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JUMP BEFORE | TAKE OFF.
THE HELP I NEED™

After some hard-core training, he's ready to
‘warp through time and take on all-new worlds.
Ride down Route 66 on a bike. Dogfight in a
biplane. Swim through Atlantis. Orrunthrough
the Jurassicera. You up forit? Crashis. He's
got an all-new, supercharged body-slam, a
double jump, a death tornado spin and a
bazooka. You can even playas Crash's kid sis-
ter, Coco. CRASH BANDICOOT: WARPED™ is
here. And it's his most insane adventure ever.

OH YEAH...HE'S READY.

www.playstation.com
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Does it get any better than this?

he movie industry has its “event movies”—the Star Wars, Star Treks and
Titanics—and now it seems that the games industry has true “event games.”
This month we have been lucky enough to extensively play the “big two”
games for this holiday season—Metal Gear Solid on the PlayStaton and Zelda on
the N64. And while all this was going on, we also got some hands-on time with
the “next big thing” over in Japan...namely the first batch of Dreamcast games;
including a perfect version of Virtua Fighter 3. It is indeed a good time for
videogames. All of these titles are of such incredible quality that they significantly
shift the proverbial goal posts within the context of our whole genre of entertainment.
Howard Lincoln has been recently (and somewhat bizarrely, if taken out of context)
quoted referring to Zelda as the Gone With the Wind of gaming. It may seem like an
odd simile to make, but he has a point. Zelda will probably be responsible for a
significant change in fortunes for the N6 As for Metal Gear, well...what can we say?
It's practically the perfect entertainment experience—and not only does it put pretty

“Now more than ever there’s less and less of an excuse
for games to be released that are nothing more than
regurgitated 3D crap. There’s an awful lot of it around,
and in the holiday madness ensuing at the moment you
can’t help but wonder at the creative justification for
some of the trash that’s being peddled.”

much all other PlayStation titles to shame, it also has a crack at outperforming a lot
of action movies in terms of both scripting and spectacle. As for the Dreamcast
stuff...we'd all like arcade-perfect versions of Rally 2 and VF3 along with other games
that all look better than most 3D-accelerated PC titles wouldn't we?

So what does this mean for us? Well,the bar has just been raised. Now more than
ever there’s less and less of an excuse for games to be released that are nothing more
than regurgitated 3D crap. There's an awful lot of it around, and in the holiday mad-
ness ensuing at the moment you can't help but wonder at the creative justification for
some of the trash that’s being peddled. Check out this month's Review Crew section
and you'll notice a definite “line” of quality. On one side there are some glorious
examples of creative genius, while on the other we find yet more pathetic excuses of
3D, brown-textured rubbish with no entertainment value whatsoever. Don't get fooled
by these this Christmas

There are a number of exquisite “must-buy” games that will be responsibe for
making life better for everyone. Check them out. Just wait until next year and there’ll
be games appearing that push the existing systems to the limits. Developers will be
trying to outdo Metal Gear's graphical splendor, Zelda's undeniably thoughtful design,
while at the same time trying to convince the PlayStation and the N6 to do
Dreamcast-like tricks. Remember how good SNES games got when PlayStation and
Saturn were announced? Anticipate the same kind of jump in the next six months.

For the time being, things haven't often been as good as they are now. Enjoy.
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_/hrough the flight goggles of Star Wars®: Rogue
Squadron™. ‘F\]s the Rebel flight commander, you
have 5 starfighters to fly, 15 planets to save from
destruction, and a hangar full of proton torpedoes,
cluster missiles and laser cannons all at your
fingertips. hjnw go blow the evil Empire to
bits. Only you can save the galaxy on N64°
ﬁ:};am even more hyperspace? Then boost your system

with the N64 Expansion Pak™ for supercharged graphics.

3

OR GET OUT”™
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220 - The Hyrule Tattler

The kingdom’s number-one 16-page gossip rag leaves
no stone or scandal unturned with its look at Link’s
shocking new mega-adventure. This, and chickens...

190 — How to Import Japanese Games
The third installment in our how-to series shows
where to go to find Japanese games, how to get "em
working on your systems—even how to read Japanese.

6 - Editorial

Why bother releasing crap when MGS and Zelda 64 exist?

22 - Letters

More trouble with girls who got game.

34 - News
All of the info you could ever want on Dreamcast (pricing,
launch games, etc.) straight from the Tokyo Game Show.

66 — Gaming Gossip
Loads of PlayStation 2 rumors and more Dreamcast info.

252 - Review Crew

Ahem...Metal Gear Solid anyone? Also Xenogears and Pokémon.

PREVIEWS
80 — Nintendo 64 Pre

Shots from Acclaim’s hilarious South
Park game, hi-res Rogue Squadron pics
and a preview of Earthworm Jim 3D.

WS

108 - PlayStation Previews
Believe it or not, Quake Il is coming to

the PS. We also preview Tomb Raider 3, 2
Ry Ridge Racer Type 4 and NBA Live 99.

270 - Jump Start

This month: Metal Gear Solid and Colony Wars: Vengeance

274 - Tricks of the Trade

Tenchu for PlayStation—unlock hidden items and more!

282 — Get Some!

Check out our holiday Get Some! extravaganza with four full
pages of toys, electronics and a little guy named Furby.

286 - The Final Word

Crispin looks at how Sony and Nintendo are pulling out

the high-tech stops to compete with the powerful DC.
14

Cover art by: Chuck Emst Printed in U.SA.

248 - EGM’s Grudge Match

WWF War Zone vs. WCW/nWo Revenge —it's wrestling
game versus wrestling game in the first installment of
our new series that pits similar games against each other.

208 - How Real is Metal Gear Solid
As if there aren't already enough reasons to love MGS,
it also gave us the perfect excuse to dress a familiar-
looking model in loads of lethal gear from the game.

164 - Saturn Previews
If only Sega would bring Shining
Force Il Scenario 3 to the States.
Alas, read our preview for more info.

170 - Arcade Previews
Check out our coverage of Atari's
Gauntlet Legends and Site 4 and
Sega’s incredible Star Wars Trilogy.

artess
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ult: Retrbution

82 Battle Tanc
258 Bomberman World
135 Brigandine

258 Bushido Blade 2.
137 B

Alive 99
5 NCAR GameBreaker 95
ce Off 99
1id: Abe's Exoddus

Star Wars Trlogy b

264, Sueak

54 Superman 64

102 Sunvor: Day One
Syphon Fiter

OffRoad 2

Gear Overdrive
ted Edge Snowboarding.
fwisted Metal 3

92 Virtual Pool 64

265 Wildo

254 WipeOut 64

136 Xena: Warrior Princess
265 Xenogears

Sweet Tooth is back and A"
he’s pissed. See page 108
for the preview of TM3.



Not only is Metal'Gear Solid the PlayStation’s best game —it’s the most realistic
too. And we have the guns, gear and a certain famlllar model

The Real MG5
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Other heroes have swords, chainsaws, and vaporizers to deal with their monstrous enemies. In Oddworld,
all you've got is gas. Abe now has the ability to possess his own farts and blow his enemies away! Its a power
he's going to need if he’s going to stop the Glukkon Meat Barons from making Soulstorm Brew - the only beverage
made from real Mudokon tears and bones. Fart possession. No other game has it and frankly, we're not sure any

other game would want it! ; /’t—\

Available at your local retail store.
Order direct at www.gtstore.com or call 1-800-810-611S

o G 0UTHORLD
©NEED A HINT? ‘L S PcE \ 5 Tinteractive
1_guu.cm_|__2(g aysaon | w_, ;umw W THHABITANTS 4 ’

ViualEntectinment ‘wwiw.oddworld.com
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ga meshark

When the cluiches of evil have the city by its throat, when justice rests on your
shoulders and the troubled masses cry out your name, you do whatever it fakes to
do right. And shortcuts are no excepfion. With GameShark video game enhancer,
you get the superpower to leap to the next level in a single bound. Long before
| the enemy, and the compefition. You can also dcquire superhuman strength,
| speed and longevily, if that's what the job requires. Whether-you're top dog or
underdog, evil will always pay, and good will always prevail.
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Letter of the Month

Girls Are Just Like Guys. Except They
Smell Better.

In the past, I've read very few letters.
from girls, and most of those letters
bash the industry and comment on
how sexist and offensive videogames
are to women. In some aspects,
maybe they are, but that’s not how |
look at it. I'm not writing you to tell
you how sick | am of gun-toting,
scantily clad, big-breasted women
because that doesn’t bother me. I'm
writing to give you another point of
view, from a gal who is having a darn
good time with her PlayStation!

Videogames and | go a long way
back. I've seen them change and grow
through the years. Maybe that's why
I'm ot offended by the sexand
violence content, because I've
gradually gotten used to them.

(Or maybe it's because I'm a huge
tomboy. | don’t know)

True, games these days are geared
toward the male audience. But those
games | think | enjoy the most! [Take]
Tomb Raider, for example. Lara Croft
not only made videogaming history,
but also became an object of desire
among men. To me, Lara Croft really
showed what girls can do. She’s

Lately, we've been getting a lot of
‘mail from female gamers like you.
Spice World for ﬂle PlayStation must

ave warmed a youupto
videogaming! (Pluse don’t hurt us!

Congratuatos,

Maore Girl Support For Lara

Al right guys, this is it. This is an opinion
from a true girl gamer. | am proud of Lara
Croft. It's about damn time we saw a female
main character. Think about it. How many
games are there with a female protagonist?
Not many.

You cannot tell me that Lara's looks alone
sold the game. If it had been say, Lance Croft
instead of Lara, the game still would have
sold well because of the Indiana jones-type
gameplay. True, Lara’s “polygonal attributes”

are a focus point of most of Tomb Raider’s

@

tough, she's smart and she can kick
some serious butt! So what if she's a
size DD—it's not her fault, right?
Resident Evil 2 is another one of my
favorites. | just love blowing off
zombie heads with my shotgun.

Trust me. Girls are not that different
than you. We don't have special
“needs.” We don't need games
created especially for us. Just stick to
great games like Tekken 3 and Crash
Bandicoot. Eventually, girls will take
notice and if they don't, then they
don't belong in our happy family. Girls
and guys shouldn't judge a game
because a busty babe is on the cover.
And | think the girls who are disgusted
with this are forgetting those dreamy
guys out there (iike Leon and Cloud).

My advice for the girls out there,
look what's right in front of you. What
more could you want? If you don't like
what's out on the market, then
videogames aren't for you. Don't ruin
it for the rest of us who love what's
out there. For me, I'm in videogame
heaven. I'm not living in a man’s
videogame world. I'm living in MY
videogame world.

Kaitlin Hess
Peach Bottom, PA

We're just kidding!)

Make sure to check out what Nikki
Douglas, publisher of Grrl Gamer, has
to say about girls and gaming in this
month’s Press Start.

marketing, but let’s face it, sex alone does
not sell a game.

Case in point: Who can forget
Pandemonium 2's 1D, EGO, LIBIDO ad
campaign? But we all know the game was
wholly forgettable. Tomb Raider 1 and 2 were
both fantastic games. | would rather play.
them than the cartoony bulls*** that
Nintendo tries to pass off as videogames.

So please don't go on about women being
exploited in games. I'm just happy to see
women in games period, even if they're only
appreciated for their bodies. Lara is one hell

letters

Compiled by Shoe

EGM Letters
1920 Highland Av
Lombard, IL 60148

e-mail: EGM@zd.com

please call (303) 65-8930, or check out

www.zdnet.com m/ser
Please note: We reserve the right to edit any
correspondence for space purposes. If you
don't want your name, city/state or e-mail
address printed, tell us so (but please include
your phone number and mailing address for
Letter of the Month consideration).

of a role model. She proves that women can
kick major ass and not need a boyfriend.

legan Benoit

starlazg@hotmail.com

OK! OK! Stop busting our balls!

Girl Power

| am pretty much a normal gamer. | am
addicted to Final Fantasy VIl and the Tomb.
Raider series. | play Tekken til my fingers are
numb, and | spend half my net worth at the
arcade, So what? Well, 'm a girl.

In this day in age, | am appalled that
people still think the only reason girls go to
arcades is to watch their boyfriends play.
games. | can’t have conversations about
videogames with guys because they don't
take me seriously. It's just still not a
generally accepted fact that girls can play’
and enjoy videogames too. Many girls | know
love a good game of Vigilante 8 but would
never admit it because it's seen as a butch
thing to do. What | have to say to all the girls
who hide their videogaming mags behind
their copies of YMs is, “Get over it!”
Videogames don’t make you any less girly!
Stop watching your boyfriend play and go
kick his ass!

PS. Thank you for the Women in Gaming.
feature!

Tatiana Scott
address withheld

You're welcome.

Looking For Love In All The Wrong Places
Iam a 19-year-old gal who was drawn into

the world of videogames many years ago. My

first real passion had to be Street Fighter II.
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I've kept up with it ever since | sat down and
didn’t stir for oh, eight hours until | beat up
M.Bison with the ever- lithe Chun-Li. Since
then, I've kept up with the evolving series.

But to say that | kept up purely out of a
drive to be the best would be a bt false. |
mean, that was the intention at first, but |
began to discover that, when playing at the
arcade, it was always against a guy. Always!
So, as a gal, it was only natural for me to
realize that | had stumbled on a veritable
gold mine of (mostly) single guys!

Now, 'm no Lara Croft...maybe more of a
Princess Toadstool, I'd say. But did | EVER
get even a whif of a date at all? Hardly! |
don’t understand! | thought that if | showed
aguy how good | was

at the game, he

would be so
thrilled to find a
girl who was as
interested and
dedicated to
videogames as
he was. | thought
he would be
convinced that |
was “the one.”
When that
didn't work,
I thought that
losing was the
ticket. |
couldn't do
it deliberately
because it felt
too deceptive.
5o/ purposely

played against these

genius players. They'd beat me, and what
would happen? Nothing! No sympathetic pat
on the shoulder, no comforting word, justa
steady stare into the screen and the look of
a lion awaiting his next kil.

So then | tried the cheerleader approach.
I'd stand next to that machine, pick my guy,
then cheer or sigh at the appropriate times.
That never worked either. None of it ever
worked...that's why I'm still single.

What am | doing wrong? | need some
advice...am | looking in the wrong place? Or
is my approach wrong? | know. some puritans
out there would feel | am abusing the art of
the videogame, but | want to have some-
thing in common with a guy, and at least |
know we'll have something to talk about. Is
this just some half-baked fantasy? Has
anyone ever heard any success stories in

this area? I'm at my wits’ end!
P.S. Crispin is pretty cute...is he looking for
a Princess Toadstool? Just a thought..
Kim Hoffman
1_pooka@juno.com

You want some advice? Quit hanging out
with dorks!

No Thrills

I just found out that Thrill Kill won't reach
store shelves because Electronic Arts won't
let Virgin release it. Now, | don’t know about
anyone else, but | don't want someone
deciding for me what | can and can't play. Is
this not what they made ratings for? | mean,
look at Japan. They have games over there
that never make it to our shores because of
violence and/or sex. Is this right? | say no.
Let the gaming nation decide what is too
much for us. If a child gets a copy of these
types of games, then some parents are not
doing their jobs. But, don't decide for us
(adults) what we can and can't e

Newell
Lyrlcamssauli@;vehtv net

Actually, Electronic Arts has every right to
decide whether you should play Thiill Kill or
not. You see, it’s their game. They can do
whatever they want with it.

See Press Start for details on Thrill Kill's
early demise.

We Love Our Readlrs, But...

Issue #110’s Question of the Moment was,
“What Game Franchises Need To Die Before
More Sequels Come Out?” One response
from 00ACES00@aol.com was, “Sonic needs
to have his ass blown away.” You guys
printed his response, which means you
obviously must somewhat agree with it.
Yet, you feel the need to publish an issue
featuring Sonic the Hedgehog on the cover
and print a, uUmmm...one-...two-...a 10-page
article on Sonic's new game? I'm just a little
confused. Could you help me clear my head
on this subject?

Mike Atherton
Metallic@aol.com

Sorry to burst your bubble, but we do not
agree with every reader comment that we

Three things: Metroid, Kid
Icarus and the ability to make
a firm decision (640D?).

What does
Ni

Nintendo has to get Rare to
stop making games for pre-
schoolers.

Take over Sony Computer
Entertainment! If you can’t
beat "em, buy 'em out.

msn.com

.com

Get id of them damn games
made for children! Start making
more M-rated games.

Question of the Moment

More games, cheaper prices,
more games, cheaper
prices...see a pattern?

ez letters

print on these pages. If we did, then that'd
mean we're Sega biased, Nintendo biased
and PlayStation biased. Itd also mean
we're “a bunch of fat guys with kegs of
beer.” (W are not a bunch of fat guys with
kegs of beer! We're only aspiring to be.)

We are simply providing an open forum
for your opinions. Some we agree with,
some we don't. How boring would EGM
Letters and Question of the Moment be if we
only printed letters that we agreed with?...

Dear Shoe,
My sister thinks you're cute.

Galen Li
d@hmer@pacbell.net

Just because one reader thinks this
hedgehog ought to be executed doesn't
mean we do too. We love the lil’ guy.

No Games Allowed
I need your electronic expertise to sort
out a big misunderstanding. Recently, my
mother decided to buy a 36-inch TV. This
is great because now | can see all of my.
games in full glory and in stereo sound.
Unfortunately my mom has other plans,
“No N64 or PS will be connected to my
new TV!" She believes that gaming systems
damage the television that they're connected
to. | say she’s on crack because gaming
systems don’t do anything to the TV. Can
you help sort out the facts? Do gaming
systems damage TVs? I'd just love to hand
her the next EGM with your response and
watch her squirm!

Jaime Mercado
Jaylek@asan.com

What don't they need to do?
RageNChaos@aol.com
Muffer21@aol.com  Lower licensing fees.
mussen@oswego.edu

Ditch the cartridges and
have Mario put the mack on
Princess Toadstool.

Tell Midway not to make a
uel to War Gods.

ShinraOipsnet  Singingeagleinfoave.net

Next Month’s Question of the Moment: What features would you like to see on the PlayStation 2/Next?
Send your short but sweet responses to: EGM@zd.com with the subject heading: PS2



LONG AGD, A SMALL COUNTRY AS BESTOWED MYSTICAL OBJECTS POSSESSING MYSTICAL POYERS. BUT THESE OBJECTS, RELICS, WERE MUCK T00 POWERFUL. EVENTUALLY, THE
EMPIRE DESTROYED {TSELE, SEALING 7S SECRET FUR ETERNITY. 1000 YEARS LAFER, ONE MAN HAS UNLEASHED THE PONER AND ONCE AGAIN, THE CONTINENT FACES TOTAL
DESTRUCTION. PIT RELIC AGAINST RELIC AS 12 INDIVIDUALS FIGHT- FOR-PEACE, POWER, GREED AND PROSPERITY. DBIECTS OF POWER FAIL, BUT THE SCARS REMAN...
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Hell, yeah, gaming systems can damage
your television! Check this out:

Actually, your mom isn't entirely stupid.
Depending on your TV, you can cause screen
burn-in if you leave one still image on for a
very long period of time. (You know you
have burn-in if you see shadows of the
image, even when the TV is turned off.)

But tell your mom not to worry. Most
newer televisions are screen burn-in
resistant. So unless you're planning on
pausing your game and leaving for a two-
week vacation, your TV should be just fine
(and if you do have to pause a game for
huge, extended periods, simply turn your
television set off).

US. Delays Are A-OK

I just read the videogames.com newsletter
about the Japanese Metal Gear Solid being:
too short, but being fixed for the U.S.
release. | wish people would stop bitching
about games coming out in Japan first.
Because games come out there first,
problems can be resolved, additions can be
made, and we can get a superior product
(except with Resident Evil: DC).

Mark Buckingham
markbuc@®juno.com

A few games get some nice treatment en
route to U.S. players, like Activision's
Tenchu (which received a much-needed
boost in enemy Al, among other things).
Too bad this sometimes works the wrong
way, ike with Capcom’s Rival Schools
(which lost an entire mode of play). But stil,
that’s a nice glass-half-full attitude you got
there, son. We're proud of you.

Konami did make the U.S. MGS a bit
tougher (our Easy difficulty setting is the

Japanese default difficult setting), and

they tweaked the engine a bit (they
continued to work on the game after the
Japanese release), but the game is still
pretty short. Don't let that stop you,
however. Metal Gear Solid is still mighty
fine. And we mean, mighty fine. Will it be
the highest-scoring game in the history of
the Review Crew? Find out in this issue...

Family Bonding

Thank you a million times for your guide
to buying arcade machines [editor’s note:
EGM #112: “How to Find and Buy an Arcade
Game”—don't tell us you missed it!]. | found
an auction in my native Phoenix and bought
Street Fighter II: C.E. and Strider.

1 didn’t tell my parents that | was going to
buy them, 5o the first thing my dad said was,
“What the HELL did you buy?” Then he said,
“I'm going to beat you with Ryu.”

XModemsX@aol.com

Boy, if you left out “with Ryu” in your
letter, it would've turned it from a very
happy to a very sad and abusive ending.

You're welcome, a million times.

Letter Art

00PS

Oh boy this one’s going to be a doozy.
Seems Emberlin Stark from last month'’s
EGM Letters may have jinxed us...
+Dead or Alive is Model 2 game, not Model
3 like Mark Hain said in his Dead or Alive ++
preview. He's fired. No more free arcade
games for him.
+The classic Game Boy Zelda cart is not
Alink to the Past s we stated in our
Game Boy Color feature. It's Zelda: Link's
Awakening. We knew that. But late
deadlines can mess with your mind, you
know. We're severely punishing the editors
responsible for that boo-boo.
#The original Military Madness has a
Two-player Mode, contrary to what Wataru
stated in his Nectaris: Military Madness
preview. Wat never had any friends, so he
never discovered the two-player option.
+Big ops: the developers of Rally Cross 2
are idol Minds, not Idle Minds. Yikes. We
weren't trying to say anythin
honest mistake. Everyone was pointing
fingers at everyone else for that one, so we
sacked the entire team. Any of you want a
job at E6M?

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

Marlon Eric Fernandez
Q.C. Philippines

Congratulations,
your prize is on the
way—an ASCIl
Specialized Control
Pad for the
PlayStation. It
features rapid-fire
controls for all
buttons and slow
motion for those
intense moments.
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S.C.A4.R.S. (Super Computer Anma.l Racing Simulatian), the post—
apocalyptic racing thriller, offers the coolest cars to drive
and fight over the roughest terrains. These computer-generated
animal-modeled cars purr, growl, roar to life, and crush the
competition. All they require is you behind the wheel.
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I think Ehrgeiz is cool. If the
| Japanese PlayStation demo is any
| indication, the conversion will mimic
the coin-op almost exactly. In case
| you didn’t know, Ehrgeiz has very
imilar play mechanics to Tobal 2.
The action is fast and there’s a wide

|

e from

range of characters to cho
The chances of the game makingitto

| these shores seems better than it was
for Tobal 2 due to the addition of fiv

Final Fantasy VIl characters. Bei

| able to play as Cloud, Tifa, Sephiroth,
Yuffie and Vincent is almost too cool.
Hopefully Square will bless U.S.
gamers with this gem.

I own a Saturn now and intend to import
many games. One of the games | want to
import the most is X-Men vs. Street Fighter,
50 'm planning on getting that 4-in-1
converter. But if | import another game that
doesn't require the 4MB of RAM, will that
game still work with the 4-in-1 cart?

Jason Dohrwardt
Mascoutah, IL

Yes, the 4-in-1 carts you're speaking of
(like the Action Replay Plus) act as a
converter cartridge so they'll let you play
almost every Japanese Saturn game,
whether they need the additional memory
or not.

I noticed in one of your older Tiger Woods
99 previews that the game boasts the official
PGA Tour license. | also noticed the option of
a mulligan (a second try after a bad shot). If
the developers knew anything about golf,
they would know that in professional golf,
you are not allowed to use a mulligan. A
mulligan is only used when playing for fun.
Greg Say
Athens, PA

You know how in some sports games, you
can turn off certain rules and/or penalties?
Now that's not exactly true-to-life, is it? NHL
refs would be appalled if hockey players
decided that two-line passing or offsides
are allowed at wil.

It's just a videogame, Greg. Videogames

have that certain freedom that allows you to
alter the official rules of sports.

In EGM issue #111, Shoe stated that the
Né4 and its cartridges could theoretically
“support a complete, tag-teamin’ X-Men vs.
Street Fighter.” If this is true, how come
Capcom didn't make the game for the N64?

I know the game would have sold a lot.
1 know | would've definitely bought t.
Elvis Martinez
Miami, FL

Could and would are two different stories.
The sad truth is, game companies make a
lot more money making games for the
PlayStation than they do for the N64 (higher
PS installed base, cheaper CD format). This
is just my speculation, but | think Capcom’s
not willing to spend the resources needed
to make a great Vs. game on the risky
cartridge market when they have greener
pastures with the PlayStation and much
more power with the Dreamcast.

I hope things change, but | doubt they
will. The Nintendo 64 desperately needs a
Capcom fighter...any Capcom fighter! I'd be.
lling to settle for the original Street
Fighter Il at this point.

How come you haven’t reviewed Turok 2
yet? | saw a review of it already in one of
your competing magazines. It looks [ke you
dropped the ball on this one...

Ben Bressman
Santa Monica, CA

At the time I'm writing this (mid-October),
Turok 2 isn't finished yet. The single-player
game s still being tweaked and the
multiplayer game is pretty non-existent.

If you read a review in a mag that came out
in October, that meant they wrote that
review back in September. Back then, the
game was even more incomplete (when |
saw Turok 2 in September, only a few early
levels were finished).

| know what magazine you're referring to,
but I'll try to maintain some sense of
maturity and refrain from naming names.
But | can’t imagine why any mag would
want to review an unfinished product,
unless they're that desperate to scoop the
rest of the industry. Acclaim’s not going to
throw too much of a fit though, since that
mag gave the game a perfect score. So it

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

looks like they'll get away with reviewing
the incomplete product. Too bad, because |
have a lot of respect for that mag.

Qur Review Crew policy is not flexible.
We will only give scores to finished, fully
reviewable games. If that means being the
last ones to print a review (because our
competition s rushing out reviews early),
then so be it.

ou until we're good a

'm a big fan of the Dungeons & Dragons
games at the arcades. So when £GM said
that both of these games were coming out in
one collection for the Japanese Saturn, | was
ready to import.

But months have passed, and every time
I call an import store, they tell me it's
cancelled or pushed back. Since you're great
at getting info from Japan, could you tell me
if the D&D games are coming out?

Craig Benusa
Arcadia, Wi

What's the story with a PlayStation
version of the Dungeons & Dragons
Collection? As for a Saturn release, | couldn’t
care less (I don’t own a Saturn and | don't
speak Japanese).

Richard Gray
Bennington, NE

The D&D Collection is still supposed to
come out for the Saturn in Japan this winter.
It will support the 4MB cart. Capcom
cancelled plans for a Japanese PlayStation
release. So unless that changes, you can
completely forget about an U.S. release
(a PlayStation version will have to come
out in Japan before it'll come out here,
and we all know we'll never see a U.S.
Saturn version).
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% WorldNet®

Service

Now AT&T WorldNet® Service brings you
GameHub®™ on a blazing T45 connection —
at speeds you've never felt before — for
only $4.95 a month.

GameHub, AT&T WorldNet Service's new Gaming
site, has today's hottest games — like Unreal,
Forsaken, Total Annihilation and all
the rest — at speeds that will blow
you away.* And there's no faster way
to the Internet, 24 hours a day, than
ATET WorldNet Service** With
Excite Online™ powered by AT&T
WorldNet Service, you'll also get news, sports
and links delivered right to your screen when
you log on. The good news? AT&T WorldNet
Service is only $1495 a month'. And for only $495
more, you get the amazing GameHub. So call
today or download the AT&T WorldNet Service
software. And remember, don't shoot til you see
the greens of their eyes.

GameHub for
$495

(AT&T WorldNet
Service additional)

Download free software right now at:
www.att.net/wns/egm or call

| 800 883-0228
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From the creators of Tomb Raider and. F[g/ib'nﬂ Force.




GRIND s to Pieces!

SMASH ‘em while Freefalling! FEED the beast some Meat!

"I;‘Y‘\

Official Strategy
Guide Now Available

”"’""’MM[S MOW 'em dnn n Your Jetbike!

STRATEGY GUIDES
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. creators of
Earthworm Jim. Aladdin and
MDK interactive games,
introduce their next

big hit - . You
Play Wex Major. Wild 9
leader. Punk earthling.

and bad guy exterminator.
So fire up the Rig, the
ultimate weaPon and torture
device, and make Your

enemies scream for mercy!




By Chris Johnston chris_johnston@zd.com

The hottest gaming news on the planet

Dreaming of Reality

Sega announces its final plan for the
Japanese launch of the Dreamcast

From top to bottom, the initial batch
of Sega titles (aside from VF3tb): Sqa
Rally 2, Godilla Generations, July and
Pen-Pen Trilcelon. More games will
be released throughout the
month of December—including
Sonic Adventures.

Dreamcast was the watch word
at this year's Tokyo Game Show, It
was nearly impossible not to see
the Dreamcast logo, as Sega hand-
ed out DC bags at the local train
station, so nearly everyone had
one all over the show. Aside from
that, Sega’s entire booth (with the
exception of a very small Satum
area) was devoted to Dreamcast.

The big news, however, came at
Sega’s New Challenge Conference
11, held a few days before the open-
ing of the Tokyo Game Show. At it,
Sega announced all remaining
Dreamcast details for the Nov. 27
Japanese launch and beyond.
First off is the price—at 29,800
yen (about $250 at current
exchange rates) it's more expen-
sive than originally expected.
Itincludes the system, a controller,
one modular phone cable, a stereo

cord, Dreamcast Passport
communication software and a
power cord.

At launch, the system will have
five titles: Sega Rally 2 (the first DC
game supporting network play),
Godzilla Generations, Pen Pen
Trilcelon, Virtua Fighter 3tb and
July. Each will retail for 5800 yen
($43). Sega's plan is to release one
new title each week after the
launch for four weeks (at least).
This begins with Blue Stinger on
12/3, followed in order by Geist
Force, Sonic Adventure, and four
games on  12/23—Incoming,
Evolution, Seventh Cross and

Without a doubt the one game everyone will be buying when the
Dreamcast s finally launched, Virtua Fighter 3 Team Battle looks
just as good as the arcade game.

Monaco Grand Prix Racing
Simulation 2. Day and date with
the launch will be the release of a
DC Arcade Stick, Racing Controller,
Dreamcast Keyboard and separate
Visual Memory Systems.

(Right) Proof that things really
are right on the horizon, Sega
showed “finished” products just
to reassure everyone. Dreamcast

games come in PlayStation-style
jewel cases.

Which of the following Dreamcast games are you looking forward to?

Biohazard - Code: Veronica 43%

Sega Rally 27%

Sonic Adventure 22%
Virtua Fighter 3tb 14%

Electronic Gaming Monthly
Poll results as of
Oct. 13, 1998.



Sega is hoping that the online component
for the Dreamcast will become one
of the system’s most popular features.
Building up to that, Sega announced
its plans for the Net at the conference
before

First is the announcement of Sega’s main
online software, called “Dream Passport,”
which will be included with the system.
Passport gives Dreamcast users instant
access to Sega's Dricas (that's Dreamcast,
shortened) Web page.

As for what Dreamcast owners can do
once set up with Passport, almost anything
that could possibly be offered, is. Web
access, e-mail, contests, chat—all of that
will be part of Sega’s service. As a side
note, Sega also announced that it will offer
WebTV compatibility beginning in spring
1999—a subscription application will be
included with the hardware. Also, Sega
announced that it's working with DWANGO
to provide multiplayer gaming services to
DC owners.

Sega Rally 2 will be the first game to
utilize the DC's multiplayer
capabilities, with a day and
date release with the
system. There is
a flat rate :

charge =

using
Sega's &
ser-

The modem module has been designed
so that it can be easily upgraded. A cable
modem in the U.S. perhaps?

Dreamcast Gets Online in Japan

Sega sets up many ways for players to get online with Dreamcast

Check out the latest gaming news at www.videogames.com

The Future of DC Online

Sega will offer services through the Dricas
site. Here are just a few examples of what
they've got planned for the future for the
Japanese market:

Dream Map With this, you can locate DC users in
your area for multiplayer games. You can upload
your information or just see how many users
there are in your area.

MailChum! This provides you with an instant e-
mail pen pal, from a variety of characters ranging
from beautiful girls to mythical animals.

Daily DC News Sega will e-mail a virtual newspa-
per to Dreamcast users that includes news as it
happens directly from the source.

Dream Flyer Dreamcast's e-mail software. This is
an original e-mail client which allows users to
create a graphical or visual message to send to
friends o family. Choose from different designs,
postcards or envelopes, corresponding to the
tone of your message.

Evolution of Dreamcast

Sega not only showed Dreamcast as we know it
now, but Dreamcast mock-ups from when the
system was still early in its development. As
you can see, the housing is, well, different in at
least two of these designs. That first one could
definitely launch itself without a $100 million
advertising campaign...

vice to play opponents anywhere in Japan,
but each player must have his/her own
copy of the game to play.

Sega will be offering DC users an as-yet
undetermined amount of free access to its
own online service, but users will
also be able to purchase prepaid
access cards to gain access on an
hourly basis. If you already have
Internet access, you can use that
to access Sega's services. Sega
will also hold e-mail contests so
users can win valuable prizes by
being a member.

The official Dricas site will
have everything a player
could want, including
member profile search so
you can find other DC
players in your area to
play head-to-head with
(although it's not
mandatory to upload
your information for
everyone to see). In
addition to also posting
the latest Dreamcast news
and gossip, there will be daily
comics drawn by renowned
manga artists,




Check out the latest gaming news at www.videogames.com

Howard Grossman looks at the Dreamcast
The Dreamcast is almost upon us and skeptics can’t help but to be wowed by the initial hard-
ware and software of Sega's latest creation. However, there are many like myself who have
been burnt by the lure of Sega’s “new” hardware and the promise of “A titles.” For us, the
Dreamcast represents something inherently different than the initial launch of the Nintendo 64,
The N64 maintained a sense of faith in the system and in the company to deliver on what we
have grown to expect. The Dreamcast, however, doesn’t generate the same type of confidence
due to the repeated violation of this type of faith from previous systems.
This is not meant to imply that all the other Sega systems
were disappointing, but to state the fact that the bonds
of trust have been strained and even broken.
Although | don't directly have faith in Sega to
pullit off, | do have something almost as strong:
hope. This largely comes from the fact of their
new and very formidable partners. There is
still hope for them, because it seemed
they were always trying to push
the edge of technology and gen-
erate great titles, yet they
kept making the same mis-
takes of new hardware with-
out the software support.
With their new affiliations
there is the hope that as a
group they will see the errors of the
past, the advancements of tomorrow
and bundle it with the experience
of the largest gaming companies.
Honestly, my hope is really self-
motivated, in that if they were able to
“do the right thing,” there will be
more competition and, therefore,
better games for all of us. Can my
faith be restored? Sure, but only with
the attention to games and gameplay
(not just eye-candy!) that once made
Sega a name to be reckoned with.

Sonic Adventure may just be the “A”
title the Dreamcast needs to survive,
but Sega’s past history
company's chance at a good future,

Thrill Kill Canceled!

What probably would've been the most
violent console game ever released, Virgin's
Thrill Kill, has been canceled. Virgin
Interactive handed off its titles (including
Thrill Kill to Westwood Studios. Westwood,
in turn, was purchased by Electronic Arts.
Electronic Arts was to distribute the title,
but decided that the game’s violently graph-
ic content is unsuitable to release.

The game received a lot of attention, and
not just for its violent content—the game’s
four-player fighting engine was considered
innovative by many. However, Westwood
does own the engine and technology used
in the game and there is a possibility that it
may release a game in the future using it.
Contrary to still-persistent rumors on the
Web, the game is not being “cleaned up”

156,455

content-wise for a future release. We were
told that the company had toned it down
from an “AO” rating to an “M,” but it wasn’t
g00d enough to get it suitable for release.

total number of attendees at the 1998
Tokyo Game Show Autumn over
three days.

Developer Profile

Back row, left o right: Kevin Weinstein,
Alex Macphee, Jim Mooney, Michael
Mayers, Mark Lyons, Andy Mefer, Phil
Weeks, Phil Collins, Chris Hassell, Nick
Trifunovic, Peter Walters. Front row, left to
right: Lee Saito, Tim Lindsey, Eric Schafer,
Craig Neering, Noel Esporo. Missing: Scott
Atkins, Kathleen Atkins.

Idol Minds

Location: Boulder, CO
Web Site: www.idolminds.com

Gameography: Cool Boarders 3 and
Rally Cross 2.

Other games staff members have worked
on previously: Rally Cross, ESPN Extreme
Games, NFL GameDay, 2Extreme, a bunch
of SNES/Genesis sports/racing games.

# of employees: 18

During breaks from late-night program-
ming sessions, we: What kind of moron
would schedule a game that required late-
night programming sessions?

The most challenging thing about devel-
oping a new sports game is: Getting as
many characters as we want up on the
screen without dropping to 2 fps. Reducing
polygon counts on the art side and push-
ing more polygons on the programming
side account for a large portion of our
headaches.

Our favorite game in the office (not made
by us) is: By sheer game hours logged,
network Quake Il still wins hands-down.
Story behind our name: We started out
with Idol Hands, thinking that two huge
stone hands holding a PlayStation con-
troller would make for good T-shirts, plus
the whole pun thing. That one was of
course taken, but we had sketched out all
of these cool Idol logos so stuck with the
Idol part. Idol Minds made it through the
trademark search.

Favorite snack food(s): We go through
about 10 boxes of Pop-Tarts a week. With
our recent toaster purchase, consumption
seems to be on the rise. Ten boxes of
Pop-Tarts and several cases of Coke, by
the way, make for an embarrassing time

at the check-out stand.

Music that inspires us: This greatly varies
throughout the office. If you stand in the
middle and listen real hard you'll probably
hear country twang competing with techno
boom to drone out the average rock/folk
mixture. Luckily, no one seems to be big on
blasting anything too heavy metal.

Team motto: Ship it.
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JACHTAON

THE LATEST IN AUTOMOTIVE CARNAGE
FROM SINGLETRAC, THE MILLION-SELLING
DEVELOPER OF CAR COMBAT!
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Say What?
Dialectizer Edition

“Ah doesn’t be hankerin’ t'be in th* habit of reckonin’, ‘Oh, eff’n
ah make this hyar gal wif mo’ trimenjus breasts she’ll look bet-
ter in a video;

~The Neverhood's Doug TenNapel, on the Lara Croft syndrome,
spoken in Redneck.

“We gots'ta be dere and every promise I've made, we gots'ta
deliver. Ah be baaad...

- Seqa President Bernie Stolar prepares to put his money where his
moith is, spoken in Jive.

“All the bloomin® art, code, right, design, right, and sound in the
chuffin’ world don’t do yer any good if the game is buggy,
obscure, or too difficult ter control.”

- Oddworld’s Paul 0’Connor; on the testing phase of Abe’s Exoddus,
ifit were said in Cockney.

“Ewectwonic Awts, headqwawtewed in San mm. Cawif,, is the

wowwd's weading

ny. De company devewops, pubwishes and distwibutes softwawe
wowwdwide fow pewsonaw computews and advanced entewtain-
ment systems. Oh, dat scwewy wabbit!”

- Description of Electronic Arts, as if it were said by Elmer Fudd.

Vit bttp/ . sinkworks,comdialect to et your own words
or phrases Dialectized.
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First Project-X Machine Announced

Motorola has announced its first Project-X-based machine — Processing Performance + Reverb, Chorus, 30 Spatializaton,
Blackbird. Combining the power of a network PC with a consumer «over 1500 MIPS Prologic™
electronics device, Motorola hopes to carve its niche in the emerging « ADPCH and PCM Sample Playback
interactive digital media market. 20/30 Graphics

According to Motorola, Blackbird “is the first open platform to sup- ~ *16 milion colors o

port interactive 3D graphics, Java, MPEG digital video, high-fidelity « Antalased, scaled fonts + DVD Book, ideoCD, CO-DA, DVD Audio
audio, Internet access, electronic commerce and broadband networking * Alpha Blending with 256 lvels of compativle

ina smgle integrated unit.” Motorola says that it will be as simple to transparency * MPEG-1, MPEG-2 standards.
use as a VCR, yet deliver high-end output. « Primitive 20 drawing functions (Lie, + Subpicure Decode
Blackbird uses Project-X, but Project-X as a consumer device is still Rectangle, Elpse, e, Polygon, iti) + Smooth shutte siow and fat forvard and
earmarked for DVD players and should be shipping during mid-1999. « Gouraud and Phong Shacding revind, zoom
The higher-end Blackbird will begin shipping in first quarter 1999. = Geametry Transformation, Cippng, Cullng  + AC:3, MPEG-1, MPEG-2, Linear PCM, DVD.
and Rendering Audio (OTS planned)

« Texture Mapping with 8i-Linear and Tri 30 Spatialzation
Linear Texture Filtering + 16 millon colors user inteface, transparent
* MIP-Mapping, Z Buffering overlays, PP
« Advanced rendering algorithms including
Rey Tracing, Voxel Rendering, Parametric Native Applications
Modeling, Procedual Textures, Intelligent = Broad portfolio of Project X VD and down:
Caching loadable videogames
* Multi-user/networked games
Audio = Two-game controllr ports, supporting up

« Invision Cybersound™ full MIDI sample set

Everything in one box? Motorola hopes so, as it introduces its
high-end Blackbird system, the first device to use Project X
technology. Project X's specs are listed above.



Sega Puts Dreamcast in Arcades

Sega announced the arcade version of Dreamcast at the
recent JAMMA AM Show in Japan. Called Naomi, the system is
a cheap yet high-performance arcade solution, which will be
much cheaper than Sega’s Model 3 deluxe arcade machines
which can run more than $15,000 apiece. The first Naomi
machines will appear in late November, and it's been reported
that while Naomi has the same level of capabilities Model 3
has, it costs about one-third the price.

Sega will release 10 to 15 titles for Naomi in the first year,
along with games from 20 companies including Capcom, Jaleco
and Tecmo. Sega hopes that other companies will adopt the
system for their arcade projects, and in turn then bring
those games to Dreamcast.

Games for Naomi include The House of the Dead 2: Original
Sin, Blood Bullet (House of the Dead Side Story) and Dynamite
Baseball. The cabinets for Naomi titles include slots for Sega’s
Visual Memory System, 5o in theory you could save your game
onto a VMS, bring it home and continue playing or vice versa.

« CPU: Hitachi SH-4, 128-Bit graphics engine, proprietary
RISC CPU (running at 200 MHz, 360 MIPS/1.4 GFLOPS)
« Graphics Engine: NEC/VideoLogic Power VR2

32-Bit RISC CPU (64 Channel, ADPCM).
«Main Memory: 32 MB
« Graphics Memory: 16 MB
* Media: ROM boards
« Colors: 1.67 million color palette

tri-linear filtering, anti-:
and specular effects.
* Game port: JAMMA video.
* Optional CD-ROM drive

« Sound Engine: Yamaha Super Intelligent Sound Processor

« Features: Bump mapping, fog, alpha blending, MIP-mapping,
iasing, environment mapping

Acloser look at Nao
the front console (with VMS slots).

its main board, and

Live From AMOA
AMOA Wrap-Up

At this year's AMOA in Nashville, Tenn.,
innovation took center stage. For the first
time in memory, the most talked-about
games were not all fighting games. Blitz
'99 from Midway and Gauntlet Legends
from Atari were the buzz on the show floor
and Capcom was absent from AMOA for
the first time ever. Sega gave us our first
look at Naomi—albeit behind closed
doors—with House of the Dead 2 and
Blood Bullet: HotD Side Story. Blood Bullet
is a different game, playing more like Final
Fight or Fighting Force than HotD. New
titles included an untitied NBA game from
Konami, Daytona 2 Power Edition, Star
Wars Trilogy, Ocean Hunter and Get Bass
from Sega, and Beast Busters 2 from SNK.

Capcom Ends SF3, Alpha
Capcom announced SF3: Third Impact
for the arcade. This will be the final
installment of the mediocre Street Fighter
Three series and will of course have new
characters and backgrounds. They also
announced that Alpha 3 will be the last in
that series, and next will come an entirely
new Street Fighter series (including Ken
and Ryu no doubt). In a related story, word
has it that Street Fighter Alpha 3 will be
Capcom'’s last Saturn title, and will
support the 4MB cart.

Apart from the current economic turmoil
in Japan, arcade operators, especially the
smaller operators, have suffered. Print Club
fever is already long gone and the cost of
new arcade machines is getting more
expensive with each passing day. Games
have also become too complex and difficult
for casual gamers to play and are soon
worn out or altered by small upgrade
versions of the game. Under these condi-
tions, it's been very hard on the small
arcade operators to keep u

At this year's show, the focus was make

Jamming it Up at Japan’s Annual AM Show

it good, make it cheap, and revive the
ailing arcade business in Japan. Titles like
Beatmania 3rd Mix will surely drive the
marketplace for the rest of the year.
Capcom showed off Tech Romancer (known
as Kikaioh in Japan—the Untitled Capcom
Game we told you about in Arcade Previews
last month) and Magical Tetris Challenge
starring Mickey Mouse. Konami showed

off Beatmania 3rd Mix, Dance Dance
Revolution, Pop'n Music and Evil Night.
Dance Dance Revolution is Beatmania for
dance moves, and looks great. Evil Night is
3D shooter for three players (one of which *
can use a shotgun). Namco showed off
Fighting Layer from Arika, Attack Pura-rail,
Race On! and Gunmen Wars. SNK had Beast
Busters: Second Nightmare, Samurai Spirits
2 and Shock Troopers: 2nd Squad. Taito was
showing off Operation Tiger, Chaos Heat,
Densha de Go! 2 and Psychic Force 2012
Tecmo had Dead o Alive ++, Mace: The

Dark Age, and Cotton Boomerang. Lastly,
Visco showed titles based on the Aleck 64,

an arcade version of the Né4—Eleven Beat:
World Tournament and Star Soldier:
Vanishing Earth.

Konami’s Dance Dance Revolution
requires players to pick up their feet to
the rhythm. Music games from Sega and
Konami have been huge hits in Japan,
whereas not one has been widely
released in U.S. arcades.
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“| WILL destroy you in the Battle mode ....
| WILL destroy you in the two player split screen mode....
| WILL destroy you in the combat cable link mode ...
| WILL DESTROY YOU MAGGOT !”

: _SGT.Steel

“When the Flag goes down baby
your gonna Feel the Funk of m:
DISCD. lfever Ray, You'll be :
hearin’ “Stayin’ Alive” til’ ya die”
-Ebony Justice

“| will continually upgrade my sinister

hearse boat and weapons to extreme

necropotent porportions and your

weak pale Flesh will ROT IN PIECES”
Dr.Graves

“Look here Son, |
as an anchor:':;d ym'} tu':e your head
as a seat cushion”

-Officer J.B.Nightstick

“We're like totally prepared to like
race and win on like all umm... 9
courses , ya know ? so like totally get
outta our way”

_Brandi,Mandi & Kandi




+3D rendered waves like you've never seen hefore.

oAn arsenal of high powered, high tech
customizable weapons and boats-
all Fully upgradeable.

«Two player split screen or
combat cable link.

www.deadinthewater.com



Pokémon TV: Gotta Catch It All

EGM looks at the Pokemon animated series in the U.S.

If you're a fan of Pokémon, you're probably
hooked on the TV series that started airing in
most parts of the United

States this past September.
What you may not know is
that the Pokémon TV series
originated in Japan, and is
one of the reasons that the
game is 5o popular there.
The U.S. production
team gets each
show from Japan,
with dialogue and
music tracks separat-
ed, along with
szanese
scripts. Each
episode takes
four to five
weeks from
when the script
translation begins
when the episode is
complete (with 12-14 shows in production at
any one time). This season there’s a total of
52 episodes, with plans for more for next
year, a record album of music and, eventually,
the movies that have been released in Japan
(Pikachu’s Summer Vacation was just released
this past July). Episodes of the show will
be available on home video from Pioneer
in November.

Norman Grossfeld, the show’s producer,
told us one of the most difficult things to
translate is Japanese humor. “Some things are
funny there because it's a local Japanese pun
o joke that just doesn’t translate, yet people

Think games and real life don't mix?
Think the Japanese don't take some things
maybe just a litle too seriously? Think
again. Pokémon Center Tokyo is an entire
store devoted only to Pokémon goods.
Everything from candy to figures to bathing
and hygiene products are readily available
for the budding (somewhat loony) Pokémon
trainer. Located in Nihombashi, the center
gets so crowded on weekends that lines
form all the way around the block just to get
in. Obviously, once in there, you have to
buy something with a Pikachu on it.

Misty slaps Ash when they first meet in the lipinese version of Pokemon, but not in the
U.S. version. Japanese text has been changed to English throughout as well.

are laughing on the screen or there's some big
reaction. We've taken whole days just thinking
about ‘What are we going to do with that?"”

in addition to translation, each episode has.
been rescored, with music added throughout
using both new tunes produced for the U.S.
version and arranged versions of the game
music from the Japanese show. They match
the music to the on-screen action to keep the
pace. Scenes with Japanese writing in the
background or on signs have been rotoscoped
to feature English phrases.

One of the changes that occurred on the
Japanese side is that some of the episodes
were re-edited after the famed “epilepsy-
enducing” episode (438 of the Japenese show,
which isn't being shown in the States) to make
Pikachu's electric attacks dimmer and bright
lights lower. These changes are very slight and
don't detract from the shows story. Grossfeld
told us that few things have been edited out
of the show to keep it accurate to the
Japanese. Even the Pokerap was adapted from
a song used in Japan during the show.

Nintendo renamed 75 percent of the
Pokémon for the U.S. version, 5o 4Kids record-
ed new Pokémon voices—with a few excep-
tions, including Pikachu, which is the same
voice as in the Japanese version. Grossfeld
told us “The only time we have to replace it is
when Ash or one of the other characters is
speaking over Pikachu at the same time.

In the end, the stories of Pokémon is what
matters. “The stories don’t get enough notice
when people talk about Pokémon. It’s really
driven by the story, and | think that's what is
attracting people to the show.”

Pokémon TV Guide

In case you missed the first few episodes,
here's a summary of the first eight.

Episode 1: Pokémon, | Choose You!
Ash begins his Pokémon training. He
receives a Pikachu from Professor Oak,
but this Pika-pal is a stubborn Pokémon,
refusing to be friends with Ash. A run-in
with Spearows puts Pikachu in danger.

Episode 2: Pokémon Emergency!

Ash races to the Pokémon Center in Veridian
City, where Pikachu is nursed back to health.
Team Rocket bursts onto the scene to steal
rare Pokémon, but with the help of Pikachu,
they are defeated.

Episode 3: Ash Catches A Pokémon

After plenty of trying, Ash catches a
Caterpie. It takes an immediate liking to
Misty, who hates bugs (but loves Pokémon
for some reason). Caterpie helps defeat
Team Rocket and evolves into Metapod.

Episode 4: Challenge of the Samurai
Just as Ash is about to catch a Weedle,
Samurai challenges him to a fight. Their
battle is interrupted by a swarm of Beedrill,
and in the ensuing confusion Ash sadly
loses Metapod.

Episode 5: Showdown in Pewter City
Misty and Ash end up in Pewter City, where
Ash challenges the city's Gym Leader, Brock.
After a loss, Ash energizes Pikachu and goes
back to take care of Brock. Brock ends up
joining the group in their quest.

Episode 6: Clefairy and the Moo Stone
The adventurers run into Seymour the
Scientist, who is studying the Clefairy and
the fabled Moon Stone. When Team Rocket
shows up, they help the Clefairy defeat them
and protect their precious stone.

Episode 7: The Water Flowers of Cerulean City
Our friends end up in Cerulean City, where
Ash challenges the three Sensational Sisters
to a Pokémon match to gain his second
badge. Misty counterchallenges Ash to a
battle, but Team Rocket intervenes at the
last minute.

Episode 8: The Path to the Pokémon League
After leaving Cerulean City, Ash and his
friends drop by A.J.s private training gym.
A.. trains his Pokémon extra hard (and is
undefeated in 99 matches). Checking his
ego at the door, Ash realizes he has a lot
to learn.
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Live From

Tokyo

The Autumn Tokyo Game Show proves that new hardware doesn’t always mean surprises.

This year's Tokyo Game Show, held Oct.
9-11 at Makuhari Messe in Chiba, Japan, was
a different show than the last few. Whenever
re is available for the public to
exciting. At this show, there were
out—Dreamcast

SNK's
VonderSwan and
n all rounding out the list.

new hardw

being the only traditional console,
Pocket, Banda
Sony’s Pockett
The big companies had new games to
show, but nothing that we hadn't already
seen or heard about previously. In that

Tekken Dreamcast?

It eseaallthe moet g
ing announcement made a

Challenge e N
officially announced their plans to
support the Dreamcast. No titles
have been mentioned yet, but it's
expected that since the company is
also developing Naomi-based arcade
games that these titles will surface
first. Likely candidates are the
System 12-based Soul Calibur and
more importantly the much-rumored
Tekken 4 which is likely to be the
firm’s first Naomi title.

respect, this surprise-less show w
disappointment. The big companies had the
usual assortment of titles. Square showed
FFVIII, Chocobo's Mysterious Dungecn 2,
Chocobo Racing (on video), SaGa rontier 2,
Ehrgeiz and Another Mind. Namco had a
rather lackluster showing, with R: Ridge
Racer Type 4 being the main attraction, plus
Smash Court 2 and Libero Grande. Missing
were Tales of Phantasia, Star Ixiom,
Combat 3 and Pac-Man 3D, all of which
know are in development.

Sony's biggest attraction at its booth wasn't
a game, it was PocketStation (previously known
as the PlayStation PDA). It will launch the
PocketStation on Dec. 23 in Japan. The system
looks similar to the popular Tamagotchi, and acts
as a standard memory card to save games,
clock, a calendar, or, as a minigame system.
Players download games from PlayStation discs
to the PocketStation, which allows them to be
played on its miniscreen. Sony says that 3
PocketStation-compatible itles wil be released
early in 1999. PocketStation will be released in
the United States in spring 1999.

One interesting idea made possible by the,
built-in calendar would be to have special date
cheats that would only activate on specific days
of the year (for example you could play as Santa
Claus on Dec. 25). Previously, PlayStation titles
haven't been able to do time-released secrets
due to the lack of a built-in clock.

Although the units are small, they will come
with some interesting functions. The Pocket
Station comes equipped with a 32-Bit RISC
processor, a small LCD display, a speaker,

s bitofa

Konami had the best third-party showing,
with Suikoden 2, Hybrid Heaven (N64),
Silent Hill, Castlevania 64 (N64) among their
ranks. Capcom had Street Fighter Zero 3 on
PlayStation [bu( not Saturn), Marvel vs. Street
Fighter on the Saturn, and Magical Tetris
Starring Mickey, but no Dreamcast games on
the floor other than video of Power Stone and
Bio Hazard. Enixs big titles were Dragon
Quest Monsters for the Game Boy Color and
Dragon Quest V.

Perhaps one of the biggest let downs
was Sony, who just had PocketStation,

Crash 3 and Intelligent Qube Final to show.
Where was Gran Turismo 2 or PaRappa 2?

Saturn games were virtually nonexistent at
the show, with PlayStation remaining as the
dominant system. The N6 isn't doing well
either, but seemed to have more titles at t
show than the Saturn. Game Boy Color
seemedto pop up quite a few places, with
new games from Compile, Imagineer, Tomy

. lenty of “me too” games showed
up, too, with the survival horror genre being
one of the newest crazes. It was followed
by RPGs and the ever-popular (in Japan)
life simulation.

r-\ Sony Gets in Your Pocket

and infrared transmission and receiving capabili
ties (for head-to-head games). When released,
the device will sell for 3,000 yen (US$21).

Titles that have PocketStation compatibility
include Crash 3, Street Fighter Zero 3, Theme
Aquarium, Final Fantasy VIII, 1Q Final and
Monster Farm 2, among many others.
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“This awesome exploring shooter’s
gonna have everyone talking.”
— Chip & Jonathan Carter,
Houston Chronide

Greotings, oldier boy, and weleome to your mesciect
ascignment yet. Your job: To carve a path through an
unending etroam of erittere. So grab your upgradable pulse
tifte and give those alien buge hell, mister. ‘Cauce it'e fime
fo kick thorax and take names.

www. midway.com @MIDWA;T



Virtua Fighter 3tb

Guaranteed to be the one game everyone buys along with
their Dreamcast, Virtua Fighter 3 Team Battle is an incredible-
looking game that easily matches the performance of the
successful arcade machine. Taking the second revision of the
game as its basis, VF3tb features all of the standard gameplay
modes from the original game and adds the Team Battle Mode.
Here, players pick three different fighters and then play in a
“Survival Mode” style as they battle against their opponent's
team. Once a fighter is defeated, he/she is removed from the
roster and the next fighter steps in.

Graphically, as with everything else on the Dreamcast, the
game is hard to fault when compared to similar games on home
systems. The level of detail in both the characters and the back-
grounds is quite astounding, and seeing it all run at 60 frames
per second is certainly a treat.

If this is what first-generation Dreamcast games are like, we
shudder to think how impressive games will be in two years.

Sega Rally 2

Surprisingly, Sega decided against showing playable code of

Rally 2 despite the game being a confirmed launch title. All
exposure of the game both at the New Challenge conference
and at the Tokyo Game Show was in the form of video presenta
tions of a number of tracks.

That said, the game is looking extremely impressive. As you
can see from these screenshots the level of detail is absolutely
incredible—easily matching the kind of thing you see in high-
end, 30-accelerated PC titles at the moment. Imagine this mov-
ing at a steady 60 frames per second, and we're sure you'll
agree that this stands to be the most impressive racing game
ever released on a home system.
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“..A SPECTACULAR GAME”

Next Generasion

“THIS WE IS GOING TO RDCK"

IS GAME LDGKS TO BE THE* DEFIIVITIVE
ICE COMBAT GAME ﬂl\l ANY SYSTEI

lectranic Gaming Mnnkhly

A WILDLV DEEP. GAME”

& Generation Online

iT WILL LIKELY RANK AS ONE OF THE TOP
ACTION GAMES OF '98”,

GamePro Magazine

“..YOU HAVE-MIANY REAéDNS TO GET
EXCITED ABOUT COLONY WARS: VENGEANCE iz

"QQLDIIIY WARS: VENGEANCE™ SHOULD REDEFINE THE
SPACE SHOOTER'GENRE AGAIN”
e

u.5. PlayStation Magazine




First Look.

: Blue Stinger

One of the most impressive “surprise” titles on
Dreamcast, Blue Stinger is an action game very
much in the style of Resident Evil. However, all of the
environments you see in the screenshots on this page
make use of the 3D engine...nothing here is preren-
dered. Gameplay consists of exploration, puzzle
solving and a lot of combat—and everything is
bursting with some incredible-looking special effects.
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IT’S RAW ACTION
TAKE FULE CONTROL OF ONE
OF THE GREATEST ACTION
STABS OF OUR TTME-VULLY
MOYION-CAPTURED AND
CYBER-SCANNED FOR TH¥

MOST INTENSE HARD - GOR
ACTION EVER

DESTROY IT ALL
EXPLORE MULTI- LEVEL
WAR FAGTORIES, PRISONS,
SEWERS AND MORE.

LEVEL EVERYTHING TO
THE GBOUND IN 360
BATTLE- ANYWHERE
ENVIHONMENTS THAT
ECGHO WITH EXPLOSIYE
SOUND EFFECTS

LOCK AND LOAD
BRAVE THE DISMAL

FUTURE AGAINST UP TO
EIGHT ENEMIES ON-SCREEN
A7 A TIME. GOOD THING

YOU CAN DON MULITPLE

WEAPONS AT ONCF LLKE
FLAME-THROWERS,
SEMI-AUTOMATICS AND
HOMING MISSILES

AP@CALYPSE

1'1

AN oR1GINAL PLAYSTATION" GAME
STARRING Bruce WiLr

2 L Tue Enp Becins s NOVEMBER.
CI/ATLANTIG RECORDING ARist POE AS Pracur. g [

CD.seLease i1s WiNTeR WWW.ACTIVISION.COM

Fearurin
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First Look: Climax Landers

Climax Landers is another RPG from Climax,
the company behind the incredible Land Stalker
(Genesis) and the somewhat original racing game
Felony 11-79 (PlayStation).

Unlike the Stalker series, Climax Landers is a
turn-based RPG with auto-generated dungeons.
(who knows how this will turn out, but there haven't
been too many good randomized dungeon RPGs in
the past—only the likes of Diablo have been able to
pullit off).

As you can see from the extremely cool-looking
screenshots, this one's set in a traditional RPG world
with the standard swords-and-sorcery theme.

What sets Climax Landers apart from other RPGs
is that you can capture monsters and transfer them
to a monster farm. These monsters can then be
zapped across to the Dreamcast VMS, where you
can train them and generally screw around with their
minds. The back story of the game is not known at
this time, but we do know it will have characters like
Ryle from Land Stalker o Lady from Lady Stalker.
Climax Landers for the Dreamcast is slated for the
end of this year.
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THE FUTURE
HAS ONE TINY

HOPEFOR
SURVIVAL.




Capcom Announces First Dreamcast Titles

Resident Evil and Power Stone become the first game announcements from Capcom

Capcom announced Dreamcast support at
Sega's conference with two games —lo
Hazard (a.k.a. Re de: \
and Pawer Stone. Boh Wil be relessed
sometime in 1999.
Bio Hazard: Code Veronica (Bio Hazard
the Japanese name of Resident Evil) may
not be Resident Evil 4, but it's definitely 2.5.
The game takes place three months after
Resident Evil 2, with players once again

controlling Claire Redfield. She gets abduct-

ed after traveling to Europe to find her broth

er and is taken to a tropical island. OF

course,an army of the ing dead begms

appearing on the island and now yo

got to escape and find out helvies hehund
our kidnapping.

Unlike the previous two games, Veronica
features real-time polygonal environments,
which brings a lot more possibilities to the

s first-person
wpoint and moving cameras if you prefer
Dramatic light-
allused
15 that look like they're
made of polygons are gone.
vo-player 30
oaming action fighting game that will
appear first in the arcades as the first Naomi
title from a third-party company. The game is
set in the 19th century, and players can roam
around and pick up objects, using them as
t opponents. Arenas are
larger than Ehrgeiz, but smaller than
Bushido Blade, with both indoor and
outdoor areas.
Www.capcom.com

Pocket-Sized Arcade

At the SNK booth, only two games in the
entire area were in color (Athena for the PS,
and King of Fighters ‘98 for the NeosGeo).
Everything else was related to their new
portable game machine, the NeosGeo
Pocket, which is due to be released in eight
different designs on Oct. 28 (Platinum White,
Platinum Silver, Camouflage Brown, Marble
Blue, Platinum Blue, Carbon Black,
Camouflage Blue and Crystal White).

The unit itself is really nice. It’s small

(not as small as Bandai's Wonder
Swan), light, and the lever-like
control stick (which has a nice
smooth analog feel o it) is a very
cool idea for a portable.

Eight games were playable at the
show: The King of Fighters R-1,
Melon-chan no Seichou Niiki,
Pocket Sports Series: NeosGeo
Cup '98, Packet Sports Series:
Baseball Stars, Renketsu Puzzle,
Pocket Sports Series: Pocket
Tennis, Master of Shogi and Cherry

Master. Later on, SNK will release

(W
60

Q’M‘

The King of Fighters R-2, which will be com-
patible in some form with the Dreamcast ver-
sion of The King of Fighters, which is current:
Iy in development. Exactly how it will be
compatible isn't known.

We were told that the NeosGeo Pocket will
be coming to the United States in April 1999,
after previous reports that the system would
not be released stateside.
WWWneo-geo.co,jp
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Tidbits
IMPORT

We think of imports as Japanese games,
but in Japan, imports are U.S. an
European games. They also get import
magazines, as shown by this shelf at
Messe Sanoh, located on the main strip
of Akihabara in Tokyo

One of the oddest games at the Tokyo
Game Show was Tondemo Crisis, by the
company of the same name. The object
here is to go through different minigames
and “save” members of your family from
impending danger.

Uep Systems announced that it will
bring Cool Boarders to the Dreamcast
next year. This snowman demo was
unplayable, but looked great.



"Tiny Tank's some of the
most impressive seen on a PlayStation...
he game itself is a technical wonder”

e ~Next Generation
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Destructive Weaponry Intense Combat Lead and Level Everything Limitless Worlds.




™ Take serious action. Uprising™ X is the only action game on the PlayStation®
game console to truly immerse you in epic sci-fi warfare. Command brigades
www.3do.com of sci-fi troops, tanks, gunships and bombers while fighting right alongside

them on the battlefield of the future. Unload hi-tech firepower against your friends in

explosive two-player mode. Its intense. Its furious. It's why PlayStation Magazine said

“Uprising X packs serious action-plentiful gameplay with great graphics and sound”

and made it one of its “TEN MOST WANTED GAMES.” The Sequel to 1997's Action Game of the Year*



WonderSwan Takes Flight

Bandai’s new system has a silly name

Game Boy has dominated the handheld
market for many years, but if Bandai has its
way, that won't be the case anymore. Bandai
unveiled WonderSwan, its black-and-white
handheld system, just before the Tokyo
Game Show. Set for release in March g, the
Wonderswan is a litle bit different than the
Game Boy, but has at least one similarity.
WonderSwan was developed through a
partnership between Bandai and Gunpei

Yokoi's company, Koto Laboratory. Yokoi him-

self actually helped design the system, but
sadly he passed away during its develop-
ment. The company carried on and finished
his work, even creating a puzzle game called
Gun Pey in memory of the master inventor
and original creator of the Game Boy.

The WonderSwan s tiny and light enough
to fit easily into a pocket (and to make you

forget it's even there). At 110 grams, it’s
extremely light and portable. The screen is
able to display 224x144 dots on its 2.49"
screen in eight shades of black and white.

The system can be held in two ways—one
vertically (for puzzle games and other such
titles) or horizontally, for standard games.
It's very easy to hold, but the control scheme
seems a little simplistic.

Bandai commented that the frankly ludi-
crous name WonderSwan is a worldwide
name for the system, with a possible release
in the United States if there are games that
would be right for the market. The system
will cost you 4800 yen (about $40). Fifty
games are currently in the works, with an
impressive array of third-party titles. By
Oct. 1, 30 companies had signed on to make
games for the machine. Games wil set you
back about 3000-
4000 yen (approxi-

mately $25-35) each.
Titles includea

Grandia Il

The original Grandia was an extremely
popular RPG on the Saturn that made effec-
tive use of 3 polygonal backdrops, but with
2D sprites overlayed on top. The mood was
always somewhat “chirpy” by usual RPG
standards, but it proved to be a big hit
Grandia for the Dreamcast (the full title
is yet to be confirmed—as we go
to press Grandia Il s just a
guess) will be somewhat differ-
ent. Already confirmed as being a
“proper” sequel and not a
remake or remix of the earlier
game, detalls are currently very
sketchy. What we do know so far
is that a) the mood is going to be
much grittier and darker this time
around and b) the graphics
engine now makes use of high-
quality 3 polygonal backdrops
AND 3D character art.
Expect to see more details of
this in the coming months. It's
encouraging to see that Sega

couple from popular
licensees—Puzzle
Bobble from San
Denko, Densha de Go
from Taito and Side
Pocket from Data
East. But the most
surprising titles are
from Squaresoft,
Capcom and
Namco—Famista
(baseball), Kloroa,
Tekken, Chocobo's
Mysterious Durgeon
and Pocket Fighter
(which s being
adapted by Bardai).

isn't making the same mistakes as Nintendo
i trying to woo the Japanese market. By
the end of the year there are at least three
quality RPG set for release. Alongside the
high caliber franchise and arcade titles, the
success of Dreamcast seems more and
more assured with each announcement.

Peripheral Visions

Sega unveiled plenty of peripherals to go
along with the system. Here's a rundown of
everything announced so far (with a few
cool surprises).

Visual Memory System - 2500 yen ($21)
Available: 11/27
Sega's hybrid PDA/Memory Card. Plugs
into a slot on the controller and can be
used as a file manager (back-up data) and
a personal viewer (for example, to view
plays during sports games).
Dreamcast Controller - 2500 yen ($21)
Available: 11/27
Sega's Dreamcast controller features both
a digital pad and an analog stick, as well
as seven buttons (A, B, X, Y, L, R and
START).
Racing Controller - 5800 yen ($48)
Available: 11/27
Similar to the Racing Controller for the
Saturn, Sega’s DC Racing Controller is a
sleek table-mounted steering wheel that
works with Sega Rally 2 and (presumably)
all future racing titles. One to check out at
launch maybe?
Arcade Stick - 5800 yen ($48)
Available - 11/27
Again, this one is just like the one that
came out for Saturn at its launch, only
more durable. The stick has a nice feel to
it, and there are six buttons laid out Street
Fighter-style on the top (A, B, C, X, Y, 2), as.
well as a START button. There are no L or
R buttons (presumably replaced in
this case by C and 2). A must-buy for
VF3tb fans.
Mic Device (Provisional Name)
Available - TBD
Similar to Nintendo’s Japanese Voice
Recognition headset for the N4, this mic-
rophone device will allow users to “talk”
to their games. According to the press
materials it can be used as a “voice effec-
tive unit” or a “voice communicating unit.”
Fishing Conlmller (Tentative Name)
Available: Feb. 19
To be launched alung with the port of “Get
Bass” in February, this new fishing con-
troller (which is shaped like a fishing rod)
features a vibration motor, sensor and
reel. Something for the fishing enthusi-
ast...but maybe not “normal” people, eh?
Dreamcast Keyboard - 4500 yen (537)
Available: 11/27
A keyboard for use with the DC to make
preparing e-mail, browsing the Web and
inputting text easier. Invaluable. Entering
text with a joypad isn't fun.
VGA Box (Provisional Name)
Available: 1999
An RGB convertor that will allow you to
hook your DC up to a PC monitor, allowing
for some seriously hi-res game playing
(normal TVs aren't capable of fully show-
casing the Dreamcast’s hi-res abilities).
Puru Puru Pack (Tentative Name)
Available: 1999
The Puru Puru Pack is a force-feedback
pack that is inserted into the second slot
on the controllers. It makes the controller
shake when something like a punch, kick
or crash occurs in the game. It won't
require additional batteries, but why
wasn't this just built-in off the bat?




IS JUST TOO SWEET!

Over 70 wrestlers, including
50 WCW and NWO superstars
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Real WCW theme music

Smoother animations, better graphics,
faster speed, and smarter AI

Over 300 unique wrestling moves

\ wcw W ol

.——-—---‘

Available this October
mmsunu www.WCWwrestling.com
‘I‘H u www.thq.com 3



_Video Game Gossip & Speculation

Uartermann:
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—
As is t#& norm around a big show like the Tokyo Game Show, 2ot of

/(h(mmors become reality. Take a look through this mont's news'and
you'll see vindication of a lot of the stories that the Q and his spies
have dug up in recent months. For the moment—the new wave of
game consoles continues to be the lead gossip out there, so let's start
out with the one evesyorie wants to kn?vg‘asmx.\

The Rumop<PlayStation 2 may be announced as early\ast 1999
and the.dnnouncement will verify all of the other rumors about the
systerfi—namely the DVD drive, the backviard-compatibilty antithe
30 fendering hardware- \
& e Truth - Europeaf games trade newspaper MCX eports that Sohy
will make an%p(oumemeﬂﬁs early as the-next Tokyo Game Show \
/ (Spring 99). e/re?wfalso suggests that Sonywill &e some kind

of formal arinoungément around the time of the Dreamcast launch in
Japan. Thié is all'stuff that Q-Marin Ras-spoken of before, but what is
more interestisig is that the reportin-MCV tontains a categorical denial
from Sohy that the new'copsole will be backward-compatible, Current
i gs to the Rardware specification A%Y\;linue to revglve

(owned by Sony)

re capable of genefating 10 million polygons

ible the power of the D,v‘eamcasl or
/

around a DVD system with progrietary\techriolog

and 30} rendering haﬁawé

a second or more (mare than

currentVoodoo 2-equipped PCs). / /
As an additign to this, s spies spoketo a number of developers

prior to r(is who all dropped hints that paft of their trip wold involve

time with the R&R team at SCETTo talk about lhe;gw ma/china

\ A

\ The Rumor - Prince o 3D was to be reledsed op/Dreamcast untif
"Sony came along-and offered-massive-incentives toRed Orb to can the
preject and run it as'a-PlayStation 2 game only.~ /
TheTruth - A port from PCto-DC would-be€xtremely easy for Red Orb
if it wanted to make a fast buck. If Sony is hungry to spoil things for
Sega thouigh, a game as impressive as PoP3D would be agdod project
to steal. The'@’s sources at Red Orb were adamant thatthe conversa-

tions were startedinthe late summer. __—

The Rumor - Turok won't make the move to Dreamcast...it will remain
a Nintendo and PC-only franchise for Acclaim and Iguana.
e Truth - This one depends-on-who-yot-talk to. The team at Iguana”
that Turok is ifically Nintendo-lead product and
that white they have used e Turok 2 engife as a way of testing the
Dreamcast develapment kits...the game itself wor't ever make the
move. Interestingly, Dave-Dienstbier and his-crew have given some

indications of the power of Dreamcast by comparing polygon counts

between the N64 and potential Dreamcast Versions of the engine run-_-

“hiag at the same frame-rate| Most characters in Turok 2 on Né4 use-
the region of 500 polygons. The same creatures on Dreamcast-Could
each be 10,600-polygons—2,000 of which ¢ould be used fo make up
the faces.of the characters=| ST NN

(
The Rumor - In a related stofy, the Q's spies have learned-that Acclaim—.

has a number of games in Likely candi-
dates being South Park, Extreme G 2, Forsaken 2, QB Club 99 07’2000,
NEBA Jam, or even The real rumor-mill ci i |
Tufok...but you've already réad about that, |
“The Truth - There are four game: ment due for release |
/ around the U.S. launch of the system. No titles have been revealed |
as|yet. |

|
|
The Rumor - Despite announcing an awfully long time ago that there |
wauld never be another Alone in the Dark game on any system, and |
that things would be called quits with a nice, round number three —

it k. Dre

mes like
Rekident Evil? And who could possibly ignore the fact that they own a

\_franchise that's very similar and would benefit from a graphical over-
~—taut?

T Watchrfor Atone in early 2000

'The “Q"

GRRL Gamer!

By Nikki Douglas

Picture Duke Nukem for a moment. OK. Big, tough-looking, Dolph
Lundgren type. Good build, cool sunglasses. Now just for a moment
imagine him in a speedo. Oh, man. Not a speedo. What if this image
and other images of Duke were all over the Net and even encouraged
by some of your favorite (or not so favorite) gaming mags. Duke in
cute little revealing outfits everywhere you turned. You just couldn’t
respect the guy, could you? You'd have to turn your back on him and
say, brother, put on some clothes!

Welcome to the world of the female game enthusiast circa 1998.
We've got Lara, Aya, Red Lotus (who wears a g-string with her
sword), anime cuties like the girls in Final Fantasy VIi and more to
deal with out here and frankly it's getting kind of irritating. So in case
you were wondering what women like, 've made it simple for you by
summing up in five points everything we DON'T like about the cur-
rent status of women and videogames.

Five Things That Turn Women Off to a Videogame

T&A

Theres so much of it permeating our culture that it would be
nice if there was one T&A free zone where women could just enjoy
themselves without having to think too much about their boobies.
We wish gaming could've been that place but | for one still think we
have a chance, because guys who are serious gamers are smarter
than the average knuckle-draggin’, SPAM lover who actually thinks
that Deer Hunter's a challenge. It is to those guys, the brainy ones
with itchy trigger fingers that we implore—make games that women
willlike too!

Kill everything you see

Even though | love first-person shooters, they can get quite
tedious after a while. An FPS with a plot would be breakthrough
because it's cool when you have to do more than actually kill every-
thing in your way. Like maybe, having to think, deduce, strategize.
Now that would be interesting. After all, how many times can you
see some alien dude blow up and smear the walls before it's kind of,
you know, ho-hum?

Dark, dreary, mechanical settings

I'm thinking Metal Gear Solid could use a lttle brightening up—
women understand ambience—we like it too, but every once in
awhile if a game broke with the whole film noir MOODY factor it
would be creative. Like, remember blue skies, maybe a cloud floating
by? I'm not talking flowered meadows or anything, just something
that's organic.

No choice to play a female or male character

There should be an option to play either a male character or a
female character in a game, particularly in an adventure game or
first-person shooter—that's what made a game like Resident Evil so
much fun. Women like to play in a form they can identify with. And
we need more than just Lara Croft and her daisy dukes.

The gross-out

This is just NOT the way to reach women, although some of us
(myself included) do enjoy an all-out bloody fragfest. But for most
women, the gross-out will turn them away from a game quicker than
you can say, “Myst s in the closet under all the old Playboys.”

You see we just want to play too and play games that don’t
mock or belittle us, or that come wrapped in pink packaging for our
protection. Women want to have a good time playing games, just
like guys do.

1 hope this helps. Rest assured you'll be seeing more from me
on the female gamers perspective in the future, but for now excuse
me cause I've got to see if | can find a Nude Duke code for A Time
toKill.

Niki Douglas s the headgrrl in charge of GrrlGamer
(http://vww.grrlgamer.com - www.grrigamer.com), the world's only
gaming publication for women and girls.




NINIENDO 64

owling on the
N64? Shyeah
right, that's a
genre that's
been almost
completely
ignored (except
inr Ten Pin A!Iey and Brunswick
ing), until now that is.
Cvava (it timentis taking
matters (and a bunch of balls)
into their own hands, it seems,

with Milo’s Astro Lanes.
My 2 Cents

Touted as a combination of
At least it's not a

wling and miniature golf,
while not exactly that, Milo’s
Astro Lanes hopes to inject
some much-needed fun into
this non-existent category. In
e i Milo's, you can choose from
Ml Astro Lasies Ie: six strange characters (which
a bizarre sttemptat | nclude big-headed aliens
ot and robotic female bowlers),
something different. six different “nuclear” balls
1t seems as f they're
trying to do a Hot-
Shots-Golf-kind-of-
thing, but the results
aren't extremely.

and three different lanes,
promising, thus far.

You Think The
People In YOUR
Bowling Alley =
Are Strange...

with additional lanes opening

up as you progress. Factor in a “realistic” physics-
engine and it becomes apparent that Crave is
keeping one eye on the future while keeping one
foot firmly planted on the ground.

While it's difficult to figure out exactly where the
miniature golf aspect comes in, this certainly isn't
your average bowling game. More like a mixture of
bowling and WipeOut XL, gameplay is affected by

picking up power-ups while your ball spins

down the lane. If you have friends
playing at the same time (Milo’s supports
four players total), they can attempt to
sabotage your efforts while you try to get
that strike. All sorts of special attacks
can be used to ruin your game, such as
the Bouncy Ball attack, which turns your
ball to rubber, or the Pea Ball which
shrinks your ball, naturally, to the size
of a pea. If that weren't enough, not only,
do you have those nasty opponents to
deal with, you also have to look out for
all the obstacles you'll find

in Milo's Astro Lanes.

Chasms, jumps and

~James Mielke

Onuki is just one of the many unique characters
in Milo's Astro Lanes. Looks a little like the Great

Gazoo, doesn't he? your alley.” Ouch.

If your idea of fun is bowling i
lava, then this game might be

Release
Crave +4 November
Player 1 wton 100 jo0g

Web Address: ww.cravegames.com

Publishe/Developer  PlapersfGenre % Done

One would expect a robot to have an unfair advantage,
but what's with the bug-eyes at the end of the lane?

ava-filled gutters ltter the lanes, so you'll need to
keep on your toes, lest that bowling ball of yours
becomes nothing more than a pile of ashes.

However, the best defense is a great offense, and
with the Booster Ball, the Clone Ball and the mighty
White Dwarf at your disposal, you'll be more than
prepared to deal with the opposition.

The graphics are well-done, if a bit on the purple
side, with a bizarre combination of psychedelic,
space-age environments and bowling alleys from hell.
Additionally, the characters all look good (if a litle
goofy), with nice light-sourcing and Gouraud shading
in place. If you're pining for 10-pin action on the N,
this is probably as close as you'll get to a bona-fide
bowling experience. Just don't expect a hard-core
bowling simulation or you're going to walk away.
disappointed. With a wacky cast of characters and
innovative four-player action, Milo's Astro Lanes might
become the party favorite this holiday season on the
N64. All you need now are the cheesy shoes and
black-and-white bowling shirts! @

You won't find “lanes” like this i
hometown. At least | hope not. :




BEayGANES
Look for these and other BradyGAMES Strategy Guides this holiday season-at Borders.

Call 800-644-7733 to find the Borders store near you.
3ORDERS BB com
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©1997,1998 Square (o, Lid A rights reserved. Square Soft an Fial Faasy are regsterd wademars of Sqare G
ised on the Noel: Hideaki Sen “parste EYE" (Radokawa Horo Busko. Character designd by Tesuya Nomura. Henogeans, Brae Fncer
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WWE War Zone

Acclaim

WWF War Zone

Acclaim

Banjo-Kazooie
Nintendo

NCAA Foothall 99

Electronic Arts

GoldenEye 007

Nintendo

Gran Turismo
Sony Computer Entertainment

Waialae Country Club: True Golf Classics
Nintendo

VNN AW N | =—

Maden NFL 99

Electronic Arts

-

NFL Xtreme

Sony Computer Entertainment

—
o

Mission: Impossible
Infogrames

—
=

NFL GameDlay 39
989 Studios

—r
N

Tekken 3

Namco

Super Mario 64

Nintendo

Mario Kart 64

Nintendo

Mortal Kombat 4
Midway

Tomb Raider

Eidos

Mortal Kombat 4
Midway

(rash Bandicoot
Sony Computer Entertainment

Road Rash 30

Electronic Arts

I World Grand Prix

Nintendo

e TS i T MR R T SR
GM staf.

The Top-20 Best-Selling Games of August, 1998

With the ability to create wrestlers as
diverse and interesting as good ol’
Elephant Sak here, it's no wonder War
Zone is selling through the roof! With
the big football games coming next
month (Madden, GameDay, etc.), will
it be able to keep the top spot?

8.5/8.0| 7.5| 7.5

oan oean | JonR | shawn

WWF War Zone (N64)

Did we call it last month or what?
8 The N6 version of War Zone is
f even better than the PlayStati
one. Itll be around the list for a
while...at least until Revenge hits.

Banjo-Kazooie

It was a brief stay at #1, but it
sure was well-deserved. Who
knows, by this time next year
you may be reading about

Banjo-Tooie in this very spot.

NCAA Football 99

Let the football wars begin! You
lew NCAA was gonna show up
quickly, and we guarantee youll
see Madden or GameDay (or
both!) around here next month.

GoldenEye ooy

1997’ Game of the Year just
won't go away! After all this time,
(well over a year now) 007's
creeped back into the Top 5. We
can't argue with this one...

Shawn

8.0

John R

8.5

Dan

8.0

Dean

9.5

Shawn

9.5

Crispin

9.0

John

9.5

oan

9.0

Kralg

8.5

Dean

9.0

John R

8.0

Dan

9.5

ciispin

9.5

Shawn

9.5

oan

9.0

Sushi

YES 53%

Maybe 30%

Source: Videogames.com Poll October 14, 1998




MAD CATZ. T

R Get behind the w e a
rio Andretti. Mad C: al Force Station® features built-in Dual Force’
d one digital and two analog modes, 270 degree

g
dals,

es built-in Force Pack™ BES'
1 vheel turning radius, stick and foot pedals. B
, they're going fast. Get yours a
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Top 1

Metal Gear Solid
Konami

o
Editors’ Picks

Arl |1

Japan

Top 10 "

as of Sept. 20, 1998

Dragon Ouest Monsters B
ix

Soul Calibur
Nameo

2 Oddworld: Abe's Exoddus @ E 2 Itadaki Street Gorgeous King B 2 Daytona 2: Battle on the Edge

O teractive ix ]

3 i(:nnq;avs @ ‘Po 3 inEkedtMnnsterslPiknmuVnrsiun] E 3 :QLLHHH’EE
ware intendo way

4 Flen X @ * 4 Kido Senkan Nadeshiko: The B\ankn!]hrs“ 4 Gauntlet Legends
Hintendo seqn Har Games

5 Pokémon @ 5 Metal Gear Solid g 5 Street Fighter Alpha 3
Nitendo Konami capcom
Rogue Tri Pilot Ni Narou! Time Criis 2

6 Mt eLr [6mu 2 [6 =%

7 MediEvil B 7 Shining Force IIl Scenario 3 &> 7 Street Fighter EX 2
scen sesa Aikafcapcom
WOW/nWe Blaze 6 Blade Buste Sega Rally 2

8" @m| [8mr= 1| [gu

9 Body Harvest
vidway

ew |9

Namco Anthology 2
Nanco

L2 |9

Camevil
Midway

'lo Spyro the Dragon
Sceh

er

1 o The King of Fighters ‘98: DMN.E.
sw

@

Io Marvel Vs. Capcom
Capeon

Dreamcast

Who and What List

ASC Games
AsCll
Atlus
Bandai
* Mobile Suit Gundam
Bing Kids
* Harukaze Sentai V Force 2
Bizarre Creations
* Metropolis
 Furballs
Bottom Up
* Oozumou (sport)
 Entertainment Golf (sport)
Capcom
© Bio Hazard-Code: Veronica
* Powerstone
Compile
* Puyo Puyoon
Lab

Climax
+ Climax Landers
Climax Graphics
+ Blue Stinger
{

« Aero Dancing (flight sim)
* Great Buggy (racing)
sk
« Aero Dancing
o Great Buggy
Culture Brain
« Hiryu no Ken/Flying Dragon
Daikoku Denki
Data East
ESP

* Shinki Sekai Evolution
Fortyfive
General Entertainment

* PenPen Trilcelon
Genki
Gremlin

* Actua Soccer - Gremlin

* Actua Golf - Gremlin
Hasbro Interactive

* Kitahe (Heading North):
White Illumination
* Elemental Gimmick Gear
Human
Imagineer
* Incoming
Infogrames
* Alone in the Dark 4
* Looney Tunes
* Qutcast
Japan Corporation
* Nijiiro Tenshi
Kagatech/Naxat
* Mahjon,
Kadokawa Shoten
Koei
Konami
Media Ring
Media Works
Midway
* Mortal Kombat 4 Special
Edition
* NFLBlitz

NEC Home Electronics
« Sengoku Turb
Seventh Cross
NEC Interchannel
« Mercurius Pretty
* Monster Breed
Nihon Bussan
Nihon Computer System
Pulse Interactive
Quest
Rage
* Incoming
Riverhill Soft
Sega
« Akihabara Denno-Gumi Pata
fes!
Cho-Hamaru Golf
Climex Landers
Denno Senki Virtual On
Geist Force
Get Bass
Giant Glam: Wrestling
Godzllla Generations
House of the Dead 2
(Naomi)
House of the Dead Side
Story (Naom)
Let's Make Pro Soccer Club
Let's Make Pro Baseball

Team

Project Berkeley
Sega Rally 2
Sonic Adventure
Virtua Fighter 3tb

« World Series Baseball 2000
Shouei System
« Digital Horse Racing
Newspaper Special Tie-In

ieg
o Crack 2

« The King of Fighters '98
Starlight Mary
sting
Taito
Takara
Tecmo
« Dead or Alive 2 (Naom)
Ubi Soft
* D-Jump
« Monaco Grand Prix
« Rayman 2
« Speed Busters
UEP Systems
« Cool Boarders
Victor Interactive Software
Video System
* F1World Grand Prix
Ving Kids
Warashi
« Shienryuu 2 (shooter)
* Dynamite Robo (action)
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VP

WIN INSTANTLY!

lmmpamzusuflul'l immnimulnryumlilfmrfnmm
compete in the North American 0.D.T. Painthall

PRIZE PACKAGE INCLUDES:

Round-trp air fare to and from Chicago, IL from any international airport in North America.

2 nights shared accommodation in Chicago.

 Round-trip shutle bus service between hotel and BlastGamp U

= Entry to BlastCamp and use of paintball equipment and mlmes ot Amercan 007
Paintball Ghampionship.

II.ASI‘WUSA.NHMEII Americz's most wnique paintball field!

*Gontest rules and information availble n stres, in 0.D.: paskages and al yir.odt-game.com
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The citizens of Calli are about to be wiped out by a deadly

epidemic. But to find the mystical green pearl that can save them, you
must run a suicidal gauntlet through a massive tower. There are only two ways
out: Alive and very dead. And there are plenty of hideous creatures in your way who
are voting for dead. One thing's for sure, survival isn't pretty. OR DIE TRYING

« Plunge into the bizarre 3-D worlds of - Make your way through 8 intricate: + 0T, is an intense action adventure - Confront your own mortality with
0D.T. It's part magic, part mayhem. levels and more than 70 treacherous game that lets you choose from four endless fighting combinations, including
sectors. characters — Lt. ke Hawkins, Julia hand-to-hand, weapon or spell combat.
Chase, Maxx Havoc and Solaar — with
different strengths, abiities and
special moves.



(Fecause we're not always going fo be there to hold your trembling, sweaty little hand.)

AT ol There's never been anything ke Intensor. So

= e ity ordertosunive f, youneed to understand
e warned: this is technology wi
& Lol nineh: fuuin-lhin: afew things. Like to begin with, you need to
gut-while-you're-not-looking”  Know what a Sensory Gaming Experienceis.
brand of sensitivity. It's complete immersion. It's intense tactile

19.35"

5

w A_}w ~

1972
-]

10

—— @ ig ITEM

1 | Left 2" Mid-Range Directional

High-Range Tweeter
6 |SoundVolume |
7| Tactile Intensity

8 | Electronics Unit

9 | Heavy-Duty Single Cord Connector
Optional Office ChairBase |
["11 | Optional Subwoofer |

2 | Headphone Jack

feedback. It's being able to see, hear and feel
the game you're playing like never before. All
you have to do is hook it up to the audio jack
of any system, play any game and hold on.
‘You may also want to say a little prayer.

ht 2" Mid-Ra

Directional

Center Mid-Range

Low Frequency Tactile Driver

Fig. 1. A breakdown of what you're up against

Not everyone will have what it takes to

PART TWO

Remember, in this chair
no one can hear you scream.

handle Intensor's patented audio system.

After all, we're talking 5 high-performance
built-in speakers with 108dB output.
Technically speaking, that meansit's really

loud. So for the neighbors' sake, you may
want o s the headphone jack—which you
can do without losing any tactile feedback.
Buit keep in mind— ifyour ears start bleeding,
you should probably turn the thing down.

Punk Band Intensor
105 dB

Jet Engine
90 dB 108d8.

College FratParly
101dB

Fig. 2. At 19 pounds, Intensor is designed
for quick evacuation in the event things

get ugly. (Shaky hands will appreciate the
| built-in molded carrying handle.)




PART THHREE Be advised. With Intensor, you'll not only

hear your games like never before, you'll

Ducking, dodging, whimpering
and other useful gaming skills
you might want to perfect.

You'll feel sensations in places you never
even knew you had. Which means every

also feel them. In your back. In your legs.

engine rev, every explosion, every kick will
seem more real than you may want it to. So
it's important to note that under this type of
extreme duress, screaming in high-pitched
tones for one’s mommy is quite common.

i
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Kidney Punch

Fig. 3a
The Dodge

Fig. 3b.
The Weave

Flg. 4. Artist's conception of Sensor
Gaming's effect on the human heart
Those with heart conditions should
proceed at their own risk

PR SO From movies and CDs to all your favoriie

games, Intensor isn't just compatible with

Fig. 3c.
The Duck

Any game. Any system.
Any medium. After this, nothing
will ever be the same.

your current system, it actually transforms
it. It may also do the same to you. Once
you take a seat, there’s a new awareness.

Fig. 6. Intensor has been known to induce shock. In
such cases, place victim flat on back, elevate legs 8 0 12
inches and call for help. (If victim begins vomiting,
place him or her on one side to allow fluid drainage.)

Sensory

Gaming

Experience

d Dags

Intensor

Flg. 5. Note: Players attempting to
negotiate Intensor on anything
less than a good, stiff spine may be
reduced to a vegetative state.

And there's no going back. It's the gaming
version of the thousand-yard stare. You'll
recognize it in others who've “been there!
Seek them out. Talk to them. This therapeutic
approach can help preserve your sanity.

Inthe event of nervous
breakdown, seek help at

www.intensor.com

Assuming you've read
this carefully, proceed to your
favorite gaming retailer

A product of

(Bsc)




GOOD NEWS: you designed the perfect racetrack




BAD NEWS: it's down there

Build shock-crumpling jumps
tire-bending haitpins. Race
kes or motocros
.

plain wh

ELECTRONIC ARTS”

Www.motoracer2.com




d ==

The Final
Earthworm
Jim Game?

SMlA3l]

6,000

The known number
of species of
earthworms, or

(to use their proper
name) Annelids.

v

arthworm Jim has always been one of
those characters who is surprisingly a
lot more popular than you'd expect.
Although ot in the ranks of the Marios.
and Sonics of this world, he's certainly
a number of steps above the Jersey
Devils, Spyros, Bubsys and Aero the
AcrosBats (remember him?).

After selling some serious numbers on the 16-Bit
systems, it was long thought that due to the lengthy
hiatus, Jim was gone forever. Thanks to Scottish
developer Vis Interactive though, a “final” episode is
set for release before the end of the year. We say.
“final” (because Interplay is asserting the fact), but
chances are that if this one is successful we'll
probably see at least a few more.

+ Lode Runner 64
+ Virtual Pool 64
« Superman 64
« Roadster '99

« Earthworm Jim 3D
« Battle Tanx

« Milo's Astro Lanes
« Glover

Publiher/Developer  Players/Genre % Done  Release

Interplay 1 60

1st Qtr.
Vis Interactive Action 1999

Web Address: www.interplay.com

So what's in store? Well, immediate
can be made from the title; this one’s in 30...thanks
to a fortunate arrival at the third installment in the
series coninciding with the necessity for all Né4
games to be in 3D.

As ever, the underlying concept is a bit on the
wacky side. Apparently, a severe blow to Jim’s head
has sent him completely barking mad, and he now
finds himself trapped within the confines of his own
psyche. Completely unconscious, but trapped within
a world of his own weird fantasies, Jim will have to

explore the 3D platform-like recesses of his
mind in order to try to fix his brain.

To do this he must wander through
“themed” bits of his dreaminess, and each of
the themes deals with certain psychological,
um...thingies. There’s stuff he loves, stuff he
hates and stuff he's always wanted to do
mixed up with lots of things from his memory.
Hence we find characters and situations from
the previous 2D games, such as Psycrow, Evil
the Cat, Professor Monkey-For-A-Head and
Number 4. All this stuff is mixed with The
Bovine Special Elite, which are psychotic,
gun-toting cows (obviously), Disco Zombies—
which kind of speak for themselves and

weirdness like baked-bean lava flows,
supermarket shelves full of corn flakes
and toxic fairgrounds.
The gameplay mechanics are
“{ obviously the kind of thing you'd
\ ' expect from a game of this
N

nature. Jim runs, jumps and

The graphics suffer significantly less from that N64
fuzziness than most other games on the system.

does the usual kind of stuff that goes with the
platform-game-hero gig. Like a number of other
(notably European) recent Né4 titles of this nature
though, the subject matter and humor is what will set
this apart from the Marios and Banjo-Kazooies. Its all
a bit surreal, but it’s nice to see that the whole design
of the game, right down to the puzzles, echoes the
weirdness. This isn't just a game with trippy visuals,
it's weird all the way to the core.

echie Stuff

A mix of polygons and voxels

Unlike many other games in the 3D genre,
EWJ3D manages to look pretty unique thanks
to the originality of its subject matter and the
inherent cleverness of the technology used.
By mixing the usual textured polygons with
voxel technology (volumetric pixels, a way of
rendering graphics that is better for smooth
lines), the overall result is a much smoother
and more “natural”-looking environment. As
you can see from the screenshots, the game
doesn't suffer quite so badly from that blurry,
fuzzy look that so many N64 games do.
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NINTENDO 64
Battle Tanx

Puhlls?lull):velnur WayelslGlnre %Done  Release
300 +4 March
300 Action 70 1999

Web Address: wun.300.com

his winter,
wargame buffs
with an Né will
be able to engage
in brutal tank-
based combat,
courtesy of 300.
Set in the year 2001 AD (00oh!),
the human race has dwindled to
a sweaty-palms-inducing ratio
of 1,000 men per one woman.
Naturally, the women are the most
valuable commodity left and the
men have been reduced to
snarling savages whose only
remaining instinct i to fight.
As a BattleLord, it's up to you to
protect the Queentord (usually a
hot-looking Duke Nukemstyle
chick) from the Tribesmen who
would usurp her and take her
for their own.

Your main line of defense (or
offense, depending on how you
look atit) consists of several
lethally equipped vehicles, like the
Battle Tanx, the lighter but faster tank-cycle, and the
heavily armored Goliath tank. Scattered around the
environments are numerous power-ups (all the better
to destroy your opponents with) such as guided
missiles, flame-throwers, swarmer missiles, mines,

Tank Fightin®
Action,
Don'tcha
Know!

17

There are 17
different areas in
which to engage in
mortal combat. As
with any decent
warfare simulator,

the legendary Area cloaking-devices, turbo-boosters and nuclear

armaments. Health-packs are also in abundance,
51 makes an which is good, since you'll be taking more than your
appearance. fair share of the damage.

As with any decent multiplayer game, there are a
variety of ways to play Battle Tanx. Among the modes
on offer here are the prerequisite Deathmatch, which
you can play with up to three other friends, or solo,
against CPU-controlled opponents. In Battlelord
Mode, gameplay is basically modeled
after capture-the-flag, where the
objective is to capture the enemy’s
Queenlord, while preventing them

from capturing yours. Last Man Mode

is a kill-or-be-killed situation where

you simply must be the last man
standing. Finally, Campaign Mode

takes you through the Battle Tanx story,
where you must find your one true love
over 17 levels of inhospitable enemy
territory, highlighted with hand-drawn
illustrations and “FMV” sequences

Civil war erupts across Amer
males organize militias to (.,...(.,.

The rendered intro features an almost
FMV level of quality using the game's
graphic engine.

Practically everything in Battle Tanx can be blown up.
Why take the high road when you can make your own?

using the game engine.

Graphically, the game resembles a tank-based
version of Vigilante 8, with its fully destructible
landscapes and buildings. Something in your way?
Run over it! Need a path where there isn’t one? Blow a
hole in it! Practically anything in the game can be
destroyed with extreme prejudice, and it's particularly
satisfying to see a four-story building crumble in a
fiery heap as a result of your fine efforts. Your tanks
also take on visible damage (like Destruction Derby)
each time they're hit, 5o keep an eye on those
“health” bars. ‘

With more than 17 different levels to play through
in either Story Mode or in any of the multiplayer
deathmatches, replay value isn't a question here.
What remains to be seen is whether or not the level
design matches the scope of the game's design.

With “arenas” modeled after real-life locations like
Chicago and New York City, it looks like Battle Tanx
has promise.

There's a large assortment of vehicles, ranging from fast
minitanks to lumbering behemoths.



A MIGHTY MARTIAN ARMADA SEEKS TOTAL DOMINATION OF EARTH!
JOIN A BRAVE GROUP OF LONE HUMAN DEFENDERS AGAINST THE RISING
MARTIAN OFFENSIVE! TURN BACK THE RED TIDE OF A MONSTROUS
INUASION FROM BEYOND
‘THIS IS EARTH'S GREATEST HOUR. EARTH'S LAST STAND!

Available at your local retail st
Order direct at store. m—uuun—im
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NIGHTMARE
CONTINUES
~ ON NINTENDO 64




M EXPLORE MEDIEVAL LONDON AS IGNATIUS OR NADIA
) T c— s S S T

ACTIViSioN.

NTER A NEW PLATFORM OF

TERROR AS THE MONSTER

Hrr NiGHTMARE CREATURES.

BECOMES EVEN MORE CHILLINGLY
LETHAL ON NINTENDO 64. WITH

16 LEVELS OF GUT-WRENCHING,
ONE-ON-ONE FIGHTING ACTION,
AN ENHANCED GAME ENGINE,
VIviD, BLOOD-PUMPING NINTENDO
64 GRAPHICS AND RUMBLE PAK
SUPPORT, YOU MAY NEVER SEE THE
LiGHT OF DAY AGAIN.

NIGHTMARE
] N




NINIENDO 64

owling on the
N64? Shyeah
right, that's a
genre that's
been almost
completely
ignored (except
inr Ten Pin A!Iey and Brunswick
ing), until now that is.
Cvava (it timentis taking
matters (and a bunch of balls)
into their own hands, it seems,

with Milo’s Astro Lanes.
My 2 Cents

Touted as a combination of
At least it's not a

wling and miniature golf,
while not exactly that, Milo’s
Astro Lanes hopes to inject
some much-needed fun into
this non-existent category. In
e i Milo's, you can choose from
Ml Astro Lasies Ie: six strange characters (which
a bizarre sttemptat | nclude big-headed aliens
ot and robotic female bowlers),
something different. six different “nuclear” balls
1t seems as f they're
trying to do a Hot-
Shots-Golf-kind-of-
thing, but the results
aren't extremely.

and three different lanes,
promising, thus far.

You Think The
People In YOUR
Bowling Alley =
Are Strange...

with additional lanes opening

up as you progress. Factor in a “realistic” physics-
engine and it becomes apparent that Crave is
keeping one eye on the future while keeping one
foot firmly planted on the ground.

While it's difficult to figure out exactly where the
miniature golf aspect comes in, this certainly isn't
your average bowling game. More like a mixture of
bowling and WipeOut XL, gameplay is affected by

picking up power-ups while your ball spins

down the lane. If you have friends
playing at the same time (Milo’s supports
four players total), they can attempt to
sabotage your efforts while you try to get
that strike. All sorts of special attacks
can be used to ruin your game, such as
the Bouncy Ball attack, which turns your
ball to rubber, or the Pea Ball which
shrinks your ball, naturally, to the size
of a pea. If that weren't enough, not only,
do you have those nasty opponents to
deal with, you also have to look out for
all the obstacles you'll find

in Milo's Astro Lanes.

Chasms, jumps and

~James Mielke

Onuki is just one of the many unique characters
in Milo's Astro Lanes. Looks a little like the Great

Gazoo, doesn't he? your alley.” Ouch.

If your idea of fun is bowling i
lava, then this game might be

Release
Crave +4 November
Player 1 wton 100 jo0g

Web Address: ww.cravegames.com

Publishe/Developer  PlapersfGenre % Done

One would expect a robot to have an unfair advantage,
but what's with the bug-eyes at the end of the lane?

ava-filled gutters ltter the lanes, so you'll need to
keep on your toes, lest that bowling ball of yours
becomes nothing more than a pile of ashes.

However, the best defense is a great offense, and
with the Booster Ball, the Clone Ball and the mighty
White Dwarf at your disposal, you'll be more than
prepared to deal with the opposition.

The graphics are well-done, if a bit on the purple
side, with a bizarre combination of psychedelic,
space-age environments and bowling alleys from hell.
Additionally, the characters all look good (if a litle
goofy), with nice light-sourcing and Gouraud shading
in place. If you're pining for 10-pin action on the N,
this is probably as close as you'll get to a bona-fide
bowling experience. Just don't expect a hard-core
bowling simulation or you're going to walk away.
disappointed. With a wacky cast of characters and
innovative four-player action, Milo's Astro Lanes might
become the party favorite this holiday season on the
N64. All you need now are the cheesy shoes and
black-and-white bowling shirts! @

You won't find “lanes” like this i
hometown. At least | hope not. :




Hey, there are plenty of games for people who
watch football for the theerleaders and half-time
the true fan,

Fu"y Licensed! All 30 NFL hmx,shdmus,mdwnrlﬂﬂlﬂp’mnsudllsﬂmd
Dunn, Troy Aikmn, Junior sm,nmnnms, Sanders,

Wo also inclode the ﬁl Sany. vl team:
{rom ot fou el
(O New Season Features. Now you can play molfi-player games across a
vhole d spot on the Pro Bowl depending on your
season performance.

() New and Improved Coach's Clipboard. Create and
edit your plays on both offense and defense fo feach your
ficnds thein and outsof rea NP footbal,

Ultra-Smart Al! To beat this game you

qo have o not only be a better player but also
a better coach. You have to know what
play to call and when to call .

Gef In The Game! Hear
the trash-aking on the lne,
@Y the chanting of the crowd, the
booming stadiom announcer,
helmes buttng, and the ;
erunch of jarred bones allin i 4 g

Dolby surround sound.

www. VRSPORTS.com

VR FOOTBALL '99. ©1998 Interplay Productions. Al Rights Reserved. The NFL shield design is a registered trademark of the National
Football League. Team names, logos and other indicia are trademarks of the teams indicated. T/©1998 NFLP. Officialy licensed
product of the NFL Players. ©1998 PLAYERS INC The PLAYERS INC logo is an offcial trademark of the National Football League
Players. VR Football ‘99, the VR Sports logo, are trademarks of Interplay Productions. All righs reserved. Statistics provided by STATS,
Inc. © 1988, Al rights reserved. Dolby, the Dolby Surround Logo and the double-D symbol are trademrks of Dolby Laboratories
Licensing Corporation. Al rights reserved. All other copyrights and trademarks are property of their respective owners.

ALL
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Hasbro Interactive October

Interactive Studios memmmu so 1990

Web Address: wwwhasbrointeractivecom

Glover

nce upon a time:
ﬁet A Euud in a land far, far
away, there was
By a wizard who
E" On created all kinds
of potions. One
day, there was
Y B " an accident and it caused an
0Ur DAl expiosion that scattered seven
rystals integral to the kingdom’s
well -being. Luckily, one of the
wizard’s magic gloves survived
the accident and set out to
recover the crystals which had
transformed into rubber balls
to avoid being shattered.
Unfortunately, the wizard’s other
glove fell into an evil potion and
becomes Glover's archnemesis.
A somewhat generic story, but a
very unusual game. You control
Glover who moves exactly like a
person until he
makes contact with
one of the rubber
balls. With a ball in Glover has no problems with shallow water, but deeper

hand, Glover can bounce, throw, slap, £ L A i
ride, push or simply let g0, The various depths require him to ride the ball lumberjack-style.

obstacles you must pass require you to

clear the way without the ball, throw the

ball over and follow later or move at the

came time with ball in tow. Anice reature  ICLICAYA=) a3 B & (o 74V ¥ [eAV/=2Y
is the ability to see where and how far

Glover can throw a ball via a visual flight A glove is a pretty versatile object and so

guide which appears whenever Glover :
\Sabcuttoton arslaptheballiit is Glover. Here are a couple of his moves:

eliminates a lot of the guesswork in
figuring out where the ball will land. At
any time, Glover can transform the ball
into other substances other than rubber-
like steel. Also, depending on the level,
you will be able to turn the ball into
more than just one variation. There are
seven worlds with more than 20 levels
filled with puzzles and obstacles for " o
Glover to clear, Puzzles aren't the only Cartwheel: Ball Point:
thing our hero has to contend with. Tumbling fun Helps when you
There are lots of creatures who are 10sg the ball
obstacles in themselves.

The graphics are very

nice and the levels are
designed differently

from one another.
Considering this is Hasbro
Interactive’s first Nintendo

64 game, it's quite an Double jum Fist:
impressive debut. More so For those high Pound enemies
since this is a full-fledged fedges and switches
adventure title with vast %

worlds as opposed to a
videogame version of a
board game.

Lay Flat: Our
personal favorite.
Glover gets a nap,
but also useful in
later levels as a
dodge move.

massive spinning gear.

There are some tricky obstacles to clear like this
88



CAN YOUR DROID CUT IT?

’

> Can you design a droid with the metle-
and metal-to outsmart the Empire? Can
your droid fread triumphantly through 29
torso-twisting missions to save the Rebel
Alliance from deadly assassin droids?
Open the two-ton door that’s threatening
to (rush»lrs beryllium-bronzed bones? Or
use an Automaton High-Energy Power
Welder to cut through 150 gauge steel?

Build wisely and your droid

should be a:ble to cut it.

So perhaps the real

question is: Can you?

www.droidworks.com

The officil Stor Wars Web site
www.starwars.com

o

© Lcasfilm U 8 TH. Al sighs reservd. Usd under athorization.



Real-time hody impact physics -
blow off arms, legs,
and even heads!

Hunt other players n&:m(nl i
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8D 2nd Qtr.
Big Bang. P 70 1999

I.l]dE ﬂul‘mer ay back in 1983, a funky little

action-puzzle-game called Lode

Finall Runner rocked the computer-
| Inally gaming world with its innovative
| design and addictive gameplay.
Enes 3D Having landed on nearly every
gaming platform in the mid-to-late
— 80, it's no surprise that this itle has finally

- found its way to the N64. Lode Runner 64 takes
all of the traditional Lode Runner elements and
attempts to incorporate them into a 3D world.
Apparently, Lode Runner became stranded on
a foreign planet after having left Earth. With his
navigational system on the frtz, he needs to
gather the appropriate data in order to find his:
way home. The problem is that the people who o
have this crucial information, the. Kabed This isn't your daddy’s Lode Runner. This classic
monks, are a bunch of suspicious punks who ~ §ame from the past has undergone some serious
won't give it up. That said, Lode Runner must ~ plastic surgery.
beat it out of them, while making his way from

world to world, gathering stolen riches (ie., you'll not only be able to carve a path for
gold) along the way. yourself, but youll also be able to trap and kill
Since the game has made the leap into 3D, those red-robed monks (that's Mr. Lode Runner
50 too have the “puzzle-style” levels. Instead of to you!).
simply walking left right, up and down, you can The game itselfis broken down into five
now walk into the foreground and back, naturally,  different worlds, with each world being divided
into the background. The Trigger button fires into multiple stages, with each stage then having
your laser pistol, while the rest of the buttons at least four levels. Gasp! In each level, you need
manipulate the camera, allowing you to better to make your way through a puzzle-type path.
plan your strategy for each stage. Each stageis  Once you've collected enough gold, a portal
constructed of a number of tles that must be opens up that leads to the next level. While you're
destroyed by using Lode Runner’s supply of atit, you'll need to find Nav-cards that will allow
lasers, bombs, drill bits. you access to other worlds. The final objective is
and Brunswicks. to meet and defeat the Boss that controls the five
By eliminating worlds. Once that is completed, then you will

Publisher/Developer Players/Genre % Done  Release the correct tiles, finally be able to retur to Earth. @

crave 4 December
Celris simiatin 100 1905

Mimmeee  Virtual Pool 64

Those of you out there who fancy ‘The worst problem in a pool game is if
yourself a hustler should get ready for the balls don't react realistically when
Virtual Pool 64 from Crave Entertainment, ~hit. This isn't the case in Virtual Pool 64.
developed by Celeris. This 3D pool sim
features several different modes of play which  or APA rules can be selected so
allow you to play a quick game against the each of the modes can have a different style of
computer or a friend, against a series of play (or so Johnny England can feel at home).
computer opponents in a tourney setting or The physics in the version we previewed is
try your skill (or luck in some cases) at trick quite accurate, realistically representing what
shots. There is also a Practice Mode so you pool truly feels like. The analog control adds
can fine-tune your skills and get used to the to this realism: When you pull back on the
sweet (but different) analog control. analog stick and then push it forward, you hit
in most of the play modes, there are nine the cue like you would in real pool. And since
types of pool to stroke your cue to, including 8  it's analog, you can hit it as hard or soft as
Ball, 9 Ball, Bank Pool and Rotation, among you like. Virtual Pool 64 also supports the
others. In addition, American bar, English pub Controller Pak and the Rumble Pak. @



“A fully-loaded fighter...a new kind of fighting game”

-Nintendo Power

“Very unique fighter...the originality shines”
-EGM Players Guide

“Innovative gameplay and variety”
-ign64.com

E...m..j
Rumble Pak & Controller
Pak compatible

Published by:

Super deformed made. Collctall 200 tems o Virtual mode. Choose between classic 2D
‘ fighting or brawl in a fully 3D environment.
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Titus 1 November
Titus Action 60 15

Web Address: www.titusgames.com

Superman 64

tseems only natural that Superman would come
ThE Man U[ out for the N64. After all, he is the most
recognized comic character in the world. Titus
holds the esteemed license and plans to release
SlEEI IS their “man of steel” to the legions of Superman
fans quite soon
The story goes like this: Lex Luther and fellow
P d A d villains—Brainiac, Parasite and Metallo—plot
Kryptonite fog. Superman must put an end to the
R d | scheme, as well as rescue Lois Lane, who has been
ed y. kidnapped by Luther earlier in the scenario.
To aid in his missions of good,
Superman has the ability to fly, walk
and run really fast. He also packs
some mean attacks Including: Heat One of the more interesting portions of the game puts
Vision, Siuper Breath (yow) and & you n the path of a speeding train—ka pow!
wicked right hook. In addition,
Superman’s super strength comes in Sixteen mission-based levels must be cleared of
real handy. Many everyday objects villains before the next level can be entered. Clearing
such as cars, trains, street lamps, a level involves a lot of searching and plain ol"
etc. become weapons via the ol" fighting. Superman’s X-ray vision is most useful in this
over-the-head toss—a classic portion of the game. Looking through walls to locate

Superman maneuver. enemies is a nice option. If only every game offered
this handy feature.

Check out that X-ray vision Having played an early version of the game, it looks

inaction. Of course like Superman could be an interesting play. There are

some issues with control but we're confident the
developers can iron it all out in time for the game’s
release. Here’s to the man of steel making his debut
on the N64—cheers.

Superman would never use
that talent anywhere near
the ladies room.

1 January
Racing 1999

e ——

As Titus prepares to launch another racing game, hooked us with its engaging racing gameplay.
we harken back to how we felt about their first— On the other hand, Roadster 99 looks much
Automobili Lamborghini. The game was a definite better right out of the gate. Sharper detail and
sleeper. It didn't impress at first but it eventually vibrant colors really make the cars and
backgrounds pop. The vehicles look very close
to what they're mndp\ed after- —Pur mg
Lamborghin, etc., only Titus doesn't have the
license tothose Gar<Se thiyie et tob i

Eight tracks featuring mountain, desert and
canyon excursions challenge players to place in
the top three. The challenge comes from trying to
pass on the narrow lanes that permeate the
courses. At this stage of the game's development
it's quite difficult, but we expect it will get easier
before release.

Look for other interesting options such as user-
defined steering and certain graphical nuances
like skid marks, smoke and plumes of snow in
the mountain terrain. If successful, Roadster ‘99
could have its place among the new generation
of good N6 racing games.

As the heir apparent to Automobili Lamborghini, Of course the obligatory snow track has
Roadster '99 has the gift of good lineage as well as to be in the game. Like anyone would
a nice concept to work with. race these high-dollar cars in the snow.



and wOrmbholes

All the reasons you love to ride)
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South Park

Control various characters from South Park in
this 3D first-person shooter from Iguana and
Acclaim due out early next year. Besides using
the 4MB RAM Pak, allowing for incredible
graphics which makes the game look better than
the show, it will have a load of weapons,
including one weapon that aunches a cow,
which lands ass-first on top of someone’s head
and slowly slides down until it engulfs him or
her entirely! Sweet!




Customize your very own AC and submit your artwork on either
a memory card compatible with the PlayStation® game console
or video tape with your official registration card and get a
chance to win $500.0

Contest ends December 11, 1998. For more details, visit
WWw.asci

iient.com or call (650)780-0166.

Welcome to the newest edition in the Armored Core series; Armored
Core: Project Phantasma. Blaze a path of destruction and devastation
through enemy lines, take out secret installations, and pit yourself
against the biggest and baddest ACs you've ever seen. Fully customize
your AC with monster weapons and insane parts. Choose options such
s missions, shop, &-mail, garage, and mulf-player compatbifty.

- 17 brand new missions

b, A
{_ ACs can be outfitted with over 100 parts-weapons, body armor, jump jets, and more
O or fwo)player death match mode available

WL Single player ladder-style fighting circuit against 49 different enemy ACs:
Data from ongmal Armored Core can be utilized and downloaded

For more information: www.asciient.com
Customer Service: (650)-780-0166
-

Strategy guide available at participating retail stores
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* Eight Battle-Anywhere, Fully Destructible Arenas
* Eight Character-Based Muscle Cars, Trucks and More
* Over-the-Top Weapons and Attack Moves

* Unprecedented 3-D Graphics and Effects

* Two-Player Split-Screen Auto Combat

* Behind-the-Wheel or Behind-the-Car Views

Cotning Seon-for Vinfendo 64! : Fully Lo<®




NINTENDO 64

Rogue Squadron

Here's a taste of what to expect graphically from
LucasArts’ upcoming title. With the 4MB
Expansion, Rogue Squadron is looking simply
incredible. Let's hope it plays as good as it looks.
For a load of info on the inner-workings of Rogue
Squadron, check in issue #112 of EGM—you know,
the one with the cool-looking X-Wing on the cover.
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YOU’VE GOT TO HAVE A LOT OF BALLS
TO PLAY A GAME THIS REAL

: (SIXTEEN TO BE EXACT)

*Virtual Pool ... is the

absolute, incontrovertibly

best, most believable

pool simulation available

for any platform." - GameWEEK

*...Play ultra-realistic pool,
without the risk of getting
hustled..." - IGN64.com

. y
E
minc-blowng trick shot
ival any seasoned poolshark!
irtual Pool 64™ puts
Vincredible touch and
precision in your hands. With
unsurpassed, ultra-real physics, you'll control N i
the power behind every break, tap and trick shot! as dlose 1 the real (g @sitgets!

Best of all, with nine exciting types of pool, three levels of difficulty
and two-person, multiplayer support, beginners and
experts will both enjoy the challenge of

Virtual Pool 64.
=
inrenoos [ [ VE,,
@ Celeris * ENTERTAINMENT
VISIT WWW.CRAVEGAMES.COM
1597, 1988 Clris e Vil Poo, -
t5 ; Wiosoas

auistered rademarks ofNintendo of Americalnc.



NINTENDO 64 Castlevania 64

Here are some new shots from Konami’s 3D update of Castlevania, which
should be out sometime i early 1999. This most recent build shows a
variety of Bosses—some bigger than the screen—sweet-looking fire
effects and more Castlevania-type beasts. In addition, the game’s
female character Carrie is playable and has projectile magic attacks.

Asajjeg marnaxg

Survivor: Day One

We've just received additional shots from Konami's graphically impressive
Noah's Ark-esque action game, which is being developed internally
stateside. In it, you control a man who's basically trying to find his other
half—a human female. But that's the hard part. While on your way to
wherever she is, you'll run into a variety of hostile aliens. Lok for this one
by the end of the year.

Quake Il

Rumor has it id was unhappy with the way Midway handled the original. That's why

Quake Il is coming to us late in 1998 from Activision and Raster Productions. Aaron Seeler,
the project leader for the original Quake, is still on board though. The game may support
the 4MB Expansion Pak, but will definitely have an array of multiplayer modes.




The classic blockbuster
hit is back with two
games in one for [
the PlayStation® $
game console!

Wrap up the
original, fun-filled
puzzler Lemmings
and its super
sequel, Oh No!
More Lemmings,
for the perfect
holiday present!

Take on 209 fur-flying
levels with ever-increasing
challenges.

Help thousands of
Lemmings dig, climb, float,
mine and build their way to
safety.

Enjoy hundreds of hours of
fast-paced, irresistible
gameplay for all ages.

Perfect for the whole family!

wwWw. psygnosis.com / 2 [ v ; PSYGNOSS






Packed solid with insane tricks
and treacherous downhill runs,
CoolBoarders® 3 is so realistic
it'll turn your living room into a
half-pipe. Lock into an authentic
Burton® or Ride® snowboard and

i@ PlayStation| -

you're ready to thrash through 34 courses, 5 challenging
mountains and 6 world class events. Feel the wind rushing
by as you pull off thousands of combinations with sick
moves like Misty Flips, Melancholy’s and Sad Air. Throw

in intense fighting action and 2 player -~
split-screen racing and your teeth will be 959,_

chattering long after you've left the slopes. [ ="
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++ SEARS

pocket
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ool Boarder

compete on 34 neuw, beautifully desw%
courses with razor sharp turns,
intinidating jumps, huge moguls,
trecherous ice and more! Tuice as
many courses as last year.

plus get

20°ooff

Levis® L2%

with your purchase of coo uuarders"’
or any other playstatione: game.

I

e o celllm‘a(es o ot e
Not valid with any other coupons or offers, Limit cnie coupon per transaction,
one per customer. Void where prohibited by law. Gash value 1/20¢:

1998 Sears, Roebuck and Co.
I [ \
‘ i
| ‘ | I
I AR IR 08

R577278033851000
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Good fo $5 of th purchase of Cool Boarders: §al Sears Funironics Dopt. stupios |
A 1

1

|
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PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Cool B a 989 Studios logo
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weVls L20"8aggy Wide Leg jeans, whaKis, » &
carpenters and cargos in the mens, soys and juniors mainframe
pepactments in select sears stores

[ m —_——————— - —_—————— -

SEARS furmeonics

Good for 20% off single regular purchase price of Levis® L2?
jeans or khakis with purchase of any PlayStation® game.

=
Playstation Offer valid from 10/27/98~12/31/98. Not valid with any other coupon or offer. ===
B L2® available in select Sears stores only. Sears Sales Associate scan for each | M |8
purchase, if unable to scan, select miscellaneous reduction. | € bi

Vv |

20% el

are trademarks of Sony Computer Entertainment America Inc. Designed and developed by Idol Minds, LLG. Published by




Trip and Vigilante 82 Well, we're afraid

you'll have to wait for the answers to

those questions in coming months. We

) can tell you the game is progressing

nicely and has that old Twisted Metal

feel even though it's being developed
internally at 989 Studios instead of SingleTrac, the
original team behind Twisted Metal and TM 2. Today,
we will explore the question: What's in a name?

It looks as if some of the members of the original
cast are returning with a new art style. They include
Thumper, Roadkill, Mr. Grimm, Hammerhead, Axel,
Warthog and the ever-popular Sweet Tooth. New to
the series are Clubkid, Firestarter, Auger and Flower
Power. In addition, the Bosses Dark Tooth and Minion
are retuming. Expect another Boss and other hidden
cars as well—possibly a semitruck called Dark Side.
All of the cars have a new physics model attached to
them, which 989 says is more realistic than previous
versions of Twisted Metal...well, as realistic as Twisted
Metal can be anyway. Now, when you take corners
fast, jump over ramps while turning or drive over

certain surfaces (like water, sand or ice), your

vehicle will react accordingly.

In addition, all of the cars have their own
weapons and special attacks. Like the previous
games, each car has a standard machine gun.
Special attacks (or combos as they're often called)

are performed with up, down, left, right-type D-pad
movements and a button. Other weapons can be
obtained by driving over a particular icon. Does this

Clubkid

Flreslar(er Flower iner

« Twisted Metal 3

« Tomb Raider 3

« Asteroids
R

« Brigandine

«Bust-A-Move 4

lge Racer Type 4 Sl
« Guilty Gear Wi
«Quake Il . u

ing
« A the Harless * Sdon Madnes
« Monkey + Syphon Filter

* Jackie Chm s Slummixter

5% Done

Punllsnar/l)mlnprv rl-ym/sm Release
989 +4 November
989 Action 80 u

‘Web Address: www.playstation.com

With all of the games featuring an Area 51 level, you'd
think the feds would tighten security at the facility.

sound really familiar? Good—it should.

With these various offensive techniques you can
blow away your enemies with style. Freeze them, then
ay into them with your car’s unique special attack, or
tur invisible and camp out for a couple of seconds
unloading a few rockets toward your enemy. Of
course, a Twisted Metal game would not be complete
without the obligatory interactive environments. For.
example, in Area 51 (how...um, original) you can
trigger four switches inside of an arena. After doing
50, a flying saucer that's suspended in the middle falls
1o the ground, opening up a new area with fresh
power-ups. Other locales to devastate include London

Granny Mr. Grimm

(ena: Warrior Princess

e
+ NCAA GameBreaker 99




(sorry Johnny England), Egypt, a post-apocalyptic Los
Angeles, Washington, D.C. and Tokyo. Other levels
aren't so normal: the North Pole, high above the Earth
in a blimp and...Hollywood, the weirdest place of
them all. All of the levels have loads of ramps, hills,
ledges, holes, secret areas and straight-aways—all of
which make for some heavy-duty car-blowing-up high
jinks. Well, the holes may not be too fun if you fall to
your death—that would just plain suck.

Graphically Twisted Metal 3 has a number of special
effects, best seen when explosions occur and special
weapons are fired. Something noticeable over older

No TM game would be complete without
insane Split-screen Multiplayer Modes.

Warthog Minion

Knock out the switches and open up a
secret place within the Area 51 level.

Outlaw 3

Duke it out on rolling dunes and in the
great pyramids of Egypt. As you'd expect,
there are lots of secrets in the levels.

Twisted Metals are the environment graphics. Levels
look better than they used to, although the design of
them in this early build was a bit chunky. Stil, the
game’s using some nice-looking texture maps on both
the machines and the environmental objects. The cars
also show various degrees of damage when hit. But
when there are dozens of explosions going on around
you, who has time to notice?! All of this action goes
on at a brisk 30 fps, although in this build it slowed at
times. 989 Studios assures us the game will remain at
a constant 30 fps (in addition to an even more solid
physics model) once further tweaking and play-
testing takes place.

Various multiplayer modes will be implemented,
including a Four-player Link Mode (for those of you
who actually own one...and two TV, two PlayStations
and two copies of the game). Of course, a Two-player
Mode will be readily available for us normal folk.
Another piece of good news from 989 Studios is
the implementation of multiplayer-specific levels,
per suggestions made by fans of the other two
Twisted Metal games.

Lastly, look forward to a rocking-good soundtrack
by Rob Zombie, the former Zombie King of the hard-
as-nails metal band White Zombie. When you hear it
you'll agree there’s some-
thing about blowing up
cars that goes well with
Rob Zombie’s music. @

the world..cxcept this

Dark stages make for bright lighting
effects. Each vehicle has standard
weapons and flashy special ones.

e Name Game

Remember, TM3 is no
longer being developed
by SingleTrac, the
company behind
Twisted Metal and
Twisted Metal 2.
Twisted Metal 3 is
being done internally
at 989 Studios, the
same company behind
such titles as Running
Wild, Cool Boarders 3,
NFL GameDay 99, NHL
Face Off 99 and a
number of others.
SingleTrac's “Twisted
Metal” game is called
Rogue Trip and is
available at stores now.

Like Twisted Metal 2, levels in TM3 take you around
e the cities are 989 style.
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Eidos 1
Core Design rivente 80
Web Address: www.eidosinteractive.com

Tomb Raider 3

Release
Nlmnlel

Lara, Some
Triangles, Quad
Bikes, New Ears
And A Multiple-
Choice Ouestion

Don't shoot me! What did | do?

ith the.
barely
contained
excitement
inspired by the
likes of Zelda
"/ and Metal Gear
Solid this holiday season, it’s
easy to forget that there are a
number of other big games
ready for release too, Most
promising in the Christmas rush
is young Lara Croft and her
third adventure. A notable chart
topper every year since the
PlayStation was launched, it
would be safe to assume that
Tomb Raider 3 stands a pretty
good chance of being up there
at the top for just as long as
Solid Snake and his cigarette-
smoking, box-hiding antics.

As we've mentioned before,
you'd be forgiven for initially
feeling that things were getting
out of hand with this particular
franchise. After all, all the Tomb Raiders are starting
to look the same, right? Well, in this case—no. While
the format is the same...the camera tagging along
behind Lara's butt—the execution of both the
graphics and the level structure is completely new.

First the graphics. As we reported in our exclusive
feature back in issue #109, the engine in Tomb 3 has
been completely overhauled. Now making use of
particle effects for smoke, flames and wispy bits of
mist along with some fancy-schmancy colored
lighting, the game looks better than ever. It doesn't
end there however, the thing also runs in a higher
resolution than before, lending it a sharper, more
defined look. Most importantly though, the new team
at Core revised the polygon engine to construct
everything out of triangles. Now this may not sound
like much, but what it means is that much more
organic and natural-looking shapes can be made in
the environments. Take a look at the screenshots and
wou'll natice a curvier, somewhat more believable
look to the environments.

On the structure front, the new Tomb isn’t the linear
affair it was before. While the action begins in a single
location (India), once this
is completed you can
choose your path through
the game. There are 15

Um..Lara, shouldn't you be going the
ol

The texture quality is much higher this time, and the
triangle engine makes things look more realisti

Yeah, OK Lara, there really isn't any need to show off,

OK? Stop it with the gun thing, eh?

levels in all, broken down into five distinct areas.
Having completed India, and learned the clues
revealed there, you can choose the order you wish to
take London, Area 51.in Nevada and the South Pacific

the game.

The London rooftops offer some of the
most notably different environments in







DON'T BOTHER LISTENING FOR FOOTSTEPS
OR ENGINES IN THE DISTANCE, OR
SIRENS THAT WILL NEVER souno.
IN THIS WORLD, THE MOST
WARNING vout
EVER GET I5TH
QUICKENING BEAT
OF YOUR

OWN FEAR.
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LEGACY OF KAIN: SOUL REAVER
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PLAYSTATION

New levels feature more
day-to-day environments
rather than just the
great outdoors.

Look...that'll be a new
move. She couldn’t do
that before.

Jomb Raider 3 cont. |

Islands, before finishing up in Antarctica
for the final showdown. The order in
which you take the central meat of the
game will affect the challenge you face in
later levels, as each area provides different items and
weapons that can be taken on to later stages.

The guts of the gameplay is still your classic Tomb
Raider stuff, But, as you'd expect, things have been
tweaked and gently fondled to provide a more
rewarding experience: The levels are bigger and more
“explorer-friendly” than Tomb 2, and while there are
more weapons available (and a cool Dual Shock
aiming system that utilizes both sticks) the game is
much fess of a combat-fest than Tomb 2.

The vehicles are back too...this time you'll see Lara
straddling quad-bikes, underwater James Bond-type
propulsion thingies, snowcat bikes and in the South
Pacific she'll even go whitewater rafting (and the
graphics are sweet here...lots of particle engine-
driven water effects)

Whether Lara will remain the PlayStation's “number
one for Christmas” game girl remains to be seen, but
believe us when we say Tomb 3 really is a dramatic
improvement over its predecessors. @

An effective
demonstration of
the new lighting
engine if ever there
was one. The flames
cast a realistic glow.
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Mind if | cu

-GamePro

‘most addictive e of 19981

“A great game that's a blast to play and comes highly recommended.”
-Videogames.com

“,..one of the most innovative entries in Playstation’s @dventure category.”
-Imagine Games Network

The Award-Winning Sequel to the Award-Winning Tecmo's Deception

Through the brutal use of brainwashing, the blue skinned Timenoids had
for centuries ruthlessly dominated their inferior human counterparts.
These immortal creatures were ingenious in their plans to create a new

world disorder, cunningly crafting armies of unwary human drones to ( Q (\‘1 R )
infiltrate and wage war against the one race that possessed the power \ -]w
10 end their reign of terror — the human, Their plan backfired, though, - QL \,

when a young woman named Millennia, brainwashed but not brain-dead,
arrived on the scene. This is her story. This is your challenge.

DeceplioN iy

1F

1998 «
TECHO 19260'S. Von Nes v, Toronc, CA 90501




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

Activision 2 3rd Ofr.
syrox stooter 00 958

Web Address: www.activision.com

Asteroids

Wth 3'] B tlooks as if we're finally
| 2 going to get an update
' of a classic arcade game EE33E38 o med
° that does its predecessor
Eraphms And B e mtoo YY)
| developed by Syrox
= Development for
A Lot More  actvision. rees exactythe
same as the old game except
with new graphics and other
innovative gameplay additions.
First, the graphics are the
feature most improved
upon...thankfully, since vectors
just dor’t cut it these days.
Backgrounds are vibrant and
filled with moving elements,
and asteroids are
actual polygons
instead of chunky

Behind the vectors. In fact, now all
Screens of the graphics in the

game are completely
polygonal, with

.

A i

inA ps and the
juhole nine. In addition I've got a bad feeling about this..er, wait. This is
e e explosions, spedgiindie <d Asteroids not The Empire Strikes Back, right? Ohhh,
environmental hazards are huge and feature  ¢5 8 0 | B TR B (O
Asteroids has the original fancy lighting and/or particle effects. On the ying -
hidden somewhere in it. It'll gameplay side, new elements such as power-  then blowing that same something to kingdom come.
probably open up after beating  (ps, “mission objectives” and Bosses have Also look for a Two-player Mode where players
the game, or finding some been added. Some power-ups are standard, compete for points, and a variety of bonus levels
secret. After playing the old such as lasers and bigger thrusters, whereas  which have not yet been implemented.
one again, we found the others are much more powerful and have the
enhancements in the new graphic effects to go with them. There are
Asterolds to be quite fun. different types of asteroids to blow up, too—

some of which react differently if not
destroyed in a timely fashion orif you're
100 close to them—and several different
types of ships to control.

Nice-looking rendered cinemas break
up the action and give a glimpse of
what's to come in the nextzone. Also
before each of the zones, a mission
briefing tells you what needs to be done
to warp to the next level, and what to
look out for while clearing asteroids,
debris and lttle spermy alien things.
Keep in mind, whatever objectives may
be presented, they
basically consist of
ON2HSHY e— ) avoiding something and Didn’t we just see a bunch of movies on the big screen
LY % and a horrible made-for-TV version on TBS about this?

At this point, the proper thing to say Some zones present dangers themselves
would be “I need a clean pair of undies.” like the Black Hole in this one above.







ONLY GAME BIGG

OH MY GOD! SOUTH PARK IS UNDER ATTACK!
THERE'S A GIANT COMET HEADING TOWARD
THE TOWN AND IT'S UP TO YOU TO SAVE THEM!
(YEAH, THIS GAME'S GONNA HAVE SOME PRETTY
#3&1*% -UP 7#$*.) WE GOT ANAL-PROBING
ALIENS, BIG EVIL CLONES, DEMENTED TURKEYS,
AND OF COURSE, TERRANCE AND PHILLIP IT'S THE
ONLY GAME BIGGER THAN CARTMAN'S BIG FAT A**.

™

This game is for mature audiences.

A1 s R




Hello there childrent With this new Cow-Launcher, people  Dozens of sweet environments without HOWDY HO your way through
will really respect your AUTHORI-TAH!  any lame, tree-hugging hippies! mega multi-player action!

AKlaim

www.acclaim.net




PLAYSTATION

Something To

Finally Kick

Gran Turismo's

(EsM
120

Ass?

Check out some of the backdrops. The lighting is
extremely effective.

\ fer reigning supreme as “king of racers”
on the PlayStation for nearly three years,
the Ridge Racer series was finally
toppled earlier this year by Gran
Turismo. It was bound to happen
someday—but Namco isn't happy to
sit back and see SCEE sit at the top
of the heap for long. This December will see the
Japanese release of R4 and a redressing of the
balance. Whereas GT leans very strongly toward the
“simulation” end of things, the Ridge Racers have
always been about high-speed action rather than
technical accuracy. R4 will be no different, but will
push the very limits of the PlayStation in terms of
graphical presentation. Rumored to be Namco's
last game for Sony’s box (because the system can't
be pushed any harder), you can see from the
screenshots that they convey an almost disturbing
level of realism.

R, will see eight completely different courses

and 300 different cars (none of which are licensed,
although they look suspiciously realistic)—although
much of this lies in configuration of
certain models along with their

paint jobs.

Aside from the presentation, the other
big changes are the Multiplayer Modes:
(supporting both two-player split screen
and four-player link-up/split-screen
action) and the new Grand Prix Mode,
described by Namco representatives as
being “RPG- like” in its complexity. Take
on the role of driver, team manager and
coffee boy as you tackle the politics of
running a team between races. We have

yet to see this in action, but hopefully
we'll be able to bring you more
information when we get our hands on
a copy of the game next month.

Two-player s
B

ink-up play is supported this time.

About time too!

screen and four-player

Release

Publisher/Developer  Players/Genre % Done
Nacmo - statr.
Namco Racing 60 1o

Web Address: ww.name.com

The new graphics engine allows for some incredibly
realistic lighting effects.

Check out the buildings..you wouldn't
believe this was a PlayStation game if
you didn't know better.
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Bomberman vs. the Dark Fn(ce Bombers

™
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Ultimate .
5 Player
Party
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Publisher/Developer  Players/Genre % Done  Release
Atius 2 November
Arc Systems Fgning 100 1008

Web Address: www.atius.com

Guilty Gear

Dirty Fighting
Fun With None
Of The Guilt

My 2 Cents

I've been tracking
this game since it first
reared its head at the
Tokyo Game Show a
yur and a half ago.

showed promise
then and it totally
delivers now. I'm
still dissecting the
intricacies of the
fighting engine (read
it in my review), but
I'm impressed so far.
The biggest surprise
though is the sheer
amount of stuff that
flashes on the screen.
This is thy of
action that was
‘missing from the
neutered PlayStation
Marvel fighting games
from Capcom. The
music is very good
to boot. It'll be quite
a showdown.

=Sushi X

Flame on! It's common
knowledge that swinging
a2 metal blade really

fast produces a

blazing inferno.

W ssasin
V&YEMK !L")zl i}

hen it comes to
2D fighters, the

PlayStation has

always had a

bad reputation.

Limited RAM and
a processor that
was nﬂl spenncaw designed for

named as
suspec(s since the system was
released. Luckily for fighting fans,
Arc Systems was unfazed by all
this and unleashed Guilty Gear.

Choose from 10 characters
ranging from a diminutive old man
10 a giant warrior who can easily
give the Incredible Hulk a run for
his money. In addition to the
regular cast, there are hidden
characters who will be selectable.
All the characters fight with some
sort of weapon except for the
giant guy who just uses his rather
large fists. Speaking of fists, you'll
be able to feel the full impact of
those crushing blows courtesy of
dual-shock compatibility. Of course the big draw
of Guilty Gear is the graphics and animation.

The style is reminiscent of the Street Fighter Alpha
series with vibrant colors in both the characters
and the backgrounds. The look of the GG characters
is still noticeably different due to the lack of
pronounced black outlines which results ina
rougher, almost blurry edge. There's nothing

wrong with it, but it's definitely a style you'll either
love or hate.

The special moves are very eye-catching and often
result in bright lighting streaks or some form of
pyrotechnics. Even some of the regular attacks
produce great visuals like after-streaks and gushing
blood. With all these things happening on screen,
it's easy to get lost in the frenetic pace of the
fights. Its also amazing that the characters can
animate well since the effects usually suck up
valuable memory. The fighting engine fully
supports wild combos that enhance the
colorful effects that result. Can this
scrappy newcomer take the crown as
the best 2D fighter on the PlayStation?
Sushi and the crew will decide. @

Me like to smash
little man with my
large hands. Me
hands so fast, it
look like | have
more than two!
Hargh!
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f 5’7 Drive Yourselt
;2=  UpThe Wall

@ More than 200 levels of uddictive puzzle madness
provide hours of challenging gameplay

@ Innovative 3D platforms allow you fo flip the
& playing perspective 360 degrees

3 Pick up coins, gems and fruit, and dodge
@ countless perilous obstacles

Test your memnr(y against o friend in the
@ 2-player "Copy Cat" mode
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No One
Thought It
Could Be Done...
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long time ago Quake was supposed to
come to the PlayStation but never
appeared. Why? id Software (the
creators of Quake on the PC) couldn't
find a developer to make a playable
demo that met their high standards.
it's no surprise really, considering
how intense Quake's graphics are with all of those
fancy polygons and effects. Yeah, the PlayStation is a
powerful machine but it's ot that powerful—is it?
Apparently it s, considering Quake Il s on its way to
the PlayStation from Activision and Hammerhead
(with approval from id).

So what's the focus of all of these companies
working together to make one product? Marty
Stratton, producer for Quake {1 at Activision, puts it
best: “Quake I [on the PC] has a great feel, a great
flow, and that's really based on the design talents of
id. So what we are doing with Quake Il is taking the
existing levels...and keeping a similar flow but
making them very playable on the PlayStation.”
Hammerhead, most recently known for Shadow
Master, is the only team that successfully created
a demo of Quake If for the PlayStation—one that
also impressed John Carmack, head dude over at id
Most everybody involved with the project prior to
Hammerhead’s submission thought any Quake game
on the PlayStation would be extremely difficult—if
not impossible.

From what we've seen so far, Hammerhead is doing
Quake Il incredible justice—with a speedy 30 fps
frame-rate, 512x240 resolution, great-looking levels,
incredible mobile-lighting effects (which means when
you shoot a bright weapon down a dark hallway, the
walls, floor and ceiling light up as the shot

travels down the hallway), a good

number of polygons and most
importantly a two- to four-player split-
screen Deathmatch Mode (yes)). In fact,
the only thing lacking in the revision

of the game Activision recently showed

are enemies. They are in there mind you,

and there will be more implemented as
development progresses, but in this

EARLY revision there weren't many.

bad guys around.

The finished version of Quake Ii

will have 20-30 levels and around six

arenas. In

Publsher/Developer Flavtrslﬁenu '/nﬂlme Release
Activision 60 ey
Hammerhead ﬁm~nrsau Shooter 1999

Web Address: www.activision.com

What's this—Quake Il on the PlayStation? It's a reality
thanks to Activision, Hammerhead and the gurus at id.

PC version (or maybe new weapons if they decide to
change them). What's different in the PlayStation
version? Since the PS has memory limitations when
compared to a PC, some levels may have to be
smaller or splitinto two medium-sized areas in order
to fit them into RAM. Also, there should be unique
four-player deathmatch maps for the PS version,
possibly a new monster or two (maybe a Boss or
sub-Bosses) and Dual Shock support. Although it's
not set in stone, the Dual Shock will allow for a
“mouse look” control scheme where one analog knob
controls where you're aiming while the other controls
where you're moving (similar to GoldenEye and some
PC first-person shooters).

One interesting feature Hammerhead will add if it
doesn't adversely affect gameplay or the frame-rate
are bots. In case you're not
familiar with what bots are,
they essentially allow you
o get into some multi-
playeraction without
your sweaty friends being
around. Hammerhead is
still not sure of how many
players, bots and/or
enemies can be on the
screen at once without
the frame-rate suffering
though.

For more info on Quake
take a lookin the
November issue of The
official US. PlaySmlmn

The percent-chance
people thought
Quake I had in
actually coming

to the PlayStation
due to its intense

addition, the game will
have all of the enemies
and 10 weapons from the

a Croft
on'he Gover—for an

depth feature on the game
with a whole lot of info. @

graphics on the PC
side of things.

Quake Il on the PlayStation may feature
capture the flag and every-man-for-himself
Multiplayer Modes.

“Uh, look guys..| wouldn't call myself an
intruder per say. Think of me more as a
permissionally challenged visitor.”

The xpena(ular l:glmng effects in
Quake Il will have you mesmerized as
enemies empty clips into your gut.

&




You are Ethan Hunt, operative for the IMF. . .
Your mission, should you choose to accept

it, is to work your way through five perilous
missions with twenty levels of heart- y
pounding action.

o

Impossible? You decide. . .

Five missions for twenty levels of action and
adventure! Experience the intensity of an
international whirlwind of adventure and intrigue.

An array of mind-boggling gadgets and weapons are at
your disposal, including the illusion-inducing Face-Maker!

Dazzling multiple third-person perspectives with zoom
puts you rightin the middle of it all! Features the classic
Mission Impossible theme music!

N m INFOGRAMES ENTERTAINMENT. INC.
333 W. Santa Clara Street. Ste. 820
RISSIGH:IHFASSIBE | Swmiees Choss
Phone: 408.289.1411 Fax: 408.289.1889

www.INFOGRAMES.net
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- Eidos 1 75 December
G'ED Crystal Dynamics Action 1998

¢}

Web Address: www.crystald.com

‘ kuji the Heartless,
Do You Do ple &
aware, is being
7 developed
V[]UdDB. by Crystal
Dynamics—the

7, S8 very same
NU, | Dun[ ﬂg ShaHgiha broughtlis Gexin i

varied guises. Gex=3D action

Voodoo. But  Adi-eerviniremi™5

God)—| but it does use the same

‘ I I] I] J d graphics engine.

‘ 0 U0 Judo Fortunately the teamat Crystal

‘ has completely overhauled the
engine from Gex: Enter the Gecko
50 much so that you'd be pretty

hard-pushed to tel. Its not quite
My 2 Cents the complete hot-rod job that the.
forthcoming Legacy of Kain: Soul

I don't know about Reaver is, but it is noticeably

you, but I'm getting improved. Akujis levels are filled
a bit sick of these with atmospheric lighting, moody.

runny-jumpy-hiti eliegts. dark and foreboding i

S creices and chooky bifs—certainlynot theKiddof . ‘TheGex engine has been changed foaccommodate the
| think that most ambience that damn wise-ass gecko ever managed to  darker, more malevolent look to the game.
bralbhere bele ety generate, Akuji's characters and environments are

ik hitene el n also far more solid-looking with some detailed which looks uncannily like a

what is possible to do textures creeping up throughout. Underneath it all, 32-Bit 3D action game—

with the PlayStation it's stilla run-around, jum-on-things and (i this case)  ~ where he must hook up with

S fanatiasinoldoy hack-th little-pieces-bef p the souls of his ancestors,

goes. From now on, it's them job, but it does have a style of its own. and | dunno, chug some beer Practitioners of

s What sets Akuiji apart from the deluge of similarly ~ with them or something. Noodee Gelleve that
styled games set to hit the shelves this Novemberis  Oh no, he's got to se their ' nothing in the world

the subject matter. Something that a lot of games due ~ power to break the barriers truly has a life of its

for release this winter will suffer from is simple between hell and Mamora. own and that the

overkill. There are so many character-based 3D games  The gameplay itself is o sl

Kicking around that it's reached the point where as pretty much what you'd nt1Ey: Inwhich ail

soon as a game is released, it’s forgottenabout. To  expect: 30 environments, e et

try to ensure that doesn’t happen here, Crystal has big spooky monsters, power- (e A8 R COCR S

eschewed the usual cute, fluffy bunny approach to ups, simple “puzzles” (pull |16 SET (HOSEER

3D action titles and has gone for a somewhat more,  this lever, hit that switch) st

mo
difference. While Akuji
is hardly innovative in
terms of gameplay, at
least it makes a bold
step with its content
and tackles some
darker and more

and lots of voodoo-inspired W
“adult"” themes than Take the story for example. Akui s about to get violence and magic. Itmay | Which tansiated
your usual Crash/ married to a girl from another tribe—their union not score many points for TReans gy ol ENo s or;
Gex/Tomb Raider will ensure a lasting peace in the land of Mamora. For originality, but at least it as often interpreted
wanna-be. an unexplained reason, Akuji’s brother doesn't like carries it off with a certain YOu;£00.

~John Davison the sound of this so he sets about killing everyone at  amount of style. @

the wedding in the messiest way possible (the intro
shows the aftermath of the massacre with blood and
200 everywhere) before ripping Akuji’s heart out in

avoodoo ceremony (the “heartless® —geddit?)

Nasty huh? Aki then banished to hell—

A-aa-a-a-choo! Akuji learns that sneezing with a
nosebleed can get a bit messy.
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PLAYSTATION

No More
Monkey
Business!

My 2 Cent

This game has a lot
of character (no pun
intended), and could
appeal to a wide range
of gamers. The thing
that this game really
needs is analog
control. The regular
D-pad just feels too
sluggish. Speeding up
the gameplay wouldn't
hurt either, but analog
compatibility is really
the key here.

~James Mielke

Publisher/Developer Players/Genre % Done

Release
Take 2 1 75  damry
Blam! Adventure/RPG 1999

Web Address: wwtake2games.com

Monkey Hero

oosely based on
the Chinese legend
of the Monkey Hero,
Take 2 Interactive’s
game of the same
name places you
in the role of the
primate protagonist and thrusts
you head-first into an overhead
action game of mythical
proportions.

Taking place over the course of
three different worlds (the Dream
World, the Waking World and the
Nightmare World), you must take
the Monkey Hero on a journey to
the Nightmare World, where the
creatures of the night are using
children's dreams as a conduit to
the Dream World. Born of the Five
Elemental Spirits, the Monkey
Hero was raised on the Waking
World by a wise old Sage who
tutored him as his student. Armed
with the knowledge of Magic and
Battle, the hero went off to defeat
the invaders of the Dream World.

Playing ina manner similar to the original Zelda,
Monkey Hero can be vaguely described as an action-
RPG. While the RPG elements are stripped to the
barest essentials, the action and exploration aspects
can't be discounted. This game is all about roaming
the huge dungeons, caves and forests. During his
travels, the Monkey Hero must find keys to open
treasure chests, keys to open doors that lead to raoms
that hold chests that hold keys to other
doors, and 50 on and so forth. Occasion-
ally you'll throw a switch that will lead
you to other keys, but you get the idea
What might not be so obvious is the
plethora of hidden items in the game that
must be uncovered through clever ways.
For example, at some points in the game
itis too dark to see and Monkey must
locate and capture some fireflies in order
to navigate the darkness. Another situa-
tion is where he must light a candle that

he can use to burn a bush that
hides a cave. Other, more
complicated puzzle ele-
ments such as stacking

This is the Monkey Hero. Why is he called that?
Well, he’s amonkey, and, apparently, a hero too.

blocks to get to out-of-reach places are found in the
dungeons as well.

Scattered throughout the various places you'll
explore are numerous enemies. Defeating these
creatures can be accomplished in many ways, like
pushing a bookshelf over onto an enemy, or simply
whacking it with your bamboo stick a few times.

The graphics are a sharp blend of 2D sprites for
characters and fully polygonal 30 backgrounds.
Although the game seems a bit dark, the levels are
unique, look good and are light-sourced too, giving
the game an almost Klonoa-level of quality. The
game’s speed needs work at this point, and the
implementation of analog control would help Monkey
Hero's overall feel. The D-pad is OK, but they really
need to give this guy the quicker-picker-upper—Dual
Shock compatibility. If developer Blam! can iron out
the few issues present, they might have a sleeper hit
on their hands, The character is great and the premise,
while a bit worn, provides enough of a vehicle that
even skeptics won't mind, Lok for Monkey Hero
sometime in January.

This librarian will freely give you advice
as to what you need to do next. That,
after all, is what librarians are for.

This is what happens when you drink
too much Kool-Aid. Strange floaty-balls
start hovering around your face.

There are a number of simple puzzles to
solve in Monkey Hero. Usually they involve
pulling a switch.



From the publishers who brought you
Kartia, Persona, Ogre Battle and Tactics Ogre.

to alter the course of your country’s destiny! |

with each of the five characters!
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ACTiVision.

Strut your bad self through 20 intense levels
of sweeping rivers and dense bamhboo forests

on your quest to defeat the Dragon Master.

Take on lethal animal enemies inspired by
Chinese legend, indluding muscle-bound snakes

and ferocious wild boar.

Send them flyin’ with over 100 character
moves and authentic Kung Fu attacks like the

Leopard Pounce and the Monkey Roll.

Then, unleash your tiger attacks, and finish ‘em

off with thrashing claws and razor-sharp teeth.

AL CLAN BATTLES

RS S RS

ENTURE

TaiFu-—putting the “FU" in KungFu.

& 5
NFU
Wreath 6? tha\Tigar

That's Chinese For Kick Ass.

w.activision.com



PLAYSTATION

The Charlie Chan
0f Chop-5ocky
Hits Home

My 2 Cents

1t's about time that
Jackie Chan had his
own videogame on

a next-generation
system, and what
better platform than
the PlayStation? After
all, he's the epitome

of the term “living
fegend,” and conven-
fently enough, an
action hero. Although
it's a little cartoonier
than one would expect,
it nevertheless
captures the spirit of a
Jackie Chan movie,
and looks like it will

appeal to many of the
man's fans.

~James Mielke

have to look in the

134

Jackie wi
d-mdzn places for his film reels.

hop! Ka-pow!!
b Krrakk!ll Hi-
yaaaallll Those
are the sounds
usually associated
with:a man by the
name of Jackie
Chan. Yes, THAT Jackie Chan, the
Drunken Monkey, the Charlie
Chan of chop, the sultan of slam.
The martial-arts madman who
does all his own stunts has been
the obvious choice for a video-
game for some time now and
thanks to Radical Entertainment,
your favorite wise-cracking kung-
fu fighter will be heading home to
your PlayStation just in time for
the holiday season.

It seems as if someone has
stolen the reels to your latest
blockbuster, appropriately titled
“Stuntmaster,” and it"

Jackie himself to retrieve them
from the thugs and hoodlums who
would try to stop him. However, it's
not just as easy as that. Apparently, during the
ensuing chase, a substantial number of the reels have
gone missing throughout the city, and these must be
found as well, or else Jackie’s fans won't be able to
check out his latest kung-fu-fest. We wouldn’t want
that now, would we?

Setin fully explorable 3D environments, such as
Hong Kong-style cities and moving subway trains,
Jackie has plenty of places where he must search for
his missing film. Strangely enough, the reels can be
found on top of crates, catwalks, store canopies and
just about any place you can think of. Also hidden (or
not) in every dark nook and cranny are the endless
supply of goons and troublemakers who'd like to

grant Jackie an early retirement.
Foitinatel o you Jackis o siouch
in the fisticuffs department and can
utilize a large number of attacks while
disposing of these scumbags. As you'd
expect, Jackie has high attacks plus
low/medium attacks which are executed
using only the Circle and Square buttons.
| The X button controls the jumping and
the Triangle lets him pick up items.
Fighting is reminiscent of an old-school
side-scroller like Final Fight, although

“Why, don't mind if | do!” says Jackie, as
he takes a swig of “root beer” before
going all “drunken-monkey” on this ninja.

% Done.

st Qtr.
45 o5y

Publsher/Developer _Playrs/Genre Release

1
Action

Midway
Radical/Candlelight

Web Address: www.midway.com

This guy’s just mad because Jackie laid out his pal.
Nothing to fear, however. Jackie wins in the end.

everything moves in 3D. Other levels, like the subway
challenge, test your reflexes in other ways, as you
attempt to keep from getting creamed by oncoming
obstacles as you ride on TOP of the subway train.
Hopefully the rest of the game features a similar
level of variety.

Graphically, the game is comprised of large 30
levels, where the intelligent camera system pans to an
angle that's appropriate for the situation. Areas like
the first “Chinatown” level look very authentic and
lend a credibility to this lighthearted game. The
characters, on the other hand, have a kind of Play-
Doh appearance (including Jackie, so don't expect a
“Lei from Tekken 3" level of detail here), but
presumably this was to keep things moving smoothly
and quickly, and it does. Nice lighting effects and
easy pick-up-and-play action round out the package.
Due in stores sometime this winter, fans of the man
might want to seriously investigate this promising
title. This is, after all, Jackie Chan.




Publisher/Developer  Players/Genre % Done  Release
Aius 1 g  lovember
Hearty Robin Strategy 1998

Web Address: wwwatlus.com

t's safe to say
that there is no
shortage of
strategy games
on the Play:
Station. The
latest contender
to throw its hat into
the ring is Brigandine
from Atlus. Touted as.

to movpome the best
elements of each of

different characters
who all have different
motivations for uniting
the land under their
sole rule. Each have
endings and available
side quests that add
both new sto

nuggets and

ial items

The battikbighesaie played out by 30 polygonal charact
and monsters. The results are smoother animatiof
lighting effects that reflect off the combata
other games, the size of the characters and monsters are
proportional to each other. A Dragon will be substantiall
larger than a Knight and a Golem willbe about half th
raphics in the game
as the ones in battle. For instance, 0
game genre Brigandi
been able to get a
prite-based batt
map graphics
, the story and
overall challenge will
determine if Brigandine will
be a worthy entry into th
crowded field. @

This Golem is
going to have
a really bad
headache in
the morning

lightning.

v

BLaCK
SPABBATH

THE ORIGINAL MEMBERS OF
BLACK SABBATH TOGETHER AGAIN

OZZY OSBOURNE
TONY IOMMI
GEEZER BUTLER
BILL WARD.

* 2 NEW STUDIO RECORDINGS:
4PSYCHO MAN" AND “SELLING MY SOUL."

% 16 ALL NEW 1997 LIVE RECORDINGS
OF THEIR GREATEST HITS

* 28 PAGE 4-COLOR BOOKLET/
EXTENSIVE LINER NOTES/RARE PHOTOS

* 2 CDS OR 2 CASSETTES AT A
SPECIAL PRICE
LIVE RECORDINGS: PRODUCED, ENGINEERED AND RECORDED.
Y THOM PANUNZIO, MIXED BY/BOB MARLETTE,
STUDIO RECORDINGS: PRODUCED, ENGINEERED AND
MIXED BY BOB MARLETTE,

& =
——

5 A TRADEMARK OF SONYMUSIG ENTERTANMENT INC.|
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BV

NOW THAT'S A GREAT IDEA!




PLAYSTATION

Look Out Lara,
Here Comes
Xena

Proof that even Xe
Warrior Princess enjoys
avigorous and deadly
game of Decapitato
every now and again.
“DECAPITATON"

hile the debate
on whether or

not Tomb.
Raider's Lara
Croftis a strong
| woman rages on,

S even in circles far

beyond the videogame industry,
it's clear that no one in his/her
tight mind would question the
power of TV's Xena: Warrior
Princess. And if a character’s
strength is any sort of measure of
a game’s worth, Xena’s about to
give o’ Lara a run for her money—
because she'll soon be joining her
in the 30 action-adventure playing
field in Universal Interactive’s
Xena: Warrior Princess (with
the working title appendage
“Horrungus Among Us") for
the Sony PlayStation.

The story behind the title
puts Xena and her long-time
“companion” Gabrielle in the way
of a devious plot concocted by
Xena's old nemeses Calisto and Ares, the god of war.
The evil duo has raised a titan from infancy—the
three-headed monster Horrungus—intending to
control the incredible power it will have when it grows
up, unleash it upon the world, and rule what's left—
isn't that always the way? To test out the nearly full-
grown beast, Calisto and Ares have captured Gabrielle
and intend to either force Xena to help them or make
the creature destroy both Xena and Gabrielle. Along
the way, Xena wanders to places like Sisyphus’
fortress, Pinnacles’ temple, the home of the Amazon
Birdwomen, and Hades Castle, and she faces such
enemies as ogres, evil druids, dragons
and Hades’ minions, before confronting
Horrungus itself. And then Calisto and
Avres wil, of course, still be waiting in
the wings.

Xena fans can expect the game to
show more than just characters and
places from the series, because Lucy
Lawless (Xena) and Rene 0'Conner
(Gabrielle) voice their characters’ parts
and had their faces texture-mapped for
the roles—although the animation is
done by hand instead of through motion
capture. Theme music
and sound effects are
used as well, The

Publisher/Developer ~Players/Genre % Done  Release
989 1 50 M
Universal Interactive  Action 1999

Web Address: wwwplaystation.com

Nothing can stand in the way of Xena: Warrior Princess
when she's searching for her special friend Gabrielle.
Now that's what we here at £GM call a strong woman.

gameplay is said to be like a more action-oriented
version of Tomb Raider, with Xena acting out her
adventures in a 3D world, followed by an intelligent
camera that always puts her in the center of the
screen. Her movesinclude punching, kicking,

jump kicks, sword and staff fighting, and Chakram
throwing (her metallic bladed “Frisbee”), as well as
the special Hong Kong action-movie moves seen in
the series, such as hanging in the air to kick an
apponent in the face repeatedly. Look for 100+
animations in the final version. More than 20 levels
are currently planned for the game, requiring you to
Jisit some of the Scenarios more than once. Secret
levels and characters are also present, found through
means unknown at this point.

Gameplay will be similar to Activision’s Tenchu,
since some scenarios require more stealth-type
movement rather than out-and-out fighting. For
nstance, in one level, Xena has to break into a
fortress guarded by platoons of archers and
swordsmen. If she marches in directly, she might find
nerself full of arrows. But if Xena sneaks up and
ambushes the warrlors one by one and then uses the
Chakram to take out the archers at post in their
‘owers, she should be able to get in unscathed.




Publisher/Developer ~ Players/Genre % Done  Release

Natsume 2 November
Taito Puzzle 90 oo

Web Address: www.natsume.com

an't get enough of that pudgy green dinosaur
with:a penchant for busting balls? If not, then
your fix is in, because Natsume is bringing over
st addition to Taito's bubble-popping
A-

t- .
onsists of your player attempting to
ored bubbles that endlessly
descend from the ceiling. If the bubbles manage to rt

While you might wonder what Taito could possibly add to
the already fine-tuned game-engine, there are a few extras
that might tempt you
into entering the world
of Bust-A-
again. There’
chain-reaction system
that will let you pop
more than one color at
atime. There’
new Pulley sy
adds a new dimension
to this game by
balancing the bubbles
on two ends of a

]‘wnm 010 Y00 012 @[

Get ready for some good, old-fashioned
trash-talkin’ matches. Look at how this
grey dragon taunts our poor hero.

scale. If one side
touches the floor, your
game ends.
There is also the
Edit Mode
. Along with Edit Mode
C: mpmu Mﬂda Two

ich
allows you to construct your own le
are the standard Puzzle Modes, V:
player Mode and Challenge Mode. Also, a Grade Recognition
system reviews your performance and gives you one of 20

different rankings, based on your or lack thereof.
With 10 diffe

Bust-A-Move 4 gives you plenty of c

lly rhe(s [nr c ymum
purposes only. The
addition of Dual-
vibrations adds a

\Vh\\e o radical
» have been made
the tme proven
formula, BAM fans will
more than likely find
plenty to like about th

stallment. @

BAM 4 adds
force-feedback
via the Dual-

actually very
fective.

ITLL KNOCK
YOUR SOCKS
OFF.

™ 6 extra powerful motors
respond fo PlayStation
vibration function and
N64 Rumble Pack
games

i 4 vibration
sequence settings
allow you to
choose the
action

 Adjustable
straps—one
size fits all

PlayStation and
N6 vests sold
separately.
Patent pending

REALITY VEST

GET A VEST & GET INTO THE GAME

FOR PLAYSTATION AND NG64

Nuby Holdings Corp.
35 Main Street
Pelerborough, NH 03458
v ubyoninecom

L ——
=

Nt and Rumble Pack are Y HOLOINGS CORP.




Available at vh\ir\m :
Order direct at store.gtit

Reject the tyranny of gravity with the power of the GEMBlade! Presenting the latest
in hoverboard technology. The tool by which you will defy all laws...

including the law of gravity! This is racing in the pursuit of pure adrenaline.
No authority. No rules. Ko limits. Just Streak.

GT Interactive
Software




cut your umbilical cord to mother earth

Pull off wicked stu
stoke your confidence & boost your power!




PLAYSTATION

NBA Live 99

Publisher/Developer Players/Genre % Done  Release
Electronic Arts 8 60  Movember
A Sports Sports 1998

Web Address: www.easports.com

s not easy developing a basketball game. First
of all,there’s two types of Sports-game fans to
appease when you make a sports game: the
sim:freak, and the arcade-nut. The sim-freak
wants the detailed stat-tracking and meticulous
attention to detail, while the arcade-nut wants.
no-holds-barred action and thrills. It's usually
impossible o do both things right and come up with a
game that will satisfy everybody. More often than not,
titles like this wind up being good at nothing in
particular and less satisfying than if they merely
concentrated on one style of garne.

EA Sports hopes to change all that with the release
of their newest basketball title, NBA Live 99. Now,
anyone who knows EA, knows that they sually throw.
everything but the kitchen sink into their games, but
have recently had difficulty making the transition
successfully into 3. However, with Madden 99,
and now NBA Live 99, it seems as f they're ready
to put all that behind them, as Live 99 features some
of the most gorgeous basketball graphics on the
PlayStation yet.

It's difficult to convey how realistic these players
look and move unless you'see the game, but it’s quite
impressive. The courts also look fantastic, with
gorgeous reflections and polygonal bleachers raising
the level of detail. Additionally, anyone with a Dual-
Shock controller will appreciate the dead-on control
and the feeling of every slam-dunk hitting home.

Among the new features in Live 99 are a G Mode
(whichiallows you to participate in a full draft), direct
dunking, new player reactions, head-tracking, funky
new music and an Arcade Mode. Another striking
feature is the Instant Replay Mode, which is
positioned to give you the most dynamic view of
your most recent swoosh or slam. The interesting
part is that the whole thing replays in black-and-
white, except for the man who made the play, who is
featured in full-color. It's a nice cinematic
touch that adds a level of polish to the
game. The soundirack s also of note,
as its funky tracks add an element of
excitement to the already super-charged
proceedings. As usual, new highlight
films and FMVS of cheerleaders in action

(yeah) round out the typically glossy
EA presentation.

The problem with many of the recent
basketball games have been either
sluggish gameplay or compromises
i control, mostly due to canned

animations resulting from

Anyone Up For
A Game Of
Around The

World?

My 2 Cents

If EA can just get
the game to play as
good as it looks,
there won't be any
competition in hoops
games this year. At
question is the mo-
cap animation which
sacrifices mobility
for realism. If they
can manage to sort
that out, make the
game a little fess
sluggish, and speed
up the response time,
Live 99 may well be
an unstoppable force
this year.

~James Mielke

Karl Malone is about to teach Tim
Hardaway a thing or two about trying
to box him out.

b

|
128 “yive-vwiom w. Yonk vy, X

Here we find Marcus Camby sailing above the
Los Angeles defense. Shyeah, right! Where's Patrick
when you need him?

the method of motion-capturing used to make these
games so realistic. Whether or not NBA Live 99
sidesteps these pitfalls remains to be seen. While it
certainly looks great, the jury’s still out on the actual
gameplay. We'll have a complete version soon enough
though, and if the control and fun factor match the
visuals, PlayStation owners jonesing for a kick-butt
basketball game certainly have something to look
forward to this winter.

Gamer’s Edge

Sinking the three
This is probably the most common
knowledge in videogame basketball, but it's
worth mentioning again. The best place to
refease the ball is at the top of your jump. If
you manage to get it right, not only will you
be sinking the rock like a guy named Jordan,
but the threes will be forthcoming and
plentiful. This will serve you better in the
fong run, as it gives you more versatility,
rather than always trying to slam the ball.
All the better to bury your opponent with,
right? Get in a rhythm and watch as the
opposing team runs over itself trying to
get at you.

You've got to release the ball at
precisely the right time if you want
to sink that trey.



Publsher/Developer Players/Genre % Done  Release
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Web Address: www.sci.co.uk

I ive ‘Al i [e Featuring
high energy

: performances of
fnothing else, this
title from little-
known developer
Code Monkeys and
U.K. publisher Sales
Curve Interactive
(the guys behind
Carmageddon and its
sequel brought to the
United States through
Interplay) is going to bring
back some memories of a
seriously old-school
game. Remember Amidar?
Running around the lines
of a grid to make boxes
which are then painted in,
while avoiding bad guys...
all'in the name of good,
old-fashioned videogame
fun. It's as simple as that.
No convoluted story line.
No BS. Although | seem
to remember Amidar
involving paint brushes
and monkeys...none of that here.
Imagine that concept brought up to date with a smooth
3D engine and lots of bright, colorful graphics and seriously
funky music and you have the formula behind Live Wire.
Sure, it couldn’t be described as original by any stretch of the
imagination, but no one’s gone back to this particular style of
retro gaming just yet. So, whaddya reckon? There's a pretty
good chance Code Monkeys are on to a
winner here.

There are 50 extremely garish-looking
levels to go through, and these are
carved up into five different themed
areas to keep things exciting. As you'll
see from the screenshots, these vary

The number of  fom distinctly Halloween-looking

and more.

pick-ups that environments to some brightly colored —
are scattered desert island-looking bits. Throw in some <l
around the cool power-ups such as machine guns

and missiles with which to carve up the
fr::"]::e“ bad guys and things look like they might

2 be getting pretty cool. Consider that it's
machine guns, .  yne. or two-player game too, and it
bombs and could turn out to be a surprise hit. Let's
missiles. All hope a U.S. publisher has the foresight
good, clean fun. to pick it up and bring it out over here.
Interplay? Interested?

Paint all four
sides of a box
and it fills in
as your color.
You've now
claimed it

as your own.

IN STORES NOWV
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Publisher/Developer Players/Genre % Done Release
300 12 85 December
Cyclone Action/Strategy 1998

Web Address: ww.300.com

Lock ‘N Load!
We're Takin'
This Hill Inch
By Inch!

My 2 Cents

As far as first-person
shooters go, Uprising

s
bland graphics and

a clichéd story line.
1t's not like the

world needs another
mediocre shooter, and
there's little here that
separates this from
being just another
“OK" titfe. There's
still time for improve-
ments, but I'm not
holding my breath.

—James Mielke

That's a really green sky. No way around

it It’s green.

This is the Debriefing Screen
where you'll gather all the
information you need.

Uprising X

end ‘em home in
a body-bag! That's
300's battle-cry
toall the other
first-person
mission-based
shooters out
there, nemmmg Uprising X's
debut on the Sony PlayStation.
Essentially a first-person shooter
like any other, Uprising X
attempts to add a new level of
depth to the genre by giving you
a multitude of vehicles to use
during combat. These vehicles
include tanks, aerial attack
vehicles (i.e., jets) and

bomber squadrons.

Setin the future, Uprising,
appropriately, sets you in some
very futuristic-looking locales.
Sparse, barren landscapes
accompanied by areas of
scorched earth are the usual
sights you'll see, while the green
skies give you a good idea of the
recent troubles the planet has suffered.

Your role, as a Wraith commander, is to engage the
imperium forces in battle over the course of the war,
which, conveniently, turs out to be about 20 levels or
s0. During battle, not only will you be required to
maneuver your own Wraith battle tank through the
skirmish, but you'll also be able (and required) to set
up additional forces and support around your base of
operations. Since each faction has its own strengths
and weaknesses, a great deal of strategy is required
to successfully complete each mission.

Similar in feel to 300's N title
Battle Tanx, Uprising X offers a multitude
of ways in which to play this game
(albeit with a post-apocalyptic slant).
Depending on what sort of ground
forces you deploy and what sort of
factories you build, the CPU will
counter accordingly, creating a new
experience each time you play.

Supposedly, the story line will be a
substantial part of the gameplay, and the
characters will draw you into the history
of Uprising X. Whether or not this is
actually the case remains to be seen.

Some heads-up display this is. Heck, you
can't even see where you're going! Who
came up with this? He's fired!

That's a dismal-looking sky and you had better get used
to it This isn't your sunny day kind of wargame.

However, if story lines and all that stuff bores you to
death, then you might take interest in Uprising’s two-
player options. Siege Mode, for instance, pits you
against a friend, while including all the base-building
and other tactics found in the one-player version.
Death Match, as you might imagine, removes the
base-building and leaves you with a one-on-one free-
for-all. If that isn't enough, there’s also three more
two-player games to play against a friend.

So, iffirst-person shooters are your bag, baby, you
might like what 300 has in store for you. It's a fast-
paced game that attempts to deliver a grittier
experience than is usually found in games such as
these. If you happen to want a litle strategy-action
mixed in with your shooter, then you might REALLY be
happy, because the options included in this game will
certainly keep you busy for a good long while. In any
case, should you choose to accept this mission, with
the game due out this winter, you'll have your chance
to stop the Uprising soon enough.

This blue dude, found in the opening sequence, is one
of your guys. The enemy soldiers in the game are
usually red. Red i basaad.
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Crave 1 February
Craveyard RPG 50 g9

Web Address: www.cravegames.com

hadow Madness is the love-child of a group of
developers known as Craveyard Studios. Formerly
known as Big Rain, Craveyard is comprised of an

By

Square Soft programmers whose projects include
the old Super Nes title, the Secret of Evermore.

Shadow Madness is a game that can best be
described as a “Final Fantasy Light.” Graphically,
the game is composed of
prerendered back-
grounds (a la FFVI or
Parasite Eve), with
polygonal characters.
As you might expect,
you navigate your party
around the backgrounds
and search for clues and
openings, occasionally
getting into a battle
(which can be avoided,
by the way). Whereas
many RPGs will have you
in amelee every three footsteps, Crave has incorporated a
system which you can use to avoid attacks. Whenever a creature
is about to wrap you up in a melee, it gives off a sound. When
you hear the sound you can duck to avoid the attack. The
problem is, if you avoid too many fights, your levels won't go
up. So balance is the key.

When battles do occur, the game switches to a fully polygonal
engine. Using a simplified interface, Shadow Madness eschews
the traditional menu-heavy approach for a “stripped-down” list
of options. During battle you can use a Guarded, Normal or
Aggressive attack, while other options, like retreating and an
items list, are but a button press away. In terms of special
spell effects, unlike Square’s

masterpieces, Shadow
Madness takes a different
approach to its stunning spell
effects. Instead of waiting for
an extremely long spell to run
its course, Shadow Madness
instead switches (lightning:
quick) to a prerendered FMV
to illustrate special attacks.
Other, simpler effects, such
as healing spells, are simply
rendered on screen using the
game engine.
Although a
few details,
such as the
battle engine,
need a little
fine-tuning,
Shadow
Madness is a
title with a
certain charm,
that could turn
out to be
something
special by the
time it ships
this coming
February. @

After a little searching, your party will grow from one
character to three characters. Later on in the game,
you will find even more.

assortment of industry veterans, including some ex-

CHEF AID THE SOUTH PARK ALBUM

STAN, KYLE, CARTMAN AND KENNY COME TOGETHER WITH
MUSIC'S BIGGEST SUPERSTARS AND THE COOLEST CUTTING-EDGE BANDS
TO HELP OUT CHEF AFTER HE LANDS ON THE WRONG SIDE OF THE LAW.
‘THE RESULTING BENEFIT CONCERT IS ONE OF THE MOST MEMORABLE
MOMENTS IN MUSICAL HISTORY.

FEATURING:

DEVO MEATLOAF
ELTON #?‘HN RANCID

JOE STRUMM
MAS’ W LEF
PLUS MANY MORE SURPRISE GUESTS!

ALSO AVAILABLE FOR THE FIRST TIME ARE EVERYONES
FAVORITE CLASSIC SOUTH PARK TUNES
PERFORMED BY CHEF, KENNY, STAN, KYLE, AND CARTMAN.

OUT NOW ON CD AND CASSETTE.
IN STORES EVERYWHERE

OWN SOUTH PARK YOLUMES 1-6 ON VIDEO AND DVD VIDEO.

'SOUNDTRACK EXECUTIVE PRODUCERS: MATT STOKE,
TREY PARKER, LARRY LIEBERMAN © RICK RUBIN.

WWHCOMEDYCENTRAL COM
WHW AMERICARRECORDINGS.COM
WWWCOLUMBIARECORDS.COM fiitind

COLMBIA

COBIA”REG.US.PAT. & TW.OF. WARCA REGITRADA./“SONY WUSKC SUNDTRAK 5 A TRADOMARY OF SONY
CORPORATON T4 0 £) 1958 COMEDY CENTRAL ALL HGHTS RSCRVED € 1998 VEHICAN RECORONGS

AVAILABLE AT ALL
CAMELOT
The Wall.

LOCATIONS
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Solid Snake And
Lara Croft's
Illegitimate Love
Child?

My 2 Cents

This game is actually
very cool. While it
still hg

problems usually
associated with
third-person action
games (i.e., awkward
camera angles, funky
graphics), it definitely
has potential. With a
little tightening up,
Syphon Filter could be
a winner. It already has.
enough strengths and
innovations to warrant
serious playtime.

~James Mielke

Publisher/Developer  Players/Genre % Done  Release
989 1 February
Idedic Action 80 s

Web Address: www.playstation.com

Syphon Filter

ith stealth games and third-
person action games all the
rage right now (Metal Gear Solid,
Duke Nukem: Time to Kill, Tenchu,
etc.), it's no surprise that a title
should arrive that combines
elements of both. Syphon Filter, for
lack ofa betler comparison, takes elements of both
Tomb Raider and Mission: Impossible (or, possibly
even Tenchu) and knits them together to form an
action game that is two-thirds gun-blasting chaos and
one-third stealth. However, it's not so much a stealth
game in that you can't allow yourself to be found. Oh
no, you'll be seen a great deal in Syphon Filter.
Rather, you'll need to use your keen sense of
awareness to take advantage of your surroundings
and emerge alive in this tale of kill-or-be-killed.

The main character in Syphon Filter goes by the
name of Gabe. Each level has objectives that you
must complete in order to advance the story line.
You're kept up to.date by your contact at
headquarters who will periodically send you new.
instructions on-the-fly. No sooner have you taken
down one Boss character, when your superiors radio
in another set of instructions. The game s fast-paced
and will keep you on your toes as militant soldiers
swarm in from all sectors, sometimes attempting to
get to you, but more often than not, engaging in
gunfire with your fellow agents, You must be careful
not to get caught in a cross-fire, as friendly fire can
damage you too. Furthermore, you must also be
careful not to shoot one of your own men. Thankfully,
your crew runs around in bright yellow suits, so
identifying your allies shouldn’t be a problem. Quite
often, gunire will be whizzing all over the place, right
outside a window you might happen to be standing
by. It gives you a feeling that things are happening
whether you're present or not, making you feel like
you're part of a really big mission and
ot some solo hotshot. Very cool.

Gabe has a large number of moves
available to him. He can, of course,
run in all directions, a simple process
which is greatly aided by Dual-Shock
compatibility. Using the analog pad
makes things much easier on the thumb
iin this game. Gabe, being the limber cat
that he s, can also duck, duck and roll,
shoot his gun, duck and shoot his gun,
strafe and climb objects. One of the best
features in the game is the auto-lock.

When you're tired of ll the gunfire
whizzing by your head, you can always
retire for a spell, down in the subway.

Yes, I'd like a cheesburger, well-done, with a side-order
of shotgun shells please. Hold the ketchup.

This reduces the stress caused by the sometimes
awkward camera angles, because if there's a baddie
in the area, Gabe will automatically lock on to him.
You can even pick off guys firing at you from rooftops,
which you can't even see. Another reason that this is
such a welcome feature is because the graphics can
be pretty rough at times, making it difficult to see the
bad guy dressed in black at the end of a particularly
grainy alley.

While there are a few issues that need to be sorted
out before this game is finished, it seems as if
developer Idedic s all over t, making Syphon Filter
one to watch for this winter. @

Strategic use of environmental
surroundings will save your skin
when the bullets start raining.
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989
Red Zone.

ollege football games are
always a tricky proposition.
Since the collegiate rules.
don't allow developers to
put the actual names of the
athletes in the game, it
loses something in the way
of personality. Therefore, a college football
game has to bring a lttle something extra
to the table, since they can't rely on fan-
favorites to inject charisma to the title.
Well, from what we've seen so far,
NCAA GameBreaker 99 might just set the
standard for college football games for
the foreseeable future. Developed by
Red Zone Interactive, GameBreaker 99 is
a considerable improvement over last
year's already formidable version.
Possessed by a completely new game-
engine, GameBreaker 99 moves along at
an extremely high frame-rate, with smooth
player animation’s and fast-paced action.
The sound effects in the game do a great
job of drawing you into the experience with
awesome crowd noises, marching bands
and bone-crunching sound effects. The
players even trash-talk the opposition
after making a particularly vicious hit. In
addition to the incredible ambiance s the
color commentary by Keith Jackson. The
man says some of the most hilarious
things youd ever hear in a football game
and does a great job of keeping up with

112

©One-hundred
and twelve
collegiate teams
are included

in NCAA
GameBreaker
99, as well as

Control s excellent
as either digital or
analog work beauti-
fully, with analog
making it easier to
squeeze your running
back out of hairy
situations. If you
have a Dual-Shock
controller, you'll be
able to feel each
bone-crunching hit as
you receive it. The
only problem with the
Dual-Shock at this
point is that you still
have to use the
digital-pad to select

greatest teams
to play as.

Release

November
1998

WIRELESS

your plays. Sony’s Icon-Passing system still
works as efficiently as ever and makes
finding your intended receiver a breeze.

However, if playing as your hometown
university isn't enough for you, then maybe
some of the extra features will sweeten
the pot. Blue-chip recruiting, create-a-
walk-on-player, schedule editing and otner
customizations are available for your
perusal, while the custom playbook will
probably be most gamers' favorite option.
Create your own devious schemes to fool
the opposition and watch your team
execute your plays in any of the play
modes, like Bowl Season, Scrimmage,
Tournament and Fantasy League. There
are also two control schemes available,
simulation or total control, which will
cater to different tastes.

Perhaps the biggest improvement to
GameBreaker 99 is the improved Al
routines of the CPU. It's now much more
difficult to make long gains and low-
percentage first-downs. If you want to beat
the computer, you'd better mix up your
plays or else you'll get sacked every time.
So, with 112 Division 1A teams for the
picking, plus 50 All-time greats
available from the start, GameBreaker
99 seems like it has everything you
could ask for in a college football
game. With the competition sure tc be
strong from the likes of Electronic
Arts, 989 Studios knew they had to
come up with something good. It
looks like they might have done just
exactly that. @

Wired analog pad with dual
“Quiake & Shake” Rumblers.

The graphics engine in NCAA
GameBreaker s impressive. The visuals
and atmosphere feel just like a real
collegiate pigskin matchup.

CS

Available at leading retailers
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L.LOOKS LIKE

SOMEBODY

WOKE UP ON

THE WRONG

SIDE OF THE

COFFIN.

I¢s not every day that you're awakened from the dead. Much less to battle scarecrows, zombies and flying
clocks for the honor of your kingdom. Poor Sir Dan. He's the undead knight on a gothic quest to avenge the
forces of darkness. The dead are now undead. The living are crazed maniacs. And the once-mild-mannered
pumpkins are now cold assassins. But Sir Dan's got a mighty arsenal—from crossbows, axes and daggers to
lightning rods, swords and the occasional chicken drumstick~to fight his way through a dazzling 3-D
journey. Although after being dead for 100 years he probably could just kill them with his morning breath.

MEDIEVIL.

www.playstation.com

Playstation




* You have the power- super strength,
x-ray, heat vision, flight and more.

16 mission-based levels.

« Battle enemies from the series,
“The New Superman Adventures.”
as seen on Kids’ WB!

*Up to 4 players simultaneously.

Buy early and receive a free
collector’s edition DC comic book.

WOU ARC SUPLRMAN
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©198 - T Tius and the
C Bullet .
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AYSTATION

Final Fantasy VIII

From the latest demo disc being distributed with
Brave Fencer Musashi (a good reason to check
out that game) are these new screens. As you
can see, things have come along beautifuly,
with all of the visuals proving to be even more
exceptional than other recent Square projects.
Showing some of the more urban environments
in the game, the demo illustrates how effectively
the prerendered backgrounds work alongside
the polygon-based combat scenes.

Savall 76
Rinoal 141

nemies should be here...”

o seclire he Gentral Satire,
tat 17"

Zell
_ Squall
Rinoa:

Sufer
‘Well, why.dof't you oheok. ot
the area for any enemies.”




You Gan't |
Take These

Any

3 ame oy

Abe’s popping right into danger! B Escape detention! Fiee gangs! Massive environments! The Mall!
Watch out -that Slig is armed! Slogs lie...if you don't want to Crowd surf! And master the Burger World! Karate School!
o be a Slog snack! dreaded nad-kick!

' DNEED A HINT? %
1-900-CALL-26T
GT Interactive
Rvailable at your local retail store. Software
Order direct at www.gistore.com or call 1-800-610-6T1S
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OT ENOUGH EMOTION
IN PRO FOOTBALL? MAYBE

THAT’S BECAUSE THE PLAYERS
SPENT IT ALL DURING COLLEGE.

There’s nothing in the world of
sports quite like college football.
And there's nothing in the world
of sports video games quite like
NCAA GameBreaker ‘99.This year,
GameBreaker returns with a host
of features its competition can't
touch. Compete for the Heisman
Trophy, build your own dynasty
with the blue-chip recruiting mode,
and listen to the legendary Keith
Jackson call the action. NCAA
GameBreaker ‘99 from 989 Sports.

It's college football at its best.

‘o89)

SPORTS

www.989sports.com

i|i PlayStation|
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Silent Hill

Think of Resident Evil but a lot more twisted
and frightening. Silent Hill from Konami
messes with your head in the same way the
movie Jacob’s Ladder does. Your goal is to
find your daughter who gets lost in an evil,
hellish town, loaded with skinless freaks.
Check EGM #109 for more info. It's
scheduled for a March "9 release.

What's going on her:

March Madness 99

Its not even March yet and we're all going

mad. Actually we're only slightly disturbed in
October. Anyway, EA's second edition of their
breakthrough college basketball game will
feature user-controlled dunks, three-point shoot-
out, new animations, backboard-shattering slams
and a TV-style presentation. This year's edition
will have more “ladies” teams—16 in all. Wow.

Driver

New shots from Reflections’ incredible-
looking 1970 cop show-esque racer (see
EGM #112 for a preview). Being the getaway
guy for various criminals has never been so
much fun, Think of Gran Turismo graphics
and speed in city settings with a lot of jumps,
crashes and high-speed chases. Reflections
does not yet have a publisher for Driver.
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PLAYSTATION

Fisherman's Bay

This game is actually a popular coin-op title
in Japan. Konami believes we Americans
might get a kick out of it as well. It's pretty
straightforward, just choose a spot, be it
under a bridge, by the docks, etc., select
your bait, cast and fish. There’s a time limit
as well as several other “excitement”
factors involved in the contest.

Revolt Racing

Revolt s an RC-style racing game currently in development from Acclaim. Now
check out these stats, baby: twenty-eight cars to use and find within the game;
ameaty 16 single-player tracks set in eight different environments; five single-
player game modes including Time Trial and Battle Modes; a track editor and a
wide selection of power-ups and weapons. Lookslike it could be fun.

Test Drive:
Off Road 2

Even though Accolade’s Off Road 2 is about to be
released, we thought you might want to see how it
has shaped up. This reworked edition s really much
more “race-able” than last year, thanks in part to the
modified Test drive 4 game engine. A faster frame-
rate along with 4-wheel independent physics makes
for a better ride all around. The terrain has been
tamed to facilitate the high speeds as well. You'll still
see a lot of bumps and ruts but not as much as the
original. The music is brought to you by Gravity Kills,
Seven Dust and Fear Factory. Rock on, Off Roaders!

Kensai: Sacred Fist

Konami's martial-arts fighting sim is almost ready for
release. The game will feature more than 20 ass-
kickin’ characters moving at a speedy 60 frames per
second. As for the fighting gameplay, the traditional
punch, kick and throw maneuvers will be joined with
a special option which will allow special redirection
moves. The new moves will et you block an attack.
and then suddenly counter-attack. It should add
quite a quick-momentum-change element to the
contest. Hopefully, Kensai will play better than
Konami's dreadful Deadly Arts for the N64.
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PLAYSTATION

All-Star Tennis

Ubi Soft has become the unofficial leader of the

Adjjeg marnalg

PlayStation tennis sim market. All-Star brings out the
Dungeon Keeper 2 : Kol e iorato bolle gt on severa aniae

courts located around the world. Judging from these
Although the original PC game wasn’t brought to the PlayStation because screen grabs, Ubi Soft has brought the graphics up a
it was thought the machine couldn’t deal with the Al requirements, it few notches from last year's game. Gone are the
would seem things are different with the sequel. Bigger, badder and even “wacky” players. It's all by the book now with real
more evil than the original, this novel twist on the strategy genre sees tennis pros and their serious attitudes.

you as an evil sorcerer defending a dungeon from marauding heroes.
Build traps, train monsters and keep your workforce happy.

Michael Owen's World League
Soccer 99

OK, we Yanks may not be as versed in soccer as the Brits, but we appreciate a

good soccer, ahem, “football” sim as much as anyone. Michael Owens is

quite a big shot (he plays for the England team) and consequently endorses
Japan (working title)
We don't know much about Japan (working title)
yet, but Konami tells us this game will combine
elements from Bushido Blade and Tenchu.
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Introducing Video Game Xploder“-the ultil video game for F

See everything you've been looking
for. Hidden levels. Special vehicles
and weapons. Infinite health. Video
Game Xploder comes pre-loaded

with thousands of codes for your

favorite games. Forget about entering
dozens of codes—our exclusive MegaCodes make it quick
and easy to enter even the most complicated cheats.
Plus, you'll never run out of room-no video game enhancer
has more memory than Xploder. Get new codes from your
favorite magazines, our hotline or our website. And with
our exclusive XLink software*, you can create codes and
save your best games right off your memory card onto
your PC for back-up or e-mail. Oh, and about those

bathing suit codes? We're working on them.

www.xgeargames.com

GEAR FOR GAMERS™

*XLINK Software requires XLINK cable, sold separately.©1998 USA BLAZE Xploder s a trademark of USA Blaze.
Sony is a trademark of Sony, Inc. Playstation is a trademark of Sony Computer Entertainment America. Ninteado 64 is a trademark of Nintendo of America Inc.
“This product is not sponsored, endorsed or approved by Sony or Nintendo.
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irs Sudden Death on
single-nlayer and two-player T

amt fights up L.A., proving once more that the o ol alien it
all-new weapons and niore Nukem attitute and humor than ever before, TIME TO KILL gives you more of what you crave.
More hard-core action! More exnloration! More shooter mayhem! More of the King of Carnage’!
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‘Epic Adventure
Timeless Romance
An Instant Classic

Include$ Game CDs;
1 Music CD, and 1 ExcliSgig,
"Making of LUNAR" CD!

¥ 50+ Minutes of Incredible Aninig

¥ 100+ Page Cloth Hardboufly)
Artbook/Instruction Ma
Including an Exclusive 55t
[from the Official Hinthpp)

¥ Full-color Cloth Map!

P 1992
3 Redux! Web Address: it:/worw.workingdesigas, com For a deale near
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Behind the

Screens

The Lords of Camelot

Although the name
Camelot might not
sound so familiar,
their body of work
most certainly is.
The development
team formerly-
known-as-Sonic
Software Planning
has been responsible
for games such as
Shining The Holy Ark,
the Shining Force Il
series, and even Hot
Shots Golf for the
Sony PlayStation.
With the success

of Hot Shots Golf,
it's apparent that
Camelot is able

to handle game
development outside
the realm of RPGs.
That said, it will be
interesting to see
what projects they
come up with next.

f Jou're one.of the brave, the few, he proud, or
rather, orie of the last remaining Saturn fans,
chances are you shatched up Shining Force Ji!
the instant E fitstore shélves. [Fyou did
chances are also good that you're secretly
holding out hope that SOA will come o its
senses, finish what it started, and release
Scenarios 2 arid3. For the rést of you who harbor
no such delusions, a trip to your local import shop
would probably be in order, now that Sega of Japan
has released Shining Force |1l Scenario 3, the final
part of the trilogy.

As with SF lll Scenarios 1 and 2, part 3 takes
place concurrently, while focusing on the third main
character: Justin. One of the main differences here is
that the characters start out around Level s, instead
of Level 1, giving you access to more powerful spells
and attacks from the beginning. Also, in keeping
with SF III's innovative save feature, the events and
characters in Scenario 3 depend on which characters
you found, or saved, in the first two games.

While the game's graphics engine remains basically
unchanged, there are a few subtle differences that
make Scenario 3 the best-looking Shining Force yet.
For starters, the game features a larger variety of
texture-maps than the first two episodes, giving the
towns and environments a more realistic feel.
Basically, the buildings don't all look the same as they
did in the first game. Other little details, like curtains
blowing in the breeze, or smoke-stacks churning away
on top of houses, also give added life to the already-
improved backgrounds. The game’s characters still
have that Playmobil-appearance that Camelot's
famous for, and the battle-scenes still load lightning-
fast. As always, the sound effects pack a punch, and
the voices are extremely well-done, although it must
be noted that the soundtrack remains unchanged over
the course of all three games.

Although the details of the story line will be lost to
anyone who can't read Japanese, the game’s interface
remains identical to the previous chapters, making
this an especially easy import to adjust to. In an
encouraging twist, a saved-game from Shining Force
111 Scenario 1 (U.S. version) will work with the import
versions of Scenarios 2 and 3. So, if you have a
burning desire to see how the whole story line works

There are at least 12
different characters you
can use in Scenario 3,
ranging from dragon-
men to unicorns.

Camelot put a lot of work into making
the towns and landscapes look better

in Scenario Ill.

» Shining Force Il Scenario 3
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In Scenario 3, you take the role of Justin, the third main
character who made cameo appearances in parts 1and 2.

itself out, you can either airdrop Sega of America with
leaflets demanding Scenarios 2 and 3, or you can
seek out this highly recommended chapter in Shining
Force history through your favorite import shop.
Chances are that will be the only way you'll see it. @

At long last, you can finally discover what happens to
Synbios, Prince Medion and Justin, the three main
characters in SFIII.

Battle-scenes are better-looking than
ever before, with more realistic lighting
and wilder spell effects.
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t's the year 2001. The world has

endured a nuclear holocaust: 99%
of Earth’s females are dead. The
surviving few have risen to the
status of QueenLords, holy entities,
and the only means to mankind's
survival. BattleTanx™ thrusts you
into the role of BattleLord, master
of armored tank warfare. You rumble
across post-apocalypse America,
leveling cities and destroying roving
gangs of desperate Tribesmen - all
in an effort to save the QueenLords,
and civilization itself.

 Rwesome 3D action & spectacular weapons
effects: guided missiles, , Swarmer
missiles, nuclear weapons & more.

4 types of furious 30 gameplay - BattleLord,
Death Match, Annihilation & Campaign.

3 camera views - First person, third person
and the fortress railgun.
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ince the last time
we previewed
Gauntlet, the
game has really
been fleshed out.
As we said before,
the gameplay is
pretty much the same as the
original games. You are one of
four characters in a top-down
perspective world, killing
hordes of goblins; ghosts
and ghouls. Several Legends
features are taken from the
previous games: four-player
play; Warrior, Valkyrie, Wizard
character classes (the Elfis
gone); items and enemies such
as food, chests, traps, monster
generators, magic, teleports,
gold, Death, “It,” and
transporters (the Thief
and Sorcerer are no more); Y
Magic and Fight buttons; and @R
tons of returning power-ups: .
Invisibility, Invulnerability,
Reflective Shots, Super Shots (gone:
Repulsiveness and Transportability).
Gauntlet Legends is almost an entirely
different game however, when you add all
the new innovations including a fully 30
playfield with stairs, moving elevators,
surrounding ledges, intricate hidden areas,
secret rooms and multiple levels of play.
There are four full worlds of play, with a
fifth secret “Boss” world at the end.
To defeat the Boss at the end of the fourth
world and then gain entrance into the fifth
world, you must have collected all 13 runestones
from throughout the game.
There is a new Archer class. This female character
replaces the original “male” elf. Another new addition
to the game s character

The
Arcade
Legend

Gets One
Hell Of A

HeALTH
4.

T
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The environments in Gauntlet Legends are so incredibly
huge, it could take 45 minutes to explore each one!

depth. You are able to save your game via name and
password, Throughout time, your character will gain
levels of experience, and this will raise ratings for
strength, armor, magic and speed. Each character
class has four distinct color-coded versions—one for
each kingdom. In addition, after reaching a certain
experience level, you will be given the opportunity to
transform your character into a creature such as a
minotaur or a female tiger. You
will have the same abilities but have new animations
and a new look. Each character also has at least
three classes of specials that inflict heavier damage.
The specials are activated with the Fight and
Turbo buttons.

The new Turbo button is for use in melee fighting

The layouts of each level are far more
complex than those of previous games.



‘There are at least 16 new power-ups you
can use in this version of Gauntlet.

(special moves) and magic. Magic will be used for far
more than clearing the screen of enemies or killing
Death. Magic can be used as an area effect (as
before), but can also be used with Turbo button to
become a “shaped” Magic with a smaller radius

but longer duration, so characters can walk with it
like a shield.

Of course, there are tougher monsters in this new
world. Each kingdom has been overrun by a host of
unique minions—13 in all for each kingdom. This
includes grunts, tougher characters, ground-dwelling
meanies and assorted other unique denizens.

Some monsters take one hit to kill, others take many.
One new enemy is the “Suicide Bomber,™-crazed
underlings who have kegs of dynamite strapped to
their backs. When you see the other enemies running
from this guy, you should too!

One big change from previous games is that you
can't hit monster generators from off the screen.
That's OK though, because you have at least 16 new
power-ups to kill the many hordes of creatures.
Among the new powers are 3-Way Shots, 5-Way.
Shots, Time-Stop, X-Ray Vision, Halo (anti-Death
aura), Levitation, four color-coded elemental amulets
(Fire, Ice, Poison Gas and Light), Enhanced (gold)
Invulnerability, Enemy Shrinking, Player Growth and
weapons (fire, ice and gas), Rapid shots, The Phoenix
and The Hammer of Thor. Some of these you might
be able to buy in the shop.

Gold in the original games were only for score.
Now, Atari has also taken Gauntlet to the next level
with the shop. Between levels, players can use their
accumulated gold to buy health or increase their
character’s attributes.

One of the more obvious differences between
previous Gauntlet games and Legends is the addition
of Bosses. There is one main Boss in Gauntlet, the

Games to date

Gauntlet

When released in 1985,
Gauntlet revolutionized
the arcade-going
experience. Designed by
Ed Logg and Bob
Flanigan, and produced
by Atari Games, Gauntlet
had 110 unique dungeons.

included a new “jt"

Magic can be used the same as it was
before, but now you can focus it better.

Gauntlet 2
Gauntlet 2 was released

in 1986. Designed by the
same team, the sequel

feature (tag a friend and
all monsters attack him)
as well as new monsters.
and unlimited replay.

Demon, who seeks to spoil the land for
his own foul means. He has under him
four regional overlords, eacha master of
a kingdom. This includes the Dragon,
boss of the Mountain Kingdom; the
Chimera (pronounced Ki-mer-a), boss
ofthe Castle; the Genie, Boss of the
Desert Kingdom; and the Spider Queen,
overlord of the Forest Kingdom. Each of
them is an extremely difficult opponent
to destroy. Only by destroying all four
will the player gain access to the keys
needed to unlock the citadel of the
Demon to face the ultimate Boss.
The graphics for Gauntlet are handled
by (of course) a 3D chipset named
“Vegas” (no, nof the cheesy *70s show
with Robert Urich). The game looks
incredible, and there is a ton of action
happening at once on the screen.
Legends also utilizes a hard crive like so
many other games today. There is no
slowdown, and the textures all look
spectacular. This game will have a hard
time selling to the mind-numbed fighting
game robots who make up most of
today’s arcade audience, butit is one of the most
innovative arcade games to date. It reminds this old
writer of games like the original Gauntlet, Cadash and
Magician Lord—excellent games whose type we may
see more of since SF clones are slowly, slowly on their
way out. All praise Atari! .

The Bosses are extremely
tough. You will need
plenty of experience to
attack them.

Gauntlet 4

In 1993, Tengen gave us a
new version of the classic.
Called 4 because four
players could play for the
first time on a home system
(Genesis), it included new.
Quest and Battle Modes, as
well as a Time Trial Mode.







0 YOU GO STICKSIDE,
GLOVESIDE, OR THROUGH
THE LITTLE LOOP IN THE

LACE OF HIS RIGHT SKATE?

Presenting NHL FaceOff‘99. Now,
with all-new Authentic Hockey
Intelligence so players dish out
drop passes and hip checks just
like they would in the NHL. Pull
off every check, shot and save
you can think of (including a few

s you can't). Play in real NHL arenas

designed from actual blueprints
And who better to call the action
than Mike Emrick and Darren Pang.
Test your skills in the most realistic.
hockey game you'll ever play.

Without lacing up a pair of skates.
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Area 51 Was
Only The
Beginning...

My 2 Cents

Site 4 looks really
nice! If you were a
fan of the original
(and many of you
were as it was 31
on most charts for
almost a year), there
is little doubt you'll
fove this one. Besides
the simple point-and-
shoot-the-zombified
aliens game, there is
a new Practice Mode
as well! Site 4's
hardware is far
superlor to that of
Area 51, and you can
really tell when you
see the animation of
the new enemies and
Bosses. This game
will rock!

~Mark Hain

rea 51 introduced
players worldwide
to the exploits of
STAAR, the top-
secret alien:
busting special
forces team,
whose mission was to thwart
the invasion plans of the
fearsome alien parasite from
the planet Kronn.

Now the STAAR team has
learned that the Kronn alien
species was not wiped out
during the first battle at Area 51
as previously thought. Secretly,
a rogue branch of the military
has established a stronghold in
the decrepit 5-4 labs, deep.
beneath the sprawling sands
of the mysterious base.
Renegade scientists are
performing cutting-edge genetic
recombination experiments in
hopes of creating a stronger,
deadlier and more controllable
alien. But if we have learned anything from previous
experiments with Kronn DNA, it's that things can
quickly get out of control, and they do.

Once again, the STAAR team is the world's only
hope. This time, players will undergo intense physical
and mental training before going to war against the
resurgent Kronn. In each of 18 different training
waves, players will hone their reflexes and sharpen
their targeting skills in preparation for the coming
invasion of the Site 4 labs. Once they are ready,
players jump into battle with experience on their side.
However, this time the Kronn are more than just
cannon fodder. They have gotten smarter, stronger,
and deadlier. And this time, they have a leader.

Site 4 is a light-gun game, employing the same
technology as Atari’s other recent gun games Area 51
and Maximum Force. The game consists of the
training waves, divided into three “sites” (Sites 1, 2
and 3), and a roughly six-minute long, full-blown
movie-style gameplay sequence similar to Area 51
(Site 4). To play Site 4, the final all-out battle against
the Kronn, players must complete one of the first
three training sites, and complete (“pass”) the six
events within the training
site. Each event has a
quota, a certain number of
targets that must be hit in

CREOTTS
o

The bosses in Site 4 are more complex than i its
predecessor. There are also more areas to explore,
which means more bosses to frag.

order for the event to be successfully passed. These
events typically involve accurate and fast shooting of
aliens, spaceships or other targets. In some events,
players can pick up shotguns and machine guns that
can help them perform better. Shotguns, for instance,
have a wider blast radius and make it a lot easier to
hit tough objects. The placement of the power-ups
can sometimes be a distraction, though—a good
player will master the timing of objects to pick up the
power-ups when they will cause the least distraction.
Some of the same aliens return from Area 51—
including the Stage 1 zombies and Stage 3 Kronn
aliens. Now, each one takes multiple shots to bring
down—they have gotten tougher! The zombies and
aliens can now be hit in one of several places—either
in the arms, heads or torsos. The latter will knock
them down, and if it isn't the fatal blow, the aliens will
jump to their feet again and continue their onslaught.
The aliens now have a Boss—the big bad Kronn
Queen. She is a sight to behold—standing nearly 20
feet tall, she has a demonic look and appendages that
hurl fireballs. In several lock-down stages in Site 4,
the Queen shoots fireballs, chunks of concrete and

SITE 4
MISSION BRIEFING

Py

37

Site 4 has a little more of a story line
than Area Si—each mission briefs you.

There are just as many (if not more)
background items to shoot at in Site 4.

There are the same hordes of aliens trying to kill
You, as you can see in this breeding chamber.

174
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SITE 4
MISSION BRIEFING

even her own minions at the player. For the most
damage, players can aim for her sweet spot.

Like Area 51 and Maximum Force, Site 4 will be rich
with shootable objects—objects in the environment
that are worth points as you blow them up—things
like crates, lights, windows, etc. Also, there will, of
course, be plenty of secret rooms.

One thing that seems to be missing in Site 4 is
the meter that tells you which of the two players is
shooting the more targets. This was an excellent
incentive to shoot as many enemies as you could,
and brought in a level of competition previously not
seen in a light-gun game. It is also unknown if the
cool streak feature will be included in this game.

which take multiple shots and can have selective
it reactions depending upon where on their bodies
you hit them.

Area 51 was a very popular game. It might be that
we in America seem to be in a bit of an “alien frenzy”
right now, or it might be the fact that it was a simple
gun game utilizing a hard drive, offering awesome
rolling backgrounds and effects. The reason for its
longevity is the plentiful secrets, and Site 4 appears
to be no different. Add to that the fact that this game
has even more ground to cover, more strange and
different aliens and more intricate Bosses to destroy,
and you have a game that will probably be #1 as long
as Area 51was. @

Streak simply meant that you continually shoot
enemies without missing. This would exponentially
raise your score and, once again, added an air of
competition to a two-player gun game. It is likely

both of these will
Behind the Screens

added by the time the
Area 51 the movie in development

game is shipped.
As for the hardware,
the new Cyrix Media GXI
chip (running at 20Mhz),
16 MB RAM and 2.1 Gig
Quantum IDE hard drive
Scripts have been submitted and produce a richer and more
subsequently rejected because, well, they vibrant ook than either
sucked. The movie does have a producer; Area 51 or Maximum
the same who produced Forrest Gump- Force. The level of detail is
Steve Tisch. No cast members have been amazing, and the new
chosen yet. The story will most likely hardware allows us to
follow ST.A.A.R., the Kronn aliens and have interactive aliens,
creation of the strange hybrids. It is
unknown if any story elements from Site -
4 will be used, but it seems unlikely. In
fact, knowing Hollywood, they liked the
name Area 51, aliens are hot, and we'll
see Leonardo DiCaprio and Ben Affleck
blasting hordes of Cindy Crawford clones.
Who knows?

Just as in Area 51, you will be able to destroy explosive items to take out a ton

There are events throughout the game that really test
your skill and marksmanship. of aliens at once and shoot boxes for special weapons.
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true fan of the genre should he
without a copy."
- PSM Online
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The Only NBA Game on N64 with Hi-Rez™ Graphics
Over 300 smooth skin polygonal players and all 29 NBA courts

N

Realistic 5-on-5 Action
Authentic team play styles like the Bulls Triangle Offense and the Celtics Press

N

The Only Game on N64 with a 5-on-5 Jam Mode
Outrageous dunks and turbo mode

\a

The Only Game on N64 with Signature Moves for the NBA's Top Stars
Crossover dribbles, finger rolls and baseline jumpers

N

600 Motion Captured Moves
From New Jersey Nets rookie sensation Keith Van Horn

The Only NBA Game on N64 with Two Man Commentary
Bill Walton and Kevin Harlan bring you the courtside action

Total Team Management™
Create a player, team and customize the play style
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Star Wars Trilogy

ne of the biggest
surprises of this
year's AMOA had
to be this little
diddy from Sega.
Of course, the
graphics are on
parif not surpassing anything
Sega currently has on the market.
The sound quality is excellent as
well, with R2 bleeping whenever
you're hit. Unfortunately the game
itself seems to be little more than
Sewer Shark or Rebel Assault. You
move a cursor with your joystick,
and hit various imperials whether
they be in TIE Fighters, on speeder
bikes or on foot.

Only two levels were available to
play at the show: Endor and Yavin
(Hoth was on the Select Screen
but not playable). Trilogy mimics
both the old vector effects game
and the fairly recent Star Wars
Arcade games in that you fight
through far too many TIE Fighters,
search out Darth Vader's TIE Fighter, and then make a
final assault on the Death Star. Just as in the vector
classic, you must also take out the tops of cannon
towers as you approach them or you will be'fired
upon. As you enter the trench, you are shot at by
fighters and cannons until you reach the exhaust
port to fire your torpedoes.

On Endor, you start on a speeder bike. Enemies
are on bikes themselves, and have hit point meters
above their heads. After this, you walk on foot and
try to save Ewoks from the evil stormtroopers. Your

final objective in this level is the shield
generator.

After you defeat the frst three levels,
there is a final battle, not yet seen by
anyone. According to Sega, this will be
a lightsaber battle against Darth Vader.
You'll use your joystick just as you would
the handle of a saber. This sounds like the
most strategic part of the whole game.

Star Wars Trilogy looks like it will be
typical Sega fare. The graphics are
unparalleled, utilizing everything the
newest Model 3 board has to offer. In
the Yavin level, the planet is below and
many Star Destroyers are
blasting alongside their
fighters. On Endor, AT-ST

The Best-

Looking
Star Wars
Game Yet

The Contro

Simple enough, you
have a joystick with
a button on top and
an “Action” button
(not used yet except
to start the game).
1t's a little awkward
to aim with, but you
get used to it.

While trying to destroy as many TIE Fighters as possible,
don't be distracted by the flying cities known as Star
Destroyers breathing down your neck.

walkers can be seen plowing down forests as you race
by on your speeder bike. Animations for all of these
are spectacular and once again Sega proves they
can't be touched in the graphics department. The
problem is, this game also shows the attention paid
o the graphic detail versus gameplay. We'll have to
wait to see if more depth is added, as this was a
work-in-progress when played.
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Blood Bullet:
House of the Dead Side Story

To help prepare you for Dreamcast's Bio Hazard, Sega’s bringing out Blood
Bullet (whose name will probably be changed to Zombie). This is a third
person perspective action game where you control one of three people
trapped in a world of zombies. The gameplay is a lot like Spike-Out's, but
this game will be on the Naomi, so expect some incredible graphics.

SELECT PLAYERS.
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House of
the Dead 2

if you played the first one, you get the
gist of HotD 2. Zombies are rampant
and it's up to you to stop them. This
game is on the Naomi system and
looks incredible. More info on this
one later.

Ocean Hunter

Winning the award for the least
environmentally friendly game in
history: OCEAN HUNTER! You invade
the water realm, the sea life attacks,
and you kill them. Since you're
underwater, your bullets can be
diverted by water currents. The colors
are a bit pastel, but the animation is
incredible.
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vou betler walch out...
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vou beller not fry...

Z jhe creators of Final Fantasy® VIl
have the hottest lineup of holiday
titles, including the spectacular
new science-fiction masterpiece,
Parasite Eve™

From the blazing fighting action
in Bushido Blade™ 2 to the
smoldering battlefields of

Final Fantasy Tactics" these
games might be too hot to handle.

www.squaresoft.com
Published by Square Elecronie Arts LLC.

o e el oo d e o
o el s e sl




The sequel to the revolutionary fighting game,
now improved with realistic new characters,
moves, stances, weapons and subweapons

Experience 12 new warriors, two-handed fighting
and more, but remember that a single blow can
be the difference between life and death




Includes Colleﬁtor‘s cD
with a playable demo of

FINAL FANTASY" Vill

Musashi, the humorous half-pint hero, runs, (hallenge ferocious monsters, or use the games
jumps, fights, and solves puzzles throughout unique learning system to master enemies”

his vast, colorful, fully 3-D world techniques and cut them down to size Only on PlayStation - Only from

ESOFT’

WWW.squaresoft.com

Published by Square Electonic Ais LLC.
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Ancient w ‘:@:s are being unearthed for
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ar without meaning or end




A young man’s troubled memories hold n-e _ Stunning animé and giant fighting robots -
secret to releasing an unimaginable futuristic RPG like nothing you've seen

Www.squaresof!
Published by Sauare Electonic
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How-To—
Round Three...

This feature is third in our series
of how-to articles designed to help
you get the most out of the gaming
hobby. Watch for new installments
every month. Next time, we'll dive

into a mountain of code
devices and show you how
to cheat like a pro.

By James Mielke




Japanese Videogames

ame importing—a topic that, to many, seems as exotic and
foreign as the games themselves. Who imports games from
W )apan and why do they do it? What kind of games do they
B9 import and where do they get ‘em from? Well, for starters,
" importing is the only place you'll ever get your paws on
obscure but highly desired RPGs like Arc the Lad or Sakura Wars. And
some gamers just don't have the patience to sit through the extensive
delays we Americans often suffer waiting for popular titles to be convert-
ed—Tekken 2 and Final Fantasy VIl being two excellent examples.
Despite efforts by game companies to speed up the localization
process, gamers still import massive quantities of Japanese titles for
reasons other than the long wait for a U.S. version. Gaming otaku (hard-
core fans and collectors), for instance, can’t stomach the often ama-
teurish cover art that replaces the once-cool packaging of the original
Japanese games (see Street Fighter Alpha), while others prize the
deluxe extras stuffed with the original versions (Dracula X’s art book
and bonus music CD being prime examples). O, and then you have
those guys who just can’t get enough games starring cute schoolgirls.
But ultimately, some gamers are stuck in a tough-luck situation and
have no choice but to turn to the grey market. Take Saturn users for
example. Unlike the United States, the Saturn still thrives in Japan and
new titles hit the shelves on a weekly basis. Although dwindling in
number because of the Dreamcast's looming release, games like Marvel
Super Heroes vs. Street Fighter and Shining Force Ill Scenarios 2 and 3
are highly anticipated here, but you'll need to import them to play ‘em.
Whatever fuels your impulse to import, our nine-page how-to guide
will show you where to get the games, how to get "em working on your
system(s)—even how to understand some of the Japanese text. So read
on. We'll have you swimmin' in schoolgirls in no time.

First, a word from our sponsors...

To make a long story short, Nintendo, Sega and Sony really, really
hate the import scene. It cuts into profits of games eventually scheduled
for release here (prime examples include Street Fighter Alpha 2, Soul
Edge, Metal Gear Solid, etc.) and creates anguish among the decision
makers when games of a controversial nature make their way over
without a publisher’s say so. Licensing also raises the occasional prob-
lem, such as when a company like Sega has a working relationship with
Pepsi in Japan, but a contract with Coca-Cola in America (remember
Fighting Vipers and Pepsiman?). And on the simplest level, the big three
try to control software importing and system modifications because of
concerns over pirating and bootleg games. That's a legitimate concern if
there ever was one, but if these companies knew what was good for
them, they would watch the import-gaming scene a little closer to gauge
interest in niche titles.

None of these company-line gripes, however, has put much of a dent
in the import-game hobby. With the Internet being the gamer’s greatest
tool, fans all over the world have set up independent sites devoted to
import games, news, Easter eggs and GameShark codes and FAQ sites
with walk-th hs of even the most Kanj RPGs. So, despite
efforts by companies like Sony to squash the importing of software from

n, the scene still thrives.
So far, gamers have managed

to adapt to every new lock-
out trick that console man-
ufacturers have sprung

on them.

>
Sure, you could buy Japanese systems
to play import games, but mods an
converter carts are cheaper.

Modding yourPlastaion (sbove r Saturn(set)
is messy and voids your warranty.

Under the knife...

So how do you play Japanese games in the comfort and safety of your
own home? The easiest way (I there’s any “easy” way) would be to buy
the original Japanese systems. However, if you want to play U.S. games
too (and who doesn't?), you'll have to get U.S. systems as well, making
this the most expensive option. That being said, the next best thing is to
find out how to convert or modify your console so that it will bypass the
regional lock-out codes or security measures implemented to restrict
unauthorized software.

For fans of the most successful next-generation console, the
PlayStation, playing import games has never been easy. To this day, no
one has been able to come up with a converter for the system. Although
it was rumored that Datel had, at one point, solved that little problem,
scuttlebutt says the big S put an end to that quick.

However, gamers who had their PlayStations from the very outset were
in luck, sort of. The first batch of systems could be fooled into
thinking they had a domestic piece of software in them, no

matter what you stuck under the lid. This technique—called

the “swap trick”—involved starting up the PlayStation with
a U.S. title and swapping it with a Japanese game via the
CD-player Mode, while using a pushpin to make the system
work with ts CD door propped open. We recommend you don't
even bother trying this sloppy trick. Not only is it a pain in the
ass—it's also widely believed to damage your system. And



Nintendo's reliance on a physical lock-out device rather than chip-
based protection makes modding the system yourself a snap. All you
need is a screwdriver and a special tool (pictured in the center) for
opening the console’s casing. (Most of the mail-order stores we list
later in the feature carry this inexpensive wrench.)
Once you've unscrewed and opened the casing (and note that you'll
need to unplug the jumper pak to do so), take a look at the gray guard
hanging beneath the cartridge port (). It is this chunk of plastic that
physically keeps Japanese carts from fitting into your N64. So, the
obvious solution here is to remove the guard with a screwdriver (2).
Now, with the guard removed you'll notice there’s nothing left to
hold the cartridge port’s dust covers in place. You have two options.
here. One is to simply seal the system back up and cast aside the =
guard and dust-cover assembly (3). Your N6 will now play >
both U.S. and Japanese games, and you can leave a car-
tridge in the console at all times to protect its port from
dust. Or you can use a drill to chip away the guard’s
plastic tabs that physically block the insertion of
Japanese carts, then re-attach the guard and dust ~§
covers beneath the cartridge port and close up \
your system. It's a little more work, but at least  (_/ ) ¥
your N6 won't look naked without its dust covers.

1en you g 0 work, their music and
FMV is notoriously sk /. d Sony got wise no you
and made it impossible to use the get mod-chips installed, we won't even begin to et
later rey of the hardware (the 55 them. But you can find a huge number of online comp;
and above) nies that handle this relatively simple modification. Just
The only thing left to do now is geta - 0 a little digging with your favorite search engine
modification. Option one is to haul or mail your Yilfind one, or ask around at you
system to an import shop, where they | ¥ Also note that according to recent rumors, newe
an unobtr vip that causes the i v figurations of the PlayStation, namely, the Dual Shock
the regional I d n kage, wouldn't be “modifiable.” Luckily,this s
e e system-mod costing
Avound $25-40 and the recent system price drop,
some soldering skills. Any ha as good a time as any to get into th
mod-chip installed in their system
ould know that it voids the For S s, the road to import-gaming
PlayStation’s warranty. Pl glory has been an easier path, and
es to repair any systems that have been  Four.in-ones act as a RAM cart, cheat cart and converter 1Y 50, considering the hardships they've faced.

it 5 i 1 King of
e cart—all for less than $40. Better stil, they really work! e e e



converter that fit into the cartridge-slot on top of the Saturn.
These converters were made by more than a few companies,

so finding one was never a hassle. The real challenge came when
SNK, and later Capcom, released games that required new 1-Meg and
4-Meg RAM carts, respectively. While it was possible to “swap” convert
er cartridges with RAM carts once the converters did their job, doing so
fried quite a few Saturns. Can you imagine constantly ripping out your
converter and slamming in a RAM cart every time you wanted to play
X-Men vs. Street Fighter?

Newer models of the GameShark for Saturn also act as a converter (by
pressing X, Y and Z at the Start-up Screen), but, as we explained, these
are not recommended for playing RAM cart games, since they occupy the
cartridge-slot. Instead, look for another type of product that has made a
name for tself—the four-in-one cartridge. Available from different manu-
facturers, these handy gizmos act as a converter, memory card, cheat cart
and RAM cart all in one. The first four-in-one carts were problematic in
that they only played certain RAM-cart games but not others. Vampire
Savior, for example, could only be played with a four-in-one if you modi-
fied the cartridge. Manufacturers are updating these carts all the time,
however, and you should have few problems with a recent version.

Of course, if you don't want to deal with cartridge converters at all, you
can always modify your Saturn, which, like the PlayStation, can be mo
ded by import shops or by yourself if you're technologically savvy. Unlike
the PlayStation, the Saturn requires a little rewiring and the installa
tion of a mod-switch. This little switch—which is most commonly
installed on the back of the Saturn or on the side—flips up if
you're playing domestic games and flips down if you want to
play import games. The mod-switch route is the best way to
g0 for people who want to play games that require RAM
carts (i.e., Marvel Super Heroes vs. Street Fighter, Vampire
Savior, Metal Slug, King of Fighters '97, etc.), since it frees up
the cartridge slot on top of the Saturn

Nintendo never really ventured to the highest technological
peaks to prevent the playing of imported games on its hardware. The
big N's lockouts were purely physical and not electronic, which is why
converters for the Super NES, and now the N6, are easily obtained

out system is found on

carts are arranged to fit into either U.S. or Japanese systems. The con
verters you can buy merely act as a middle-man; they're simple, $15 plas-
tic docking bays that fit into the Nintendo's cartridge slot and accept both
U.S. and Japanese games into the top. (Note that the N64 GameShark will
not work as a pass-through converter for all games, such as Yoshi's
Story,) For those

of you who prefer

less clunky-look

ing methods of z
getting your N64.
to sit up, roll over
and play import
games, check out
our simple step-
by-step method
of making your
favorite 64-Bit
console

the cartridges them
selves. Little tabs
onthe| horr

The key to Nintendo’s lock-
( ucky Japanese

Station owners keen on importing games can sometimes get a
little help when trying to overcome the language barrier. Japanese
PlayStation titles are shipped in two versions—the standard Japanese
package and a special “Asian version.” Unlike the Japanese jewel case,
the Asian version comes with an extra instruction manual printed in
English (included mainly for English-speaking people in Hong Kong). This
manual makes it much easier to hop into the game without having to
translate button commands or basic gameplay goals.

Unfortunately, getting your paws on an Asian version is often a matter
of luck. irst of al, many sales associates at import-game stores pmmbw
won't know the difference between the Japanese and Asian v
you're likely to get the luck u? the draw when they ship your game. (Nun:
that the stores we will know the difference—except

Do not use unauthorized software or peripherals.
They may not play properly on, or cause damage
] to your “PlayStation" console.

Asian versions are identical to the Japanese
editions in every way—except for the
English text on the jewel case’s backside.

We get a manual. Japanese gamers get music CDs, art
books and more in special editions of hot games.

for EB, which doesn't sell import PlayStation games.) Secondly,
sions might not always be available to U.S. game-import shop:
can really do is specify that you want the A
your order, then hope for the best

If you visit an import-game store and can examine the merchandise,
check the back of the jewel cases. Asian versions will have English text
alongside the number-of-player and memory-card icons located at th
bottom-left corner of the casing. Japanese versions will only have
Japanese text, with the additional “For Japan Only” notice crammed
beside the icons. finally, remember that only PlayStation games come in
Asian versions; Saturn and Nintendo games will ship with Japanese man-
uals only. (Sorry—no word yet on whether we'll see Asian versions of
Dreamcast games)

vel
All you
n version when you place

| The Japanese text and “For Japan Only”
warning are a dead giveaway you'e
looking at the Japanese version.
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The ABCs of Japanese

Importing games is one thing; understanding them is something
else entirely. You have two options if you want to make heads o tails
of all that squiggly text in your Japanese games. You can spend about
three years in classes learning how to read and speak this amazi
complex language, then spend another two years in Japan to hone
your Nihongo skills

Or, option two: Just grab a Katakana chart and wing it

Katakana, one of the three Japanese alphabets, is used in games main
by for e ey ol inticy sl | e e s il plliah
Japanese terms. Katakana's main convenience for importers is that it's

often used to phonetically spell out rugmh words for Japanese gamers

(most of whom learned English e 1er\u Option like
“start, et anas the wor using the
phonetic symbols for SU, TA and TO, with the dash betweon Th and J0
indicating a drawn-out sound for the vowel that proceeds the dash (the
letter A, or the “ahhh” sound, in this case). Now, when you put those.
ounds together in your head, you get “SUTAATO,” which sounds like

tart” if you g

We're sure all this talk of long vowels and multiple alphabets sound:
awfully confusing to anyone who doesn’t know the Japanese lingo. Don't
worry about it. Just study the Katakana chart we've provided, whic
includes every Katakana symbol and its corresponding phonetic equiva
lent. Then see how these symbols are arranged for the Katakana words in
our list of common Japanese terms. Practice decoding Katakana long
enough, and you'll get the hang of it.

Now, if Katakana was all there was to the Japanese written language,
then every U.S. gamer would have no problem understanding Japanese
games. It ju: that easy. Remember that Katakana is only used
to spell out vahkh and other non-Japanese words. You still have two
other alphabets to worry about, both of which are used to spell

Even if you don’t wanna screw around with our Katakana chart (after
all, games are supposed to be fun, not homewark), you should still
take a gander at a few basic words that are guaranteed to pop up

Ad—p

start..

option............

menu

controller ......... +eneennenkONtOrOOTA

button botan

mode it aimoodo

fairu

MEMOrY Card............memoriikaado

tatu

s S e T e

cancel.......... e kyanseru ¥ k)0
‘L2 b
Hy R
AFVE

€/ NV

Must-know Nihongo

Japanese words. Hiragana is the simpler of the two (in fact, it was
originally designed for Japanese schoolchildren). The other is Kanji
an il dibly ornate collection of more than 3,500 symbols that you'll
never be able to learn completely in your lifetime.

But here’s the tricky part—all three alphabets are often used inter-
changeably in Japan you'll likely see Katakana, Hiragana and
Kanji words in the same paragraph. Which alphabet is used typically

depends on a game's target audience. Japanese titles geared toward
older gamers, such as Final Fantasy Tactics, pack plenty of Kanji text,
while kids” be heavy with Hiragana. (Note that Game Boy
games r: nce the handheld’s tiny screen lacks the
resolution to show such complex characters).

But eveniif you're playing the most Kanji-intensive Japanese RPG
in the universe, a litle Katakana know-how still goes a long way.

nember, Menu Options will almost always be in Katakana, but -

more importantly—so will the names of characters and kingdoms in
RPGs. Say you're stuck in an RPG and wading through a sea of Kanji
dialogue, but then a word in vsammud appears in the middl

If, after ynn sound out ng our Katakana hmt
e e place in the gam
chances are you ol v orteren tatt o the vt o
in your quest.

Of course, many Japanese games.
that only gamers fluent in Japanese can solve. When you come up
against such “gaijin protection,” you're probably best off ch
online for awalk (hrouzh or FAQ (www.gamefags.com should have
everything you need). Or maybe you should just wait until the game
hits the States. After all, what's the point of playing an intricate,
beautifully crafted Japanese RPG like Xenogears or Final Fantasy VIl if
you don't even understand the story?

eature a few extra-tricky puzzles

frequently in your imported games. So keep the below list of
Katakana menu terms (left) and common Kanji words (right) handy.
You'll be surgrised at how often you'll see 'em used in import titles.

up.
down F
right.. T
lefti.ecnnse %k
north.. It
south ..

[ L S

west..ine

magic
fire.... K
water.. /3

wind ...

lightning ceeeveee.

ice

earth

.mura
.....kaibutsu
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How to Tell ’em Apart:

l{atal(ana at a Glance Clip it. Study it. Use it for reference.

gya ja bya pya You should have little problem recognizing
= i - o Katakana in Japanese text, Hiragana is less
Xy V¥ E ¥ E & ansulas while Kanjiis much more omate.
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OK, 50 you've either got your system ready to play import games or
you're about to make that move. Now you just need the games (or maybe
a converter cart to play the games). But you're probably brimming with
questions, too. Where do you go to find the games? What do you look for
inan import shop? Who has the best selection, price and service? Does

anyone take preorders so you're not the last person on your block with a
copy of Marvel vs. Capcom? So we've provided, for your convenience, a
small list o companies that have, in one way or another, earned enough
respect from the gaming community to provide a comforting head-start
into the warld of import gaming. Here goes...

http://www.tronixweb.com/
347 Fifth Avenue, Suite #1508
New York, NY 10016

Tel: (212) 447-5980

Fax: (212) 727-8934

Offering both Japanese and
U.S. games for all systems,
Tronix may just be your one-stop
shopping haven. Prices are
extremely competitive, selection
is excellent and customer service
is superb. Import games arrive
often on the same day of their
Japanese release (and in the
case of Saturn games—some-
times a couple of days before
they hit Japan). Their Web site is
nicely designed and easy to navi-
gate, and it's updated on a daily
basis. Whenever we at EGM are
not buying our import games

direct from Japan, we're usually
buying them from Tronix.

National Console Support
http://www.ncsx.com/

One of the premier
importers on the Net,

Euy-ﬂll! Video Games Although their selec-
www.buyriter.com/ tion isn't as extensive
313; Calvary Drive, Suite #107 as NCS's i, their prices
Raleigh, NC 27604 are generally the best
Tel: (919) 850-9473 on the Net. Finding
Fax: (919) 872-7561 prices lower than these
is next to impossible.
However, their back-catalogue of older games is not as
well-stocked as you might like. In addition to offering
weekly specials, they also stock misc. Japanese goods
(ke magazines, toys and guide books). Definitely
worth looking into, though not as well-rounded as

Tronix or NCS.
BUY.RITE

e

=

121 Baxter St. Suite #1
New York, NY 10013
Tel: (718) 523-5774
Fax: (718) 5237069

NCS s known for their
timely arrivals and com-
prehensive selection.
Besides carrying
Japanese games, they
also carry Japanese magazines and models, plus they
update their site on a (mostly) daily basis. One nice
thing about NCS is that they tend to keep a lot of
older import titles in stock longer than Tronix, so if
you're just dying to get your hands on “vintage”
imports like Hermie Hopperhead or Darius I, you
might have better luck checking with NCS. With some
of the best prices on the Net, NCS should be one of
the first places you check.

http://www.ebworld.com/

Although this nation-
wide chain is mainly
known for being one
of the best spots (if not
the best) to purchase
U.S. games, many loca:
tions carry import Saturn
titles as well. They usual-
ly pick up some of the
best Japanese releases
(i-e. most Capcom games,
big-name games like
Deep Fear and Radiant
Silvergun, etc.), so new.
title-starved Saturn fans
can get their fix.

The Rage The Rage is another
http://www.therage.com/ good altemative for
P0. Box 2310 import and domestic titles
Rorikonkoma, NV1tzz9 8 Son the Websliiough they
Tel: (516) 467-1679 don't offer anything major
Fax: (212) 208-4668 that you won't find else-
where on any of the afore-
mentioned sites. Their prices are a tad bit more
expensive, too. They do have a nice selection, howev-
er, and a good reputation among game buyers on the
Net. Be sure to stop here when comparison shopping

198
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Import Games to Get...

Now that you know how to import Japanese games, what are you wait-
ing for? Go get ’em! To start you off, we've selected several must-play
imports that may never make it to the States. But keep in mind the list
of cool stuff certainly doesn’t end here. Depending on your interests,

TITLE
PUBLISHER

Originally programmed on
Sega’s Saturn-friendly ST-V
board, the home conversion
of Treasure’s horizontal-
shooter masterpiece is
arcade-perfect. Add in the
Story Mode (complete with
additional animation
designed by the Guardian
Heroes team), an innovative
control scheme, an excellent
soundtrack, rendered on-
the-fly cutscenes and numer-
ous secrets, and you've got the shooter equivalent of Tekken 3. With its
extremely limited amount of Japanese text (and who really cares about
that in a shooter anyway?), Radiant Silvergun is a must-import title that
belongs in every gamer's library.

Radiant Silvergun
it wes ESP[Treastre

TITLE ........Capcom’s 4-Meg Fighting Games
PUBLISHER Capcom

If you're looking for perfect ports of Capcom’s latest and greatest 2D
arcade fighters, then you know the PlayStation definitely is not the place
to find them. The closest you'll get to perfection is by importing the
Saturn versions from Japan. Beginning last year with X-Men vs. Street
Fighter and continuing with Vampire Savior, Pocket Fighter and the soon-
to-be-released Marvel Super

Heroes vs. Street Fighter (but
no SF Zero 3, dait), Capcom
has been releasing their
games with a 4-Meg RAM
cartridge that significantly
increases game performance
(larger characters, better
sound, more animation)
while at the same time
decreasing load times to
nearly nil (except for the ini-
tial load sequence). You only
need to purchase the RAM
cartridge once (each game is
packed either alone or bundled with the cart), and the end result is a
must for Capcom fans. As a side note, Marvel Super Heroes was released
in Japan with a 1-Meg RAM cart (the U.S. version is compatible with it,
even though the cartridge was not released here), which also increases
game performance, though to a much lesser degree than the 4-Meg cart.

the import stor
The system will hit stor

o). The art sore e the ents on that day or
s unti

you'll want to check out Phantasy Star Collection, Chocobo's
Mysterious Durgeon, ASCII's “maker” series, the Saturn version of
Dracula X: Nocturne in the Moonlight, the excellent Saturn shooter
Soukyugurentai, etc., etc., etc...An entire nation of games awaits.

s e e S R e .......Grandia
PUBLISHER .., vev......ESP/Game Arts

When Sega of America passed on porting over Grandia to the United
States, it was like the equivalent of Sony having said, “Nah, that Final
Fantasy VIl crap doesn't look
too hot. Next!” Saturn owners
around the country cried a col-
lective bleat of anguish as yet
another highly desired piece of
software was denied release in
America. Since a PlayStation
release is doubtful (it's too
texture-heavy), and a
Dreamcast version would still
be over a yezr away, Saturn
RPG fans have no other choice
but to import this fantastic
RPG. Sure, not being able to
read the story is a big sacrifice, but in the case of a game as amazing as
Grandia, it's not all that unbearable.

Aglorious RPG that's as grand as any you've seen before, Grandia is
the Rolls-Royce of Saturn RPGs and one of Game Arts’ finest moments.
When it comes down to either A) not playing an incredible game at all,
ever, or B) atleast trying to get through it in Japanese, with limited
knowledge of the story, choice B is almost always the better alternative.

.. Shining Force Ill Scenarios 2 and 3

TITLE .
PUBLISHER

Let's face itif you've played through the U.S. version of Shining Force
11l (Scenario 1), you're probably pretty dam upset about the ending.
Yes, it was a fantastic ending (and a darn long one, too), but it was a
cliffhanger! Why? Because it's only part one of a trilogy that's never
going to be completed in the U.S.! (Not on the Saturn, anyway

Even though the story is the most important part of an RPG like this,
fans may still want to consider importing Scenarios 2 and 3 from Japan
(both of which are available now). Surprisingly, your completed save data
from Scenario 1 will work with the Japanese versions of Scenario 2 and 3.
So while you may not be able to fully understand what's going on, you'll
at least be able to continue your journey. Oddly enough, when you do
this, any names of characters that appeared in Scenario 1 will show up
on-screen in English in Scenarios 2 and 3. It may be a daunting task, but
it one fans of the series will surely enjoy, and thanks to Shining Force's
mostly lconlc it langiage barrier won't be all that much of a
distraction in actual gameplay.

For more info on Scenario 3 in the SFIll saga, check out our interna-
tional preview of it on page 164.
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Tobal 2
Square

TITLE
PUBLISHER

Tobal 2 has
AR
R

quickly
become one of
the most noto-
rious games
never to come
stateside.
Universally
lauded as a
huge improve:
ment over the
first, Tobal 2

sat atop many a
gamer's wish list, even two years after its release.
With more than 200 playable characters, an
enhanced Quest Mode, and CG endings to boot,
Tobal 2 has everything hardcore gamer's crave.

HITLE 252
PUBLISHER

Despite several companies showing interest in
bringing it to the United States, it looks as if R-
Types (arcade-perfect conversions of R-Type and its
little-seen sequel R-Type I is going to stay in Japan
(and Europe—lucky Brits!). Not much needs to be
said about this one—R-Type is one of the most mas-
terfully designed side-scrolling shooters ever, and
its sequel is nearly as amazing (and harder, too!)

PILES. . Final Fantasy IV & V
PUBLISHER 25 . it e Square

While we've been living it up with Final Fantasy VII
on the PlayStation, Japanese gamers have been
enjoying slightly enhanced ports of two Super NES
masterpieces—Final Fantasy IV (I in the United

. R-Types
. Irem

TITLE ..... Pokémon Stadium (N64),

Pokémon Pikachu (GB)
PUBLISHER ... . Nintendo

Sadly, there aren’t many Né4 games worth
importing, but if you've been sucked into the
Pokémon phenomenon, you may want to check out
Pokémon Stadium for the N64. PS lets you take
your Game Boy Pokémon and play it on the N (it
comes with controller pak that lets you slot in the
Game Boy cartridge) in full 30—sorta. You can't
actually play the one-player game in 3D, but you
can do battle with either the CPU or a second play
er. And here’s another catch: Only 40 (of the 150)
Pokemon are playable in Pokémon Stadium. The
others can only be viewed in a 3D Pokedex.

since Pokémon Stadium will not work with the
U.S. version of Pokémon, its hard for us to fully
recommend it. A basic understanding of Japanese is
needed, and without a Japanese version of the
Game Boy Pokémon (which will play fine in your
U.S. Game Boy, by the way), there won't be much
for you to do withit.

Elsewhere in the land of Pokemon.is the new
Pokémon Pikachu for the Game Boy. Also known as
Pokémon Yellow, this latest (fourth) installment of
Pokémon is basically the same as the original three,

States), and Final Fantasy V (widely believed to be
the best in the series, though it still never made it to
the United States). The games are direct ports of the
Super NES versions, which is a little disappoint-
ing (graphical upgrades a la Mario All-Stars
would've ruled), but they do have some real
spiffy FMV scenes thrown in. And they are, after
all, timeless classics.

Final Fantasy fanatics may want to check these
out for the new FMV scenes, and in the case of
FFV, to see what all the fuss has been about
(though not understanding Japanese is obviously
going to lessen the experience significantly)
What might be a better idea is to start writing to
Square EA, requesting that they release these
games (or at least FFV, since it's never been here,
period) in English.

TITLE . Capcom Generations Series
PUBLISHE Capcom

With the U.S. release suddenly in limbo, gamers
looking forward to the Capcom Generations series
may want to look to Japan for these classic compila
tion packs. Vol. 1 contains three classic shooters
(1942, 1943 and 1943 kai). But Vol 2. is the big one.
Nobody should be without Ghosts ‘N’ Goblins,
Ghouls *N’ Ghosts and Super Ghouls ‘N’ Ghosts—all
on one disc. The
rest of the series
is pretty bland,
except for the
Street Fighter II
Collection,
which may still
make it to the
States anyhow.
Note that the
series is avail-
able on the
PlayStation, too.

except that you start the game with Pikachu, and
he follows you around (on-screen) throughout the

game. His voice sample from the cartoon is even

in the game! You can also connect Pokémon Yellow
to a Game Boy Printer and print out monster stats.
For serious Pokémon freaks only.

TITLE ..

.. Dragon Quest Monsters:
Terry’s Wonderland
PUBLISHER. ENIX

Just released in Japan at the end of September,
this first Game Boy installment of the mega-popular
Dragon Quest (Dragon Warrior) series is also com-
patible with thie Game Boy Color. The largest Game
Boy game ever released (at 16-Megs it double the
size of the biggest game released before it), DQ
Monsters is two parts classic Dragon Quest (which
is to say it's a fabulous RPG), and one part
Pokémon (with a link cable you can pit your mon
sters against your friends’). If Nintendo's smart
they'll bring this one to the States themselves, but
in the meantime, Dragon Warrior fans dying for a
new game may want to check it out. I’ rather text-
heavy, but it won't be tao difficult far DQ/DW vets
to figure out. And remember, the U.S. Game Boy
needs no modifications to play Japanese carts.

Import
Release

PlayStation:
Legaia Legend .
SCE,
Smash Court 2
Namco, Tennis
R-Type Delta .
Irem, Shooter
Poporoogu .

e

Ry: Ridge Racer Type 4 .
Namco, Racing
Ehrgeiz..
Square, Fighting
Chocoba's Mysterious Dungeon 2 .12/23
Square, Action RPG
Tales of Phantasia .
Namco, RPG
Genso Suikoden Il

.a2/23

December

Capcom, Fighting
Strikers 1945
Psikyo, Shooter
Falcom Classics Il ..
Japan Victor, RPG
Grandia Memorial Package .
ESP. RPG
Capcom Generation 5 SF2 Col. ..
Capcom, Fighting

Dreamcast:
Virtua Fighter 3tb
Sega, Fighting
Sega Rally 2 .
Sega, Racing
Blue Stinger .
Sega, Adventure
Geist Force

Sega, Shoote
Sonic Adventure .
Sega, Action

Note that this list highlights only

high-profile Japanese releases up

until Dec. 31, and not all of t

games will be easy to play if you
don’t know Japanese (some of them
are RPG). As for the lack of N6

Japanese releases, well..truth be
told, there’s just nothing coming
out for the system worth
importing.






www. futurecop. com

LA has gone to hell. Thankfully. hell
is within your jurisdiction. Lawless gangs
packin' thermo-nukes. bio-agents and other
bad mojo are laying seige to the City of Angels.
eep the peace with this piece. Your standard
ssue hovercraft. walker. and all-purpose
stice dispenser. It's like playing -good
ops-bad cop-. Only without the good cop.

SERVE.
PROTECT.
SURVIVE.




C HPCOM unleashes explosive tag-team fighting

action in Rival Schools — the most innovative 3-

fighter that teams up 14 brand new warriors united

by fate. Vibrant graphics, an intense story line, outrageous
new combos and Capcom’s signature gameplay make Rival

Schools the 3-D tag-team battle that's completely out of contral.
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By Crispin Boyer

How

NMetal

ee Snake. See Snake run. See

Snake crawl. See Snake snap

a drowsy guard’s neck. See

Snake score six headshots with
his SOCOM pistol, FAMAS assault rifle or
PSGt sniper rifle. And see Solid Snake—
your brooding, lethal alter ego in Metal
Gear Solid—do it all with more gritty,
true-to-life attention to detail than you'll
find in 10 summer action flicks.

Such high levels of realism to the
game's weapons and tactics were hardly a
last-minute addition, either. Four years
ago, when Metal Gear Solid producer and
director Hideo Kojima kicked development
into high gear, he and his team embarked
on a spy mission of their own. They began
exhaustive research into the tools of real-
life soldiers’, spies’ and terrorists’ trades.
After learning the basics from Internet arti-
cles and various books, Kojima—seeking
some hands-on trigger time—decided it
was time for a field trip.

Since guns are strictly forbidden in
Japan, Kojima and his team—which
included arms expert Motosada
Mori—flew to the United States,
where buying and shooting

weapons

is only
slightly
more diffi-
cult than
joining Sam’s Club.
Their first stop

was Los Angeles’
Stembridge Gun
Rentals Inc. Here,
and in a few other
ranges around
Hollywood and Little
Tokyo, they shot a
variety of pistols
and rifles, some of
which wound up in
the finished game.
(Oh, and as an
interesting side-
note, Little Tokyo
is home to sev-
eral shooting
ranges that

ean

EGM Examines the Guns and Gadgets of
the PlayStation’'s Most True-to-Life Game

cater to adult Japanese tourists craving
the experience of shooting a real gun. In
fact, our own Sushi-X visited one.)

Next up, Kojima, Mori and company
hung out with the Huntington Beach SWAT
and watched these elite troopers go
through their drills. Kojima filmed the
maneuvers for the game’s artists, who
referred to the SWAT's formations and
stances when it came time to
hand-animate Metal Gear
Solid’s characters. The team
even took notes on the SWAT

guys’ body armor and uniforms. »

Irwin Military Base, located
between LA. and Las Vegas, was Kojima's
final stop in the States. Here he checked
out an M1 Abrams tank and an M2 Bradley
Fighting Vehicle—both of
which were filmed for the s
textures appearing on the in-
game tanks. Finally, the team | =1
returned to Japan, where they -
visited a few more military
bases for texture reference, as well
OK, 50 we know Kojima did his home-

work. Metal Gear Solid is a triumph of
tiny true-life details that make the game
both highly cinematic and highly
authentic at the same time. But we
at EGM wanted to see just how

deep the game's realism runs.

More to the point, we wanted to

check out some of the cool gear for
ourselves. So we turned to Safety Systems
Corporation, a company based near
Chicago that sells tactical and assault
equipment to law-enforcement agencies,
the military—even movie studios (their
gear has appeared in Relic, Starship
Troopers, Demolition Man and many other
flicks). Safety Systems’ president, Charles
Bicek, dressed our model in authentic
Solid Snake and Meryl Silverburgh attire
(and if you think you've seen our model

Is

olid-

before, check the flipside of the centerfold
to find out who she is).

We also took Bicek on a minitour of the
game, to see if Metal Gear Solid would
stand up to the scrutiny of someone who
deals with real-life “operators” like Solid
Snake on a daily basis. From the get-go,
he was impressed. “The start is very

continued on page 213
If it's in the game, chances are you'llfind it
in the real world, too—and that goes for
everything from weapons to tank textures.

him a message!
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- AN-PVS5B Night-vision Goggles

These third-generation goggles from Litton Electro-
Optical Systems pack the world’s most advanced
light-amplification technology. Wanna be like
Snake? A pair of your own cost a mere $8,000.

Modular Body Armor

Extra protection you find late in the

game. Oddly enough, the muscle-molded
armor Snake starts with is make-believe.

Tactical Elbow Pads -
Like the kind Rollerbladers use, except €]
Rollerbladers typically don't kill peoplel

Assault Gloves
Tough gloves for tough guys. Don’t
rappel from your home without "em.

Mag Pouches

Keeps spare magazines within easy
reach. Just slip them out, slap 'em home
and start shootin’ stuff.

Spec-Ops Holster

Actually, the full name here is “3005
Special-Ops Tactical Holster.” It holds \
Snake’s trusty SOCOM .45 (see flipside). \ FratGrenade Pouch

So Snake doesn't have far to reach when
tossing pineapples with the boys.

BN

\_BDUs (Black)
Battle-dress utilities are the standar
issue clothing of all soldiers. What, you
expect the military to just call 'em pants?

w7k

.
{

Tactical Knee Pads
Further proof that whether your job has.
you laying carpet or infiltrating

' terrorist hideouts, knee owies suck.

9
M g

Snake's only bit of gear at the . Combat Boots pel, which in turn is a fancy
game’s outset. Strange—Sony word for “'m gonna try to slip
guidelines always forbade cig- 10 stories down this rope
arettes in PlayStation games without busting my ass."
before, so what gives? Hmm.

"

SFAOIE Abseil Rope
NOKes

Yep, just like your momma wears. Great
for hitting the clubs or kicking in teeth,
depending on whether they were issued

by the U.S. Army or Doc Martens.



Laser-Rangefinder Scope

High-end models like Snake’s fea-
ture digital zoom, image enhance-
ment—even elevation readings.

Can't see through clothes, though
(but you can't blame us for trying).

SEAL Gloves

Designed specifically for the NAVY’s
East Coast SEAL teams, these fingerless
gloves make for quick trigger work.

Vital headgear that'll save &
Snake’s tail more than once. TTop
Psycho Mantis fancies one
himself, for reasons you'll dis-
cover when you beat him (and,
no, it not "cause Liquid Snake
ate too much chill).

ideal for tropical assignments (i.¢., a day
at the beach). Can be used as tourniquet
in an emergency (i.e., lawn-dart mishap).

LC Belt
The standard load-carrying belt used to
carry holsters, mag pouches, grenades,
etc. Oh, it keeps your pants up, too.

BDUs (Camo)
Ketchup Meryl's camouflage battle-dress utilities
have lots of pockets to hold grenades,

ammunition, rations—you know, girl stuff.

Tomato-based food condiment ),
that comes in handy near the
game’s end. Great on fries,
too, although rumor has it
they use mayo in Amsterdam. MPK Spec-Ops Knife
Used by the SEALS for two years with nary
a broken blade. This thing'll slice tin cans
in two faster than any candy-ass Ginsu.

-

Cardboard Box

0r, as the guards say, “Oh, =
just a box.” Snake finds three

in the game, but don't ask us

how he gets them to fold up

and fitin his pants’ pouches.
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Snake and Meryl aren't the only MGS
characters with real weapons.

soldirtaod Bosedall oy real geus o0

L= A5

What're

interesting,” Bicek said, watching the
opening cinema that has Snake riding his
minisub to Shadow Moses Island. “It
shows a single-man SDV, and those really
exist. They don't launch that way, but they
really exist. There are such things as
black-ops, too. It's very common. The
government won't say you did or didn't
do the mission. You go in with no identifi-
cation, no dog tags. The mission just
doesn't exist.”

Right, so Metal Gear Solid is scoring
fairly high on the reality-o-meter so far.
But then we get to the part in the opening
brief when Snake learns he'll need to find
his own weapons and equipment. Now
Cmon—are we expected to believe that
real-life operators are sent into battle with
nothing but a pack of smokes? “No,”
Bicek said. “You'd go to the armory at your
base and pick up the gear first. And rarely
would you go on a mission by yourself.
There are no one-man missions. It's
always team:

Of course, if Solid Snake stormed the
Alaskan base as part of  team of elite
troopers, he just wouldn't be the same
mysterious loner whose life gets so
friggin' interesting through the course of
the game. And if he started the mission
loaded to bear with a full complement of
guns and gear, Metal Gear Solid wouldn't
be a very tough game, now would it?

Speaking of gear, nearly every gun,
grenade and gizmo in the game is a bona:
fide real-world item. Take Snake’s SOCOM,
for instance. “It's actually adopted by the
special forces now,” Bicek said of the
Special Operations Command pistol.
“They've procured about 2,000, but a lot
of operators actually don't ike them
because they're too heavy and too big.
The thing is theyd rather carry a smaller
pistol and more ammunition for their pri

The MGS team did most of their research in
the United States, where producer/director
Hideo Kojima (below) and arms expert
Motsosada Mori (above, with the game’s prin-
cipal weapons) fired guns forbidden in Japan.

mary weapon. The pistol is usually your
secondary weapon. The primary is usually
an assault rifle.”

As further proof that Kojima and his
team know their stuff, Snake s actually
told via Codec at one point that some field
operatives don't like the SOCOM because
of its size and weight —exactly the same
tidbit Bicek revealed to us. Still, some of
Snake’s gear borders on make-believe. His
mine detector, for instance, is much small-
er than current versions. The Nikita missile
launcher, which spits tiny missiles that
Snake can guide via remote control, has
yet to be developed. Bicek said the
launcher is probably based on the wire-
guided missiles that today’s infantry
launch and guide into enemy tanks.



“Guns are like women. Some guys like 'em tall, short, blond,
brunette, just like guns. Some guys like Glock, some like Sigs, but,
performance-wise, everyone looks at the 1811 as the base for

the modern pistol.” —safety Systems president Charles Bicek, when asked if he agreed with the
game’s claim that the Colt Single Action Army is the greatest handgun ever made.

And remember—Metal Gear Solid s set
nearly a decade into the future, when cool
gear like Snake's is sure to be as common
as rocket cars, moon bases and fat-free
Big Macs.

Metal Gear Solid's attention to detail
doesn't end with its weapons or graphics;
Bicek found that the control system ade-
quately portrays one tricky bit of real-life
combat—shooting while moving. “Running
and shooting is tricky, but he’s doing good
drills right there,” Bicek said, watching
Snake advance on an enemy
while firing. “In fact, firing
while walking is very

common now among

SWAT teams that are

ata higher level.” The
game models this

Solid Snake's two-
hands-on-the-gun
shooting style makes
for more accurate aim-
ing than Lara Croft's
Hollywood-inspired
two-gun highjinks.

tricky maneuver by forcing you to feather
the Crawl button while holding down the
Shoot button. It takes some practice,
but—just like the elite SWAT teams Bicek
mentioned—you can master it in fime

So is Metal Gear Solid the most realistic
console game ever? It certainly ranks up
there with GoldenEye 007, Bushido Blade
and PaRappa the Rapper (never has the
forbidden love between a dog anc a flower
been portrayed with such gritty realism).
But just remember that Metal Gear Solid is
only a game. If the guards were too smart,
orif Snake dropped dead after a single
round to the chest, well...just how much
fun would that be? And if you ever get too
caught up in Snake’s world, if the edges
between fantasy and reality begin to blur,
just have Snake slip under a cardboard
box and skitter near some dimwitted
guards, The silliness of it'll snap you
back to the real world.

“Yeah, that's realistic right there,”
Bicek said, his voice dripping with
sarcasm as he watched Snake prance
around in his box a few feet from a guard.
“That's one of my favorite ploys—good
guys in boxes.” @

Solid Snake Vs. Lara Croft

Run 'n’ Gun

The battlefield equivalent of walk-
ing and chewing gum, running while
shooting isn't easy in real lfe:
Consequently, you'll have to master
a two-button combo for Snake to
perform this tricky maneuver in
Metal Gear Solid (above)

Who'd Kill Who?

He's the PlayStation’s toughest hombre. She's
its sassiest superchick. But if Solid Snake and
Lara Croft ever did tangle by the flagpole, whod
come out on top? We asked Safety Systems’
Bicek, who said the answer lies in how the two
heroes handle their hardware.

“His stance looks very good,” Bicek said,
eyeing Snake's two-handed grip on his SOCOM

pistol—a grip ideal for spot-on aiming.
When we explained that Lara seems to think
two guns are better than one, Bicek decided
that the odds were stacked heavily against her.
“Shooting with two guns is pretty much only for
the movies,” Bicek told us. “No one can hit any-
thing with two guns. He'd kill her in a second.”
Looks like Lara's finally met her match.
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NEW VERSION RE, NOW WORKS WITH
GUNCON™COMPATIBLE GUNS AND
NEW AND OLD VERSION OF THE
SYSTEM!

SUPER 4-IN-1
ANALOG HOLIDAY
BUNDLE FOR PSX™ _J

ANALOG ROCKER PAD +  * 1 MEMORY
1 EXTENSION CABLE+ o LENS CLEAN'ING DISK

‘ Il NAKI INTERNATIONAL
%iAMi 10945 PENDLETON STREET

SUN VALLEY, CALIFORNIA 91352, U.S.A.

IMB MEMORY ROCKER PAKPLUS TEL: (818) 252-0722 FAX: (818) 252-0723
o nei | tmes morememory - SERVICE HOT LINE: (800) 626-NAKI (6254)
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All 27 NHL' Teams and Over 600 Players
Featuring the expansion Nashville Predators™

Authentic Team Play Styles
Teams scouted by Stanley Cup MVP, Steve Yzerman

b

Nashville's debut season

Steve Vzerman
SCORE CAN Advanced Coaching Strategies

Set style for physical play, power plays and penalty killing

- Advanced Player Interface
Yzerman named MVP Symbol-based passing and non-puck handler control

Total Team Management™
Create, Trade, Sign and Release Players

Get Ready for the 1988-99 Season
Updated team jerseys, rosters, arenas, schedules and divisions
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48 HOURS IN HYRU

Here's the cool thing about spending
two days in Hyrule: You actually, truly,
honestly, really o live there for two entire
day/night cycles of genuine Hyrule time.
We mean it. The Hyrule Tattler should

,,:, know. Two of its crack reporters,
N Davison  an

Crispin Boyer—along with

’} Y Videbganes i) Janes
Mielke—spent 48 hours in

- Link's homeland, questing,

- fighting,  chatting  with

folks, fishing, horseback
riding, watching dozens
of sunrises and sunsets
(time flies much faster
there) and just plain
getting sucked into
the most immersive

TN

CRAG!

game world ever conceived.

We returned from our journeys with tales of:
impossible sights. We watched young Link get
introduced to Navi, his first fairy. We watched
old Link emerge from the Time Temple, his
massive Master Sword in hand. We watched the
aptly named Death Mountain changs from a
serenely ominous mountain to a nightmarish
crag poking through the thunderclouds above a
terrorized future Hyrule. We saw titenic Boss
creatures that shoot fire, water and electricity.
We learned the history of Hyrule, the tale of the
three goddesses who built the world and left
the Triforce as its guardian of balance and
harmony. And, as always, it is this powerful
artifact that links Princess Zelda and evil
Ganondorf in an epic adventure to determine
the fate of Hyrule.

Our meanderings through this world so
impressed us, in fact, that we decided to devote
this entire issue of the Hyrule Tattler to the life
and times of one promising young citizen
named Link, @ 10-ear-old resident of Kokiri

e meantime, we can't help

In th
Narvelmv at how much Link's current
his alleg

SEEA MOUNT/
TURN INTO A
NIGHTMARISH

past, sprite-based exploits.
He'll encounter Lost Woods
and. helpful owls; fairy
fountains _and familiar
sound- effect
maps and compasses
tektites, octoroks and
armies of old-school
monsters; boomerangs,
bows and arrows and
hookshots.  Even  the
puzzles ring familiar Link will
push blocks, light torches, blast
open secret fooms, hookshot his

way across chasms—the works. And all the
familiar footwork is only appropriate, seeing as
how Link’s new adventure is more of a remake
than a continuation of any previous adventure.

But don't ye worry, faithful readers. Link's
world packs plenty of new surprises, too. Aside:
from the obvious fact that all of Hyrule's
residents now possess a certain 3D depth m
their features, Link will find that some pu:
have taken on a Banjo-Kazooie-esque flair on,
andif any of you Hyrule residents bother to look
out your window, you'll notice we have a
working sun and moon now that track across
the sky during our 20-minute days and nights.
Look long enough and you might just see an
older Link galloping across Hyrule Plain on a
new friend.

But that's just a taste of what awaits. Dig
further into the Hyrule Tattler for a look at
everything from Link’s new control scheme to a
fashion review of the kingdom's fanciest
dressed lads, Mount up—it's gonna be a
breathtaking ri
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1 the peoper oxdor.
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YOU HAVE TO SEE
IT T0 BELIEVE IT!

, from the depths of the dungeons and
undergmundr caverns, to the streets of each
‘town. The land is so full of such rich textures
and beautiful imagery yowll think you've
entered another world.”

But what of the people and rich creature-
culture of Hyrule? “As we spent our time with
Link on his travels, we met with all manner of
creatures and characters who each had such

-

unique personalities and moved with
suich grace. From Link's horse, o some of
the bizarre creatures found underground,
they are all quite exceptional.” The Tattler is
in the enviable situation of being able to
provide exclusive pictures from Link's recent
adventure that will help illustrate Davison's
points. Throughout the pages of this issue
you'llsee some ofthe incredible environments,
some beautiful effects and jllustrations of just
how much care Hyrule forefather Shigeru
iyamoto has put into every item in the land.
‘We were lucky enough to see some defining
moments from a quest of this nature, too,”
Davison added. “When Link entered the Temple
of Time and drew the Master Sword from

GRAPHICS GOOD
ENOUGH TO MAKE
CHILDREN WEEP!

the

stone, the

atmosphere of the whole event was.
just electrifying. There was a brilliant, blinding:
light and some incredible effects before
Link emerged seven years older, sauntering
nonchalantly with ~that bloody great
sword, Wow.”

The Tattler concurs that this really
something that has to be seen to be believed.
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‘your friends a es once stood. And you've got to put a stop to it

before it puts a stop to you. It's an epic RPG with complex battle scenarios.
Customizable weaponry. And three styles of magic. Because you're gonna

need all the help you can get. Shadow Madness strikes in February 1999.



SURVIVOR OF THE
SHETKAHS PRESENTS
MYSTERY

Who is the mysterious character
aiding Link in his quest? Experts have
been debating the significance of this
curiously cowled character claiming
to be “the survivor of the Sheikahs,”
who Link doesn’t meet until traveling
seven years into the future. “You can’t
even tell if it’s a man or a woman,”
states Videogames.com expert James
“Milkman” Mielke, “but there’s a
pretty good chance it's actually
'someone from Link’s past.” Observers
Crispin Boyer and John Davison have
two theories to present, but they've
opted to keep their fat mouths shut so
as to avoid revealing any spoilers.

Whoever this Sheik person is, it's
sure to be revealed before Link
reaches the end of his quest.

Tam
Survivor of the Shelkahs..

INA

Huge, colossal, enormous, gargantuan, gigantic,
immense, and...er, large —all words that can be
used to describe the world of Hyrule and the areas
to which it leads. Walking from one end of the land
to another will bur some serious calories and take
a significant length of time. Experts say you could
“lose 50 Ibs. in a week by wandering aimlessly if
you're not careful and don't eat or drink anything

KOKIRI VILLAGE

Link's home where he discovers how nis life is
different from others around him and where he
learns that “without a fairy you're not even a real
man”—a lesson for life if ever there was one.
After hooking up with renegade spritelet Navi
though, our young hero s ready to meet his
destiny to lead Hyrule. Wandering the village he
unwittingly stumbles upon neighbors with an
insatiable need to teach him things. Within an
hour of wandering, Link is an accomplished
gymnast, explorer and intellectual.

DEKU TREE

The apparent seat of all knowledge in Kokiri,
Link is summoned to speak with the tres where
he lears the basics of puzzles and combat.
After some time inside the tree Link has pushed
blocks, climbed walls, jumped over things,
bounced up and down on boingy things, it
torches, set fire to stuff, jumped througn holes,
thrown Switches and broken an awful lot of
very breakable objets dart.

HYRULE CASTLE

After seemingly killing a very old tree thanks to
an unfortunate and unforeseen curse, Link travels
to the castle where he discovers that all of the
characters he encounters seem to suffer from
some kind of obsessive-compulsive disorder.
Shopkeepers, passers-by and unfortunate
weirdos spend an awful lot of time repeatedly
scratching and twitching. The castle is an idyllic
tocation though, and is the residence of the
young Princess Zelda who sends Link on his quest
to locate the three spirit stones of the Triforce.

LOST WOODS

Afamous location of the entire Zelda series, but
you wor't find much here. Lots of trees. Lots of
music. Link somehow finds his way throuigh the
former by making use of the latter.

WEEK BY

while you're doing it.”

But what better way to beat the bulge than by
enjoying the rolling plains in the sunshine? Well,
young Link discovered that when he traveled to the
future, he could take the reins of a horse he met as
a youngster in the castle stables and enjoy the
relative comfort and time-saving advantages of
galloping by horseback.

Underground home of the sleepy, happy-faced
Gorons who, for some reason, tend trees that
bear bomb-fruit. Pluck the fruit, chuck the bomb,
listen to and watch the big bang that ensues.

Itis here that our plucky hero and the gaggle

of journalists tagging along with him discover
that it is actually possible to waste forever by
thinking you've understood the principles of a
puzzle when actually you haven’t, Somewhat
embarrassed taggers-along John Davison, Crispin
Boyer and Videogames.com’s James Mielke admit,
“Imagine the scenario..really big pot spinning
around a large chamber with big walkway above

it. You'd think, wouldn't you, that maybe you
have to jump into the pot? Maybe there are some.
goodies in there. Seems perfectly logical.” After
enrolling the efforts of numerous other esteemed
gameplaying gurus, though, the hapless team
conceded defeat. “We had Dan Hsu, Shawn Smith



WANDERING AIMLESSLY!!!

Here are the places that plucky young Link traveled
to in his first couple of days on his quest

and even Andy Baran from Expert Gamer in
here,” admits a somewhat disheveled-looking

John Davison, “and then Crispin discovers that

you have to throw a bomb in there

DODONGO'S CITY

Dodongo’s a big fella, and the Hyrule Tattler
is pleased to tell you that although he’s an
intimidating bully, young Link is able to make
short work of him with the appropriate
techniques. Lot
example of how important Link's
jumping disorder can actually be

mpulsive

JABU-JABU

The specifics of the scandal concerning Li
adventures inside giant fish-beast Jabu-Jabu
can be read elsewhere in this i
Needless to say, hes a lot biggs
looks...and if you can imagine what bei
inside a fish s like, you've got an over-
active imagination.

TEMPLE OF TIME

Link surprises us all by walking in, traveling.

seven years in the future and then yanking the

Master Sword out of a dirty great big lump of
rock. Having met the mysterious Sheik he
discovers that Ganondorf has taken over the

f lava around here, and a good

world and everything has gone very
dark and scary outside.

And that's all the Tattleris prepared
to divulge as yet. This only takes young
Link less than a quarter of the way
through his quest—so we don’t want to
spoil anything further for you!

“Fishing is my way of life,” says
Link. When not roaming the lands,
saving the world from Ganondorf’s
wicked plans, Link likes nothing better
than kicking back at his favorite fishing
hole with his pole, line and lure to

help him relax. By some quirk of fate,
his recent quest has led him to take
advantage of his skills as it was
necessary for him to catch the biggest
fish in the lake to gain an item vital to
his progress.

“It was incredible,” says a close friend.
“Link has always been an enthusiastic
fisherman as a man and a boy, and
discovering that a fully specd fishing
challenge was part of s quest realy
made his day.”

The Tattler has leathed that Link
enjoyed the fishing part of his quest

ADVENTURER CATCHES
FISH AS BIG AS HIM!

50 much, he actually spent far longer
than was strictly necessary casting his
line and feeling the realistic rumbling
feedback that went along with the
serene atmosphere.
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All of the most important people were in YUUNG I_INK
attendance, with Hyrule Hunk Link bringi

novel twist to the proceedin
hims st he walked in as a 10-year-

Richard: That's a fine haircut for a young man.

8 Bruce: Oooh. He's so sweet. Couldn't you just

old cheeky young_ thing, before stepping [RSCERERSE

outside and returning as a strapping te Richard: Um. No. That shield doesn't look like
artthrob, some seven years older! Sl it's going to take a lot of punishment though does

it, Bruce? You could bounce a few peboles back

at people, but he's not going to repel a ravenous

beast's advances with a slab of hardboard

like that.

Bruce: And that little sword...so teeny-tiny.

Do you think he has any other lttle toys?

Richard: 'm sure he’s left his catapult and his

boomerang at home Bruce.

OLD LINK

Bruce: He really is an absolute dreamboat isn't
e, Dickie? Those great knee-length baots really
set off the whole ensemble don't they? Such a
shame he didn't bring those butch-looking:
metal attachments he has for them...you
know, the ones that let him walk underwater.
Richard: Yes Bruce. And don't call me Dickie.
I really think the white pantyhose might be a
mistake for a guy his age, though.
Bruce: You know, luwvie, | don't think it's
pantyhose, by the looks of things that's a
gorgeous all-in-one number hes got on
under there. He's probably very snug in
that, but there may be some personal
hygiene issues when he goes on those
long walks.
Richard: That's a damn big sword too. You
can see why he didn't getto use it as a kid.
You could do some damage with a
weapon of that size. Such a shame
he didn't bring his bow and arrow
along too.
Bruce: Ooh, Dickie. Don’t you
believe it. And all the green, it
works, but it's 5000, 00h, 1987
isn't it? Maybe he should
have dug out his Zora
\

tunic..you know, that
lovely blue one.
Richard: Maybe Bruce.
Maybe he just didn't
A\ want to spoil things
&\ for everyone by
wearing  some
different
clothing. | don't
think  anyone

knew that he had an
interchangeable =
wardrobe until you
just blabbed it to
everybody.

[JA

Bruce: She’s a

sweet young

thing, Dickie. But

is she wearing too much jewelry do
you think?

Richard: I've told you before about
this Dickie thing.

Bruce: But come on. The gold, the
whole Triforce thing.

Richard: She’s a sweet young thing,
but she packs a powerful punch,
Bruce. She’s got a magical life ahead
of her, but youve got to be
concerned about a girl with ears
that big.

Bruce: You know what they say
about the size of a girl's ears, Dickie.
Richard: No. 'm not aware of
that one.

Bruce: She likes her pink doesn't
she? | wonder what she'll look like
when she grows up?

GANONDORF

Bruce: Ooh my, he’s a big boy. Do you
think he works out?

Richard: He's got a football player's
shoulders, that's for sure, Bruce, but
do you think he may be trying too
hard to assert his masculinity with




all the spikes?
Bruce: They are a bit much aren't
they, luvvie-cakes? But he's
not an attractive boy is he?
He should really consider giving,
you know, a bit of a pluck to

those eyebrows. What do Tunic-clad adventurer Link was the encounter when e “accidentally
you think? > 4 crying fowlyesterday after a gagele  conked ane of the eggaying gobbiers
Richard: | think you're right x B8\ of ill-tempered chickens allegedly frankly, the entire ordeal
Bruce. And onlya supremely % \C W\ attacked the 10-yearold Kokiri ~seems ” Link later admitted.
evil overlord would ever v Village resident. 've sworn I've been attacked by
consider the forehead ! Y “I was just minding my own chickens in another lifetime, on another
adomment thing. It's a / w business,” Link told the Tattler, ~console—a 16-Bit system, to be precise.
little too "80s glam, don't =S «when suddenly these beastly  We're not really sure what Link was
you think? He ma N (I featherheads began pecking at my talking about, but we do hope the boy
plunge the world into v 4 parts. | barely managed to duck learned a lesson here. After all, Hyrule's
darkness by _taking / inside a house before the critters  chicken population does factor into several
control of the Triforce, = A=  could tear me to bits puzzles. It's even rumored that youn

but do you: think the \ After further prodding can actually grip the creatures by the feet

pastel aztec patterns ' ¢ admitted that he may have i and use them to glide to distant platforms...
really go that well with 1 o
brown leather?
Bruce: Certainly not, my
sweet. Now, Dickie-poos, you
didn’t know the ears thing. But
this one's got a mighty big
nose—and I'm sure you know
what they say about boys with big
noses. And feet for that matter,
Dickie.
Richard: | do, Bruce. But that
doesn’t appear to be
something Ganon is
concerned about.

GIANT FISH EATS PRINCESS,
AS LINK IS CAUGHT IN
BIZARRE LOVE TRIANGLE

Giant beast Jabu-Jabu open like giant sphincters.”
is the fishy fiend Davison continues, “Once inside his guts, Link had to travel
responsible for the through a number of gooey and revolting-looking chambers
disappearance of  before eventually finding Ruto. Then, once he'd found her he
Princess Ruto. discovered that she hangs around in there by choice some of
Adventurer and the time, but had become stuck. Once Link got to her, she
ubiquitous star of a refused to move and made him carry her on her shoulders.
number of top-selling  After running around like a mad thing, and fighting this loony
videogames, Link has Boss that shot electricity out of its tentacles, the crazy woman
exclusively informed the insisted that Link had to marry her.”

Hyrule Tattler of his It transpires that
amazing discovery. “I jumped inside his mouth, and found marriage wasn't what
myself in an environment that seemed to be far largerthanthe  Link had on his mind,
fish actually looked,” Link enthused. “It was also a lot larger and we've since learned
than that Clanker thing in Banjo-Kazooie,” he added, clearly that he is avoiding the
displaying a tremendous level of Nintendo product knowledge. ~ Princess by manipulating
Videogame journalists John Davison and Crispin Boyer were the passage of time with
also along for the ride. “The insides of Jabu-Jabu really are an Ocarina given to him
disgusting,” claims Boyer. “The walls are pulsating all the by his “other woman,”
time, the floor is always ankle deep in water, and the doors  the Princess Zelda.
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TATTLER STAFF STYMIED BY

40-FOOT BOTTLE...

it's the giant spinning bottle in Goron City
that best represents the new style of puzzles
in Zelda 64. The Hyrule Tattler crew tried
leaping into it. That didn't work. We tried
cracking it open with young Link's little sword.
That didn't work, either. In the end, it took a
little bomb-tossing handiwork to crack this
particular enigma.

And that was one of the easiest of the Banjo-
Kazooie/Mario 64-style puzzles Link must
contend with during his adventure. Our own
dungeon meanderings uncovered numerous
instances where Link will have to jump
chasms, scale walls and crawl across narrow
ledges to reach higher platforms and items.
We also stumbled across minigames aplenty,
such as the already mentioned fishing game
and a feetirst plunge from a waterfall to
gather scattered underwater rupees within a
limited amount of time. Then there are the five
masks Link can wear to interact with the odd
stones he'll find in the countryside, as well as
elicit different responses from townspeople.

Of course, many of the puzzles are of the
standard Zelda-series variety, as well. We
watched young Link shoot switches with his
sling shot to open doors, push and pull blocks
onto switches, light torches to unlock secret
areas and bomb funny-colored wall panels to
access hidden rooms. Sure, the massive
dungeon environments—which still manage
to maintain their room-by-room setup—can
make things messy sometimes. More than
once we saw Link accidentally dowse his
flaming stick in an underground river on his
way to light one of the torches. But here’s the
real rub: Even at the game's outset, young Link
will be unable to solve certain puzzles until he
revisits that location s older Link. Expect to
backtrack a lot i you wanna find everything.

Yet as many puzzles as Link encounters,
that's nothing compared to the sheer
amount of secrets in the game.

Whether it's rupees stashed
above the Hyrule Castle
drawbridge or hearts

...and Other Puzzles that
Litter Link's Homeland

scattered among the weeds, secret things are
everywhere. Although Link won't get much
help finding them early on, he'll later stumble
across an item that makes secret stuff stand
out. This item works with your Rumble Pak,
making the thing vibrate when you approach
hidden items. Find this handy tool and every
secret in Hyrule is yours for the grabbing.

W&O

As if he didn': hay

ntly found himself going toe to

enough to worry about, Kokiri Village Resident Link

e with out-of-towner Brian, star of

Quest 64. Who came out on top? See tf

Link Brian
Stars in first N64 RPG

Stars in first GOOD N64 RPG

Stars in ongoing series of games

Can run around while fighting

Would win in a fight

Has stupid haircut

Has potential girlfriend

Fights like a man

And the winner is.




NEW FROM OCTOROK ‘N’ ROLL RECORDS

LINK: MASTER OF

He’s charmed young and old alike with his
exquisite fingerwork and gentle melodies.
Now Link—the sometimes young,
sometimes old hero of Hyrule—has
recorded his most memorable Ocarina tunes
on one treasured collection. From Oc
‘n’ Roll Records comes Link: Master of the
Ocarina, the must-own album that'll snud
your heart soaring with its 12 magical hits.
You get the classic Up, Left, Up, Le’f hic
when keyed in with the Can
Buttons turns night into
day. Then there’s the
Tune of Time, an

enchanting number that'll make you feel like
a teenager again. And who can forget
Zelda's Lullaby, the multipurpose tune
handy for weddings, barmitzvahs and
stopping waterfalls so you can enter the
dungeons behind them.

Buy the album, learn its tunes, enter them
on your joypad, use their magic to help save
the world—or just crank this sucker up at
parties. After all, as Videogames.com’s

James Mielke says, “You can bust
this thing out any time you
like and just start

jammin’. Yeah.”

AVAILABLE AT FINE ITEMS STORES EVERYWHERE FOR 19.99 RUPEES.
QUANTITIES IN FUTURE HYRULE AND THE DEATH MOUNTAIN AREA
LIMITED. OCTOROK ‘N’ ROLL RECORDS NOT RESPONSIBLE FOR THE
(ONSEQUENCES OF INCORRECTLY PLAYED OCARINA TUNES.

Poured straight from the cool, spring-fed
fountains of Hyrule’s fairy population,
Fairy Fountain Bottled Water is a life-giving
liquid guaranteed to recharge your Heart
Meter after a rough day of adventuring.
Come visit our fountains—if you can find
them—anytime you need a quick pick-me-
up. And be sure to bring along a bottle, fill
*er up, and take our all-healing concoction
on the road. It just may save your life.

GUARANTEED 99.99 PERCENT PURE

RUMOR OF ZELDA 64§

BREVITY APPEAR
GREATLY EXAGGERATED

A 10-HOUR GAME? SIXTY HOURS IS MORE LIKE IT

Hyrule forefather Shigeru Miyamoto spawned his
own bad press months ago, when he offhandedly
remarked that Nintendo testers could topple
Ganondorfin under a dozen hours. Internet junkies
jumped on the story, and soon rumor was buzzing
around the kingdom that Zelda 64 would be a
disappointingly short game.

Fear not. Although it's doubtful the game packs
the 75-hour quest claimed by Nintendo PR, we
expect Zelda 64 to last at least 50 hours, longer
even than Final Fantasy VII. After all, Hyrule Tattler
reporters John Davison and Crispin Boyer spent
two entire days with the game—and didn’t even
see a third of it. That was with us rushing through
the quest, with full cheats turned on, so we never
worried about dying. But perhaps one nervous
comment from Expert Gamer strategist Andy Baran
best sums up Zelda 64's epic gameplay experience.
“How am | going to do a strategy guide on this?
Baron asked. “This is seven times larger i
Banjo. What if | miss something in a
somewhere or miss one of the bombable walls:

Part of what makes playing the game such a
massive undertaking is the sheer number of
miniquests Link must complete over the course of
his adventure. At any given time, he'll have to track
down three Spirit Stones, collect skull tokens from
dead spiders, recover six masks, find the Great
Fairy fountains to learn new magic attacks, rescue
the fish king's daughter, unravel the mystery
behind Sheik—not to mention recover the Triforce
and save Hyrule from Ganondorf. And we haven’t
even touched upon all the little tasks villagers
goad Link into doing (or the fishing lake that's
nearly a complete game in itself).

Then there’s the size of Hyrule itself. As anyone
who's hiked from Death Mountain to Jabu-jabu
knows, our kindgom isn't exactly atiny piece of real
estate; Cripes, you can spend weeks in the Lost
Woods if you don't know where you're going. And
that's not including the miles of dungeons and
caves that snake below Hyrule’s fields, forests and
deserts. Let's not forget that Link has to cross much
of this terrain ot once but twice—once as a child,
then again seven years later. Our guy in green will
have put a lot of miles on his boots by the time he
reaches the final battle.

Of course, one of the big questions now among
long-time Link fanatics is whether Zelda 64 will
pack a second, length-doubling quest along the
same lines of the original NES games. Well, all
indicators point to no.

P
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OYPAD MYSTERY:

How Does Link Jump without a Jump Button?

Auto-jump, the lock-on button, context-
sensitive commands—yes, Hyrule forefather
Shigeru Miyamoto hit the ol” drawing board
pretty hard when he redesigned Zelda 64's
control system, the most innovative joypad
scheme the Tattler has ever seen applied to
Hyrule ¢

nry.

For starters, many of Link's commands vary
depending on the situation. Approach a narrow
tunnel, for instance, and the A button switches
from its standard attack function to a specific
duck-down-and-enter-tunnel command. Or say

Link stands beside a stone
block. The A button converts
o the grab command and lets
Link tug or push the block—or
even climb atop it.

And no doubt you've heard all about
the “attention button” by now. Taps of the Z
Trigger cycle the focus of Links attention
between enemies, characters, objects, chickens,
whatever, in his immediate vicinity. Stab at the Z.
while surtounded by enemies, for instance, and
Link will always face one of the baddies until it's
either slain or you tap the Z again. Never before
has it been so easy for Hyrule residents to see
what they'e fighting.

Additional combat commands open once
you've locked on. Swing crazy with the analog
stick and Link busts out Lara Croftstyle
gymnastics, including backflips and side leaps.
Mix analog combos with the Attack button, and
Link changes up his attacks, too, between
vertical and horizontal sword slashes. The Right
Shoulder button, meanwhile, whips out Link's
shield, provided he has one of the three in the
game. While cowering behind the wooden
shield, Link can aim it up, down and from side to
side—a great tactic for deflecting spitballs back
at Octoroks. And, of course, Link still packs his
famous charge-up wallop, as well. Hold the
Attack button for a few seconds (you can feel the

charge build up in the Rumble Pak), then
release it to watch Link spin his blazing
sword in a lethal 360-degree swipe.

Gone, however, s Link's ability to shoot swords
when his heart containers are maxed out
(although he may learn that attack late in the
game, as he did in the Game Boy Zelda).

Using the Z-trigger to focus Link's attention
also frees the Camera buttons for an especially
handy task. You can assign any weagon or item
in Link's inventory to either the Left, Right or
Down Camera button. Say you're ir a spider-
infested area where you'll use the slingshot and
hookshot frequently. Simply assign the Left and
Down Camera buttons to those weapons, then
let rip. Assign the Ocarina to the Right Camera
button, and you can wield three items at once,
while still being able to swing your sword and
whip out your shield.

But here's the really surprising thing:
Although every button on the joypad is used for
something, none of ‘em makes Link jump; the
little guy takes care of that himself. Step off a
ledge and Link makes the appropriate last-
minute leap into the air. The slower you
approach an edge, the weaker Link's jump, to
the point where he'll just hang from a ledge.
Likewise, if Link walks to a steep step or
platform he can reach with his hands,
he'll clamber up automatically. Not
only s this auto-jump/climb

feature convenient, —it's
frequent lifesaver, since it
launches Link over chasms

you may not see until the last minute.

Now, if all this talk of attention buttons and
context-sensitive commands has you a bit
intimidated, don’t worry—the game’s very
beginning, in Kokiri Village, serves as a training
course of sorts. Here, you'll learn every button
function and even get rewarded with Rupees,
when you learn certain new tricks. The Hyrule
Tattler applauds Kokiri’s excellent physical-
education program. After all, when the land is
being assaulted from all sides by spidery
tektites, ghostly ghinis and every other
netherworldly bad boy, our kids need to be
prepared for anything (even if the chances of
one child growing up to save Hyrule are
extremely unlikely).




The Legend of Zelda

NES, 1987 ~SOURCES SAY

invaluable maps
and strategic playing tips.

) ENTERTAINMENT SYSTEM®

The original Zelda was riddled with
innovations. Not only was it the first RPG-
style game for the NES in America, but it was
also the first game to feature a battery for
backing up your progress. Its fancy gold

packaging  (with  the

cardboard cut-out so you

could actually see the gold

cartridge) was  decidedly

different from all other NES

games at the time, and it even

included a miniature “hint

book” (it was actually a

foldout miniposter that

included a partially complete

world map, some tips and

monster profiles, and maps of

the first six dungeons). Zelda

went on to become Nintendo's

first-ever million-selling game

in the United States (a feat which took many
months back then—coincidentally, we
expect sales of Zelda 64 to surpass 1 million
units literally within hours of its release).

1n a small kingdom in the land of Hyrule,
an army led by Ganon, the Prince of
Darkness, attacks the peaceful land and
steals the Triforce of Power, a golden triangle
possessing mystical powers. Fearing his
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Zelda II: The Adventure of Link
NES, 1988 conss o

After countless delays because of “chip
shortages” (this was Nintendo's PR line and
not necessarily the truth), Zelda Il was finally
released at the end of 1988. Even though it
was a fantastic game (and a damn popular
one too), it didn’t sit well with some critics
because of its decidedly different look when
compared to the first Zelda. The overworld
was much larger, but encounters with
enemies led to side-scrolling battle scenes
that took the place of the “on-the-spot”
battles from the original. Town scenes and
dungeons were also side-scrolling (the
dungeons were magnificently designed), and
Link now had the ability to jump and use
magic. Similar to an RPG, Link gained
experience from defeating enemies, which
allowed him to level-up his Life, Magic and
Attack abilities.

THE STORY

Zelda Il takes place several years after the
original Zelda. A sleeping spell has been cast
on Princess Zelda as a result of her refusing
to reveal information about the Triforce to an
evil magician. In order to free her from this
spell, Link must place crystals in the
foreheads of statues in six palaces
throughout Hyrule. Doing so opens the path
to the Great Palace, where the Triforce of
Courage is hidden (the Triforce is the key to
breaking Zelda's spell). Meanwhile, Ganon's
underlings are beginning to work toward the
revival of Ganon, which can only occur by
first sacrificing his Killer (Link) and then
sprinkling Link’s blood on his ashes. Pretty
gruesome for a Nintendo-made game, eh?

THE OUTCOME

After placing the crystals in all six palaces,
Link heads to the Great Palace to take on the
final Guardian and retrieve the Triforce of
Courage. After defeating the Guardian, Link
goes face to face with a shocking end Boss—
his own dark side—in an attempt to purify
himself and claim the Triforce. After winning,
he reunites the three Triforces (Power,
Wisdom and Courage) and awakens
Princess Zelda.

Original Title: The Legend of Zelda 2: Rinku No Bouken
(“The Legend of Zelda 2: Link's Adventure”)
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Japan Release Date: Jan. 14, 1987 (Disk)

The Japanese version of Zelda Il was
released almost two years before the U.S.
version. Again, there were some minor
differences between the two versions, but
for the most part it was the exact same
game. Some of the music was different
(better in the U.S. version), the enemies on

the overworld map looked worse,
there was less animation in certain parts
(for example, Link never held up items
when he got them in the Japanese version),
and of course, since it was a Disk game
there were access pauses (can you imagine
an NES game with loading? Yeesh!).




The Legend of Zelda: A Link to the Past
Super NES, 1992 -isnosce wss

Castle. He wakes to find
his uncle gearing up for
battle. Before he leaves,

his uncle commands him

to stay home and wait for

his return. After waiting

about 10 seconds (so he’s

a little impatient), Link

heads out to the castle in

search of his uncle and

the Princess. After

rescuing her (and finding

A Link to the Past had two things his uncle slain), he learns

going for it that made Zelda fans about an evil wizard named Agahnim, Pyramid in the Dark World. He defeats
extremely happy: First, it was on the who, in seeking to unlock the secrets him, winning back the Triforce and
Super NES, which meant it would be of the Golden Land, has kidnapped ultimately restoring the Dark World to
both bigger and better-looking than seven maidens who are descendants its once glorious state.
any Zelda game before it. Second, it of the wise men who sealed off the -
brought the series back to its roots, Golden Land ages ago.
ditching Zelda II's side-scrolling/RPG-
like feel in favor of the more welcomed
overhead action-RPG style of the THE OUTCOME
original Zelda. Not only was the game
tremendous in size and scope, but the After traveling through both the
gameplay was totally fantastic. Not normal and dark worlds of Hyrule, Link
surprising in the least, Zelda: A Linkto  finds out that the evil Ganondorf
the Past was the highest-rated Super (Ganon) was behind everything, and
NES game of all time (at #3 overall) heads to face him within the Great
according to EGM’s Top 100 list in
issue #100.

THE STORY

As you may have inferred from the
game’s title, Super NES Zelda actually
takes place BEFORE Zelda | and 11—
about 100 years before, to be exact.
Asleep in his home one night during a
fierce thunderstorm, Link hears the
voice of Princess Zelda in his dreams,
begging for him to come rescue her
from a cell in the depths of Hyrule

Original Title: Super Famicom Zelda No Densetsu: Kamigami No Triforce
(“Super Famicom The Legend of Zelda: Triforce of the Gods")
Japan Release Date: Nov. 21, 1991

The Super Famicom version of Zelda is actually exactly the
same as the U.S. one, only with Japanese text (duhi).
Interestingly enough, it was released on Nov. 21, 1991—
exactly seven years (to the date) before Zelda 64 is set to be
released in Japan (Nov. 21, 1998).




The Legend of Zelda: Link's Awakening
Game Boy, 1993 -us:corous

Link's Awakening is widely considered to
be one of the best (if not the best) Game
Boy games ever released. For a Game Boy
game, the quest was huge, with eight
intricately designed dungeons and a vast
overworld. While the action was overhead
and the graphical style was similar to A Link
to the Past, the entire world (including the
dungeons) was split up one screen at a
time, similar to the first Zelda. If you haven't
played this one yet, don't go running out to
buy it just yet. Nintendo is working on an

updated color version of the game to
be released for the Game Boy Color, so
you might as well just wait for that and
play it in full color.

| THE STORY

The hero of Link's Awakening is actually
the same Link from A Link to the Past. In
other words, this one takes place about 100
years before the NES Zelda games, too.
After Ganon was defeated in A Link to the
Past, peace returned to Hyrule and all was
well. Being the restless adventurer that we
all know him to be, Link decided to hop on a
boat and take a cruise into the unknown on

the way back he ran into a fierce storm, and
his ship was torn to pieces. Next thing he
knew, he was on an island called Koholint,
which was overshadowed by a giant egg
atop the island’s central mountain. A
strange owl explained to him that if he
wanted to get home, he'd have to awaken
the Wind Fish that slept in the giant egg.
Surely he had no idea of the huge adventuré
about to unfold...

THE OUTCOME

Link made his way through eight grueling
dungeons, collecting eight musical
instruments that were required in order to
walke the Wind Fish. Finally, atop the huge
mountain, he played the Ballad of the Wind
Fish and woke the sleeping giant. After
doing s0, he learned the
secret of the Wind Fish,
and before long he found
himself back in the ocean,
hanging on to remnants of
his smashed ship, drifting
calmly toward the shores
of Hyrule. Was it really all
a dream? You'l have to
finish the game yourself
to find out. We're not
gonna spoil it for you.

The Japanese Version

Original Title: Zelda No Densetsu: Yume wo Miru Shima
(“The Legend of Zelda: Dreaming Island”)
Japan Release Date: June 6, 1993

The Japanese version of GB Zelda is, like the SNES
version, identical to its U.S. counterpart. However,
the upcoming remake for the Game Boy Color is
actually going to be enhanced in several ways. We
don't have all the details yet, but so far we know
that Link will have different-colored clothes, instead
of just green. There will be differing effects with
each outfit color (it may be just armor, or it could be
more..we're not sure yet). Some dungeons and
monsters may be enhanced as well, and there will
be an entirely new dungeon, too (yes!). We also
know that yourll be able to take pictures in the
game, and then print them out using the Game
Boy Printer. Neat, huh?

GAME BOY. |
43
=

a quest for enli on
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Jolt Pad

by: Innovation
for: PlayStation
price: $24.99

Peripheral Reviews

Cooling
Station

by: Nuby
layStation
price: $29.99

It's a fan in a big ugly
box that you put under
your PlayStation.
Granted it cools down
your system but unless
you leave yours on all
day (ike us)...do you
really need one?

www.nubyonline.com

Yes, that is &
flashing red light on
the front. why? we
don't know eithe

Transparent blue joypad
with exact same
configuration as standard
Dual Shock. Doesn't feel
as solid as Sony's pad
though, and the buttons
feel horrible.

‘Www.innovations.com

Silver buttons look
painted and feel
really cheap and
nasty.

Mmemory card
holder? Hmm...
hardly. Tt is
little drawer
'tlr\augk- Ha.v\dyls

Meaty Paw is key +to

by: Innovation
successful use.

for: PlayStation
price: $24.99

i |
i @\

Quite why you'd
want a strap-on,
vibro, fun buzzer

is beyond us but it
all seems a bit
redundant when you
can just buy a Dual
Shock Pad. You can
have some fun with
it though. ;)

www.innovations.com




Lara Memory Card

by: InterAct With 15 save-blocks this

for: PlayStation runs like a normal memory
price: $19.99 card, but also comes with
adistinctly

g
Lara Croft stuck to the end.
You've got to be a real fan
to appreciate this.

www.interact-acc.com

Tt's a memory
card, with a
b&d—looking

plastic Lara
stuck on the end.

The return of the
ridiculous GB add-
ons. Lens+light+
GB=cumbersome.
Ifyou want to play
in the dark or
something it's kinda
cool—but its very
awkward. It's dirt-
cheap though.

Well...it works. As extension|
cables go—well, this is a
cable, and it extends your,
um, cable. And it has all the

www.nubyonline.com

Extreme Green Pad

by: Nintendo It's a standard Né4 pad Only available
for: N6 (which is still the best) but

price: $29.99 it's a funky see-through,

day-glow green. What

more could you want? The - o -
finest pad around with a

groovy new look.

www.nintendo.com |
Www.toysrus.com




Seriously Cool
recoil, ke a
“proper” gun.
Great for
Time crisis.

T00LS

Peripheral Reviews

Virtual Pistol

by: Game Source
for: PlayStation
price: $59.99

. That recoll is seve
even if it does need a
‘power supply.
®

Pedal is Very
lightweight and
smaller than
you'd expect.
Mmore. “toe pedal”
than $oot pedal

for: PlayStation &
Satum
price: $34.95

Not GunCon-
compatible, clunky
and top-heavy, but it

feels nice if you use. You can set how va\y ;
it two-handed, rounds are in a game's “clip”

thanks to that meaty Belioee; 2
barrel section. A it auto reloads

www.nubyonline.com
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Shock Gun

Not very well-
balanced. It's
extremely front-
heavy and
uncomforta ble..

by: Innovation
for: PlayStation &
Saturn

price: $44.99

Cheap and dubious
design with dodgy
balance. Although
it claims to be
GunCon-compatible
we had some big
problems with it
The feedback is a
seriously ungun-
like buzz.

Plasticky and Cheap feel
plus the dual system
Compatibility makes button

www.innovations.com

Maybe Looks o
little too real
Lor Comfort!

placement o bit odd.

Scorpion

by: Blaze/Innovation | | We asked a cop about how
for: PlayStation & realistic this gun was, and
Satumn he said if he saw someone
with it, he'd shoot them.

Really solid- price: $35.00 el !
fecling trigger. Nh
Easy to Lire comfortable than most.
%u'LCKLy. ‘www.innovations.com

Force feedback

ts a slightly

irritation puee Very lightwelght

that can be and che,qp“{le,&.uyxg

easily turned off.

Gunz

by: ACT LABS
for: PlayStation
price: $14.99

Futuristic look with a
cheap, dumpy feel.
GunZ has decent button
placement and is balanced
nicely, but lack of GunCon
support s the dec

factor. It is cheap though.

www.actlab.com




Wrestler name
SteVe

Short name
Dovg

Costume

Here's where
Revenge stands
out. It packs
Decision  Default ) 50 licensed
Revenge pins wrestlers,
down the flash including the
and presentation quys from
of TV wrestling, Raven's Flock,
with real WCW nWo White and
venues, well- You're limited Red, all the
animated to choosing o independents,
wrestler intros, i plus the extra
Both games hold wrestlers and Japanese
their own here. changing characters for a
g name and total of 70-plus
mention sharper costume (by in all. And if you
i picking from want more, you
colorful visuals play-by-play, the game's many can use the
overall. It's got although you outfits). You can limited Custom-
the real TV feel. won't miss it. swap colors, too. Wrestler Mode.

15858580

Review Crew Scores:

Presentation Sound

War Zone looks You get real War Zone body You only get
good, but its audience chants, slams Revenge 18 licensed

dark graphics play-by-play and here. its create-

and drab the genuine t

backgrounds theme tunes for a ing girl). Still,
make it more of each of the wrestler from Create-a-Player
a lightweight wresters. the head down. lets you build an
when compared Sometimes, it's unfimited rost
to Revenge. too quiet.

unlock the
gender option)
body shape, hair
and skin color,
every part of his
outfit, stats
GREATE ) such as speed
and strength,
moves list,
theme music~
3 even his status
won veE as a good guy or
o = : bad guy. Build
your own army.

1.58.08.58.0
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Review Crew Scores

It's a close call, but Revenge has the wrestlers, graphics and party-game feel to put it
on top. If it only had War Zone's Create-a-Wrestler Mode, Revenge would be perfect.



What happens when two similar games climb into EGM's ring
for a face-to-face showdown? Only one walks away the winner.

WCW Champ Goldberg Says...

“When | look at War Zone, | see 16 puny
wrestlers. When | look at WCW/nWo
Revenge, | see me and the toughest
competition anyone’s ever faced
in the history of professional
wrestling. Which leads me
to one question,
Who's Next?!"

Gameplay here
is pretty basic,
in that all the

wrestlers share
the same move

The WCW/nWo

wrestlers are commands. But Revenge may

cool, sure- that's not a bad have more real o
especially if thing, since it venues, but it x OUPERBASILVIN
you can keep makes Revenge doesn't have /

the better party
game. Rookies
can hop in the
ving and start
slammin' away
from the get-go.
Control is top-
notch, although
it's just as good
in War Zone.

quite as many
modes of play.
You get the
basics, plus
Battle Royal,

and weapons in
every mode.
still, all the
important modes
are here.

track of all of
‘em and their
factions. And
they are more
popular than the
WWF crew by a
narrow margin.
But we prefer
the WWF's over-
the=top antics.

W o M

Coolness Play Modes

We're talkin'
modes aplenty,
ere, Aside from

War Zone is a
deeper game,
since each

After all if
you're gonna
watch sweaty

men tumble wrestler has his the standard
around, they own set of move stuff, you get

might as well be commands Cage Matches, : ]

grade-A wackos (you'll have to Gauntlet and . [ S

like Mankind and learn specific Tornado Modes, Bl D - 4
Undertaker. moves for each Royal Rumble, e # f@ :
Plus, War Zone's character). The War, Weapons \ .. iz }
character- grapple system Mode and lots f

is more complex,
too, but with no
reversals. Both

of co-op options
for multiplayer.
Talk about

specific moves
‘make it easier
for wrestling

fanatics to get games have variety.

into their about the same

favorite number of “Yeah, Revenge
characters. standard and

may have more real
wrestlers, but then it
doesn’t have me and the
unlimited amount of other kick-
ass custom tough guys you can
build in War Zone's Create-a-Wrestler
Mode. We eat real wrestlers for breakfast!”

Elephant Sak Says...

Custom wrestler Elephant Sak created by Shawn Smith after
real WWE wiestlers were unable to be reached for comment.

signature moves.

. WCW/nWo Revenge



Experience the rush of full-throttle 30 off-road racing as never before with ten all new, fully-customizable
rally cars and trucks, eight extreme courses, killer sounds from Guttermouth, Wick and One Hit Wonder, plus
complete compatibility with the Dual Shock™ Analog Controller. Create your own off-road experience or edit
an existing course with the revolutionary Rally Gross 2 track editor. Think you own the road? You may be righ




Www.989sludios.com




Current Favorites
Metal Gear Sofid

Zelda: Ocarina of Time
Xenogears

Medityil

Favorite Genre:
RPGs, Action

In

the EGH office, John has been getting increasingly exasperated at the
truckloads of crappy games that seem to be turning up to o along

v
any
swear

Crispin Boyer

Crispin doesn't get althe gripes about Metal Gear Sofid being too
short and easy. It took him nearly 15 hours to beat the game the
firsttime through, and then he wanted to play it again to see the
second ending...and then again to mess with the secrets..and then
again to review the twisted story. Plus, how couid he dis 2 game in
‘which e of the ferale characters gives a real-ffe massage?

John Davison Current Favorites
Metal Gear Solid
a month where there have been some truly spectacular games in NBCIIITEIE]

okémon
Zelda: Ocarina of Time
hthe, Screams of “how can thy possibly tink peope would play
hing o S&*#722,” nterspersed with loud and undeniably English
words, were frequently heard booming from his office.

Favorite Genres:
Action, Adventure

Current Favorites
NCAA Football 99
HEL Gamebay 99

p Gear Overdrive
ittt s)

Favorite Genres:
Sports, Racing

Has
No
lat

says.
check

contact with the game. “I don't want any of Zelda spoied for mel,” he

Dean Hager

1t's been insane around here since the monstrous holiday game rush
began. If Dean sn't playing games at work o home, he's dreaming
about them. The only problem i some of the games he's had to
review this month have been giving him real bad nightmares.
Hopefully next month some nice new games wil extinguish those.
terrors and replace them with sweet, peaceful dreams.

Dan Hsu Current Favorites
Metal Gear Solid

Zelda: Ocarina of Time
Oddworld: Abe's Exoddus
Devil Dice

Favorite Genres:
Strategy, Puzzle

s working on EGM's 1999 Video Game Buyer's Guide (on sale mid
vember) driven Shoe insane? Nintendo recently visited us with the
est copy of Zelda for the N64. Shoe purposely avoided any and all

Umim..Shoe, we hate to tell you this, but its part of your job to
out these games before they get released...

Current Favorites
Metal Gear Solid

Zelda: Ocarina of Time
Yenogears

Pokémon

Favorite Genres:
RPGs, Action

Platinum Awards go to games that
get four 105, the best possible
IR, review 3 game can get
\ Gold Awards go to games whose
Licoco) E 900
5 average score equals .0 or higher

at It

he
ift

Games that average at least an 8.0

brain permanentl. Recently, when shopping around for a new car,

m. At one point, he went way off of the deep end and asked what
kind of vehicle Solid Snake would drive. What a freak.

John Ricciardi

John just returned from tis falfs Tokyo Game Show, where he
finll got some hands-on playtime with Seqa's amazing Dreamcast.
Needlessto sy, e wis more than impressed, though he was bt
disappointed that aice from DC, the show was rather unexciting,

SCEI had an abysmal showing, and except for  few third-party titles
(R4, FFVI, etc), the PS seemed pretty tame. I it tim for PS27 Hm...

Shawn Smith Current Favorites
Metal Gear Solid

iEvil

Wild 9
Oddworld: Abe's Exoddus

Favorite Genres:
Action, Adventure

looks asif playing al of these games has screwed up Shawn's

kept asking dealers if the models ran at 60 frames per second and
here were weapon upgrades and licensed soundtracks available for

receive Silver Awards.

&

OUR PHILOSOPHY

EGM rates games based on how they
compare to other titles on the same
system. The highest score we'll give a
‘game is a 10. When a game receives a
10, you can rest assured it's one of the
best games ever made~a revolutionary
title that truly stands above everything
else inits genre for its time. At the other
end of the spectrum sits the lowest score
a game can receive: a 1.0. This s the kind
of game you want to avoid at all costs. It's
pure crap, as our scale (above) explains.
In the middle lies the average grade,
5.0. We repeat: 5.0 1S AN AVERAGE
GRADE. Simple, a't t?

Current Favorites
Street Fighter Alpha 3
Virtua Fighter 3tb

Guilty Gear

Rival Schools UBF

Favorite Genres:
Fighting, RPGs

off
us,
they

Guest Reviewer - Jay Silvey

Jay is 8 15-year-old who has spent a good deal of his ffe in the
hospita due to kidney ailure When the Make A Wish Foundation

of Wild 9 and check back next ssue for more on Jay's isit

Sushi has been in a bt of a quandary. He's excited about the
upcoming PlayStation port of is current favorite, Street Fighter
Alpha 3, but upset that a Saturn version has yet to be announced.
We often hear him mumbling on and on about how great the
4Meg RAM cart s, ard how much he loves the Saturn' six-button
pad. If o Saturn portis announced, hopefully we'll see a OC one.

Current Favorites

Zero.
Gnmentya 007

Wild 9
NFL Blitz 99 (Arcade)

Favorite Genre:
RPG, Fighting

ered him one wish, Jay ashed to visit EGM. He spent two days with
hanging with the Review Crew. Snce he's as hardcore a gamer as
come, we asked him to be a guest reviewer. Check out his review




CRUIS'N WORLD

Featured In: N/A

These Cruis'n games should be reviewed in a
special category: The cheesy, anti-sim arcade
category. Cruis'n World is the kind of racing
‘game you pull out when you gotta play a
“non-gamer.” Maybe your dad, or an uncle or
your pastor. s 50 damn simple and cartoon
like a chimp could master it. Now s that a
bad thing? Only if you're expecting a fancy
sim like Formula One or NASCAR 99 or some-
thing. Otherwise it is what it is—a simple, no-
frlls arcade racing game. Normally | shun
such fare but | found myself getting excited
aver tis one. It's a whole new game —any
similarities to the original Cruis'n are merely
cosmetic. Believe me, | wouldn't get into any
racing game that used the old Cruis'n USA
engine. The frame-rate i really good and the
speed simulation is better than a lot of N64
racing games currently on the market. Four-
player s kind of slow, but not terrible. A ot of
different cars are available, including  three-
wheeled Cushman and a couple ATVSEOTthe
roadthey all perform about thie same, o1t
dossntreally matter what yolidrive. Overall
what really ke is the racing gameplay.t's
just challenging enough to keep your atten-
tion. Mv HE compai, however 08
cheap, predictable opponent AL They'll
R e yards of a race
a ot NO FAIR! Otherwise, its OK. _ [Jean

Cruis'n World outperforms the decidedly
lame original in nearly every way. The cor-
trol,graphics and frame-rate are all much
improved (but sorry, sickos—§oustill.can't

run downithie animals). | especially ke the
wheelies, fips and other stunts you can pull
offto leap overmulticar pileups. Arcade
Modeis too easy, but at least thistime you
geta challenging Championship Mode to
keep up your nterestfora white.  CriSpin

The Cruis'n games aren't about technique or
excitementthey are about goad ol“fashion
arcade racing. Unfortunately, those two Ingre.
dients are just what this game needs. You
know the game is lacking in technique if you
can win races without ever letting go of the
gas button (even on expert stages). And you
knowithe excitement is non-existent when
even four-player games draw yawns from the
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NBA LIVE 99

Developer: EA Sports
Featured In: EGM#T

What could be better than NBA Live 99
coming out for the Né4? Maybe a Dreamcast
version? Anyway, it's about time Live came
out for the basketball-starved system. Ore
can only play NBA Courtside for so long. My
first impression of Live 99 is that it looks and
feels ke a deluxe version of Live 98. Dorit
get me wrong, that's not a bad thing—unless,
of course, you're expecting some sort of radi-
cal new design fueled by the N64's magical
processor. Don't anticipate that. Instead,
expect a competent new edition to the Live
series featuring classic NBA Live gameplay,
good animation and a “different” Arcade
Mode. That's the good news. The bad news
is, it still kind of easy. Even on Superstar
setting it's not hard at all to turbo up the
ane for the easy dunk. But that's what a lot
of people like about the game, 50 o big
deal, | guess. Id like to see a bit more tech
nique (ike in NBA Courtside) but I'm not too
disappoiited. I'm disappointed intfie Arcade
Mode though.It's basically cartoon sounds, a
few fire effects and exaggerated jumping~
nothing to wiite home about. Overall the
game doesitbreak any new ground, butit
does offerthe N6 owner a very good basket
ball simu(ation. And considefing that there
hasn'tbeen a truly awesinspiring Sports game
forthe N6 yet, that’s high praise.. Dagn

NBA Live 99 is a real solid b-ball game that,
likeiits PS counterparts, has one glaring
problem: [t too easy! Single-player games
against the CPU are a joke, even on the figh
estdifficlysetting. The graphics and anima:
tion are nice, as is the control, but Litimately
thelack of challenge makes itan unworthy 1P
) e oy
Kids wi

probably dig thejam-ike Arcade
Sisse | prelnGotrisiden John R

It Looks ke the first hoops sim for the N6
(Kobe Bryant) s still the best one. NBA Livé
iis 2 decenttitle, but the choppy animation
anderratic frame-rate ruin any.chance of this
game upsetting the current ciamp. And
what's up with the players running a 800
100mph with the turbo button depressed?
Atleast this itle comes with avery:goofy

BA Jam:style game. This Arcade Mode, s

an

participants. Nice-looking, dull-playing. [Jan

el e rom beng ggte
N4 racer, but [ have to admit; 1 like

of s ot male ian did the oginal The
graphics are ficer (and a latismoother), the
music s actually tolerable this time, and the
Championship Mode makes fora nice addi:
tion tothe game. The control s tight, too.
biggestcomplaint i that the 4P Mode (which
is also very smootf by the way) isn't nearly
as excitingas it should be.

WO OPUARUIMMM

N
*a\\hongn tacked on, is rather fun.

Live g9 for the N6y s a strong basketball
gaie for sure,but t has the unfortunate job
of going upagainst NBA Courtside, which is
an overall better game. If you like your b-ball

the whole, there’s not much here that hast
been done before. As with all.EAgames, Live
99 is real polished; thiough | have to ask—
wassup with that lame Arcade Mode? Syshi
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RUSH 2 EXTREME RACING USA [\

Publisher: Midway
Featured In: EGM 112

Rush fans—grab your wallets and head out
to the videogame store because Rush 2 is
heck of a ot better than the original. For
starters, car control is much more refined and
responsive. Whereas last year you could
hardly tum more than 30 degrees, now you
can whip a U-turn with ease if you need to
(well, not quite, but.... It's nice to weave in
and out of traffic looking for the right lane
with the new sl cars. Ao key ae several

w mod options. Beyond suspension, iy
aeceleationand the othet standbys
Eipes ik sty e 0 it
Picking the right engine is key on some of the
more challenging tracks. Retrieving certain
power-ups requires massive jumping power
and some engines just can't handle it. In
appearance, the cars are more detailed with
brighter paint schemes and better shading
effects. n fact, the entire game has been
sharpened-up over last year. It’s not nearly
ssfoggfBd ey, ish souciogaiEieand
jdst plain ol color have tuned the look
around. A for gameplay, finding all of the
Keys and Dewi cans per trackis tough but the
rewards are worth the hassle, The search
addsmany hours of replay. The new stunt
trackis a blast as well. Overall, Rush 2isa
vastly improved sequetand definitely worth a
ook, especially for Rush fans. Dean

a good racer for anyone who
doesn't mind repetitive, mindless gameplay.
Although, the keys and Mountain Dew cans
do add an extra element to the gameplay, The
stuittrackis the best part ofthis facer—
there's something therapeutic about flipping
your car arouidike crazy and watching it
explode. The rest of the gameisaverage at
best, except for theTWoplayer Mode: | would
rent Rush'2 before biying it Shawn

You have to wonder if the developers of this
game have ever actually driven a car before,
becalise the way it controls is abselutely
nothing like you'd expect. Gameplay.is.much
better thanithe original game though. It feels
abit odd, but the shortcuts and" sb\m(s make
forinteresting races, especially in Two-player
Mode. Tne S8faics v oo therda
much pe ip, but the smooth candy:-like
v\suzls ale degLSlng

Forget the NASCARs and F1s..if you want all
out inrealstic, yet fun arcade action, then
give Rush2.aiin. The game is ablast. As
Youd expect, the game is full of crazy jumps,
high-speed stunts and secret paths, giving
Rush 2 adistinct and exciting flavor not
faund in anyotfier racer. I'm disappointed in
thelack of a Four-player Modeeven though

overall, Rush 2 is a fun experienice.

itwas left out purposelyfor tech reasons. But
Dan’
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TOP GEAR OVERDRIVE | 7

Publisher: Kemco

Developer: Snowblind

Featured In: N/A

'm surprised by how much | like this game,
especially since | wasn't a fan of Top Gear
Rally. Top Gear Overdrive looks and feels
more like a PS racing title, only a bit
smoother and somewhat faster. Actually,
make that a ot faster! The frame-rate is really

winning comes down to finding the short-cuts
and using them consistently. Occasionally it
seems like you “magically” jump up four to
five positions but not all the time. Finding
those shortcuts can be a real challenge, but
lots of fun. Overall, | get that tingly “Fm-
obsessed-with-winning-all-the tracks-in-one
sitting feeling.” That's a good sign. And, while
some ofthetcheap stuff, likeexplodingon
walls and pillars s lame, | sill really ke this
title. Pluggingiin the RAM Pakincreases the
frame-rateand resolution, thoughiit not all
that distinguishable. The game.is already
good:looking, Sa g e tqo—the
new VW bug, SV, Cameros—they el
good (iwell, rhey ‘et the reallcars, but
stil. ). Overall, avery good game. " Paan

T60 isn't quite as in-depth and realistic as TG
Rally is, but ultimately it's a lot more fun to
play. The graphics are excellent (i you've got
2 RAM Pak, they e even better), and.the con.
trol, onceyol get used to it

track designs are impressive (mastering
shortélitsis a must!), and being able ta play
the G ode wit up tpglmle= il
musicis grati s blow up too easily,
i e | GG Drera John

Top Gear Overdrive and WipeOut 64 in one

It seems like there's been an avalanche of
racingifles for the N6 recenly. Top Gear
Overdrive s certainly one of the better
efforts, but it's definitely an acquired taste.
Ezch trackihas many shortcuts to find, which
dre Key to winning. The annoying part s thie
éase at which your car explodes. A minor
fenderbender encases your vehicle in a ball
of flames. Powering 6p your car is fun and
multiplayeris a blast.Worth a try.

1 :s19ke1d JO Joquiny
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Publisher: Midway

Featured In: EGM #T12

With 1080" Snowboarding out, | can't think
of a good reason to bother with Twisted
Edge. Actually, | can think of two reasons.

1), i the control and the problem with landing
in 1080 really rubs you the wrong way, or 2),

weren't that disgruntled about the control in
1080 OK, on to what makes Twisted Edge
such an average snowboarding game. First,
the game is best described as linear. Its
strange to think of a snowboarding game as
such but its true. Why? Each course you play
and each stunt track you sail down doesn't
have enough shortcuts and variety to keep
your interest. Id just go down a particular
track, see a couple of sites, jump a couple of
jumps and move on. | expected more from
the courses. The modes of play are the same
way—they're pretty cut-and-dry. Two-player

sweet. Rent this oneffirstto be safe. §hawn

We've reached the apex of th
snowboading games. From the SUiccessiof

the ofiginal Cool Boarders cormes the fatestof
g out instesd m hm\lymﬁ!ed
learn-from-the-other:

a0 . ol e
Mediocre soundiand commenitary mixed with
easyto-learn trick combos and far-out arcade
physics make for anamsing bt limited
game. Taken for whatit s, it’s decent. pan

Twisted Edge Snowboarding looks good,

more.of them (I despise the track-mirraring
trick used here and in so many recent racers).
For die-hard snowboard freaks only.Grispin
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Developer Fsyvuzsu

Featured In: EGM#T12

This is WipeOut, yes? That 3-year-old
PlayStation game, yes? The one that had all
of the fab music? Why the hell did Psygnosis
bother? Well—amazingly—it's because they
could pull it off. Somehow, using the mira-
cles of the N6's MIDI chip, we are treated to
some of the best music ever on the system,
including “real” stuff from Fluke and The
Propellerheads as well as remixes of many of
the tunes from the PC version of WipeOut XL.
Next, the N6 pad is pretty much perfect for
WipeOut. It's not until you've played it with
an analog pad that you realize that i's actual-
Iy a beautiful and oddly relaxing game. Also,
while previous versions were fast—this is by
far the speediest yet. In the games’ most
extreme mode things get completely out of
hand as you hurtle around the tracks at poly-

is nippy, the graphics engine doesn't seem to
beabletokeepiup and therg'ssomemasty

we needed, especially Four-player. Itigetsa
bt blurry, but its stll fast. So it offers a
lot...butis it bettenthan F-Zer0 X2.No, butit's
2 welcome port of a classic. John D

There isn't anything majorly wrong with
WipeOit 64 aside from the game's diffictity
aind the horrible pop-up in most of the cours-
L Do R
seems like the entire universe pop-up before
Val R i o bt unselns brrd i
that the graphics are fine, and the framerate
Isincredible. s so fast, in fagt, at one point |
nearly wet mysel. e been a fan of WipeQiit
for along time, so [say go for it. - SRAWR

‘One of the original games that brought the
PS fnto the spotlight makes an impressive
showing on the Né4. WipeOut 64 s much
better than its 32-Bit counterparts for.one
very good reason: Four-player spli:screen
action (which runs real smooth with some
very minor pop-up). | still hate slowing down
t0.a halt every time you bumpiinto awall.
Add tothat a very£6ugh challenge level and
you canexpect to pullout lots of hai.

How many crappy snowboard games do we
havé to putip with this year? Like all of thein,
this looks reasanably nice but suffers from )

plified controls. As youd expect s
full of “attitude,” which means you can
expect a voice-over featuring a moron throw-

woAeMpIuIMMM

WipeOut 64 turned out to be a lot beltevman

4P is'abit cramped), and as always with WO,
the musics excellent. John
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ACTIVISION CLASSICS
20

S—cT TN
Publisher; Acivision

Featured In: EGM#11]

Atlantis: pretty tough, pretty mediocre.

still fun today, | gotta admit...but Frogger's
better. Frost Bite: really stupid. Grand Prix:
boring. Hero: a pretty deep game in its day; a
pretty shallow game today. ice Hockey: no
longer fun. Kaboom!: would be awesome if |
had a PS paddle. Keystone Kapers: so-so.
Laser Blast: hard. Megamania: too sluggish.
Pitfall was cool. Plaque Attack: pr

intense. River Raid: was great, now dull. River
Raid 2: not as good as RR 1. Sea Quest: very
average. Skiing: boring. Sky Jinx: crap. Spider
Fighter: silly. Stampede: sillier, but more fun.
Star Master: serious crap. Tennis: worse than
Pong, and the CPU is too good. A lot of these
games yerEgReat in their daygHUBIGITbE
told, theylre o longer fun. 999 OF VoUWl
play gach: gamz for about 60/S€EONds, then
stopéthisidiscaway for good.The picels:
reasonah!e, however, and thisicompiiation
grovides lots of mindless action whera notht
g malters butithe high score..sa.if youlte
still de-hardiold shoalythis diseisq talbad
investme it Buy itjustto have it

| couldnituaitto fire up these classics. Then |

1 s10kejd 40 Joquing
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ASSAULT: RETRIBUTION

Publisher: Midway

Developer: Teltar
I EGMATIO

Featured

First thing’s first: Notch up Assault’s difficulty
the second you slap it in your PlayStation. |
beat this game at its default difficulty—which
is much too generous with one-ups and
health—the first time I played it. That gripe
outta the way, Assaul ties ASC’s One as the
closest PlayStation gamers will get to a
proper 30 Contra game. It packs similar
weapons, such as homing missiles and three-
way cannons, not to mention the same never-
take-your-finger-off-the-trigger action. New
twists include the ability to power up individ
ual guns, all of which drain an energy bar sit
ting at the screen's bottom (0K, 50 you'll
want to take your finger off the trigger some-
times, to let your gun recharge). Otherwise,
Assaultis a straightforward cruise through
enemy-crammed stages so devoid of strategy,
you'll so0n enter a stupefying shoot-every-
thing trance. I's not al mindless high jinks; a

hoverbike stage and a couple of levels that

Same sentence|asiold-scfiool
Goritra, althiough itlicentainiySeratchiai

Assault may be short on strategy, but there's
f 3

played 8. Mah. | can't b
same stper-cride bergames; lhalabsorbzd

‘Activision Classics may make a few die-hard

7L s19ke)q 30 12quiny
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BACKSTREET BILLIARDS

Publisher: Asc
Developer: Argent
Featured In: EGM 11

ant to like Backstreet Biliards, but | can't
Itjustisn't accurate enough for me. Let me
explain: My family had a pool table and |
played it a lot in my younger years, so | like
the actual game quite a bit. And no, | wasn't
some snot-nosed fich kid. The table we had
was used—one that my Dad kind of rebuilt.
Anyway, that's not important. first, it is way
100 hard to aim in BB. Since it’s a pool sim,
you'd think the game would accurately repre
sent how it feels to aim, and then how the
balls react to your hit after that. For the most
part it doesn't. In addition to this, the Al
opponents are annoyingly good, which
sometimes makes the game seem downright
impossible. In the Story Mode, certain play-
ers say something like, “This is my first time

and other fancy techniques—and they win.
Besidegffiayvhole poor translatigfjifiii, me
dialogieisintaccurate. If the chrdcters yob,
mg@tipith are supposed 1o belfus ting:
yllhitioes't come across (hatWay. Inthe

fiiends is alotor fun. In tharSense, it fuly
reésents pool .. wellgexce ptfor the aiming
iing, Rent s onefiisto be safe. Shawn

1 don't agree with Sushi on this on
Backstreet s the: foperio pogi ikie
S

evegythingn your pat
insect-things takes up about 80% of the
tiime, whilethe overly easy Bosses take p.
the other 20%.7he weapons are good (can-
i0ns;Shockers, etc), especiallywith thekick

5ad, Bt neecs more depih

2606 fanshappy for a couple
fierest of siitserves only ofie purposes o)

imon —they suck Pitfall s easily
the best gamen the disc, ahd @ ouple of:
qthers standiou, but overall thegames on

MoN Pooo Auy a1y 2jdno) v A|ug :ainyeay 3siom

Obviously, Assault borrows a lot from the
ke so

I
TBNYEAMES Of this nature thathave come
aitificluding those with the Cotea, aame
attached), it fals short of giving Us the safhe
feefing the classic Contras gave-Assalltmay
have solid@faphics and throw a good amout
offlashy actionat you, but it'sjustitoo Siffs

321310 31nejaq 3y Ase3 0o) :aimyeay 3siom,

ier'to get into and
has so miiore games (AR Boolith
The ballmovements and cy@stick placément
are mateealistic (the ballsfollinto fhe pock
ets betierand the stick adjistsac cording to
what it way). Aiming, fioWeer, canbe
frustating, You'llgiigsia,few becaisse e ball
guidéleavés too milchiroom foreror Dap

Backstreet combines a pool sim with a goofy
Story NiGdeltg create one cheesffi combina-
tiongfhestory is a bit much—yalmust find
yolledet father' stolen cualSiickyetcs

o o the gamglgtitbadi e
physics ough sametiies quées
s heml b
i chinky gnd nondiescripts 1 me

this disc.are mosty garbage.
befterleftas memories.

1 honestly don't know why anyone yould
waifo biyithis for anything bufiostalgic
éasore. Mayhz a5 a videogaie History lesy

ples y beat
nightsental I1s t60bad, really «SRAWR
Stay far away from this game if you hate
cheap, unavoidable hits. Assaults &

Strmhur Shm)lsv in the traditionof Contray

son of sofiet
peregsttli Worginal formliliho L

WO UOISIARIR MMM

enaries blast:
ingaliens, Thebad part is tHat my cantag

oo g aetord
fin, but 1SR Aok Sushi

WO AeMpIUrMMM

oSR5SRt o D can

Now here’s a good game of pool with a little
story todB0BY, Backstreet Biliids has solid

6
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Officially licensed by the Fédération Internationale de Automobile (FIA) + All 16 international courses, and all 11 teams from
the 1998 Formula 1 World Champlunshlp season including McLaren and Ferrari * Multi-player mode: 1-4 player (split screen




HFORMULAA L, /i

OFFICIALLY LICENSED GAME
Formula One “98 Rules. Official

sygnosis

and link cable) with 10 cars on the track « New racing
features include G-force driver head movements, ai

gine with a ive physics model « All new
ated pit stops, race replays, and more.




BOMBERMAN WORLD

(R R RS
[

Developer: Hudson

Featured In: EGM #109

How typical. The PlayStation gets is first
Bomberman and they force in a ltle taste of
30. When willthe good folks at Hudson Soft

big deal...until you run into an enemy or a
bomb hiding behind a tall tree. Also, a signil
cant chunk of the upper-right and lower-left
corners don't fit on my TV screen, because of
this same stupid perspective, As my friend
Jim Cordano sarcastically stated after losing a
few lives in those invisible and deadly cor-
ners, “Here's a tip. When designing a game,
make sure the playing area is visible.” Some
of the multiplayer stages are also poorly
jesigned—some are asymmetrical, others
have floating platforms that again, obscure a
g0od portion of the playing field. On a posi.
tive note, the game has several great options,
like getifighto pick what poweEUpSNllhow
up indhieMariac Mode or pickinga starting.
selof powers for the Challenge Mode. But

{Wo cool modes, This game isn't bad atallfor
@multiplayerBs title...but it js.certainiya
majorletdown, considering itslineage: Super
andSatum Bombetman are more fun. ),

Bomberman World is closer to an ald-school
Bomberman game than othejy 3D' uﬂdﬂx&s
I'Ve'seen. The one-player gaifiey as

expect, isffun bt mostly mindless, L
bosses iffive you insaiie. Obviously,
the Multiplayer Mode is where this game is
the mostfun. Unfortunately, the three-quar-
ter perspective makes seeing some of the
bomBsabittrickyfOVerall, 'd recomimend at
lcastlarental, if nota purchase. .- §fia)

Yawn. Hudsor beginning to fet
nerves. Th lking m Bomberman
fmn(nmmdmh, a restllly We're
getiggtotallystale, unangmat Hitles like this
onefBomberman World is unjnspiringto'say
theleast, With completely generiestages,
Jame Bosses,ahd a “30 viewpoint thatdoes

suondo 1003 30 307 ¥ :2mieay 3528
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BUSHIDO BLADE 2 (-

Publisher: Square EA
Developer:Lightweight
Featured In: EGM 112

Patience will be rewarded. | was initially dis

1 s10ke1d 30 aquiny

were simplified to two buttons and the music
is much more sparse. These seem like pretty
big drawbacks until you consider what was
gained over what was lost. The environments
are definitely smaller, but they still allow for
o ko snte
action more effectively. The details in the
characters’ clothes and weapons are much
more noticeable. The simplified button
schematic eliminates unnecessary siashes
and separates the individual styles of each of
the characters and variations of weapons effi
ciently. Last, but not least, the ambient sound
has more moments of silence than the origi

feidpioms onsijeay :aimyeay 1599

_COOL BOARDERS 3

Publisher: 989 Studios

Developer: Idol Minds
EGM

Although Cool Boarders 3 looks incredible, it
suffers from an unfriendly trick system, inac-

estly, that's not saying much. The intro, inter-
face screens and art style are done really
well, except they look a lot ke every other
snowboarding game out there. | enjoy the
number of events, characters and moves in
the game, but then | try to control those char

regular buttons and the directional pad to
pull off a move can be tricky as hell In addi.
tion, trying to still come in first with a good
number of trick points is crazy. In fact, the

computer couldn't even do it in the game’s
demol The hit detection didn't make doing

jumpdip o e a rail and just fumble-over,
evénthough | was lined up right.The first
had more of

g
or fightierppled from the grolund: Yol a5
will nattbe covered in bandages whefy
injurédaSill there are lots of hidderfeharac-
ters fofifid and manymodssiorry and zon-
quer Bamt overlagkhis one Sushi

13224 3SI0M,

‘Although the novelty of its gameplay has
‘offia bity Bushido Blade 2 stillay

nelicantiol syste to the ol The graphics,
gnthe otherhand, have takena step back
Ward:The arenas, all of whichiarasmaller
suffer massive pop tip ang look blah: One-
playerodets a bittooieasy, oo Dis|

9 35114 241 WO 52IN3eEa, 100D BWIOS 3507

the-mil \ fighters, but vheres anawful ot
challen

aside
look a tt[éflashieafiieigam e’ onlysaving
grace is, oficourse, its Batile Mode: Jofin R

Why messwith something that's pretty much

ciafidyhy insist on giving the giaphics

DR il by skewing the sciéeninto aniso-
mettielayout so loony that the eoftiers don't
fiton thestraen? As both a one-playerand
amultiplayer game, this is another sad
attempt at spicing up Bomberman. It
Al clable. b unoecESsen oS

e is ftn, but agal it been screwed with
o T point where tdoesn't work. John

VISUALS  SOUND

INGENUITY REPLAY
4

6
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Sl bt B el il
2P games.cotlld be cansidered fun. Jofip D

arcade-like feel. Unfortunatalyit’s been kind

aut, that fs) but Id sooner just rentit first. Be
has'some problems.

| g pscorbaey tousers. | cangagrecite
tHat Shawn's Stussy shades aregiretty cabl. |
AR ccate il R
“€00l" of snowboarding. The third “Cool™
Boarders is just like the other two, only now
yourean hityeuriopponents Road Rash-style,
and the graphicsiare a bit betfer. Its a racing
eyt rEE nice Dual-Shock
imblings. Butjt's justianothersriowboarder,
and its heulshlv bnnng. hn

'As a new build, CB3 has been juiced up with
{Enty/of newtiicks, tracks, Characters and
boards. Thatsallfine and good but ft st
seems liké pegforming tricks i 00 gasy
Unfortufately it sets a lowe standard tothe
game guerall. A bit more challenge an
reward would be nice. Otherwise the gairie-
play and gaphics are the bestyet. THe puich

Having not played the original Bushido 3lade
very muhillwas looking forwardfo gefiing,

Yep it agther snowboding game, st
Bt 3 may b rom g detecy-

into 882 of the
Caflpls aegrest, the avergllgane flsta

, same ol gameplay s
gmmkmda stale— d»spue the load of new
tricks system. Still, fans

impress me. T
limited (ﬂ!ey wm cooler in theloriginal)yand
espite the Obvipus depth inhe game's fig
S e e
1t not horrible, but | was really hoping for
sometfinigmore substantial John R

VISUALS  SOUND  INGENUITY  REPLAY
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of the last game should be happywith the.
fighticontiol huge quantity of trick cornbos
and challenging(.c., tough) competition. |
don't see the point of the new punchmove,
thoughgitrarely comesinhandy: ns
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DEAD BALL ZONE =

0w oA

Publisher: GT Interactive

Featured In: EGM 110,

I feel a it sorry for this game. Dead Ball
Zone is fast, fun and slick-looking, not to
mention highly reminiscent of the Amiga cla
sic Speedball. But with future-sports games
being a bit of a cold fish to most player
Arc vt o any g pufle PlayStation
titles er hear of it?) on the way—
the lot utvnu probably won't give DBZ a sec-
ond look. Trust me—it deserves it. With its
ultra-fast gameplay and over-the-top violence
(s0 violent, some players actually vomit), DBZ
is both exciting and addi specially
when in Two-player Mode. The game does
{ake some geting used o. Ahough you can
choose from several camera angles, the
action moves so fast sometimes that the ball
ts lost among the clutter of tiny players.
Control s tricky, too, since every button on
the joypad is used for something. And ma
tering the combos takes a lot of effort. But
once | figured everything out, | really got into
DBZaManagement Mode is suprSingh
lettingyou
against those of other players. This mode has
you trajfiing players, expedmenting With for
matiogsand healing injured athietesilfStich

a badispothere. You reallyjieedito tweak
your eamfrom tjmeto imeifyolize gonna
makgitfar in thelleagues

I've always enjoyed futuristic sports games.
Déad Ball Zoniels one of the better onesin
this sparsa.gee! t plays ke awiolent mix of
soccer apdhiogkey (arer't theyall). This
game goks fantastic with s silky-smooth.
animationand nice lighting effects. Nore
importantly, DBZ treats itselflike a serious
EA Sports game —you can customize and.
save yourteam thiougha season and take
thermito.achampionship. Nice feature- Dan

21n3e2 35100

anan) Buieat v 4o 3

| was a really big fan of the Bitmap Bt

classic Speedball 2 and Rage has done ai
exceptional jobof capturing thesimplicity of,
and updalig s grat FutESREs gae.
N ing is overly compli-

353 @ayer game. = oty
onytlighbut 5 s han Competentie
rac St er ot John D

‘This futuristic soccer-like contest has its
mMOMENts as a single-player game, But for the
most part the Al oppanents afe préfty hard o
tieak Dltimately two-player is theoniyway to
play this game, The fun comes from smackin'
youreppanentto the ground'as much as pos-
sile Wil o ca't o n aseiof
spostsigatie, ol can do

T ot mn
too excited over this mediocre tite. - [Jgan

VISUALS  SOUND  INGENUY  REPLAY
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Developer: Jaleco

DRAGONSEEDS <k

Publisher: Jaleco
Featured In: EGM#T12

Dragocsaads o 2 et xanple o a b

me. Just like any other
ronding e, you st s ol neorstars
10 be better fighters. The battle system

71 s19keld JO Jaquiny

There is absolutely no skill n this,
3 trong monsternceases yourodds o
mage at best. There are nmvv 3

asihi g to tngthen oot
creature, and it's very frustrating to spel
hours building up your monster only to leave

ory in the hands of total luck. There is no
story to speak of and the battle mecha
are very weak and lack depth. The graphic:
are subpar as are the character designs. The
‘game is also very small and limited in scope,
with only the one town and nothing to d
but buy items, play one of two minigames
and fight. It seems like there could've been
S0 much more to Dragonseeds, which
voakIe o poterta AT
ttle. A better bt

suoSeiq 2y} :2inyeay 1509

fielivery well thought out, and ftisn't fuat
all—just-aquick fixdoitryand cash in.on the
new raise-your-own-whatever craze. s“sl“

1 enjoy exploring Dragonseeds’ complicated
ikings and experimentifg Wit (e
bizafe dragon types. Too bad the rock=
pafeeissorype ights ot coneieh
i epattive nghts. A VigNG
Card Batt uidve SRR c (EIIY
feature \t‘ecause u ‘generate§ dragons fram:
any saved game file, like Monster Rancher

did with CDS), i useless becatise you can't
seyour creations nother modes. Jofin D

Aejdoures snoipay imaea3 35100

'Amonstegaising game can be fun, if the
gameplay iSimplemented propery:
Dragdniseeds has some cool polts, ke pler.
ty df weapons and items to useand adeep
egoliitionsyster. This could'Ve been a really
addicting games | almost sawmyself playing.
{tlong beyondthis review period. But the

k guessing-game combatsystem kills

t lttle excitement was here. Plus, the
CPUis suspiciously good at guessing.... Py

The more |play games like this, the less | like
them, Jiidtnot Dragon Seeds!faultthougt
You Have to be into the whole Tamagotchi-
type thing to really appreciate raising.a
£t from birth...but I'm riot50 in othe
words, t to convertyou
bving kind of person if youlte
ade-more sense

woo3alelmmm

intoa watu{e
notalteady: f the battles m:
and the dialogue was of higher quality, | may
havelikedithe gamea bit more. - Shaw|

" publsher:GT nerative

Developer: n-Space

Featured In: EGM 110

Early on, Duke Nukem: Time to Kil looked
ke ¢t potenil The game has Tomb
que exploration and gameplay ele-
ents mbiedInwith Duke Nuker's radon
al take-me-as-I-am attitude, humor and bad
ass action. How could you miss? Easy. Make
everything sluggish. We're talking the action,
the controls, the movement...everything. For
example, you can't move right away after
landing from a standing jump (not only that,
but the jumps are real floaty). With analog,
Duke has a slight
awalk to a run. Running into some walls can
stopyou cod.Tuming i slov. . et e
Allof wplaints are pretty minor by
{ertieles. bttt them all osetbirand
You get one very messy game. Try jumping
around platforms or running around tight cor-
ners—youll see what | mean. Too bad...the
could've-been-fun Two-player Mode s all but
completely ruined because of these poor con
trols. Thawlyithing that kept meaemwhile
trudgia throligh this game was my Wanting
to sedwhat the next stage Igoked ike. Each
levellooks great and is 2 (ot more ntefesting
d worlds of other
eless, ifyouTe \ook(ng
m gameion
is stinker #2. Time. i K|II
offers nice graphics.tha's aboutites f)an

OK, 50,it's Duke meets Lara. And yes, some
of e fextiiesare slightly pixelized: And

eah, | found myself getting stiick on walls
and otheriobjects at times. Stillthe game
100ks aiid plays really good. Ithas that fur

“Diike Nuker feel we all know-and [oye.
There - he e humortrown inoff8
sure but eyemwithoutit
Kluster Two-player

Modesamajor disappointment. Shawn,

The fact that one of my favorite b
Stabibing Westward, provided the soundtrack
PESVIERocd ing T Tom
the start/Aside from that thouigh the game
does il 1o ustain th L NRRL .o
prettywell. The graphics are perfectly ORIt
not qgite fomb 3-caliber) and the levelsire
large{and well-designed. Theccontrolsatea
bit stickyin places, butit's certaiily better

ands,

mmmn notsure | ke Dgke
over- thethgad adventure forriatiSure Yol
fopm neat jumps and it

SOUND
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than someother games this monthl Jo D)
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THE FIFTH ELEMENT [~

Publisher: Activision

Developer: Kalisto

Featured In: EGMATIO

1 suppose it's only fair that —seeing as how |
wrote the long review of Metal Gear Solid,
the PlayStation’s best game —I'd have to
write the long review of The Fifth Element,
the system's worst. This thing is horrid in
every respect, a painful fact that becomes
clear after a minute of play. Lousy control s
the main culprit here. Using a modified ver
sion of the already flawed Nightmare
Creatures’ engine, your on-screen alter ego
(either gun-happy Korben or martial artist
Leeloo) are way too floaty with their jumps

ton combos to do simple things ke blocking
or walking slowly. Enemies are incredibly
cheap, often getting in several sucker punch
es before you can dodge o counterattack. At
the same time, they re incredibly stupid, too
Most baddies adhere o strctly to their
scripted routines they don't even react when
you SHOBEGY punch them. PuzzléSireall of
thEbralndead, collect-itery(or hit-Switchiand
waichidorbpen-elsewhefe variety, Awkward
cameiEli= pooup cofSEl. G Ine
gamels even glitchy; somelimes the'sound
Gots R Yout iscollilL LT
whenlyotifire your gun andthe joypad rurm
bles. Oy the FMiisworth watching, but
that's\whyl pay for cable. Crispin

Come gn...you have to be kidding me. Being
a fa 6f theiioyie, | thought maybe the game
anslation would be fun. | waswrong .dead
wrong. Teribly awkward control, @ poor
excuse fora camera and some of the (amest
puzzlés I've ever encountered plague The
FifthiElement. The game doest feel righty
aidmost importantly it's justnot fun. Leelog
looks pretty'good though: Overall, don't buy
his game=yourll be mad If you do. Shawn

Oh man, right off the bat this thing suffers
froffteally B, control. The combination of
the “follow-cam” and Corben’ and Leeloo's
Umfed ) ke for ool tng
experafiiorsound profe

P Prciee ol o eine
As lor the story—accomplishing all the objec:
tillss i made twice as hard duedothe Crazy;
sweepingcameta view and wacky gameplay.
Itican‘be’done, but what's the point

Isn't it alitle odd when developers choose to
bredk fundafiiental rules of action/adventure
games? Bad character control, confusing but-
ton layoutand a choppy frame-rate A

i The Fifth

1 s10Ke}d JO Joquiny

ANOW 2y WOij UINEL AW 2AnJea] 353G

J013u0) Suikouuy :ainzeay 351oM

Developer: Arc Systems

Featured In:N/A

Now this is a real surprise. | won't say Guilty
Gear is the best 2D fighter on the PlayStation
(Amhaz is still preferred), but it's easily num

Ihmg short of awesome succeeding on the

PlayStation where Marvel Super Heroes and
ailed. The action is fast and

frantic with a nice amount of technique. The
music and sound effects are very cool and its
all put together with some nice screen transi
tions. I'm not crazy about the instant death
move which s easily avoidable by later stege
computer opponents as well as human play-
ers. Its not like Tekken where it can take you
by surprise since the entire screen tints red,
leaving you more than enough time to per
form the counter move. Another area of con
cern s the balance of the characters. Some
characters are just way too cheap and pover.
ful. You'l figure out just how powerful when
playing the higher difficulty levels. That said,
Guilty Gearisafiimpressiveieffortandissure
toplease. Bewamed that play mechanlcs:
wise, i's i the “wild" X-Men Vs: Street
Fighter/Maivel Super Herogss stvle of fight-
ing, withsuper air jumps, g cormbos
and cxaggerated acton. I tht doestt both
er yolitoa much, you should definitely g
Guilty Geat a try. Qthenwise, y to rentit first
to seglifitsuits your tastes. Sushi

When | first heard of Guilty Gear, s pretty
excited. Could itbe? A worthy 2D fighter
other than mybeloved Stregt Fighter series?
Well, almst: The visuals are pretly impres:
sive. Gulty Gear fils the screen with great
effectswith a tolerable level of slowdowin.
But | fouindia lot of the fandlermovestolbe
too hatdto)pull off effectivelyand a otof
level three attacks 0 beytoo powerfal.
ool...but this is no Street Fighterll. aq

I wanted to like Guilty Gear, but | just can't
get excitédabout it, no matter 1o hardliry.
The gookie-cutter gameplay isUninSpiing
andthe slowdown, while somewhat minimal
luraPla'vSiauon fighter, stillgetsion my:

- he character designs afe 0K
B T, v ammanon

-1 isakeyd JO Jaquiny
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HARDBALL 99

T\

Publisher: Accolade
Developer: Mindspan
Featured In: EGM 112

The Hardball series is one of the longest.
living videogame sports franchises out there
that has yet to break out into a classic. 'm
afraid that's not going to change with this
year's version. Hardball 99 updates the look
of the series and tries to catch up to the cur-
rent efforts from 989 and EA Sports, but the
problem is that they're stil playing catch-up
Withlast yescs eleases Byt fom the
character builds to the play calling seems
dated and would have been average-at-best
a year ago. The most crucial area of a base-
ball titl is the pitcher/batter confrontation.
The pitching options In Hog are limited and
predictable, while the batting interface is
unrealistic. It just silly to choose an option
o hit an opposite field hit and be able to do
it 95% of the time. Not even Tony Gwynn can
manage a feat like that. Speaking of hitting,
the feeling you get from connecting with a
ballis very disappointing. It hard to judge
the ball tijeetory until the ballisiellinto
the fleld, making it difficult tofmanage run’
ners Who are already on base. And ther
thei@s e sound. The annolincer sounds
chippy and most of the souind effects seem
off. IFyouwant to see how muchiimpact it
lias on the game, try playing ftwith the vol-

ne downi= i’ betterhthinkit's time for
Accolade fo start overfrom scratch. §grshi

24 siakejd 30 1aquiny

anyeay 1539

apoy Suuresy :

Ouch. Believe me, | take no pleasuie at all in
dogging theefiorts of hard-working gar
developers, buti really can't hink of a single
reason whyId fecommend Hardball 99 to
anyonewhenthere are three far,far superiot
baseball garies already available for the PS.
The gaptiEy anmaton SR
sound effects a the gameplay,
R g
Donteven bother renting this one.. Jofin R

uonewyuy kddoy)

Unless you're really into stats, you might
want to 100k elsewhere for yorbasebaill
action, Hardball 99 has more than a few
probiems. The frame-rate i fap ffom smooth,
the animation s terrble at key moments
YRR, and e o i
ifterfaca is inakcurate at best, which really

i5 pretty good, but on the
enough depth here to keep true fightin
fans satisfied. A sofid rental. i. R

Guilty Gear is a decent fighter with a num-
ber of cool-looking charactersiand lots of
ashilike most of the Killer combos T ths

gaffe, ex(epv e tht itera i lgan
it ill i ited

expeience. Coprary to whal Soimé pedple
may belieVeyitino fun getting it utamatic
caliyand {ioM ehemies you cantsee. And|
thoughtwatching 8ruce Wil inan orange
shirtwas unpleasant.geez! Pass... S{ishi
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B ¥cccbie Setbencate
{8 game fanatics most ikely wil not like
GGis insulting Simplicity but newbies will g
all ofits shazzy visul treats and easy-to-pul
off Street Fighter-esque.moves.

woysnE MMM

pl e All-Timegeam which
includes Rulh‘ Jaakson, &tc. is.cool but overall
{his one isoni so-5ax Dean

I'm really not much of a baseballfan, but
even | ca tell a stinker when | See one-All
you negdtodojis stick this, Trple Play 99,
MLE GG VR oaseballe e B
andetthe comparison speak forts

Vadhll 99 oo nold » candleto: znv of
tfese ganes, either visually Or fiom a game-
play standpoint. What else do youneed to
hear? Save yourse|f e trouble and go with
one of the aforementioned garies. (ISPl
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4

W0>'3PRIOVR MMM




LUCKY LUKE
®

Publisher: Infogrames

Developer: Infogrames

Featured In:N/A

Why is it that whenever we're told that “this

is actually aimed at kids,” what that usually

seems to meanis “we were working on this

for ages, and then we realized that it sucked,

50 we changed the marketing spiel so that

it's aimed at kids...because kids can tolerate
s b

you' expect. It starts off pretty bad I'l
admit—sticking a slow, dull, tedious and bor-
ing platform section right siap-bang at the
beginning is enough to put anyone off, but
persevere and you'll find that it improves. As
you can'see from the screenshot, Lucky Luke
isa cowboy sherif, and all of the gameplay
centers on particularly cowboyish Stuff
Chasing trains on horseback, shooting at bad
guys and, for some reason, blowing up stuff
with dynamite. Although aimed at kids, it has
to be said that much of the gameplay is prob-
ably fagdbisimple to stimulafiostyoung;
videogame playing minds. If joulye ever seen
2 giyearold completely cream an experi.
eficed game at something like Tekken, fin
sure youllkiiow where 'm coming from.
Still-.cowboys have been ignored in video
ames, so ableast this is original.i looks

€ hice t00="andiit'sonly $20. Not the
greafest, but definitely not bad:

Yes, | know this game’s geared toward young-
sters, butlimagine even kids would find
most of Lucky Luke’s levels a bit on the bor-
ing side—especially during tfe fist half of
thegame.Aside from the decent mine-cart
leyels and a few cool bonus games, most
stages.are sosimplistic that you can nearl
play:them with your eyes closedsOf course, if
you did that, youdgiissiout onthe graphics,
which arelLl'Sonly strong point. - CFjS]

1f1 was much younger, Lucky Luke might
have done more for me. Imagifie a world
where Woodyfrom Toy Storyight live:

That's LuckyLke. Admittedlys most of the
puzzlesiand gction sequences are quite org
nal, eadytoget into and mostimportantly

fun. The game, in most cases, s REALIY easy,
but itsistilla good time. Overal look into
Lucky Luke eitheforyour kid, f youie akid
or if youlike lucky cowboys. Shawn

Lucky Luke—it's geared toward kids and itl
only cost$2o, | think we're intod new gelire
of gaies here. | didn't want t0, but | found
myself enjoying the simple yet engaging
levels imLLs fhe cartoony atmosphere and
cheesy characters are tailor-made for the kid=
dies. Some af the gameplay 15 bit clunky
(ke Walks way too slow) andafew lévels.
may beitoo tough faf Very.young gamers but
overall 8:t012-year-olds should dig

SOUND.
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MEDIEVIL

bl Somy Copaes Eifemgae:
Developer: SCEE
Featured In: EGMATIO.

L:s19ke}d §O Joquiny

i a mostly dull world full of brown and/or
sickeningly colorful 30 action adventure
games (thanks to Johnny England for that
one) MediEvil comes along and gives me
hope. Besdes having excllent 30 graphics
and a speedy frame-rate, Me

the feaing | used to get whie playing._
Ghouls ‘N’ Ghosts. OK, maybe it doesn't play
that good but it still icks ass. MediEvil's
solid gameplay makes you want to keep play-
ing level after level, finding all of the secrets
you can. In addition, MediEvil has one of the
coolest main characters around. Sure, he has
a Skull Monkey-esque look but the whole
fraud/hero thing and the way he talks durirg
in-game cutscenes more than makes up for
that. In fact, all of the voices and dialogue in
the game are pretty sweet—funny but not
obnoxious. And while we're on sound, the
music in MediEvil (besides just being done
well n general) fits the game perfectly.All f
thesefeatiires add up to give JoUarS

in gaming patkage—one that you'l

feydoures pijos :ainyeay 3509

B e o vouaninol
o of e Basses are (as coglas someof;
them look). Stll MediEvil is one to check

olt==[1ll putmy moneyinto it Shawn

MediEvils cool Nightmare Before Christmas
loKis 0ne of the game’s strorig pointswhile
the swirling camera angles are defintelya
weak poit. Id classify the game as an
action/RPG *light.” Light because the bat-
tles and puzzle solving are on the easy side
as is e overall objective af the games No
doubt s a solid package bUtits definitely
geared toward a yolinger aldjencesThat’s
fine as long as you dom't mind: De:

iawe) Amaids inyeay I5iom,

Although I'm getting fed up with these cutesy
3Daction/platform games, MediEvil packs
enough puzzles, weird wospdigR, &7
et Geptern, mest (01 canepisy
G B Woccte unl S
gl PR s and outcobMies S
stages—particularly the floating ghost ship=
are dain near amazing. AreigegeuroliS
tatichy; 50 You'¥e best off goirg digital when
or B A SRR Gse CI'IS nin

On the surface, Medievil looked like a bland
o oced o < el
entertaining and reriinds

houls WiGats: Thescogiioves leng at
a nice pace and the weapons your character
uses are fun to use. The storyis quite funny
althoughftseems forced at times, The musi:
is appropiately gothic and mixeswell with
the action on scree.You'll eithierlove this
game arremain indifferent to ey

VISUALS  SOUND  INGENUITY  REPLAY
8 6

[

METAL GEAR SOLID (<

Game of the Month
A
Publisher: Konami
Developer: Konami
Featured In: EGM#1T2

Forget everything you know about the term
“interactive movie.” That tired, perennially
negative concept has been singlehandedly
redefined and made respectable by Hideo
Kojima's Metal Gear Solid—easily the most
cinematic masterpiece of game design on
any system ever. Like an excellent action
flick, MGS intertwines fact, fiction and humor
(it frequently pokes fun at iself for being a
game), while weaving a multlayered tale that
right to the very end packs more twists than
an entire season of the X-files. You'l find no
shortage of innovations, either; the game’s
use of the Dual-Shock, memory card and,
er..other things (no spoilers here) will
astound you. And 5o will the gameplay, which
is crammed with one heartstopping near.
encounter after another (waiting for elevators
to open, with guards patrolling all around
you, is ane of many pee-in-your-pants
moments). Yet MGS's greatness is painted as
much by itstinyfine-brushidetails as by its
broad sffokes of gameplay excllerice. Look
for maggofs withing in bathraom muck, scur
rying mice and ifhumerable other grephical
details, as Wellas plotnuances thatonly
become clear once you've beafen the game.
Inectyo R 19 e
adventure JUSH0 Story, of to men
flonsee A end!ng Crispit

Unbelievable, Metal Gear Salid not only lives

spectaculaf gamep\sy and B e
stories I've gver been fortunate enough to
experience. | haven't felt this kind of overall
satisfaction with a game since the glory
days of the SNES (Super Metroid, Zelda,
etc). An absoliite masterpiece;

Metal Gear Solid s simply incredible. Maybe
“incrediblexshstrong efiough anadective
here...this gameis so full of innvatian, so

full of surprises, so full o fantastie design,
that compliments dortdoii justice:You'll
have to experiernce MGS to understand what |
mean. This masterpiece deserves all of the
hype it received. It's nillsll( and grity, but

it never forgets leogame. Here it
it frst HGeberin PAEGHGee: Dan

Part action movie, part action game, the
dynamics of MGSwill blowyali away. It's so
much more than a game—it's an experience.
Technically there’s nathing better onthe
PlayStation, the storyis one of the best you'll
ever come across and the sense of drama and
emotion canveyed throughout is unbeliev-
able. Seguing seamlessly betweer frantic
action and tendetly scriptedrioments makes
it a joy to behold: Buy it Now. o

aed §0 Jaquiny
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Publisher: Electronic Arts

Developer: EA Canada

Featured In: EGM 12

As much as | hate to say i, I a lttle bit
disappointed with NHL 99. Overall, nearly

are very usefu), a new shot meter (which, to
be honest,isn't really necessary), and analog
control (which is far, far more precise than
Face Off 99's analog control). Pretty much
everything that made last year's game so
great is here in even better form; except for
one major problem. Oddly enough, while the
ice looks much more detailed than last year,
and the players both look better and animate
better, the frame-rate took a major, major hit.
Fdor ko sbout you,but 1 sacific
non-crucial stuff ik for a blaz
framesfateiany day. One Ll
NHLE o8 Was s6igreat [ast yeafwas because:
6Fits Superfast, hard-hitting gameplay, and
far somelincredibly stupid reason, EAletthat
slipiaiay thisyear by botching the framestate
(evenon AllStar diffculty, t's not as fastias
NHLE). [fyau can deal with this,you have
anothe: great hockeyigame. Personially, |
think il stick with NHES. John R

NHL ggis this year's hockey champio in my
el i <o s welk-done. Along
he strong gameplay and fluid anima-
rlnn,»me play-by-play commentary is amaz-
ing. it follows the action on the ice-down 10
thesecond The difficulty levelSand oppos
fientAl aré neatly balanced as well, although
Sometimesseofing comes  lttietoo easyi(on
any leve). That possibly could be a goalie Af
weakness, Overall 3 great game. . aan

What hnppened’ My beloved NHL series took

8-L s12e)d JO JoquinN
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NHL FACE OFF 99 (<

Publisher: 989 Studios
Developer: Kiler Game
Featured In: EGM 112

Slowly but surely, 989 is ironing out all of the
problems with the Face O series. This year's
game may be only slightly improved in the
visual department over last year, but the Al
and gameplay are very noticeably enhanced.
The goalies aren't complete morons anymore,
and (for the most part) the players react more
realistically in given offensive and defensive
situations. Sometimes it seems like the CPU
goalies have an unfair advantage, but once
you improve your defensive skill, that actu

game speeds do transitions look right), and
the sounds, while certainly improved over
jeararessill acking (play:by:playis
nice, butit still doesn't touch NHLs). Control
is 0dd, toBulisually prefer analo contro,
but in FO9g, t nearly 8 precise asit
shouldbe (it feels way too stiff, making rou-
tine things ike crossing in front of thenetior
landifig check way too difficult). Onthe
wholey ke Face Off9g (' about time), but

its sillnot the besthockey zame.. John R

'AS NHL 99's only real competition, Face Off
9§liS Creeping Up. It ooks gieat—the extra
polygons tave tealy spruced it up. PIUS 1t
insanely fastickily a game speed cantrol
lets you adjust. But compared to NHL 99;
Face Qff suffers from stiffer animation and a
checking system. Yet, at the Same

[ Bpiovers e ahwoyaatle iEK
you!?Seems unfaifePls, scoring &
Sverjough. 1 et N1

ms year's Face Off is impressive, The drop

EA'Sports seems o aways fvea problet in
this area biitgo auual\y runsWorse than os!
Ifyou can look pasthe vml'll
still firid avery ool e
neam.NHwQ'a vawng isiabit too accur
and tightyaking this gamealoteaser
getintothan NHLFSEEO 9. Stllyl
past thecrappy framesrate.

well the passing jSway tatigher
i NHL9g (wich makes t o @ realtc

81 :513Ke|q 0 Jaquiny
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Publisher: Psygnosi

Featured in: EGM #T12

Remember when Psygnosis used to be really
hot stuff? Something has happened recently,
and 0.0.T. s 3 perfect llustration. In a month

frustrating, and while exploring you find your
self frequently falling to your death because
dn't see a stupidly placed hole in the
ground. The camera system is a joke—some:
times it loats Tomb Raider style, and some-
times its fixed in such a way that all of your
controls end up the wrong way around. And
thegraphilesiengine sucks. PlygonSanditex-
{iltes fea warp and make things Very.confus

This is 50 annoying! How can 3 game with
sughiawfuledntrols possibly mé through
RIS Bty check: Pyligwi e

franklyits such'a below:average game itll be
forgottenin o time. Cris}

1 actually found that travelling to the hospital
to have fiy:appendix removed s Someihat
more appeahng than spending some time
with OB Yo can see that thewhol thing
is very 7Bl ona 1 sct40EEs e abis
a ertain stylewith the whol@ Jules Veme
glg—but it notthat appealing, The different
Character classes make for soimeariety, buf
they're al(feal pigs 3 €oitol- And iy s the
frame-rat@s0bad

Last year, NHL 98 ruled the muslwﬂh equa\
paits Simulation and hard- hig

year seems too heavily wei medtmxd lhe
simulation end. The a:non moves extremely
slow whighWouldn't be thatbady buttheani
matiogli§ehoppy making faran tinfulfilling:
experiéiiges The commentagy iSstil topsotch
and theoverall ambience i5Second tofone.
The Stofiiew feafifesisntnearlyenoligh to
makeUpfor the (085 playabilitye - Syshi

VISUALS  SOUND  INGENUIY  REPLAY
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Following the impressive GameDay 99 is the

I've sajd it before, “Psygnosis used to be

mationg MY resentaton (EEHEANAR

and the screen scrolling s Handled very

smoofhliOn the down side, the commenlary
as NHL 99 andyowhave to

VISUALS  SOUND

INGENUITY  REPLAY

with deldsions of grandeur. Graphically s
extremely,pagwith some tertible glitches,

RPG-like elements afe a nice addition; but
ultimatelyit’s just abadigame.

VISUALS  SOUND INGENUITY.
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ODDWORLD: ABE'S EXODDUS |
% 2

Publisher: GT Interactive.
Developer: Oddworld Inhabitants
Featured In: EGM #109

Since Abe’s Exoddus is only a sequel in an
unusual sense (it’s sort of a filler game, I
see issue #109), | can
forgve that t plays almost exacty ke the
original game. Oh yeah, “more of the same”
is also easier to swallow since the original
is 50 damn cool (don't let me throw you off,
however—Exoddus has a few new gameplay
elements worth checking out, ike muliple
Mudokon control). Perhaps my favorite add-
tion to the engine is the ability to quick save
your position at any point. Frustrated crit
of the very tough Abe’s Oddysee can now
have a lte peace of mind knowing players
can go over one particularly tough puzz
over and over, without having to g0 back sev-
eral screens after dying. First time Oddworld
players may become intimidated by Exoddus’
expanded featur
over a dozen different button combinations
10 get Abe through the game. Luckily,
ExoddiiSHiasa fantastic tutorialSyStéimthat
gentlybreaks fn new players and ofd (and
afteran houror so of playingyyoull get used
SlistontBec onmardli VRS
- life an Abe fanheres anothet
oxcelont s o odswor S
. If you've rigver played the
origadiePt missupon (Mt iy
beaffl exotic and addictingSeries. . [),

‘Abe’s Exaddus is everything the previous
‘gamie was and more. There afe stll a load 6

afiioying Spots where trial and error 1s the

ahlyiay toiadvance, but withtnlimited lives
available, all you need is justalittle patiefice.
Anjway, all characters being ableto use
Gamespeakisia great feature, and so is the
whole erfiation thing. The storysgraphics and

ithgut making the
game tgB complicated. And, of Goirsel the
supetb graphics, adiimation. puzzlesand
humorf the originalare’liintact. QFyS|

Abe is back and he's awesome, My big gripes
abofitthe firstgame were certdin fiustiating
obstacles and estart points. fhese have

been totallyadressed, making this sequel
early flawiless. Incredible cinemas packed
with humor and emotion blend seamlessly
with the action. Great sound effects and tight
controlséadlfo the experiencefine questis

h only 2 handfulof slow spots. This i

2 mustave for PlayStation owners, Sushi

VISUALS  SOUND  INGENUITY  REPLAY

9 9 8 7

n3eay 3539

13quaWaY 0] SpUeWILIO) AUe OF 2in3ea 3sioM 2imyea3 aAes Y

woysaweSiFmmm

POOL HUSTLER <

Publisher: Activision
ASK

I consider myself a pretty good pool player in
Iwas pretty anxious to put Pool

erto. Tooltle oo unfortunately. One of
the fundamentals of videogame pool is to
concede that you can't accurately portray the
depth of the table and the balls (with current

ogy...Virtuzl Pool on the

u need to compensate

andi ke t more forghig The o
Po ksl il i ey whl s 55 s
Backstreet Billiards. Does this make
Huster s bad game? Abselutelynot. You I

et che ety o ¢

lenging fos, you got thrown t the wolves.
This may seem cheap at first, but spending
somerealtimeith the gamegoiigthious
the-handy Tutoring Mode and practicing wi
allow youo ompete on efengrourid:
Becausg ofthe learning cuive this ispt the
best game for multiplayer action un(gssyou
compiteagainst others that Knol te game
gering aspect of the garmeds:

ol bt e (e

one B pwlw\t fustlers orv Gy

les in comparison to
lards. The controlSchefmalisn"
TR disc ofers o RPN Re
5. B’ 14) and the aiming s
T M
uld've benefitted from a Highet fesalution
(50 the line s easier to see and therefore,
ate ffom the top-down iev)s
Overall, Pool Hustler s avery io-hum expert
ence...NES Lunar Poolis more exciting. [)an

1 haven't sat down with a pool game and
played it onsistently since Side Packetion
the NES ([ milch prefer the gealldeal), butto

my surpriéé, Bool Hustler is actually quite
playablé. The phy:

s are excellent, and the
control setup is very easy to getinto (to
importantfactors in any gameofthisype). A
largef ariety of game choices would\e beer
nice, B overall | Gncomplain.ligou're's
fan ofvideo pool, check this out- John R

The trickier of the two pool games we'e
reviewgifi month. Pool Hugiiling
ractice—and gven more:
Pl befoe you gt thyE or I
ajiming guidedoesn't hold your hand kein

lliards, forcing yotitohorieyour
oo
thing other lhan 'simple shots, Trouble i

viould be more fun =anda much better pam
gamGEHIEAe e ¢ SEID oy Crispi
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Developer: Universal Iteractive

RUNNING WILD

Featured In: EGM 112

b1 :s10Ke}d §0 Joquiny

Kids will love Running Wild as soon as they
start it up. Here's why: The game’s fairly easy,
it has bright, colorful graphics in every level

and the cast consists of all sorts of cool-look
ing animals, both male and femal

of ke playing an episode of Baney, ex

ot as dopey and thee e ny annoying

the control is very easy to get into and the
overall feel of the game is tight. Running Wild
is quite fun but t's not what you'd
intense racer. Take a game like Mario Kart on
the N6 for instance. Although Mario Kart's
characters are about as cartoony and cute
me, the racing aspect of the game can
Wild on the other hand
{oven though t an pe cficalt at ey
doesn't tetu ettt tense nste
me, have a good time but
u st
tof secrets
you gpeniter beating N
plalike options, tracks and chafhcters,
efe.=buteven that stuff doesiitlastiong:
JAIBSavou e 2 mBESAIIG
ganing experienc e kids...or afe kit
10 et e ook o Rungiga widL s
ot the rnost incredibleracer in the warld,
bitits fun for whatitis. Shawn

a3ey awesy Apaads :aaneay 1529

If you can somehow muster interestn a rac

ing gam@ Stagring anncying anjmals, you just
Althgughlwishiit
s the oned here &
tyloftiickybits and shoricuf

game moredepth than its mkms anw

powertps are flat-out lame. At leastyou a
get asmaoth Four player Mode. - CFiS i

1924 puy %007 YSIpjIY) :2n3ea4 3sI0M

Running Wild had potential. It's fast, frantic
ahd fun.lové the lovel designs&eath stage
has well-placed obstacles, spéed boosts and
AOWeRUpS. So not only do yollhave tojbe
Speedy,blityou have to use @lotof silland
quiek'reflexesto place first inthe faces. But

The me s weak.
EverythigGHER the “Kiddy uafElios
animalé, to the blah-looking FD/frack enviton-
ments screams first-generation gaime. Oriop
of that, therefs very little depth. Outside of

X other odd power-ups,
funningand jumping are the extent of the
controls. On the plus side, itfs fairly fast, but
that alond doesn't save this helow-aver'a'ge

ma:‘uog)elsiv]d'MMM

game. Takeapass omthls one.
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SMALL SOLDIERS (i

Publisher: Electronic Arts

Developer: Dreamworks

Featured In: EGM #108.

Small Soldiers—a decent movie. Small
Soldiers—a below-average game. Why? first
have the hit-detection problems. There's

nothing more fun than getting
in a doorway or on an object...especially
when an enemy is laying into you with a
et Notice the sarcasm. Next we have the con
This is by far the biggest problem in the
game. Let me explain—when moving fo
your character has a certain momentum thl?
builds up. As you tum right or left, he contin
ues to move forward with a sort of arc move-
ment. Although this may not seem like a
problem, when you'e near a ledge, in a nar-
row corridor or trying to target an enemy, this
Gonto Ml (t et what | consdertobe
one) is REALLY annoying. So you have to liter-
ally stop, then turn and then move in me
direction you want. Otherwise you do thi
annoying forward arc thing. Those two major
problems take the fun out of the game. I's
unfortup@t@eally, consideringgiowicoolithe
story beRINASS is (using the backstories
behigdthe Commando Elite and the
Gogonites instead of simply making
mvie ntd @ game). In addition, the mpmcs

e Overall, rent this, one !
voulan' i s ¥

make eameuhhemm thatisp't?
Whymake aigam Im thatiiises exeel.
T e

en in apparent ope space? Why

et urin circes” e et
importaritly..why bother

Lichins camplee wasteof space? Johin D

Well here's a surprise—a movie-license game.
common with tiié lick o

the gameitselfis a dull, repeitive, mindless,
Hhird=person shooter with sluggishcontrol

and horrid camera giobles. €ver the two®
player Deathimatch Mode s boring. GFiSpin

‘An interesting film license coupled with a
‘ger@ric thisd:person adventure gae eduals
aboit: hours out of your lfe yourever
setbac Jlgpronments Jilistolire
spe« fects are nice to look at,and the
rmssu.ms hzve multiple tasl s'to! azmmphsn
The problem with all t ve seen
thiszall before. It's zimnsl a nam( bv the
numbers-type of adventure which adds
nothing newand isrit executed well. §yshi
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STREAK SL
Wiz

L s13Ke)d 30 1oquinN

& “dude" witha stupid name
some big
haircut sillie than mine and some
kind of board. At least SingleTrac's Streak
has a go at being a bit different. Rather than
raight snowboarding, Streak mixes in a it-
tle WipeOut to keep things excting, and Fas
ting around on Back to the
sque hoverboards (or GEMblades as
pompously referred to here) so that
you don't hax rry about hlls. As an
verall package Steak et  particiary bad.

oie e sbout, while the dtion
nably slick, and )umn»mgmu
il ol 160 o

3504 Busuiding saimyeay 3509

v he analog pad, and
i tracicdesign is very phick 1S
some {racks double back on themselves aild
ificorporate some unique bits oF scenery (te
graveyaid aiid,carnival tracks are both
fotable) but nothing here is spectacularly
original. I aice, solid racing game that

Further proof that SingleTrac is keer on re
creating its old series for GTihteractive,
streak Is tike a better-playing Jet Moto 2—
with trickS, And the tricks system self llis-
SiigleTrac’s penchant for putting Gbol
spins dtifed gameplay ideas. Instead of
mereljgranting points, successful rigks Boost
top speed=a nify idea. Plantyof cool tracks
and ieliiked o player Mode complete
this competently Cris

aSeiany A|5m\u]aqma;\o ‘ainyeay 1siom

Give thi
areall ver

one points for originality. The tracks
pecially the carnival)
on. {enlyawish some
of them werent quite so naffoWeThe fiam
rates e curing bR
areas falslike the confidence meter and
huh:buoslopnam ‘Both ncrease e
gameplayto a higher level. Qverall, Streak
feels like a snowboarding game, only much
fasterand more intezesting. De

Streak s flat-out fun, but that fun comes at
a gost. You gan pull all kinds ofc6ol board,
tficksto make jumps where you wouldnt
thinktheyré possible, but the collision detee-
USRI v s (G
byithe crazy tack layout which makes you
g Tt W
Over againis definitely required in orderto
advance (0 new cirais With enoughpoints.
A bitsloppyand hard,But fun. s"s
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Publisher: Accolade

Developer: Pitbull Syndicate

Featured In: EGMATIO

Compared to last yer, TD5 has more of every.
thing: cars, tracks, physi
even running in high-rg
Pitbull did a great job of imprt
unique racing title. | only wish they w
d

-1 s19keld JO 1aquinN

racing gameplay a bit more. On
d wnnmh withresh
Iy good speed emulation. It
w» you'e goingfast when the speedometer
e are. Surprisingly that's something
ot of raing garmes sciew b, So thats
fine, but while it’s fun to go fa
050

h the Al apponents. Often, a dip or bump
in the road wil send you fiying or spinning
out, putting you out of the race instantly.
Momenturn killers is what they are. And too
many of them exist in the game. It's just too
frustrating to play in the Cup event when
every race must be run flawlessly to place in
the top 3. At least in the single race option
Y = -

23ey-auiRly Ise4 2IMed] 159G

races? | G ot fon e o
improvfmy times in Time Trial Mode: Overall,
V4 stillrather mess around wi
about 75 percent of the PS racers out there.
Afterfall,What other title offers such @icaol
mix of €ars? Whenghie:gameplay gets closer
to NESIll it be awesome. Dean

ThE S iaiy comende foc e
gfaphies;1ots of ears, cool soufidtrack™
. e W

and smogfhyiticontrols nicely(slidingthe:

RWD caf s Spot-on) and it hassome ofmy

favoritebands playing the funes: The racing
itself can be a bit dull Ihnu‘h The pack
rarelyholds togethe:

agairsta7os bruf@igimore academic than
“old Sehool” wheelto:wheel raci

MILHIQ T V :2inaeay 3SIOM

Test Drive s no Gran Turismo, butit's still a
verysolid tacer and a definite improvement
over TDg. The graphics are sieet—allof the
tracks arglbeautifully designed (especially

CPU fagers are way too skillful i the Cup
 Which can fiakeithings frusteating, 's
perfact forarcadestyle racing fans: John

fvom e problems as before: unsightly
pop-updnisome of the tracks, loos

for the most pait and Al opporients that clea
the fnish line long before you just because

W02'2PEjOIEMMM

Youspin autone time. It may;havera kick-ass
soundtrack, decentisiials and a nice selec-
tionafcars but it's nalGran Turismo. SHawn

SOUND  INGENUIY  REPLAY
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Publisher: Square EA

Developer: Square Co, Ltd.

Featured In: EGM 111

There are big games, there are huge games,
and then there's Xenogears. If you've ever
hankered after something that's really going
o eat into a seriously sizeable chunk of your
life, this is the game for you. There's a good
deal more than 60 hours’ worth of gameplay
here..it's considerably (arger than Final
Fantasy VIl and easily one of the most spraw
ing and contentious games yet on the
PlayStation. In underlying theme it shares a
ot with FFVI. A tortured soul makes a group
of friends, wanders a land that's a novel
blend of old-school swords and sorcery with
super-modern technology, and gets into
fights (maybe too often). The similarities
dontend there—much ke Square’s previ-
rich in story and character
devlopment, bat unnervingly Unear when
you sit back and really think about it. That
said though, the tale it weaves is full of
intrigue, action and most importantly—some
gepuilyfexciting and differenttheiiess
‘Withour giving the game away, much of the
story dealswithireligion andtheway itis

Xenogears is a different kind of RPG for
Square—andmot just for its aniffié flavaiior

oncedllthe plot piegesfit, youlll findione of
the greatest RPG storiesof I tme. IS

Nothing is more important to me in an RPG
tharfthe stoiyA good story caninake ipfor
eden the worst gameplay mostof the time.
Fortunately, in Xenogears' case, it only serves
s almdy sreat-playing game
that not or

Kioyg aea19 aumyeay 150

anaadoy 399 sa133eg 2An3ead 1510M

Put E

Featured In: EGM #110.

cate that this s a fantastic product. The
graphics are among the best in the 2.5D
side-scrolling genre, the multipurpose rig is
an incredibly innovative idea and the game
even makes your Dual Shock vibrate in al the
perfect places (don't read too much into

1..). But after a while, the excitement dies
down a bit when you look at some of the
game’s faults. For example, some parts are
tough to navigate (hard to make jumps,
almost impossible to reach areas, etc). Also,
it's very difficult to get the 99 Gears you need
to earn a free continue. You pretty much have
to find every single gear in each stage—miss
one and the whole thing is for naught (finish-
ing a level with 98 Gears doesn't give you
crap). So even though Wild 9 has plenty of
chieckpoints (sorme of whichiarerclevely hic-
den), nothaving enough continties means
you'e in f0Fs0me frustratirig games. But
what makes Wild 9 so memorable, aridwell
worth g o, i s sadistic side.
Tor nemies may seem like poiatless
Volel L ocualy plays a fecessary
part jn this game sdesign. £, Solid and
innoyative, Give Wild g3 try Dan

Dave Perry's long-awaited title is here.,and
its@orth thewait. Wild o gets going realfast,
with good vistials and sound. e coritrols:
K, whichisimportant for a game ke this,
botit gets alittle frustrating trying to control
thérigandyourself at the same time. Also,
tiing o find 99 Gears in ordecto earn acon
{inue can be'a chore. Wild 9 5@ good gaime,
and you should o least rent it. By the way,
torturing your enemies is damn cool. - Jg

Wild ¢ is a hell of a lot of fun. It's a bit linear

in s areas but overall | had aiblasEplay.
Taforive clementcoflA otk

nal, and helpe

dndllneshess A(\uaﬂv. thé whole gameis

e PlayStation needs mare

by suulvdlm(k‘) Fights tak
place aittietoo frequently, and'some; thhe
witing quality is weakibut otherwisell have
no complaints. A fantastic games

There’s nothing like a long, long RPG to keep
meddp all night for weeks. Xerlogedrs sports
some of e slickest animation cinemas 've
Seen, mixing € objects with fraitional.cell
work. The Story s just plain caal, ith morally
deBp topics discussed, and the battles are
AR W ok of techniques
leam and master. Being able to rotate the.
world is great, but | #asitt toa keen on the
slightly miiddy graphics.
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o, since it combines solid:
o o ceng ol
{&nt rewsSchool srapfiesaotes Thewoicein
it isamenSHilt, it's oneltolook iftel shaw"

This 23 stepisngy plavable o game
that actdally makes a ithas some
orfginat ideas. The e mncep!a! )
up the bafl guye and torturing them by, throw.
ing thegfinfo grinders, blenders and otfies
such nastifiess adds some real RUmarto the
procegdings. I'm not a particularly bigfanif
the gfaphics, but the animaionsan allofthe
chardeters s excepfiial. A nice change from
the usual 30 crap these days. - John D
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Developer: Nintendo/ Creatures/Game Freak
Featured In: EGM#112

When a game sels over g million copies in

No matter how much | try to write it off as
“just another wacky Japanese fad,”  can't.
Heck, | can't even put the game down, much
less write it off. If you'e the perfectionist
type (ike me), Pokémon has your name
written all over it. Collecting monsters, then
building them up, trading them, evolving
them and so on is just ridiculously addictive,
and it'l keep you occupied for weeks. Getting
into the game is simple for even the most
novice game players, yet trying to build a
complete collection of all 150 Pokémon is
nearly \mposswb\e sy for the best of the

season about to hit, there’s o better time
to divelinto this littieigem. Just be prepared
to Sagrifice many, many bours.

‘When you first start Pokémon, this cutesy

RPGS. Youspend a ot of time at the outset
fighting other Pokémon over and over a
Butonce you assemble a cecent collection of
ciltters, the game gets downright addicting.
Combat becomes surprisingly strategic. Yet
it's swa ing with other human
players that's the real draw here - Crispi

Fifty squillion Japanese people surely can't be
wiong, can they? Think of Pokérmon as a
truly social experience — something that's as

moment. | hink | feel weird.

At first, Pokémon may seem like it's made for
Kids; blit onceyou get into it, | glarantee
youtllbe hooked no matter hawold you aré.
R ol et o Pl g
anotorious non-fan of the Game Boy —
W iy sl od
and incredibly addictive—ya €an spend
hours fighting, training, trading, etc. before
evendgetting into tiié story! One of the most
clever, innovative GB garmes ever..

John R
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Reader Reviews

O PlayStation
O Nintendo 64

© Game Boy

O Saturn

Here's your chance to vent your views on recently released games. If you have something you think needs to be said about either one of
our reviews, or a game you've recently bought - email us your thoughts at reviewcrew@zd:com orwrite to us at the following address:
EGM Reader Reviews, 1920 Highland Ave., #222 Lombard, IL 60148

Banjo-Kazooie
What we said:

“Banjo is the best 3D action/
adventure game to date....Th
is hls!ﬂ and better-lool
M: The sense of enormous
scale is |n:red!h|e .you'll spend a
long time lost in B-K's world if you
want to perfect each level. But you'll
spend time fighting the camera
t00....Banjo is a tough character to
actually care about.”

How we rated it:
5 9:5 9.0 95

What you sai
This game will set the standard
for 3D action/adventure games
across the board. The depth of
the game is astounding and the
sound and graphics are right on
cue. This game was rated really
well and deserves it.
Jon_F_Longsdorf@Mail.BankOne.Com

How can you dis a game based on
not liking the character? S
Kazooie is a fantastic gam

(name and address wmmerd)

Banjo Kazooie s clearly one of the
“next generation” of N6 titles—
games that are really pushing the
machine to its limits. The stunning
graphics and quirky sounds com-
bine to produce a brilliant plat-
form romp that will keep you
entertained for hours. The
difficulty level is also set at a
more sensible level—all too many
Né4 games have been far too
easy or far too short (look at
Quest 64, Goemon or Mission:
Impossible) but this is much more
challenging...which is a good
thing (unless you're crap at
platform games). All in all, pretty
damn good.
pierre@neotech.freeserve.co.uk

Bomberman Hero

What we said:

“Bomberman isn't really known

for being a magnificent one-player

game, s why make a game focusing.

on just that? Bomberman Hero is

fantastic, as long as you haven't hit

puberty yet....Overall this game is a

mi|ar dlsiDW ment... theres just
/h the

the regular one on the N64 would
suffice. Anyway, the challenge
was [dummied] down, compared
to Bomberman 64. It's a better
one-player game than its prede-
cessor but it can't compare with
Mario or Banjo. If you can spare a
couple bucks and have finished
Mario and Banjo, rent it.
unakev@hotmail.com

Mlssmn' Imposs|b|e
What we

“Yes, the game squitea

t00 tedious for its own good.”
How we rated it:

6.0 6.5 5.0 5.5
What you said:

This is definitely a “rent before
you buy.” It was talked about

ever since the N64 was intro-
duced and was a big letdown. The
concepts are great, but the puz-
Zles are sometimes too perplex-
ing. | would be very wary about
picking this one up. | thought the
EGM ratings were on target.
Jon_F_Longsdorf@Mail.BankOne.Com

Too easy. Too short. Dull.
freeserve.co.uk

How we rated it:
4 SR

75

What you said:
Yes! Finally a game that makes me
want to play for hours and hours
until | get itright. Brings back
summer days playing Out of This
World and throwing my controller
in pure frustration and anger. It's
true that the gameplay can be
quite annoying and repetitive,
but in retrospect it makes you
remember the game a lot more.
Soulcryr9@aol.com

I'm with Johnny England on this
one. It's so frustrating! It may play
like Flashback and games from
that era, but who cares? Who
wants to keep getting killed every
five seconds? Where’s the fun
in that?
sixth-sense@geocities.com

Parasite Eve

What we said:

“It's quite obviously Square giving
Resident Evil a respectful noc

far as RPGs go, Parasite Eve is fairly
simple...but the story which starts out
good, gets a bit weird and convoluted
toward the end...gorgeous graphics...

Devil Dice

Wha

“Devil Dice has lots of original
a multiplayer game it's relations|
threateningly competitive...If you're
disappointed with the mindless
games on the market, please check
out Devil Dice.”

How we rated it:

o 9.0 9.5 8.0
What you said:
I rented this game to see what it
would be like. | am already having
withdrawal symptoms. A true
puzzle game that makes your
veins yearn for more. Definite buy.

Soulcry19@aol.com

Ohmy god. Wt an amazing

(nams and address withheld)

mulﬂpllyﬂ play’
How we rated it:
5.0 5.5 7.0 6.0

What you said:
What's this? A Bomberman

@ without multiplayer? Even
268

Heart of Darkness

What we said:

“I beat the game and felt unsatis-

fied...more a work of art than a
jame...[you'll] nud patience to enjoy

HOD. Be ready to h

'you can still beat

How we rated it:
7.0 8.0 8.0 8.5
What you said:
Its true that Square can make
outstanding RPGs. But the only
things outstanding in PE are the
CGs and the battle scenes.
Having the cption to modify a
weapon is really cool, but it could
have been done a lot better.
Anyone can make a game with
plenty of eye-candy, but it just
doesn’t hold up to that Square
trait of overzll fun and playability.
| really liked the way that you
could move around during bat-
tles. | don't know why it hasn't
been done that much in RPGs but
it makes the game a little more
realistic. PE 2 will be a classic.
Soulcryi9@aol.com

After playing Parasite Eve for a
couple hours, | had to admit to
myself that | was officially disap-
pointed. The battle system was
great; unlike anything | had ever
seen before. But the game was
100 short, which led to a seeming-
ly rushed stery line.
stationg20@hotmail.com

The battle system is unique in

that you are able to move around
like in Quest 64 (except it's fun).
The visuals are top-notch and the
CG scenes are the best in any
videogame I've ever seen. The
only flaw in the visuals is that the
characters should have been
more detailed. The replay factor is
good, but only because of the EX
Mode. The regular mode took me
around eight hours to beat. But
the EX Mode is good because you
need to beat 85 percent of the
game again in order to be power-
ful enough to beat the Chrysler
Building. It is worth it though
because you get another ending,
My last complaint about it is that
it should be rated Teen, not
Mature. Wow, it mentions sperm
and has a very small amount of
blood. Big deal. | hope Square
makes a sequel with six days
each about 15 hours long. Oh ya.
ANTVGMXG@aol.com

“Tenchu has nlnlas acting in a more
realistic way than any previous
videogame efforts....The game is a lot
of fun to play and has great atmos-
phere....The camera gets to be so
@&#sing frustrating in tight spots.”

How we rated
75 8.0

What you sai
1:am writing in response to your
Tenchu review. Because normally
your reviews are very accurate, |
was surprised to hear your com-
plaints about Tenchu’s camera
problems. | own Tenchu and |
think it has no camera problems
whatsoever.

al_z@hotmail.com

You were right about those voic-
es, jeez they suck the drama right
out of the whole thing don't they?
Also that camera sucks big-time
especially when you're locked in
a corner.
sixth-sense@geocities.com

Great game, great game, great
game, the camera angles can
suck sometimes, and the graphics
can be kind of rough, but it
really deserves a silver rating!
The music and atmosphere really
transport you to 16th-century
Japan! | didn't know how much
fun it was to be sneaky! For the
“true gamer” this is a must-buy!
zionwarrior_g9@yahoo.com
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1. Mo purchase necessary: To ente;send a standard-size
posteard conaining name,address and phone number 10
WCW Revenge Sweef ay
Caiabasas, Suite 100, Calabasas, CA 91302 No purchase
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of winners st
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7. Spomsor: This Sweepsakes is solely sponsared
by THO,in. ©1998 THO, nc. ©1998 World

Championship Wresting, nc. Al characters
depicted, are trademaris of or used under
Ko i Wk Ol Wit b

ficense by World Championship Wresting,ic.

Revenge

www.thq.corh

Send your name, address, and
telephone number on a postcard to:

“WCW Revenge Sweepstakes”
5016 North Parkway Calabasas, Suite 100,
Calabasas,CA 91302.

Entries must be received by: December 29, 1998.

NINTENDOS

N

Jorid Championship Wresting,Inc, A Time Warmer Company, Al Rights Reserved. WCW™ and WO are trademarks of World
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Strategies To Get You Started On The Hottest Games

JUMP START
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tricks

of the Trade

Trickman Terry Gives a “Thumbs Up”
for His Readers!
Well, Terry is in a good mood
\. . this month. With his
. Christmas shnpplng all done,
new games to play and a
plethora of tricks to keep him
busy, Trickman's brain is
ied and happy enough (for
once)! Also, the Trickmeister is
~playing Metal Gear Solid and F-Zero X
ike they're going out of style! Check out
the new Top 20 Tricks to get all the hottest
codes for the games that people are playing n
53
y

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

;_rick of the month

’ LoaB) MTIQN

wonaccfaes

ENTER CHEAT

Iggy’s Reckin’ Balls (n64)

All Tracks and Balls

These codes will get you all the tracks and bafls without beallmj the
'game! On the Title Screen, hold the Z button and then press the top R
button. The “Enter Cheat” Screen will appear. Now enhr Iﬁe following
codes for the results as shown:

 THEUNIVERSE - Opens up all the tr

HAPPYHEADS - All balls open (exc!vt lggy’s girifriend).
Joey Castillo

Duluth, GA

Win Games and Accessories for your Tricks!
Ifyour vickis seected asthe  page 281,50 you can gt all the
ik of the Month,you wil et o the ee st

Shark NOTE: f you send your tick
provided by the Kind peopleat by emalyou mustincude your
nterhct. lfyouare gvencredt  realname, adress, city, state
forsubmitinga hottick nhis and 1 cod

See page 28 for detals.

Spice World

New Title Screen, Big Spice
Girls and New Dance Moves
New Title Screen: After choosing a
gil from the “dancing” Title
Screen, go to the screen where the
gil is standing on the planet. Now
hold the Start button and press
Circle, Triangle, Triangle, Circle. You
will hear a cheer. Let go of the
buttons and press L1sR1+L2+R2+
StartsSelect at the same time. This
will reset the machine and then
show the Spice Girls covered up
only by the backs of chairs!

Big Spice Girls: After choosing a girl
from the “dancing” Title Screen, go

to the screen where the girl is
standing on the planet. Now hold
the Start button and press Circle,
Square, Circle, Square.

New Moves: After choosing a girl
from the “dancing” Title Screen, go
o the screen where the girlis
standing on the planet. Now hold
the Start button and press Square,
Triangle, Circle, Triangle. Now there
will be new moves at fhe studio.

Heart of Darkness

All Levels and Cinemas
With the game off, make sure you
have a controller in port 2. Now

fhold down all four Shoulder
buttons. Turn the game on and
when you get to the Main Menu
Screen, access the Options screen
(while sill olding the four
buttons). From the Options, you'll
go to the Treehouse. From there go
to “Load Game” and you'll have
access to a levels and cinemas!

Metal Gear Solid

Cheat Codes

To play as Solid Snake in a Tuxedo:
you'll have to beat the game twice
using your old save data to reload

new games. Then on the third
game, Snake will change into his



tuxedo when he is on the elevator
coming out of the dock.

Tenchu
Incredible Cheats
LEGEND: L = D-pad left, R= D-pad

-pad up, D = D-pad
., § = Square button, C = Circle
button, T = Triangle button, X =

Increase Item Capacity to 99

On the Items Screen -

L,L,D,D,S, S, T, S while holding the
L1 button.

Unlock All Hidden Items

On the Items Screen -
LLDD,S, S,T C while holding
the R1 button.

Increase Item Inventory
On the Items Screen -

Restore Health
On the Pause Screen -
LLDD,SS,TS.

Unlock All Levels

On the Mission Select Screen -
L L,0,D,8,5,T, S while holding
the R2 button.

Enable Japanese Voice-Over

On the Mission Select Screen-
L L,D,D,5,5,T, C while holding
the L1 button.

WFMS

Minsa Amm

bl Eeny Loyut Slcton
Ol\ Me Mission Select Screen -

LLD,D,S,S,TX while holding

the R1 button.

Enable Ayame Sexy Armor
You must be playing as Ayame.
At the Item Selection Screen
‘with armor displayed as an
option enter -
LLDD,S,ST.C

If the command is entered
successfully the number of
available armor will

drop from 1t0 0.

Command & Conquer:
Red Alert Retallatlnn

Multiple Cheat Codes
In the middle of the game, press
the Triangle tutton to bring up the
sidebar. Now, move the cursor over
the appropriate symbols (X, Circle,
Triangle, Square) and key in each
sequence with the Circle button to
obtain the results as shown:
Win Mission:
Circle, Circle, Triangle, X, ¥, Square.
This lets you automatically win the
current level
Lose Mission:
Circl, ¥, Circl, Square, Square, X.
This makes you automatically lose
the cren vl

Unshro

Trlang\e, Tuanqle. X, Circle,
Triangle, Square. This turns off the
shroud 50 you can see everything in
the level,

Mo’ Money:

X, X, Square, Gircle, Cicle, Circle.
This increases your money by $1.000
each time you enter the code.

tricks

Each month we’ll be bringing
you all of the tricks that we
have for games from last
month’s Top 20 lists.

Banjo-Kazooie
(N64)

Hidden Puzzles/Secret
Appearance Codes

You must first beat the game to do
this rick. Go to Banjo’s house and
inside, walk up to the picture of the
mole, Standing in front of the
fireplace but not touching it press
Up-C and ook up at the picture of
Bottles the Mole. I done correctly,
Bottles should speak and
congratulate you o finding fis
hidden puzzle game. Now you must
play through and win the puzzle
game, and ance you do, Bottles will
give you a password. Exit the
puzale, look up at the picture again,
and you will be given a different,
farder puzzle. You can do this up to
seven times and each time, you wil
get a new password. (No

the sixth puzzle, Bottles willtlf you
that there are o more games to
play. Don't believe him. Look up at
the picture once more and Bottles
will say that there is one more
puzzle to complete.) Here s a st of
allthe passwords and what they do:
BOTTLESBONUS - Big head Banjo
BOTTLESBONUSTWO - B head and
feet for Banjo
BOTTLESBONUSTHREE - Bg Kazoole
BOTTLESBONUSFOUR - Tal and
skinny Banjo

BOTLESBONUSFIVE - Tall, skinny
Banjo with big hands and feet
BIGBOTTLESBONUS - Big everything,
including Kazooie
WISHYWASHYBANJO - The witch
doctor turns Banjo into a washing
machine.

To make these codes work, exit
Banjo's house and go to Treasure
Trove Cove. Enter the puzzle-fetter
room and type out the codes by
stomping on the letters. You cannot
enter any of the codes shown unless
you beat the puzzle game that gave
you that actual code. To deactivate
any codes, go to the puzzle-tetter
room and type in NOBONUS.

®




Parabomb:

X, X, X, Circle, Triangle, Square. This gives you
the Parabomb weapon.

Nuke:

Circle, X, Circl, Circle, X, Square. This gives
You the Nuke weapon.

Chrono:

Square, Circle, Triangle, X, Circle, Circle. Gives
you the Chrono weapon in your inventory.
Iron Curtain:

Square, ¥, Circle, ¥, Triangle, Triangle.

This gives you the iron Curtain weapon in
your inventory.

Civ. Names:

Square, Square, Circle, Circle, Triangle,
Triangle. This replaces the generic “civilian"
names with real names.

Soylent Green:

Square, X, Square, ¥, Square, X. This makes
You harvest people instead of ore. Plug your
ears from the screams!

NASCAR 99

Hidden Announcer

To play as the commentator, Benny Parsons,
just follow this method: On the Main Menu
Screen, choose a Single Race. On the Single
Race Screen, move down to “Select Track."
Now choose the Richmond Track. Now move up
and highlight the Select Car Option. With this
option highlighted, enter this code very
quickly (within four seconds): Up-C, Right-C,
Down-C, Left-C, Z, Z,Z, L button, Z, Z. The
Benny Parsons car wil now appear!

WWF Warzone

New Features and Modes
Random Wrestler:

0n the Character Selection
Screen, hold Up and press Block.
Taunt Your Opponent:

In the middle of a match press
A+Left-C together. Or, for an
alternate taunt, press B+Down-C
together.

Access Dude Love and

Cactus Jack:
Beat WWF Challenge on Normal
with Mankind to unlock Cactus
Jack and Dude Love.

Burp and Fart Mode:

Beat WWF Challenge with Mosh
or Thrasher on any difficulty to
get Burp and Fart Mode.
Whenever you get hit or hit
someone, you'll hear a burp

or a fart!

Beat WWF Challenge with the
Undertaker to disable the
health meters.

Goldust's Extra Costumes:

Beat WWF Challenge on Normal
with Goldust to get more
costumes. Do a mirror match to
see the different costumes.
Steve Austin’s Extra Costumes:
Beat WWF Challenge with Steve
Austin to get two more costumes
for him. Do a mirror match to
see the different costumes.

POS mp mmv PARSO‘(!TZ 126 MPH

20 0-
LAP TIME
00:02:837

IA/

Extra Costume Accessories:
Beat WWF Challenge with Kane
on any difficulty to get new
masks, shirts, boots, etc.

Big Head Mode:

Beat WWF Challenge with the
British Bulldog or Rocky Maivia.
Everyone will now have a

huge head!

Ego Mode:

Beat WWF Challenge with Ahmed
Johnson. Now your wrestler's
head will grow with every hit.
Ladies Night Mode:

Beat WWF Challenge with Triple H
or Shawn Michaels to get access
to female bodies inthe Create-a-
Wrestler Mode.

No Wimps Mode:

Beat WF Challenge with
Faarooq or Ken Shamrock to
disable blocking.

Cool Reflections:

Beat WHF Challenge with any
wrestler on any mode to turn
the wrestler's shadows into full-
color reflections.

Play as Sue:

Beat the Challenge with Owen
or Bret Hart to access Sue (the
ring gir).

Once you've opened one of the
features or modes, press L, then
the R button at

the Main Menu Screen to move
down to the basement. From
here, you can access all of the
cheats you've opensd!

NFL Blitz

Codes and Hidden Players
Cheat Codes: On the Team Vs.
Screen, enter any of these
codes: with the Turbo, Jump and
Pass buttons and then a
direction on the control pad.
Note: Some codes need to be
entered by the second player

as well, and are noted as Such.
Most of these codes work for
the PlayStation version as well
(The ones that don't are noted
as such).

Huge Head
Tourament Mode

No Head
Super FG's
Heafless Team

No Stadium
No Punting
Invisible
Clear Weather

Top
Fﬁ @[‘Ki cont.

WWF Warzone (PS)

Play as the Trainer and Big Head Mode
0n the Main Menu Screen, press L1,

R1 (it may take a few tries to get it to work).
This will take yous to the basement, where hidden
characters and modes are accessed after they are
unlocked. Here are two of them to get you started:
Wrestle as Training Mode wrestler:
Go to Training Mode and from the screen where
you choose wrestlers, select “Custom” followed
by "Trainer,”
Big Head Hode:
Win the WWF itle in Challenge Mode on the medium
or hard difficulty level with British Buildog,

Gran Turismo (PS)

Find Codes!
Can you find codes for this game? If you do,
send them in! You can score a free game for the
system of your choice!

o Mission Impossible
(N64) 3

Many Different Codes

Enter all of these codes during

the Mission Select (level select) Screen:

Right-C, Left-C, Right-C, Down-C, R - Gives you Uzl
with 30 rounds,

.
R, L, Left-C, Right-C, Down-C - Gives you a Mini
Rocket Launcher with 30 rockets.

Up-C, L, Right=C, Left-C, Up-C - Gives you 7.65
Silencer with 50 rounds.

R, L, Down-C, Up-C, Up-C - Gives you 9mm Hl POWER
with 30 rounds:

After you enter a cade correctly fhen you will hear
Ethan say, “There, that's better.”

Mortal Kombat 4 (PS)
Play As Meat

From the Main Menu, choose “Arcade”” Mode. Now
choose one-on-one Kombat. On the Fighter Select
Screen, press Start on controller two. This will join
in a second player. Now take controfler one and
move to the “Group” icon at the bottom of the
screen. Choose this option and let player 2 choose
his/her character. Now player 1 must defeat player
2. Then player 2 must press Start (at the Falfing
Screen) fo continue. Repeat the same process on
the Fighter Select Screen with player 1 choosing the
‘aroup select, and player 2 chaosing a character. You
will notice that player 1 wil be playing as a dvl‘(erenl
character in succession each time you do this.
doing this process until you reach the fast chalsmr
in the Fighter Select Screen (Sonya). After the
Group Select chooses her and you defeat player 2,
‘have player 2 continue and go back to the Fighter
Select Screen again. Now have player 1choose any
character (not from the Group select this fime).
Meat will appear in place of your chosen fighter. He
will have the same moves as the fighter you chose
from the Select Screen. As long as you continue,
You can play s Meat with any other character,

i
i
|




believe in technology @

Gamespot TV
weekends, @ 9:30AM EST

Maybe you should stay home
~and watchTV.

If you've got the-moves but you just can’t seem to get any action, we've got the show for you. It's called
"Gamespot TV." one of many programs you'll find on ZDTV,"™ the 24-hour television network dedicated to
computing and the Internet. Here you'll find new-product reviews and previews, plus tips, news and
insights into the world of console and PC gaming. On our accompanying Web site you'll also find an
archive of cheat codes and downloads —everything you need to get the most out of your computer. Who
knows, it may turn out Lo be the best date you'll have all year.
To request ZDTV, call your cable or satellite company or go to
www.zdtv.com/getzdtv.

Television About Computing™

DIRECTV. You can watch ZDTV on DIRECTV (channel 273) and DISH Network (channel 191).
o 1o
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tricks

Mortal Kombat 4
(N64)

Alternate Costumes
To get alternate costumes, first go to the
Character Select Screen. Go to the character
you want to select but before selecting
him/her, hold Start and press the Up-C button.
When the Yin Yang symbol starts spinning,
wait until 3 voice says, “Excellent” or
“Qutstanding,” etc. That means you have the
second color. To get the third costume, do it
again and the Yin Yang willspin again but this
time you'l have the third color costume. Most
likely, the third costume willlook the same as
the original, but you will have a new weapon.
There is even a fourth costume if you do the
code again, and you will get an alternate
weapon with this costume.

GoldenEye 007
(PS)

31 Extra Characters
On the Multiplayer Options Screen, go to the
Characters Option and move to your last
available character, which will be Mishkin or
Moonraker Elite. Now hold the L+R buttons
and press Left-C, left go and hold L button
and press Up-C, left Go and hold L+R buttons
and press Left (control pad), hold L button
and press Right (control pad), hold R button
and press Down (controf pad), hold L+R
button and press Left-C, hold L button and
press Up-C, hold L+R button and press Right
(control pa), hold L+R button and press
Down-C, hold L button and press Down
(control pad). Now you wil see that you can
select from a number of new characters (3 to
e exact)!

NFL Xtreme (PS)

Player Alterations

From the Main Menu Screen, choose the
Rosters Option. In the Rosters Screen, choose
“Create free Agent.” On the CreatefreeAgent
Menu, enter the folowing first and last names
for the results as shown:

MONKEY MICKY - Al players have huge arms.
TINY TOM - Al players are tny.
BIGHEAD BOBBY - All players have big heads.

Road Rash 3D (PS)

Double Damage Facing Forward

In any race, hold the L2 button and
you'll get the far view. While holding this,
press and hold the R2 button. Holding both of
these buttons while racing will give you
double the damage for your hits without
Iooking backward!

Tekken 3 (PS)

Find Codes!

Can you find codes for this game? If
You do, send them in! You can score a free
game for the system of your choice!

53-4-Down  Lights Out (not on
PS)

5-2-5-Down

Weather: Snow
Fast Turbo Running
Show FGd%

No CPU Assistance

Fog on (not on PS)
Thick Fog (not on

Smart CPU

No Random Fumbles
8ig Heads (team)
No First Downs

Big Players

Mall Players

No Play Selection

Super Blitzing
Fast Passes

Allows Out 0f
Infinite Turbo
233Up Power-up
Teammates
3 t Power-up Blockers

Power-up Defense
Show More Field

Hide Receiver Name
Power-up Speed

Night Game
Weather: Rain
Hyper Bitz

No Interceptions
Hidden Players: When asked to
Enter a Name for Record Keeping,
choose “Yes.” Now enter one of the
names shown below and the pin
number to access the following
players. You will know that you
entered them correctly if you hear
the announcer say, “Lights out,
baby!”

Turmel 0322 Mark Turmell
Sal 0201  Sal Divita

Jason 3141 Jason Skiles
Jenifr 3333  Jennifer Hedrick
Daniel 0604 Dan Thompson
Japple 6660 Jeff Johnson

PhESS
mmJ

Root 6000 John Root
Luis 3333 Luis Manqubat
Mike 3333 Mike Lynch

Gentil 11 Jim Gentile
Brain 1l Brain
forden fiil  Dan Forden
Skull it il
Carltn 1ill  Headless Guy

Shinok 8337 ~ Shinnok from MK.

Raiden 3691  Raiden from MK.

Other Secret Players: Enter these
codes the same way as the ones

Thug il
an 1234
Billz 0526
z
Jimk 5651
Marka 1112

3u6
Todd 1122
Mitch 4393
John 5158
Josh 4788
Ryan 029
Beth 7761
Brian 018
Grinch 2220
Paulo 017
w Tm
Nico 4440
Gatson 11l
Guido 6765
Rog 818
Monty 1836
Shun 0530
Gene 0310
Paula 0425
Dbn 6969

Banjo-Kazooie

Cheat Codes
First, start a new game or access a
saved game. Go to Treasure Trove
Cove without changing at Mumbo's
ut in Mumbo's Mountain.

Get to the Sand Castle, then enter
the word CHEAT on the floor tiles.
You will hear a mooing sound for
each letter of CHEAT you enter.
Next, enter one of the following
codes on the floor right after you
‘enter the CHEAT letters. You will
not hear any confirmation sound
until you finish each code:
BANJOBEGSFORPLENTYOFEGGS
(Infinite eggs)
lOTSOFGOESVlITHMAHVBANJOS
(Infinite lives)
DDHTBEADUMBGGOSEHIUMW
(99 Mumbo tokens)
NOWYOUCANFLYHIGHINTHESKY

(infnite red feathers)
GIVETHEBEARLOTSOFAIR

(infinite underwater air)
ANENERGYBARTOGETYOUFAR

(Maximum honeycombs)
AGOLDENGLOWTOPROTECTBANJO

(Infinte gold feathers)
Note: You must fearn the
wonderwing in Clanker's Cavern
before entering the gold feathers
code. Also, the “CHEAT code may
not work in al circumstances of all



Limited-Edition Video Game Magazines!

It’s time again: time for Electronic Gaming
1 1 | Monmly's annual Video Game Buyer 's Guide EGM’s

: ¥ I . EGM’s Best and Worst Awards

* Comprehensive look at all the systems

* Reviews of every game the Review Crew has ever touched.
* Tons of tricks, cheats and codes

e e o
e R
. » |
R |
(] &
.

B N64 o PAYSTRTION + SRTURNEYCRNE B0Y « GENESIS « SNES

EXPERT: 7
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i The Best Compilation of
N \ Tricks, Codes tnd Cheats

We cover everylhins from
Nintendo 64 to Game Boy.
N /) If you’re looking for the
hottest tricks, codes and
B & tips, this is the gaming
magazine for you!

o
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ON SALE 9/1/98

The Only Place To Go For (88 .,ii‘.‘.,:‘.‘:;.‘i'}s::“ helatest N6 Ticks Tt
N64 Previews, Rcvlcws,

The ultimate resource for
Nintendo 64 fans, featuring
reviews of all the latest games,
previews of all the upcoming hits,
tips, strategies and more! And
don’t forget about Zelda 64...

The Most Comprehensive
Stralegues and Reviews of

Want to beat your friends in
Madden NFL 99, NFL GameDay 99,
NFL Blitz or NCAA Football 997
This is the book that will turn you
into a video grldlron legend.

ON SALE 12/1/98

Find one for sure at: Software Etc., Babbages, K mart, Wal-Mart, Electronics Boutique,
Waldenbooks, Target, Borders, Crown Books, Barnes & Noble
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et qames.Make sure you ener 10 01derthese awesome back - Quake (SAT)
,CEU-YO @k @ the word CHEAT every time before 155ues see the ad on page 287. ;2;?;[‘;’:5))
utting in any of these codes.
[ i : § eteies San Francisco Rush (PS)
cont. ﬁo [’Sntwb':?:;l)nz (N64) Star Wars: SotE (N64)
g Desh e Steel Reign (PS)
GameShark Duke Nukem 3D (SAT) Theme Hisp(ilal) (°s)
Codes Gex: Enter the Gecko(PS)
MLB Featuring Ken RS X-Men vs. SF (PS)
Griffey Jr. (N64) PlayStation Codes: e (e Issue 109
3 : skullmonkeys (PS) AeroGauge (N64)
Angels i the Outfield AZURE DREAMS Ty B A: Move 2 Arcade Ei
After fielding the ball on any play, run to any Infiite Money (N64)
baseexcept s base, Thow tre all aroundthe | 8001205 Spawn (BS) Deathtrap Dungeoni(PS)
bases i this order: Ist, 2nd, 3d, Home, 3rd, 8001245¢0 Issue 108 Mortal K bats (e
20, Home, It, 2nd, 3rd, Home, On the next play  Infiite et n e 1080° Snowboarding (N6) e
where the batter hits the ball to the outfield, 800834e0ffff Auto Destruct (PS) eeC T Spee )
have your fielder do a running dive with button Quick Level Up Diablo (5S) NHL Breakaway, 98 (Né4)
A, but not toward the ball, Your fielder wilfeap 800834d0ffff L Tennis Arena (PS)
into the air and stay there! Press A to swim flap (,:’6:] fantin aurtolde Issue 110
your arms and B to swim through the air with C&C RETALIATION L ;
your feet, f you lt go of the controls for a ftle  _Infnite Funds for Alles Lode Runner (PS) ::: o gaseb“" 99 (N64)
whie, he willland. 400101240000 Need for Speed iz Hot Pursuit i
8002a304fff () Jersey Devil (PS)
Quest 64 (N64) Infinite Funds for Soviets Mortal Kombat 4 (PS)
00101240000
Find Codes! 80022798
Can you find codes for this game? f you do, No Turbo Away
send them in! You can score a free game for the 801720620000
system of your choice! FUTURE COP: L.A.P.D. Huge Head
Infinite Ammo 80099c'40001 o
80060c782400 Big Ball art Wi
@ Super Mario 64 Red Team 999 Points in Precinct S d00a76bc03e8
Assault  801fbf6003e7 Hide Receiver Name 800c0e500067
Redlegn 0P rechet 800995240001
Find Yoshi Assault 801t No First Downs SPYRO
The first requirement you have to achieve is to Blue Team 999 Pm"!s I" Pf!ﬂmﬂ snwsc 100001 Infinite Lives
callect all 120 stars in the game. Once this has Assault  80ifbf6403e7 8007582¢0009
been done, proceed to the outside of the castle. Blue Team 0 Points in Preclm summsoom Infinite Health
The grate near the pond will now be open and a Assault  B01fbf64000! Night Game: 800760bc0003
cannon wil be there. Fire yourself onto the roof 800996500001 Infinite Lives (Crash Demo)
of the castle and there, wandering around MADDEN NFL '99 Invisible 80022eb06300
aimlessly, wil be Yoshi. Talk to him to receive Home Team Score 0 80099c200001
100 lives and a new Triple Jump! 800623260000 Headless TOCA CHAMPIONSHIP
Away Team Score 0 800996500001 RACING
Marlo Kart 64 8006cdee0000 Team Headless 1Lap To Win (Single Race Mode)
(N64) Ay feam T 800996540001 800b6d6c004(
800616ac0! Big Players 1Lap To Win (Championship Mode)
: Avay Tﬁm EA Sports 800990980001 0006880040,
Mitror Tracks 800616ac006a Big Head Access Al Levels
You must earn a gold cup in every course you Home Tea Tiburon 800990300001 300100680009
ace. Do this for every class (50cc, 100cc and 800616260069 Team Big Head
150cc) and you'll get a new Title Screen, Plus, a Home Team EA Sports 800990940001 300100650001
Mirror Mode option will now appear under the 800616360062 Step Out Of Bounds Turn Off Collision Detection
150cc option. All of the tracks in the game will Infinite lelnn Points 80099c440001 30010040001
now be reversed! 80095¢322400 Fast Turbo Running Enable Helicopter View
e 800996340001 0000000
AII Star Baseball MEGA MAN LEGENDS ool Enable Go-Kart View
99 (N64) Infinite Zenny 800990240001 R0
800cib2c423f Turn Off Stadium Enable Night Mode
800c1h2e000f 80099c280001 300100060001
Alien Abductors Team Infinite Health. Enable Cartoon Mode
0n the Main Setup Screen, move down to the 8006521e00c4 PARASITE EVE 3001006/0001
Enter Cheats option and access it. On the Enter Maximum AT Points Disco Fog Mode
Cheats Screen, enter the code, ATEMYBUIK. Then  NFL BLITZ 800b8a30ffff 300100c80001
press Start. You will see words appear below the Infinite Turbo Home Quick Level Gain
code saying, “Let the Abductions Begin.” Nowgo 801720420064 8009cHetf
to the Game Setup Screen and access the Infinite Turbo Away Maximum Item Slots Nintendo 64 Codes:
Stadium Select option. Scroll down until you 801720620064 800c0e0c0032
each the [ast stadium; Aflenapolis Park. Choose o Turbo Home BOMBERMAN HERO
this stadium and begin a new exhibition game. 801720420000 Infiite Lives
Your team will be replaced by an alfen team 801652430009
called The Abductors! Infinite Health
801652440004

Full Bomb Power

280,

e e I e ST T TS,



Nz20 (PS)
Panzer Dragoon Saga (SAT)
Road Rash 3D (PS)
Vigilante 8 (PS)
X-Men vs. SF (PS)
Issue 111
(CART World Series (PS)
F-1 World Grand Prix (N64)
Gex 64 (N64)
Hot Shots Golf (PS)
Kobe Bryant in NBA Courtside (N64)
Madden NFL 99 (PS)
MLB Featuring Ken Griffey Jr. (N64)
Mortal Kombat 4 (PS)
NCAA Football '98 (PS)
NFLBlitz (PS)
NHL Breakaway (PS)
NFL Extreme (PS)
NFL GameDay 99 (PS)
NFL Quarterback Club '98 (PS)
Pocket Fighter (PS)
Resident Evil 2: Dual Shock (PS)

WarGame: Defcon 1(PS)
World Cup 98
Issue 112
Cart World Series (PS)
F-1 World Grand Prix (N64)
GEX 64 (N64)
Hot Shots Golf (PS)
Kobe Bryant in NBA Courtside (N64)
Madden NFL 99 (PS)
MLB: Featuring Ken Griffey Jr. (N64)
Mortal Kombat 4 (PS)
NCAA Football '98 (PS)
NFLBlitz (PS)
NFL GameDay 99 (PS)
NFLXtreme (PS)
NFL Quarterback Club '98 (PS)
NHL Breakaway '98 (PS)
Pocket Fighter (PS)
Resident Evil 2 (PS)

TOCA (PS)
Turbo Prop Racing (PS)
WarGames: Defcon 1 (PS)

TOCA: Touring Car Champ. (PS) World Cup 98 (N64)
TurboProp Racing (PS)
801652310003 81260460006
Full Fire Power Pty
801652400008 "
Extra Gems MYSTICALNINA 812260460004
401652410000 ks okt Infnte Turbo P1& P2
Extra Gems ST 802997600003
80165241004 8015¢5ef0009 Invisible P1
PressGsButionfor 0D | o 802997470001
Bombs 8805749500 st Team Big Players PI
Pres s o for AL D S0TI0001
Bombs 88057 ick Fog
Pres G5 Buton or AL OB R 802997970001
Bombs  8BO5749700f 800438630009 Turn Off Stadium
ey e

GENSA 8021fbab0008 Pl
Infinite Lives 402235960000 a
80056670005 iz Plis Raiden
Infnte Health iaciio000
80056550005 220
Have Al Arifacts LRI Plis Skull
800c56b/0063 o oo o §122¢0440000
800c56c30063 o ok Sare 0 8122¢046000c
e 902ad570032 YOSHI'S STORY
IGGY'S RECKIN' BALLS | pinie e fome Tean Must Be On
Infnte Credits SEATOACE o Ten 420004000032 _
800bdeas0005 P Y Infinite Health Dark Blue Yoshi
Avays Have 99points | pasaEeel 00/84c30008 3
810d8ee00063 el ) Infinite Health Light Blue Yoshi
Extra Characters o 8001B4c70008

| a;m’rs;um Infinite Health Pink Yoshi
Enable Al Courses bl 800184cbo00
810ccdf20000 oL Infinte Health Yelow Yoshi
Bl0ccdf40600 Seremo) B00fBb0008
810ccdf60600 o s o inine el e Vs
MISSION: IMPOSSIBLE | bt ane Infinite Health Green Yosni
Infnte Health Sopsronl BO0/BABT0008
81086262 ki Sicm Infnte Health White Yosh
Turbo Mode S0 800f8dci0008
800899c80001 Ml Infinte Health Black Yosti
Big Hands, Head And et el 800fBA030008
400892210005 S Infinite Lives (Al Yoshis)
Kid Mode Tepetetnons 8001847001
800892210007 S

812360440000

[QRWR =ttt g
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Triple Play 99 (PS)

In-Game Cheats

To get these cheats to work, you must
press and hold a four of the top buttons
(LI+L2+R14R?) while doing the cade Emer
any of these when you are in the g
Cheat Homerun - Trianale, Sauare, Tnam;le.
Circle, X, Square, Left, Right
Cheat Strike Out - Up, Down, Triangle, Square,
Triangle, Circte, X, Square

Tomb Raider (PS)

Level Ski
To access the Level Skip, just begin playing
your game and then press the Select hutton.
While in the Inventory Screen, enter the code:
12, R2, 12, Circle, Triangle, L1, R2 and L2.
Now, when you return to your game, you
should then proceed to the next fevel of
the game!

Crash Bandicoot
0

Ultimate Password

Enter this code at the Passiord

access every level o in the game: Triangle,

Triangle, Triangle, Triangle, X, Square,

Triangl, Tranale, Triangle, Triangle, Square,

X, Triangle, Circle, Triangfe, Triangle, Trizngle,
Circle, Square, Triangle, X, X,

MLB 99 (PS)

Find Codes!
Can you find codes for this game? If you do,
send them in! You can score a free game for
the system of your choice!

Vigilante 8 (PS)

Vehicle Code
Hidden Vehicles-From the Main Menu Screen,
access the Options. Choose Game Status and
then press the Circle button for the passcode.
Enter this password: WNNWLHTSCUCLH.
After pressing X, allof the vehicles will be
revealed in Arcade Mode, including the '64
Luxo Saucer.




Toys
Gadgets
Electronics
Cool Places

Hello Droids, Goodbye Cash!
If you have a good-paying job and have been driving a junker for
ou should be abe to afford these
je-year loan,

www.faoschwartz.com

MP3 Is For Me

Until now, portable MP3 players have

This
portable MP3 player (which is about the
size of a standard cassette tape) holds
an hour's worth of songs, has no moving

lays for 12 hours on just one

your PC, download some MP3

it, and hit the road—with no !
Additional memory is also available.
Price: $199
www.diamondmm.com

Let’s Hook Up and Jam!!
Plug JAM!! into your computer monitor and presto, you
have another television you can play videogames on. In
fact, you can also plug in your computer's multimedia
eakers and rock it out. In addition, the picture quality
is excellent thanks to the extra resolution of the com:
puter monitor—it allows you to see e\ ail of your
console game right down to the pix
Price: Around $80 www.aimslab.com
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Evil in a Paperback \
If you're a die-hard fan of Resident Evil and want another
item to add to your collection of RE memorabilia, check out
these books from Pocket Books. But keep in mind:
The books aren't on the same level as War and Peace.
Price: $6.50 www.amazon.com

McFarlane’s Maniacs

There's something about Todd McFarlane and horror that just clicks.
Hence, the Movie Maniacs series from McFarlane toys. A good num-
ber of your favorite horror-movie freaks will be available sometime
in October, including Freddy, Jason and Leatherface. The figures
stand roughly 7" tall and come with deadly accessories.

Price: Around $8

www.spawn.com

Pure Speed on DVD
Narrated by Paul Newman, Super Speedway
IMAX is said to have the most vibrant colors
and impressive sound yet on DVD. The disc is
considered a sort of reference standard for
DVD. Super Speedway virtually puts you in
the cockpit of a car traveling at 230 mile-per.
hour speeds—an experience usually had by
professional drivers only. Many of us have
this movie, and it is incredible.

Price: Around $30

www.imax.com or www.laserviews.com




Freaky and

Fun Furby

Cross a Tomagatchi with Gizmo the Gremlin and

you have a Furby, the newest in the long line of

virtual pets from Tiger Electronics. Furby speaks

his own “Furbish” language but can also be taught

English. The creature can speak up to 200 words in

Furbish and English, which can be combined for a

total of Boo-phrase combinations! Furby will wiggle

his ears, dance, open and close his eyes and move

his beak when he speaks. Furby can also share

knowledge with your friend's Furbies. Yeah, it's a

little freaky but it's still cool. And really, who needs
ning when you have these weird animals?

Price: $30

‘www.tigertoys.com

Danger,
Danger!
That hat you'll be
screaming as you ready
your credit card for this
exact replica of the Lost
in Space and Forbidden
Planet robot. OK, so maybe
ot one person who reads
[EGM can afford this insanely
priced 'bot but it's still pretty
«damned cool.

: $30,000
www.faoschwartz.com

Get on the
ighway
Capture and edit video, grab stills,
listen to the radio and watch TV, all
with the Video Highway Xtreme
from AIMS Lab. Besides all of these
n intuitive inter
face, the Xtreme’s price is the best
feature—a measly $13o.
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Mini-Disc At a Mini-Pricepoint
Mini-disc: A cool format that usually has a high price attached to it. Not
this time. Sony’s MD5 bundle includes a home player/recorder, portable
player and two 60-minute discs. The incredibly priced MD5 bundle is the
best way to get into this high-quality digital format this holiday season.
Price: Around $400 www.sel.sony.com

Lara and Turok, Together Again
Other Lara Croft action figures we've seen are pretty lame. It's a shame consider-
ing how much of a hottie she is...you know, for a videogame babe. Luckily, the
Croft line from Playmates toys featuring an assortment of 9" Laras i various.
poses is looking pretty good. In addition, Playmates is releasing a number of
Turok figures including a diorama and several 5" figures, including Joshua
Fireseed, Primagen and Adon. Look for them in December.
Price: Around $20 for Lara figures, $7-15 for Turok figures.
www.playmatestoys.com
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ssst. Wanna hear a secret?
Despite the ubiquitous hype
surrounding the system, not
everyone is gonna buy a
Dreaicas the very Gay t Hits
the shelves. Yes, Sega's 64-Bit
superconsole will be the most
powerful home syste in the
history of everything, and, yes, the early
adopters among you are sure to leap o that
{hing ke t70s s n a e peanit bt
“nana sandwich. But as cheap as the
System's supposed fo b, 200 bucks Is sl
200 bucks—and that's before you even start
dishing out for Dreamcast games. Not every
gamer has that kinda coin to toss ata

already spending $100
050 2 month to get
their PlayStation or
Né4 gaming fix.

Soa few of you are
understandably a little
nervous about the
Dreamcast's looming

let.draining realities of
life—rent, tuition, the

electric bill clean underwear—can dent your
pursuit of the next big thing. | know; | faced

a similar dilemma back when the Super NES
came out in my dirt-poor college days.

But just cause your pockets wor't be
deep enough to import or buy a Dreamcast
doesn't mean you're resigned to console
obsolescence. Sony and Nintendo aren't
about to sulk in the corer while Sega slaps
their systems in the face with one spectacu:
lar Dreamcast screenshot and tech spec
after another. And I'm talking about more
than marketing high jinks here. For the first
time in videogame history, two consoles are
pulling out significant, cost-effective and—
most importantly—sure-to-be-successful
weapons deep into their lifespan.

Nintendo's upcoming big gun in the con:
sole wars is hardly a secret weapon. The 4-
Meg pak, apparently the sole survivor of the
64D program, is the best thing that can
happen to the system and its owners, When
it hits on Nov. 24, this $30 gizmo wil bring
the graphics in Turok 2, Rogue Squadron,
NFL Quarterback Club 99 and several other
soon-to-launch titles up to the hi-res visual
standards of 3D-accelerated PC games. But
don't take my word for it. “In the future, we
can use the additional RAM in part to create
better verall raphics, moe textues and
possiby adltoral soun o voce eohan

rman, mmmraroeve!
Opment forLucashts, sic “Alof thes
s CCE an et el
looking and sounding games.

Are hi-res graphics worth $30?
Yep. Wait til you see Turok 2.

by Crispin Boyer

crispin_boyer@zd.com

|Word

Secret Weapons in the Console War

But then you already knew all that if
you've been keeping up with our coverage
of the 4-Meg pack. What isn't 50 well known
is how Sony intends to keep their 3-year-old
system from showing is age. The secret
here lies in a small chunk of the PS develop-
ment kit called the PlayStation Analyzer
(PA). This recent addition to the dev.-kit
hardware helps programmers squeeze every
drop of power out of the PlayStation's CPU,

and developers needed an appointment
with Sony to use one. Now, they're a stan
dard component of the
development kit)
Programmers activate
the PA with a foot pedal
(50, to passers-by, it looks.
like mind contro), which

the PlayStation is doing in
time steps up to a mil-
lionth of a second—and in

without loss of informa
tion. At ts furthest zoom
(seeing the whole of a
gameturn on screen at
once), developers can see exactly how much
work the polygon-drawing hardware (the
GPU) is doing compared to the processor,
“The perfect game would have both running
with neither waiting for the
 explains Mike Diskett, formally of
Bulfrog and now president of U.K -based

“So the PA lets you tweak the code until it
as nearly as possible reaches this state of
perfection. The PA easily doubled the speed
of Urban Chaos on the PS after just three
weeks of use.”

This hardware also lets developers
achieve minimum polygon overwrite and
even freeze games right at glitches, making
bug killing a breeze. And if you needed any
more proof that the PA is a good thing, get
this: Gran Turismo was reportedly the first
game to benefit from its use.

Of course, the ultimate trick up the cur
rent machines' sleeves is—strange as it may
sound—their age. Dévelopers with hands-on

with programming games
we'te inally seeing ttles that push the sys
temstothei s (MGS, anyone?), Sur.
these limits are a far cry from what w
seeing of the Dreamcas’s launch garmes

1t the RAM-cart-supporting N64 games
and third-generation PlayStation titles will at
least be pretty enough to keep die-har
gamers happy untilthey ve scraped together
enough pennies to buy a

vzm DAVIS

ZD INC.
CHAIRMAN AND CEO Eric Hippeau

Chief Financial Officer ~ Timothy 0'Bren

President, 20 Publishing  Claude P.Sheer
President, 20 Market nteligence ~ 80b Brown

residet 0 Comdex
Foums

Jason Chudnofsky

President, 20 Brand and  Terr Holbrooke
i

rket Services

et Productions

Pesident, 20 I Dan Rosensweig

President, 20 Education  Wiliam Rosenthal

President, 20 Tlevision

Larry W. Wangberg

Senior Vice President,
Human Resources

Rayna Broin

Senior Vice President,
Planning and Developmen

Daryl . Otte

e presiden,
on Syst

Steve Gladyszewski

vie
inform;

Vice President, General
Counsel and Secretary

1. Malcolm Morris
Vice President, Controller  Mark Moyer

Vice President, Human Resources,  Tracy Nadi

Operatior

Treasurer  Thomas L Wright
Corporate Sales

Becuyetice resdent o Gilesie

Jeff Bruce
Scott Murphy
Rita Burke

e Director

20 rand & Market Serces
e President,
20 rand Warketni

Brooke Correll

President,

1 Michael Perkowski
et wang

sident,
Corporsie Reseuth

Eida Vale

e preigent, s Sten
gem

8

Director, Corporate Relations  Gregory Jarboe
ZD PUBLISHING

Claude P, Sheer

president
ExecutiveVice Presdent  Don Bymes
Executive Vice President  Chvis Dobbrow
Executive Vice President Jack Dolce
ExecutiveVice President Al Dicuido
Executive Vice President Thomas McGrade

Michael . Miller

Executive Vice President
Senior Vice President  Nancy Newnan
Vice President  Bob Bader
Vice President _John Dodge
Vice President  Kathleen Goodwin
Vice President  Roger Hermann

Vice President Jonathan Lane

Vice President  Eric Lundauist

Vice President 8l Machrone

Vice resident Jim Manring
Vice resicent  Charles Mast
Vice Presicent James F. Ramaley
Paul Somerson
Vice President  Mark Van Nome
Executive Direcor, Licensing  Gertrud Borchardt
Diector, Benchmark Operation  Bil Catchings

Director, 20 Labs  Lauren Black

Ziff-Davi
A SOFTBANK Cnmplnv



okl Zlsgne 39 DBZGT 539 (i

IMPORY

.8,
i o s Ttk

o o gt Ko

S e«
Capcom Gen. ol 1-4
St ana

e JPH Pro Wresting 3859 Destrega
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Powerful Baseball Sonic Adventure
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i Sega Rally 2
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“ROMANCING SAGAS $33

D2
Godzilla Generation
July

Dream Cast
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8" Macross Action Figure (vol 1~12) $19/ Ea
8" Evangelion Action Figure $19/ Ea

3" Rockman Action Figure $15/ Ea E:::: u-nn-ng:;n

NEO GEO Pocket
Fosket King of Fighter -1
Pocket

DBZ Super Batlle
Eollection Action
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JAN SEGA SATURN SE(

A\TURN SEGA SATURN

SEGA SATURN SEGA SATURN
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e, executng loops and
Brimming wih nostalgia,
you sared playing video Gares in te 1 places

e

12r21ki9 2
GOBLIN

ne of Capcoms most popular
s s s ety vt Monnta ™
Capcom's Ghost & Gobin series. Capcom Generation
unleashes the entre trilogy of challenging classics; Ghost &
Goblin, Ghouls & Ghosts and Super Ghouls & Ghost on

ne disc. Play as the gallant knight, Athur, as he batile
throngs of zombles, monsters and other terrors of the night
while Irying to save the beautifl princess.

et popir o e
SRS e |

(WD ém&'
Lo

KONAMI ANTIQUES MSK CO

of Konami's challenging classics:
Boxing, Ping Pong, Hyper Sports 2,
Mopi Ranger, Kekkyoku-Nankyoku-
Daibouken, Kung Fu, Road Fighter,
Sky Jaugar, Gradius, Gopher No
Yabou, Gol, Billard, Hyper Sports 3,
Wanpaku _Athletic, Magic

Bee, Gradi
Piporusu, Ouke No Tani,
Parodius, and Saramander. These classic games wil prov
of fun for all generations.

‘ighting Collections

AL BOUT FATAL FURY
COl CTION

Real Bout

Real Bout Special

Eager-Kotel No Gyakushu, Majou Densetsu, Super Cobra, Twin-
jus 2, Tennis, Soccer, Konami Rally, Pon-Poko-Pon,
Yumetairiku Adventure, Time Pilot,

Samura) Showdoun, he second game f s series 0 bo aval
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D tricks thiown in for

Cavern” and the “Poisonous
Jant Ridger. This is a game
that wilfully take advantage of
pabiltes.

Fad For the Sega Saturn.

X-Men vs. Street Fighter
Fastor & Battor Than PSX Version]
Gamers have been awaiting for hs hot
arade” ame lo be releated for the

King of Fighter 97

The newest intalment fo SNK's most

popular onin s i o vl

e frg evalod Kig ol Fiior 57
B

o . Suoe P, Vampie
BRI 5. cr an Kin ofFiters
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See Details and Enter on our website (209) 432-2684 amemed.m‘iz RERS D R

CAS$H for your old games/systems

Receive a check back or purchase other titles of your choice - Prices in this ad good thru Dec 31, 1998
New Games Available for PlayStation and Nintendo 64 - Call for latest titles and items not listed below
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I28 bit Sega Dreamcast http HWWW gamecave com
[ L et

- Sonic Adventure Advanced Racing Apocalypse $39.99

» Virtua Fighter 3 Armed Fighter .99 Army Men 3D $42.99

- SegaRally 2 Beat Mania .99 Asteroids $39.99

tar. . SONIG R 99 Battleship $39.99

Visit our web Site for your/ | Busta Move 99 B. & Butthead do Hollywood  $44.99

% Dreamcast chance fo win a Sega Dreamcast. Capcom Generations Vol. 4 $62.99 Big Air Snowboard $42.99
= = -apcom Vol. 5 & Blast Radius. $36.99
%mi% Callfor price. | Chocobos Dungeon 2 99 Brave Fencer Musashiden ~ $46.99
2 e bgeming i home enrsime | DBZ L egends .99 Bushido Blade 2 $42.99

DBZ Ultimate Battle 22 . Centipede $39.99

/ ) Exodus Guilty .99 Colony Wars: Vengeance  $41.99
Final Fantasy 8 Cool Boarders 3 $41.99

Genso Suikoden 2 . Crash Bandicoot: Warped $41.99

Greatest Hits-Bust a Move 2 . Darkstalkers 3 $36.99

Legend of Legalya $63.99 Destrega $46.99

Lunatic Dawn 3 .99 Diabolical Adv. of Tobu $41.99

M.S. Gundam Ckar's Attack . ESPN NBA Tonight $45.99

Macross Digital Mission . Fastbreak '99 $44.99

Namco Anthology 3 99 FIFA Soccer 99 $39.99

One on One 99 Formula 198 $41.99

e ‘ Rising Zan .99 Global Domination $41.99
R-Type Delta .99 G-Shock $45.99

DaySonaz{kmpostDrsanicas Sokaigi .99 Invasion from Beyond $36.99
59.99 48.99 Star Ocean 2 .99 Kensel-Sacred Fist $44.99

= | Tales of Phantasia .99 Kingsley $28.99
e Tamagiku Monogatari $58.99 Knockout Kings $42.99
Thousand Arms $63.99 Lemmings Greatest Hits $21.99

RIDGE-RACER TYPE 4 Lunar: Silver Star Story $43.99
A taa Saturn Import FEHE $47.99
Monkey Hero $41.99
Capcom Generations Vol. 4 $52.99 Myst Greatest Hits $22.99
Capcom Generations Vol. 5 $52.99 NBA Live '99 $42.99
Cotton Boomerang $56.99 NCAA Game Breaker'99  $41.99
DBZ Legends. $38.99 Om;kmn $49.99
Deep Fear $59.99 Poy Poy $44.99
Dracula X $33.99 Pro 18 World Tour Golf $41.99
Grandia $64.99 Psybadek $41.99
King of Fighters Collection ~ $58.99 Quake 2 $41.99
Lunar 2 Eternal Blue $62.99 R.C. Stunt Copter $43.99
Metal Slug 2 $48.99 Rayman 2 $45.99
Monster Maker Holy Dagger $52 99 Rug Rats $44.99
Pocket Fighter $48.99 Shadow Madness $46.99
Radiant Silvergun $48.99 Shao Lin $44.99
Shining Force 3 Vol. 3 $44.99 Silent Hill $44.99
Strikers 1945 #2 $52.99 Silhouette Mirage $43.99
f§ Thunder Force 5 $29.99 Small Soldiers $42.99
Vampire Savior $48.99 Spec Ops $46.99
Xmen vs Street Fighter $48.99 Sportscar Supreme GT $43.99
ak

N

Superman $41.99
Tai Fu $39.99

Tomb Raider 3 (U.S. PSX) D2 $59.99 Thunder Force 5 $36.99
Elemental Gimmick Gear ~ $59.99 Tiger Woods '99 $42.99
L Jul $59.99 Tomb Raider 3 $49.99
s, Monaco Grand Prix $59.99 Twisted Metal 3 $41.99
Outcast $59.99 Uprising X $42.99
Pen Pen Triason 59.99 Xenogears 47.99
NEOGEO\ OCKET $ 0g 34
‘Game Cave has now added a complete line of U.S. merchandise to our existing
SNKNeo Geo [ & & @ import product collection. In addition to this new feature, Game Cave's web site
Pocket System [ { e now offers user friendly, secure online ordering. To place your order through a

representative, please call our toll free number. Specials are limited to stock on
hand and in most cases quantities are limited. Prices are subjectto change without
notice. Shlppmn and handlmg are extra. Returs are subject to evaluation and a
re-stock fee. fities are not

Artwork copyright heir respective comparies. Allrights reserved.
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King of Fighters

R-1
$148.99




canourinto ne 1-(626) 9301300 G @IME CaVE’

Toll free (orders

Beat Mania Original
Biohazard Symphony 2 Disc
Brave Fencer Original 2 Disc
Bust a Move Original

Dracula X PSX Original
Dracula The Best

Dracula The Best Vol. 2
Dragonball Z 18% Special
D2 Dreamcast Original
Evangelion Anime Vol. 1
Elemental Gearbolt PSX Orig
Escaflowne "The Best"

Final Fantasy 7 Orig. 4 Disc
Final Fantasy 7 Reunion
Final Fantasy Tactics 2 Disc

Ghost in the Shell Anime Orig.

Ghost in the Shell PSX Orig.
Gran Turismo Rock Edition
Grandia SS Original

King of Fighters 98 Arranged
Macross Plus Fans Only
Macross Plus Sharon Apple

Parasite Eve PSX Orig. 2 Disc $28.99

Parasite Eve "The Remixes”
Panzer Azel Complete 2 Disc
Radiant Silvergun SS Orig.
RanmaYs Best Collection
Sailormoon Music Collection
Sailormoon Orgel Fantasia
Tekken 3 Battle Trax

Tekken 3: Seven Remixes
Tenchu PSX Original
Xenogears Original 2 Disc

Dragonball Z (50+ prints)
Escaflowne (4 prints)
Evangelion (30+ prints)

Ghost in the Shell (20+ prints) s1s ss

Macross (10+ prints)

Ninja Scroll 2 prints)
Ranma?s (20+ prints)

R. of Lodoss War (3 prints)
Sailormoon (40+ prints)
Street Fighter (10+ prints)

N64 Game Shark

N64 Pelican Controller

N64 Pelican Quake Pak

N64 Peli. Quake Pak +256k

N64 Peli. Quake Pak +1meg

PSX Game Shark

PSX Orig. Dual Shock

PSX Orig. Multitap Adapter

PSX Peli. 72 meg Memory

PSX Peli. 8 meg Memory

PSX Peli. Dual Wireless
Controllers (Set of 2)

PSX Peli. Joit Gun w/ Pedal

PSX Pelican Multitap Adapter $23.88

SS 4meg4int

Wholesale Direct Line: 1-(626) 303-6399

only) 1-(888) GAME CAVE

Air Boardin' USA
Battle Tanx
Body Harvest
Buck Bumble
Castlevania 3D
Extreme G 2

F1 Racing Sim
FIFA Soccer '99
Fighting Force
Glover

Legend of Zelda
NBA Jam ‘99
NBA Live '99
NHL Breakaway '99
Playmobil

Quake 2

Rally Racing

Rayman 2

Roadsters '98

Rush 2 Extreme Racing
Scars

Shadowgate 64
Superman

Survivor - Day 1

Tonic Trouble

Top Gear Overdrive
Turok 2: Seeds of Evil
Twelve Tales: Conker 64
Twisted Edge

$12.99
$24.99
$24.99
$12.99
$19.99
$19.99
$27.99
$13.99
$28.99
$13.99
$28.99
$19.99
$46.99
$19.99
$32.99
$13.99
$13.99
$29.99
$38.99
$29.99
$13.99
$13.99

$28.99
$38.99
$24.99
$13.99
$13.99
$13.99

$28.99 WCW/NWO Revenge
$32.99 Winback
$13.99 Wipeout 64 X
$28.99
Nintendo 64 Import
Doraemon 2 $58.99
$17.99 Knife Edge North Gunner  $58.99
$19.99 Ogre Battle 3 $67.99
$17.99 Virtual Pro Wrestling $62.99
Action Figures
$19 99 Dragonball Z Vol. 1~27
$17.99 Dragonball GT Vol. 28~00
$17.99 Macross Batroid Vol. 1~6
$17.99 Macross Gerwalk Vol. 7~12

$19.99 Resident Evil 1 Figures
Resident Evil 2 Figures
Rockman X All X

Rockman X Spinning Blade
Rockman X Tornado Fang
Rockman X Iron Buster
Rockman X Vajurilaff
Rockman X Repliriod
Rockman X Max Type
Rockman 8 Iron Buster
Sailormoon Petite Vol. 1~11
Tekken 3 "Jin"

Tekken 3 "Ling"

Tekken 3 "Nina"

Tekken 3 "Paul"

Vampire Savior "Bulletta"
Vampire Savior "Jedah”
Vampire Savior "Morrigan”
Vampire Savior *Victor"

$39.99
$15.99

$7.99
$11.99
$15.99
$39.99
$26.99
$26.99
$43.99
$17.99

$26.99
$45.99

$32.99

$28+up

Turok 2: Seeds of Evil (U.S. N64)
$59.99

The Legend of Zelda (U.S. N64)

Final Fantasy 8#1
$17.99

Ghost in the Shell
#21$14.99

Parasite Eve #1
$18.99 )

Final Fantasy 8)
PSX Original
$call (5 Disc)
Biohazard 2
Complete Trax
$28.99 (2 Disc)
Metal Gear Solid
PSX Original
$18.99

Artbooks )

Capcom lllustrations $32.99
Dragonball ZWorld $23.99
Evangelion Adam $19.99
Evangelion Eve $19.99

Evangelion Special Collection $32.99

Final Fantasy Japan $42.99
Ghost in the Shell PSX $29.99
King of Fighters Perfect $29.99
SNK lllustrations $28.99
Sailormoon Art World 532.99)

U
Specials 7 Traam )
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Stength extra GAMESHARK™
e

EAME CHAMPIUN Cheat Library includes: WWF Warzoe™ - PSX o Ques 64 - N6t i 2
WWF Waszowe™ - N6 » Momm Kowsur™ & - PSX o Gaun Tumswa™ - PSX » Motiut Kowar™ & - N6&. Sega soturn™ = $42.99 pus s34
T3 - PSX« P Furt VI - PSX.  Toas: S Asksns™ -PSK » Reson Enc 2 - PSX

bt
e G S - PSK S - $29.9 s suh

PLEYSTSTION
wIHaT's New "o GAMESHARK"™ ENHANCEMENT CD - forpsxe $19.99 pis ssh
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Clearwater, Florida 33760 [ Sty om ok Rexis FAX: (727) 572-1455
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1000’s More Titles Available!
Want Something? Can't Find It?
WE'VE GOT IT!

We Sell Previousl Played

Video Games, Decks & Accessories
at Great Pnces.

We also Sell New Products!
612-946-8102

SubeBotle 13

Conia &
Excionis 7
Fomshley 8
KinaFy ]
Hega tan 5
Opeontiot %
Rac Racer “
Sioey 8
lecmo Afen Triogy s15
ol 7 et
el S At ot £
2 s Gex $19
Independence Day  $19
b
Sinlagnsr
Kleak
wmmmw,
Oyetate
harosz s P Rage
OoneykongCy 319 Restent b
Griffey Baseball $13 SimCiy 2000
& Teten7
Uonking §is Wipant &
Vit o &
NBA Jam
poale S0
e &
om3kogsz 313
Sipllaod S $19 Nintendo64
e ]
WE Raw :
Xl §i
Tossiad 825
cusnusa 29
§is
o
GameBoy i
&
Aoy st
o §i &
o s &
L &
SomVadenos  S1B ]
o oot 318 H
s Greamian
Netoa i3 &
Ne o $is
Pos D

e Dream £
Super Maro Land 3 $24
Totis §

T s
Zaa Lk 5 Game Gear

We Accept Online Ordering!!
For the Hottest Tips &
The Hottest Games at the Hottest Prices

= Check us out!
SA_| http:/lwww.funcoland.com

To puchase.Call 1 Gurent Prges s i
Ty orte o R G et 6 R . 10120 All Games Come With a

0 Day Warranty!

9
ONE YEAR Warranties are Available
Hours: Mon-Fri 9:00am to
:00pm Central

612-946-8102



e

R e S T

ion.

PlayStat

mgm@@g ) @m@ﬁ\] itslungga’s il

~ Play lord Nobunaga or one of 5
other famous Japanese warlords.

* 4 Scenarios for 1-8 players.

= Game link option allows two play-
ers 1o simuitaneously compete in
head o head batlle.

» 64K of RAM and a bettery back-up
function allows you to save up to
three games. Your valuable strate-
gies and planning will not be lost.

I's 46th century Japan and first impression can mean iife or death, depending on who
you meet. If it happens to be Lord Nobunaga, your actions will define your fate.
nobunaga fs out to take control of Japan. With his strength, infeliect and good fortune
he makes a formidable foe. Combine that with power hungry warlords, ninja spies on
and in our yard, you have your

work cut out if you are 1o survive.

But don't give nto the siress. You're pretty tough yourself with a lean mean fighting
force, the latest in modern rifes and a cool hiead to deal with the pressure of the day.
Just remember, i yoli play your cards right, Nobunaga will be in no positionto complain
the next time around

11 of Fire,uf.

RH DO

JIJrE WEVIL

+ 100 challenging puzzles to solve

+ Batls roaches as either Ken or
Lilly.

+ Draw from an arsanal of fems
including broom, newspaper and
roach trap to combat those pesky

bugs.
« Password option allows you to.
play puzzles you've aiready

solved,
« Gt helpful ints 10 plan your next
move.

There's always a chance a video game wil make i 1o market with bugs.  In KOE
Game Bay llle, “Stop That Roach" we're making sure our game has lots of bug
(roaches, thatis). As either Ken or Lill, it your job to battle those nasty critters th
have [nvaded your kitchen and are ealing all your snacks
Pick up the nearest household item, be it a broom, newspaper or siipper and smast
the bugs flat. But watch out, these roaches have a serious atttude and aren' afrai
1o fight back! Once you have corralled a group of roaches, douse them with dish soay
and wipe'em up with a tissue. In all, the roaches have 100 different sirategies for ge!
ting past you and at the food. What are you walting for?. Arm yourself and enter th
Kitchen swinging. We guarantee you'l find bugs!

The above titles are available at:




Test Drive 0ff-Road 2, the only 4-wheeling experience that's guaranteed to get you high.

Granity Iills, and Fear Factory
' Dual Shock” Analog Controller support- Vibration so real, you risk whiplash! ® World de- Z g
narly L blow bash, i trees, cliffs ud pits.
Do Ram, e, Wearge, Ford 150 Ceseath (D, Jep, Grand Cheroke,Ddge e and mor..

For your free Test Flight, download the demo at www.accolade.com To order direct, call 1.800.245.7744



Test Drive Off-Road is a registored trademark of Accolade, Inc. ©1998 Accolade, Inc. All vights reserved. All other trademarks are.of their respective companies and are used under license by Accsiae,
Inc. PlayStation* and the PlayStation® logos are registered trademarks of Sony Comp: Hummer” rille design are the regis of AM Géneral Carge







Ethleu\ supernatural creatures of myth and
legend materialize to wage their eternal war
for domination of the night. Beware meager.

mortals. The battle for the night becomes the
fight of your life in DarkStalkers 3.




