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WWW.monacoracing.com

Includes all 17 tracks of the championship

Choose among 11 teams and 22 drivers - all totally customisabie with the on-line map editor
One original 50’s Retro Mode '

And much, much more...
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The measure of man is

what he does with power.
Pittacus (c. 600 BC)
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Well, here we are in

1999. I used to watch 8 News

this very punky (or was . Yet more Dreamcast games announced! The

. . s [timate Nintendo fighting game. Modem
it horribl - o aldese &

ibly daggy) sci-pi b & device for the N64, Voodoo 3 announced.
show when I was young vy Metal Gear Solid action figures, and more!

called "Space 1999”. In
the show, humans had
already set up bases on
the moon, and had
taken wearing ugly jump suits to new height:
of stupidness... we were a truly advanced
race. What a let down that I'm still catching
a train to work rather than hooning around
in an £agle lander. Oh well, at least compute
graphics and video sames look a damn
sight better now than they did in that show.
I have a strong fpeel that this is going to

30 Hardware

We road test another Gamester steering
wheel and Thrustmaster's first console
gamepad.

32 Feature
Dreams Do Come True

A full report on our hands on experience
with the new Sega Dreamcast

go down in gaming history as the year o} 40 Reviews

the Dreamcast. After playing Virtua ! ; _ .

Fighter 3tb and pinding that it actually 16 Win win win - 82 Muluplayer

looks a bit BETTER than the arcade ver- Win a year's supply of Sierra games for PC! Australia vs NZ Quake match results,
: _ Also up for grabs, copies of AFL 99, Rakuga Impulse ‘98, and more.

sion, thanks to sharper screen images, | Kids, Gangster, Thief: The Dark Project, and :

can quite conpidently say that Sega have Devil Dice! 84 Arcade

got it right with the hardware, and you 29 Previews Gauntlet Legends

can all look porward to an absolute kick 85 Anime

22 Dungeon Keeper 2 (PC) :
24 Running Wild (PlayStation) 36
Heroes of Might and Magic Il (PC) 5

_ _ _ 25 San Francisco Rush 2 (Nintendo 64) 87 Retros ect
machine. There are so many killer titles 26 A Bug’s Life (PlayStation) : b

in development jor the Dreamcast, and b, Rat Attack (N64/PSX) 88 Cheat Mode

the time the machine is released out here, 27 Trap Gunner (PlayStation)

many of them will be pinished and ready Rollercoaster Tycoon (PC) 92 Letters

jor release, so there should be an awe- 28 Rollcage (PlayStation/PC) j

some starting lineup here in Australia. Ridge Racer Type 4 (PlayStation) 98 Hypermart
We're quite relieved that the Christmas

rush has pinally come to an end,

although there were still a jew last

minute Christmas titles that didn’t quite

get here in time jor review, 80 we’ll be : 5

looking at those stragglers next month... PLAYSTATION 48 TOP GEAR OVERDRIVE 61 MICROSOFT: COMBAT

arse console later this year (probably
September). What really fjreaks me out is
the list of sames coming out jor the

Net Trawlin’

which will be getting awpully close to the 45 B MOVIE 81 VIRTUAL CHESS 64 FLIGHT SIM
launch of Metal Gear Solid (yes please), 42 BLOOD LINES 54 ZELDA 64 78 NHRA DRAG RACING
and hopejpully not long after that, Quake 17 DEVIL DICE 79 PINBALL SOCCER 98
III Arena (who would have thought I'd 44 PSYBADEK E P[: : 70 RETURN TO KRONDOR
care about that one eh?). 28 VIVA FOOTBALL 68 AFL 99 . 72 ROGUE SQUADRON
With some excellent games just around i ASGHAN § SETTLERS
h | and the Dreamcast looking 46 X GAMES PRO BOARDER . - ;
PRE P | 76 BLOOD 2: THE CHOSEN - 80 SNOW WAVE AVALANCHE
like an awesome new console jor 1999, - cc THE CREED
it’s already looking like a good year. NINTENDO 64

53 GLOVER : 79 DEER HUNT 3D : 74 THIEF: THE DARK PROJECT

l]a" 60 RAKUGA KIDS 78 DELTA FORCE : 79 VIPER RACING
72 ROGUE SQOUADRON . 62 FALCON 4.0 . 80 WARHAMMER 40K:

. 64 GANGSTERS . CHAOS GATE
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LL REVIEW

s it everythi all been hoping for?
Hell yes! Kevin C®ONg reviews the game
that all Nintendo 64 owners have been

waiting for.
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8 HYPER

Looking forward into 1999, we've spied some
incredibly droolicious games which are in
development for the Sega Dreamcast... as if you
needed more reasons to want to buy this console!
Getting the saliva glands pumping, would have to
be LA Machineguns, the sequel to that kick-ass
arcade shooter, Gunblade NY. Frankly, this looks
sick! If blowing things to smithereens doesn’t
appeal, then take a look at Magical Track Adventure,
which is - you gquessed it - an adventure/action
game. Whatever the hell it’s about is a mystery (you
seem to travel the land on a set of railroad tracks),
but the visuals are certainly dam-tootin” purty. Of
course, the next big Dreamcast game everyone in
Japan is hanging out for, would have to be the one
and only Sega Rally 2. Another arcade perfect
translation in the making, which should be out in
Japan within a matter of weeks. Fighting games
more your mug of java? Then get an eye-full of
Power Stone, Capcom’s upcoming 3D fighting game,
based on Sega's new Naomi arcade board. The
future is looking so bright, we’'ll have to wear
titanium-layered goggles! Now, what would a
Dreamcast report be without mentioning the RPG
genre? For the RPC freaks amongst you, the
Dreamcast is already looking very special. How
about Climax Landers... looking like a cross between
Zelda 64 and Final Fantasy VII, this RPG by the
developers of the Darkstalkers games will give the
Dreamcast’'s Grandia game a run for it's money.
Stunning is just not the word for how good these
games are going to be...
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Clockwise from Toﬁ Left: Three pics from Climax Landers;
Sega Rally 2; two pics from Magical Track Adventure; Power Stone.
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PREMIER

MANAGER

o

Football is bigger than ever, more people watching, reading and
playing it. Unlike a pure soccer simulation, Premier Manager Ninety
Nine seeks to fulfil the dreams of millions of armchair football fanatics
by giving them the chance to immerse themselves into the strategic
world of football management. Upon it’s release, this game will be the
most realistic and playable football management simulation available.

Premier Manager Ninety Nine encapsulates all that is good about

football Management simulations from the coaching
and finance elements to the 3D match engine with
commentary from Mr. football ‘Barry Davies’. This
product has been over-hauled and updated now

includes all the new data for the coming
season. Premier Manager Ninety Nine will
capitalise on the outstanding success
of the #1 selling 97 & 98 versions and
will be the biggest title of this genre.

Exclusively distributed by

www.meltrogames.com.au
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METAL GEAR SOLID TOYS

10 HYPER

The boom in action figures based on videogame
characters is now serious business. Literally every
popular game character is available in lumpy
plastic form! You wouldn’t believe it, but Metal
Gear Solid is also popular enough to have it's own
action figure range. The figures, made by
McFarlane Toys in the United States, each stand
roughly 6 inches tall and come packed with a
variety of weapons and gadgets. Solid Snake,
Liquid Snake, Meryl and all the other main
characters look quite incredibly detailed and true
to their polyonal origins. When playing with
these creeps on your PlayStation isn't enough,
grab your figures and... um... head out to the
sandbox to re-create your favourite action
sequences. Er... yeah.

N64 GETS MODEM

In a very unexpected turn of events, Nintendo
boss Hiroshi Yamauchi has announced a new
peripheral for the Nintendo 64 in Japan which
will basically allow the Né4 to go online .
Possibly inspired by the Dreamcast’'s internal
modem capabilities, this will move the Nintendo
64 into a brand new phase. Camers in Japan will
now be able to log on to the internet and engage
in online N64 multiplayer games. Though
Nintendo were possibly planning a modem all
along with the ill-fated 64DD, it seems like a
brave move designed to keep the N64 "up with
the times . Because of the sudden announcement
in Japan, there is currently no word on the Né4
modem making it to western shores.

Rejoice! For free games and goodies are yours!

Abe’s Exoddus
Kian Feng, WA

Nick Bower, SA
Charles Gilbert, NSW
Chris Clarke, SA
Rick Thornton, NSW

NBA Jam ‘99
Darren Delforce, Qld
Robert Pezzano, Vic
Ben Richardson, Vic
Dion Matthews, Vic
Kelli McCartney, Vic

GOMPETITION WINNERS

Radica Stealth
Assault

Eddie Dufflied, Vic
Robert Jardine, NSW
M. Berndt, SA

F. Gallo, WA

Ben Getley, NSW
Adrian lvens, Vic

Leigh Berryman, SA
Troy Craker, Qld
Steve Sheahan, Vic
Nic Walker, NSW

Quake: The Offering
Cameron Sanderson, SA



Some cry hecause of the challenging gameplay.
<= % Others cry for their enslaved hrothers.

&’ ﬁ’, 5 & Butmost Mudokons cry because electrodes are attached to their tear glamls sﬂwng
i € . the ingredients for SoulStorm Brew, the best-selling nauseating elixir from SoulStorm Brewery.
- 3 Za 77 In the classic Oddworld tradition, Abe's Exoddus delivers more intuitive cnmmumcatmn
! S AR N fr s *% and entrepreneurial evil than ever before. Richer language. Lusher environments. .
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e Y | Welcome to the tastiest gaming
A B brew ever concocted.

Slug it down.
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Evil rules - but Abe's new powers
mean you're up to the task!
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A tull- on Exoddus requires more.
g stealth than a ninja army.

Saua ynul' racn...agalnl
Save your game...anywhere!

GT Interactive

5 Aware Litetorms In  Niegeg - Software
“ ’\l|f1ua E“I{Er*amrmut ' www.oddworld.com AW, Qlinterachve com _ ,
.' o _:"" Greated by Oddworld. Published and Distributed by GT Interactive Software Corp. GT s  trademark and the GT

Oddworld: Abe'SiliNdus ™ < 1998 ﬂdﬂh
tation logos are registered trademarks of Sony Computer Entertainment Inc. Oddworld Inhabitants Logo

Logo is a registe el tr rademark of GT Interactive Ation and
is a registered tradarmrk of Oddworld Inhabitants, inc. All other trademarks are M of their respective companies.
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Owners of N64s are actually going to get to play
one of those "dream” games that gamers and
fans always suggest and fantastise about but
which rarely get made... Nintendo have come up
with a real crowd pleaser in the form of Smash
Brothers. Not at all related to Smash TV, Smash
Brothers is in fact a fighting game which will
feature all the most famous Nintendo game
characters, all together for the first time in the
same game specifically to beat the blood out of
each other... well, I guess seeing as this is
Nintendo there won’t be any blood exactly, but
these gquys are defintely pissed off about
something (it is a fighting game after all).
Imagine pitting Mario against Link from the

QUAKE 2 EXTREMITIES

Id Software have made an official nod towards all
the freaks out there who have hacked and
enhanced Quake 2, by compiling all the best Mods
available on the net and packing them together
on one disc and releasing it as an official Quake 2
product. The cool thing is that all the freaky boys
who made these mods receive some royalties from
sales of this great add-on. In the pack you'll
find... Action Quake 2, Capture, C.H.A.O.S.
Deathmatch, Red Rover, Eraser Bot, Jailbreak, Kick,
Qwarz2, PowerBall, Rail Arena and possibly the best
Quake 2 Mod ever - Rocket Arena 2. If you can't
bear huge downloads, yet love your online Quake
2 action, run out and buy this now to enjoy all the
new maps, weapons and gameplay variations.
There are literally months of your life you can
waste playing these great Mods. Hehheh.

THE ULTIMATE No4 FIGHTING GAME?

Legend of Zelda, or Samus from Metroid against
Princess Peach? How about seeing if Donkey
Kong can wipe the floor with Kirby? It sounds
hilarious, and it looks even stranger when you
see it in action. This looks like the return of the
bizarre Japanese videogame, and if all goes to
plan, the whole world will be able to enjoy it.
Initial playable characters include Donkey Kong,
Mario, Link, Bowser, Kirby, Yoshi, Pikachu, Fox
McCloud from Starfox, Blue Falcon from F-Zero X
and Samus from Metroid, but expect a whole
bunch of hidden characters. There will even be a
four-player simultaneous play mode! No word on
an Australian release date yet, so for now, take a
look at these screenshots and have a laugh...
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Charts kindly supplied by Hitech World
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PLAYSTATION NINTENDO 64 PC

1. Tomb Raider 3 1. Zelda: Ocarina of Time 1. Half Life

2. Shane Warne Cricket 2. Goldeneye 2. AFL ‘99

3. Crash Bandicoot 3 3. Mario Kart 3. Railroad Tycoon 2
4. TOCA 2 4. Banjo Kazooie 4. European Air War
5. Abe’s Exoddus 5. WCW Vs NWO 5. Grim Fandango

6. FIFA ‘99 6. F-Zero X 6. Rainbow 6

7. Spyro 7. F-1 World Grand Prix 7. Moto Racer 2

8. Coolboarders 3 8. Top Gear Overdrive 8. FIFA ‘99

9. Duke Nukem TTK 9. Body Harvest 9. NBA Live ‘99

10. Colin McRae Rally 10. Holy Magic Century 10. Shogo: MAD
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You want the latest games.

You need the OFFICIAL AUSTRALIAN PLAYSTATION MACAZINE.

Official Australian/
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'Magazine

Free exclusive PLAYSTATION DEMO CD every month.

Plus reviews, news and cheats for all of the .
latest games. ‘_E
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V0ODOO 3 ANNOUNCED

3Dfx Interactive have stunned gamers with their
announcement of the Voodoo3 graphics
accelerator, which should be available sometime
later this year. Voodoo graphics has long been the
gamer's choice, churning out the fastest 3D
visuals currently available on a home PC, and the
Voodoo3 promises unmatched 3D and 2D
performance. To quote the press release - "With

its dual, 32-bit rendering pipelines, Voodoo3 can
generate more than seven million triangles per
second utilising its 100-billion operations per
second 3D architecture. Voodoo3 delivers more
than twice the triangle performance of two
Voodoo2 boards in the Scan Line Interleave (SLI)
format — currently the industry's tastest 3D
graphics configuration.” That is truly astounding.
This is a 3D accelerator which will be seriously

FRAGMASTER

processor limited for years to come. Voodoo3 can
also display resolutions of up to 2048 x 1536 at a
full 75Hz screen refresh rate, for some seriously
high-res gaming. However, the card will still only
render externally in 16-bit, though it's processing
at 32-bit internally. For those of you investing in
DVD, you'll be pleased to know that the Voodoo3
will also provide hardware DVD acceleration, for

30 frames per second playback with no dropped
frames, freeing up 40% of the CPUs overhead
allowing you to perform other tasks whilst
viewing digital video. The Voodoo3 2000 (OEM)
and the Voodoo3 3000 (retail) will both be
available in the second quarter of this year, and
will be backwards compatible with all current
3Dfx enhanced games. Proof that the upgrade war
can never be won...

Thrustmaster, makers of fine PC
peripherals, have developed a
bizarre new joystick for First-
Person Shooters. Dubbed the
Fragmaster, this dual-grip
joystick is designed specifically
for gamers who would prefer a
joystick-like control whilst
retaining the speed and
accuracy of playing with
mouselook. Buttons are placed
around the controller to suit
shooting, ducking, jumping and
weapon cycling/functions, with four

triggers and six buttons in total. An
alternate mode called MegaHurts
defaults the controller to more of
a classic mouse-like control,
whilst the controller will work
with all current and future
shooters. Although we're yet
to test it out here at Hyper HQ,
it certainly looks intruiging,
and we’'ll put it through our
Hardware gquide procedure and
give you the lowdown as soon as
it becomes available...

OVERFLOW

Powerslide, the very pretty racing game from Ratbag,
will have an add-on pack of some description released
for it thanks to GT Interactive. Whilst testing the
game, GT's independent test group loved the game
so much, they suggested the creation of the add-on
pack. Just what would be included in such a release
for a racing game is unknown... probably new tracks,
cars and multiplayer options...

Version 1.1 of Battlefield Communicator has
been released on the internet, which allows
up to 32 players to talk to each other in real-
time whilst playing online games. Different
channels can be set up so teams can have
private channels for discussing tactics, with
a mere tap of a button changing you back to
an open channel. Of course, you need a
headset with microphone for it to work, but
if you’re keen to grab yourself a copy, check
out www.shadowfacctor.com...

Playmates Toys are soon to release a range of Lara
Croft action figures. The first figure, standing a tall
nine inches high, wil feature Lara in her wet suit! Grrr.
Go enquire at your local Toys R Us for more details...

We might soon be seeing videogame music
composers winning Grammys over in the
United States. Seriously. The National
Academy of Recording Arts and Sciences
was recently holding a summit with a dozen
top game music professionals to discuss the
possibility of including the aforementioned
award in upcoming ceremonies... all we
need is for the Oddworid Inhabitants to win
an Academy Award for their Abe short film...

Marvel Comic hero Spiderman is finally getting his
own 3D videogame. There have been a few lame
Spiderman games in the past, but now is the age of
slick 3D and Tomb Raider gameplay, which kinda
suits ol’ Peter Parker down to a T. Both the Nintendo
64 and PlayStation will feature the game, published
by Activision...

Speaking of Marvel heroes... Marvel Super
Heroes Vs Street Fighter will be available on
PlayStation early this year! With a huge 17
playable characters, this is an awesome 2D
fighting game. In other Marvel news, X-Men
3D a 3D fighting game from Activision will
appear on both PlayStation and Nintendo 64.
Good news for Marvel comic fans...

LLegendary game designer, John Romero (he of Doom
fame) is currently still tweaking his new first-person
shooter for PC, Daikatana, after seeing both Sin and
Half-Life. The lon Storm man himself admits that he
wants to ensure his single-player game is as strong as
both of the aforementioned titles. Good luck, John...

There’s still a large installed user base of
Sega Saturn owners in Japan, and in an
interesting move, Sonic 3D: Flickies Island
will be released there mid January ‘99. The
bad news, however, is that it may never see
the light of day out here.
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Want a flying game that’s less work and more play? Then get ready to defend
your country with gun barrels blazing and both engines on afterburner in
Top Gun’: Hornet’s Nest". It's the thrill-stuffed, action-packed flying game based -'.
on the awesome Hollywood epic. Dogfight, bomb and barrel-roll your way i
through 30 feverish missions in intense 3-D environments. All ;
without logging a mile in flight school — this is a kick-the-tires,

light-the-fires-and-go style of game. So why waste time learning =

=

commands, when you can waste enemies instead? You're Mavericlg

so strap yourself in and go.
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' TOP GUN® & © 1998 Paramount Pictures. All rights reserved. MICROPROSE ﬁn -
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' FOR AN ENTIRE YEAR!

Subscribing to Hyper just seems to get better and better all the time - take a
look at this. Two lucky subscribers this month will win a year's supply of J|/iri[\{{
new Sierra PC games! That's a new Sierra title every month for an entire Bl AHi{[dI[I]]
12 months! That basically means you won’t have to buy a PC game until the year WINNERS

2000!! Beginning with the awesome Half-Life, you’ll be receiving hot games  ELURSUCETHELY (P

First Prize:
Paul Williams, NSW

from the company that has recently graced the gaming populace with amazing
titles like Grand Prix Legends and Caesar IlIl! Simply opting to have Bl St

Hyper delivered to your door for less money than you would pay at the Matt Hoban, NSW

Third Prize:

newsagent, will give you the chance to win this incredible prize, courtesy of Andrew Gibb. WA

Wolf Interactive!! Thanks Wolf! Subscribing to Hyper saves you 37% off the T~
cover price over 12 issues, and a 44% saving over 24 issues, so you really win \B,_ra't(:l_ l;ﬂle, 535

icki Tyson, Vic
either way! Get in quick to be in the draw for this magnificent giveaway!

Fax a copy of the completed N Cut or copy the form and post it ™™  email your name and addfess'

form, with credit card 6 with a cheque or money order, or o with credit card details to:

iIm=syg details, to: | - your credit card details, to: games_subs®next. com. au

Mnnday to Friday e 0296990334 Hyper Subscriptions A or check out our website at
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| . E i ncdfem. NSW 2016 e __puwshingmhuindu.hﬂ

. h ] r | g Allow 4/6 weeks for 1st dellvery
I I N . .

Fill out this coupon and mail it to HYPER SUBSCRIPTIONS, Reply Paid 634, 78 Renwick St. Redfern, NSW 2016 mw
e —— gSystemm

Name 0064
Address = 0 Emaail (if appt.)

Suburb/Town Postcode _ Phone Number ( )

Enclosed is my cheque/money order, or debit my credit card for §79.95/844.95 Bankcard D Mastercard I:‘ Visa D

I:I 2 years/24 issues (§79.95 saving 44%) D 1 year/12 issues ($44.95 saving 37%) Expiry Date

n——— EI:I:I:':I:I:III:I:I:.:[I:I] Signature
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ALL ENTRIES CLOSE FEBRUARY 3RD 1993

Don’t underestimate the power of a puzzle game! We
could easily play Devil Dice for hours on end here at
Hyper HQ before checking out our copy of Ridge Racer
4. Sony have chipped in five copies of this little brain
belter to give away to those of you brave enough to
face the Devil Dice challenge. To score yourself a copy
for your PlayStation, answer the following question...

If you add up all the numbers on a single die,
what do you get?

Put your answer on the back of an envelope with your
name and address, and send it to us at: Roll Em,
Hyper, 78 Renwick St, Redfern, NSW 2016.
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Aussie Rules, rules. EA Sports are cool enough to make
games as good as this for Australian sport lovers, so it
was no surprise that they were also kind enough to
offer up five copies of the game for PC to some Hyper
readers. There's no doubt that there are enough AFL
freaks and videogame lovers around this sunburnt
country to make this one a bestseller, but answer this
question and score yourself a freebie... but wait...
each copy of AFL ‘99 will be SIGNED by an AFL star -
one from each State! How awesome!

What does AFL stand for?

Scribble your answer on the back of an envelope with
your name and address and send it off to: Tight
Shorts, Hyper, 78 Renwick St, Redfern, NSW 201
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What's with this current trend in gaming which
places the player in the shoes of a criminal? No heroes,
no saving the world... we like it! After years of playing
the do-gooder, now you can see how devious you can
be... at least on your PC. Ozisoft have donated three
copies of the wonderfully dark and creepy Thief the
Dark Project and three copies of the streetwise
Gangsters from Eidos to put up for grabs. If you'd like
to steal yourself a copy, tackle this brain-stumper...

what other famous game is Eidos famous for?

Put your answer on the back of an envelope with your
name and address and post it away to: Who's Bad?,
Hyper, 78 Renwick St, Redfern, NSW 2016.
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[f it weren't for CT Interactive, games as cool as
Rakuga Kids wouldn’t see the light of day outside of
Japan. So when you enter this comp and score
yourself a copy for your Nintendo 64, look up to the
heavens and say "Thankyou CT!". Then proceed to
beat the crap out of silly looking 2D animals. It’s
great! To be in with a chance to win one of two
copies, answer us this question...

Name another Konami game.

Put your answer on the back of an envelope with your
name and address, and post it off to: Rakuga Comp,
Hyper, 78 Renwick St, Redfern, NSW 2016. Kapow!
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_“The best
helicopter simulation

2 in the world...
“‘ . 9

> 5';}',{35 ever @
921% - PC Gamer UK

APOCALYPSE
IRIGHT NOWV!

" 1 o
o'

East Meets West in an apocalyptic clash of the Superpowers as the US Apache Longbow and the
Russian Havoc go head to head in the most incredible helicopter sim ever seen on a PC.
But it’s not just supermodel looks that makes ‘Enemy Engaged - Apache Havoc’ stand
out from the crowd; easily accessible yet deeply challenging gameplay, an intense and
absorbing atmosphere and super-fast speeds also make it the flying experience of a lifetime.

THE ULTIMATE POWER STRUGGLE.
THE ULTIMATE FIGHTING MACHINES.

e ce e Exclusively distributed by

.. GENERAL | . p I re
A 5 vEARs & OVER) | & i ' | N TERBACTIVE

u# I WA .I.

ANIMATED VIOLENCI

Wireplay Www.metrogames.com. au www.empireflight.com

ALL GRAPHICS FEATURED INTHIS ADVERTISEMENT COURTESY OF REAL IN-GAME FOOTAGE
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Dungeon Keeper2 L
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AVAILABLE: MARCH
CATEQORY: RTS = =
PLAYERS: 1-16 (1-2 PSX)
PUBLISHER BULLFROG

== e e Sy PP R e A A i B b i S e P i s i o b s,

Dungeon Keeper from Bullfrog was an almﬂst-classié
hindered by some unfortunate flaws which have hope-
fuliy been surgically altered in the upcoming sequel,

Dungeon Keeper 2. Probably the most important change
to the game is a visual one, in terms of an evolution from .

2D to 3D polygonal characters. Bullfrog have added 3D
acceleration and Dungeon Keeper 2 will feature a first-
person perspective as an option. With all the monsters
and dungeons in the game existing in true 3D, the game
not only looks prettier, but it means you have greater
control wer your environment. Observing every little

detail of your level is now far easier, with the ability to
rotate and zoom around your level to keep tabs on the
action. New monsters and heroes will be available to
play with, such as the Dark Elf (nimble, good with a
bow), the Maiden (half-spider half-woman), the
Mistress (torture queen from hell), Black Knight (good

close combat fighter, and expert in the Chaos Arts) and

a variety of other classic monsters keen to do your evil
bidding and put those do-gooders to sleep for good.
Combat has had many improvements, with units now
requiring a “space” on the map to be placed, so you can
no longer dump a trillion units in a hallway and observe

- the following carnage in utter confusion. If you can imag-

ine an invisible grid system, then you'd have an idea of

~ how unit placement works - creatures will even block the

path of your other units, preventing them from perform-
ing their tasks. Other new features include a Casino, where

~you can get your evil minions to lose all their paycheques

back to you, and torture rooms allowing all sorts of new
weird and wonderful ways to make life a misery for your
captured heroes. You'll also be able to set a number of
new traps around your gloomy joint, such as arrow-firing
sentry points and floor triggers which activate deadly
magic or horrific bladed instruments of pain. Speaking of
magic, the spell system has also had an overhaul and you

will now be required to use mana rather then spend gold
when using magic. Bullfrog have added internet play to
- the multiplayer options also, so maybe we’ll all be meet-

ing in some dank dungeon sometime next year...




VIiSuaL SCTENCES

RULE 85a ‘All drivers entered in the championship will he weighed,

wearing their complete racing apparel.’
FIA Sporting regulations.

WORLD

CHAMPIDNSHIP

/H:-ORMUMJ- rjw{

OFFICIBLLY LICENSED EAMEF

Formula One ‘98 Rules. OFFICIAL.
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Heroes of Might and Magic Il

AVAILABLE: MARCH
CATEGORY: STRATEGY
PLAYERS: 1-MULTI
PUBLISHER: 3DO

The Heroes of Might and Magic strategy series seems to

e have made a greater impact on gamers than the original

Might and Magic RPGs ever did. Though the RPG series is
actually hitting number seven soon, the humble little

Running Wild

PLAYSTATION

AVAILABLE FEBRUARY
CATEGORY: RACING
PLAYERS: 1-4
PUBLISHER UNIVERSAL

-0-METER

A novel concept if ever there was one. Running Wild
takes a bunch of animals, gives them human limbs and
then pits them against each other in a foot race across a
variety of different tracks. Even though you're racing on
foot, the speed and “feel” of the game is reminiscent of
the hoverboard racing in Streak. Tight corners, tunnels,
jumps, city streets and icy caverns - this is no 100 yard
dash. Besides running, your animal can jump to either
avoid treacherous obstacles or grab hovering pickups
which can give you a slight advantage. There doesn’t
seem to be anything remarkably original about
Running Wild, other than the fact that your characters
have to run. Most of the elements in the game can be
found in a number of previously successful racing
games - the boost arrows on the track for instance are
straight out of Wipeout and Diddy Kong Racing.
Visually, the game is nothing amazing, but it is fast and

| seems to run at a constant 6o frames per second which

is good. Up to four players can go head-to-head at once
in a split-screen mode, but the visuals do slow down
slightly when displaying so much at once. All the ani-
mals have their own unique characteristics, funny
yelps, grunts and hollers and whacky animations.
Hopefully the gameplay will be tlghtened up a tad
befare :he fmal retease i

| third sequel in the

i HOMM series is shaping
@ up to be one of this

| year’s killer fantasy
S titles. This time around,
HOMM3 will feature a
number of improve-
ments over it's previous
incarmations as well as a
few adjustments to
bring it in line with the
evolution of the RPC
series. For instance, like
the magic system in
MEMS6, spells will now be divided into their specific ele-
mental schools - earth, air, fire and water - and the game
even kicks off with Catherine (the wife of King Roland in
MEMG6) arriving in Erathia. As the game is sub-titled “The
Restoration of Erathia”, you can imagine that some pretty
evil stuff has been going down in the kingdom, and you'd
be right... so out roll the heroes to try and bring peace to
the land once again. Heroes will be able to develop up to
26 skills, but will also be encumbered by their items and
thus perform differently in battle, depending on what
they are equipped with. Sounds like hours of fun charac-
ter tweaking there...

Plenty of new units and town types will also be avail-
able, with each new unit having a specific unique char-
acteristic and each town allowing you to build certain
warrior and wizard units. The animation and visual
detail is vastly improved over it's predecessors, howev-
er HOMM3 will remain turn-based, which will actually please
most fans of the series. Long-winded, drawn-out, anally-
retentive wars are what the Heroes of Might and Magic series
does best! I know a few people who are stockpiling their
canned food already.



 CATEGORY: RACING
~ PLAYERS: 1-2
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- was an unexpected delight, so hopes have been high Dew cans are hidden throughout a series of maps, and

~ off mad jumps and barrel rolls seem to be a tad fewer Rewew 59‘3“* L
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and far between
than the original.
However, the car
handling has heen:g_j_; | edn
tightenedupandan
all-new stunt mode
‘has been included
o als pp T he
slightly more realis- SN ;
tic racing engine.
‘There are still crazy
 shortcuts, hidden
. areas and unique
‘ways to getaround a-
track, but there def-
initely seems to be a
bit more focus on
racing rathef ’thanf- 1
exploring. e
'.Rush 2 loaks set to';.: A
 offer enough

::;'_i_';_ san Franl“sco RUSh 2 tnptwns thoﬁgh tﬁkeap yau ga:mmg on rt fer months.

~ There should be so many new cars (all with differant-;_‘ _-
- pros and cons), a bundle of new maps (as well as some
~classic San meism Rush tracks that have been updat-
 ed), and some new. game;:la}r mudes, ta make it still
one of the best racing games available for the system. .. . T
Besides the aforementioned stunt mode, Where You can - " ik i 0 g
- take on a human opponent in a test of acrobatic dri- g _
o : | T '?':..vmg, there are also plenty of secrets to be unlﬂcked in
The fn'st San Franclsca Rush game on the Nmtenda 64- Rush 2 to kec’:p you coming back for more. a»'umnta..in

'_mmsnno 64

. AVAILABLE: FEBRUARY

 for Rush 2 to take us even higher. Everyone loved the ﬁndmg them will unlock cheats, cars and tracks,
~ orginal’s utter disregard for realistic physics, w1th _ensuring decent langewty to the game. Strangely, the Zj;

jumps designed to take you all the way to the moon, visuals dt:mt raaily seem to be a great improvement
~ yet still land in time to win the race. Well, what we've  over San Francisco Rush which seems to be a bit of a
~ discovered with Rush 2, is that the oppotunities to pull ~ shame. Most tmpmfanﬂy thaugh the gamepiay rules,. .
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A Bug’s Life

PLAYSTATION

AVAILABLE: FEBRUARY :
CATEGORY: PLATFORMER E
PLAYERS: 1

PUBLISHER: DISNEY

—rrw

Yes, it's another Disney movie-to-game conversion,
following in the pretty big shoes of Aladdin and
Hercules - two spectacular 2D platformers. A Bug'’s Life
is a 3D platforming action game though, as opposed to
a 2D scrolling-fest, and to Disney’s credit, they’'ve cre-
ated a pretty good 3D environment. The graphics are
colourful, smooth and the animation is pretty silky, but
everything is very big and chunky on screen, so maybe
this is one for younger gamers. Jumping on mushrooms
and dodging insects doesn’t provide much challenge,
but this is pretty good for what it is - a cute easy plat-

former. The controls are responsive, feel relatively
glitch-free and the action is pretty tried-and-true plat-
forming fare. The camera angles surprisingly never
really annoy, and you can lock it in place if you so
desire, so exploring the landscape is more fun than
frustrating. The levels look pretty interesting on the
whole too, with plenty of bits from the film in there to
surprise you. All the FMV in the game seems to be taken
directly from the feature film, so fans of A Bug’s Life can
spooge over the computer graphics. A Bug's Life, the
game, is showing promise, and should be a wholesome
little platformer.

%?;?@“regardless. and it wins pomts immedlateiy }ust for
- being funky and makmg us smile. This is a good old
~ action game, with some tncky elements to get you
- thinking. You play one of eight different types of cat
- and your mission is to rid the world of rats! Either claw,
. bite or utilise a variety of traps and weapons to put an
. end to those flithy little beasts. Choose to play as cats
- such as Smokey (good with gadgets), Pearl (cat on
- skates), Hai Jinx (a kung-fu cat) or Manx (deadly claws)
. just to name a few. Each level is a colourful 3D collection
. of obstacles, which you must negotiate whilst attempt-
- ing to catch all the rats. These little rodents don't just
' run from you the whole time, some of them are actually
- quite agressive. If you're not careful, you may find

! | yourself falling prey to a rat trap, or even the nasty local

. dog who may get alerted by the rats. The gameplay is
. viewed from an overhead perspective, so you can get a
| good view of various items, rats, traps and the all-
. important action. It looks like someone at Pure

Entertainment has been inspired by Itchy and Scratchy,

| because Rat Attack is a furball of laughs. Looking for-
. ward to the final version.
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Trap Gunner

F‘LAYSTATIQN

A\IAILABLE' MARCH
CATEGORY: ACTION
PLAYERS: 1-2
PUBLISHER KONAMI

WOW-0-METER

Here's 50methmg to pl:t“ at the heart strmgs of any o
you old enough to remember playing Spy Vs Spy on

your Commodore 64. Trap Gunner shares more than a §&

few similarities to the old classic one-on-one action in
Spy Vs Spy, with two-players going head to head in
splitscreen in a variety of arenas. Running around the
grid, your main aim is to simply kill your opponent by
laying a variety of sneaky traps which are invisible to
them. There is a function which allows you to "see” if
there are traps near you, but you must stop moving to
do this which gives your opponent more time to
boobytrap the arena. Various powerups appear around
the joint too, to tempt you into certain areas, so a
clever deployment of your traps is essential. The char-
acters you can choose from excel with different traps

- Rollercoaster Tycoon

PC

'__AVAILABLE TBA

i : ; it g B i ;
_ P A?ERS i .._< et R

S The designer behmd Transport Tycoan Chns Sawyer
g has moved on to some less-than-serious 1deas, witﬁi’;
~ this upcoming theme park sim It's temptmg to entl-'-;_.}_;j
~ cise Rollercoaster Tycoon for appearing to be a com-
~ plete rip off of Theme Park by Bullfrog... but tyﬁim;sm
~ aside, Rollercoaster Tycoon seems to focus more on
~ the actual designing of cool, crazy foiiercaastem;_?f?*
L . Yﬁuﬁﬁf;:
~ own custom theme park, and maintaining it is stillan

L

~ rather than the running of a business. Creatin

fi‘l'_

aspect of the game, but creating succes'sfui ﬁdas;j_;i;:-.

- which pull in money is the main abiectiva Whilst
~ there will still be managerial duties of sorts, the game
~ engine allows for realistic physms to occur with your
~ sick and twisted creations. If you're not careful,
thnugh you’ll just end up kliling all your customers.
~ Like Theme Park, you'll find your patrons wa.ndﬂmng:;_ﬁ??j

around the park and complaining of thirst or ride

~ prices, so clever planning will pay off over a mad rush
of creativity. You'll go from small loops to huge i1
-i-i:;:aﬁ:-?i;”sprawlmg masterpxeces which duck in and out of &

~ trees and plunge through tunnels. As long as I

;Roilercoaster Tycoon can offer some Gngma,i twists to

i s e | g D
ok e S e e
o e = =5 z oy

and items, so there's longevity here much like a fight-
ing game. In fact, if you bump into your opponent
whilst sneaking around the map, you can shoot at
them with a weapon or try kicking them in the head to
slow their progress! One player may play against the
CPU, but it's no match for the hilarity of a bitchy one
on one game of Trap Gunner. The options allow you to
play variations on the main theme, but essentially this
is Spy Vs Spy for the "90s.
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the Theme Park concept, this could be an addzciﬁvej—i_as i
~ treat. still in development, Roliercoast&r Tycoon:_-i:_ ' jis
___jshnuld be out sometime this y&ar,. Ko B )
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Rollcage

PLAYSTATION/PC

AVAILABLE: APRIL
CATEGORY: RACING
PLAYERS: 1-2 (1-6 PC)
PUBLISHER: PSYGNOSIS

We'll never forget that Psygnosis brought the world
WipeOut, so the mention of a new multiplayer racing
game from the same publishers got us a little excited.
The similarities to WipeOut don't end with the pub-
lisher's name though, as Rollcage is one adrenalin
pumping racing experience. On the PlayStation,
Rollcage is a blast in the two-player split-screen
mode, with each player controlling a remote con-
trolled vehicle which can not only go anywhere in the
environment, but race up the sides of walls and even
across ceilings! The action is fast and furious, with
weapons and the vehicles themselves causing all sorts
of incredible carnage and all at a blisteringly fast
pace. The four environments - Harpoon Island,
Sapphire Spring, Outworld and Neoto City all look very
pretty and are loaded with scenery for you to destroy
on your way to victory. If you're not the social type,
Rollcage can be played single-player over eleven
tracks, but you really want to go make some friends to
really enjoy what this game has to offer. The PC version
will allow a mad four-player split-screen game, and
up to six over the net or LAN. Did we mention the cool
soundtrack? Wig out to Fat Boy Slim! Yeah, it's all
there. Rollcage has the potential to inspire another
generation of racing games, so we re look forward to a
reviewable version in a big way...
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UPCOMING RELEASES

The complete guide to what’s coming out over the next couple of months here in Australia

Trap Gunner

]

888, 1 111H ERb Bloodlines
55 TR, ' .

L
1
e
'

; ";f‘ [ by 2=
i e, Ly
¥ =

e SWIHEAT

X-Games Pro Boarders

#* Hot stuff on the way... Alien Resurrection
Blood Lines
pc Civilization 2
Deep Blue
FEBRUARY Eliminator
Aliens Versus Predator Global Domination
Battle of Britain Granstream Saga *
Championship Manager 3 Joe Blow
Civilization: Call to Power Monkey Hero
Cricket World Cup Quake 2
Daikatana * Rainbow Six
East Front 2 Rollerball
Interstate ‘82 * Running Wild
Jow Blow Thrust, Twist & Turn
Nascar ‘99 Tiny Tank
North Vs South Trap Gunner
Redline X-Games Pro Boarders

Sin Mission Pack 1

Superbikes NG 4
SW England

Tank Spanker FEBRUARY
Ultima Ascension * Gex 64
F Quake 2
PlayStation ..
San Francisco Rush 2 %
FEBRUARY Superman 64
A Bug’s Life

6C <Kd43dAH



HARDWARE

GAMESTER RUMBLE FORCE WHEEL

Nintendo 64
Type: Steering Wheel
Distributor: LiveWire
R.R.P: $149.95

GCamester have been churning out the
peripherals lately, and the latest addition to their
catalog is the Gé64 Steering Wheel and foot pedals
with "Rumble Effect”. What exactly do they mean
by "Rumble Effect”? Well, it's more of a Rumble
Pak effect in the wheel as opposed to actual force
feedback, so any racing game which dishes out
Rumble Pak support will provide the wheel with
some kickback. Wheels which aren’t a complete
circle are generally less preferable, but the Gé64
feels fairly solid and the tension feels good. The
wheel itself is just plastic, but it's fairly
comfortable to hold. The pedals are combined
analogue and digital, meaning the accelerator
works in analogue mode, but the brake is simply
on or off. Plenty of buttons are on the wheel, and
there’s a gear shift pad for your right hand, all
within comfortable distance whilst driving. One
drawback however, is that inserting a Memory
Pak to save your progress disables the Rumble
Pak in the wheel, so you can’t play a racing game
with the Memory Pak inserted. Having to pull the
pak in and out of the wheel is no big deal, but a
slight hassle. Also, the D-pad on the wheel is
sloppy and useless, but you probably won't need
to use that anyway. Both the wheel and pedals
feel nice and solid, with enough tension to ensure
a long life of hardcore racing. Worth
investigation. t

THRUSTMASTER SHOCKHAMMER

PlayStation
Type: Dual Shock
compatible controller
Distributor:
Playcorp
RRP: TBA
Now here's a
surprise!
Thrustmaster, long
= regarded as one of
£ the leaders in PC
BN gaming peripheral
development have
turned their
attention towards the
console scene and
have started creating
a range of controllers
to suit.

Thrustmaster's clone
of the Sony Dual shock is
perhaps the most original
of the clones thus far, but
e is it the best? Let’s take a
g look at the Shockhammer
r: feature by feature.

The two analogue pads are
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excellent, being a little more firm than the others
on the market. This will help to give more
accurate control and smoother analogue control
and response. On top of that, Thrustmaster seem
to have defeated the problem of having the
analogue pads being too easy to press in. Now
this will only happen when you intend to do it.

The fire buttons are quite average compared to
the analogue pad., being quite high, which never
feels good. The shoulder buttons feel quite b-
grade really, possibly the worst on a PlayStation
pad available thus far, which is really unlike
Thrustmaster. The digital pad is also nothing
special, although it’s a little less taxing to use
than the Sony D-pads.

The Shockhammer does come with turbo and
slow buttons as well, which may appeal to the
odd shootem up player out there.

What it is going to come down to in the end as
to whether or not this controller will be good
value is the price. This is still being negotiated by
the distributor Thrustmaster.

Yes, the Shockhammer is a pretty good Dual
Shock pad, but unless it is competitively priced,
it's not going to be a contender. oT



HARDWARE

Memory Card Memory Card 2MEG $29.95 It costs the same as the Sony card, but stores twice as much.
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Nyko Memory Card x 8  $49.95 A better buy for those that don’t think 120 save game slots is enough at any one time.

Digital Controller  Std Sony Controller $29.95 It's certainly not the cheapest, but it has the best feel and reliability.
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Analogue Controller  Sony Dual Shock $59.95 Great analogue control with a rumble effect. Widely supported now.
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Arcade Stick Namco Arcade Stick  $49.95 Solid as all hell, really authentic sensitive arcade button, and a stick that's perfect for
whipping out fireballs. Hado-Ken!

Steering Wheel Gamester Dual Force ~ $169.95 One of the more expensive wheels, but is solid and has Dual Shock support.

30 Accelerator Maxi Gamer Pheonix $299 Better performance than Voodoo 1 cards. The best cheap option to get 3D.
B T o
Monster 3D Il but P1 users will still benefit.
Sound Card  Professional Sound  $89.95 It' PCl does SB support, 3D Direct sound, and s dirt cheap!
VideoCard ET8100  $99.95 The best value buy for those who own, or who plan to own a dedicated 3D accelerator
 MaxiGamerPhesnix  $299 A 2D/3D card in one. The best value card for those who want some 3D acceleration,

and don’t have a PII-300 or better. Great 2D performance.

Flightstick Thrustmaster X-Fighter  $150 Sure, there’s no throttle, but this stick feels great, and will last you for yonks.
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Microsoft Force $269.95 The most comfortable of the PC Force Feedback joysticks available at the moment.
Feedback-Pro
Gamepad Microsoft Sidewinder  $79.95 Love em or hate em, Microsoft make great peripherals, and this is no exception
Gamepad
Mouse Microsoft Wheel Mouse $59.95 Works as a three button mouse, and the middle button allows window scrolling.
Memory Pak Nyko Hyper Pak $59.95 Four times the normal memory storage AND variable Rumble settings. The all in one "Pak”
Memory 64 DLX $29.95 Not only does it have four times the standard memory, but it's only
$5 more expensive than the standard Pak!
Rumble Pak
Gamester Tremor Pak ~ $24.95 This rumble pak DOESN'T need batteries, making it excellent value.
Tremor Pack $19.95 Two rumble modes, with the strongest being REAL strong.
Performance Great for those wanting to put it into a wheel.
Gampad Mako Pad 64 $59.95 Expensive, but its design allows you to hold the controller and press every button

without moving your hands.
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Docs Controller $39.95 $10 cheaper than the Nintendo standard. Feels better,
and comes with auto-fire and slow as well.

(E N N R NN RN ( EN N EEERENE NN (N NN NN RN ' FE SRR RN BN NS N NEENRENESNENSENRGSHNHSEGSHSNENENSESERENNSSENEESNENSESSERSE-SSHERSESSENSESESSENERNNESNNERERENESNSESENERNER

Racing Wheel V3 Racing Wheel 64  $149.95 Gears on the wheel, really sturdy, great feel,
and configurable buttons. Also allows for Rumble Pak.
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Mad Catz $129.95 Cheapest of the actual wheel controllers, includes a gear stick, and built in
Rumble Pak. Not amazingly sturdy though.
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Ureams do come (rue

Those who counted Sega out of the next generation console battle had better think again as
Dreamcast has finally launched in Japan, and it rocks! Thanks to some dedicated staff travel-
ling to Japan to buy the machine, we have now had a hands on experience with Sega’s 128

DIt Super console, and take this opportunity to enlighten the gamers of Australia.




e dreameast

No doubt some gamers are bitter over the lack of support for Segai§s
bit Saturn, which despite its apparent lack of hardware processing p@
still had some rock solid games in the form of Virtua Fighter 2, Sega Ra#
and Virtua Cop. No doubt those individuals will be even more angeredt

ware, but this was done for one very good reason: the Dreamcast.

’_I
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hear that Sega have all but dropped production of the Saturn and its s Tl

Labelled as the console that can ‘cast your dreams in front of you on L

TV', the Dreamcast, upon initial inspection, certainly does that.
Measuring a miniature 20x20 cm, the Dreamcast is a small, compact
unit that doesn’t look half as beefy and powerful as either the Playstation

or Saturn. Still, the advances in graphics have allowed Sega to fill the
Dreamcast with a relatively small number of hardware chips; 3 in fact,
which is a stark contrast to the Saturn’s 9 or so. These chips (the Hitachi
Sh-4, the NEC Power VR 2 graphics chip and the Yamaha 32 bit sound
chip), are in fact much more powerful than the latest PC hardware avail-
able (much to the dismay and anger of Dan Toose and Steve O’Leary, who
have spent thousands of dollars on their own PCs). Boasting 16 Mb of main
ram, 8 Mb of video ram (used to draw the machine’s high res graphics)
and 2 Mb of sound ram, the Dreamcast represents a huge leap in gaming
technology for the home and can calculate approximately 3 million poly-
gons per second with a multitude of next-generation graphical effects.
These effects include transparency, lighting, bump mapping (the ability

ch sm aths out the visuals, removing any jagged to rough
<urfaces in the 3D world). This hardware allows the Dreamcast to
a minimum resolution of 640x480 pixels on screen, which means

it the games look incredibly high-res and very detailed. Furthermore,
all three games that Hyper managed to get their hands on run at a solid 6o
frames per second, even when the 4 player split screen mode was used in
Pen Pen. There were brief moments of slowdown in the games at times.

The unit comes with 4 joystick ports which will allow 4 players to com-
pete in any of the latest racing, fighting or sports games. DC also has a
Universal Serial Bus port (similar to the port that PC support) which will
allow two or even more DCs to be linked together for heavenly multiplay
gaming. Eight player Sega Rally 2 anyone?

The one thing we're uncertain about is the modem, which, whilst built
into the Japanese Dreamcast, looks very much like a readily removable
component of the machine, so that it would be easy to manufacture a
“plate” to put there in place of the modem if there was going to be a
country/format that was not going to include a modem. Hopefully we
won't be governed by the European market (PAL), as while Australia is a
very Internet intensive country, England is not, due to their timed local
calls, which make it too expensive for most. Fingers crossed!




e rine

DC controller pad resembles the nghts p d (a
Saturn. With four buttons on the pad’s face an an
the front left and right, it is very comfortable to h
stick is quite solid and offers a higher degree ﬂf
Sony’s analogue pads offer. The two trigger hu’ttan'
control, meaning the further you push them the faster y
whatever accelerates, moves etc. This will be especially
games as it will enable variable rates of speed and ak

big thumbs up for racing games, and analogue control in gew
The only obvious downfall with the pad is that it could have h

buttons on top instead of just four. This relative lack of buttons makeﬁf‘f: i

(e ¥ifo uni

When we first saw memory cards on the PlayStation, it seemed pretty _f":ﬁ”
funky to be able to take a bunch of save games to plug into a PlayStations

wherever you go. Sega have really taken the whole idea another step fu,
ther. The LCD screen not only displays information on what save files y€
have stored on the Dreamcast, it also keeps the time and date for ynua'
during games it displays special graphics and information.
This will be particularly useful for multiplayer games where yﬂu
make decisions without your opponent seeing (like which play yﬂ
is going to use in a NFL game for example). 4
In Japan a special Godzilla VMS is available to co-incide wnth
where you can take two VMS units and join them to battle monste
against one another. i
Whilst being able to plug two of these things together is ¢
you're going to want pretty tiny hands to be able to have any
to head game going on this way.

_ t a little bit harder to play wlth g
N pad was be the PlayStation pad, it does seem a strange
0y Seqa, cans:derig e popularity of fighting games in Japan.

At this stage there’s news " at the controllers will also be available in red,
blue, yellow, and the grey colot r which you can see in the images here.

The controller has a "docki '_ ibay" for two VMS units, which could sug-
gest that there’s the pﬂsmblllty | games that use a HEAP of save game
space, or that this just enables y' to copy things from one VMS to anoth-
er, without having to interrupt an¥ithing.

We will soon have a Dreamcast' ade stick to check out, which we
noted has six buttons, laid out in aMery “Street Fighter” pattern. This will
no doubt help satisfy the flghtmg . e nuts (like us).

-




Hyper crew's verdiet

Steve O’Leary’s opinion:
(N64 Gamer - Editor)

As an overall gaming system, the Dreamcast is bloody
darn fantastic. Considering that the DC uses a similar
CPU to the Saturn (only about 40 times more powerful),
the DC's second generation software is expected to be
much better than the already incredible Virtua Fighter 3
(given that the Saturn's second generation software was
way better than the launch titles the machine was
released with). If Sega decide to release the unit with the
modem intact in Australia they will definitely be at the
next step of video gaming. It's certainly interesting to
see Sega finally get it right in terms of hardware, but
it'll be even more interesting to see what Sony, and
Nintendo especially, have waiting in the wings for their
respective launches in the near future.

The reactions to the Dreamcast here at Next were a little mixed, everyone thought Virtua Fighter 3 was

great, but since this was expected, a couple of people here were a little, “| want to see more”. Here's the

honest opinions of those that gave the Dreamcast a good going over here in the Next Gaming department.

Dan’s Opinion:

Virtua Fighter 3 has helped show just how stupidly powerful this
machine is. There's no big secret that I'm primarily a PC gamer, and that
really just comes down to having expensive hardware that lets me (and
developers) get super smooth hi-res graphics, and having networked
gameplay both on LAN and the Internet. Put simply, PC games running on
the top of the line hardware are simply better looking than anything on
console... Till the Dreamcast.

Virtua Fighter 3tbh delivers more convincing 3D environments than I've
seen in any game so far on ANY system, and this is the first game released,
so we can only expect things to go from jaw droppingly good to unbeliev-
able if Sega can continue to deliver this sort of quality in their titles, and
the other developers out there can also come up with the goods. With
Virtual On 2, Quake 3, Blue Stinger, Grandia 2, Climax Landers, and Sonic
Adventures being just a few of the upcoming titles, 1 don't think the
Dreamcast will disappoint.

Kevin’s opinion:
Kevin wasn't here to give his opinion... He was off to Japan to buy a
Dreamcast... seriously.

Eliot’s opinion

It looks like a small PlayStation! The positioning of the power and open
buttons, disc drive lid... it all seems familiar. Interesting marketing move,
Sega. In the few brief seconds I managed to keep my eyes on the hardware
and not on the amazing game on the TV screen, | admired the Dreamcast’s
compact size and comfortable controllers. However, the lack of six buttons
really bugs me. Sure we will be able to buy arcade sticks and the like, but
damn Sega, why couldn’t you have just “got it right”? Everyone loves
fighting games, and four buttons just isn’t enough. Anyhow, my time
spent with Virtua Fighter 3tb was rather special. It looks stunning.
However, | was surprised that it didn’t blow me away. Visually, it looks
like a logical progression for a console - getting on par with 3D accelerat-
ed PC graphics. Sure it's churning out graphics more reliably than current
PII 450s, but I didn’t expect any less. Impressive, but not anything mind-
blowing. We'll see what future software brings...

Malcolm Campbell’s opinion:
(Art Director of PC Powerplay and avid console head)

After putting down the diminutive control pad, I would have to say my
first Dreamcast experience was exciting, but a little anti-climactic. Here is
VF3 - a benchmark in the arcades for both graphics and gameplay- repro-
duced exactly on the small screen. It hammers home the power of the little
white box, and how far ahead it is of the current pack. I can’t wait to see
Sonic Adventures, Climax Landers & Virtual On 2.

On the other hand, here’s VF3 - a game everyone’s played a thousand
times in the arcades a year ago - reproduced exactly with no new features,
extra characters or even a versus mode. Added to that, [ got a cramp in my
hand from the tiny buttons, and the less said about Codzilla Generations
the better.



It's not too often we're hanging for the release of an

arcade machine, but back when Virtua Fighter 3 was
about to hit our shores, the Hyper crew were in a frenzy. In
fact a group of us had a VERY extended lunch to go check it
out the day it came in, and to this day it has impressed us like
no other fighting game has. A common comment at the time
was, "This will never come out on console... not arcade per-

,  fect anyway”. Well just to make us eat our words, Sega

vy have an arcade perfect (well almost) conversion of Virtua

W = |+ Fighter 3 team battle.
In terms of visuals, this game leaves everything
| (| before it for dead. The detail in the texturing, back-
R/ 7 grounds and modelling in unsurpassed. Birds fly

" /» around in outdoor settings. Leaves on the ground are
./ » brushed aside as the fighters step next to them. Water
laps up onto the sandy beach of a small island, leaving
wet sand as it recedes again. Footprints are left in the dry
dusty sand of the desert as the fighters move around. Sparks
light up the players with true light sourcing.
All of this happens in 640 x 480 hi resolution, with no interlacing
or flickering, with full screen anti-aliasing... At 60 frames per second.
he overall result is quite staggering. If you really want to show off the
power of the Dreamcast, you can change views (on the fly) to either first
person mode, or a distant overhead view.

Each character is beautifully animated including their hair and clothing,
| and they even adjust their stances according to the ground they are stand-
. ing on. So they could have one foot on one step, and one foot on another.

The sound is arcade perfect, which is good, but perhaps could have been
upgraded a bit for the Dreamcast, since it could certainly produce better
sound and music than the Model 3 board.

On a further note of faithful arcade translation, perhaps Sega could have
gone a little further and introduced a versus mode. You can play two player
games, but it's JUST like the arcade, where one player challenges the other, and
the player who was already playing can’t change their character, which is quite
annoying. There is however a team battle mode, which is just like the special tb
version of the arcade game, and there is also a practice mode, although it is not
really up to scratch with the usual, with no move lists included.

For those unfamiliar with the Virtua Fighter series, the game is a 3D fight-
ing game which uses a guard, punch, kick and dodge button to allow the
player to do a variety of moves which vary from character to character. The
game features not only 3D movement with the dodge button, but also true
3D environments, with varying terrain that actually effects gameplay. If
. you re on higher ground and you try a high kick at your opponent, then it

will probably go over their head. Characters even react to things such as
i nearby walls while fighting, so if you were to throw your opponent whilst
pressed against a wall, the character may use the wall as part of the move
by ramming their opponent’s head into the wall or using it to spring off
and do extra damage.

In terms of a fighting model, Virtua Fighter 3tb is perhaps without equal,
going to detail that even includes foot stance. For example, some moves
come out differently depending which foot you are leading with, and some
moves work at different ranges depending on your feet relative to your
opponent’s. Put simply, it's extremely deep and complex, meaning that
true mastery of the game will take a long time. Despite the occasional
moronic review that has popped up on the Internet, Virtua Fighter 3 is not a
button masher’'s game at all.

Now why did we say almost perfect? Well, there are two minor differ-
ences. One being that shadows cast onto a sloped surface break up into
strips of different elevations, which whilst not a major problem or any-
thing, does raise the question as to whether or not this is just a one off
problem, or if it's something the Dreamcast cant do that the Model 3 board
could... we suspect the former.

The other difference would require you to be a Virtua Fighter 3 fanat-
ic to notice, but there is a slightly lower polygon count on the charac-
ter models.

Despite the minor flaws, Virtua Fighter 3tb is a truly outstanding game,
and considering the amount of time to a PAL release, there's every chance
that these flaws may be remedied (especially the lack of versus mode) by
the time we do a review later this year.

Special Preview | Dreamcast
Available: TBA | Players: 1-2 | Publisher: Sega
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Pen Pen Iriathion

Category: Racing
Players: 1-4
Publisher: General Entertainment

No doubt the success of games like Mario Kart have givensomeoneithe
idea to work on a "cute” racing game for the Dreamcast, and Pen Pen
Triathlon would be it. Pen Pen certainly takes a different approach to the
racing genre... There's no cars... No flying... but there's plenty of wad-
dling, swimming and sliding on your belly!

These three modes of travel are what give Pen Pen it's Triathlon title. A
variety of cute aquatic characters are available to choose to waddle, swim
and slide your way to victory. There doesn’t seem anything in the way of
powerups except a few spots along the trail that have a speed boost.

This game is the only real testing ground for the analogue contyeller at
this stage, and it felt good. The eontrols work on a system of hitting a.but-
ton rhythmically rather than button mashing or just holding down a buts
ton to go faster.

While Pen Pen is gorgeously clear, and smooth, racing gameheads may e P i ) e
not be satisfied with the lack of genuine speed in the racing itself. S OB s G
Considering how very Japanese the title is, it may well not be released out S R L S S S S
here, but young gamers, or those that lap up anything cute will love Pen
Pen to death.
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b0dzila Generations

Category: Action
Players: 1
Publisher: Sega

Another definitive Japanese game, Godzilla Cenerations is quite pre-
dictably all about taking Codzilla, or Mecha-Codzilla (thus Generations),
and flattening some poor unsuspecting Japanese cities.

Of the three titles we saw, Godzilla was the least inspiring. The game did
show off the bump mapping capabilities of the machine, with Godzilla's
scaly skin looking very cool. Effects such as the fire and lightning breath
looked like the old movies, which while authentic, is quite disappointing
on a machine so powerful as the Dreamcast.

It is however pretty easy to say that the only people who will get much
enjoyment out of Codzilla Generations are either Godzilla freaks, or those
with an extremely long attention span, because the gameplay is extremely
slow and repetitive.

Like Pen Pen, we doubt we'll see Godzilla Generations getting a local
release out here, but by the time the Australian launch comes around, there'll
be so many more titles ready that you'd never notice Godzilla's absence.




bOnfirmed Japanese Releases

These titles are slated for release in Japan. At this early stage there aren’t any concrete release schedules for Dreamcast games outside of Japan, although we can
assume the major Japanese titles will come out here too.

Agartha - No Cliche - Action adventure
Akihabara Denno

Gumi Pata Pies - Sega - TBA

Akolyte - lonos - TBA

Blue Stinger - Climax - Action/RPG

Biohazard (Resident Evil) Code: Veronica -
Capcom - Action adventure

Carrier - Jaleco - Action adventure

Chakan: The Forever Man - Sega - Action adventure
Cho Hamaru Golf - Sega - Sports

Climax Landers - Climax - RPC

Cool Boarders - UEP System - Snowboarding
Crack 2 - Sieg - TBA

D2 - Warp - 3D adventure

Daytona USA 2: Battle on the Edge “Special” -
Sega - Racing

Dead or Alive 2 - Tecmo - Fighting

Digital Horse Racing Newspaper - Shouei
Systems - Horse racing

D-Jump - Ubi Soft - TBA

Drakan - Psygnosis - Action adventure
Dynamite Robo - Warashi - Action

Ecco the Dolphin 3D - Appaloosa - Adventure
Elemental Gimmick Gear - Hudson - Action RPC
Entertainment Golf - Bottom Up - Sports
Evolution - Sting - RPC

Flight Shooting - Konami - Flight Sim

Frame Gride - From Software - Mech sim
Furballs - Bizarre Creations - Shooter

Galleon - Confounding Factor - Action Advetnure
Geist Force - Sega - Action/shooter

Get Bass - Sega - Fishing

Giant Glam - Sega - Wrestling

Godzilla Generations - Sega - Action

Grandia Il - Came Arts - RPG

Great Buggy - CSK - Racing

Gundam - Bandai - TBA

Gutherman - No Cliche - Racing

Half-life - Valve/Sierra - i1st person shooter
Harukaze Sentai V Force 2 - Bing Kids - Sim RPG
Hiryu-no Ken Retsuden - Culture Brain - Fighting
Hydro Thunder - Midway - Racing

Incoming - Rage - Shooter

July - Fortyfive - Adventure

King of Fighters '98 Dream Match Never Ends -
SNK - 2D Fighting

Let’s Make a Pro Baseball Team - Sega - Sports
management

Let’s Make a Pro Soccer Club - Sega - Sports
management

Looney Toons - Infogrames - Racing

The Lost World: Jurassic Park - Sega - Action
Maku X - Atlus - 3rd person adventure

Mar Jong - Kaga Tech/Naxat Soft - Mah Jong
MDK 2 - Interplay - Action/Shooter

Merukuriusu Pretty - NEC - RPG

Messiah - Interplay -Action/Shooter

Metropolis - Bizarre Creations - Racing

Mortal Kombat 4 “Special” - Midway - Fighting
Monaco Grand Prix Racing Simulation - Ubi Soft
- Racing

NBA Action 2000 - Sega - Sports

NFL Blitz ‘99 - Midway - Sports

Nijiro Tenshi - Sega

Monster Breed - Sega - Tamagotchi/VMS
Ohzumo - Bottom Up - Sumo Wrestling

(8 ked Hot Rumours!

These titles are all unconfirmed releases for the Dreamcast, although we suspect at least two thirds of them will definitely come out at some stage for the sys-
tem. In fact considering how “Japanese” some of the confirmed titles are, we expect more of these unconfirmed ones to make it out here than the ones confirmed
for japan. Most of them are sequels, so we're pretty much expecting super smooth hi-res versions of games we've seen in the past. With this lineup, the
Dreamcast will be an awesome machine for any gamer, as it looks like it will be getting more PC titles ported that the other consoles have been.

Age of Empires 2 - Microsoft
Alone in the Dark 4 - Infogrames
Battlezone 2 - Activision
Burning Rangers 2 - Sega
Castlevania 3D - Konami

Croc 2 - Argonaut

Die by the Sword 2 - Interplay
Duke Nukem Forever - 3D Realms
Fighting Vipers 2 - Sega
Gauntlet: Legends - Midway
Giants - Interplay

House of the Dead 2 - Sega

King of Fighters ‘99 - SNK

Last Bronx 2 - Sega

Marvel vs. Capcom - Capcom
Megaman - Capcom

Metal Gear Solid 2 - Konami
Munch’s 0ddysee - Oddworld
NiGHTS: Into Dreams 2 - Sonic Team
Panzer Dragoon Il - Sega
Prince of Persia 3D - Red Orb
Quake 3 - Id Software

San Francisco Rush 2 - Midway
Samurai Showdown - SNK

Sim City 3000 = Maxis
Sonic/Knuckles RPG - Sega

Pen Pen Triathlon - Ceneral Entertainment -
Racing

Pop’'n Music - Konami - Dance game

Power Stone - Capcom - 3D fighting
Puyo-Puyon - Compile - Puzzle

Rampage Universal Tour - Midway

Action

Rayman 2 - Ubi Soft - Platform

RealSound 2 - WARP - TBA

Red Dog - Argonaut - Shooter

Sega Rally 2 - Sega - Racing

Senguko Turb - NEC - RPC

Seventh Cross - NEC - RPC

Shien Mu (formerly Virtua Fighter RPG) - Sega - RPG
Shienryu 2 - Warashi - Shooter

Street Fighter Ill: Second Impact - Capcom - 2D
Fighting

Sonic Adventure - Sega - 3D platform

Speed Busters - Ubi Soft - Racing

Tetris 4D - BPS - Puzzle

To the North: White Illumination - Hudson - TBA
Turok 2 - Acclaim - 1st person shooter

Unreal - CT Interactive - 1st person shooter
Virtua Fighter 3: Team Battle - Sega - 3D Fighting
Virtual On 2 - Sega - Mech combat

VR Baseball 2000 - Interplay - Sports

Warzone 2100 - Pumpkin - Strategy

Whiplash 2 - Interplay - Racing

World Series 2000 - Sega - Sports

Zombie Zone (formerly House of the Dead: Side
Story) - Sega - beat em up

South Park - Acclaim

Spikeout - Sega

Streetfighter Alpha 3 - Capcom
Super GT - Sega

Tekken 4 - Namco

Time Crisis 2 = Namco

Total Annihilation 2 - Cave Dog
Vampire Savior - Capcom
Virtua Cop 3 - Sega

Virtua Striker ‘99 - Sega
V-Rally 2 - Infogrammes
Wipeout - Psygnosis
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REVIEWS

Christmas is behind us, and the dilem-
h sames were going to be big has now
sorted itselff out. It was pretty easy
his honth's winner off game of the month,
mok pulled out an absolute blinder (as
@ pected), with Zelda 64: Ocarina of
[ certainly satispy the Nintendo 64
gamers out there who have been dying for some
aort o} e?qigtPG experience.

Nintendo 6i owners were also treated with a
top notch driving game in the form of Top Gear
Overdrivqﬁj.ﬂgrhapa Rakuga Kids was more
remarkable ir that it gave Nintendo 64 owners
a 2D pighting game worth playing (although those
that hate cute will probably turn their noses up).

What on £arth happened to PlayStation this
month!? I can’t recall such a quiet showing for
this console in over a year. Devil Dice was an oppice
bavourite por a little while here though, with a
group op people looking at the screen scratching
their heads and working together to solve it...
Proving you can play it with jriends and have
some pun working together (quite rare really).

Not wanting to break a trend or anything, we
continued to see a plethora o} PC titles keep com-
ing in through the door. The plight sim preaks can
pinally stop making jokes about the ever slipping
release date o} Falcon 4.0, as it has pinally sur-
paced (we thought MicroProse were just playing
a joke on us at pirst). Also totally worthy o} Praise
i8 Microsoft’s Combat Flight Simulator, which
should be an excellent online game.

Thiep should silence those that are sick to death
o every pirst person game having a lineup of
guns as the focus of the game, as it is an excel-
lent stealth and adventure game. Rogue
Squadron, had us all quite excited ajter we've
been watching the Star Wars trailer constantly
dince it appeared on the Internet. And of course

there’s much, much more...

Enjoy!
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Reviewed on page 62
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Reviewed on page 4/
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PLAYSTATION -

TOP GEAR OVERDRIVE

45 B MOVIE 81 VIRTUAL CHESS 64
42 BLOOD LINES 54 ZELDA 64
47 DEVIL DICE
44 PSYBADEK P[:
78 VIVA FOOTBALL 68 AFL 99
46 X GAMES PRO BOARDER 80 ASGHAN
76 BLOOD 2: THE CHOSEN
NINTENDO 64 81 BUGGY
53 GLOVER 79 DEER HUNT 3D
50 RAKUGA KIDS 78 DELTA FORCE
72 ROGUE SQUADRON 62 FALCON 4.0
64 GANGSTERS
Available: ——
Plus:
Category: whatpeotgameiis ~ MIUS:
T ——
PUNISHES: St e compn bt pbshesvsme. St
: Gamanlay:
BN o0 et o i s e
REqUIred: the hardware required to play the game onyourpc.  UVEFall

MICROSOFT: COMBAT
FLIGHT SIM

NHRA DRAG RACING
PINBALL SOCCER 98
RETURN TO KRONDOR
ROGUE SQUADRON
SETTLERS 3

SNOW WAVE AVALANCHE

THE CREED

THIEF: THE DARK PROJECT

VIPER RACING
WARHAMMER 40K:
CHAOS GATE
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Blood Lines

A genre rarely done right, Matt S checks out the latest future sports title, Blood Lines...

Blood Lines’ setting is a big brother future, where
there is one government, religion, way of life, the list
goes on. Of course, things such as regional cultures
(read : tribes) don't fit nicely into this controlled pic-
ture. Your character is a member of one of these tribes;
who by the way battle it out in arenas to preserve the
bloodline of their ancestors, whilst of course the govern-
ment is trying to infiltrate them. Yes you heard me cor-
rectly (smirk), but plots and storylines aside, Blood Lines
is a game of high tech tag set in an arena with multiple
levels with coloured light shafts... erm... lighting your
way to supremacy.

BOING!

GO SHAFTING

Your aim is to colour as many of the light shafts as
possible your colour, when you have coloured all of them
except one, boom, you just won that tribe battle thing.
You firstly need to tag the person who is "it”, as only
whilst “being it" can you tag the light shafts with your
colour —it's much more addictive and nowhere near as
easy as it sounds...

Whilst running, getting shot, exploded and launched
around the different arenas you'll notice a few power-
ups such as shields, turbo, mines, and marbles (amusing
motion capture used here). Different levels also have a
selection of gizmos, like green launchpads (fling you off
into the air, your character fully screams like a sissy and
starts flailing about, it's very nicely animated), tele-
porters (but you can’t telefrag any of your opponents,
believe me, we tried), Sinking platforms, folding plat-
forms, pools of water, and flames through walls, the list
goes on. The framerate was acceptable and quite
smooth, the only slowdown we detected was when we all
purposefully went stupid with our special weapons
whilst running around the arena, an event unlikely to
happen when playing normally.

TRASH TALKIN® AND TAUNTIN’

You'll also notice you have an energy bar down the
bottom, whenever you fire off your energy beam at a
player or utilize special moves, some of this energy is
used, it regenerates relatively slowly, but you can
recharge at the touch of a button! When you do the
recharge thang your character does his/her “signature”
movement in all it's motion captured glory (The Alex
character reminds me all together too much of Ace
Ventura... hmm) detracting from this is - whilst doing
your jig, you stand still and are open to attack from any-
one else... you can also use a - ahem - "fun taunt” that
just slanders the other character, raising your energy (or
maybe it should be the ego meter!) a little bit faster but
not as effective as the dancing a jig with your recharge
button. But wait! There's more! You can also “lock” a
light shaft for 6 seconds so another player cannot change
it to their particular colour, or if the light shaft is already
coloured, change it back to a "neutral” light shaft.

This game itself has a pretty high strung feel, the
sound effects were quite defined with a nice stereo image
being created. Soundtrack is kinda scattered, from
industrial guitar tracks to breakbeats to the same old
same old drum and bass that seems to be kicking around
many, many games lately. The Al being is extremely slow



in one the first level(s), turning into a cold calculating
colourers of the light shaft the next! This Al really makes
the learning curve steep as the game is either fairly easy
or damn hard, this makes your progress into the game
slow, almost to the point of discouragement (this
progress is needed if you want to unlock the four extra
Characters and other fighting arenas). For example after
successfully defeating two challengers, the third seems
to outclass you in every way — speed, special moves, and
agility. By far the most enjoyable element of the game
was the four player brawl option, which was by far and
large the most frequented mode of play.

DAMN THAT LOUSY CAMERAMAN!

The angle of the camera sometimes makes for pain
when trying to jump up onto a platform on an angle, but
you soon get the hang of it. Analogue controlling seems
a wee bit finicky, go with the d-pad and the rumble
option on. When your four players decide to go their sep-
arate ways into the corners of the screen the camera
zooms out so far to show them all at once that you end
up being a few murky pixels swimming around, this

happens rarely, but it does happen.

Overall, the presentation of Blood Lines was great, the
unbelievably fluid motion captured characters and the
ways in which they tackled each other was great and has
to be seen to be appreciated. Unfortunately, the single
player action that Blood Lines provides, In my opinion,
needed a bit more work, The multiplayer mode rocks my
world. The four player brawl is definitely where it's at
with this game, with multi-tap goodness keeping you
entertained for hours. If you are looking for it's solo
gaming aspect be prepared for steep learning curves
(tough Al), in major summary - if you are into the multi-
player thang Blood Lines is worth being on your list.

COME GIVE YOUR UNCLE A LITTLE HUG...

AVAILABLE: Feb

GATEGORY: Future sports

PLAYERS: 1-4

PUBLISHER: Sony

PRICE: $59.95

RATING: TBC

SUPPORTS: Memory Card, Dual
Shock, Multi-tap

PLUS

Fast and amusing
multiplayerism. Fairly simple,
yet highly playable.

MINUS
Bi-polar Al. Touchy analog

control. Single player can get
monotonous.

VISUALS SOUND GAMEPLAY
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Psybadek

CATEGORY: Platformer

PLAYERS: 1

PUBLISHER: Psygnosis

PRIGE: $69.95

SUPPORTS: Dual shock

Weird and wonderful
graphics.

Repetitive gameplay, and
lack of any multiplayer fun
don’t help.
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~ Psybadek is quite
~ disappointing. It's potential
~ wasn't realised, resulting in
- alinear, repetitive game
‘with poor controls and little
~ gameplay.

The Hyper crew have been eagerly awaiting this one ever
since the first screenshots appeared quite some time ago.
Seemingly lost in development limbo, Psybadek is finally here
and it looks just as tasty as the first screens suggested. The wild
and imaginative graphics, however, are in stark contrast to the
insipid gameplay.

Psybadek certainly has it's fair share of funk (it’s a hover-
boarding game after all), but little of it translates into an
enjoyable experience. As either Xako or Mia, you must venture
through a portal at the local hoverboard park and try to rescue
their kidnapped friends. Psybadek is basically a pseudo 3D
platform game, and a poor one at that. Although fun at first,
the controls are far too loose. Jumping is inaccurate and the
slippery feel is a real pain when death lurks over the edge of
the many banks.

DON'T FAKE THE FUNK, OR YOUR NOSE WILL GROW...

There are five overall worlds, and plenty of levels.
Unfortunately though, there might as well be four levels, as the
gameplay breaks down to four different types of linear design.
First up are the levels where you ride down a windy path
avoiding enemies/obstacles, hopping across platforms and
collecting stars. The objective is either to simply reach the end,
or to collect/do certain things along the way. In the second
type of level you're fixed to the spot in a shooting gallery, and
must spin around 360 degrees and shoot the various creatures
surrounding you. The third and fourth types are a race against
a boss, and a face off with the same boss. Simply win in the
first, and kill in the second.

By the end of the first world, you've already played and
become bored of all these types of levels. Don't bother play-
ing on though, because whether they're set in a jungle or the
underworld, any changes are purely graphical. The gameplay
is rigid, repetitive and as dead as non-ratings TV.
Admittedly, your character’s progress through the game is
rewarded with new and increasingly powerful tricks, but this
does little to help rejuvenate the game. There are also slight
variations on the level themes, like being pulled down a river
on the end of a length of rope by a crazy beaver, but it all
boils down to exactly the same gameplay - collect stuff,
avoid stuff, kill stuff.

Empathy with the characters in a game is very important... or so says Cam Shea.

’@@

BETWEEN A ROCK AND A MAGIC THINGY

. The graphics in Psybadek are
& an entirely different story.
They re tripped out, colourful
and pulsating with humour and style. Trees and flowers
bop back and forth to the music and there's some
impressive light sourcing. The draw-in isn’t overly dis-
tracting, and a decent frame rate is maintained through-
out. The music also suits the vibe, although you'll go
mad from hearing the very limited repertoire again and
again. Psybadek’s redeeming features simply don’t make
it a fun game though, and in the end Psybadek is all
style and no substance.

e i

THE LEVEL INSIDE THE MICHELEN MAN'S STOMACH



5 Movie

PLAYSTATION REVIEWS

They're comin’ right for us! Eliot Fish blows those damn aliens to hell...

NO! THEY'RE ABDUCTING THE LOCAL INDIAN DINER!

Aliens are invading the Earth... how original of them.
Thankfully, B Movie is incredibly tongue-in-cheek, and for
once, the concept is enjoyable as an action-packed satire
of classic 1950’s sci-fi flicks. As the seemingly endless
hordes of UFOs come blotting out the sun, your small one-
man fighter craft is lumped with the unenviable task of
virtually fighting them off solo. Picture a hybrid of EA’s
Strike series, Forsaken and X-COM and you'd be close to
envisioning the gameplay which B Movie has to offer. Just
add lots of cheese.

ALIEN INVASION IMMINENT. DON'T PANIC.

Rather then just throw you straight out into the action
every mission, B Movie takes the novel approach of allow-
ing you to upgrade your craft with weapons your science
team have researched throughout the game (think X-COM
here). This doesn't happen automatically though, as you'll
have to abduct alien items with your suck-o-matic whilst
you play to satisfy the criteria for each weapon's develop-
ment. Unfortunately you'll have a million other mission
objectives to complete at the same time (think Nuclear
Strike here), but somehow it becomes possible. One word
can easily sum-up B Movie's gameplay - Mayhem. Because
the graphics engine is so darn fast and smooth (think
Forsaken here), you find yourself in situations where there
are literally waves and waves of UFOs littering the skies
and so much action taking place that you'll become dizzy.
The pace of the game is outrageous, requiring you to either
drink Cola constantly to keep your nervous system as
responsive as a rabbit or forcing you to just replay mis-

.......
S

sions until you can figure out what
you're meant to do amongst the
relentless action. Missions usually
require you to A) shoot UFOs; B) Suck
up civilians and drop them to safe
areas; C) Escort friendly craft and
then D) fulfill mission specific tasks -
usually all at the same time! What
really makes things harder than they should be, is that
whilst your fighter can refill it's weapons’ energy back at
base, your shields never get recharged! This means that
unless you fly like an ace throughout the mission, you'll
always be shot down before you can finish what you're
doing! Your attackers aren’t easy to dispose of either -
UFOs are damn fast and agile, and your targeting system
and guns require precise shooting. Tricky stuff. This could
be a good one for those that have been complaining that
today's games are too easy.

TAKE ME TO YOUR LEADER

It's quite hilarious though, to experience the thrill of a
classic alien invasion. The music for starters, is just like some-
thing out of an old classic UFO movie, with spooky wobbly
noises and an overly dramatic soundtrack. During some mis-
sions, you'll get a good laugh out of your own military forces
rolling in to "secure” a crop-circle site (with you being
required to remove the presence of any civilians). All the sci-
entists and miscellaneous people on foot are just chunky little
sprites, but you can’t help but smile at the obvious attempts
at humour. For instance, one mission requires you to escort a
police car as it cruises through town with a huge loudspeaker
on it's bonnet telling the residents “Alien invasion imminent.
Don't panic.” as they all run screaming from their houses.
Whilst B Movie becomes unneccessarily hard due to fast, slip-
pery controls and seemingly unfair odds, this is a very enter-
taining shooter with lots of depth to the mission structure.
Definitely worth checking out!

WHERE'S SLIPPY WHEN YOU NEED HIM?

AVAILABLE: Now
CATEGORY: Action
PLAYERS: 1
PUBLISHER: GT Interactive
PRIGE: TBA
RATING: G

Lots of humour, some secrets
to unlock and pretty
graphics.

Damn hard, and shields
cannot be replemished!

VISUALS SOUND GAMEPLAY

87 83 85

You'll need crack skills to
get through this one without
breaking something. Great
fun though!
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X Games Pro Boarder

Only Cam Shea is radical enough to play a title with the X Games license... or is he?

Bofen Hotds el T SATRNT
Tu L fielea LS

CATEGORY: Rally racing

PLAYERS: 1-4

PRICE: $69.95

RATING: G

SUPPOETS: Rumble pak, 4MB RAM

Real life pro boarders, some
awesome video footage.

Dodgy frame rates,
unintuitive controls,

annoying circuit layout.

46 YHYPER
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camera moves in a disconcertingly jerky
fashion. The physics aren’t nearly as
floaty as Cool 3, and the halfpipe is

c003 EHBJEL FEH ~ = realised well, but the downhill and slope
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Another snowboarding game...? Ah well, there's always
room for another quality title in the Playstation’s burgeon-
ing lineup. It's just a pity then, that although X Games Pro
Boarder has merit, it fits comfortably into the mediocre
bin, lacking the polish of a 1080 or Cool Boarders 3.

SNOWBOARDERS ARE FUNKY, UNIQUE CREA-
TURES... RIGHT? NOT HERE THEY'RE NOT.

What separates Pro Boarders from the rest is that it has
the X Games license, a punk soundtrack featuring the likes
of Foo Fighters, Rancid, Pennywise and NOFX, and eight of
the top professional snowboarders. The idea of using real
life boarders, each with their own unique look and skills is
a great idea. Unfortunately, although each has his or her
own signature moves, they all look and feel far too samey.
Whereas Cool 3 had a whole host of funky riders, Pro
Boarder's are all basic, uninspired models with few distin-
guishing characteristics. Their animations are okay, but
not particularly smooth.

Talking about "not particularly smooth”, we come to
the graphics. The frame rate is consistently poor, and the

965, TNk ERSIUH

style courses are quite a poor recreation
of snowboarding. Even so, the downhill
runs are cool purely because there is
" unprecedented freedom to roam, with
| almost no boundaries.

GET OUTTA MY FACE MAN...

In each event you compete against two
. other boarders, and in a cool touch,
they're always on the course with you.

- That is, you'll need to avoid them as they
bust tricks alongside you in the halfpipe
#3h or on slope style. Another nice change is
el that in events like the stadium, where you
. MRS try and rack up as many points as possi-
' ble off the quarter pipe, you're on a time
limit rather than just having one run at it.
Thus, after each attempt you're deposited back at the top
of the slope. This makes for more exciting, free flowing
competition where another boarder can pip your score at
the post.

One of the major problems with Pro Boarders is the
overall structure. It begins with only five events accessi-
ble. Winning each of these opens up the first tourna-
ment, which consists of the same five events again in a
fixed order, where you've only got three spare chances.
This is frustrating because it’s not a points-based sys-
tem where you can afford to come second in one or two
events and still win overall. Rather, you must win every
event. Even if you're not particularly enamoured with
one event or another, you're forced to beat it in one or
two attempts. Also, you'd expect the main focus of any
snowboarding game to be downhill racing, but until
you've gone to the effort of beating the first tournament
there’s a grand total of one downhill run available. Even
Cool 3, which had a tough tournament layout, had three
downhill runs available right from the start. Cool 3 wins
hands down.




Devil Dice

PLAYSTATION REVIEWS

Eliot FISh would make a deal with the dewl to get past level 59...

In the tradition of the great NES puzzle game days
(anyone else remember the Adventures of Lolo series?
One of the best puzzle games EVER!), comes Devil Dice
from Sony. This is a test of lateral thinking like no other,
and a game sure to test the patience of even a saint. It
looks easy enough on first inspection, but under the sur-
face lies a complex beast which has the potential to mess
with your mind and leave you a blithering mess - much
like some women I know. If you enjoy a good challenge,
and think you have the brain power to move mountains,
then get a gander at one of the best PlayStation puzzle
games we've seen yet!

ROLL EM IF YOU GOT EM

INSANE IN THE BRAIN

First up, Devil Dice can be played a number of different
ways. Challenge the Al, a friend, the clock or simply your
own patience. Here's the concept... match up the same
number of dice as is the number on the top face of the
dice. Thus, three dice showing threes, or five dice with five
as the open face etc. That is the basic idea from which
Devil Dice begins and then expands upon with quite a few
amazing variations. For instance, you may have to keep
matching and removing dice as new dice appear on the
grid, or maybe you're brave enough to compete with the
CPU. The only way to move the dice around the "map” is
by controlling a cute little devil, who flips and pushes the
dice for you. If he's standing on top, he can flip the dice
over onto any adjoining face, but he cannot climb off a die
unless there is an adjacent die to walk onto. Once a
requirement is met, and the dice begin to sink into the
grid, the devil can hop down and then push other dice
around. There are a variety of different types of dice - ones
that flip over, some which simply slide, others which can-
not be moved and then dice which flip when pushed rather
than slide etc. Of course, to top it all off, you may have a
limited number of moves, so learning new skills (like
opposite sides of each die always add up to seven) are
essential to solving the many devious puzzles. Devil Dice is
a hard game to explain in a one page review, and if you're
not confused yet, you will be when you start playing the
game s different gameplay modes. Once you get the hang
of the gameplay mechanics though, Devil Dice is incredi-
bly addictive and a serious brain teaser. This is a puzzle

game which totally requires brain power, not
quick reflexes (though that comes into it at
times) and you'll find yourself stuck on some
stages for hours (or even days if you're
unlucky). Whilst this can be frustrating, like
any good puzzle game, you will be deter-
mined to “crack it”. “No videogame is going
to get the better of me!”, you'll cry as your
parents try to coax you into eating something.

LEARN TO HATE YOUR FRIENDS

Devil Dice isn’t just a fantastically deadly single-player
challenge, but a potentially friendship-breaking multi-
player game. Two friends can attempt to solve specific
puzzles on the same grid, using the same dice. Just when
you think you have something solved, your opponent can
foil you will one dice roll. If you're both trying to match
dice, and the enemy gets a match first, you can still claim
it by rolling another matching die onto the quickly sinking
dice. You'll be yelling, cursing, laughing, crying and feel-
ing all those gooey multiplayer emotions. Either that or
you'll want to punch each other out. It's that good. Devil
Dice is an ingenious invention that must have taken a
genius to design so flawlessly. Better than Tetris.

AVAILABLE: Now

CATEGDRY: Puzzle

PLAYERS: 1-4

PUBLISHER: Sony

PRICE: $69.95

RATING: G

PLUS

Endlessly addictive, and
hard enough to last a long
time.

Some of you just may not
“get it”. Think laterally!

79 82 sn
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~ puzzle game that will satisfy
| Imh hard core gamers lml
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REVIEWS NINTENDO 64

Top (Gear Overdrive

Cam Shea always has over the top gear... yeah baby!

CATEGORY: Rally racing

PLAYERS: 1-4

PRICE: $99.95

SUPPOETS: Rumble pak, 4MB RAM
expansion pak

Great graphics, sense of
speed and multiplayer.

Feels a bit rushed, not
enough tracks.

48 »HYPER
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Although ostracised by reviewers and players alike, I
still hold firm to the belief that Top Gear Rally was a
dodgy piece of work. The graphics were primitive, the cars
handled like shopping trolleys, and for a spoilt bastard
like myself, it just didn’t stack up against the numerous
quality racers on other systems.

Luckily enough, Top Gear Overdrive bears little similari-
ty to its predecessor in terms of gameplay or visuals. It's a
gorgeous ogle-fest, and the arcade driving model is a
world apart from the aforementioned shopping trolley.
Whilst the less simmy approach may disappoint some,
TGO is still a great game in its own right.

ROAD RAGE IN CARTRIDGE FORM...

The driving model is arcade, pure and simple. The cars are
absurdly responsive, feel very light and handle like they were
born to powerslide. TGO could really do with some adjust-
ments though, as the cars are just a tad too touchy. As per
racing game etiquette, you start with a crap car and race till
your fingers go numb in an effort to get a better one. Cashish
is awarded for placing in the top four, and
there's plenty of bonus money up for grabs
on the track. Don’t save your money for a
rainy day though, as it can be used to
upgrade your car's handling, acceleration
and top speed, as well as buy extra nitro
boosts. Once you're up to the top class of
cars, Top Gear Overdrive gets very, very fast.
Insanely fast even... hurrah!

There are six tracks to be unlocked and
raced on at three times of day, in several
weather conditions, and in mirror mode. Each
track is shortcut laden and quite distinct from
the others. TGO takes you up mountains,
along beaches and through cities. Track
design is generally excellent, bar some poor
design decisions made here and there,
although a meager six courses is barely
acceptable. TGO gains significant depth with
its excellent multiplayer game. Up to four
players can work their way through the
championship with the Al cars intact, in
addition to the normal versus mode.

TGO is one spunky looking game. The

L,

PULL OVER SIR, YOUR CAR BREAKS PAINTJOB LAWS

Courses
are rich in
detail, the cars are very solid, and effects like transparent
windows and real time lighting add to its appeal. Most
importantly, the game runs blisteringly fast. TGO also sup-
ports the RAM expansion pak, and looks awesome in a high-
er resolution.

DOH!

Unfortunately though, there are also the hallmarks of a
rushed job. For instance, you know in the Simpsons how
things have a habit of spontaneously bursting into flames?
Well, the cars in TGO also have this habit, but in an unfunny
way. Hit a trackside object like a pole, or run into the back
of another car at high speed and the car will burst into a
ball of fire. No flips, no spins, no realism. The frequency
with which this happens, especially at higher speeds, is
really annoying and ruins the racing flow. Indeed, some-
times you'll just take a weird line and suddenly have your
car blow up. Even so, TGO is a blast, especially with friends.
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Cam Shea reckons that Michael Jackson has just been ousted as the ambassador for white gloves...

Hasbro aren’t exactly renowned for their innovative
games, as their catalogue for other systems are mostly
ports of board games and classic game updates. It's
refreshing to see, then, that their first effort for the N6y is
both an excellent game and likely to appeal to hardcore
gamers.

Games like Glover and Silicon Valley really break away
from the typical 3D platformer mould with fresh ideas
and fresh gameplay. Glover has a premise that would be
at home in a David Lynch film, as you take on the role of
the goodie two shoes glove who must save the land from
his doppelganger glove, the evil Cross-Stitch. To do this
Glover must traverse across Cross-Stitch’s nefarious
worlds and return a whole bunch of crystal balls back to
their rightful place.

sy I TV

GLOVER IS EXPERIENCED WHEN IT COMES TO BALLS

SOUND STRANGE? YEP IT IS, BUT IT'S DAMN GOOD!

The storyline may be silly, but the gameplay
mechanics certainly aren’t. To complete each level you
must successfully guide both Glover and the ball to the
exit. Each world is packed full of puzzles, and you'll
need more than an itchy trigger finger to solve them.
You see, on his own Glover controls much as any plat-
form character does. He can do double jumps, cart-
wheels, push objects, crawl and fist stomp. Pair him
with the ball though, and the possibilities are endless.
Clover can cup the ball and guide it around, slap the
ball, throw the ball, cross water by balancing on top,
bounce the ball and morph the ball into a bowling ball,
steel ball and crystal ball. All these abilities are
required to get anywhere in the game.

Go for a run through the practice course and you'll
see the potential of the ball and glove team.
Controlling the ball is disconcertingly natural, not to
mention surreal.

'LL CALL HIM STITCH FACE...

The physics of the ball seem incredibly lifelike, but this
realism brings with it some frustration. It can be quite
difficult to get the ball to do your bidding, and some-
times the ball can be a little unpredictable. The camera
doesn’t help here either, as your precise ball control skills
can become unstuck by the camera shifting angles or
failing to track Glover properly. Losing the ball off the
edge or missing a crucial throw due to these problems
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AVAILABLE: Now

CATEGORY: 3D Platformer

PLAYERS: 1

PUBLISHER: Hashro

PRICE: $99.95

SUPPORTS: Rumbl
: Rumble pa

One word - innovative

Difficult, plus you may
struggle with the controls

LET YOUR FINGERS DO THE WALKING

gets annoying fast.

Clover has a very similar visual aesthetic to Mario 64.
Textures are plain, but sharp, and fit nicely with the
spirit of the game. Levels have simple structures and low
polygon count creatures, but it's all quite crisp. The
ability for a development team to imbue a glove with a
personality can’t be understated and they’ve done an
impressive job. Glover's animations are smooth and all
his moves look natural. Whilst nothing to shout about,

~ An intriguing and addictive
. ~ game that comes
the visuals are competent enough and hey, the focus " recommended, but be
here is definitely on gameplay anyway. Just as it should ~ prepared for a challenge.
be - check it out. o ' '
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The Legend of Zelda: Ocarina of Time

There was a massive rumble in the Hyper office for this game, and Kevin Cheung somehow came out on top.

54 HYPER

LINK RUNS AWAY FROM THE FAIRY... WHAT A WIMP!



There's no question that everyone in the Hyper office
has conflicting views, especially when it comes to which
is their favourite system. But when The Legend of Zelda:
Ocarina of Time was brought into the office, everyone
quite literally dropped everything and settled their dif-
ferences so they could line up to play the game. After
hours upon hours of play time and fighting over who
gets to play next, we have all come to a consensus: Zelda
00T is the most exciting RPG on any console.

The story begins with an introduction to a young
Kokiri boy named Link. As the only child among his peo-
ple without a companion fairy, his life is already scarred
by segregation, ridicule and loneliness as all Kokiri peo-
ple have these companions for life. Link’s future becomes
bound by prophecy one day when he is summoned by
the sagely Deku Tree, the grandfather to all life within
the forest. Link learns from the old Deku Tree of an evil
man from the desert whose presence is spreading a vile
darkness across the land. Its body already cursed by a
spell cast from afar, the Deku Tree pleads with Link to
take this knowledge and to ensure that the light of life,
honour, and justice never be extinguished. And with his
dying breath, the old Deku Tree instructs Navi the fairy to
become Link’s life companion. Fuelled by honour and pur-
pose, Link leaves the confines of his home forest and sets
forth to the vast surrounding lands in the kingdom of

LINK DROPS IN ON THE HYPER CREW IN REDFERN

Hyrule with a determination to maintain peace in the land.
Later, you meet the lovely Princess Zelda and you dis-
cover that the ‘evil man of the desert’ foretold in the
Deku Tree's prophecy is a visiting nobleman called
Ganondorf. From there on, the game becomes a fantastic
tale of trial and triumph as Link grows from a boy into a
strapping young man, travelling from town to town and
attempting to put an end to Ganondorf’s evil plans.

COMPLETE ENVIRONMENTAL EXPERIENCE
Ordinarily, the evaluation of the game’s aesthetic
values would be broken down into sub-categories such
as graphics, sounds, music, and so on. However, to do

so with Zelda would be a gross over-simplification of
the total experience being put on offer. Zelda is a high-
ly atmospheric game. From beginning to end, the sur-
rounding environments are creative in design and
bountiful in detail. When you're in the forest, for
instance, the surrounding trees are lush and soft in
appearance and the ground actually looks like grass
and dirt. The atmosphere is augmented with fairies and
fireflies buzzing around in the air. You can even hear
the wind gently blowing through the leaves, and the
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SHEER GENIUS

Okay. Zelda is in 3D. Get over
it. Polygons, real time lighting,
switching camera angles... a
true RPC fan craves not these
things. Well, maybe just a little,
but they really take a back seat
to the controls, the interface,
and the general ease with which
they can be manipulated. Zelda
has three principle control fea-
tures that make it such a stand-
out of a game:

If there's nobody around you,
pressing the Z button will lock
Link towards the set direction,
allowing him to strafe and run
forward in a very straight line.
However, doing so in the pres-
ence of any other character or
object that is highlighted by
your fairy cursor will cause Link
to lock on to the said character
or object. If you keep the Z but-
ton held during this time, Link
will remain locked on and he can
freely run back and forth and
around the designated target
and attack it with any weapon or
guard against it. If there are
multiple targets, you simply
press the Z button to cycle
through them.

REVIEWS NINTENDO 64

water flowing through a nearby stream as
birds chirp their happy tunes. As the
sun slowly sinks below the horizon,
creating the bright orange glow of
dusk as the day becomes night in real
time, the shadows grow longer and the
sounds of the plentiful life of the daytime
soon becomes the humble song of the
frogs and crickets. When the
bright white glare of the
moon IS upon you,
creatures of the
undead begin claw-
Ing their way out
from beneath the
ground, wishing only to
bring Link to an untimely demise.
The towns are perhaps the most impressive
things to see in the entire game. Like the
countryside landscapes, each town is a
" brilliant example of how a 3D town should
be modelled and presented. They look
' absolutely gorgeous. In some instances,
however, the game allows you to switch to
. an overhead mode which allows a polygo-
nal Link to run through a pre-rendered
| bitmap, similar to Final Fantasy VII. For
all intents and purposes, it's really just a
cheap thrill, but it is some of the finest
examples of 2D graphics on the Né4.
However, design and detail is one thing.
What Zelda offers in addition to that are towns
that are brimming with life. Every area is literally

It's practically taken for granted
at this stage in time, but when you
think about it, it is a source of
total annoyance in many an RPC
that if you wish to speak to any-
one, you have to physically walk
right up to them and press a but-
ton. In Zelda, all you have to do is
use the character tracking to select
somebody on the screen, and then
you press the A button to talk to
them. And you don’t even have to
stand next to them! This technique
can also be used to analyse ter-
rains, puzzles, and enemy charac-
ters, where pressing the C/up but-
ton allows you to listen to Navi's E
advice.

| seriously doubt that making
this game, Shigeru Miyamoto
ever took notice when I discussed
the merits of an all-purpose
action button in earlier issues. At
any rate, Japanese action-based
games traditionally armed you
with a fixed number of moves
that you had to exploit all the
way through the game. There was
no opening for other new moves
to be learned mid-game. The

inclusion of an ‘action button’ in
Zelda opens the door to an infi-
nite number of moves available
to Link, such as opening doors,
swimming, pulling plants crawl-

crawling with people, animals, thieves, dancers, shop-
pers, dogs, cats, lost children, wild chickens, shopping
bazaars... there is so much movement that it's impossible
to not realise how lifeless other RPG towns are by compar-
ison. In any other RPG, the town extras usually just stand
there with only a few frames of animation so that you at
least know they're alive, such as the wobbling head.
Either that or they move about in a set path with just as
many frames of animation in such a conspicuous manner
that you know that you probably have to talk to them. In
Zelda, the animations are actually cute and give each of
the extras an organic humanistic quality. The overall
effect is indeed something special.

GRAPHICS AND SOUND FLAWS? NOOOOO!

Even though Zelda's overall atmosphere and ambient
effects give the game a high degree of life and character,
the game is marred in several areas. First of all, those of
you who are expecting the Mario 64 or Banjo Kazooie stan-
dard of graphics will be in for a minor disappointment as
there is a fair degree of fog in some parts of the game, and
some of the textures suffer greatly from over-filtering,
which produces an awful lot of that fuzzy effect you get in
games like CASP or GoldenEye. A lot of the interior graph-
ics such as the insides of a cave or a big fish leave much to
be desired, and in certain areas you'll notice that there are
many repeating textures. On balance, the visuals are nev-
ertheless very acceptable. The disappearing point is not
bad, the framerate is constant and smooth, and the ani-
mations are all generally well done.

The music and sound effects, however, is a little diffi-
cult to call. On one hand, dedicated followers of the Zelda
series will feel perfectly at home with many of the charm-
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ing down tunnels, talking, open-
ing boxes, operating machines,
and so on. With this much diver-
sity, Zelda never comes off as
feeling repetitive or formulaic.




THE NEW 3D RPG LANDSCAPE

Up until now, there has never
been an RPG that properly utilis-
es polygonal graphics to its full
potential. First and foremost,
diehard fans of Final Fantasy VII
will have to accept one very sim-
ple and undeniable fact: FFVII
never needed the 3D graphics. If
you've ever played the previous
Final Fantasy games, you'll know
that you explored the same
towns and the same world maps,
conversed in exactly the same
manner with just as many differ-
ent characters, and used exactly
the same menu systems and sub-
commands to cast exactly the
same spells and elemental
attacks. The point being made
here is that the 3D graphics in a
game like Final Fantasy VII
makes absolutely no difference
to the type of gameplay being
offered. It's for that reason, in
spite of the obvious plot and
graphical differences, that RPG
fans have been slowly becoming R <" o :
more and more disenfranchised T =8 I'ake Hvlia
by the complete lack of original- g~ | ‘<
ity of recent RPGs. Games like
Alundra, Wild Arms, and even
the laughable Holy Magic
Century all offered exactly the
same boring routine.

Zelda, however, completely
changes the RPC landscape. First
of all, with the graphical inter-
face being similar to games like
Mario 64, the game allows for
proper three-dimensional explo-
ration in vast, intricately
designed terrains, towns, cav-
erns, castles, and so on. Holy
Magic Century certainly did this
to a limited degree, but when
you play Zelda, you'll realise
that it only touched a fraction of
what the 3D medium offers. Key
gameplay elements such as the
ability to actively track an
enemy, the ability to converse
with people from a distance, or
the multiple weapon control sys-
tems are examples of things that
simply cannot be done in 2D.
Zelda is the first game to ever to
do such things, and all credit
must really go to the innovative
genius of Shigeru Miyamoto for
thinking up such intuitive
gameplay and controls. Let us
hope that other developers can
learn from his example and think
of new and creative ways of fus-
ing polygonal graphics with
gameplay in a meaningful way.

2
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ing tunes offered by the game. It's even more of a thrill
when you realise how many classic sounds have been
retained in this game, such as the little tune when you
unlock a new ‘secret’ or the beeping sounds to indicate that
you're nearly dead. Even the song in the opening sequence
is based on the tune played by Link’s wind instrument in
previous Zelda games. In that sense, there's plenty of nos-
talgia; and it's a nice central theme to use to string the
other Zelda games together. However, from a strictly objec-
tive point of view, the music is extremely limited by the
cartridge format, and is unfortunately further limited com-
positionally by its deliberate focus on the old classic Zelda
tunes, which were originally programmed for inferior sys-
tems. If you really want a good idea of what the music
sounds like, listen to Lylat Wars and it's a pretty close match.
Cynics would further argue that the capacity limitations com-
pletely ruin the aural experience as you are forced to listen to
low-frequency sound samples during the game. As a fan of
the Zelda series, this particular reviewer cares not for such
complaints. The objective flaws have to be pointed out for
faimess, but the music does indeed grow on you with time.

CONTROLS THAT THROW YOU IN THE DEEP END.
In spite of the problems detailed above, it's important
to realise that it's the gameplay that counts in the end.
Especially for RPGs, aesthetics like graphics and sound
need only reach a requisite standard before any further
improvement becomes a bonus rather than a necessity.

What's important is the story, the gameplay, and how the
control interface works. First of all, the very idea that you
play as Link and watch him grow up into a man is a
mouth-watering concept. Having the ability to shift
through time and affect the outcome of things in the past,
present or future adds even greater depth and intrigue to
the possibilities within the game. The other exciting part
about the story is that Zelda OOT appears to be the first
adventure within the continuity of the series. It's here you
learn that the Triforce (which Ganondorf is trying to seize
control over) was involved in the creation of Hyrule, and
it's here you meet such characters as Impa and the Great
Owl, who appeared in other Zelda games but looked much
older.

In terms of gameplay, many people went ga-ga over
Link’s horse in the previews, but it was the cool control
system that everyone came to admire. The A button is a
generic action button, the B button is for attacking, the
top C button is for the i1st person, and the remainder can
be assigned to any secondary weapon or item of your
choice. Jumping is an automatic action where all you have
to do is run headlong across a ledge, the Z button is for
character tracking, and the maps generate on screen in
real time as you progress through the game. Compared to
other RPGCs, these controls have a rather steep learning
curve as they are far from standard. However, once you get
used to them and learn how to best exploit them, you'll
realise that it is one of the simplest and most intuitive

WEAPONS, GADGETS AND GIZMOS

In addition to his sword and
shield, Link will come across many
different types of weapons and
devices. Whether bladed or magi-
cal by design, they will all even-
tually have to be put to some use
in completing the quest. Below is
a description of but a handful of
these items, many of which will be
recognised by Zelda fans.

A bit of a lame
eapon that you throw at your
enemy, momentarily stunning

hem and allowing you to go in for
he kill.

This is a weapon
normally yielded by plant monsters
hat you've killed.

The boomerang
is back baby! Throw this sucker
around as a long distance weapon,
and it can also be used to stun your
enemies. And look! It flies right
back!

Light the fuse and toss
it before you blow yourself up.
This weapon is ideal for blowing
away pesky boulders lying in
your path, or for killing large
beasts that just don’t know when
to give up.

Yep - this is the most
important item in the game. The
Ocarina is a woodwind instrument
with magical properties, given to
Link by his childhood friend Saria as

a parting gift.
When equipped,
the Ocarina can be
used to play tunes
that can summon
beasts, tame spir-
its, facilitate time
travel, and if you're
bad enough at it,
make a terrible
noise. (5)

This is a very cool weapon that has
applications all the way through
the game. When you’ve picked up
enough ammunition (Deku seeds),
you can either use the character
tracking method to shoot at your
enemies, or you can switch to

first-person mode and take out
your target with a precision (well,
sort of) shot. Holding down on the
attack button here will allow you
to pull back the slingshot further
and wait for the shot.
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LINK, YOU SHOULD NEVER LIGHT NAVI'S FARTS

control interfaces created for a game of this type. It basi-
cally fixes many of the niggling faults that other RPG
developers simply couldn’t be bothered to look at. The
other gameplay feature worth mentioning is the shift
from night to day, which affects the time at which you
can do certain things, such as entering a shop during
business hours and so on. It's a nice touch, even though
Square’s Brave Fencer Musashi has already done it.

The thing that really sets Zelda apart from the other RPGs,
however, is its use of action elements. There is practically no
other RPG on the market that places so much emphasis on
action-based gameplay and does it so well. The only diffi-
culty in most other RPGs is usually in follow a plot. The bat-
tles themselves are quite easy. In Zelda, however, your expe-
riences in the game are forged from real time action where
you are personally involved in every step taken, every swing
of the sword, and every note played from the Ocarina. The
game is therefore much more interactive than your standard

RPG. Any progress you make through the game is by over-
coming the challenge is in the action itself, as opposed to
overcoming a plot that’s impossible to follow.

Zelda's opening sequence is perhaps the best way to
sum up Zelda OOT. It was just a quiet, humble little
sequence where Link rode across the countryside on his
horse. The music and soft visuals make it very nonchalant
and unassuming, without the loud extroverted ‘hey look
at me’ fanfare that would usually stink of an over-hyped
game later on. In doing that, Zelda came off looking very
humble about itself - the quiet achiever - and its simple,
subtle touches give it class and respectability. These are
the qualities reflected throughout Zelda. For the only
console RPG with a longer history than the Final Fantasy
series, it seems only fitting that Zelda should now draw
the line between the men and the boys of RPGs. And
don’t forget the women and girls too. Zelda is a magical
experience with pure class.
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AVAILABLE: Now

CATEGORY: Action RPG

PLAYERS: 1

PUBLISHER: Nintendo

PRICE: $99.95

RATING: G

SUPPORTS: Rumble Pak

PLUS

RPGs are usually hardcore, but
the action elements give it a
wide appeal.

MINUS
Are you kidding? Only the most

anally retentive basketcase on
earth would care to fault this

game to the point that they

don't like it

VISUALS SOUND GAMEPLAY

32 81 36
OVERALL

34

The RPG has been
convincingly wrested from the
hands of Final Fantasy VIl. Buy

it now or feel very stupid
about yourself.
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CATEGORY: Fighting

PLAYERS: 1-2

PRIGE: TBA

SUPPOETS: Rumble Pak,
Memory Pak

Hilarious visuals and
outstanding music.

Once the novelty of the humour
wears off, there's little left to
make you come back.

NDO 64

Rakuga K10S

Maybe we can get Dan Toose to stomach a cute game If it mvolves physmal wolence Hakuga Kids anyone?
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DON'T HAVE A COW MAN

ally scale properly, and are impressive on a techni-
cal level. There's also a “"chalk & blackboard” mode
if you really can’t handle all that colour. Overall the
visuals are fast, colourful (ow my eyes!), and very
humourous indeed.

First Wipeout 64, and now this... Have we just
entered a new era of excellent music on cartridge

n
.....
......

S 4 - or something? Rakuga Kids has an outstanding

THE DILATED PUPILS SAY IT ALL

The act of taking something too seriously can be a bad
thing, and so that lends to the idea that maybe nothing
should be taken seriously at all... and that has to be the
mindset behind Rakuga Kids. Clayfighter 63 1/3 intro-
duced this idea, but thanks to really shonky animation,
and just all round general crappy quality, it made the
idea of a comical fighting game more of a joke than it was
actually meant to be. Pocket Fighter then got it right, with
the hilarious flash combos that it offered. Now Nintendo
64 gamers have a chance to get the same style of game
with Rakuga Kids.

LAUGHABLE VISUALS...

Rakuga kids proves that the Nintendo 64 can be a very
capable 2D machine. The characters are made up of decent
sized, and wonderfully drawn (as long as you can appreci-
ate silly) sprites. Each character has a host of moves, just like
you'd get in the Street Fighter games (in fact it uses the
same button configuration and everything). The difference
is that instead of rather nasty looking kicks and punches,
these cute little characters tend to do things like hurl live-
stock, or turn a limb into a household appliance and smack
it into their foe. In fact, just the act off mashing buttons and
watching what happens will be enough to entertain most.

Not only are the characters well drawn and animated, but
the backgrounds, whilst not atmospheric or anything, actu-

soundtrack, some of the tunes will get stuck in your
- head immediately (and a few rather crazed mem-
bers of the office here will now testify to that). The songs do
get a little bit too loop orientated (which is always a bit
monotonous with guitar based music), but is, on the whole,
top stuff. Sound effects for the character attacks are cute,
quirky and funny... Made to match the visuals.

AND THERE'S A FIGHTING GAME UNDER ALL THAT...

Now while Rakuga Kids may just be plain silly, there's
actually some entertaining gameplay under all that crayon.
Pretty much like your average Capcom fighting game, there
are a host of combos you can pull off in an effort to bring
your opponent down. So while button mashing is fun, those
that actually try to apply some strategy to their style of play
will probably win. There's also a super meter for launching
special attacks, which tend to result in your opponent los-
Ing lots of health, and you laughing yourself stupid.

While there’s no real weakness to Rakuga Kids, it’s not
going to have the same sort of lasting effect on gamers
like a serious fighting game will. The fun from this title is
generated by the funny visuals, not the act of battling
past opponents. Younger gamers will love it, and those
that have found most fighting games “a bit nasty” will
probably find this a fighting title they can actually enjoy
for a change.

An excellent game for those that don’t want this genre
to be taken too seriously.




Thom Mcintyre must like it here at Hyper, as he gets yet another outstanding flight sim to review...

Bruce Artwick must be chuffed with how far the descen-
dents of his original Flight Simulator for Apple ][ have
evolved. FS 2 featured a crude wargame, but after the years
as FS established a following and MS bought FS, the oft-
heard cry "Where's the fire button?” is finally answered.
CFS recreates the European WW II air conflict, something
firmly in the sights of several game developers as the PC
grows sufficient grunt to handle a sky full of aircraft.

After installation, training videos and exercises famil-
iarise you with eight WW II fighters. The scenery grabs you
instantly - FS 98 is the core of CFS but the 3D engine is a
step towards FS 2000. Fog and clouds are more graceful
and the photoreal textures are improved. Aircraft systems
are relatively complete, e.g. magnetos, mixture and props
are adjustable where appropriate, although novices will
appreciate easy engine starts.

Weather is unfortunately a subset of its parent. MS have
thankfully fixed the FS 95/98 taildragger bug. Flight dynamics
now feature 32-bit modelling. Sounds are great - for instance
you can hear your damaged engine slowly destroy itself.

The aircraft look great with moving control surfaces.
When you damage something chunks of debris fly off, and
when they return the favour your plane becomes increas-
ingly disabled. Blue smoke, black smoke, when it starts
burning you want to hit the silk!

LOOKS ABOUT RIGHT...
[ can’t say authoritatively that the models are accu-

rate, due to lack of stick time in Spits, P-s1s etc (all
offers graciously accepted!). I can only say they seem
convincing enough. A wide range of air, sea and land
vehicles are used by both sides. One of the best features
is how the Al controls the actual aircraft models in the
game - theoretically they can’t do anything you can't
and challenging combat reflects this. Thankfully there
are 3 levels of Al skill.

A menu offers free flight, custom dogfights, single mis-
sions, campaigns or multiplayer. Air-to-air and air-to-
ground missions are available. You may fly for the RAF or
the Luftwaffe in the Battle of Britain, and the USAAF over
Europe. Unlike most recent combat sims, scripted missions
are used (albeit historically accurate ones) instead of a
dynamic campaign. While this means the campaigns
remain the same on replay, if internet support for CFS is
anything like the freeware development FS sees (e.q.
Squawkbox) this shouldn’t be a huge problem.

GO FORTH AND KILL PEOPLE...

Multiplayer mode is possibly this game’s strongest suit.
On my first try, logging into the Zone (US) with a modest
connection, I was able to wax some American butt, one

guy apparently owned an ex-

B Sl e N T e e

' military T-34 trainer.

- the real heavies! CFS handles
= lag quite effectively too.
= Despite a couple of omis-

~ " sions this is a seriously good
= game. Definitely the one that
& will suit those looking for an
= air combat simulator for mul-
= tiplayer gaming.

. Naturally, I soon encountered

FREE EXTRAS!

Thousands of freeware planes
(try flightsim.com) for FS 98 will
work in CFS with WW Il weaponry,
for either you or the enemy to fly.
This requires text editing but is
explained in the help file. The
possibilities are big - imagine a
Hercules flight escorted by helo
gunships having to survive attack
from a team of Sukhoi-35s ...

: Now

: Flight sim

: 1-network

: Microsoft

: $89.95

ol

: P166, Win35, 32 MB RAM

: P 11266, 64 MB RAM, 3D
Accelerator, joystick,
rudder pedals

PLUS

Pedigreed flight engine from
FS, smart graphics, ability

to import FS aircraft,
freeware support may
bolster weak spots

You can’t transmit to
wingmen or base, no
dynamic campaign, limited
weather options, no
teamplay in multiplayer

"C REVIEWS

Microsoft Combat Flight Simulator
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ralcon'4.0

The game that has inspired more release date jokes than any other has finally arrived...

Thom Mcintyre checks out Falcon 4.0

62 YHYPER

A OREIT cAMERA: VIPER

Call me weird but I've never daydreamed about the F-
16. Single engine light planes are fine by me, but a
spare powerplant would never be appreciated more than
when armed forces are out for your blood. Nonetheless,
It has been a very popular fighter and equally popular
subject for military flight simulators, and the well-
regarded Falcon series has a long heritage (version 3.0 is
from 1991). So the wait is over for the legions of fans -

Falcon 4 claims to be the most realistic flight sim to date;

as claims go, a big deal. A hefty manual, starting with
30-0dd flight lessons is the first hint in checking its
validity.

BETTER WITH FRIENDS...

In overview, F4 is fundamentally designed as a multi-
player system (like Quake) of which single player mode
IS @ subunit - most promising. Other key features an
advanced dynamic campaign modelling air and surface
conflicts, radio interaction with AWACS, wingmen and
air traffic control, and a flight model developed under
the supervision of an F-16 instructor. Nothing is glued
on here, it's all core. Word from one person who actually
spent time in a military F-16 simulator (rigorously realis-
tic) was that F4 was identical in behaviour. The F-16
block (or version) 50 is both air-to-air and air-to-
ground capable so there’s plenty of killing to do. The

WHAT A PIECE OF WORK!

scenario is an invasion of South Korea by the North.

The opening video is a real attention grabber and
leads to a user interface which is deep and complex but
not overly difficult to navigate. It would help if it looked
a bit less busy as the game is complex enough. You can
set up sound and graphics, check out some hardware, the
numerous realism options, and then choose a range of
conflicts from Instant Action through full-blown cam-
paigns. Net play is available in all of these modes,
including the campaigns - this is a big step forward from
most sims which only allow deathmatch-style scrapping.

IT'S A PROPER SIM, MAKE NO MISTAKE...

The complexity of the sim really manifests when you
launch. Throttle and tick operation won't shock any sim
pilot, and the flight model takes mere seconds to demon-
strate accuracy. But once through the first basic lessons |
began to notice that familiar too-busy feeling that
accompanies high workload periods in real aircraft.
While not too hard to handle this baby is extremely



UM... CAN'T THE FAT SOLDIERS SIT DOWN THE BACK?

responsive and will reduce your standing height to
around a millimetre if it gets ahead of you down low. In
other words, the flying is not discouraging but an ongo-
ing and enjoyable challenge to master.

Communication and navigation systems demand
tuning and setting, the aircraft requires constant
attention except in cruise and the war effort you are
part of needs you to keep your mission and cleara<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>