for eye § o 

candy rather than action. Enemies will come 

at you from the background once in a rare 

while, but otherwise what we have is a pretty § 

update to the classic side-scroller. Fortunately, 

with four ships to choose from and three | 

difficulty levels (with Easy still being a ) ™ 

challenge), R-Type Delta delivers exactly 

what you'd expect from it: shoot-em-up 

action. Another nice feature is that a mere one 

slot on your memory card will save things 

such as time spent playing, high scores, 

average destruction rate, and how many § 

times the Delta Weapon (which destroys § 

everything on screen) has been used. R- Type 

Delta is a good addition to the series, but 

somewhat disappointing since it could have 

been so much more. 

Post t 

V-Rally Edition ‘99 is a pretty basic racing 

game with about four different turns. Players 

are given advance warning of the turns by | 
classic warning signs. Once you learn how to 
handle the turns, the game becomes more 

about reflexes than racing. Graphically 

speaking, racing games are not one of the 

Game Boy's strengths. To make up for this, a 

racer on the GBC needs a lot of options and 

special features. Unfortunately, V-Rally falls 

short in this respect. If you're looking for some 

“classic” racing action that falls somewhere 

between Pole Position and Rad Racer, V-Rally 
is a decent game, but Top Gear Pocket beats | 
it in every category. 

    
  

       

     
    
    
    
    
    
    
    
    
    
    
    
    
    
    
    
     

Very much like Spy vs. Spy for NES, this | 

Game Boy Color title has the player take on | | 
either the role of the black or white spy of Mad |< 

magazine fame. The goals to find a briefcase | 

and fill it with four objects hidden within a | 
maze of rooms. To thwart one another, various | 
booby traps can be set up, such as bombs in | 

desk drawers and water over doorways. Each | 

spy can also carry one trap-specific disarming | 

device, and one weapon if a more direct | __ 
method of attack is desired. Every time you | 

die, all the items you've collected are lost. Spy | 

vs. Spy is a fun one-player game that will | 

entertain long enough (the Al is pretty § 

devious), but it really comes alive with the | 

backstabbing action of the two-player game. | 

If you missed it way back when, it’s worth j 

checking out now.
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| | sound, graphics — it has all been replicated 
| perfectly on the Game Boy Color. Even the 

i little secrets like the life loop on stage 3-1 
| work just like they do in the original NES 
offering. Deluxe would have been worth the 
cash just for the authentic port, but Nintendo 

J} didn’t stop there. This game also includes a 
8) new Challenge mode that tests your skills in 
= a different way and forces you to hunt for red 

| coins and Yoshi eggs. A new Versus mode 
i has also been implemented, allowing you 
| and a friend to race head-to-head on every 
| stage. Deluxe also includes a customizable 

‘_{ calendar and a slew of secrets. Don't be shy 
& with this one folks. This resurrection has 

| transformed into a phenomenal release that 
should not be missed. 

| summer as popsicles and sunburn. Player- 
| haters may scoff at Disney's fomulaic flicks, 
i but this year’s money making machine is 
| Tarzan, and Activision hopes to make big 
bank with their Tarzan game for the GBC 
market. Graphically, Tarzan makes the most 

4 of the GBC’s capabilities. The cinematic intro 
is impressive, as are the character animations 
and detailed backdrops. A majority of the 
levels are divided into two sections: one in 
which you must collect a number of bananas; 
a second in which you must find Terk, Jane, 
or Tarzan. As you progress through 23 levels, 
these tasks become somewhat redundant. 

) Another problem is that Tarzan lacks the 
F ability to attack. While his non-violent 

} philosophy is admirable, sometimes we found 
| ourselves wishing to lay the smack down on 
/ our enemies. Still, Tarzan’s graphics and 
| accurate control should make this a popular 

f title for the youngsters. 

| you just gotta love. Not only is it addicting, 
| but even with years of practice there is 
| always plenty of challenge to keep you 
| playing. This fourth installment in the series 
| doesn't differ much from the original, as the 
| goal is still the same: to shoot and match 
| colored bubbles to clear the screen. Bust 4 
| has taken the premise to a new level, 
| however, by adding the ability to bounce 
bubbles off the ceiling, as well as including 
new special bubbles that float or even 
eliminate all like bubbles. Compared to the 
home console version, Bust-A-Move 4 on 
Game Boy Color is an adequate conversion 
(it doesn’t have the Story and Create Your 
Own Puzzle modes, otherwise it’s perfect). 
While it may be a little difficult to differentiate 
the bubbles (especially on the B&W Game 
Boy), in time you get used to it. If you like 

| Tetris, and have never given Bust-A-Move a 
® chance, | highly recommend it. 

° AT 

¢ Size: 4 Megabit (With 3 Slot 
Built-In Save) 

¢ Style: 1 or 2-Player Action/Platform 
¢ Special Features: Complete 1985 
NES Game; New Challenge & 
Versus Modes; Yoshi; 
Customizable Calendar; Link 
Cable, Infra-Red, & Printer 
Compatible 

¢ Replay Value: High 

¢ Created by: Nintendo 
* Available: Now for Game Boy Color 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment:   

¢ Size: Unknown 
¢ Style: 1 or 2-Player 
Action/Adventure 

¢ Special Features: Play as Little 
Tarzan, Adult Tarzan, Jane, or Terk; | 
20+ Levels; Compatible With Game | 
Boy Printer; 2 Player Hide N’ Seek 
Mode; Cinematic Intro Scene 

¢ Replay Value: Low 
¢ Created by: Digital Eclipse for 
Disney Interactive and Activision 

¢ Available: June 18 for Game Boy 
Color 

Concept: 
Graphics: 
Sound: 
Playability 
Entertainment 

¢ Size: 4 Megabit 

¢ Style: 1-Player Puzzle 

¢ Special Features: Puzzle, Player 

Vs. CPU, and Challenge Modes; 
10 Characters To Choose From; 5 

New Bubbles & Blocks 

¢ Replay Value: Moderately High 

¢ Created by: Taito/Crawfish 

Interactive for Acclaim 

¢ Available: Now for Game Boy 

Color (Game Boy) 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line:   
Game Informer * August ’99 67) 
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CREATED BY: FOX INTERACTIVE 
AVAILABLE: UNDETERMINED AVAILABLE: FALL 
John McClane and his juggernaut franchise have generated a slew of high-end video games Ogre Battle 3 is a real-time strategy game that continues the saga of the SNES cult hits Ogre 
spanning the arcade, PlayStation, and Saturn. Now, it's time to die even harder on Battle and Tactics Ogre. Much like the original, Ogre Battle 3 will require savvy unit 
Nintendo 64. Joining the ranks of James Bond and his fantastic first-person venture, movements and the mastery of spells, but with an element of exploration. For the N64, the 
GoldenEye, comes John McClane and his very own first-person extravaganza. Die Hard 64 Ogre Battle world is now rendered in a full three dimensions. 
delivers explosive graphics, insane John Woo double pistol packin’ excitement, and 
intelligent enemies that will make you squirm with frustration as you attempt to nail them to 
a coffin. Look for Die Hard in the year 2000. 

CREATED BY: BANDAI 
AVAILABLE: SPRING 2000 

This action/adventure game is very early, but 
one thing is clear: Countdown Vampires is a 
Resident Evil clone. The control and 
atmosphere are almost exactly the same. 
There is a run button and a shoulder button 

ROAD RASH 64 —- NINTENDO G4 | for aiming your weapon and the view is 

AVAILABLE: SEPTEMBER vampires appears in the title, 

Although Road Rash 64 is an original version created by a new team of designers, the track the enemies behave more 
designs and gameplay are similar to the PlayStation version that EA released last year. RR 64 like zombies. They're slow 
will be RAM Pak compatible and contain 12 weapons including nunchuks, a cattle prod, and a and dumb and they groan a 
can of mace. The game also uses a 4-player split-screen for four different multiplayer games: lot. One nice thing about 
Tag, Deathmatch, Ped Hunt, and Short Track Lap races. The control is very friendly at this point Vampires is that once the 
in the RR 64’s development, and the combat is a button-masher's delight. Switching weapons is enemies go down, they stay 
easy, and you can perform a clothesline move and jam another rider’s spokes. that way. 

© Game Informer ¢ August '99  
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PLAYSTATION ni a a AVEAAES 
CREATED BY: TOKA FOR THG 

CHEATED & ¥: BANDAL AVAILABLE: SEPTEMBER FOR PLAYSTATION 
Macross VF-X 2 is a shooter based on the 
Robotech universe. If you're unfamiliar with 
that, think of the Transformers, specifically the 
evil Decepticons. However, in Macross there 
are three modes of transformation: Veritech, 
Battleoid, and Guardian. Unfortunately, we 
were unable to discover what purpose the last 
mode served. Macross has a number of 
pilotable craft, CG cutscenes, primary and 
secondary weapons, three difficulties, and 
Arcade and Simulation modes. Currently, the 
control for this game is horrid. But the version 
we played was a Japanese demo, and 
therefore, it's still very early to say. 

In Knights of Carnage, dark fantasy 
meets the hack n’ slash genre. There are - 
over a dozen different species that can 
be sliced and diced in this medieval — 
monster of a game. Hack your way 
through gargoyle meat, and don't forget 
to make werewolf patties along the way! 
One or two players are welcome to travel - 
back to the simple age of peasant 
skewering, plagues, and warlock 
paranoia. It's like Dungeons & Dragons _ 
without the dice and annoying crowd of 
super geeks. 

  

| Ree 85.82 
Ss ~f 

oe 
an F f 

* 

a 71900 @ 
Hi i¢ via MEDEC INE? es 

CREATED BY- STORMFRONT STUDIOS FOR ELECT 
AVAILABLE: FALL 
NASCAR continues to blow up, grabbing the attention of sports fans from all wake of life. In fact _. 
one of our editors at GI is harboring a schoolgi Hike crush on ali little race drivin’ sprite named 

mis AS Akg 

“s tO 
Eve 

oo: 13.740 

Jeff Gordon. NASCAR 2000 is packed with 18 official tracks and 33 NASCAR: 
__ drivers and cars. Features include new car physics, improved Al, multiple views, 
and split-screen mode. This year, Pit choices and communication with bet 
crew ene! will play a ore parti in your success. — 

Game Ifformer © August '99 ©  
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GERNAUT - | TINY TANK UP YOUR ARSENAL - 
CREATED BY: TONKINHOUSE FOR JALECO oes te 
AVAILABLE: OCTOBER | CREATED BY: ANDNOW AND MGM INTERACTIVE FOR SCEA 

Jaleco’s Juggernaut combines Myst's AVAILABLE: AUGUST. 31 

cursor-based gameplay with the creepy |< oe : 1] When MGM Interactive introduced Tiny 
atmosphere of classic 70's horror flicks Tank io iho sani oo 

; gaming world last winter, it went 

iy ie sae and {he ee over like a fart in church. The savage 
Juggernaut’s three discs are packed with whipping it received at the hands of 

EMY Sulscenes, whic! simulate the reviewers led SCEA to take the project's 
grainy sepia tones of Super 8 film. At reins and give the game a major overhaul. 
times, the striking visuals produce some 
genuine chills, but the hackneyed 
dialogue quickly reminds you that it’s just 
a game. The sometimes agonizingly 
slow gameplay remains an acquired 
taste, but Juggernaut's innovative visual 
style might make Myst fans take notice. 

Thankfully, Sony slapped a muzzle on Tiny, 
so there's less of the grating dialogue that 
marred the first version. Also, slowdown and 

control issues have been addressed, 
resulting in a much improved game. Look 
for more on this one next issue. 

CREATED BY: NANA-ON-SHA FOR SCEA 
RELEASE: AUGUST 17 

A while back, a dog named PaRappa 

e : ocross FEATURING | wrecked the miggedy microphone on 
PlayStations from East to West. The 

CREATED BY: FUNCOM FOR THa infectious gameplay has been carried 

AVAILABLE: FALL | over to Um Jammer Lammy. This time 

Motocross star Ricky Carmichael might be an elfin 5’ 4” tall, but put him on a souped-up jj} you are Lammy, a punky sheep who 
Kawasaki and he’s a mountain of a man. Last year he won the 125cc Supercross | fronts the band Milk Can. As you 
Championship; now the pint-sized phenom wants to conquer the PS-X. Championship j| advance through the levels, use your 
Motocross features 12 tracks in locales such as Morocco, Australia, and Canada. Customize {| Dual Shock to unleash a torrent of tasty 
your bike by deciding on engine class, brakes, exhaust, tires, and suspension. Ride the Pro ff riffage, and unlock new guitar effects. As 
Circuit in Championship mode, or race a friend in 2-player mode. in PaRappa, the songs are hilarious, 7 eg 

| and the fun-factor is sky high. | double 
: Bee ee : a. 
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CREATED BY: SQUARE SOFT 
AVAILABLE: FALL IN JAPAN "stead of the much-anticipated sequel to 

ChronoTrigger, Square’s new RPG, 
created by the team responsible for Secret 
of Mana and Xenogears, is titled Dew 
Prism. A demo of Dew Prism will be 
bundled with Legend of Mana when it is 
released this Summer in Japan. Players 
can choose to play as characters Lou or 
Mint. Square promises a new and 
innovative battle interface for this one. No 
word as to the U.S. release date for 
Dew Prism. 

aig FHP 326 32) 

hs ag Hee 

BASS RISE —- PLAYSTATION  —_—s—r—_—_—_. _ 
CREATED BY: BANDAI CREATED BY: PURE FOR MINDSCAPE 
AVAILABLE: SEPTEMBER AVAILABLE: FALL 

This fishing game seems average at best, but it does begin with an amusing video of a guy 
fishing with glamour rock screaming in the background. Once you choose your lure and line 
strength, cast your lure and the camera will follow it underwater so you can see the pretty fish. 
Different lures require different presentations and the intro video actually displays some of the 
methods for you, like walking the dog. For the most part, you are fishing for blue gill and both 
large and small mouth bass. 

Two mutant rats named Washington and Jefferson have created an army of deadly rats that 
threaten to take over the globe. The Scratch Cats, a militia of cat commandos must drag a 
force field around the rats to detain them, then take them to the Eraticator to dispose of them. 
The game features 50+ levels of frenetic gameplay. 

pt 

| SR-X GRIFFON | 
| ccantotH— ia oo 

DEEP-X100 
$G72 

VIBRATION-X 
GGYeok 

.- Length: 51.9 ¢m Weight: 2410 y 
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DEVELOPED BY: N-SPACE FOR THG 
AVAILABLE: DECEMBER 
The Danger Girl comic series would be amazingly successful if it could 
hit its monthly deadlines. But really, when (if ever) has publisher 
Cliffhanger released anything on time? THQ assures us that the 
Danger Girl PlayStation game will in fact be on time, and yes, all of your 
favorite gun wielding babes are a part of this action/adventure offering. 
This December, comic fans will take matters into their own hands, 
and for once have the opportunity to nail the corrupt Hammer 

Organization with Danger Girl's curvaceous cast. 4 

      

    
  
  

          

      
  
  

  
  

  
  

          
    

  

      

CREATED BY: REFLECTIONS FOR GT INTERACTIVE 
AVAILABLE: JULY 8 FOR PLAYSTATION 

What can we say about this game? Good concept, good execution. Pulling off missions for the 
Mob just never gets old. Gangway, baby! Driver is getting its swerve on and pedestrians better 
not sleep. Hopefully the final version of this one will be out soon; we can hardly wait. To tide you 
over, here are pics of N.Y. & L.A. 

CREATED BY: ASCII FOR AGETEC 
AVAILABLE: AUGUST 

Armchair anglers get ready for AGETEC’s Bass Landing, a new fishing simulator for the PS-X. 

Packaged with a Dual-Shock compatible rod and reel controller, Bass Landing features five 

simulated lakes. Adjust factors such as temperature, time of day, location, depth, lure, rod and 
reel combinations, and line weight. Play options include Tutorial, Solo, and Tournament modes. 
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super mint previ} 

CREATED BY: PSYGNOSIS AND CAMDEN FOR PSYGNOSIS 
| AVAILABLE: SEPTEMBER 

Is it possible for custard to be evil? If you've had the new Teletubbie Custard at Burger 
King, you'd answer “yes.” In Kingsley’s Quest, the evil wizard, Bad Custard, is causing 
trouble all over the Fruit Kingdom (the mythical realm, not San Francisco). Kingsley, a 
plucky fox cub, must defeat Bad Custard and restore order to his world. Like Zelda 64, 
Kingsley combines action, platforming, and exploration — albeit without the genius and 
artistry. Features include multiple weapons and a first-person Sniper mode. 

IF you want a drink. you-go get it yourself, 
do | look like a Darmaid? 

Pek ok Def ging 

CREATED BY: ELECTRONIC ARTS 
AVAILABLE: FALL 

  
  

    Road Rash Unchained is the latest 
in the popular motorcycle combat 
series, bringing more skull-cracking 
action to hog-loving Hell’s Angels 
and scooter riding spazzes alike. 
Unchained features a new 
cooperative sidecar multiplayer 
mode, in which one player 
concentrates on driving, the other on 

dealing out destruction. Also, 
super punches and new 
combination moves will allow 
you to bring it in new and 
exciting ways. 

Playert



CREATED BY: EUROCOM FOR MIDWAY 
AVAILABLE: SEPTEMBER 
Mortal Kombat Gold, a true-arcade port of the Mortal Kombat 4 arcade game, seeks to 

resurrect the mighty MK dynasty for the Dreamcast. MK Gold will feature the same quality 

graphics as the arcade version of Mortal Kombat 4. Each of the over 20 characters is made 

up of 3000+ polygons and runs at 60 frames per second. MK Gold will include additional 

backgrounds and characters from Mortal Kombat 2 & 3. Each character will have his or her 

own FMV ending. MK Gold will also feature a new character by the name of Belokk. Sektor 

and Noob are expected to return as well. 

  

CREATED BY: JALECO 
AVAILABLE: SEPTEMBER 

This Jaleco adventure is an RE 

wannabe to such a degree that it 
mimics the sound, play, enemy 

movement, and even plot to a certain 

degree. The goal is to unlock the 

mysteries that plague the aircraft carrier 

Heimdal and its crew. Can you say 

zombifornic viral infection? Presently, 
Carrier features decent animation, but 
the gameplay is troubled. If Jaleco can 

iron out the kinks, this title may be a hit. 

SCANNING DANGER! | 

Se Sat 

CREATED BY: MIDWAY 
AVAILABLE: FALL 

Midway brings its coin-op sensation, HydroThunder, to the Dreamcast this fall. This 

super-speedy aquatic racer has 11 unique tracks packed with alternate paths, ramps, hidden 

power-ups, and changing water conditions. Race your choice of 13 high-powered boats, hit the 

ramps, and discover special jump moves. This DC port is fast and furious, with gorgeously 

detailed graphics. 

CREATED BY: SYROX DEVELOPMENT FOR ACTIVISION 
AVAILABLE: JULY 

The Game Boy Color is breathing new life into a 
host of classic games. This summer, Activision’s 

early 80's arcade smash, Asteroids, comes the 

GBC and the Game Boy. Asteroids features the 
rock bustin’ gameplay that had game freaks 

pumping quarters into arcade machines back 

before many of you were born. Improved color é 

graphics, new weapons and power-ups, and a 
choice of three different ships update this classic for , : 

the millennium. Traditionalists can opt to play the | 
still addictive original Arcade mode. 

PAC-MAN SPECIAL COLOR EDITION “ 

CREATED BY: NAMCO 
AVAILABLE: JULY 

It seems so long ago that the Pac-Man craze swept 

the globe, gobbling up quarters and leaving a trail of 

merchandise behind. Namco takes you back to 
where it all began with this GBC title. Pac-Man 

Special Color Edition includes the complete original 

arcade game, which remains addictive after all 

these years. As a bonus, they've thrown in Pac- | 

Attack, a Tetris-style puzzle game. 

CREATED BY: INFOGRAMES 
AVAILABLE: SUMMER 

Infogrames Klustar offers puzzle fans yet another | 
variation on the time-tested Tetris formula. The 

object of the game is to create bunches of blocks, 

called Klustars, from a series of shapes moving | 

across the screen. Create a matrix out of the blocks, 

and the Klustar will collapse, leaving the remaining 

blocks on the screen. Unlike Tetris, Klustar uses the 

entire screen area for gameplay. 
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by Bergren, The Game Burrita 

Please excuse me for alternating the format of this page, but after E3, | saw a lot of games | wanted ‘ 
to touch on, so | went back to covering nine games. However, as this is my last issue at Game 
Informer, the direction GI PC takes will be up to the new guy. But he's not really new. Please give a 

    

     

    
   

    

   
   

  

As many of you 
know, Quake Ill focus- 
es on a multiplayer 
angle. Activision had | 
this baby out in full 
force at E3 last May } 
and it looked spectac- 
ular. The levels are 
multi-tiered, more open, and use curved surfaces and highly 
detailed textures. In addition to overhauling the graphical 
splendor, id Software has added more powerful weapons that 
should be given the utmost respect. However, there is also a 
single-player side to this game; but instead of hitting switches 
and the like, you'll basically compete in a deathmatch against 
a horde of Al opponents through more than 30 maps. Without 
question, Quake III will be less cerebral with more emphasis 
on pure fragging and quick reactions; but then again, you 
never had to be a rocket scientist to play either of the first two 
Quake offerings. Look for Arena in early fall. 

  

     

  

Though | found that 
trying to turn one of 
the three playable 
characters while mov- | 
ing is awkward and |. 
was hoping that they / 
would have more 
moves (like maybe a 
standing strafe and a quick tum), overall this game is a blast. 
Most certainly, this game gets extra credit for being a Star 
Wars title, but it has other redeeming qualities too. First off, 
being a Jedi Knight kicks arse. Second, although it's an 
action/adventure game, there are RPG elements that broad- 
en gameplay. There are NPCs to talk to for clues; side 
quests, and the like; and a basic inventory system for items 
and weapons. While they're not exactly traditional Jedi 
Knight weapons, you can acquire a rocket launcher, rapid- 
fire laser cannon, and thermal detonators. But of course, the 
best and most useful weapon remains the trusty light saber. 
The environments are also diverse, pleasing to the eye, and 
teeming with life. | highly recommend this game; just make 
sure you see the movie first. 

   

  

Spanning from the = 
fall of the Roman 
Empire through the | 
Middle Ages, Age of 
Empires Il, the highly 
anticipated eatin | 

loaded with detailed ‘environments and animation. Sone of Ae 
II's most impressive features are the multiple technology paths 
and 13 unique civilizations, including the Japanese, Vikings, 
and Celtics. Plus, you can achieve victory in one of three ways: 
military takeover, accumulation of wealth, or the successful 
construction and defense of "wonders of the world." In many 
strategy games, controlling a large group of units is like a little 
league soccer game — one big mob running ragged. From the 
looks of it, Age II will have the most efficient and easy-to-use 
controls ever found in the genre. When you select a group of 
soldiers, the computer can automatically place them in a logical 
formation — infantry in front and archers in the rear. Plus, the 
computer will account for the varying speeds of units and move 
them at the same speed, keeping them together. Age II should 
be out this October. 
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warm welcome back to the infamous, always dangerous, PC Jedi. 
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lf there was one | 
word to describe AvP, it 
would be fast. In this | 
first-person shooter, 
you play as either the 
Predator, Alien, or | 

Marine. The Alien is | 
incredibly fast and can (ou =. 
climb on ceilings and walls, but only attacks with claws and tall 
The Predator has sweet gadgets and weapons, like a 
speargun, shoulder cannon, four different vision modes, and 
the famous cloaking device. However, there are few power-ups 
for it to rely on. The Marine is physically the weakest of the 
three, but encounters more power-ups and has powerful 
weapons including a smart gun that tracks enemies, a pulse 
rifle, and a flame-thrower. My favorite character is the Marine 
simply because fighting lighting-fast Aliens in dark corridors 
scares the pants off me. What makes AvP hard is there is no 
mid-level save. If you die, it's back to the beginning of the level. 
There are 17 standard episodes in all, but you can unlock 15 
bonus episodes by completing the standard ones on different 
difficulty levels. For fast and intense shooting action, AvP will 
not disappoint. 

  

    Fans of the movie 
or just Star Wars in (ape... 
general, will latch onto | 
Racer like a Jawa to = 
free junk. Featuring 25 | 
tracks and 23 pods, 
the list of features is 
long indeed. However, |. 
most of the tracks are just eiaiors on the same theme; and 
the new pods, though different, don't change the game much. 
Luckily, there are countless reasons to like this game. The little 
planet intros set the Star Wars tone, and then the racing drives 
ithome with some intense "| think I'm a Jedi" action. The tracks 
start off simple, but if you stick to buying your parts from the 
junkyard, your pod will be doing the Kessel run in two parsecs 
soon enough. As the tracks get harder, the Force starts to flow 
through you and you really start to feel like you can do anything 
— which ultimately is the Zen of Racer. Unfortunately, the 
one-player game is a tad easy, but the multiplayer will keep 
you playing for weeks. 

  

   

   Rock me ama-Deus | x= 
EX. This game and t 
GT's The Wheel of 
Time (see last month) § 
were two of my favorite © 
first-person shooters ai 
E3. Eidos calls it a 
cross between Blade fame @ ss 
Runner and the X-Files. As a nano- “ech operative, it's up to you 
to end an ancient conspiracy bent on world domination. Deus 
EX, from System Shock producer Warren Spector, will use 
gameplay elements like stealth, strategy, and all-out action. 
Plus, there are solid RPG elements. Tons of NPCs that actually 
affect the game's outcome are in the game. Plus, you can gain 
experience, develop your own set of skills, and upgrade body 
parts. For instance, some legs will make you run faster, walk 
quieter, or jump higher. Furthermore, you can create weapons 
with the modular Elementor weapon system. Deus EX uses 
a modified Unreal engine and has 16 missions that consist 
of four to six 3D maps each. Look for this spy thriller this 
holiday season. 

  

     

     
   
   

    

   
   

  

Metal Fatigue was 
one of the four best 
real-time strategy | 
games | saw at E3. Age 
of Empires Il, Shogun jf 
(see last month's 
issue), and Home 
World were the other si 
three. Metal Fatigue revolves around the number three (it's the 
magic number). There are three forces to command, three 
different environments (sky, surface, and underground), and 
three resources to exploit (steam, lava, and solar energy). 
Mechas, or "Combots,” make up the bulk of your army and, like 
in MechCommander, fallen Combots can be recycled for parts 
and technology. For instance, you can take the arm off a 
defeated Combot and place it directly on yours, or call in 
another unit to pick it up. By researching and acquiring enemy 
technology, you can custom build your own Combots from 
literally thousands of unique parts. Hopefully available this fall, 
Metal Fatigue will allow up to eight players online or via LAN. 

              

It was a tough call, 
but MechWarrior 3 Ipe. 
(MW3) edged out 
Aliens Vs. Predator as 
my favorite game this 
month. MW3 doesn't 
have the fast action 
found in AvP, but the z 
large battlefields do get hectic. While > MWS | isa shootek: it also 
requires strategy with its diverse gameplay elements. For 
instance, on the battlefield you must command allied mechs in 
addition to your own. Plus, you must protect a Mobile Field Base 
that can repair armor and reload your mech from a limited ammo 
supply during battle. As with past MW games, strategy also 
comes into play when customizing your mechs between 
missions. Chassis, weapons, ammo, armor, and other 
equipment present limitless possibilities; however, mech 
payloads are restricted by weight and volume, requiring you to 
make difficult decisions. If you stock your mech with a lot of 
different weapons, you can also organize them into five groups 
for quick changes during the heat of battle. Both MW3 and AvP 
have great action, but MW3 has more features and diversity 
making it the better game overall. 

  

    

  

    
   

     

  

Tales of the Sword 
Coast (TSC) is an 
add-on for Interplay's | 
popular RPG, Baldur's |B 
Gate, but it's not a new } 
chapter in the story. 
Instead, TSC is an | 
expansion of _ the | 
game's world via some 
added features. Although you need a copy of Baldur's Gate to 
use TSC, itis not necessary to defeat the original game to enjoy 
it. TSC lengthens the adventure and also offers nice new 
features, but is it really worth $30? Diehard fans of the game 
may say yes, but | do not. New features include, but are not 
limited to: new areas, characters, items, and quests; an optional 
Auto-pause when an enemy is sighted; Inventory Auto-stacking 
so you don't have to manually stack projectile ammo; increased 
speed of projectiles; Item Status that informs you of magic 
items that need identifying; and an increase in the Experience 
Point Cap from 89,000 to 161,000, allowing most characters to 
gain two more levels. While TSC offers some new and useful 
features, | recommend saving your cash for Planescape. 

      
   

  

   

  

      

        

   

       

        

    
        
    



   

    

"F355 Pod it yet, crawl out from under your PlayStation and go grab an eyefull. 

      

By Beaux, The Arcade Assassin 
It’s been a pretty good month - Street Fighter Ill: 3rd Strike is finally in the arcades and the new 
Tekken is scheduled to hit any day. | had to be dragged, kicking and screaming, back to 
the office to write up all my stuff, but as soon as | give you guys the low-down, I’m 
headin’ back. 

In Japan, acclaimed producer Yu Suzuki is finishing up F355, a Ferrari licensed 
race game that runs on the Naomi technology. The game is encased in a .¢ a . 
pod that is equipped with three 29 inch video monitors to create a lifelike ents — " 
environment. No word on whether it’s going to hit the arcades here, but a oe alia 
Dreamcast version is certain. In the works at Capcom is an update to Street 
Fighter EX 2 that will feature some new fighters and the debut of Sagat to the 
EX series. Also new to the arcades is Pinball 2000 from Bally, a hybrid of clas- 
sic pinball and a video game. | am still unsure if | like the thought of 
pinball becoming more virtual, but they do deserve a look. If you haven’t seen 

  

    
    
    

    
    
    
    
    
    
    
    
    

  

Arcddtecture 3p FX 

Style: 1-Player Racing (More With Twin or Linked Cabinets) 

Special Features: Player Registration, Earn Bonus 

Options, Evolving Tracks, Tons of Shortcuts, 

Car Modification 

Created by: Atari 

Available: August 

With the success of the previous two San Francisco Rush games, it was only a 
matter of time before Atari released another. This version, as the name states, 
takes place 50 years in the future in the midst of another gold rush. This is impor- 
tant because each track is littered with gold coins that can be collected to 
purchase new options and even new vehicles. Players can keep track of their wealth 
in gold as well as their mileage via their own PIN number, much like that used in 
Gauntlet Legends. Atari is also awarding prizes to people who acquire mucho 
mileage. Aside from the various new features and four new courses, the gameplay 
seems much the same (but the hunt for gold may encourage you to play a little 
differently). The futuristic approach looks cool, and it’s refreshing to see Atari did 
it without making it into a stereotypically dark and bleak post-apocalyptic future. 

    

  

% 

Tekken Tag 
“Tournament 

Architecture: System 12 

Style: 1 or 2-Player Fightin 

Special Features: Over 30 Total Characters 

(With Time Release); Tag Combos 

Created By: Namco 

Available: Summer ‘99 

   
Civic center     

  

      

   
    
      

  

        

    

   It all started a few years ago with SNK’s King of Fighters, then Capcom stepped 
up with its Versus series, and now Namco takes a turn at the tag fighters. Tekken 
Tag Tournament takes the tag formula to the next step with many new innovations. 
One of the most novel features of Tekken Tag is the tag combo, where the initial 
character starts a combo that leads into a juggle, then tags out leaving the 
secondary character to continue it. These combos are capable of doing heavy 
damage and will definitely be worth mastering. The character lineup consists of 20 
fighters from Tekken 2 and 3, with 14 more slots for time released characters (most 
likely returning from previous Iron Fists). This installment seems more of a fantasy 
battle than a continuation of the series due to the fact that many of the returning 
characters were previously killed off in the storyline. Regardless of this fact, it 
should make any Tekken fan happy to be able to choose to play any of their old 
favorites and see how they stack up against the newer fighters. 
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STRAWBERRY HILL.     



    

     
    
    
    

    

     
     

  

    
    
    
   

  

   

  

       

      
        

    

        
      
      

       

        

   

  

   
   

LEGEND 
The exact buttons of the PlayStation and 

course, but the concepts are the same. Learn the 
iconography of our guide to understand just what 3 We know how it goes. You’re just getting up from 

is | g " taking a fall and want to get a move off before your Neckbreaker: Left, P all these colors, letters, and symbols mean. 
opponent. Unfortunately, the game tells you that there + Rolling Prawn Hold: Left, K 

\ { Se eae oS : ” Tie Up From Behind 
Nintendo 64 versions of Attitude are different of «| és. a @ * | Rovere Vertical acini Down, K 

   
Standing 
Side Belly To 

Belly Suplex: 
Left, Right, TU 

Snapmare: Up, 
Down, P 

Crucifix Pin: Left, 
Up, K 

Overhead Belly Suplex: Left, Down, K 
Implant DDT: Up, Down, K 

Tree Of Woe (in comer): Up, Up, P 

Dropkick (on top tumbuckle): P+TU 

Tie Up 
- Powerbomb: Left, Left, Down, P 

T-Bone Suplex: Left, Up, K 

Fisherman’s Suplex: Left, P 

* Chestbreaker: Left, K 
Floatover Vertical Suplex: Left, TU 

          

   
   

es Sleeping Neckbreaker: Left, TU 

   

If a move’s name is listed in green, then it is a ‘ i : 
Trademark Move that can only be performed when aba veils DF hvnge lcopreyloas ee mae Opponent Down 

a eae your opponent grabs you and piledrives you like there’s — Half Crab (by head): Up, Down, 
red. If a move’s name is listed in red, then it is a no tomorrow. Never fear, Game Informer is here. ae 

Finisher and can only be pulled off when your — With our reference guide, you never need fear an Elevated Crab (by legs): Left, Right, 
opponent’s health is in the red. unfair assault again. Plus, you may just find some holds Right, K 

: : you didn’t even know existed. . Kamikazi Headbutt (on top tumbuckle): 
P - Punch ( or B) Lo Disclaimer: This moves list was put together using a P+TU 
K - Kick (Mf or A) vi (| _ pre-release version of Attitude. Acclaim was still 
TU - Tie Up (@ or Left C) - » considering making some minor touch-ups to the 

  

B - Block (% or Down C) 

(by head): This move only works by the head of a 
downed opponent. 

) (by body): This move only works by the body of a 
downed opponent. 

(by legs): This move only works by the legs of a 
downed opponent. 

© (while running): This move only works if you're 
fy, tunning. 
#7; (opponent running): This move only works if your 

opponent is running. 

(opponent whipped): This move only works if you 
have Irish Whipped your opponent off the ropes. 

(on top turnbuckle): This move only works if 
you're on the top turnbuckle. 

i 

: (in corner): This move only works if your opponent 
: is backed against the turnbuckles. 

(opponent outside): This move only works if your 
opponent is outside the ring and you are inside. 

n, 
Pwi 

g + then Down, Up, K does too. 

the same ek
 

ith Right, UP- 

aoe al of this crystal clear. 
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} mode, at least you'll have something familiar Left, Up, Attack 
to fall back on. Left, Down, Attack 

If you do get in a jam and need a move Left, Right, Attack 
now, try some of these common move Up, Down, Attack 
configurations combined with an attack 

      

   
   
       

          

      
      

          

      
          
        

        

        
      
      
      
    
    

     
     
     
     
    
     
       

    

       

      
      
      
      
    
     

controls. We apologize for any errors contained within. 

a 

Teme ere alin 

aining 

It pays to know the moves common to all. button (Punch, Kick, or Tie Up). Around 90% 
Sure, they’re not as exciting as trademark of the moves use these patterns, and sooner 
maneuvers, but when you get teamed with or later you'll stumble onto something: 
someone you’ve never played in Career 

Common Moves 

   

Standing Tie Up 
Dodge Right: R1 or R Arm Wrench: P 
Dodge Left: L1 or L/Z Hammeriock: K 
Climb: L2 or Up C Top Wristlock: TU 
Run: R2 or Right C Go To Behind Tie Up: Up, Up, B 
Taunt: K+TU irish Whip: Left, Left, B 

Reversal: B Tie Up From Behind 
Double Team (opponent dazed): Both press B Belly To Back Suplex: P 
Body Slam: Left, Left, P Full Nelson: K 
Hip Toss: Left, Left, K Put Up & Fall Back: TU 
Vertical Suplex: Left, Left, TU Pick Up & Throw: 
Axe Handle Smash (on top tumbuckie): P Left, Left, B 
Running Clothesline (while running): P Opponent Down 
Kick In Corner (in corner): K Stomp: K 
Chest Chops (in comer): P Pick Up By Head (by 
Climb & Pummel (in corner): Up, P head): TU 

Superplex (in comer): TU Rear Chinlock (by head): P 
Atomic Whip (in comer): Left, Left, B Elbow Drop (by body): P 
Charging Avalanche (in comer)(while running): P Knee To Inside Leg (by legs): P 

Standing Dropkick (opponent outside): K Elbow Drop (on top tumbuckle): P 
Suicide Dive (opponent outside): P Fist Drop (while running): P 
Dropkick (opponent running): K 

Back Body Drop (opponent whipped): P



eee a A * - - cde - i a ere AUS ns ee ee ee a Aenean Ree 

B.A, Billy Gunn «Stew mal Big Bossman “ Bradshaw 

| Left, Right, Up, P Ne | | Left, Right, 
. Fall Forward — | _ Right, 

Right, 7 Left, Up, je = Slam: Up, ' Press Slam: Lett, 
| Sidewalk Slam: : } Snapmare:Lef, "~~ gm Down, T ene 
| let Dowak ee Rene ss Bearhug: Left, Fight Pp Front Backbreaker: Left, Down, P 
. Front Backbreaker: Up, Down, le Spine Buster: Up,Down,P = BIB Choke: Up, Down, K Single Arm DDT: Left, Right, P 

’ FameAsser: Left, Right, Down, P_ - Small Package: Up,Down,K = = B® Neckbreaker: Up, Down, P Fallaway Slam: Left, Down, TU 
Power Slam (opponent whipped): TU $B Drop ToeHold: Lett, Down,K Ms Press Slam: Left, Right, K_ Tilt A Whirl Slam (opponent whipped): 
Overhead Press (In comer): Up, Up, Pg Pump Kick: Lett, Down, TU —Ss«&MBlying Clothesline (while running): K ak. : 

(ax emehaeneieteas jp,K 866 Tackle With Punches (while running) TU $8 Power Slam (opponent whipped): TU me Boot To Face (opponent whipped): K 

       

      
    
   
        

    

    

   
   

   
   

    
   
   
    

     

  

   

    

   

  

   

      

    

   
    

  

   

  

    
    

   
   
   

  

     

   
   
    

  

   

   
    

    

     
    

      

   
    

     
    
    

    

   

           

    

      
   

      

   

   
   

    

      

  

‘TeUp = 3 Pager Steen (opponent whisper) TU #3 Bossman Slam (opponent whipped): K gai. Shoulder Tackle (on top turnbuckie): 
Hanging Powersiam: Up, Dewi U —e comer): eo K rae 
Hanging Vertical Suplex: ine a Shoulder tumbuckle e 
Bulldog: Left, TU ae pare Male Drop ikon ptm B+TU cae! F - Piledriver: Up, Down, Up, TU 

JB overted Atomic Dop:tef,P Ae | "Tle Up ' Overhead Belly To Belly Suplex: Left, TU 
w Neckbreaker:Left,K = TieUp / Brainbuster: Left, TU Shoulder Breaker: Left, P 

‘Tle Up From Behind Overad Belly Suplx: Lo, TU - Side Slam: Left, P_ Backbreaker: Left, K 
- Reverse DDT: Left, TU eee - Three Knee Combo: ‘Lett, P BBB Neckbreaker: Left, K Powerbomb: Up, Down, K 

Sleeper Hold: Lett, P Backbreaker: Left, K Fm Sidewalk Siam: Left, Up, K Tie Up From Behind 
Roll UpPin:Lef,K Tie Up From Behind 42% Tie Up From Behind ae German Suplex: Left, TU 
| Opponent Down J) rea imaleanh f pe Sleeping Neckbreaker: Left, TU : needa Left, P 

: ee ee : Roling Prawn Hold: ft . Sleeper Hold: Left, P * § Ron Up Pies Tt K 

- Down, P Opponent Down Crossface Chickenwing: Left, K mm Opponent Down 

fm Knee Drop (by body): Up, Down, TU Sclssored Sleeper (oy hee): | Opponent Down | Kick To Spine (by head): Left, Up, P 
Stepover Toehold (by legs): Up, Down, K fame. -” bee covoctae (oy body Squeeze Head (by head): Up, Down, P Splash (on top tumbuckie): K+B 

7 fo Left, Right, Down, TU 2 Seve tae 0 Left, 
, Leg Lock (by legs): Up, Down, K 
Spinning Toehold (by legs): 

Left, Down, K 

  

     

     
     
        

     

       
     
     
    

    
     

     

     

    

  

re fe Sa 
oe 

Chy na 
{hidden character 

   
   
     
      

   

  

   

  

        

     

    
   

     
     

      

     
    
     

      

    
   
   
    

    
   

  

         
     

    
   
    

       
     
     
    

    
     

     

  

@ Standing Standing g Standing Standing 
Chin Crusher: 

      
    
   

   
     
      

      

     

  

    
     
     

   
         

    

  

    

     

  

         

    

   

      

    
    
     
     

     
   

     

    

  

            

  

    

  

    

     
     

    
    

      
   

  

    

  

     

     
    

  

    
    

    

Left, Right, P HE Leh Down, P eear ; a 
Enziguri: p, Down, Up, eft, Right, 

_ Down, ee sgt ol Up, Fall Forward Down, TU 

DDT: Up, Down, P Down, K Powerbomb: Press Slam: Left, 
ce Hurricanrana: Left, Right, K ’ Up, K 

: Left, Down, K Left, Right, Up, P Fisherman's Suplex: Left, Down, TU  Shortarm Clothesline: Left, Right, P 
Falling Reverse DDT: Left, Right, K. Throat Toss: Left, Up, K Spine Buster: Up, Down, TU Fireman's Carry: Up, Down, K 
The Impaler: Up, Down, Up, TU Front Backbreaker: Left, Down, TU Shortarm Clothesline: Up, Down, P Japanese Arm Drag: Left, Down, K 
Flying Head Scissors (while running): K me Snapmare: Left, Up, P Snapmare: Left, Down, P Dr. Bomb: Up, Down, Up, TU 
Spinning Heel Kick (opponent Leg Drag: Left, Right, K a Armdrag: Up, Down, K Sidewalk Slam (opponent whipped): TU 

Whipped): K ~ Pedigree: Left, Down, K SE Kneebreaker: Left, Down, K Okiehoma Stampede (n corner: 
» Swinging DDT (in comer): Up, Up, TU - Tackle With Punches (while running): TU 38%. Sky High: Up, Down, K . _ Up, Down, K 
Dropkick (on top tumbuckle): TU+B _ Overhead Press (in comer): Up, Up, P Tie Up Tle Up 

Tie Up TleUp | Powerbomb: Left, Up, K Hanging Vertical Suplex: Left, Right, P 
F Floatover Suplex: Left, TU > Piledriver: Left, Right, Up, TU > Fisherman's Suplex: Left, P , Piledriver: Left, TU 

DDT: Left, P " Side Belly To Belly Suplex: Left, TU. Backbreaker: Left, K Samoan Drop: Leff, P 
Backbreaker: Left, K Inverted Atomic Drop: Lett, P ‘Tle Up From Behind Side Backbreaker: Left, K 

[& Tie Up From Behind Chestbreaker: Left, K Fallaway Pump Stam: Left, TU T-Bone Suplex: Left, Up, K 
: German Suplex: Left, TU : Tle Up From Behind m Sleeper Hold: Left, P Tie Up From Behind 

™ VictoryRoll:let,K => Sleeper Hold: Left, P : Roll Up Pin: Left, K High Angle Back Drop: Left, Right, P - 
4 Octopus Hold: Left, P ‘Wim =Reverse DDT: Left, TU ~ ‘GX Opponent Down k Opponent Down 

| Opponent Down ; Chyna Downstairs: Left,K | D’Lo Legdrop (by body): Left, Right, TU coe 
Rages tae ied Gy hom: Up, Down, ZF Opponent Down * D’Lo Leaf (by legs): Up, Down, K ate 

Down, P - Kick To Spine (by head): Lef, up BE Lo Down (on top tumbuckle): B+TU "a bride 
    

  

{ Leg Grapevine (by legs): Up, Down,K Se Chokehold (by head): 
450 Splash (on top tumbuckle): P+K F — Up, Down, P 

a — » Elbow To Groin (by legs): Left Down, K — 
Knee Drop (on top tumbuckle): K+B 

| Knee Drop (by body): Up, Down, TU 
|, Half Crab (by legs): Up, Down, K 

| Senton Bomb (on top tumbuckte): 
    

        

      

Game Informer * August '99



} Standing 
. Seated Crucifix 

Powerbomb: 
Left, Right, 
Left, P 

Fallaway Slam: 
Up, Down, TU 

Gorilla Press Slam: Left, Right, Left, TU 

Neckbreaker: Left, Up, P 
Double Underhook Suplex: 

Left, Down, TU 

Flying Back Elbow (while running): TU 

- Power Slam (opponent whipped): TU 

_ Overhead Press (in corner): Up, Up, P 

Charging Shoulder (in comer): 
Up, Up, K 

Tie Up 
' Powerbomb: Left, Down, K 

Front Suplex: Left, TU 

selsariael nln Left, P 

e: Left, Right, P 

Tie Up From Behind 
Neckbreaker: Left, P 

* Roll Up Pin: Left, K 

Opponent Down 
‘ Scissored Armbar (by head): 

Up, Down, P 

" Wishbone Legsplitter (by legs): 
Left, Right, K 

| Surfboard (by legs): Up, Down, K 

} Standing 
F Chin Crusher: 

Left, Down, P 

Down, K 

Shoulderbreaker: 
Left, Right, K 

Front Backbreaker: Up, Down, TU 

Shortarm Clothesline: Up, Down, P 

Fiying ‘a Bump (on top tumbuckie): 
+ 

| Spinebuster (opponent running): TU 
_ Shattered Dreams (in comer) 

Left, Right, P 
Running Butt Bump (in comer)(while 

f running): K 

: Tle Up 
Bulldog: Left, TU 

inverted Atomic Drop: Left, P 
Neckbreaker: Left, K 

Tie Up From Behind 
Bulldog: Left, TU 

, Roll Up Pin: Left, K 
Sleeper Hol: Let P 

-C yall: Left, Up, TU 

4 bet Down 
Stump Puller (by head): Left, Down, P 

' Spinning Splash (by body): 
Left, Down, TU 

Headbutt To Groin (by legs): 
Left, Right, K 

Butt Drop (on top turnbuckle): K+B 

Game Informer « August '99 

} Standing 
. Seated Crucifix 

Powerbomb: 
Up, Down, Up, P 

Crucifix 
Powerbomb: 
Left, Up, K 

Single Arm DDT: Left, a P 

Crucifix Pin: Left, Down, K 

ida Up, Down, K 
spiral: Up, Down, K 

Flying Head Scissors (while running): K ) 

' High Leg Clothesline (opponent 
whipped): K 

} Body Press (on top tumbuckle): K+B 
Tie Up 
Front Suplex: Left, TU 

' DDT: Left, P 
Neckbreaker: Left, K 

Tie Up From Behind 
Atomic Drop: Left, P 

Rolling Prawn Hold: Left, K 

’m Sleeping Neckbreaker: Left, TU 
Dragon Suplex: Left, Down, P 

- Opponent Down 
Leglock Chokehold (by head): 

Left, Down, P 

- Standing Splash (by body): 
Left, Right, TU 

} Elevated Crab (by 
Left, Right, ee 

) — 
Running 
Powerbomb: 
Left, Up, TU 

Implant DDT: Left, 
Right, P 

Smack Down: Up, 
Down, P 

Gorilla Press Slam: Left, Down, TU 

Double Underhook Suplex: 
Left, Right, K 

Titt A Whirl Slam (opponent whipped): K 
' Tie Up 
. T-Bone Suplex: Left, TU 

Front Brainbuster: Left, P 

Powerbomb: Left, K 
He m: Up, Down, TU 

Tle Up From Behind 
Reverse Powerbomb: Left, TU 

Reverse Vertical Suplex: Left, P 

Sleeping Neckbreaker: Left, K 

Reverse Brainbuster: Up, Down, TU 

+ Opponent Down 
—_,, Gamma (by head): 

* — Up, Down, P 

Death From Above (at side): 
Up, Down, TU 

_ Elevated Crab (by legs): Up, Down, K 
+ 

Shooting Star Press (on top 
tumbuckle): TU+B 

} Standing 
; Running 

Powerslam: 
Left, Up, K 

Gorilla Press 
Slam: Up, 
Down, Up Pe 

Shortarm Clothesline: Left Down, P 

Headlock Takedown: Up, Down, K 

Spine Buster: Up, Down, TU 
tor: Left, Right, Down, TU 

Powerslam (opponent running): TU 

Boot To Face (opponent running): K 

. Shoulder Tackle (on top turnbuckle): 
P+TU 

Tie Up 
Piledriver: Up, Left, TU 

- Hanging Brainbuster: Up, Down, P 
Sidewalk Slam: Left, Down, K 

Brainbuster: Left, TU 

Side Siam: Left, P 

Chestbreaker: Left, K 

+ Tie Up From Behind 
Fallaway Pump Slam: Up, Down, K 

- German Suplex: Left, TU 

Opponent Down 
; Painkiller (by head): Up, Down, P 

fm Wishbone Legsplitter (by body): 
Left, Right, K 

Left, Down, TU 

re: Left, 
Down, P 

Fireman’s Carry: Left, Right, K 

Crucifix Pin: Left, Down, K 

Overhead Belly to Belly Suplex: 
Left, Up, K 

, Spinning Heel Kick (while running): K 

a To ras Suplex (in comer): 
Up, Up, P 
— Dropkick (on top tumbuckle): 

+ 

- Tie Up 
Northem Lights Suplex: Left, TU 

Side Belly To Belly Suplex: Left, P 

Backbreaker: Left, K 

Inverted Piledriver: Up, Down, P 

Tie Up From Behind 
. Rolling Prawn Hold: Left, K 

Beast Choker: Left, P 

Rolling German Suplex: Left, TU 
Opponent Down 
La Magistral (by head): Left, Down, P 

' Mount Punches (by body): 
Left, Down, TU 

Up, Left, K 
Headbutt To Groin : 

Left, Down, K (hy legs) 

‘Standing 
; Fall Forward 

{hidden cha 

Powerbomb: 
Left, Right, Left, 
TU 

Fallaway Slam: 
Left, Down, TU 

Shoulderbreaker: Left, Up, K 

Spine Buster: Up, Down, TU 

— Clothesline: Up, Down, P 
Pimp Drop: Left, Right, Down, P 

Boot fo Faes (opponent whipped: K 
~ Choke With Boot (in comer): Up, K 

- The Ho Train (in comer): 
Left, Down, K 

Splash (in comer)(while running): K 

Tie Up 
- Sitdown Powerbomb: Left, Up, P 

Samoan Drop: Left, TU 
Three Knee Combo: Left, P 

Chestbreaker: Left, K 

Tie Up From Behind 
‘a Reverse Powerbomb: Left, Up, P 

German Suplex: Left, TU 
im Roll Up Pin: Left, K 

Atomic Drop: Lett, P 

Opponent Down 
- Camel Clutch (by head): Left, Down, P 

Stepover Toehold : 
Left, Down, K (ry kegs) 

} Standing 
F Running Knee 

Hit: Left, Down, P| 
Front 
Backbreaker: 
Left, Down, TU 

Sidewalk Slam: 
Up, Down, K 

Overhead Belly to Belly Suplex: 
Left, Right, ri y 

Knee to Face: Left, Down, K 

Pedigree: Up, Down, Down, TU 

= With Punches (while running): 

TILA Whit Slam (opponent whipped): 

Choke With Boot (in comer): Up, Up, K 

— Tackle (on top tumbuckle): 
+ 

Tie Up 
—— Powerbomb: Left, Right, Down, 

Northem Lights Suplex: Left, TU 
Inverted Atomic Drop: Left, P 

f Backbreaker: Left, K 

Tie Up From Behind 
- German Suplex: Left, TU 
Sleeper Hold: Left, P 

- Low Blow: Left, K 

' Opponent Down 
Reverse Chinlock (by head): 

Left, Right, P bis 
, Blatant Choke (by head): Up, Down, P 

Fist to Groin (by legs): Left, Down, K 
Knee Drop (on top turnbuckle): P+TU  



Te OT nn ema RHE: mS ereemtmne 
bY 

“Mark pestle 

: Standing ~ 
_ Fall Forward © 

Powerbomb: 
Left, Right, 
Down, P 

| Bearhug: Le 
Right, P “ 

Choke: Left, Up, K 
- Press Slam: Up, Down, K 

' Press Slam (opponent whipped): TU 

Shortarm Clothesline: Left, Down, Pp 

Spine Buster: Left, Up, P 
Gorilla Press Slam: Up, Down, Up, P 

4 Bolly To Bolly Supe (in cornet): 
Up, Up, TU 

’ Splash (in comerile running) K 
= Tie Up 

' Hanging Vertical Suplex: Left, Up, P 
' Side Belly To Belly Suplex: Left, TU 
Shoulder Breaker: Left, P 

_Backbreaker: Left,K 

= Tle Up From Behind 
: FullNelson Slam: Lef, TU 
Atomic Drop: Left, P 

m. Roll Up Pin: Left, K 

Opponent Down 
| Squeeze Head (by head): Up, Down, P 

' Death From Above (by body): 
+ 

Left, Right, Up, TU 
Half Crab (by legs): Up, Down, K 

i — 
"ae, saan 
i Kurrgan 

. Standing 

Fall Forward 
Siam: Up, 

~ Down, TU 

_ Throat Toss: Left, 
"Right, K 

Clothesline: Left, Right, P 

Knee To Face: Left, Down, K 

One Handed Chokesiam: 
Left, Right, Up, P 

Boot To Face (opponent whipped): K 

fF Power Siam (opponent whipped): TU 
q oo 

Tie Up ’ 
Powerbomb: Left, Up, K 

IE Side Belly Belly Suplex: Left, TU 
inverted Atomic Drop: Left, P 
Chestbreaker: Left, K 
Kurrgan Shuffle: Up, Down, P 

Tie Up From Behind 
Full Nelson Slam: Leff, TU 
Russian Leg Sweep: Lett, P 

' Atomic Drop: Left, K 

Opponent Down 
4 Squeeze Head (by head): Up, Down, P 
® Elevated Crab (by legs): 

+ 

Left, Right, Down, K 

(hidden character) 

Jacqueline 
emma ee 

ii 
eover: Leff, 

Down, K 

DDT: Left, Right, 
TU 

F Flying Head 
Selssors: Left, Up, P 

Tackle With Punches (while running): K 
Spinning Leg Clothesline (opponent 
whipped): K 

= Shoulder Tackle (on top tumbuckle): 
K+B 

Tie Up 
a Bulldog Left, TU 

Three Knee Combo: a B 
Leg Stretch: Left, K 

’ Piledriver: Up, Down, Down, TU 

Tle Up From Behind | 

Bulldog: Left, TU 

Atomic Drop: Left, P 
Low Blow: Left, 

- Oppone ent Down © 
Leglock Chokehold (by head): 

Up, Down, P 

Standing Splash (by bod): 
Up, Down, TU 

BBL Headbutt To Groin (by legs): 
Up, Down, K 

= gure Four Lelock (by lg: 
Left, Right, Up, K 

Kamikaz! Headbutt (on top tumbuce): iE 

Standing 

Henge Up, 
Down, K 

Chin Crusher: 
Lett, ae P 

Left, Up, P 

Spinning Neck Breaker: Left, Right, TU 
Cross Body Block (while running): TU 
Power Slam (opponent whipped): TU 

Belly To Belly Suplex (in comer): 
Up, Up, TU 

, Tumpost Siam (in comer): Up, Up, K 
r Tle Up 

- Overhead Belly To Belly Suplex: 
Left, TU 

: Inverted Atomic Drop: Left, P 
Backbreaker: Left, K 
Big Head Punch: Left, Right, K 

Piledriver: Left, Up, P 

u Tie Up F From Behind 

+ Bulldog: Left, TU 
Sleeper Hold: Left, P 

+ Abdominal Stretch: Let, K 
Opponer it Down 

- Camel Ciutch (by heed) 
Left, Right, Down, P : 

- Mount Punches (by bod): 
Left, Right, TU 

+ Surfboard (by legs): Left, Right, K 
_ Fist Drop (on top tumbuckle): K+B 

‘Standing 
Shoulderbreaker: 

Left, Right, P 
Single Arm DDT: 

Up, Down, P 

Spine Buster: Up, € 
Down, TU 

_ Spinning Neck Breaker: Left, Up, P 
_ Japanese Arm Drag: Up, Down, K 
Small Package: Left, Right, K 
Dropkick (while running): K 

: | Spinning Heel Kick (opponent 
Whipped): K 

. Power Siam (in comer): Up, Up, P 
" Body Press (on top tumbuckle): K+B 
Tie Up 

» Piledriver: Up, Down, Up, TU 
Front Suplex: Left, TU 

Shoulderbreaker: Left, P : 
Inverted Atomic Drop: Left, K 

Tie Up From Behind 
Front Russian Legsweep: Left, P 

42 Bridging German Suplex: Left, TU 
BF Pot Up Pin: Le K 

Opponent Down 

a Sum Pl (ead 
Up, Down, Up, P 

ning Armhold 
dacs Right TU sie by 
Figure Four Leglock (by legs): 

Left, Right, Down, K 

Fist Drop (on top tumbuckle): K+B 

DDT: Left Down, 
TU 

Double 
Underhook 
Suplex: Up, 
Down, P 

Leg Drag: Left, Up,K 
Neckbreaker: Left, Down, P 

Knee To Face: Left, Down, K 

Body Press (on top tumbuckle): K+B 

Double Arm DDT: Left, Right, Down, P 

$e Mandible Claw: Left, Right, Down, TU 
‘4 — Punches (while running): 

Wee ™ Woe (in comer): Up, Up, P 
Jp 

| adver Left, Up, P 
Bulldog: Left, TU 

DDT: Left, P 

Backbreaker: Left, K 
B Ban om Bi 

Tie Up F From B ehind | 

Roll Up Pin: Lett, K 
Russian Leg Sweep: Left, P 

: veatehedande Let TU 

(by 
Left, Right, Down, P 

Knee to Shoulder (by body): 
Up, Down, P 

& Leg Lock (by legs): Left, Down, K 

Splash (on top tumbuckle): K+B 

Standing : 
RunningKnee = § 

Hit: Up, Down, K #i 

Choke: Left, Up, K if , 
Throat Toss: Lett, aaa 

Right, Left, P 
Spine Buster: 

Up, Down, TU 

Frontface DDT: Left, Right, P 
DDT: Left, Down, P 
Kane’s Tombstone: 

Up, Up, Down, TU 

- Flying Back Elbow (while running): TU‘ 
- Boot To Face (opponent whipped): K 
" Shoulder Tackle (on top tumbuckle): 

P+ TU 

Tie Up 
' Overhead Belly Suplex: Left, TU 
Side Slam: Left, P 

Chestbreaker: Left, K 

-Chokeslam: Left, Right, P 
Tie Up From Behind 

ME Roll Up Pin: Left, K 
Sleeper Hold: Left, P 

: : German Suplex: Left, TU 

Up, Down, Up, P 

™ Opponent Down — 
Blatant Choke (by head): Up, Down, P 
Squeeze Head (by head): Left, Right, P 

Mare Mero 
(hidden chara th 

‘age Left, 
Right, K 

Running Knee 
Hit: Left, Up, K 

Hurricanrana: Left, Up, TU 

Samoan Drop: Left, Down, P 

Smail Package: Up, Down, K 

TKO: Left, Right, Left, TU 

' Power Slam (opponent whipped): TU 
- Hurricanrana (in comer): Up, Up, TU 

_ Moonsauit (on top tumbuckie): K 

Tie Up 
» Piledriver: Up, Down, P 

Samoan Drop: Left, TU 

DDT: Left, P 

Armbar: Left, K 

Tie Up From Behind 
Bulldog: Left, TU 
Russian Leg Sweep: Left, P 

; Low Biow: Left, K 

. Opponent Down 

F Camel Cutch (by hee): 
Up, Down, Up, P 

; Leg Drop (by body): Up, Up, K 
» Inverted STF (by legs): Left, Up, K 

+ Mero Sault (on top tumbuckle): K+B 

Game Informer * August 99.  



rent seueniatindttt ca cocestes 

~ Sha wn Michaels : 
fhidde: e 

§ Standing 
, Flying Head 

Scissors: Left, 
Up, P 

Snapmare: Left, 
Down, P 

Drop Toe Hold: 
Up, Down, K 

Crucifix Pin: Left, Up, K 

— Up, Down, TU 

lusic: Left, Right, K 

Flying Heed Scissors (while running): K 
' Drop Toehold (opponent whipped): K 

. Flying Head Scissors (in comer): 
Up, Up, P 

Tie Up 
Northem Lights Suplex: Left, TU 

' Fisherman’s Suplex: Left, P 

Chestbreaker: Left, K 

Tie Up From Behind 
Bridging German Suplex: Left, TU 

Sleeper Hold: Left, P 

£ Victory Roll: Left, K 

Opponent Down 
* Leglock Chokehold (by head): 

+ 

Left, Down, P 

Elbow Drop Onto Arm (by body): 
Left, Down, TU 

# Spinning Armhold (by body): 
Left, Up, TU 
ae Four Leglock (by legs): 

eft, Down, K 

Shooting Star Press (on top 
tumbuckie): B+TU 

Song 

mash ae a 

DDT: Left, Right, 
TU 

Toe Hold: 
wiv Right, K 
Sidewalk Slam: Left, Down, K 

Neckbreaker: Left, Right, P 

Frying Head Scissors (while running): 

Dropkick (while running): K 
x ©Swinging DDT (in corner): Up, Down, K : 

- Dropkick (on top tumbuckie): K+B 
Tie Up 
Piledriver: Up, Down, TU 

seal Neckbreaker: Left, K 
Vertical Suplex: Left, P 

Side Backbreaker: Left, TU 

Tie Up From Behind 
Russian Leg Sweep: Left, P 
RoR Pin: Left, K 

trong: Left, Right, K 

Opponent Down 
" Fllpover Neck Whip (by head): 

Up, Down, P 

Kneedrop (by body): 
Left, Right, TU 

. Texas Cloverleaf (by legs): 
Left, Right, Left, K 

Game Informer * August '99 

) Standing 
Enziguri: 

Left, Up, P 

Flying Head 
Scissors: Up, 
Down, TU 

: Lett, 
Right, P 

Japanese Arm Drag: Left, Down, K 

Crucifix Pin: Left, Up, K 

Michinoku Driver: Left, Right, Down, P 

Flying Head Scissors (while running): K 2 
~ Arm Drag (opponent whipped): K 

- Swinging DDT (in corner): 
Up, Down, K 

Moonsault (on top turnbuckle): B 

Tie Up 
' Overhead Belly Suplex: Left, TU 
Bulldog: Left, P 
Backbreaker: Left, K 
Tie Up From Behind 
Bulldog: Left, TU 

am Sleeper Hold: Left, P 
Rolling Prawn Hold: Left, K 

- Opponent Down 
Kick To Spine (by head): Left, Right, P 

1% Longbow Backbreaker (by body): 
Up, Down, Up, TU 

4 Surfboard (by legs): Left, Right, K 

450 Splash (on top tumbuckle): B+TU 

| Standing 
Rock Bottom: 

Left, Right, 
Down, TU 

Smack Down: 
Left, Right, 
Down, P 

Fireman's Carry: Left, Right, K 

DDT: Left, Up, TU 

Samoan Drop: Left, Down, TU 

Neckbreaker: Left, Right, P 

Shortarm Clothesline: Up, Down, P 

~ Sidewalk Slam: Up, Down, K 

- Power Slam (opponent whipped): TU 

Rock Bottom: Left, Right, P 

. Samoan Drop: Lett, TU 
DDT: Left, P 
Chestbreaker: Left, K 

Tie Up From Behind 
German Suplex: Left, TU 

Russian Leg Sweep: Left, P 
5 Roll Up Pin: Left, K 

Opponent Down 
" ‘The People’s Elbow (by head): 

Up, Down, K 

| Mount Punches (by body): Left, Down, K § 
Fist To Groin (by legs): Left, Down, K 

aman 
E Fall Forward 

Powerbomb: 
Left, Up, Right, P ; 

Chin Crusher: 
Up, Down, P 

Seated : 
Gutwrench Suplex: Left, Right, TU 

Single Arm DDT: Left, Right, P 

Headlock Takedown: Left, Up, K 

Flapjack (opponent whipped): TU 

Tumpost Siam (in comer): Up, Up, P 

~ Running Butt Bump (in comer)(while 
running): K 

} Hurricanrana (on top tumbuckle): K+B 
Tie Up 
Powerbomb: Left, TU 

- Inverted Atomic Drop: Left, P 
DDT: Left, K 

Tie Up From Behind 
Reverse Brainbuster: Left, Up, TU 

Reverse Vertical Suplex: Left, TU 

- Neckbreaker: Left, P 

Roll Up Pin: Left, K 

- Opponent Down 
Toehold Half Crab (by head): 

Up, Down, Up, P 

Spinning Armhold (by body): 
Left, Right TU “e 

Surfboard (by legs): Up, Down, K 
Mosh Pit (on top tumbuckle): K+P 

Sable 
{hidden character) 

Standing 

es we Left, 
Right, K 

Hurricanrana: Up, 
Down, TU 

Snapmare: Left, 
Down, P 

Flying Head Scissors: Left, Right, P 

Drop Toe Hold: Up, Down, K 

Cross Body Block (while running): K 

Up, Down, K 

Body Press (on top tumbuckie): P+K 

Tie Up 
- Bulldog: Left, TU 
Three Knee Combo: Left, P 

Leg Stretch: Left, K 

Sablebomb: Up, Down, K 

Tie Up From Behind 
@e Bulldog: Left, TU 
Russian Leg Sweep: Left, P 

* Victory Roll: Left, K 

Opponent Down 
Leglock Chokehold (by head): 

Left, Right, P 

Leff, Rohe TU ee 
Leg Grapevine (by legs): Left, Right, K 

Splash (on top tumbuckie): TU+B 

“rc reealigsgpe in 

| Standing 

‘Paul Bearer 
(hidden chi 

ign oll Left, 
Right, K 

Fall Forward 
Siam: Left, 
Down, P 

DDT: Left, Down, TU 

Side To Suplex: 
Te toe Td 

Bearhug: Left, Right, P 

Cross Body Block (while running): K 
- Swinging DDT (in comer): Up, Down, K 

. Body Press (on top tumbuckle): TU+B 

Tie Up 
Piledriver: Left, Right, Up, TU 

Side Belly Suplex: Left, TU 

me DDT: Left, P 

Chestbreaker: Left, K 

Tie Up From Behind 
Low Blow: Left, K 

Sleeper Hold: Left, P 

vax ©FReverse DDT: Left, TU 

Opponent Down 
w- Squeeze Head (by head): Up, Down, P 

Standing Splash 
Up, on TU sata 

- Spinning Toehold (by legs): 
Up, Down, Up, K 

Buffet Buster (on top tumbuckie): 
TU+B 

Slam: Left, Right, Up, P 

Shoulderbreaker: Left, Up, K 

Spinning Neck Breaker: Up, Down, TU 

Headlock Takedown: Left, Down, K 

Power Slam (opponent whipped): TU 

' Overhead Press (in comer): Up, Up, P 
Choke With Boot (in comer): Up, Up, K 

Tie Up 
Bulldog: Left, TU 

» Shoulder Breaker: Left, P 

Backbreaker: Left, K 

Piledriver: Up, Down, P 

Tie Up From Behind 
Cobra Clutch: Left, TU 

Atomic Drop: Left, P 

; Roll Up Pin: Left, K 

Opponent Down 
- Camel Clutch (by head): 

Up, Up, Down, P 

Boston Crab (by legs): Left, Right, K 

' Driving Elbow (on top tumbuckie): 
> P+TU  



Tis arta 

Ken Shamr o 

Reverse So Left, Down, K 

High Angle Suplex: Lett, Up, TU 
Flying Back Elbow (while running): K 
High Leg Ciothesli tant ae 

' Power Slam (opponent whipped): TU 

. Hurricanrana (on top tumbuckle): BsTU | 

Tie Up 
Three Knee Combo: Left, P 

m= Leg Stretch: Left, K 
Overhead Belly Suplex: Left, TU 

Tie Up From Behind 
German Suplex: Left, TU 

Beast Choker: Left, P 

Victory Roll: Left, K 

, Opponent Down 
Shortarm Scissor (by head): Up, Down, P 

- Mount Punches (by body): Left, Down, P 
w Backbreaker (by body): 

Left, Right, Down, TU 

F Shamrock Ankle Lock (by legs): 
Left, Down, Right, K 

Elbow Drop To Leg (by legs): 
Up, Down, K 

| Splash (on top tumbuckle): K.-B 

Standing 
Crucifix 
Powerbomb: 
Up, Down, K 

Scissor 
Sore: Up, 

Down, P 

Hurricanrana: Left, Up, P 

Headlock Takedown: Left, Right, K 

Tie Up 
Piledriver: Left, Down, Left, TU 

Powerbomb: Left, Right, K 

' Bulldog: Left, TU 

» DDT: Left, P 

Neckbreaker: Left, K 

Tie Up From Behind 
ae Dragon Suplex: Up, Down, P 

Victory Roll: Left, K 

Bridging German Suplex: Left, TU 

Front Russian Legsweep: Left, P 

Opponent Down 
Camel Clutch (by head) 

; Left, Right, Up, P 

La Magistral (by head): Left, Down, P 

- Leg Drop (by body): Left, Down, TU 

Headbutt To Groin (by legs): 
; — Left, Down, K 

+ Senton Bomb (top tanbuckil KB } 
Tennessee Jam (on toy 

B+TU 

Frontface DDT: Up, Down, TU 

Double Underhook Suplex: 
Left, Down, P 

Armdrag: Up, Down, K 

Hi thesli a 
. Tie Up 

Piledriver: Up, Down, Up, TU 

Double Underhook Suplex: Left, P 

Side Slam: Left, K 

Underhook Headkaats: Left, TU 

Snow Plow: Left, Up, P 

Tle Up From Behind 
Rolling German Suplex: Left, Up, K 

Reverse DDT: Left, P 

t Roll Up Pin: Left, K 

Opponent Down 
" Crossface Punch (by head): 

Up, Down, P 

STF (by legs): Up, Down, K 

ME One Handed 
Chokeslam: Up, 
Down, Up, P 

Throat Toss: Left, 
Right, K 

Front 
Backbreaker: Left, Up, TU 

Shortarm Clothesline: Left, Up, P 

ee To Face: Left, Up, K 

e: Up, Down, Up, TU 

Boot To Face (opponent whipped): K 

~ Top Rope Arm Wrench (in comer): 
Left, Right, K 

+ Big Punch Combo (in comer): 
Left, Left, K 

Tie Up 
' Side Backbreaker: Left, TU 

Side Slam: Left, P 

Chestbreaker: Left, K 

Chokeslam: Up, Down, P 

Tie Up From Behind 
t Reverse Brainbuster: Up, Down, TU 

Bulldog: Left, TU 

* Sleeper Hold: Left, P 

Russian Leg Sweep: Left, K 

; Opponent Down 
t Blatant Choke (by head) 

Left, Right, Lett, P 
Elbow To Arm : 

Up, oe TU ey hon! 

| Leg Lock (by legs): Up, Left, Up, K 

} Tle Up 

Drop: 
Left, Down, TU 

Snapmare: Left, 
Down, P 

DDT: Up, Down, P 

Drop Toe Hold: 
Left, Down, K 

Sidewalk Siam: Left, Up, K 

Shoulderbreaker: Left, Right, TU 
Stone Cold Stunner: 

Up, Down, Up, TU 

' Vertical Body Press (while running): TU 4 

- Power Slam (opponent whipped): TU - 

Tie Up 
Samoan Drop: Left, TU 

» Inverted Atomic Drop: Left, P 

Neckbreaker: Left, K 

Piledriver: Left, Right, P 

Tie Up From Behind 
Reverse DDT: Left, TU 

Sleeper Hold: Left, P 

Roll Up Pin: Lett, K 
Opponent Down 

: Stopover Facelock (by head} 
Left, Up, P 

Mount Punches (b : 
Left, Down, TU yhoo 

Texas Cloverieaf : 
Left, Down, K (ry leas) 

) : Driving Elbow (on top turnbuckle): 
P+TU 

oer RR Ra 

Val Venis 
} Standing 

Fall Forward 
Powerbomb: 
Left, Right, 
Left, P 

Sidewalk Slam: 
Up, Down, K ’ 

Spine Buster: Left, Up, P 

Fireman's Carry: Left, Down, K 

Headlock Takedown: Left, Right, K 

Fisherman's Suplex: Left, Down, TU 

Spinebuster (opponent whipped): TU 

ing Brainbuster: 
Left, Down, Right, TU 

Powerbomb: Left, Down, K 

Samoan Drop: Left, TU 

' Backbreaker: Left, K 

Fisherman’s Suplex: Left, P 

Tie Up From Behind 
Reverse Vertical Suplex: Left, TU 
Rolling Prawn Hold: Left, K 

; Russian Leg Sweep: Left, P 

Opponent Down 
- Kick To Spine (by head): Up, Down, P 

Pom Pretzel (by body): Up, Down, TU 

Swivel Mount Punches (by body): 
Left, Right, Left, TU " 

, Fist To Groin (by legs): Up, Down, K 

E Chin Crusher: 
Left, Down, P 

Samoan Drop: 
Up, Down, TU 

Flying Head 
Scissors: Left, 
Up, TU 

Small Package: Up, Down, K 

ane Head Scissors (while running): 

Power Siam (opponent whipped): TU 

- Flying Head Scissors (in comer): 
Up, Up, P 

. Running Butt Bump (in comer)(while 
running): K 

PUGS & 

- Tie Up 
Floatover Suplex: Left, TU 

Side Slam: Left, P 

Neckbreaker: Left, K 

Tie Up From Behind 
Bulldog: Left, TU 

Octopus Hold: Left, P 

: Rolling Prawn Hold: Left, K 

; Opponent Down 
fe Toehold Half Crab (by head): 

Up, Down, Up, P 

B Senton Splash (by body): Left, Right, TU 
Half Crab (by legs): Left, Right, K 

+ Senton Bomb (on top tumbuckie): K+B 

~ Standing 
. Running Knee 

Hit: 
Left, Down, P 

Leg Drag: Left, Down, K 

«-Factor: Up, Down, TU 

Cross Body Block (while running): K 

Spin Leg Clothesline (opponent 
whipped): K 

Spin Kick Combo (in comer): 
Left, Right, P 

Bronco Buster (in comer): 
Up, Down, P 

. Hurricanrana (on top tumbuckie): 
TU+B 

Tie Up 
Bulldog: Left, TU 

Three Knee Combo: Left, P 

Leg Stretch: Left, K 

. Tie Up From Behind 
German Suplex: Left, TU 

" Sleeper Hold: Left, P 
> Victory Roll: Left, K 

Opponent Down 
- Front Facelock (by head): Up, Down, P 

Fist To Groin (by legs): Up, Down, K 

| Shooting Star Press (on top 
turmbuckie): P+K 

Quick Leg Drop (while running): K 

Game Informer * August ‘99  



   
Cheat Menu - These codes must be 
entered at the Name Entry screen 
(Save Game file). When inputting a 
code, hold Z then use the Left Button 
to tap a letter. When you do this, the 
letters you input appear in the lower 
left-hand corner of the screen. After the | 

desired code is entered hit the Left 
Button with the cursor on “End” icon 

followed by A. The word “Ok” will 
appear, signifying correct code entry. 

Debug Options - Input RRDEBUG 
then start a race on any Tournament 
track. Now, pause gameplay and press 
Left, Down, Right, Up to bring up the 
Debug Menu. 

Unlock Cy Yunga — Input RRCYYUN 
(This podracer will replace Bullseye 
Navior when selected). 

Extra Trash Talking - Enter 
Tournament mode and hold Z then 
press A to start a race. 

“The Rhino” 
Toledo, OH 

  

Enter this code at the Pause screen. 

Bonus Levels - Hold Z and press R 
Button, B, A, B, A, Up C, Down C, 
Left C, Right C, Up C, Down C, Left C, 
Right C. A sound will confirm code 
entry. 

“Daddy Fat Sax” 
Memphis, TN 

  

More Points - To add an extra 100 
points onto your score for each level, 
defeat your opponent in the one player 
mode, then just before your nemesis 
dies press the L button to taunt. If your 
character is still taunting when the 
camera zooms in you'll land an extra 
100 point reward. 

Tommy Pimparsing 
Holand, MI 

  

Level Select - When the flashing 
Press Start icon appears at the Title 
Screen press A, Right Button, Z, Up, 
Up, Up C, Down C, Down C. If entered 
correctly, the phrase "Missions Open" 
will flash across the screen. 

“Mr. Monday Night” 
Fargo, ND 

© Game Informer ¢ August '99 

Exploding Batter - When the batter 
   

steps into the box quickly press Right, 
Left, Down, Right, Left, Up, Right, 

Left, Down. 

View Fireworks - Select Exhibition 
mode, then at the Stadium Selection 
screen press Z to take a look at any 
stadium you desire. At the stadium 
press R and Z to shoot fireworks. 

Flying Outfielder - Wait until a fly ball 
is smacked into the outfield by the rival 
team. Let the ball drop, then pick it up. 
Hold Z and press Up C to run into the 
infield with the ball. Now, press Right 
C, Up C, Left C, Down C, Left C, Up 
C, Down C, Right C, Up C, Left C, 
Down C to toss the ball to different 
bases. If you throw the ball to the listed 

bases in order the crowd will boo. Now, 
intentionally let the next ball drop into 
the outfield as well. Don’t pick it up. 
Repeatedly tap A or B to make your 
fielder fly. 

Enter all of these codes as Create A 
Player names. 
Bonus Teams — CODE EMOTIONS 
Invisible Team - CODE 
INVISIBLEMAN 

Thin Team - CODE TOOTHPICK 
Flat Team - CODE STEAMROLLED 
Small Team - CODE LIDDLELEAGUE 
Weeble Team - CODE WEEBLEMAN 
Full Attributes - CODE 
SUPERHUMAN 

Big Bats - CODE PHATTBATT 
Big Feet - CODE BIGFEET 
Big Head Mode - Win the World 
Series on Rookie difficulty, then create 
a player named CODE BIGGHEDZ. 
CPU vs. CPU Mode - Win the World 
Series on All-Star difficulty, then create 
a player named CODE CPUVSCPU. 
Tick Team - Win the World Series on 
Veteran difficulty, then create a player 
named CODE THETICK. 

Sam Arnold 

Los Angeles, CA 

  

Level Select — Start the normal game 

   ‘ “ qyassit 

  

and play until you reach the save option 
to Controller Pak screen. Save, then 
reset the game. Select the Load Game 
option on the main menu and boot up 
the game you just saved. A prompt will 
ask you if you'd like to insert a Rumble 
Pak. At this point simultaneously tap L 
Button and B, then press A to reach 
the Level Select. 

Transform into a Car - Enter Practice 
Mode and pick up the car and fly with it. 
Pass through all of the rings and pass 
through the last red ring. You gotta fly 
through it or this trick won't work. If you 
do this correctly the game will glitch 
(like it doesn’t already) and Superman 
will merge with the car. 

“The VidMan” 
Uptown, MN 

  

Level Select and Invincibility - At the 
title screen hold L, Z, Up C, and Down 
C simulataneously. Eventually you will 
hear a gunshot and the game will 
automatically go to the character select 
screen. To change levels use Right C 
and Left C. Invincibility is Automatic 

“Gl Droid” 
(Location Unknown - 

Last seen on Chicken Planet) 

  

Unlock It All Baby —- At the Title 
Screen press the analog Down, analog 
Up, digital Down, digital Up, Down C, 
Up C, Left Button, Right Button, Z, 
digital Left, Right C, analog Up, B, 
digital Right, Left C, Start. You'll hear 
laughter when this code is entered 
correctly. 

Louise Karpent 
Chatsworth, CA 

  

   
All Cars, Tracks, Difficulties — At the 
Mode Select screen press Left Button, 
Z, Right Button, Up C, Down C, Left 
C, Right C, then Start. A chime will 
ring out accepting this powerful cheat. 

Jin Reut 
Lombard, IL 

Level Select - At the Main Menu move 

     
your cursor to the anthill, hold Up C, 
Down C, Left C, Right C, Z, then press 
R Button. 

Jed Dej 
Webville, COM 

    

Puzzles - After completing level 2 
"Treasure Trove Cove," head back to 
Banjo's house within the practice area 
and look at the picture of Bottles above 
the fireplace. Doing this will bring up a 
strange puzzle game. Defeat it and you 
will receive a code to enter on the floor 
of Treasure Trove Cove. From here on 
in, new puzzles will be added after each 
level is beaten. We recommend 
conquering the game completely, then 
returning to the puzzle game for the 
codes. Here are the codes. 

Big Heads - BOTTLESBONUSONE 
Big Arms - BOTTLESBONUSTWO 
Big Kazooie — 
BOTTLESBONUSTHREE 
Wiener Banjo - 
BOTTLESBONUSFOUR 
Big Feet/Wiener Body - 
BOTTLESBONUSFIVE 
Big Everything - 
BIGBOTTLESBONUS 
Washing Machine - 
WISHYWASHYBANJO 
Infinite Lives - CHEATLOTSOFGO 
ESWITHMANYBANJOS 
Maximum Energy - CHEATAN 
ENERGYBARTOGETYOUFAR 
Infinite Air (underwater) - 
CHEATGIVETHEBEARLOTSOFAIR 
Infinite Gold Feathers - CHEATA 
GOLDENGLOWTOPROTECTBANJO 
Infinite Red Feathers - CHEATN 
OWYOUCANFLYHIGHINTHESKY 
Infinite Eggs - CHEATBANJOBE 
GSFORPLENTYOFEGGS 
Infinite Mumbo Tokens - CHEAT 
DONTBEADUMBOGOSEEMUMBO 
Disable Codes - NOBONUS 

Andy Jabroni 
Eden Prairie, MN 

   



  

Pmpetanion 

Enter all of these codes at the Main 
Menu. 

All Courses — Tap Right, Left, Right, 
Left, @, Mi, @, MH, the select Free Ride 
mode. 
Race Against Shawn Palmer - Tap @ 
(x8), then finish the first track in World 
Tour mode in first place to race against 
Shawn. 
Race Against Mike Beallo - Tap & 
(x6), @ (x2), then finish the first track in 
World Tour mode in first place to race 
against Mike. 
Race Against Nicola Thost - Tap @ 
(x7), @, then finish the first track in 
World Tour mode in first place to race 
against Nicola. 
Race Against Ross Powers — Tap 
(x5), @, MH (x2), then finish the first 
track in World Tour mode in first place 
to race against Ross. 
Race Against Fabien Rohrer - Tap @ 
(x5), @, Ml, @, then finish the first track 
in World Tour mode in first place to race 
against Fabien. 
Big Air Board - Tap Right, Left, 
Right, Left, ll (x3), @, then choose the 
Pitbull board. 
TD5 Board - Tap Right, Left, Right, 
Left, Mi (x2), @, MI, then choose the 
Pitbull board. 
Steve's Board - Tap Right, Left, 
Right, Left, MM (x2), @ (x2), then 
choose the Pitbull board. 
Jimmy's Board - Tap Right, Left, 
Right, Left, Hl, @ (x3), then choose the 
Pitbull board. 
Fire Board — Tap Right, Left, Right, 
Left,@, @, M (x2), then choose the 
Pitbull board. 
Angel Board — Tap Right, Left, Right, 
Left, Mi, @, Mi, @, then choose the 
Pitbull board. 
Accolade Board —- Tap Right, Left, 
Right, Left, Ml, @ (x2), I, then choose 
the Pitbull board. 

  

Carmel Electrode 

Point Peeks, AK 

  

Expert Mode - At the Title Screen hold 
Li, L2, R1 and R2, then start a game. 
Play as Gado - Beat Arcade mode with 
any character. 
Fight Against Shen Long - Beat 
Arcade mode with any character 
without continuing. 
Play as Shen Long - Defeat the Shen |{ 
Long battle. This trick also unlocks “ 
Ending 1. 
Model Type - Beat Story mode with 
any character. 
Recovery Speed —- Beat Story mode 
with any character without continuing. 
Any Cancel Point - Defeat fifteen 
characters in Survival mode. 
Extra Costumes — Beat Arcade mode 
with all characters. At the Character 
Select screen press Start on the 
desired combatant to unlock his or her 
fourth costume. 

“The Video Game Concierge” 
Providence, Rl 

  

Bonus Songs — Place the game disc in 
an audio CD player and access track 
two to hear some new songs. 

Layne Landorf 
Pittsburgh, PA 

  

All Jets - At the Plane Selection 
screen press Left (x2), Right, Down, 
Up, Down, Right, Select. 
All Missions - At the Mission Select 
screen press Up, Down (x2), Right, 
Left, Down, Up, A 

David Swallows 
Long Horn, WI 

Refill Force Power — Go to the Pause 
screen, hold L2, then press Left, Right, 
Up, Down, Right, Left, Up, Down, and 
A. 

Level Select - Use the Delta Weapon 
over 10,000 times (We didn’t bother 
testing this one, so don’t get mad if you 
rack up that much play time and it 
doesn’t work.) 
9 Credits - Rack up over three hours of 
gameplay. 
Free Play Mode — Rack up over six 
hours of gameplay. 
Red Power-Up -— Collect a Force Pod, 
then pause the game. Now, hold L2 and 
press Left, Right, Up, Down, Right, 
Left, Up, Down, and @. 
Yellow Power-Up - Collect a Force 
Pod, then pause the game. Now, hold 
L2 and press Left, Right, Up, Down, 
Right, Left, Up, Down, and %. 
Blue Power-Up — Collect a Force Pod, 
then pause the game. Now, hold L2 and 
press Left, Right, Up, Down, Right, 
Left, Up, Down, and %. 
Power Armor — Set the difficulty level 
to Human or higher, or play over 100 
games. 
Get a Force Pod - Use the Refill Force 
Power code followed up by any of the 
Power Up codes. 

‘Virtual Gap Boy 2000” 
Phoenix, AZ 

  

Play as Bahamut - Simply beat the 
Story mode. 
Play as Squall - Beat the Story mode 
twice, then defeat Squall in the 
Challenger race. 
Play as Cid Tank - Beat the Story 
mode three times, then hold L1 on 
Sqaull at the Character Select screen. 
Play as Mumba - Beat the Story mode 
four times, then hold L2 on Sqaull at the 
Character Select screen. 
Play as Cloud — Beat the Story mode 
five times, then hold R1 on Sqaull at the 
Character Select screen. 
Play as Catuar — Beat the Story mode 
six times, then hold R2 on Sqaull at the 
Character Select screen. 
Play as Aya - Beat the Story mode 
seven times, then hold L1 and L2 on 
Sqaull at the Character Select screen. 
Play as Original Chocobo — Beat the 
Story mode eight times, then hold R1 
and R2 on Squall at the Character 
Select screen. 
Play as Airship - Beat the Story mode 
nine times, then hold L1 and R1 on 
Sqaull at the Character Select screen. 
Play as Jack — Beat the Story mode 
ten times, then hold L2 and R2 on 
Sqaull at the Character Select screen. 

Mimi Madussa 
New Montin, KY 

  

| ENTER TO win \ 
Send in your codes and passwords, | 
and if we choose your entry as | 

| Code of the Month you'll win a | 
wonderful prize from the Game Bonus 8-Player Mini-Game - \ 

Plug in the Making of Lunar disc, \\ 
and when the FMV sequence beings \ 
press Up, Down, Left, Right, & 
Stat. 

Tiny Phalanx Mini-Game — With the 
PlayStation off, grab controller two and 
hold Select and Start. While still holding 
this combo turn the PlayStation on and 
continue holding until the Zoom logo 
appears and disappears. 

| Informer Vault! All other entries | 
printed within these hallowed pages | 

_ will receive a Secret Access T- shit 

Send To: 
Secret Access 
Game Informer Magazine 

10120 W. 76th Street 
Eden Prairie, MN Boats 

E-Mail: 
_Serrotaccess@gamenformer. com L 

View FMV Sequences - Again on the } 
Making of Lunar disc wait until the FMV 
sequence begins, then press Up, Down 
Left, Right, A, Start. Same code? No 
way. Now, open the PlayStation lid and 

remove the Making of Lunar disc and 
__ insert either game disc and select EXIT to 
__ view the FMV Sequences. 

Tiny Phalanx Invulnerability - Head 
to the Tiny Phalanx option screen and 
highlight the Speed icon. Now, 
simultaneously press Up, Left, R2, L2, 
and A. lf entered correctly the 
background will turn red. 

Brenda Benderdown 
Golden Valley, MN - Carl McEwing 
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(@y wows. NWO: World Tour 

New Uniforms - At the Character 
Select screen press Left C or Right C 
to change uniforms. 
Unlock Hidden Characters - For 
each League beat in League Challenge 
you will unlock a new character 
(Diamond Dallas Page, Glacier, Wrath, 
Black Widow, Macho Man Randy 
Savage, and Joe Bruiser). If you beat 
all of the Leagues you will unlock these 
characters and a new League. Beat 
this League for an additional character. 
Use Foreign Objects - With any 
character, leave the ring and walk over 
to the crowd to get an item. Characters 
who are more popular will get items 
more often (i.e. Hulk Hogan, Sting). 
Flying Wrestlers - When your 
opponent is on the top turnbuckle, 
perform a throw and hold the analog 
stick Up. Doing this will cause your 
enemy to spin through the air until the 
stick is released. 

Ace Booka 
Carlo, WA 

Enter all of these codes at the "Title 
Screen". 
All Wrestlers - Right C x4, Left C x4, 
Right Button x 4, Left Button x4, Z 
All Rings - Left C, Left Button, Right 
C, Right Button, Left C, Left Button, 
Right C, Right Button, Z 
Ring Select - Right C, Right Button, 
Right C, Right Button Z 
Pulsating Heads — Left C x 7, Left 
Button, Z 
Big Heads — Right C x 7, Right 
Button, Z 
Big Everything - Right Button x 7, 
Right C, Z 

Johnny Dangerous 
Little Rock, AR 

© Game Informer ¢ August '99 

helpful hints + 

Play As Managers - Choose 
One-on-One Exhibition and pick at 
least one wrestler who is accompanied 
by a manager. When the match begins, 
press Z on controller 3 or 4 to take 
control of one of the managers 
standing ringside. 

Modes 
TV Title - Win the Cruiserweight 
competition. 
World Heavyweight - Win the U.S. 
Heavyweight competition. 

Hidden Characters 
Curt Hennig - Win 
Heavyweight Belt. 
Rowdy Roddy Piper - Win the World 
Heavyweight Belt. 
Kanyon - Win the TV Title Belt. 
Kidman — Win the Cruiserweight Belt. 
Meng & Barbarian - Win the Tag 
Team Belts. 

the U.S. 

NWO Belt - Beat the World 
Heavyweight competition — with 
Hollywood Hogan. 

Silver Belts - During the intro, press A 
when Hogan, Bischoff, and the Giant 
are speaking, and the Belts in the game 
will change from Gold to Silver. 

Steal Opponent's Special - First, 
make sure your opponent is in the same 
weight class as you. Then, begin a 
match and allow your opponent's Spirit 
Meter to fill (flashing red). Now, grab 
your opponent with a Strong or Weak 
Grapple and simultaneously press A 
and B. WHAM! You just did his Special! 

Steal Opponent's Ground Moves - 
Simultaneously press A and B while 
your opponent is on the ground. 

Steal Taunt - When the opposition or 
tag team partner uses a taunt, rotate 
the analog stick counter-clockwise to 
mimic him. 

Joseph Armadilliodangodong 
Yukatown, KY 

Alternate Uniform - To access an 
alternate uniform for a majority of the 
characters, highlight the wrestler you 
want and press Start. 
Hidden Characters - All you have to 
do is beat every League Challenge to 
access these characters. They will 
appear at the bottom of the Character 
Select Screen. 

"The Rhino" 

Toledo, OH 

passwords + 

WCW Nitro 

Unlock All 48 Wrestlers — At the 
Character Select screen press R1, R1, 

R1, R1, 11,11, L1,L1, R2, R2, R2, R2, 
L2, L2, L2, L2, then hit Select. 

Unlock More Rings - Go into the 
Options and highlight Rings. Press L1, 
L2, R1, R2, L1, L2, R1, R2, and finally 

Select. All of the rings will appear. 
Swelling Heads — Go into the Options 
and press L1, L1, L1, L1, L1, L1, L1, 
L2, Select. 
Big Heads - Go into the Options and 
press R1, R1, R1, R1, R1, R1, R1, R2, 

Select. 
Big Everything - Go into the Options 
and press R2, R2, R2, R2, R2, R2, R2, 

R1, Select. 
Instant Win - At the Character Select 
screen press L1, R1, L2, R2, L1, R1, 

L2, R2, Select. 

YMCA Moves - Pick the Disco Ring 
and then when gameplay starts hit L2. 

John McCarthy 
Webville, COM 

Enter these run-in codes at any point 
during gameplay. Note: Entering these 
codes will automatically disqualify you. 
Stone Cold - L1 and L2 and R1 and 

R2 and Up and Kick 
The British Bulldog - L1 and L2 and 
Ri and R2 and Left and Kick 

Faaroog - L1 and L2 and Ri and R2 
and Up and Punch 
Goldust - L1 and L2 and R1 and R2 

and Right and Punch 
Bret Hart -L1 and L2 and R1 and R2 

and Left and Tie Up 
Owen Hart — L1 and L2 and R1 and 

R2 and Left and Block 

Ahmed Johnson — L1 and L2 and R1 

and R2 and Up and Block 
Kane —L1 and L2 and R1 and R2 and 

Down and Punch 

Ken Shamrock — L1 and L2 and R1 

and R2 and Down and Kick 

Mankind -L1 and L2 and R1 and R2 

and Up and Tie Up 
Shawn Michaels —-L1 and L2 and R1 

and R2 and Left and Punch 

Mosh —L1 and L2 and R1 and R2 and 

Down and Block 

The Rock -L1 and L2 and R1 and R2 

and Right and Kick 
Undertaker - L1 and L2 and R1 and 

R2 and Right and Block 
Thrasher -L1 and L2 and R1 and R2 

and Down and Tie Up 
Triple H - L1 and L2 and Ri and R2 
and Right and Tie Up 

"The Rhino" 

Toledo, OH 

Easy Win - This technique will work in 
any mode and under any difficulty. 
Approach your opponent and simply 
tap Up and @. Once the wrestlers 
enter the test of strength (with their 
hands locked together), jam on all of 
the buttons. This will make the CPU's 
hit meter deplete at great speeds. Once 
the test is done, enter it again and 
repeat the process until the CPU's 
health is completely drained. Now, 
simply perform any move and pin your 
opponent. Even Goldberg is 
defenseless against this devastating 
maneuver. 

Enter all of these codes at the Title 
Screen. 

Big Heads — Ri ( x7), R2, Select 
Big Everything - R2 ( x7), R1, Select 
Hidden Characters —R1( x4), L1 ( x4), 
R2 ( x4), L2 ( x4), Select 

Enter this code at the options screen. 

Ring Select — R1, R2, R1, R2, Select. 
Every time you press Select (in this 
sequence) a new ring will appear. To 
scroll backwards through the ring list, 
press L1, L2, L1, L2, Select. 

Enter all of these codes in the Options 
menu. 

View FMV Sequences - Ri, R1, R1, 
Ri, Li, L1, L1, L1, Select ( Press Left 
and % to advance. Press Right and # 
to step back. Press Start, Start to exit.) 
Cage Matches - R1, R2, R1, R2, 
Select 
Ring Select - R1, R2, R1, R2, Select 
(Every time this code is entered, the 
ring will advance by one.) To scroll 
backwards through the list, press L1, 
L2, L1, L2, Select. 
Box Ring -L1, L2, L1, L2, Select 
Dancing Wrestlers - Enable the Ring 
Select code, then choose the USO ring. 
To make the wrestlers dance, perform 
any generic move or press L2 for a 
small dance. 

William Clinton 
Beaver County, PA 

. The World 

Super Pin — At any time while pinning 
an opponent press Start and hit Down, 
Down, Down, Down, L1 to perform a 
Super Pin. 
Frozen Computer — At any time during 
the match press Start and hit Left, Left, 
Up, Down, Ri to make the computer 
freeze. 
Super Damage - At any time during the 
match press Start and hit Up, Up, L1, 
L2, Down. Entering this correctly will do 
the computer some serious damage. 

Aaron Albrecht 

New Berlin, WI  



   

    

    

   

  

Extra Lives - Select the Toy Box and 
see the Fortune Teller. Look at cards 
until five lives are earned then return to 
the Main Menu and enter the Original 
game. When you start you'll have ten 
lives instead of five. Note: This 
technique only works on a new game. 

Tons of Lives - Trek to State 3-1 and 
run to the end of the stage, mainly the 
staircase leading to the flag. Dodge 
the first turtle, then jump on the left- 
hand side of the second turtle. Now, let 
go of the control. Mario (or Luigi) will 
continue bouncing on the turtle 
creating a life loop. Stay here for as 
long as you like (or until time expires) 
then head on your way with a healthy 
stock of lives. 

Fireworks - Successfully complete 
any Stage with a time that ends in a 1, 
3, or 6 to view fireworks and gain extra 
points. 

Warp To 2, 3 or 4—Jump on top of the 
series blocks at the end of Stage 1-2 to 
reach three tube warps. 

Warp to 5 - On Stage 4-2 run toward 
the end until you come to the large 
tube. Jump on top of the tube and 
knock out the blocks to access a path 
that leads to the Stage 5 warp. You 
can also run along the brick ceiling to 
reach this tube. 

Warp to 6, 7 or 8 - On Stage 4-2 
stand to the right of the first set of 
falling platforms. Stand under the three 
blocks then jump into the air to unlock 
hidden blocks. Now, hit the left block to 
unlock a beanstalk that leads to three 
tube warps. 

Play as Luigi — Press Select at the 
Map screen. 

Album Pictures - There are a ton of 
cool pictures hidden in DX, most of 
them are unlocked by killing different 
creatures. You'll also be rewarded with 
pictures for accessing fireworks, 
finding a hidden extra life, finding a 
beanstalk, and killing Bowser with 
fireballs. 

Donny Reagle 
Chicago, IL 

   
    

    
    

  

   
   

    
   
   

    

     

   

   

   
   
    

    
    

    

    

    

     
    

  

    

   

  

    

  

    

   

   
   

   

Infinite Health — 

8122cdd4 42c8 

Infinite Freezing Breath - 
8122cde8 42c8 

Infinite Running Boosts — 
8122cddc 42c8 

Infinite Laser Eye — 
8122cde4 42c8 

Infinite X-Ray Vision — 
8122cde0 42c8 

   
   
   

ABug’s life 

Infinite Health — 

811e1a2e 0004 

Infinite Lives — 

801e1a38 0009 

Max Grain — 

801e1a39 0032 

Have All FLIK — 
801e1a3a 000f 

Start with Goldberry — 
811e1a2e 0003 

All Enemies Killed — 
811e1a26 0000 

Always Have Super Jump — 
811e1a28 0020 

    

     

  

Unlock All Levels — 

81099150 000f 

“Bloody Roar 
Infinite Health - 

80178a5c 0100 
80178a5e 3221 

80178a64 000d 

80178a66 1020 

Infinite Health (Player 2) - 
80178a5c 0100 

   
   

  

Shortcut Moves — When choosing 
Extra or Advance mode use the 
Option button to select your option. 
Doing this enables shortcut moves. 
Now, simply press a direction with a 
button to access a move. 

“The Rhino” 

Toledo, OH   
80178a5e 3221 

80178a64 000d 

80178a66 1420 

   

       
     

Centipede : 

   Infinite Lives (Adventure) — 
800b99f8 0004 

Infinite Lives (Arcade) — 
80095dcc 0003 

   

      

    

The codes below 
with i¢ 

  

   
      

800282ce 2400 

Infinite Battle Magic - 
8002e7e6 2400 

Infinite Cash — 

801dc37c 967f 

801dc37e 0098 

Infinite HP (Alex) — 
801dbfc0 03e7 

Max HP (Alex) — 
801dbfc2 03e7 

Infinite HP (Nash) — 
801dc000 03e7 

Max HP (Nash) — 
801dc002 03e7 

Infinite HP (Jessica) — 
801dc040 03¢7 

Max HP (Jessica) — 
801dc042 03e7 

Infinite HP (Mia) — 
801dc080 03e7 

Max HP (Mia) — 
801dc082 03e7 

Infinite HP (Kyle) - 

801dc0c0 03e7 

Max HP (Kyle) — 
801dc0c2 03e7 

Infinite HP (Luna) — 
801dc100 03e7 

Max HP (Luna) — 
801dc102 03e7 

Infinite HP (Ramus) — 
801dc140 03e7 

Max HP (Ramus) — 
801dc142 03e7 

Infinite HP (Ghaleon) — 
801dc180 03¢7 

Max HP (Ghaleon) — 
801dc182 03¢7 

Infinite HP (Laike) — 
801dc1c0 03e7 

Max HP (Laike) - 

801dc1c2 03e7 

   

  

Instant Level Up To 99 - 

STILIESTUCK-PR    

Codes found in this issue: 

  

AIBUG'S LilC ccscessssriananunnnticien sv 
BanjO-KaZ00I0 sssisssssicssseversuisveasinsaensenes cv] 

Big All sessssasitdciieescrcenneniveatvatinecinvnsts a 
Bloody ROal lheiccnimasemmcnsaces 2 

Bogey: Dead 6 oo... eessesssseccesstecneesteses dz 
Centipede on... eeeceseeseeseseeseseeeneenees 2 

ChocobO Racing .........c:cseceessesseeseeseesees 2 

Fighting Force 64.0... .ssseeseseeseseeeseeens is 

FZOLO Xs aceccssensacseseeasaseeestssscoesensidestasnnn Ww 
FOPSAKOM ose sseesssesseessecseeseeeseeneestecseeneens ve 

Ken Griffey, Jr.’s Slugfest ...........scseeee ‘s 

Kilig Of FIQhtOrs:R-2 ssscessiersscnrssseersnsenens bai 
Lode Runner 3D ou... esseessseseeseerseesenes re] 

Lunar: Silver Star Story Complete ........ a 
Relype Delta. sccisiiesesenivincenend seins 
Shadow Madness ........:ccscssssseceesesseseeees 

Snowboard Kids ..........e.sese 
Star Wars: Episode | Racer 
SUPOFMAN us eesseessesstssseesessneceeeseeeneeseeeees 

Super Mario Bros. DX........:.:scseseeseeees 

  

Super Smash BrOS. oo... vl 
WCW ING siincccpitttictcsscenareeggiiveree f 2. i 

WCWI/NWO Revenge .......eesesesseeeee oy 
WCW/NWO Thunder ..........cccsceseseeees pis 

WCW Vs. NWO: World Tour..........0 L 
WCW Vs. The World ...cessessecsseeseseeees Bs 

WWI War ZONe stcsssscsstsiactsecrressvcie 2 
ZOl0: DIVING ses secriietesleli dhl encandiwads 2 

arse 

ee a 

no 
These lines may not have information for 
all titles. If you’re under 18 be sure to get 
your parent's permission. All calls cost 
between $.95 and $1.25 per minute. 

Acclaim 

516-759-7800 

Capcom 

900-976-3343 

Electronic Arts 

900-288-4468 

GT Interactive 

900-225-5248 

Konami 

900-896-4468 

LucasArts 

900-740-5334 

Midway 

903-874-5092 

Nintendo 
900-288-0707 (Game Counseling) 

425-885-7529 (Automated) 

Sony 

900-933-7669 

Square Soft 
900-407-KLUE(5583) 

THQ 
900-370-4468 

Game Informer ¢ August '99 ©  



gaming Feom the past to the present    | Availability: Uncommon 

Replay Value: Moderate 

| Similar Games: Deja Vu (NES), 
| Shadowgate (NES) 
Access Tip: This adventure is extremely 

  

GET GUT OF HERE! 

  

   

  

| difficult and a strategy guide is highly 
recommended. Numerous guides can be 
found on the Internet. 

\ Overall: 

‘he NES had a nice selection of graph- 
ic adventures like Maniac Mansion. | 
These games were essentially point- 

and-click adventures that really tested your 
patience and brain skills. Maniac Mansion appeared on a number of systems 
and was the launch pad for LucasArts’ successful Day of the Tentacle series. 
Maniac Mansion, released for the NES in 1990, features a youthful cast whose 
job is to rescue Sandy the Cheerleader from a diabolical fiend known as Dr. 
Fred. There are seven kids that you can choose from to make up your party of 
three, each with different abilities. There are numerous ways to attack this 
adventure, which essentially comes down to deciphering some very twisted 
logic to discover which items are used where. Regrettably, there are a ton of 
items that are completely useless, so a guide or FAQ is strongly recommend- 

ed if you are seriously stuck. There are nine different endings for this difficult 
and entertaining adventure. This game is also a must for collectors, as certain, 
rare copies of the game allow you to blow up a hamster i in a microwave. 

“ane caERS WILL BE HORR 

    Availability: Uncommon 
Replay Value: Moderate 
Similar Games: Die-Hard Trilogy (PS-X), 

Monster Manor (3D0), Crime Patrol (3D0) 
Access Tip: See Classic Codes 

   

Overall: 

hen you have Wesley Snipes 

W:: Sly Stallone in one game, 
there is sure to be some butt- 

kickin’ going down. Based on the film of | & 
the same name, this game is actually bro- “ms 
ken down into four different genres: 
Shooter, Fighter, First-Person, and Driving. To be sure, none of the different 
gameplay sections really stand out, but Demolition Man includes fantastic 
footage of Stallone and Snipes created specifically for the game. You may 
not like any part of the game and still enjoy seeing the footage of these 
action heroes. However, you just might find one particular section that you 
can’t set down (we like the first-person action). In fact, this is one of the 

best games the 3DO ever offered (which isn’t exactly saying much) and is 
worth a look for the work of Snipes or Stallone alone. (Man, they should 
make a Blade game like this!) 
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I SAH DR. FRED TAK = 

  

    

    

    

        

Availability: Common 
Replay Value: Low 

Similar Games: Beavis and Butt-Head 
(Game Gear, SNES), Ren & Stimpy 
(SG, SNES) 
Access Tip: To enter Burger World, type 
Butthead (28884323) in the key pad. 
Overall: 

e have definitely seen the 
raunchier side of cartoons since 

this duo appeared on MTV in the 

early 90’s. In 1994, Beavis and Butt-Head 
hit video games with a beat-’em-up on —. 
SNES and this action/adventure gem for the Sega Genesis. The ultimate 
goal is to help these two headbangers find the pieces of their tickets so they 
can get into the Gwar show. The adventure takes you to familiar settings, like 
Burger World and Highland High School, and lets you interact with such mem- 
orable characters as Mr. Buzzcut, Mr. Anderson, and Todd. You can spend a 
fair amount of time just running around, but if you want to solve the game, 
you must solve a series of tricky puzzles. There are a bunch of crazy events 
you must trigger by using various items and interacting with different char- 

acters. Indeed, you could spend many hours trying to get through this game, 
and the results are usually very comical. 

    

    

   

  

      

    

     

  

     

    

   

   

   

  

   
     
     

    

    

   

    

    

  

  

Demolition Man - 3D0 Lex Luger - 

Level Select - Pause the Down/Right + Start 

game and then hit Left Shawn Michaels - 

Shoulder, A, Up, Down, Down/Left+A+C 

Right Shoulder, Up. Now, Razor Ramon - Left +A+C 

hold B and use Up or Down Diesel - 

Continue in Royal Rumble - 

you are thrown out, hold A 

+B+C. If done correctly, 

you should hear a single 

bell ring, and you will come 

back as a wrestler who is 

to scroll through the levels. Down + Start + A+C still in the ring. 

Secret Levels - After activat- 1-2-3 Kid - 

ing the Level Select, hold B, Up/Right + Start + C Rambo — NES 

then press Up or Down to Luna Vachon - Up/Right + C 

find the secret levels 

labeled VRGN 1 to 5. 

Super Sly Cheat - At the 

Password screen, enter 

— . all 9's. 
classic 
codes 4 
     

The Need for Speed - 3D0 

Practice Mode - Enter the 

Options screen and_high- 

light Difficulty, then hold X + 

Right Shift + Left Shift +A. Ul! Attributes - Enter the pipe Dream - Game Boy 
If done correctly, the next Change Stats (above) code Enter the following at the 
race should have no carson _‘for the wrestler you want. password screen 
the road. When you are asked tO [evel 5— haha 

change the attributes, hold 

Start until you hear a noise. 

Wario Land - Virtual Boy 

Level Select - At the main 

menu, hit A, B, A, A, B, B. 

Level 9 - grin 

WWF Raw - Genesis Level 13 - reap 

h -Toch - Change vee 0 change any Toke Out the Ref — Either run Level 17 - seed 

wrestlers’ stats, go to the fate Hien or dures Wd tree Level 21 — grow 

View Stats screen and enter P Level 25 - tall 
times. If you knock him out : 

the code for the corre- repeatedly, he'll run away Level 29 - yali   
sponding wrestler. and your match will become 

Undertaker - a brawl Spy Vs. Spy - Game Boy 

Right + Start + A Enter these passwords for 

Bret Hart - Outside Interference - During higher levels 
Down/Left + Start a one-on-one match, hold A Level 2- ZKP 

Yokozuna -Up + A+C 

Doink - Left + Start + A +C 
+ B + C on Controller 2, Level 3- YPT 
Another wrestler will come Level 4 - MMD 
eae AAA hAlA tA AKKAR AAS 

 



  
KNY QUEST LONS? 

Dust and dirt can damage your game system. The result? Poor picture quality, fuzzy sound and slow or 
“buggy” game play. Cleaning your system and games regularly will maintain high quality gaming and ensure 

a longer product life. Player's Edge cleaning kits will keep you and your system in the game.         
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Game maintenance products available from Player’s Edge: 

Cleaning Kits for: NINTENDO® 64 * SUPER NINTENDO® « NINTENDO® « SEGA” GENESIS” 
* GAME BOY® * GAME GEAR™ ¢ MULTIMEDIA & GAME CDs 

Available at FuncoLand 

PLAYER'S 
© 1997 Player's Edge. Player's Edge is a trademark of InterAct Accessories, Inc. InterAct Accessories is a trademark of STD Manufacturing LTD. 7 a — Wipeout, Wipeout XL and Psygnosis are trademarks of Psygnosis. © 1996 Psygnosis Ltd. Nintendo 64, Super Nintendo, Nintendo and Game Boy a Je | 
are trademarks of Nintendo of America, Inc. Sega Genesis and Game Gear are trademarks of Sega Enterprises Ltd.
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FROM THE CREATORS 
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“Tr RESIDENT Evi MADE You JUMP OuT OF YOUR SEAT, 

THEN THIS Is GOING TO MAKE You Hipe IN Your CLoset.” — PSM 

ee COMING THIS SEPTEMBER. RESERVE YOUR Copy TODAY. WWW.CAPCOM.COM       
© CAPCOM CO., LTD. 1999 © CAPCOM USA. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD. DINO CRISIS is a trademark of CAPCOM CO., LTD. 1999 ALL RIGHTS RESERVED. 

PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All other marks are the property of their respective owners.



All dates subject to change 
Call your local retallor fo 
more details. ” 

Release _ Title Publisher/ y: Release _ Title Publisher/ System 
Date Distributor Date Distributor 

JULY 9/7/99 Mortal Kombat Gold Midway DC 

7/15/99 Cage Metro 3D GBC 9/7/99 Blitz 2000 Midway DC 

7/15/99 Deer Hunter Vatical GBC 9/7/99 Powerstone Capcom DC 

7/15/99 Micro Machines 1&2 THQ GBC 9/7/99 Ready 2 Rumble Boxing Midway DC 

7/15/99 Puchi Carat Tommo GBC 9/7/99 Ms Pacman Namco GBC 

7/15/99 Puzzle Master Metro 3D GBC 9/7/99 G-Police 2 Activision PS-X 

7/15/99 Revelations: Demon Slayer Atlus GBC 9/7/99 Hot Wheels Electronic Arts PS-X 

7/15/99 Street Fighter Capcom GBC 9/7/99 Suikoden 2 Konami PS-X 

7/15/99 Vigilante 8 (rumble) Vatical GBC 9/9/99 CART Racing Sega DC 

7/15/99 Wicked Surfing Interplay GBC 9/9/99 Dreamcast Unit Sega DC 

7/15/99 All Star Tennis 99 UbiSoft N64 9/9/99 House of the Dead 2 Sega DC 

7/15/99 Monaco Grand Prix UbiSoft N64 9/9/99 Monaco Grand Prix Ubi Soft DC 

7/15/99 All Star Tennis 99 - UbiSoft PS-X 9/9/99 NFL 2000 Sega DC 

7/15/99 Monaco Grand Prix UbiSoft PS-X 9/9/99 Redline Racer Ubi Soft DC 

7/15/99 Return of Ninja Tommo PS-X 9/9/99 Sonic Adventure Sega DC 

7/15/99 Rising Zan AGETEC PS-X 9/9/99 Thousand Arms Atlus PS-X 

7/15/99 Shanghai Sunsoft PS-X 9/13/99 Soul Calibur Namco DC 

7/15/99 Tail Concerto Atlus PS-X 9/13/99 Monster Rancher 2 Tecmo PS-X 

7/15/99 Toonstein Vatical PS-X 9/14/99 Air Force Delta Konami DC 

7/16/99 Echo Night AGETEC PS-X 9/14/99 Quarterback Club 2000 Acclaim DC 

7/20/99 NFL Xtreme 2 Sony PS-X 9/14/99 TrickStyle Acclaim DC 

7/20/99 Tarzan Sony PS-X 9/14/99 Earthworm Jim Crave GBC 

7/26/99 Mario Golf Nintendo N64 9/14/99 Motocross Maniacs 2 Konami GBC 

7/26/99 New Tetris Nintendo N64 9/14/99 Asteroids Crave N64 

7/26/99 Pokemon Snap Nintendo N64 9/14/99 Gex 3: Deep Cover Gecko Crave N64 

7/27/99 Asteroids Activision GBC 9/14/99 NASCAR 2000 Electronic Arts N64 

7/27/99 WWF Attitude Acclaim N64 9/14/99 Jet Moto 3 989 Studios PS-X 

7/27/99 NCAA Football 2000 Electronic Arts PS-X 9/14/99 Kingsley Activision PS-X 

7/28/99 Jade Cocoon Crave PS-X 9/14/99 Mag 3 Crave PS-X 

7/29/99 In-Fisherman Bass Hunter Take 2 N64 9/14/99 NHL 2000 Electronic Arts PS-X 

7/29/99 Monster Truck Madness Take 2 N64 9/15/99 Aero Wings Crave DC 

9/15/99 Evolution Tommo DC 

AUGUST 9/15/99 Slave Zero Infogrames DC 

; . 9/15/99 Swords of Vengance Crave DC 

ae vale ve walieal Gee 9/15/99 Tokyo Street Racer Crave DC 
8/2/99 Duke Nukem GT Interactive GBC 9/15/99 Bugs Bunny 4 Vatical GBC 

8/3/99 Broken Sword 2 Crave PS-X 9/15/99 Cat Woman Vatical GBC 

8/3/99 Quake 2 Activision PS-X BI a GUI a I ee | 5G Daffy Dunk Sunsoft GBC 
Se ee Capcom GBC 9/15/99 Elmo In Grouchland NewKidCo GBC 
8/10/99 Pocket Bowling Jaleco GBC 9/15/99 FIFA 2000 THO GBC 

8/10/99 Konami Arcade Classics Konami PS-X 9/15/99 Frisbee Golf Vatical GBC 

SS eee pe Samenrecker 2000 age Studios a 9/15/99 Hello Kitty's Cube Frenzy NewKidCo GBC 
Se a a | OA BID Madden 2000 THQ GBC 
8/15/99 Bomberman RPG ElectroBrain GBC 
CE a 9/15/99 Looney Tunes_—~S~S~™~C~C—~SSSSSSSSSunsofh——SC*~*“‘*‘CG@®GS™C*~C*# 
8/15/99 Classic Bubble Bobble Metro 3D GBC 9/15/09 ee ies Sunsoft GBC 
8/15/99 Return of Ninja (rumble Tommo GBC STREET a. oR ana wissen eseins aParames oak 

8/15/99 Survival Kids Konami GBC’ 
en 9/15/99 Ninja : Metro 3D GBC 
8/15/99 Championship Motocross THQ PS-X 9/15/99 Quest RPG Sunset GBC 

8/15/99 Demolition Racer Infogrames PS-X 9/15/99 Skateboard Kid(rumble) SCS SSC )_Tommo GBC 

a Stee 9/15/99 ___ Tiger Woods PGA Tour 2000 THQ GBC 
A AL er re eco Toy Story 2 THQ GBC 

aE Kee GBC 9/15/99 Yoda Stories THQ GBC 
8/17/99 Duke Nukem Zero Hour GT Interactive N64 eS SEL US? uke Nuke co ou Ee | 9/15/99 __—AlrBoardin’ USA AGETEG N64 
8/17/99 South Park Acclaim PS-X 

Solan oF anion cm aan 9/15/99 Bass Landing (with controller) AGETEC PS-X 
ach Se) 9/15/99 Clock Tower 2 AGETEC PS-X 

SEN a ee Ne ie ee — NE _ om 2 Soames Gee Advenus Sonam 7 9/15/99 Detonator Gauntlet Working Designs __ PS-X 
ce YN | 915/99 Eagle One Infogrames PS-X 
Ta a a ae Re Heel . Aeclain ft Ne 9/15/99 Lego Racers Lego Media PS-X 

CEE: er CL a 9/15/99 Lego Rocker Raiders Lego Media PS-X 
Senne Bane: Tomorrow Never Dies __Sxeatronte Artes ae = somes Bon: Tomorrow Never Dies eectronis Arts oe 9/15/99 Mission: Impossible Infogrames PS-X 
ee NY 9/15/99 R-Type Delta AGETEC PS-X 
8/24/99 RC Re-Volt Acclaim PS-X ; —. 

8/24/99 Soul of the Samurai Konami PS-X eee pinesersis Capcom PS-X 

8/25/99 Tonic Trouble Ubi Soft N64 me) Carrey ____salee9 —_— 
8/30/99 Jet Force Gemini Nintendo N64 ciety _mesicent a pCO eS ee a |) iin _ Army Men Sarges Heroes 3D0 N64 
Br ne | Spies Gauntlet Lasends Midway N64 

Sra eee Aociaim GBC 9/21/99 Hot Wheels Electronic Arts N64 
8/31/99 Quarterback Club 2000 Acclaim N64 9/21/99 Hivbrid Heaven Konami Ne4 

8/31/99 Shadow Man Acclaim N64 stetiee Tyre eave 
8/31/99 Final Fantasy Vill. SCSC~C“‘<CSCS;7CS; Square Soh PSX 9/21/99 Madden 2000 Electronic Arts N64 

eee 9/21/99 Roadsters Titus N64 

Sr Oe PS 9/21/99 Medal of Honor Electronic Arts PS-X 

SE Nees || SPSS Boace Invalars Activision PS-X 
3120 —__Sledstorm __Fleotronie Ats_FS¥ | 9121/99 Vegas Games 2000 3D0 PS-X BT tN te OO es | IOT/00 Warpath: Jurassic Park Electronic Arts PS-X 

9/21/99 Wipeout 3 Activision PS-X 

SEPTEMBER 9/22/99 40 Winks GT Interactive PS-X 
9/1/99 AMF Bowling Vatical GBC 9/24/99 NASCAR 2000 Electronic Arts PS-X 

9/1/99 Darts Vatical GBC 9/24/99 WCW Mayhem Electronic Arts PS-X 

9/1/99 Jeff Gordon Racing ASC PS-X 9/27/99 Starcraft Nintendo N64 

9/6/99 Pokemon Yellow Nintendo GBC 9/28/99 International Track & Field Konami GBC 

9/7/99 Hydrothunder Midway DC 9/30/99 Gex 3 Eidos GBC  
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TITLE BL_ DATE TITLE BL DATE TITLE BL DATE TITLE BL DATE TITLE BL__ DATE 

Gex: Enter the Gecko 9.25 Mar-98 Ogre Battle Lmtd. Ed. 6.5 Aug-97 — VR Powerboat Racing 6 Apr-98 Rampage 2: Universal Tour 5 Apr-99 
PLAYS TATION | Gex3:Deep Cover Gecko 8 May-99 One 8.5 Jan-98 Vs. 6.25 Dec-97 — Robotron 64 5.5 Feb-98 
3Xtreme §.75 Jun-99 Ghost in the Shell 8 Oct-97  OverBlood 7.25 Jun-97 Wargames Defcon 1 7.25 Sep-98 Rush 2: Extreme Racing USA 8.75 Dec-98 
A Bug's Life 7.5 Jan-99 Goal Storm ‘97 8.75 May-97 Pandemonium 6 Dec-97 Warhammerll: Dark Omen 7.75 Jun-98 San Francisco Rush Extreme Racing 8.75 Nov-97 
Ace Combat II 8.5 Sep-97 Golden Nugget 8 Oct-97  PaRappa The Rapper 8.25 Oct-97 Warzone 2100 7.75 Jul-99 = SCARS 7.75 Dec-98 
Activision Classics 5 Oct-98 Gran Turismo 95 Jun-98 Parasite Eve 7.75 Sep-98 WCWNitro 6.75 Feb-98 | Snowboard Kids 6.75 Apr-98 
Adidas Power Soccer ‘98 2  Sep-98 Grand Slam Baseball 4.5 Jun-97 Persona 8.5 Mar-97 WCWvs. The World 8 May-97 Snowboard Kids 2 6.25 May-99 
Akuji the Heartless 6.75 Mar-99 Grand Theft Auto 7.75 Sep-98 Pitfall 3D: Bynd. Jngl. 8 May-98 © WCW/NWO Thunder 4.75 Feb-99 South Park 7 Jan-99 
Alexi Lalas Int'l Soccer 2.25 Jun-99 Grand Theft Auto: London 1969 7 Jul-99 — Pocket Fighter 7.75 Sep-98 Wheel of Fortune 7  Jan-99 — Space Station: Silicon Valley 6.5 Dec-98 
All-Star Baseball ‘97 w/ Frank Thomas = 5.5 Jul-97_~— Grand Tour Racing 7.75 Nov-97 Point Blank 8.5 Feb-98  Wild9 6.25 Dec-98 — Star Wars: Episode | Racer 9  Jun-99 
Alundra 8.5 Jan-98  Granstream Saga 6.5 Jul-98 Point Blank 2 8 Apr-99 = Wild Arms 8.75 Jun-97 Star Wars: Rogue Squadron 8.75 Feb-99 

Es 8.75 Jul-99 Guardian's Crusade 8 _Apr-99 Pool Hustler 7.25 Dec-98 Wing Commander IV wu /:75 Apr-97 Star Wars: Shadows of the Empire «9.25 Jan-97 
alypse 75 Jan-99” Guilty Gear 8.25 Dec-98 ~~ Populous: The Beginning 7 Jun-69 WWF War Zone 9.5 Oct-98 Starfox 64 9 dun-97 

Arcade’s Greatest Hits Vol. 2 6.5 Dec-97 Hardball 99 2  Jan-99 — Porsche Challange 7.75 Aug-97 X-Games: Pro Boarder 6.5 Dec-98 Super Mario 64 9.75 Aug-96 
Armored Core 8.25 Nov-97 Heart of Darkness 8.25 Aug-98 Powerslave 8.25 May-97 X-Men Vs. Street Fighter 7.5 Jul-98 Super Smash Brothers 8.5  Apr-99 
Armored Core: Project Phantasma 8.75 Nov-98 — Hello Kitty: Cube Frenzy 6.5 Jul-99 Poy Poy 7 Jul-97 X-Men: Children of the Atom 4.5 Mar-98 — Tetrisphere 7.5 Sep-97 
Assault 7.25 Dec-98 Hercules 6.75 Sep-97 Pro 18 World Golf 1 Feb-99 Xenogears 9 Nov-98 Top Gear Overdrive 7.25 Jan-99 
Assault Rigs 8 Feb-99 — High Heat Baseball 2000 3.5 Jun-99  Psybadek 3.75 Feb-99  Xevious 3D/G+ 5.5 Aug-97 Top Gear Rally 8 Dec-97 
Asteroids 7 Jan-99 Hot Shots Golf 9  Apr-98 — Punky Skunk 7 ~~ Jun-98 Triple Play 2000 5.75 Apr-99 
Atari Collection Vol. 2 75 Jun-98 1.0. 7.5 Sep-97 Rally Cross 9 Apr-97 Turok 2: Seeds of Evil 9  Jan-99 
Auto Destruct 7 Feb-98 — Independence Day 6 Apr-97 Rally Cross 2 32 wng9 NINTENODO 6 4 Turok: Dinosaur Hunter 9.5 Mar-97 
Azure Dreams 8 _Jul-98 _ International Superstar Soccer ‘98 8.5 Aug-98 Rampage World Tour 6.25 Nov-97 1080 Snowboarding enn 9:25, Apr-98 Twisted Edge corre 25 Nov-98 
BackSireet Billards 7.5 Dec-98 interplay Sports Baseball 2000 5 Jun-69 ~~ Rampage 2: Universal Tour 5.5 Jun-99 — Aerofighters Assault Mar-98 Vigilante 8 8.5 Apr-99 
Bail Blazer Champions 6.25 Jun-97 Invasion From Beyond 6.75 Apr-99 — Rascal 6 May-98 AeroGauge 5 Feb-98 Virtual Chess 3 Oct-98 
Batman and Robin 5 Jun-98 J. Johnson's VR Ftbl. 98 6.75 Nov-97 Ray Tracers 7.5 Feb-98 All-Star Baseball 99 8.5 Jul-98 VR Pool 64 7.75 Dec-98 
Battle Arena Toshinden 3 7 Jun-97 ~—_ Jeopardy 8 Jan-99  RayStorm 7.75 Aug-97 All-Star Baseball 2000 8 May-99  Waialae Country Club 3.5 Sep-98 
Battle Arena Toshinden 3 (Japan Import) 6.75 Mar-97 Jersey Devil 6  Jul-98 —- RE2: Dual Shock 8.5 Oct-98  Automobili Lamborghini 5.75 Jan-98 War Gods 6.75 Jul-97 
BattleSport 3 Sep-97 Jet Moto 2 8.5 Dec-97 RE: Director's Cut - Dual Shock 7 Oct-98 — Banjo Kazooie 9.25 Jun-98  WaveRace 64 9  Nov-96 
Battlestations 6.75 Apr-97 Judge Dredd 8.25 May-98 Rebel Assault 2 6.75 Feb-97 —_BattleTanx 6.75 Feb-99 | WCW/NWO Revenge 8.75 Nov-98 
Big Air 4  Jun-99 — K-1 Revenge 6.5 Apr-99  ReBoot 7 Apr-98 —_— Beetle Adventure Racing 8  Apr-99 | WCW/NWO World Tour 8.5 Dec-97 
Big Bass World Champ. 7.25 Apr-97 — Kagero: Deception II 7 Nov-98 — Red Asphalt 7.5 Dec-97 Bio FREAKS 4.5 Jul-98  Wetrix 8.25 Jul-98 

_BIOFREAKS 85 duk@8 Karla: The World of Fate 8.5 Aug-98 Reel Fishing 7 Apr98 Blast Cops 8 May-97 Wheel Of Fortune Feb 98 
Blast Radius 7 Mar-99~ Kensei: Sacred Fist 5.25 Jun-99 ~~ Resident Evil 2 95 Jan-98 Body Harvest 7.75 Nov-98  WipeOut 64 75 Dec-98 

Blasto 8.25 May-98 Klonoa 8 Apr-98 — Ridge Racer Type 4 8.25 May-99 Bomberman 64 7.25 Dec-97 World Cup 98 8  Jun-98 
Bloody Roar 8.5 Apr-98 — Knockout Kings 6 Jan-99 — Risk 7  Jun-98 Buck Bumble Oct-98 World Driver Championship 6.25 Jun-99 
Bloody Roar II 7 May-99 — Kula World 7.5 Sep-98 — Rival Schools: United by Fate 7.75 Nov-98 Bug's Life, A Jul-99 = WCW Nitro 4.25 May-99 
Bomberman Fantasy Race 7.25 Mar-99 — League of Pain 5.75 May-97 Riven 8.5 Feb-98  BustA Move 2 Aug-98 | WWF War Zone 8.75 Oct-98 
Bomberman World 6.5 Oct-98 — Legend of Legaia 8.25 Apr-99 Road Rash 3D 7.75 Aug-98 — Bust-A-Move ‘99 Apr-99 Yoshi's Story 8.5 Feb-98 
Bottom of the 9th 99 8 Aug-98 — Lemmings & Oh No! Oct-98 — Rogue Trip 9 Oct-98 — California Speed Apr-99 Zelda: Ocarina Of Time 9.75 Dec-98 
Brahma Force 7.5 May-97 — Life Jan-99 — Rollcage 7 Apr-99 — Castlevania 64 Mar-99 
Brave Fencer Mushashi 

Breath of 

  

    

    

    

Dec-98 — “Lost World, The” 

  

   

     

Sep-97     Rosco McQueen 

  

  

    

3 Sep-98        
      

   Chameleon Twist Apr-98 

   

    
  

Brigandine Macross Digital Missons VF-X i 5 Rushdown §  Apr-99 Chopper Attack Jun-98 
Broken Helix 7.75 Jul-97 Madden NFL 98 8.5 Oct-97 SaGa Frontier 7.25 May-98 — Clayfighter 63 1/3 Oct-97 
Broken Sword 7.25 Feb-98 Madden NFL 99 9.25 Oct-98 San Fran Rush:X Racing 6.75 Jun-98 College Hoops 99 Feb-99 
Brunswick Circuit 7.25 Nov-98 Magic: The Gathering 6.5 Nov-97 SCARS 8 Nov-98 — Cruis'n the World Nov-98 
Bug Riders 6.75 Dec-97 March Maddness 98 7.75 Apr-98 — Sentient 6.75 Apr-97 Dark Rift Jun-97 
Bushido Blade 8.5 Oct-97 Marvel Super Heroes vs. X-Men 8 Jan-99 Shadow Madness 6 Apr-99 Deadly Arts Sep-98 
Bushido Blade 2 7.5 Nov-98 — Masters of Monsters. - Shadow Master 7 Apr-98 ~—- Diddy Kong Racing Dec-97 
Bust A Groove 6.5 Jan-99 — Mech Warrior II Shipwreckers 6.5 Feb-98 Doom 64 Jun-97 

_BustAMove'99 008 ADE 99 Mev Silent Hit __.1.25_ Apr-99.__ Duke Nukem 64 _san-98 
Bust-A-Move 4 Dec-98- Mega Man Legends ~’SkuilMonkeys “B75 A Oct- 
C: The Contra Adventure 6 Sep-98 Metal Gear Solid Small Soldiers Extreme G 2 Dec-98 
Cardinal Syn 7 Jun-98 — Micro Machines Soul Blade F-Zero X Sep-98 
CART World Series 8.75 Dec-97 MK Mythologies: Sub Zero Spawn: The Eternal F1 Pole Position 64 Nov-97 
Castlevania: Symphony of the Night 9.5 Oct-97 MLB ‘99 Speed Racer F1 World Gran Prix 5 Sep-98 
Castrol Honda Superbike Racing 6.25 Jun-99 MLB 2000 Spice World FIFA 64 8.75 May-97 
Centipede 7 Jul99  =MLB 98 Spider FIFA 98 8 Feb-98 
“City of Lost Children, The” 5.5 Apr-97_ — MLBPA Bottom of the 9th 97 Sports Car GT FIFA 99 8.25 Jan-99 
Civilization I 7.75 Mar-99 Monaco Gran Prix 2 Spyro the Dragon Fighter's Destiny 8 Feb-98 

ClOCK TOWeE el D8C-97 Monkey Hero 5 Feb99 i 5 _dun-99 Fighting Force 648.75. May 99 
“Glock Tower 2 6 Feb-99 Monster Rancher “Feb-68 Star Wars: Masters of Teras Kasi : X Forsaken 64 —" 8 Aug-98 

Colony Wars 8.5 Nov-97 Monster Seed Steel Reign Gex 64 7.75 Nov-98 
Colony Wars: Vengeance 8.5 Nov-98 Mortal Kombat 4 Streak GoldenEye 007 8.5 Sep-97 
Command and Conquer 9  Mar-97 Moto Racer Street Fighter Alpha 3 Gretzky 3D Hockey 98 7.75 Jan-98 
Contender 6.75 Feb-99 Moto Racer 2 Street Fighter Col. Hexen 64 7.25 Jul-97 
Cool Boarders 3 7.75 Nov-98  MotorHead Street Fighter EX Plus Alpha Hybrid Heaven 7 Jun-99 
CoolBoarders 2 9 Nov-97 N20: Nitrous Oxide Street Ftr. 2 Collection Iggy’s Reckin’ Balls 8.75 Sep-98 
Courier Crisis 4.5 Dec-97 Nagano Winter Olyp. Street Sk8er International Superstar Soccer ‘98 9  Aug-98 
Crash Bandicoot 2 9  Nov-97 Namco Museum Vol. 4 Syndicate Wars International Superstar Soccer 64 9  Jul-97 
Crash Bandicoot: Warped 9.25 Dec-98 Namco Museum Vol. 5 Syphon Filter Jeopardy! a 6 May-98 
rime Killers 7.75 Sep-68 NASCAR 98 ‘ai Fu Ken Griffey Jr.'s Siugfest 8.5  Jul-99 

Critical Depth 8.75 Dec-97 NASCAR 99 TR.A.G. Knife Edge 3 Nov-98 
Croc: Legend. of the Gobbos 8 Oct-97 NBA FastBreak 98 Tactics Ogre Kobe Bryant's NBA Courtside 9  May-98 
Croc 2 7.5  Jul-99 = NBAHangTime Tail of the Sun Lode Runner 3-D 6.5 May-99 
Darklight Conflict 7 Sep-97 NBAIn The Zone 98 Tales of Destiny Lucky Luke 6.5 Nov-98 
Darkstalkers III 7 Jan-99 NBA In the Zone ‘99 Team Losi RC Racer Mace: The Dark Age 9 Dec-97 
Dead in the Water 7.25 Feb-99 NBALive 98 Tekken 3 Madden 64 9 Oct-97 
Dead or Alive 7.75 May-98 NBALive 99 Ten Pin Alley Madden NFL 99 8.75 Oct-98 
Deathtrap Dungeon 6.5 Jun-98 NBA ShootOut ‘97 Tenchu Magical Tetris Challange 8  Jan-99 
Descent Maximum 8.5 Apr-97 = NBAShootOut98 = Tennis Arena Major League Baseball f. Ken Griffey Jr. 7.5 Jun-98 
Destrega 8.25 Mar-99 NCAA Final Four ‘99 Test Drive 5 Mario Kart 64 9.25 Feb-97 
Devil Dice 8.25 Sep-98 NCAA Football Test Drive Off Road 2 Mario Party 3.5 Mar-99 
Diablo 8.25 Apr-98 NCAA Football 98 Test Drive: Off Road Micro Machines 64 Turbo 7 May-99 
Discworld II: Mortality Bytes! 7 Sep-97 NCAA Gamebreaker 98 Theme Hospital Mike Piazza's Strikezone 4.25 Jul-98 
Dragonseeds 5.25 Dec-98 | NCAA GameBreaker 99 Thunder Force V Mischeif Makers 7 Nov-97 
Duke Nukem: Time To Kill 8.5 Nov-98 NCAA March Madness 99 Thunder Truck Rally Mission: Impossible 8 — Jul-98 
Duke Nukem: Total Meltdown 7.5 Jan-98 Need For Speed II Tiger Woods 99 Monaco Gran Prix 2 5 — Jun-99 
Dynasty Warriors 9 May-97 Need For Speed III TigerShark Mortal Kombat 4 8.5  Jul-98 
Eggs of Steel 2.5 Jan-99 Need For Speed: Hot Pursuit Time Crisis Multi-Racing Champ. 8.25 Sep-97 

Einhander 8 _May-98__ Need For Speed:VRaly Timeshock! Pinball Nov-98 Mystical Ninja Staring Goemon 8. Mar-98_F 
Elemental Gearbolt 8.25 Aug-98 | Newman/Hass Racing Tiny Tank: Up Your Arsenal Nagano Olympics 98 5.5 Mar-98 
Ehrgeiz 6.75 Jun-99 Next Tetris, The Tiny Toon Adventures NASCAR 99 7.25 Oct-98 
Excal. 2555 AD 6.25 Sep-97 NFL Blitz Tomb Raider |! NBA In The Zone ‘98 4.75 Apr-98 
Felony 11-79 8.25 Sep-97 NFL GameDay ‘99 Tomb Raider II! NBA Jam 99 7 Feb-99 
FIFA 99 7 Jan-99 NFL GameDay 98 Tomba! NBA Live 99 7.25 Dec-98 
FIFA: World Cup 98 8.75 Feb-98 NFL XTreme Treasures of the Deep NFL Blitz 9 Oct-98 
Fifth Element 7 Dec-98 NHL 98 Triple Play 98 NFL QB Club ‘98 5  Dec-97 
Fighter Maker 8 Jun-99 NHL 99 Triple Play 99 NFL QB Club 99 8.25 Dec-98 
Fighting Force 6.5 Dec-97 NHL Breakaway 98 Triple Play 2000 NHL 99 8.25 Nov-98 

__Final Fantasy Tactics 8.75 Feb-98 NHL FaceOH'98 Tutto Prop Racing _NHL Blades of Steel'99._ 899 
Final Fantasy VII 9.75 Sep-97 NHL FaceOff 99 Twisted Metal III NHL Breakaway ‘98 8.25 M 
Fisherman’s Bait 6 May-99 NHL Powerplay 98 Ultimate 8 Ball NHL Breakaway 99 6  Feb-99 
Formula 1 8 Nov-97 Nightmare Creatures “Unholy War, The” 5 Nightmare Creatures 8  Jan-99 
Forsaken 8 Aug-98 Ninja Uprising X 4.75 Feb-99 Off Road Challange 5 Sep-98 
Fox Sports Golf ‘99 4.5 Aug-98 No One Can Stop Mr. Domino Vandal Hearts 8 Mar-97  Olymplic Hockey 98 4  Feb-98 
Fox Sports Soccer ‘99 7.25 Aug-98 — Norse By Norsewest Vigilante 8 7.5  Jul-98 Penny Racers 5.75 Feb-99 
Freestyle Boardin’ ‘99 6 Mar-99 Nuclear Strike VMX Racing 6 Nov-97 — PilotWings 64 9.5 Aug-96 
Future Cop LAPD 8.5 Nov-98 Oddworld: Abe’s Exoddus VMX Racing 6 Mar-97 Quake 64 7.5 Mar-98 
G Darius 8.25 Sep-98 Oddworld: Abe's Oddysee VR Baseball ‘97 7.75 May-97 Quake Il 7.75 Jul-99 

_GPolice ODT VR Baseball ‘99 7 Jul-98 Quest 64 6.5 Jul-98     
    

    

  

  

  

       
    

          

    

A Bug's Life 5.75 Dec-98 
All-Star Baseball ‘99 7 Oct-98 
All-Star Baseball 2000 7.25 Jul-99 
Asteroids/Missile Command 7.25 Aug-95 
Battle Arena Toshinden 8  Jan-97 
Carrot Crazy 3.5 Apr-99 
Centipede/Millipede 7.75 Aug-95 
Daffy Duck: The Marvin Missions 6 Jan-95 

Donkey Kong band 
“Donkey Kong Land 2g - 

Dr. Franken Il 6 Apr-98 
FIFA Soccer 1997 7.5 Nov-96 
FIFA Soccer 97 7.5 Nov-96 
Frank Thomas Big Hurt Baseball 6.5 Feb-96 
Galaga/Galaxian 6.75 Aug-95 
Game & Watch Gallery 5.5  Jul-97 
GB Camera 7 Sep-98 
Gex: Enter the Gecko 8 Mar-99 
GriffeyJr. Pres. MLB . 8.75 Dec-97 eterno 

Hexcite 8.5 Jan-99 
James Bond 007 8.5  Apr-98 
Joust/Defender 6.25 Jun-99 
Killer Instinct 7.25 Jan-96 
Kirby's Block Ball 8.25 Jul-96 
Kirby’s Dreamland 2 8  Jun-95 
Klax 7.75 Jun-99 
Kwirk 9  Jun-99 
Legend ofthe RiverKing = 7 Ag 98 
Logical 5 May-99 
Madden NFL 97 7.25 Nov-96 
Mario's Picross 7.25 Jun-95 
Men In Black: The Series 4.75 Mar-99 
Moon Patrol/Spy Hunter 6.75 Jul-99 
Mortal Kombat 4 5 Apr-99 
Mulan 4.75 Dec-98 
NBA In The Zone '99 4  Jun-99 
NBA Jam 99 7.5 May-99 
NFL BZ ee 8 ApIO9 
NHL ‘95 7 Jul-95 
NHL Blades of Steel ‘99 7.5 Apr-99 
Oddworld Adventures 7 Feb-99 
PGA European Tour 7.25 Jul-95 
Pitfall: Beyond the Jungle 6.5 Mar-99 
Pokémon 9 Oct-98 
Primal Rage 7 Aug-95 

Prince of Persia 6  Jul-99 
Quest for Camelot 5 Mar-99 

Rampage: World Tour 65 Apr 99 
Rugrats Movie 25 Feb-99 
Skate of Die 2: Tour de Thrash 9  Aug-97 
Small Soldiers 7.75 Dec-98 
Smurf’s Nightmare 6.5 Jan-99 

Super Black Bass 8  Jan-99 
Super Breakout/Battlezone 8.25 Oct-96 
Tamagotchi -! 
Tetris Attack 
Tetris Blast 

The Fidgetts ° 
The Legend of Zelda: Link's Awakening 9.25 Mar-99 
Top Gear Pocket 6 May-99 
Twouble 6.5 Apr-99 
Vegas Stakes 8.25 Oct-97 
Wacky Sports Challenge 6.25 Jan-95 
Wario Land II 8.75 Apr-98 

World Cup 98 3 Oct-98 
World Heroes 2 Jet 7.75 May-95 
WWF Attitude 6.5 _Jul-99


