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MAXIMUM EXTENDED PLAY

TEKKEN PAGE 6

Arcade Fighting Game by Namco

Price and Release Unconfirmed

The exclusive of the year can only arrive in one magazine:
MAXIMUM has the first look at what is potentially the PlayStation
Game of the Year. Our unrivalled 40 page coverage reveals every-
thing you need to know about this game. The full character roster
is revealed and our moves lists are the perfect accompaniment to
this incredible game. Kicking off our Namco issue, this could well
be our greatest Extended Play to date...

MAXIMUM note: The guide on these pages has been put together
from a variety of sources and is not an official Namco guide - so if
we see it reprinted elsewhere, our legal boys will be on the case,
pronto...

NAMCO BACK CATALOGUE PAGE 46

Various PlayStation titles by Namco

Out Now, Price £44.99 Each (Tekken £49.99)

The Namco Issue continues with a retrospective look at the achieve-
ments of the top Japanese company on the PlayStation. MAXIMUM
offers its opinions on Ridge Racer, Tekken, StarBlade, Air Combat
and CyberSled, plus full cheats lists for all of these games.

NAMCO MUSEUM PIECES, VOLUMES 182 PAGE 54

Arcade Masterpieces by Namco for PlayStation

Price and Release Unconfirmed

The company that invented Pac-Man has a vast history of stunning,
innovative games. The Namco Museum Pieces take these games
from the past and run them under emulation on the PlayStation.
This special Extended Play examines Volumes one and two of the
Museum Piece collections and provides maximum detail. A Namco
history in itself!

RIDGE RACER REVOLUTION PAGE 60

PlayStation 30 Racing Game by Namco

April Release, Price Unconfirmed

The home system Namco coverage concludes with an in-depth look
at the latest official release for the company. Ridge Racer
Revolution is arguably what the original should have been. Faster,
meaner, more playable with more cars, more secrets and the all-
important link-up facility. Plus: every hidden Revolution feature is
revealed, including the superb toy car turbo boost!

VAMPIRE HUNTER PAGE 80

Sega Saturn Fighting Action Game by Capcom

July Release, Price Unconfirmed

Capcom prove that they are the undisputed masters of the 2D fight-
ing genre with their third classy Saturn fighting game. the most
imaginative fighting fest to date, Vampire Hunter impresses all with
its stunning action and incredible techniques. Hence this six-page
Extended Play.
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GUN GRIFFON: THE EURASIAN CONFLICT PAGE 86

Sega Saturn 3D Shooting Game by Game Arts

Price and Release Unconfirmed

Game Arts made their name with the ahead-of-its-time Mega-CD
blaster Silpheed, and they're back with Gun Griffon - this time for
the Saturn. Take loads of modern day military hardware, add giant
robots and an advanced 30 engine and you have what must rank as
one of the most impressive Saturn titles to date.

ALIEN TRILOGY PAGE 96
PlayStation 3D Shooting Game by Acclaim

Out Now, Price £44.99

Acclaim finally release their most promising of
products and it's great enough to warrant seri
Extended Play treatment in the MAXIMUM

PANZER DRAGOON ZWEI PAGE 102

Sega Saturn 3D Shooting Game by Team,

May Release, Price Unconfirmed -

Arguably the finest 3D blaster of!

another truly exceptional game. This i »
variety,. far superior graphics (believe it or not) and a stiffer chal-
lenge. Truly a stunning release, MAXIMUM investigates.

MAXIMUM REGULARS T

NEW GAMES... PLACES... EVENTS... PAGE 116

This month MAXIMUM visits the AOU arcade show in Japan - the
year's first coin-op event that reveals what we've got to look for-
ward to in 1996. The answer is: plenty. How does Virtua Fighter 3,
Gunblade, Alpine Surfer, Prop Cycle and Xevious 3D sound? Plus:
we examine the test release version of ids Quake, check out King of
Fighters '95 and Ultimate MK3 on Saturn and still find some space
for King’s Field and Formula One updates.

MAXIMUM RESPONSE PAGE 14

More controversy via the raging games debate that is MAXIMUM
Response. This month: some nice, constructive words about the
mag, more Tekken activities plus someone who sold his PlayStation
and bought... a 3D0. Find out why on this page!

REVIEWS PAGE 145

Another MAXIMUM reviews section put to print in what is one of the
most nightmarish segments of the mag to put together. Highlights
this month include Saturn Street Fighter Alpha and WipeOut, plus
Acclaim’s PlayStation Alien Trilogy. Do all of these titles live up to
their hype? MAXIMUM tells it like it is. As always.

NEXT EDITION PAGE 162

Just how can MAXIMUM follow up the Special Collectors’ Item
Namco Edition? The Next Edition page holds all of the answers, but
here’s a quick clue: Resident Evil...
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Heihachi Mishima summoned the power of light-
ning in a last desperate attempt to thwart his hated son's |
deluge of bone-breaking power manoeuvres. Heihachi
quickly side-stepped Kazuya's dashing uppercut, sur-
prised and shocked at the speed and ferocity of Kazuya's
killing techniques. The uppercut glanced Heihachi's left
arm as Kazuya took to the skies, screaming wildly with
demonic glee and showering Heihachi in bright blue elec-
trical sparks from his summoning incantations. As the sky darkened
overhead, black thunderclouds formed and the rain began to pelt the
tiled floor of the Mishima clifftop dojo.

Kazuya landed with the agility of a panther, turning to view I
Heihachi through the mist of rain and burning flesh. His father seemed |
somewhat perturbed, and Kazuya watched contentedly as his father |
frantically fought to snuff the number of small fires that were burning
merrily on his charred karate outfit. Still steaming from Kazuya's previ- Sl R e
ous attack, Heihachi spat out a bloodied tooth and began to continue

The rain soaks the clif-face and

with his electrical incantation. a figure is seen clambering up

“Your reign is over, father!” the precipice. Who is this mad-

“Give it up, old man!” roared Kazuya over the thunderclap,
“No! Never!” retorted Heihachi through a haze of electricity, | shall prevail over the Mishima
estate for as long as there is breath in my body! You shall taste my wrath, young upstart!”

After the final shout, Heihachi began to tremble with magical blue fire, and a red flame flickered strongly in his

The FIRST IRON FIST TOURNAMENT reaches a climax!
Two DEADLY opponents face each other for a epic BATTLE to the death!!

eyes. Kazuya brought his sprint forward to a faltering halt, watching with interest as Heihachi's growl
changed to a roar and sparks of blue fire danced about his form. Rising up to his full height, he lifted
up his left arm uttering archaic murmurings under his breath, and his coiled am began to pulse with
an unnatural yellow glow. Kazuya recognised this technique from his days of training in the Mishima
school of karate; Heihachi was unlocking the spirit of the Gargoyle! Realising his predicament, Kazuya
seized his opportunity and unleashed a counterstrike, racing towards Heihachi in a burning rage, until
the two of them collided in a shower of green flame!

Kazuya's pact with the Devil paid considerable dividends as he tore through Heihachi's defences,
countering the Gargoyle and burning a crossed scar in his
father's chest with a superhuman Piston attack. As
Heihachi staggered back, clutching his bleeding midriff
and reeling from the blow, Kazuya uttered his final rite
and launched upwards, catching his
father with a devastating Demon Uppercut
that echoed around the battlefield. As he
descended, Kazuya laughed mockingly at
Heihachi’s crumpled form, and returned to
his father's prone body. Slowly lifting him
up, Kazuya walked carefully to the edge of
the precipice and released Heihachi from
his grasp, watching him bounce off the
rockface before he disappeared out of
sight. With an evil glint in his eye, Kazuya
turned and walked away, content that his
father was now dispatched and the
Mishima zaibatsu was under his control.

Two years later, and Kazuya has
brought the many Mishima business
interests to value his way of understand-
ing. A more confident leader has never been seen by financial observers, and all follow
his orders without question, fearful of the terrible vengeance Kazuya can bring upon
those who displease him. Everything is going well, until Kazuya receives information
that shocks him. He summons his bodyguard, telling him to make preparations for the
second Rave War.

The clifftop dojo is intermittently lit by the flickering light of a distant thunder-
storm. Suddenly a grunt is heard from the edge of the cliff. As the storm passes over-
head, the silhouette of a warrior can be spotted; clambering up the clifface at a furious
rate. As he clambers to the summit of the cliff, the lightning lights up this fighter's face,
and a ferocious scowl scars his entire brow. Kazuya's nightmares are correct... the
dreaded Heihachi has returned to wreak a terrible revenge!
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| SPECIAL EXTENDED PLAY |

Namco deliver THE GREATEST CONSOLE PORT-OVER of all time!
PERFECT GAMEPLAY , light sourcing, and a multitude of characters make
o this the GREATEST BEAT ’EM UP EVER to grace a console!!

Many were hoping that Namco could again deliver the goods when it
Y came to quality arcade crossovers. Huge numbers of fans were won the
world over when Namco released the first Tekken into the arcades, and
import PlayStation owners waited with bated breath for the Japanese
translation of this coin-op monster. When the Namco developers R F 5
revealed the finished console version, the public were initially taken Ay Y
aback with Namco appeared to
have d a state-of-the-art fi d converted it to run in
the new Sony wonder machine with little or nothing lost. This was the
second step on the road to Sony's success, and paved the way for
Namco's reemergence into the software imelight.

Then Namco stunned everyone with an astounding sequel to their
first-rate arcade itle. By the autumn of 1995, arcades across the world
had the second Tekken game firmly installed, and it was greeted with
even more excitement, as players discovered fantastic gameplay

such ive light-sourcing, a huge number of
extra moves, awesome new characters, a finely-tuned gaming engine
and more secrets to discover. As soon as gamers saw the newly- ©1994 1995 1996 NAMCO LTD.
designed characters and sub-bosses, only one question remained to be ALL RIGHTS RESERVED
answered: When is the PlayStation version appearing?

After a phenomenally short geostation period, Namco have answered this query. After spoon-feeding the gam-
ing press with a calender and still shots from early working versions of the title, MAXIMUM was granted access to an
almost-finished development copy of what s set to be the PlayStation game of the year. All the screenshots that you
see whilst winding your way through this gigantic feature are from the PlayStation version of Tekken 2, and as you can
immedately tell; it is an astounding piece of Software. With this in mind, MAXIMUM is proud to present the most com-

i i I it detailaa k onthe PlayStation additions and a complete moves

L

BUTTON

list for all the main protagonists and sub-bosses.

ARCADE-PERFECT IN EVERY DEPARTMENT, TEKKEN 2 IS A MONUMENTAL ACHIEVEMENT!
THE DEVELOPERS AT NAMCO HAVE SUCCEEDED IN CREATING AN ABSOLUTE MASTERPIECE!

’ngA M BATT

Just 100k at the quality of those
graphics; then try to imagine
them running at a super-smooth
60fps. with absolutely no slow-
ing or glitching whatsoever, Sill
unsure about Tekken 27 We did-
't think so.

08 MAXIMUM © THE VIDEO GAME MAGAZINE TEKKEN 2 ARTWORK © NAMCO 1995, 1996 ALL RIGHTS RESERVED



THE PLAYSTATION VERSION IS ARCADE-PERFECT

WITH NUMEROUS ENHANCEMENTS!!

What about this PlayStation version, then? Surely some sacrifices have been made in the port-over from arcade board

to CD? Well, judge for yourself! MAXIMUM has never seen such a close conversion as this, and came away absolutely
y ty of th Firstly, we were treated to the finest CG i q seen

in a video game, featuring every single Tekken 2 character strutting their collective stuff, but it was when we started

our mammoth combat fighting that our jaws dropped in unison and we came away gibbering. All the characters move

with expert motion capture at exactly the same speed at their arcade counterparts (and at an even faster rate than

they did in the first Tekken) with absolutely no slowdown or glitching at all (even when Heihachi’s pet bear decided to

gatecrash into the proceedings). Al the light-sourcing (such as spotlights, pulsing effects and glowing reflections off

the explosion effects) is there, all the detailed

the arcade had has been converted over lock, stock and barrel. And this was just the beginning...

JUST LOOK AT ALL THOSE CHARACTERS!
TeKKEN 2 HAS AN AMAZING 25 T0 CHOOSE FROM!

The two options screens in full!

Remember to press and hold
down L1 and R if you want to
view the more comprehensive
options screen (far right), where
all the characters can be select-
ed... eventually!

ps, original CG intro and everything

Despite the lack of a loading screen
(such as the Galaga shooting stage of the
first Tekken), the game has no loading
problems whatsoever. All the bouts are
loaded in less than two seconds and the fights feature exactly the same
degree of frenzied button pressing. As you might expect from a Grade
AAA release, the music has been ‘arranged”, and the sound effects are
now crisp and crystal clear (meaning that those disgraceful bone crunch-
es are all the more shuddering). The only detail missing is some (very
tiny) pixellation on the explosions and the loss of some distant arena
floors, but it must be stressed that these are tiny discrepancies, and are
not noticeable in the least. However, the best was yet to come, as we got
to grips with the PlayStation’s plethora of extra features...

L R | ] W ]

PLAYER SELECT

YOu ARE ABOUT T0 EXPERIENCE THE SECOND RAVE WAR! HAVE YOU THE SKILL TO SURVIVE?
BATTLE PAST NUMEROUS ADVERSARIES TO GAIN AUDIENCE WITH THE NEW IRON FIST kinG!

Introducing Chinese Detective
Lei Wulong, the officer with the
martial arts. prowess to match
his_no-nonsense attitude to
police work. He doesn't use
sweet talking 1o get the job done
just fists and feet in a fighting
frenzy!

.

As you can see from the side
Screenshots, Tekken 2 features
the finest Introduction ever
seen!
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[ SPECIAL EXTENDED PLAY |

The PlayStation introduction
ven features the seething
Heihachi that attracted arcade
players.

A whole host of PLAYSTATION FEATURES make this game
more EXCITING than the arcade original!!

The phenomena that is Tekken 2 on the PlayStation doesn’t end with an arcade perfect translation, as our wan-
derings through the options screens proved. Owners of the Sony wonder console can look forward to six differ-
ent styles of play, rendered endings for all (and we mean all) the characters and more options than Wang has
garden vegetables! All of these features are detailed below in our detailed account of exactly what you get for
your money.

BATTLE YOUR WAY THROUGH THE SECOND RAVE WAR IN
ARCADE MODE!

As the name suggests, Arcade mode pits you against eight of the strongest fighters
in the world in a battle royale to decide just who is the new ruler of the Iron Fist!
Choose from your initial cast of ten characters and try your luck against the com-
puter. This is a direct version of the coin-op, complete with fruit or numbers to sig-
nify your wins, a fully changeable timer and round indicator, and a confrontation
with demonic evil as your ultimate fight: Once you've beaten seven regular charac-
ters, your own personal sub-boss character steps in to escort you to their private
fighting pit for a spot of brutality, and then you face the demonic monstrosity
known as Kazuya Mishima!

: e 5]
CHALLENGE FRIEND AND FOE ALIKE IN |2l | 7 =i
VERSES MODE! ) = RAZUTA

Next we have the more user-friendly verses mode,
where two players may engage in up to four bouts of
comprehensive fisticuff behaviour. Choose from all the
available characters (providing you have a memory
card handy) and challenge another human opponent
for up to four round fights, and this is where you can
really come to blows in a frenzy of fists and feet. The
benefits over arcade mode are that the winner can
change characters, and the energy bars of the two con-
testants can be varied so they have between 70 and
140%of their usual energy for particularly short or
lengthy confrontations (and this is a good way for an
expert to challenge a newcomer; he may simply give
his initiate more character energy). And of course, we
must not forget the fruit that accumulates after
numerous wins!

HEIHACHI MISHIMA isN’T STANDING FOR ANY OF THAT! “TASTE MY DESTRUCTIVE FIST, SONNY!”

v SIITAGE 9 STAGE9 18'09'8022 TIME ATTACK

o RAZUTA
HE(HATGH]I "
S Wi

—

b B0 EO0RN,
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HONE YOUR FIGHTING SKILL IN PRAC-
TICE MODE!

One of the most impressive PlayStation-only features
has to be the fantastic practice mode, where a player
may select a character (and any other opponent they
wish including a clone of themselves) and engage in a
limitless battle. The opponent is simply a dummy enemy
with no counter-attacks, but has the benefit of being
indestructible, so this is the perfect way to practice
moves, holds, ten-hit combinations and any other skill
your character may have. Once you've begun your tech-
nique, a running tally in the corner of the screen informs
you of any combination attacks you have strung togeth-
er, the damage of each hit and the entire attack, as well
s how much impact each of your own hits had on the
opponent (as floating combos usually result in more
glancing blows that don't inflict maximum damage).
Finally, the tally informs you where the attack struck
home (either high, mid-level or low) and any special
information (such 2s the attack being unblockable), and
this is vital for those wishing to conjure up a winning
attack pattern that hits at a variety of levels.

The help doesn't end there either; as you may elect to try
any of your characters ten-hit combinations for yourself. By selecting the appropriate option, a button pad combina-
tion appears along the bottom of the screen, allowing you to see the exact buttons you need to press in order for a
fluid linked attack. Then you may either watch the computer perform the attack, or try it yourself. As you attempt your
moves, each of the button combinations light up when the correct move is performed (along with a spot effect sound),

and so any character's ten-hit combination can be learned with relative ease. You may also switch the computer so  £27e% and Telien 2 = ¢
that the enemy performs their character’s ten-hitters, 5o you have the added bonus of being able to learn how to bock e best poses ever seen in a
any ten-hit combination with any character you choose. These really are excellent features, and a godsend for those  beat ‘em up, and these are even
who cannot get the timing of their moves correctly, and the main excitement comes from trying the ten-hitters with- 5= * Present one of
out the information buttons to help you! ing the replay! Awesome!

LEARN NEW SKILLS AND POLISH UP YOUR TEN-HIT COMBINATIONS IN THE EXCELLENT PRACTICE MODE!
THEN TRY YOUR HAND AT SURVIVAL MODE WHERE YOUR OPPONENTS ARE THIRSTING FOR YOUR BLOOD!

TEST YOUR MIGHT AGAINST MULTIPLE OPPONENTS IN SURVIVAL MODE!

Another PlayStation exclusive feature is the Survival Mode, and this can really test a player’s mettle as you face char-
acter after character in one round of combat. What differs this from other playing modes is the fact that your energy
bar stays depleted after each fight; meaning some pretty fancy manoeuvres are in order for you to survive to the next
opponent. When you win your fight, your character can gain a small amount of energy providing some expert skill has
been shown, and then you move your bruised and adrenaline-pumped to the next arena for yet more carnage! After
you're finally pummelled into the ground
(as the artificial intelligence of the CPU
foes has reached an all-time high), you
receive the results of your fight, and of
course, this can be saved to your memory
card.

POWER THROUGH ALL OPPO-
NENTS IN COMBAT AGAINST
THE CLOCK!

Time Attack mode is yet another mode
‘where your fighting al ies are tested to
the limits, as you now have to complete
the game in the fastest time possible. The
opponents’ greater number of moves, and
new fighters with devastating new attacks
will ensure that your quest for a quick vic-
tory is thwarted at every tum! You may
continue, but that defeats the object of
Time Attack mode, but once you've finally
beaten your last demonic opponent, you
may emboss your initials in the high score
table for all to view (which of course, can
be saved to memory card).
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| SPECIAL EXTENDED PLAY |

Team battle results show what
has been suspected for a long
time. Mr Harrod isn't very good
at Tekken (above).

FRANTIC MULTIPLE CHARACTER ACTION WITH TEAM BATTLE!

Arguably the finest feature is the Team Battle mode, where you can choose up to eight
different fighters and pit them against another player's force or a number of deadly
computer opponents. This is a phenomenal battle where the last one standing is the
winner, and sets out to prove the player with the finest
all-round Tekken 2 abilities ever seen! After your first
fight, the wounded victor stays on to fresh the next fresh-
faced opponent, and the fisticuffs continue until the
entire force of one player's team lie bloodied and twitching! This really is next-genera-
tion fighting at ts very fnest; you haven't experienced anything until you've challenged

your friend to a sixteen-play Let the battle com-
mence!

COMPREIIEIISIVE OPTIOIIS AFI.EIITYI

True to form, for nothing, and the

amazing options screen has more gameulay tweaking than you could possibly need!
Change the round time from 20 seconds to infinity, the number of rounds from two to

four, and many other features are included for your heightened gaming pleasure. As
expected, the Namco musicians have included an arranged version of all the themes,
such as Paul’s New York hip-hop beats, Jun's ambient soundscapes and Yoshimitsu’s

TEAM llBATTLE
— (D

KiNG 11}

S

CHOOSE THE FINEST TEAM OF HARDCORE PUGALISTS EVER SEEN AND CHALLENGE EVERYONE!
Tris 1s TEAM BATTLE MODE! You WON'T FIND MORE FRENZIED FIGHTING ANYWHERE ELSE!

forest murmurings! All of the other features that made it into the first Tekken are present here (such as changing play-
erwins from numbers to fruit), but this time there’s the added feature of an autosave, which places all new game infor-
mation onto your memory card without the need to save it yourself, and means that you can start your Tekken 2 bat-
tles with the new characters you obtained immediately. Talking of which...

PLAYSTATION TEKKEN 2 FEATURES AN ASTOUNDING 25 DIFFERENT FIGHTERS!

Yes, you heard it here first! PlayStation Tekken 2 has a total of 25 different characters hidden away in the game, as
you can see from the screenshots of the options screens.

Once you've become accomplished enough, extra opponents appear to be controlled, and these make your battles
truly titanic as all the sub-bosses and one or two special characters leap into the fray, anxious to prove their worth in
the second Iron Fist tournament. As you might have expected, we've tested every single move that all the characters
possess and have come away stunned (in more ways than one). So much so, that MAXIMUM s proud to bring you the
definitive guide to ALL MOVES for EVERY SINGLE CHARACTER in a feature the like of which has never been seen in a
video games magazine. Over the remaining pages, all the main characters are detailed (including a complete moves
list for every one), followed by similar gratuitous detail for all the sub-bosses as well. The main strengths and weak-
nesses of each character is explored, and the moves list also features detailed accounts of the exact damage that each
manoeuvre inflicts on an opponent (who starts combat with around 140 points i his energy bar). This month we detail
all the usual characters, but our plans don't end there, as our following issue willintroduce the five special opponents
(including a devil and two animals) as well as guide to floating combir But for now, feast your
eyes on the largest Tekken 2 guide ever seen...

12 MAXIMUM © THE VIDEO GAME MAGAZINE TEKKEN 2 ARTWORK © NAMCO 1995, 1996 ALL RIGHTS RESERVED

There are plenty of sub-bosses
to_choose from, and they all
have excellent poses as well
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t i Staying with kicks, Heihachi has learnt »

another excellent two-hit attack known as

the Hell Axle. Kuma the bear proved to be

very prone to this double kicking jumping

nightmare; and many other
opponents need to guard themselves from

the devastation of this attack. This has the added bonus of flooring a foe providing all

the hits connect, and this leaves your enemy wide open for a final stomp (usuzlly the

groin nightmare known as the Devil’s Shoe) or pounce.

Meanwhile, when engaged in bouts of fisticuff action during his intensive retraining
sessions, Heihachi obviously paid i attention to a certain all-A ican Judo
star's repertoire, as he enters Tekken 2 with the Tile-Breaker Destructive Fist double
attack. This is another way to inflict massive internal haemorrhaging and very quick and
easy to execute, but isn’t a combination attack as the foe may block either of the tech-
niques. Both blows connect at mid-level, and the Tile Breaker part of the move has the
added bonus of hitting crouching enemies, whilst the Destructive Fist has a much high-
er chance of hitting an opponent very close to Heihachi. This is a personal favourite of
Heihachi’s, and he remembers with affection the time he challenged a Stone Killer to
combat; crushing his spine and shattered his rib-cage using this move.

THE IMPROVED TILE-BREAKER DESTRUCTIVE FIST CAN SHATTER ALL FOES!

Heihachi now has a rather impressive new reverse  Another move that'l make you
5 i v wincel The Nio Crusher s a dev

grapple called the Nio Crusher; which rather pleasingly  tying srapple that ends in
inflicts a great deal of damage. With a sparkle in his eye,  more than a shattered pelvis for
Heihachi grabs his puzzled opponent from behind, lifts  the victim (above)!
him into the air, and then smashes him down onto an
outstretched right knee. With a howl of anguish (and a
shattered pelvis), the enemy falls writhing to the floor,
spasming in agony while Heihachi can laugh mockingly
and go in for the kill! After any technique such as this,
the Devil's Shoe is an ideal (and entertaining) attack to | HEIHACHI
follow with, as Heihachi smiles with evil glee before | PgrsonaL DATA
planting a heavy clog onto a prone target's head or | pcurve beess cone

A\

{

A fine two-hit comt
knacks your foe for
the damage, and so impressive
that many other characters have
copied this technique.

target flying. Providing the foe doesn't counter Heihachi | chest with o cross-scor,
pointed hair, fighting ban-
dages (on both hands) and @
pair of grey “geta’ clogs.

s avvorar )
ONE, TWO PUNCH

} happy sack. Extra damage is caused with little prospect | cosTume 1: charcaal grey
= | or enemy retaliation, and a great way to stamp your | karte outt wih red bel
[ fighting authority into the mind of a foe. ikt inged
E = Lastly, we leave Heihachi demonstrating his impres- bandages (on both hands
sive new Guard Impossible; the Gargoyle. After writhing | and feet.
HEIHACHI'S FIGHTING TECHNIQUES | TECHNIQUE CONDITION IEZZZE  cicctrical light arcs about his left arm, Heihachi swings R e
HERCULEAN TH reas D ™ covvards infiicting a crunching blow and sending @ | combar pantalaons, bare
g [Mwororcw 8 [ w]
.

during the calm before the
storm, he feels the full
impact of a lightning
strike, whilst Heihachi
smiles a knowing smile
and wipes the gore from
his Karate outfit. Who is
next to challenge the mas-
ter of thunder?

VICTORY POSES
STANCE 1: With both hands
clenched at the waist, he
steps into horse stance and
utters a shuddering growl
whilst lightning arcs about
him,

TANCE 2: He stomps for
ward with his guard up, and
then steps again, growling
whilst swinging his left arm

THUNDER GOD FIST ] around in o threatening
Karate form

"DEVIL CONTINUOUS FIST
HOMELAND

TWIN PISTONS

DESTRUCTIVE FIST

The setting is Heihachi's
secret mountain dojo. Whilst
statues of previous Mishima
the back
ground, flickering candies
paint the wooden arena with
an eerie glow. Note the fight-
ing symbol carved into the
wooden floor

EARTH CLEAVING LEG Hoto Te oiaGonaL = 8/ o

DEMON UPPERCUT

SHADOW FEET
TILE-BREAKER WhiLe crouching @, | .
TILE-BREAKER DESTRUCTIVE FIST WhiLe croucning ®- -®
From the sequence shown above
NIO CRUSHER -8 -3 left, you can tell that Heihachi
suffers from a long charge up

e &

H
\i

S
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[ SPECIAL EXTENDED PLAY |

PAUL PHOENIX

HOT-BLOODED DUDE FROM THE USA!

“I've N0 DOUBT THE IRON FIST IS MINE FOR THE TAKING THIS TIME ROUND!
HANDS OFF THE QUIFF, BUDDY! MESS WITH THE HAIR, AND I’LL TEAR YOUR HEAD OFF!”

Paul’s stint as a bouncer in downtown New York has paid considerable dividends,
as despite the variety of second-rate street fighters he dispatched, his actual tech-
niques have become considerably more powerful. The rising Yankee Judo legend has a
number of new techniques that lead into floating combinations and a couple of impres-
sive throws, but his main strengths lie in his Kaeshi-gi (or Return) moves. These are
awesome counter attacks that leave previously advancing and cocky foes lying in a
twisted mess at Paul's feet, and make Mr Phoenix one of the more improved fighters
since the initial Rave War. These counters, (oupled with the Paul Phnemx trademark

PAUL PHOENIX explosion (a ball of yellow lightning 1l of his
PERSONAL DATA could see this egotistical fighter clinch the second lron Fist tournament, and throw
RSB NEAR weight behind some of his more boastful clams.
sy Seroat Paul's actual fighting skills have been further refined, with many additions to exist-
Marias A ing combinations making him a much more versatile character. An example of this has
Aol to be Paul’s Triple Kick Combo, as the final kick may be varied so that it hits high, medi-
ol um or low (the high kick inflicting greater damage). Therefore, a blocking character
81000 Tvee 0

OccupaTion STREET riGHTER

sorrmesomcer | BIAST DEVIANTS APART WITH THE STUNNING STONE BREAKER! THEY WON'T SEE IT COMING!
e moroRcres

vt Tunes sk
Sus-Boss

Gt i Mimpaarid

This red-blooded judo star
performed well in the first
Iron Fist tournament, and
although he was the only
ompetitor insane enough to
challenge a fully-grown bear
and win, he was defeated by
Kazuya 'in o furious battle
that raged ~ for ~hours.

The devastation continues with
a Paul Phoenix two hit attack
known as the Stone Breaker
(eft). The second hit is especial-
ly tricky to block as it hits low
but looks as i it hits higher.

Shaking his head in disbelicf must be very wary of this attack as the final hit could hit almost anywhere, and this is excel-
z[l e ; ”; ;:;"Wh:“m lent from Paul’s point of view as he can hurt a foe that tediously blocks every hit. So try a vari-
only partly successful, Paul ation in the final hit for a manoeuvre that should guarantee at least one hit, and possibly a
left_'the " lands of thre three-hit combo that floats a victim.

g Anifispity Moving to some rather tasty punching techniques, Paul has acquired a two-stage combi-
the south 6ronx as a bounc nation attack that may be finished in one of two ways. The first part of the technique is the
. his ego and arrogance led Jaw Breaker, and as the name suggests, Paul gives his opponent a mid-range hit to the chops

him into confrontations with
a variety of unsavoury char
acters; ail of whom came off
second best to Phoenis'’s
Judo and related technigues.
After months of punishing
streetfighting _throughout
the United States, Paul
emerges ready for the sec
ond Rave War with over
whelming  confidence;
believing himself to be the
strongest[ighter in _the
world. This time the tourna
ment will be hist

which may be followed up with either a Gut Buster or a Stone
Breaker, and one additional hit is vital for making the most of
this attack. The Gut Buster has Mr Phoenix stomping towards
his victim with a purpose; and this is soon revealed as he plants
a great mid-range punch to finish. There isn't much in the way of linking A quick double-hit mid-level
potential here, so finish your prone victim with a pounce or stomp. :;‘;‘n:;f::::‘hﬂgf;;‘"h{l{:;
Alternatively, Paul may go for the Stone Breaker, an awesome-looking Gt Buster (sbove).
attack where Paul follows the gut punch with a low hit that knocks an
enemy into the air where he becomes ripe for some Paul Phoenix floating
punishment.

Once your opponent has caught his breath and begun to realise just
how mean Paul really is, you should try a couple of his new throws to crush
a victim's spirit even more. Firstly, try his reverse throw, known as the
Seotoshi (or Back Drop), as this inflicts greater damage than any other
(except the Wind Claws). Using the technique pioneered by Wang (and
Bruce), Paul grapples the opponent around the neck and switly throws

THE BONE BREAKER 15 BACK WITH A VENGEANCE!
ADD INJURY TO INJURY WITH THE HANG OVER! THREE SHOCKING HITS!
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off.

Paul also benefits from a new Guard Impossible tech-
nique known as the Thousand Dragon King Fist. This
flamboyant display is in keeping with Mr Phoenix’s flip-
pant attitude to foe disposal as he produces one of the
largest balls of flickering ball lightning ever seen while he draws his arm
backwards and powers up his inner energy. Watch the lengthy time delay
at this point as Paul squats slightly, bathing himself in magical fire, before
he dashes forward with amazing speed and planting a fiery punch into the
foe's stomach, causing him to crumple to the floor.

The uncompromising Judo star also has a rather fine line in pinning
moves, and these start with the Ultimate Tackle Technique. Paul may leap
onto his opponent, tackling him or her to the ground before choosing to
finish them off in one of two ways; using the Random Black Cloud, or the
Black Cloud Strangle. The Random Black Cloud causes Paul to repeatedly
punch away at a victim's face for up to five hits, but the better move has to

them to the floor, where he can finish off the job with a pounce or a sweep. His other
throw is even more damaging and should be the one to practice. The Fuuga (Wind
Claws) causes excellent amounts of damage but requires deft joypad mastery to pull

The Ultimate tackle in full-effect!

After a swift grapple to the
ground, Paul rises up for some
great punching strikes. A great
way to finish off your enemy.

ATTACK FROM ALL LEVELS WITH INCREDIBLE NEW TECHNIQUES! MASTER THE KAESHI-GI FOR TOTAL DOMINATION!

PauL PHOENIX
PERSONAL DATA

FIGHTING DRESS CODE
COSTUME : Red Juco outfit
with black belt, black fist
and feet guards, two circular
earrings and a scorpion tat.
toa on his right arm.

COSTUME 2: Black leathe
biker's jacket with a skull

aps forward,
performing a double high
Kick in the air before landing
in horse stance with both
arms tensed and ready to
inflict more punishment

STANCE 32: He steps forward
with his right leg, resting his
right arm whilst Shaking hi
left fist in the air in @ mock
ing triumph.

STANCE 3: H

height before bringing both
ams down to

STANCE 4: He foces forward,
bringing both arms upwards.
to head height, cros

them over, and then bringin
1 down. and bow

HOMELANI
On apier overlooking

there is the world trade cen-
tre and other New York sky
Scrapers, whilst the statue of
liberty Stands proud and

o
occasional elaborate bald
eagle badge

be the strangle variant where the adrenalin-pumped
Phoenix mashes his victim twice before becoming over-
enraged and grasping the foe round the neck for some
constricting damage.

Finally, the Paul Phoenix player needs to become pro-

cause the most harassment for your opponent, whose
cheesy throwing antics (or indeed any attack) may be
countered by the deft manoeuvres of a Judo killing
machine with a thirst for bone crunching! Paul may
counter an enemy in one of four ways, and the manner of
the counter is dependent on the height of the attack, and
whether your adversary uses punches or kicks. The
punch counter sees Paul grabbing the fist and turning
round, after which he
throws the enemy over his
shoulder and onto the
ground in front of him. The
kick counter has Paul
grabbing the victim's leg
and twisting it round
expertly before flooring
the surprised opponent.
Both work equally well,
and add an air of uncer-
tainty to all future fights
against this Judo star.

A Return Move sees Paul throw-
ing his enemy Judo-style. These
are preceded by a quick grab at
the air, and result in some of the
most spectacular take-downs
ever seen!

s romromaes | romauecononor | ouwer |
[ [wgg
[oosigs [ Sams ]|
(oo 9 ]
L

PK COMBO
T R L S
[novmc oo [ wove e |
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3
3
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STONE BREAKER WhLE croucning S @ @
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[ SPECIAL EXTENDED PLAY |

JUN KAZAMA

NATURE MAIDEN, BIOLOGICAL FIGHTER

“THE FOREST SPIRITS HAVE TAUGHT ME WELL! | SHALL HONOUR YoU, MY BELOVED FATHER!”
“HANDS OFF THAT SQUIRREL, KAZUYA! YU WILL PAY FOR YOUR HORRIBLE SMUGGLING ANTICS!”

The Prettiest of Flowers fights for Mother Earth, but despite her gentle life and
100ks, Jun can transform herself into a combo-queen with a variety of attacks that look
stunning and can take down any other fighter with ease. Her classic Bu-fitsu style may
lead some opponents to regard her as vulnerable, but in the hands of an expert, she
becomes a monstrous fighter with a number of quick killing strikes. As Jun is one of the
most nimble competitors in the second ron Fist competition, you should use this to
your advantage; inflicting massive combination damage
from her plethora of techniques before maving on to
inventing your own style of Bushido combinations.
Before detailing Jun’s punch and kick attacks, it is
worth mentioning the Nature Maiden’s throwing styles,
as she benefits from four distinctive grapples. The first
two throws are basic but impressive to view, but the main
throwing move to employ in a close-combat situation is
the Hazukan (or White Mountain) where Jun grabs the
enemy and pulls her quickly forward before elbowing
them in the head and sending them flying across the
screen. Also remember Jun's reverse grab; the Bell Smasher, where Jun grabs her oppo-
nent from behind in a suplex-like manoeuvre and throws them over her head and onto
the ground. The enemy lands on their head in a crumpled heap, nursing a broken neck
and shoulders, whilst Jun skips around them, ready to dish out further punishment.
Once Jun's throwing skills have been perfected, try launching her into some combi-
nations; both floating and normal. An excellent way to start a floating technique is by

“STAND IN FRONT OF ME WOULD YOU? WELL THEN, HAVE A BELL SMASHER ON THE ROCKS!”

JuN Kazama

PERSONAL DATA

NATIONALITY JAPANESE

FIGHTING STYLE CLaSSIC Bu-

Jisu Rv)

oe 22

HEIGHT 170 cm

WEIGHT 54 K6

Occumarion WWWC nsrec performing the Tooth Fairy, a dashing uppercut that

m , sends an opponent flying. Follow up with any combina-
rime BirowATCHING ; ’

s tion you fancy for further punishment. Conversely, a good

wawo strcaus way to finish a combination off is by using the Scissor

o fe e Spin Kick, where Jun cartwheels into a foe and causing

" e
i oyt them to bend downwards, leaving time free for Jun to fol-
wen's oar low up. This attack looks great and hits with excellent

damage at close range, but may be countered early so
‘watch yourself, Link this with the Spinning Low Kick com-
bination for a final insulting move.

‘The newcomer to Jun must start forming combination
attacks by starting with techniques such as the
Whiplash; a two-hit move where Jun hits high with a light
left flick before gracefully spinning round to finish with
S o another left punch; this time to the midriff. Couple with a
Japanese region) and was 5 number of linked attacks for extra damage, but famil-
it i ke T iarise yourself with the Whiplash first. Similarly, Jun has
o her moving to Tokyo, he | @ two-stage kick attack known as the Threaded Cloud Kick that is again able to be interwoven into a number of other
became the chosen one’ by | moves. Jun kicks low with a left foot before finishing with a high right-footer and this has the added benefit hitting
:;; a"m':"";fy e 'Z* I"‘:’" :{ ‘when the first kick is blocked. The Threaded Cloud Kick looks rather like Paul’s two-hit jumping kick move, but hits dif-
becoming acquainted with |  ferently and has a further reach.
the hectic Tokyo lifestyle, Staying with kicks that hit high, the Devil’s Head Fall is an excellent example of a confusing attack that hits high

4 and knocks an opponent off their feet. Jun
will spin around her opponent before plant-
ing  hefty right arching kick that looks like
a high hit but really strikes the enemy o
midriff. Jun also has the option to lengthen  range kicks, all these can be var-
the time she spends spinning about her foe,  ied to suit your own wishes.
and this has added benefits as the longer
she spins, the greater the damage. By
repeatedly pressing forward once the tech-
nique is underway, Jun may perform a power
version of the move which cannot be
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Jun Kazoma is the mistress
of Aiki-jujutsu and an under-
cover agent for a_nature
organisation; the WWWLC,
warking mainly to_expose
illegal animal exporters. fun

Flower; a nature maiden who
grew up in the wilds of

attitude changed dramati-
cally when the ghast of her
dead father apy before
her and pleaded with her to
return to her natural origins.
From this encounter, she
leams of Kazuya's evil trade.
in live animals and vows to

e him, aad banish the
vl spirits that lurk beneath




blocked. Timing is all important here, as you must gauge the motion and strength of
your attack with care to avoid the tremendous potential for a counter-strike.

Moving on to Jun's greater hit potential, the Motion Cutting Legs is a great ittle four-
hitter that strikes high and follows with three low sweeps to catch an opponent off
guard. This is very simple to execute and excellent to place in the middle of an offensive
technique and has the extra bonus of using low sweeps which are difficult to block and
hit prone targets. Perhaps a finish with one of jun's flipkicks would be advisable,

it |

Linked feft and right punches are
Jun's main weapons in combat.
Use linked attacks to pummel

although her marvellous free fighting style enables
almost any move to be added to a technique. Another simple but effective
attack is the Suiren-Shiun Punch and Kick which hits five times and com-
bines previous moves into a smooth-running and graceful combo. More
spectacular still is the Triple Spin Attack which starts with the usual low
sweeps but finishes with style as Jun Scissor Spin Kicks after the fourth
hit. Confusing for the foe and extremely damaging, your main concern will
be ensuring that the final cartwheel hits home, as it is the most damaging
part of the combo, and this switch from low to high spinning attacks
should cause an opponent a great deal of blocking trouble.

One of the finest ways to start or finish a combination is by flipkicking,
and a good reverse flip is the Dragon Carriage Kick. Once it hits, follow it
up with a series of low sweeps or even a dashing uppercut to tum it into
another combination, as Jun's fighting style gives you a good freedom to
experiment with linked variants of almost all her moves. This will be fur-
ther explored later in our Tekken 2 coverage, but for the moment, let us
start you off with a simple linking technique very popular with Japanese

the unwary.

|

|

|

I

[
\

|
k

|

THE NATURE MAIDEN TAKES TEKKEN 2 TO THE NEXT LEVEL WITH THE GREEN MONSTER - A COMBO AS LONG AS YOU LIKE!

Jun Kazama
PERSONAL DATA

FIGHTING DRESS CODE
COSTUME 1: Sky blue head

tength ightsand dark rown
s Tekken 2 players; a movement known as the Green
Monster.

In a Bushido linking frenzy, Jun Kazama can advance

IE 2: White head.

i ol Jeor | towards an opponent switching from technique to tech-

jold fosteners, black san- | nique before finishing with any final move you care to

dals.and white gakle socks use (such as a flipkick). Start with rapid alterative left

ViCToRY PoSES punches and kicks (it may help to press forwards when

STANCE 1 With legs | starting the move), Jun can constantly advance towards

S ‘{’“',j;m‘:' Ay the enemy, and when you feel the time is right, switch to

waying her body from lefi | @ technique you have previously learned

toright, aising herselfintoa for a great new combination attack. Couple this with

Juarding position with " | her three ten-hit combos and you have a supremely ver-

then nimbly crosses herright | Satile and combo-driven killing machine. With tech-

feg benind her and points | niques like these, our beautiful flower may blossom into

s bl bindis ablood-thirsty killing creature, providing you can muster
WCE 3: 1n o quarded | the frantic button-tapping needed...

postin, she flcks her et

arsund and '?3233 Kicks

before adopting  another

HomeLanp

On a cloudy summer's da,

the fresh moming mist has

just dissipated from this

county scene, with a small
hamlet in the

(complete with a ch
wellas number of copses, an
ancient and tumbling castle
and a series of standing

backgrund

WHIPLASH
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| SPECIAL EXTENDED PLAY |

comes in hand)
for almost any opponent; be
pint:sized or monstrous.

LEI WULONG

HONG KONG SUPER-POLICEMAN

“IN LEAGUE WITH THE MAFIA, EH KAZUYA? I’LL TAKE YOUR WHOLE EMPIRE DOWN FOR KILLING MY PARTNER!”
“FORGET QUESTIONING, BRUCE! I'LL BE INTERROGATING YOU WITH MY FISTS AND FEET!”

Officer Wulong has a phenomenal fighting style all of his own, and this can be used to your advan-
tage when confronting your warm-up opponents before the battle between Hong Kong’s finest and a kick-
boxing killer known as Bruce. Those unfamiliar with Lei's fighting style may find his strange Kempo-
derived skills somewhat daunting, but with correct timing and practice, his unique abilities can transform
your games of Tekken 2. And of course, Lei Wulong is the only character that can actual lie on the ground
and ‘Play Dead" or “Turn Around’ before leaping out of this trance to dish out some severe punishment.

The easy-to-execute Play Dead move is central to some of Lei's main damaging attacks, and marks the
start of some rather cunning manoeuvres. Remember to mix the Play Dead in with a variety of other tech-
niques, otherwise an intelligent opponent soon leamns to wade in (whilst you are prone) with sweeps, and
also note that Lei may lie either on his front or his back, and his available moves change depending on
which way Lei lies. Master the Play Dead, and you're halfway towards controlling a veritable combat mon-
strosity! From the Play Dead, a variety of moves can be used that causes Lei to spring up, inflicting terri-

ble damage to a unguarded adversary, and one of the best attacks of this type is the Swallow’s Dance Rear Sweep.
Essentially this is a Rave Spin, but the lying position makes this an excellent choice for surprising foes with a low
sweep followed by a high kick. The sweep sends your opponent spinning into orbit, whilst the kick brings them back
down to earth with a crunching thump. One final mention must be made of the Back Body Triple Flip which is another
excellent technique to unleash after your ‘dead playing’. As one might expect, Lei launches into a sequence of three

LEI’S ON THE FLOOR BUT NEVER KNOCKED 0UT! RISE uP AND DELIVER THE SWALLOW DANCE REAR SWEEP! BLisTERING!

Ler WutonG
PERSONAL DATA

Namiowaury Chinese
FIGHTING STYLE CHINESE
MARTIAL ARTS (KEMPO
ervATIVE)

Ace 26

HeiGHy 175 cm.
WEIGHT 65 kG

OccupaTion Poice beTec-
IV (cENTRAL HoWG KowG

'ROOFTOP AT MIDNIGHT

awesome flipkicks, and these also form the base of Lei's
ten-hit combinations

Lef's other unique stance is the Turn Around, and this is
another move used before he launches into a series of
crippling combination attacks that leave a foe bruised
and choking on their own teeth. Once inputted, Lei turns and faces away from the
opponent, leading the enemy to think that Lei is unprotected and prone. How wrong they
are, as Lei can perform over seven distinct techniques from the position. Most are self-
explanatory, but the Back Body Crushing Fall is particularly useful as it floats an adver-
sary, and can thus lead to yet more Wulong punishment. The other move of note is the
Back Body Sweeping Lower; a sweeping punch that isn't

that exciting until you realise that this may hit up to five

most respected Hong Kong
police detectives, officer Lei
Wulong has developed his
own style of Kempo, and
uses this to his advantage

facing the numerous
criminals that_plague his
home metropolis. A spate of
killings (including a particu-
larly vicious attack on o
group of stevedores known
to Lei) lead to the investiga-
tion of Kazuya Mishima who
was linked to various Triad

‘executed the unlucky police
officer. Lei flew into an
unspeakable rage, vowing to

tre of
Kazuyo's operations, and
secretly planning to avenge
his partner's death by any
means necessory. To further
this line of enquiy. he enters
the second Rave War.

times in a row providing you keep down pressed and ham-

mer away at the left punch. This is excellent for annoying

‘your foe into an early death, and a very useful attack to

remember.

Other excellent techniques of Lei Wulongs include the
ing high kicks with

ick;
in between to allow a battered foe the chance to block
before the second onslaught begins. The pause is neces-
sary, as it allows an enemy to edge forward to try for a
k, just before you wade i

HOLSTER THAT MAGNUM, LEI! YOU DON'T NEED IT!
THE FAST PUNCHING COMBO TAKES OUT THOSE PERPS!
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Repeated punching results in a
blaze of fury from our Lei, who is
confident in any situation thanks
to his years on the Hong Kong
police force. He can even take
time to lie down on the job (top)!



By}

START YOUR AWESOME GUARD IMPOSSIBLE QUICKLY, DETECTIVE! GO, COPPER!
THEN SHATTER YOUR FOE wiTH THE KINGFISHER SWIRLING LEG KICK!

pected second power move. A similar move is the
Crouching Tiger Mountain, and this is particularly useful to
mix in with the Boneshaker as the Tiger Mountain finishes
with a low rather than a high kick, meaning a foe can
become horribly confused (and mangled) when a mixture
of the two techniques are applied, as the foe isn't able to
block convincingly. Finally, try one of the Swirling Wing Leg
Combos, as the open nature of the combination allows you
to add any of your own techniques should you wish to o The Steeping Queen of birds is a
so. With some practice, you can actually start this two  most graceful stance (above).

Ler WuLone
PERSONAL DATA
FIGHTING DRESS CODE

te cuffs

g hite
s shoes. Hair
in ponytail tied with green
band.

coSTUME. rec
tive uniform; white open-col-
lared shirt with rolled-up
sleeves, braces and gun in
holster with belt. Tan and
slightly flored trousers.
VICTORY POSES

STANCE 1: Lei commences
short Kemp routine, starting
‘on bis right fool, he lowers
his arms ond produces a
swinging kick and a fighting
grunt before placing his foot
down and adopting another
posture; legs in horse stance
and arms ready to strike.

STANCE 2: Another Kempo

stage attack and use it as a feint to move behind the 0t & %o lead 0.8 TSt
enemy where some disgraceful antics may be commenced!
Lei also benefits from a phenomenal Guard Impossible known as the Kingfisher Swirling
Leg. After Lei has balanced with a Sleeping Queen of Birds

it e oo Yol e e
ing downa superbly-timed kick that staggers anopponent [T T N TR
Severely. Watch for that time delay, and try to time the -

move to hit a rising opponent for. maximum damage
potential. Lei also excels in making his opponent fall;  INCAAAE
either by a well-timed flying kick or else by leaving his [T
enemy with no room o back up (by Playing Dead for  EEEFES e ]
example) after a similarly well-judged dashing pursuit. s

Choose whichevr technique s easiest for you and perfect
it! Finally, many of Lei's attacks work only when his back is

wed, he is behind his  EEIUCEEZ
chosen a trick manoeuvie SRR

techniques, along with 'BACK BODY SWALLOWS DANCE Foom Turw Arouno 8| ~g -

opponents may quake kit

C
3

e ity ooy s TR
e S
During this time you can see Lei
pus e e el T CCCr
constructed_polygon_fighte

Genot i o SLEEPING SLIDE [ 5|
B D e R ——
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| SPECIAL EXTENDED PLAY |

MICHELLE CHANG

NATIVE AMERICAN NOMAD

“KAzuYA THINKS HE CAN STEAL THE TREASURE OF MY PEOPLE AND KIDNAP MY MOTHER! HOW WRONG HE IS!”
“GET THAT BLOATED AND EVIL SUMO AWAY FROM ME, OR I'LL BURY MY AXE IN HIS SKULL!”

I With the spirit of the Buffalo and the fate of her mother to consider, Michelle Chang has rightly
matured into a deadly opponent with extra moves aplenty. Apart from this maturity, Michelle's dress
sense has at last taken her into the 19905, as her second costume sees her sporting the ‘Woman about
to inflict crushing damage’ look, complete with vest top and zebra stockings. Once fuelled up into a
combat based rage, she can easily out-perform her opponents with quick leg attacks
that sweep and then change to a high hit, or else go for more powerful moves that can
knock an opponent across the battlefield with one hit.

When commencing your quest for Michelle-based knowledge, it is worth noting that
a good mixture of low sweeps and turning combinations (where she skips to the side of
the opponent before unleashing a deadly attack to the flank) is excellent to begin with,
and you should follow this with her stunning moves where she plants a couple of linked
fists into the opponent and takes the wind from their sails. Her three hit foot attacks are
amongst the fastest and deadliest in the whole game, not least because she uses her
Hello boys! As you can see,  Kempo to hit low and then high with the majority of her kicks. This gives the Michelle player a chance
et o e aed 1l tovary the height of her kicks, and makes her attacks very difficul to block sffectively.
oned with. And a ather Interest- Michelle also benefits from her Unblockable attack, which she obtained during her training for the
ing fghting atire, too. first Iron Fist competition. Backing up like a trapped water buffalo, our Native American beauty elects

THE FISHERMAN’S SUPLEX SOON SORTS OUT WHO HAS THE BACKBONE TO CONFRONT THE SQUAW OF TERROR!

MICHELLE CHANG
PERSONAL DATA

NATIONALITY AMERICAN
FIGHTING STYLE VaRIOUS
CHINESE MARTIAL ARTS
(mamy Kempo)

Ace20
HeIGHT 163 cm.

Boop Tvee B

Occuparion HunTer.
PASTIME TRACKING AND.
HUNTING

Emjovs WaTcHinG BurraLo,
THROWING HAND AXES

Sus-

STAGE SETTING ANCESTRAL
SURIAL GROUND AT HOWLING

to charge forward with a strike powerful enough to sepa-
rate the jaws of her victim. This charging strike is accom-
panied by Michelle’s trademark explosion, which in this
case happens to be a red and blue energy pulse of ulti-
mate power (it is worth noting that Wang’s energy pulse
is much the same, but his is of the purest blue, and
shows that Michelle has determination, but must spend a greater proportion of her life channelling her

Michelle Chang's upbring.
ing in her Native American

reservation was influenced Chi energy in order to inflict the greatest damage she can).

by an old Chinese gentleman Another excellent addition to Michelle's fighting style is her ability to float an enemy using her
e il uppercuts. Start low with a kick that an opponent should block at low level, but finish with a high
were deeply spiritual people, punching strike that will leave a nasty taste in the victim’s mouth (usually the blood from their own
and she leamed knowiedge tongue). Once in the air, the options are pretty much open to you, as many of the moves from the list
s i o e to the right may be employed to halt a descending foe from hitting the ground before they receive a it
mother. By puberty. her tle extra puni We'll b Mic tmonth, so for the moment, look

fother had divulged know!
edge of his tribe’s ancient
Native American treasure,

1o the screenshots to decide exactly how to time your attacks.

ings, he never revealed the
exact location until her eigh
teenth birthday, when he
presented her with a price.
less pendant engraved with
the treasure’s whereabouts.
Soon afterwards, Heihachi’s
men kidnapped her father
and tortured him to death in
a quest for answers, and this
leaded her into an intensive
training regime for the first
Iron Fist competition. With
Kazuya now at the head of
the zaibatsu, o new terror
seeks this elusive tribal treo

sure, and Kazuya's agents
take Michelle’s mother, hop-

ing she will reveal the secret

ment for the second time:
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A Quick FOUR-HIT COMBO sHows YOUR ASSAILANTS WHO'S BOSS!

PILE ON THAT PRESSURE AND YOUR ENEMY WON'T GET A HIT IN!

Michelle also has a new throw which is absolutely devastating to behold! By
focussing her mind and channelling her thoughts, she performs a complex twisting
manoeuvre with her hands that causes her victim to go through various constrictions,
Michelle stifles a laugh when she opens her eyes and looks at the strange contortions
of her opponent’s face, before lifting them up and over her head by their (now broken)
arms. Once in the air, she brings them down to earth with a sickening thud, before ris-
ing ready to dish out more punishment. “Shall we dance again?" she asks. “Splutter
cough gnnaaakkk!!” replies her opponent, coughing up blood and teeth.

Once you've mastered Michelle, you can control one of
Tekken 2's finest fighting vixens. Ever so popular in
Japan, the Native American Whirlwind and Marshall Law
have remained at the top of Japanese gamers’ charts for
months, and when you use Michelle in battle you begin
to realise the immense skill that she is blessed with. With
your help, she may just succeed in finding her beloved
mother and inflicting some major hurting along the way!

e T I T
ECTTrr . ——T T
6 WhiLE CROUCHING
FRONT CROSS CATCH BEAT WhLe crouchinG @ ®.
FRONT FAN THIGH BEAT
FRONT CONTINUE THIGH BEAT 15,10
BLUE EMPTY CANNON SHOT T s

EXTREME SWAY STEP. DURING HIGH JUMP @@

oo moveresversor | o 9% | o]
COLTHINE CoLLAPSE WM

3.REAR CAPTURE

4. REAR THIGH BEAT WhiLe croucnnG S0 g

PIERCING BOW THIGH

ENDCAUSING THROUGH THEHEAVEN | =% |
[Heworroner %8|

FULL NELSON SUPLEX Near opponent v 9@

CHANGE POSITION THIGH (00 ]
TceR tsow [omgs 0 |
QUICK STEP PALM FIST EX
QUICK STEP COLLAPSE ELBOW. EXCE
cwraTick (% ]
CONTINUAL FIST CUT DOWN T
CUTTING DOWN THROUGH THE HEAVENS| &= |
CONTINUAL FIST LOWER KICK EE T
CUTTING DOWN PIERCING BOW | weaermncvr 99-"g9- |

e
whie e up -89 g, Queen of the suplex, Michelle
shows off her new variant, much

CUTTINGATIACKELBOW COLLAPSE | @~ 2® | {o the displeasine of her twin
SPEEDY FRONTCONTINUALTHIGHBEAT | 0 @@ | desptsonly moderate damage
SPEEDYFRONTCROSS CATCHBEAT | @ 0% |

& |

HEAVEN CANNON 2
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3
5
8
s
8
3
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MICHELLE CHANG
PERSONAL DATA
FIGHTING DRESS CODE

band with feather. Hair in
wo side plaits and ponyto

nytail

TUME 2: Pastel gree

hair in two side plaits and

ponytal.

VICTORY POSES
STANCE 3: She leaps into the
ai, tucking her legs in as she
Somersauts, landing expert-
ly and immediately sliding
stance over her left knee
right arm bent,

a stretching

STANCE 2: She leaps fo

ward, punches the air twice
with her right fst before fin-
shing with a yell and a left
‘punch skyword.

STANCE 3: She foces forward
before turning fo  look

weeping her left arm round

STANCE 4: She leaps
upwards, twisting o he
ight whilst uppercutting

with her left arm. Then ther
lands, crouches and looks
Kywards
HOMELAI

Amongst the valley of her
ancestors is a sacred burial
spot. Towering sandstone
formations reach upward:
ders catching the dying rays
of the setting sun, and
bathing the rocks in a purple
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| SPECIAL EXTENDED PLAY |

YOSHIMITSU

MECHANISED NINJA WARLORD

“THE BLADED ‘YoSHIMITSU’ HUNGERS FOR THE TASTE OF MISHIMA BLOOD!!”
“WHERE 1S MY CYBERNETIC SCIENTIST?! ANSWER ME KAZUYA, OR I'LL FEAST ON YOU ENTRAILS!”

A sword attack which shreds
instead of stabbing is the
Windmill (below).

Yoshimitsu is a very frightening and unconventional character, even more so in
Tekken 2 as his sword (also known as ‘Yoshimitsu’) is wielded with even more precision,
leading to even greater stabbing (and scarring) potential than ever before; whilst
Yoshimitsu's unorthodox fighting style has been further added to. This devil in human
form is perhaps one of the most flamboyant characters in the game, having leamed a
couple of marvellous leaping throws and another variation on the Stone Fist, and with
practice you can pull off some of the most athletic manoeuvres of the whole game.

fs-g

:.:,,"
LYY

£

To start itsu’s weird and wonderful repertoire off, a mention must be made of
his new six hit rotating movement, the Slap-U-Silly. Our masked ninja of death squats
down slightly with his right arm outstretched, and begins to spin, moving towards the
victim like a metallic whirlwind, and knocking him up to six times before Yoshimitsu
comes to a dizzying halt. This hits deeper than the Stone Fist (although it is not as dam-
aging), and betters the rotating leg sweep (known as the Ninja Arts Swastika Swap).
With truly masterful timing, any of these techniques may be intermixed for a combina-
tion that an opponent cannot block without lightning reactions.

YosHImITSU
PERSONAL DATA

Narionauiry Nowe
FIGHTING STYLE SWASTIKA

“SWASTIKA'(A POSSE OF

Enjors PLAYING viDEO
Games.

Sus-Boss Kunimirsy
S1AGE SETTING HAUNTED
FoResT GLavE

Leader of the Swastika clan
of ninja_ bandits from o
remote _mountain _region,
Yoshimitsu is reputed to
have clawed his way out of
the bowels of the earth to
lead the posse of outlaws

from their mountain_hide
outs to rob and pillage. dis
uibuting  theic gains
amongst the poor villagers
of nearby hamlets. After dis
missing ' young female
assassin from his ranks for
stealing, Yoshimitsu plans o
more.  difficult mission;
attempting to infitrate. the

responsible for creating the

Unfortunately, his team was
spotted and military security
lasers cut Yoshimitsu’s left
arm off in the frenzy to
escape. The mission proved
{0 be a portial success, as
the scientist accompanied
the ninja_unit out of the
Akihabara and even fitted a
cypernetic armto
Yoshimitsu. It wos when
Kozuya's men’ kidnapped
the doctor that Yoshimitsu
flew into a rage, and has
entered the second competi.
tion to free bis valuable sci-
entist.

Once you've infuriated your fellow player by your
fotating antics, you may wish to embarrass them further
by knocking them the other way with the Swastika Back
Fist. The Back Fist is an essential move to learn, as not
only does it confuse the opponent, but it leaves them
open for Yoshimitsu to grab them and execute the Ninja
Arts Wind God; the most devastating reverse throw in the
entire game! The Ninja Arts Wind God sees Yoshimitsu
grabbing his opponent and springing high into the air,
twisting them about before plummeting to the earth
headfirst, causing the to land on their neck with
great impact. Another quick move to learn is the Storm
(or Fubuki) whereby our masked assailant knees his
opponent in the midriff. Depending on your distance
away, the Storm can knock a foe off their feet or leave
them standing; it all depends on how close in you are.

Next on the list for this mechanised ninja is the Grass-Mowing Cannon - a technique that is summed up marvel-
lously by the name - as Yoshimitsu's three stage movement sees him skimming around the earth in a spinning frenzy.
The first two attacks are the Solar Kick and the Shark Attack that Yoshimitsu has refined from the first competition,
and hit first at mid-level and then at head height before the third and final thrust. This has Yoshimitsu bending and
then thrusting both legs into his foe from a headstand, and the impact of this hit sends the victim flying into the air.
With an excellent floating potential, this attack is only marred by the slowness of the Solar Kick, so watch your timing
carefully.

Moving on to yet more bizarre movements, Yoshimitsu other-worldly techniques actually enable him to heal him-
self during bouts of fighting. This is
achieved by first performing the Manji-

agura Swastika Crouch, whereby PRAY TO DARK GODS AND HEAL YOURSELF WITH THE DEMON WEAPON!
Ioekinpsy st cross leghadpn the THE MANJI-AGURA CROUCH Is YOUR RITUAL!

ground and waits for you to realise

down on the joypad, after which he ini-
tiates the Thousand Sensations; posi-
tioning his sword vertically and thrust-
ing it upwards on short bursts. For
every three thrusts, Yoshimitsu gains a
small amount of energy, and this may
continue until he is interrupted. Once
sat cross-legged, you may hold down
on the joypad to postpone your trance
heal (although why remains a mystery),
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End  Yoshimitsu's teleport
behind your foe and quickly exe.
cute the Ninja Arts Wind God
(below).

YosHimiTsu’s
PERSONAL DATA

FIGHTING DRESS CODE
COSTUME 3: Silver and
brown segmented metallic

brown. traditionalsamurai
hat.

COSTUME 2: Siver and fawn
segmented metallic body
suil, robotic left arm, signa-
ture on right shoulder. Red
Yoshimitsu’, white devil
mask with lorger incisors.

POSES

Yoshimitsu utters a grow.

STANCE 2: He foces forward,
head bowed before sitting
down _cross-legged ~ with
“Yoshimitsu
tally in front of him. He then
raised his head and grunts.

held_ horizon-

STANCE 3: He hops forward
on his left leg before placing
h feet wide a

0 side, twisting
his head about.

HOMELAND
Echoing spirits murmur in
he wind, whilst the fight
takes

ace in a glade lit by
rays of sunlight pushing
through  the
canopy. A circle of lush green
grass illuminates and dark
and ancient trees twist and
sway in’this uneasy forest
atmosphere.

and once you've had your fll of energy, you can either stand upright (by pressing up or down), or teleport to an upright
position by pressing forward or backwards (in a move known as Sengaku-Bukuubu). Yoshimitsu only teleports if he
positions himself near to a backward facing foe.

Last on the list of supernatural moves is the Karin Flower Wheel, where Yoshimitsu shifts his axis and spins about
his opponent in a haze of magical dust. This can be attempted anywhere, and with repeated hitting of the buttons,
Yoshimitsu can teleport almost 9o degrees to the left of his assailant (before dizzying himself after six spins). This
makes Yoshimitsu almost untouchable in the hands of an expert, but it is worth remembering that this teleportation
skill drains lifeforce from Yoshimitsu's spirit, and every spin causes damage. This move is for confusion and attacking
an opponent’s exposed flank, and is most useful to dodge an incoming technique before retaliating with a murderous

backlash.

Of course, the robotic bandit lord
wouldn't be complete without his full
compliment of bladed techniques, and
Yoshimitsu doesn't disappoint. Many

THE BANDIT EMPEROR HAS THE STRANGEST MOVE IN THE ENTIRE GAME!

EXECUTE YOURSELF wiTH NO GRIEF!

of these moves are , most
are very quick, and some inflict terrible
injuries that pierce and slash. A new
and awesome Guard Impossible tech-
nique from the weird and wonderful
ninja is the Flying Air-Attack Fist and
Death Copter . Yoshimitsu takes to the
air by using his weapon to keep him air-
borne. He gently floats down until over
the enemy and then draws his sword
back and falls back to earth, bringing
the blade down onto the awed enemy. This move has a
fair range, but damage is upped considerably with a
close and direct hit, so time your descent from the skies
carefully. A variant of this is the Death Copter, which is
visually similar but lacks the end slash and is mainly
used to cover distances. Once near to the enemy, wait
until a mistake is made, and fall to the ground to start an
immediate counter-attack.

An account of Yoshimitsu’s moves wouldn't be com-
plete without a mention of his seppuku moves; the
strangest techniques ever seen in Tekken 2. These are
known as No Confusion and No Grief. No Confusion sees
Yoshimitsu twist round until he stands next to his oppo-
nent (facing away from them). At this time (and providing
your opponent is slow enough) you may execute (literal-
ly) No Grief, where Yoshimitsu raises his sword and
thrusts it into his guts, inflicting terrible damage on him-
self. The move is unblockable, and is only used by truly
seminal Yoshimitsu players to score an unbelievable vic-
tory from the jaws of
death. We'll leave it up to
you to figure out exactly
how No Grief is
employed...

SHIZUKU - DROP

FUTABA - DOUBLE BLADE

SHARK ATTACK Durs

STONE FIST

1. NINJA ARTS SWASTIKA SWAP
[rormaon | eea |
[Fosormo [ v ]
T I T S
(o ew

DESPE] M AIST

TECHNIQUE CONDITION
e ]

News orvonenr §

Neag o

KNEE CAP
PDK COMBO
2. MAN/I-AGURA CROUCH

Evacr secoren a2

3’

NINJA ARTS WIND GOD 4
[Gowrome 3% |
T

NINJA ARTS WATCHTOWER FALL
HYUUGA CANNON
KARIN - FLOWER WHEEL

@ @ reease jorsrick 1o cur

THE VIDEO GAME MAGAZINE ® MAXIMUM 25



| SPECIAL EXTENDED PLAY |

NINA WILLIAMS

SILENT STALKING ASSASSIN

“ONE TWIST FROM THESE THIGHS AND YOU’LL BE CRYING ouT IN AGONY!”
“YOU’LL FIND IT HARD TO FIGHT AFTER I'VE CRUSHED YOUR PELVIS!”

professional hit-woman with attitude, Miss Nina Williams was the only char-

acter in the first Tekken to perform linked damage to her victims with a variety of bone-
crunching techniques. Her attack beginning with the Palm Grip saw the first ever multi-
Manowauryiwsy | linked manoeuvre that could even be varied mid-way through a combination, and
oy topingdreis brought immense excitement and satisfaction to the more blood-thirsty of Tekken play-
Aot ers. With the second tournament about to start, Nina has spent the intervening period

NinNA WiLLIAMS
PERSONAL DATA

2
HasaTIo1 e expanding on her list of grapples with only one intention in mind; to defeat her younger

et sister and finally win their war of attrition, and to take down Kazuya's activities for good!
Occupation Proressionat To help her in this task, Nina benefits from having the most number of movements of
bttty any Tekken 2 character, as you can see from the gargantuan moves list to the right.
PASTIME TRAVELLING 5 B

Enjos Tom (FRoM Tom AND Indeed, so large were the number of techniques, that the list you see before you isn't
JeRRY), iy Ten scorc actually complete! The reasons were due to lack of space, but for the record; Nina's
o b s mammoth punch/kick combinations are so vast that we included only the most damag:-
‘Srace Serrive Ruinto ing and visually pleasing of these techniques. Note that each o her punch/ Kk combi-

three variations to end the technique, 5o itis best to experiment with
eending your combo with a punch or kick other than those presented here. Once you've

Nina fled from her native
Ireland after numerous dis:
putes with her younger sis-

(e il uenet A STUNNING THREE-HIT COMBO FLOATS THAT FOE WITH EASE!
o e e Mo FROM HERE, YOU MAY CONTINUE THE PUNISHMENT AS THEY LAND!

the _highest  bidder.
unknown organisation has
paid her well to execute

she accepts this
mission immediately ofter
realising that er sister has
become involved with the
new leader of the Mishima

resolved to fight her at the
earliest opportunity. There
be no reconciliation, as mastered the 35(!)

fferent versions, you should graduate to her more

oyl kot impressive and damaging techniques; her gruesome bone-snapping
was only the beginning. Now martial arts.
the world'’s deadliest assas-

The massive expansion of Nina's bone-
breaking manoeuvres came as a shock to
some of the more sensitive members of the
MAXIMUM team, as we watched with glee as
our resident Tekken 2 master, Mr Harrod,
demonstrated just how wide Nina can
stretch an opponent’s leg out before it
snaps. Apart from her old Palm Grip move
where she grabs her victim by the arm, rab-
bit punching her assailant before clamber-
ing all over them to dish more hideous dam-
age, she can now run and jump onto the vic-
tim, clasping her entire body against them
as they lose their balance and fall back-
wards, and from this prone position, Nina can try any of her new crushing Some of Nina's grapples are just
moves, such as the Crab Claw where she stretches out her victim’s right leg ‘ﬁ';‘;{_'::zj;“;;":h‘;‘m figd
whilst holding onto their protesting head, and then wraps her legs around  ripping sounds like, may we su
this leg and cracks it backwards. Unfortunately, bones were never meant  8est_ ihat you purchase the
to bend back quite that far, and the victim lets out a howl of anguish as ‘,,,.....,T.‘.m play, :;'Tn: .‘.:i’f‘.’
their knee is shattered in a dislocation frenzy. Using Ninas holds with little hand gestures to win her
'some degree of competency is hard work at the best of times, especiallyas ~ round (below).

the Sony pad is blessed with problematic d-pad diagonals, but you must

learn her multitude of wrenching techniques in order for you to experience

the sheer horror of the silent assassin with her Jumping Achilles Tendon

sin is gearing up for a sister-
onsister showdown: Anna

hall know the meaning of
true pain!
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THE GRAPPLE QUEEN wiTH AN ATTITUDE!

BEGIN YOUR BONE-BREAKING BY EXECUTING THE PALM GRIP!

Hold and many other gruesome bone-cracking attacks.

Apart from these holds, Nina's main strength comes
from her combination attacks, as she has more than any
other competitor. As you can see from the list, you have
50 many moves to choose from that linking them togeth-
er shouldn't be a problem at all, but for those having dif-
ficulty with such playing techniques should try the
Linking Leg Kicks to start with as this is excellent for
starting the many floating combinations that can result
in some pretty serious injuries for the unwary.

Once you've managed to attain some degree of com-
petence with both Nina’s grapples and legwork, it is per-
haps time to graduate to true mastery by fitting a number
of her techniques into one short and extremely painful
devastation that sends the other player to the Mishima
medical centre (complete with resident staff nurse, Wang
Jinrey) with a multitude of horrific injuries. Nina's quick
attacks ensure that your opponent has little time to for-
mulate any sort of retaliation, as her punch and kicking
strings can be started at any level as are therefore very
difficult to block. Once you've got an enemy retreating,
follow up with a Palm Grip and finish with a sickening
crunch of sinew! Just remember that those buttons need
to be pressed at lightning speeds, otherwise an embar-
rassing mishap will occur. Nina is the character that
you'll be returning to again and again as you progress through the contestants, and
rightly so, as this silent stalking assassin has the ability and agility to make all other
Rave War competitors think twice before challenging her awesome aikido power.

3

NiNA’s
PERSONAL DATA
FIGHTING DRESS CODE
COSTUME 1: P

low sash. uple stockings

and  black  high-heeled
shoes. Purple arm bandages.
ed earrings and hair i

ponytail Red hairband.

COSTUME 2: Green comou
flage body suit open to the
breast with white

he back

and boots.Red eartings and
hair in ponytail. Black hair
band

VICTORY POSES
STANCE 3: She brings her left

STANCE 2: She tums side-
ways before spinning round.
on’ her right foo, bringing
her left thigh up to her waist
and striking down with her
left hand.

HOMELAND
Nina beckons her challenge
tiful stone setting

10 a be Loty
overlooking Athens. in the T
background there s the bl el

thenon and many ruined

T il i—
THROW AWAY OPPOSITE SIDE HOLD

i a—

C a— i————

Cr — . S———

Er L T—

o — Y I
UNTING S

30
30
50
W0
15
30
2

1

12,15
12,2

12,10
16-30

10,6615

Whi crouch
o — T
g i
3. BEND ELBOW DROP.
[wrnonsmomnsnoee o | s
25
10,2
15

10
9
4
3

(CONTINUAL ATTACK PALM DESTRUCTION

DIVINE CANNON

!

10,10,15

ee
T 7 S
I o S

4. ARM TWISTING STOMACH HOLD oGl o -a-2-2 15,1
;
6. ACHILLES TENDON HOLD DURING 5. PR

15

CROSS KNEE HOLD DuriNG 6.0 7 @~ %
SPINNING ACHILLES TENDON HOLD DURING 6. ® o 306

Hoto THE THIRD FoRWARD = = o

45
35
7. JUMPING ACHILLES TENDON HOLD
[eomsomons [oee |
Coeromacm 3o 8 |
[omoomsmmona [seses |
[oncrcsnorione | as e |
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| SPECIAL EXTENDED PLAY |

MARSHALL LAwW

DRAGON LEGEND

“I wiLL NOT REST UNTIL THE HATED BAEK LIES BLOODIED AND TWITCHING!”
“Kazuya DESTROYED my Dojo! I’LL ROAST HIM ON A SPIT FOR THAT OUTRAGE!”

Master of the flipkick and expert of the stir-fry,
Marshall Law has spent the intervening period honing his /L
leg work, and now appears even more quick and deadly in 1o swich between low and nigh
the foot department. Aside from a new Guard Impossible  kicks with ease (below)

technique, Law s almost unchanged except for one impor-

MARSHALL LAw
PERSONAL DATA

NATIONALITY AMERICAN
FIGHTING STYLE ‘MaRSHALL"

s
ek 27 tant difference; his floating ability and awesome filpkick-
Heronr 179 cm ing prowess.

a2 Covering Law's non-flipkicking related antics first, a

Occupation Dojo owwes,
MARTIAL ARTS TEACHER,
coox

PASTIME FisHiNG

EWOYS SPENDING AND SAV-
ING MONEY

SuB-Boss BAEK Do San
SIAGE SETTING GREAT WALL
OF CHiNa AT SUNRISE

good technique to begin with is the Left Linked Knuckle.
Despite the rather puny damage rating, Law can whittle
down an enemy energy bar providing all five punches con-
nect, and as is obvious, Law shuffles forward inflicting up
to five light hits from a
flicking left wrist. Rather
pleasing effects are gained
from catching a jumping
bl foe a5 he descends, but
managed to acquire enough | most of the time, only the first two hits pass through an opponent's defences while the
Mianey fo ronstruct s own rest are deflected with some deft blocking skills. Once you start to tire of this technique,
dojo with the help of Paul A i
Phoenis, whilst <til finding | try linking it with the Dragon Knuckle for a couple of extra moves. Up to seven hits can be

time to cook in a local achieved, and it is useful to press forward whilst the Linked Knuckle is underway, chang-
restourant. Upon returning

9w 1 Fobto exbnaigarion ing to right punches after Law has hit his opponent twice.
S0t eyeniv he discovsred Moving onwards, we find that Law has a small and unassuming combination mack
that his entire centre had that is superficially similar to the Dragon Knuckle, but with one important difference;
besncaedlotnegiount A | has become known as the Rave War Combo. One of the first combinations ever iy
beaten ~ severely; some | ered, this has been superseded by many more lavish affairs, but beginners should defi-
oll  recognition, nitely begin their Tekken 2 career with this easy to execute combo. After you've mastered
e iy | this technique (which shouldn't take any time at all) you should try utilising the slidi ing
Cupping the head of his | technique that Law (and a number of other characters) can muster. By picking up

prized pupil Yaz, he asked

responsiie oy s outoge, | THE FRONT KICK LEFT SOMERSAULT BLASTS YOUR FOE INTO THE SKIES!
biood, e pami amserey | FINISH HIM OFF WITH MORE SOMERSAULTS AS HE LANDS!

with 'the name “Baek"
Law's rage was terrible, and
he. single-handedly rebuilt

Also remember that some of
Law's somersaults hit twice
(below).

of the attack. This is a matter
of personal honour!

speed (executed by pressing forwards three times), Law can trip a rising, prone or standing foe by hitting right kick just
as he reaches his target.

Moving to slightly more complex manoeuvres, Law can use his Three Linked High Kicks to inflict sizable damage on
his adversaries, and although this is unbelievably easy to produce, it does
have a cunning side toit, as you may elect to hit with only one high kick and
follow it with a strong mid-kick. This is achieved by holding forwards as the
first kick hits, and makes your opponent defend to a greater extent, mean-
ing you are free to follow with whatever you desire. Also note that the third
high kick floors the opponent (providing the other two hit home), so try a
sneaky sweep to end with, such as the Dragon’s Tail. This aptly named tech-
nique sees Law drop to his left side, using his arm as a pivot whilst his
swings his legs to connect with the feet of the victim. A good technique to
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finish with.

Law also benefits from the same Guard Impossible that
was present in the first Tekken; the Dragon Fang. This ver-
sion is almost identical, although you are able to halt the
build up this time around, meaning that a cunning Law
master may commence his Fang before halting his trance
and countering an incoming enemy with a surprise attack.
Asis the norm, the initial build up allows your opponent to
run forward with an attack, so timing is essential; but once

Punch strings are Law’s special
ty, as the two pictures show
(below). Note the floating poten:
tial when you keep attacking.

painful and fiery death!

you've hit with the Dragon Fang, your foe
meaning of the word pain! Law's spirit has combined with
the Chinese Dragon of yore, and an enemy now faces a

Once you've become competent with the ba
Law’s techniques, you should move on to his flipkicking-
related attacks, as these float an enemy with littl

know the
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prob-

THE FIRE OF THE CHINESE DRAGON COARSES THROUGH LAW’S VEINS! EXECUTE THE DRAGON FANG IMMEDIATELY!

MARSHALL Law
PERSONAL DATA
FIGHTING DRESS CODE

VICTORY POSES
STANCE 1: he

adopting

STANCE

arms above his head

HOMELAND

Sy

fem, and are used to finish off an already unsure and
wounded enemy. Amongst his fine repertoire of flipkick-
ing antics is the Crescent Kick, a quick high kick followed
by a trademark somersault used mainly to inflict sizable
damage to a foe who keeps blocking incorrectly. Try to hit
with the kick, as the somersault follows immediately and
is very difficult to block effectively. A good variation of this
is the Double Impact, that starts with a sweep rather than
akick and is therefore slower, but hits low followed by a
mid-level somersault. Try this technique with the Crescent
Kick combination as an alternative for some confusing
flipkicking moves that an opponent has great difficulty in
blocking. Perhaps Law's best flipkick attack has been
saved until last; the Back Flipper. This is a great double
flipkick with good damage potential but with little chance
of floating possibilities, and should really be saved for
unruly opponents that dare to question Law's combat
(and indeed cooking) prowess.

A final piece of advice is to intermix all of Law’s tech-
niques until you have learned them all, and put them into
practice in the combat arena for some deadly floating
action. Also bear in mind that some techniques (such as
the Double Impact) can be attempted again after the first
has hit home, leading to floating frenzy the like of which
has never been seen as Law can inflict the same damage
again on a descending foe.
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[ SPECIAL EXTENDED PLAY |

JACK - 2
SUPER GENOCIDE WEAPON!

“ALL SYSTEMS ONLINE... UPDATING MEMORY... MISSION DETAILS FORTHCOMING!
PRIMARY OBJECTIVE: | MUST CRUSH YOUR HEAD AND YOUR ARMS INTO SMALL SQUISHY PIECES!”

Russia’s robot killing machine has received many new combat algorithms from the military before
his AWOL activities, and now fights using Power techniques coupled with wrestling moves and the odd
boxing punch or two. This isn't the only benefit that the extended overhaul gave our large robotic friend, et ready for some Cross Cut
as you'll soon discover. Jack was one of the most devastating and visually impressive fighters in the first  Scissor action, as Jack-2 demon-
Tekken, but lacked the necessary speed to fend off attacks from the lightning strikes of the Marshall and 7% " 94 move but one ol
Miss Williams. Now Jack-2 is still a lumbering power-monster, but has acquired so many extra attacks that  inficting large. damage. with
these more than make up for any deficit in the agility department. Jack-2's moves inflict greater damage  ease.

than those of any other character, 50 a competent Jack-2 player should use this knowledge to his advan-
tage and try to wound an enemy with awesome power strikes from his piston arms. Note also that Jack-2
almost never employs any feet-based combinations (save for the Cossack Combo) as his huge over-sized
arms (with trademark green lightning explosion) are his basic weapons.

Starting with some older techniques, it is worth remembering the elderly Hammer Combo from Jack's previous
incarnation. Using the simplest of commands, Jack lumbers forward, swatting his enemy with three left hand power
smashes. Designed primarily to unnerve a foe, this combo can't really be added to, so it would be advisable to engage
Jack-2's memory chip for for up-to-date fighting information, and a good new move is the awesome Scissors

TWO KIDNEY- RIPPING ATTACKS ADD TO JACK’S ARSENAL! SCISSORS MELTDOWN or SCISSORS MEGATON!

=

JAck -2
PERSONAL DATA
NaiowauTy Russian
FiaiminG Srvie Powes
MOVES AND OTHER MECHA-
Cat MarTiaL ARTs

Ace 5

Meltdown; a technique that starts with a Cross Cut Saw
(ack's double kidney disaster punch from Tekken) but
continues with a Scissors ending (indeed any two stage
Jack combo is known as a Scissors technique). In this
particular case, Jack-2 swipes his hands outwards at his
foe's feet; breaking their ankles and jarring them backwards for even more damage. the chrome Jack-2. Avast sweep.

81000 TyPe P (PLuTONIUM)
Occupamion Muroes RosoT
I JUNK FACTORY

PaSTIME OveRNAULING
nimseLr

Time for a Death Shock thinks

sl e Even when the Cross Cut Saw is blocked, the Scissors technique ensures the next hitis  ing throw by the head follows!
SuB-Boss PROTOTYPE Jack likely to cause damage, and the quickness of the attack ensures Jack-2 isn't able to be

Srace Sern The countered during this move.

o e Another manoeuvre that has benefited from an extra technique being bolted onto the

end of it is the Helpless hold. As any Tekken Jack player will tell you, the Helpless was
next to useless in most combat situations as it left Jack prone for far too long, but in the
sequel Jack-2 now rises more quickly (and thus avoids an embarrassing pummelling),

A refit of the original Jack
android, Jack-2 was on test
in a battlefield situation Rl i
when he encountered a and can also execute a new move called the Face Basher. Once straddling his unfortunate victim, he
small child. Jack-2 and his brings the full-force of his metallic monster arms down onto his opponent’s head, and then leaves his
contingent of androids were

{5t riiap hapless victim vomiting teeth, after which he rises quickly, reacy to terminate his foe!

chemical weapons when he Mention must also be made of Jack-2's new throws, the Rising Hell and Death Shoot, as they inflict
A e i i o much greater damage than any of his old grapples. The Rising Hell sees Jack grab his adversary by the
et e scruff of the neck and throw him upwards through 20 feet, before the prone and lifeless victim falls back
of the small life that he to earth with a sickening crump. Watch your joypad positioning or you'll end up executing the Lift-Up
;ﬂ:::;;;::z:iﬂ Lf;ﬂz@: Slam, and use the Rising Hell with perhaps the Scissors Meltdown afterwards as a fine floating combo
Sy by e S to finish. Jack-2's other throw, the Death Shoot, is hugely damaging but must be attempted when behind

an opponent. The results are worth it, as it scores more
than some Guard Impossible techniques, as Jack-2 sim-
ply grabs his foe with both hands, turns to his side and
throws his assailant as far as he can! The lands shreds
most of the skin from his enemy who can now only stag-
ger to his feet and await his doom!

The Running Pounce Combo is the next on the list, as
it is a great way of inflicting disgraceful carnage to a
wounded enemy provided your joypad abilities are sec-

From his.satellite. link-up
hardware, he  becomes
aware that his creator (a cer-
tain Dr Bonsconovich) has

THE RISING HELL 1S EXACTLY THAT! APPROACH FROM THE
REAR AND DELIVER THE DEATH SHOOT!
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enabling human reason and
emotion.




POUND THEM TO THE GROUND WITH RUTHLESS EFFECIENCY!
THE SHARK ATTACK IS GUARANTEED TO GET THE JOB DONE! GO TO IT JACK!

ond to none. Commence your attack wave with a run
towards a prone enemy, treading on him in the usual
manner before quickly executing the Helpless. Your
enemy must have been thrown backwards by the Stomp jack.2 s undoutedly the ing of
to allow the Helpless to hit, so this technique requires a  the hard-hiting and unsubtle
fair bit of practice; but the results are worth it as Jack-2 (5o e, 2 1he danase et
hits once with the stomp, once with the Helpless, and  suates
once with the Face Basher; giving out more pain than one
enemy can possibly stand.

Moving to actual punching techniques, Jack-2 may

amove known by those fearful of the mechanoid’s power
as the Blood Fan (or the Bloody Fan). From the sitting
position (the Hip Press), Jack-2 shuffles forward, using
is mammoth metallic arms to floor victims with up to
four Dadakko punches, The initial Hip Press can act as an
ambush move, making a victim edge forward before Jack-2 wades along
smashing anything remotely fleshy in front of him.
Jack-2 also has an unblockable attack; the Gigaton Punch, which may
be wound up to five times before the release, and as you might expect,
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e damase = simply phepomenal once the preparation
wind-up has been initiated. The ultimate Gigaton causes
199 points of damage, and is the most damaging move in
the whole of Tekken 2, but the horrendous time delay
means that it can almost never be successfully per-
formed. Try instead for a three stage Gigaton instead.
Finally, no Jack-2 player should be without his Cossack
Combo, the rather humorous folded-arm dance steps
that Jack-2 perfected after the first tournament. Up to six
hits can be attempted, all hit low and all have a particu-
larly nasty reach. A great touch that rounds off this char-
acter well, and s useful as it is one of the few feet-based
combinations that Jack-2 can perform. After tasting a
portion of Russian’s finest
military hardware, any
opponent should pray he
never has to face this

%

JAck -2

PERSONAL DATA
FIGHTING DRESS CODE

1 Green camou
flage fatigues; dark green
vest, jungle  combot
trousers, combat boots,
black leather padded gloves
with red " triangle. Short
mohican

COSTUME 2: Fully encasing,

XV arm gauntlets (close
‘combat variand). Short mohi.

VICTORY POSES
STANCE 1: He stomps for

aggressive manner before
facing forward and lifting his
arms high into the air and

shaking them vigorously
and growiing.

STANCE 2: Facing forwords
and leaning back on his left

arm raised, legs stretched
out)

TANCE 3: He laughs long
and low while pounding his
chest with both orms. He
then falls over backwards
onto the ground, stll laugh-
ing and pounding himself.

While metallic
bodybuilding stances, one
to the left, and one to the

right. As this occurs, one arm
tensed whilst the other is
locked outwards

HOMELAND
A nuclear sun sets in the
background, - illuminating
the ind

atural orange  glow.

estate with an

whilst processing machinery

HAMMER RUSH MIDDLE

gain!

SCISSORS MELTDOWN

5

SCISSORS MEGATON

[ [eesss |

2

5
0

4
3
3
3
3
3
3

6
0
0
5
5
0
5
0
0

note the comedy Cossack combo
(ight).

,
.
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[ SPECIAL EXTENDED PLAY |

KING

WRESTLING FOR THE CHILDREN

“BY THE BLESSED BONES OF ST TERESA, | MUST FIND FUNDS FOR THE CHILDREN!”
KEEP THAT WHISKEY AWAY FROM ME! | MUST CLEAR MY THOUGHTS FOR THE FIGHT AHEAD!”

Kine
PERSONAL DATA

NATIONALITY Mexican
FIGHTING STYLE WRESTUNG
Ace 32

OccupaTioN PasT TIME.
WRESTLER AND VILLAGE

Despite his drinking problem and severe depression, King has managed to acquire
a number of devastating holds and socket-popping combinations that will really make
your opponent wince. King’ not to fail his adoptiy asecond
time has made him all the more frightening during mid-battle, as once he grabs you and
grapples to the floor, there’s ittle you can do except pray for a quick death at the hands
of the Beast Priest! Other excellent features of Mexican's strongest charity worker
include his ability to follow a punch or grapple with a normal attack almost immediate-
ly due to his ultra-quick recovery time, and the many Pro-Wrestling techniques can be
placed into combinations of your own choosing with relative ease. Also note that many
of King's Grappling combos of doom may be countered (providing the other player
knows the manoeuvre), and this can even lead to the enemy inflicting grappling dam-
age on King whilst he struggles to complete one of his own techniques!

Starting at the most basic level, it is worth noting that both King’s normal throws (the
Brain Buster and Coconut Crush) are easy to execute and damaging, but the Buster
move inflicts greater amounts of pain and thus should be employed more often.
However, these two easy (and some would say, cheesy) grabs pale when compared to the Tombstone or Jaguar Driver
technique. These two moves are rather similar superficially, and it is worth noting that a mistimed Tombstone results
in the Jaguar Driver, so know your movements and learn quickly! The Tombstone s simply excellent; for a one hit grap-
ple it inflicts deadly crushing damage and should really

ENOYS WATCHING 4 JaGuaR
HUNTING.

SUB-Boss ArmOUR KiNG
STAGE SETTING CHURCH OF
57 Teresa THE BELOVED.

Afer the last ron Fist tour-
nament  King  returned
depressed and despondent,
having been_thoroughly
beaten by his great rival
Acmor King. Although he
received sorie payment,this
money was for too it to
start the orphanage that he
had promised the children of
his homelond. He sank o his
knees and howled  in
anguish, too ashamed to
retur home to the ones he
loved so. much. He threw
down his mask and travelled
to Mexico City where he lived
in the gutter, scrabbling for
rotting food in- the. dark
alleyways of this sprawing
city. He soon acquired.the
taste for alcohol and began
to drink heavily; desperate
o forget the tearfl fces of
the orphans he ha left with-
out a home. On the verge of
collapse, another masked
figure appeared before him,
King’s old
Leopard mask at his feet. it
was Armor King, isrival and
former friend, who produced
a piece of paper detailing o
new Rave Wor combat tou
nament. King stoggered o

children! He could regoin the
money for the children...Fist
toumanment.

be used as a finishing manoeuvre, but don't rule out the
use of the Jaguar Driver, as although it only inflicts
around half the damage of the Tombstone, it may be fol-
lowed with a number of linking techniques, and this is
where King starts to shine through. Once the Driver is
underway, link it with either the Boston Club or the Arch
Rock Face Buster; and as you might imagine, this two
techniques cause crunching wounds that will shock your
unlucky assailant into an early grave. Starting with the
Arch Rock Face Buster, King grapples his victim from
behind, links his legs and arms before taking to the skies
and landing with the foe hitting the ground face on his
face! Alternatively, try the Boston Club, an even more
damaging technique where our masked hero locks the

legs of the enemy, straddles his helpless prey before squatting and spinning around, twisting his foe’s
legs in a lock that is almost too gruesome to wll(h‘ Then he finishes with a shocking wrench backwards,

pulling various sockets apart to the of agonising popping sounds!
il with our Mexican chum's comprehensive crlppﬂ»x moves, King also excels i a technique known as
the Stomach Smash Combo. w smash, s as the enemy will

Slacker Forwanis Slaiily g o e priest to finish them off in a couple of distinctly unchar-
itable ways. One of these s the Hi-Jack Back Breaker, where King grabs the enemy midriff and spins them
upside down, pulling them up onto his

THE MOST INSANE GRAPPLE-FEST IN THE ENTIRE GAME! T v 1 oy dewn

onto the small of their back (vmh of

TIME FOR CRUNCHING SINEW WITH THE ONE DOUBLE MEXICAN! course, the now-f

The multitude of King holds
infict more bone-breaking than
you can possibly imagine!

cartilage pop). The other end to this

combo is the even more deadly Hi-Jack
Y @ Power Bomb; where King attempts a

B leaping pile-driving disaster that leaves
o . o his opponent groaning and clutching at
o their splintered bones! King's street-life
also seems to have come in handy, as his
| i many drunken brawls have resulted in
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the perfection of his Jaguar Lariat; a new clothesline variant that drops an opponent to the ground in a matter of sec-

onds, and can be followed with a pounce, sweep or even King’s old Elbow Drop. Finally, a mention must be made of e, B

King’s excellent Ali Kick; an improved version that can hit up to six times (and stuns after three), and this can be slot-

ted into a combination with ease, and forms the basis of some great ten-hit attacks.

Of course, King wouldn't be a psychotic Mexican churchgoer without a couple of unbelievable grappling combinations

that simply take your breath away. Two are detailed below, and are the key to whipping the charity priest into a hideous
2 racking frenzy! These displays are for the true Tekken 2 expert, as they require exact timing and furi-

ous joypad manipulation; but pull one of these techniques off and your foe won't know what's hit him. Firstly, try the One

blood-craze bone-c
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KING'S FIGHTING TECHNIQUES TECHNIQUE CONDITION

Double Mexican Combo, where King grapples his
assailant with a number of linked throws; starting with the
Reverse Arm Clutch Slam where King lfts his adversary up -
and over his left shoulder. Next, perform the Back Drop 3
where the Leopard-masked madman grabs his victim from kil
behind and lefts them over his head in a suplex=frenzy
before dropping them onto the floor again; followed by
the Rear Man Suplex where the now-pulped foe is lifted o —
again before being dropped onto the now blood-soaked

combat arena. Nex, execute the Power Bomb and finish

with the excellent Giant Swing where King spins his

=

THE BEAST PRIEST IS OFF THE ALCOHOL!
He’s FRESH AS A DAISY AND READY TO DISH DAMAGE!

e MG

enemy around by their legs and throws them across the
arena before dusting himself off and waiting for the victo-
ry signal. The victim meanwhile, should be lying dazed
and broken with little prospect of retaliation at all.
King's last major combination is the delightfully bone-
crunching Grapple Combo. King commences with the
Helpless Hold, taking his victim by the ankles and walking
forward whilst listening to the sounds of protest, shortly
followed by an agonising crunch as the foe's ankles give
way. Whilst this hobbling takes place, you should be try-
ing the Indian Death Rock where King (stillin mid-grapple)
straddles and wrenches out the victim's legs from their
sockets. From here, you have the option of executing the
STF or the Romero Special. As some of you may be aware, heipicess lg Gk stuiic
the Romero technique has been nicknamed the ‘Surfer’,
as King locks his victim by the wrists and (now limp)
ankles from below, and arches his back; stretching his
pulped adversary like a rack until the strain becomes too
much and all the limb sockets are wrenched apart!
Alternatively, continue your display with the STF, and
watch as the priest (still holding the legs of his broken foe)
moves up the victim and sits on their head, constricting
the enemy still further; at which point you may finish with
the Scorpian Death Rock, a subtle and understated move
where a haunched King tries to cure his opponent's back
problem by wrenching it open and splintering their thighs
and pelvis in a cacophony of cartilage crunching! Make
i no  mistake;  King's
wrenching  techniques
alone could win him the
necessary funds he so | o9/
desperately seeks. arena. Once off the ca

the floor becomes marb

Kine
PERSONAL DATA
FIGHTING DRESS CODE
COSTUME 1: teopard mos

VICTORY POSES
STANCE 1: e cro

STANCE 3: He leaps forward,
punching the air with his

HOMELAND
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| SPECIAL EXTENDED PLAY |

BAEK Doo SAN

KOREAN KILLING HAWK

“WATCH YOUR STAP,LAW! I’M HERE TO SEE YOU RETIRE FROM COOKING PERMANENTLY!”
“THE HUNTING HAWK IS HERE! PREPARE TO FACE GRUESOME EXEcuTion!”

BAEK Doo San
PERSONAL DATA

Nariowauiry Kowea
FIGHTING STYLE TAE KWoN

HelHr 180 cm
WEIGHT 70 K6

BLoop Tvpe B
OccupaTion Weapontess
PiT-rIGHTER

Baek, although not strictly a main character (as he is not initially available), has
been included in the main list as he was instantly selectable in the arcade version with
the flick of an internal switch, and more importantly, he is one of the finest fighters in the
game. Baek is similar to Jack-2 in one respect; in that he uses one form of attack almost
exclusively, but where the Russian monster android is quite happy to maul opponents
into submission with power punches, Baek’s training in the arts of Tae Kwon Do has
meant a reliance on kicks, and despite a small number of linked punch strings, the Killing
Hawk uses devastating kicks (with yet another trademark explosion) to force the blood
from his foe.

Starting with his simpler techniques, try Baek's Butterfly Needle combination for some
hard hitting kicks that may be varied depending on height. Very fast, these linked Butterfly
kicks can be changed towards the end of the combo, so experiment with finishing on an
upper or lower Needle. The upper i easily countered, but with a mix and match approach,
you should always be able to inflict damage as your opponent won't know what you are
going to finish with. Also try jumping in with this attack for a spot of variation and some
long range surprise hits. Next, try a series of unlinked kicks known as the Black Widow

PASTIME SKY-DIVING

SHAoUN TEmPLE

Baek's father was one of the

hood, he taught the young:
ster the ways of this martial
art, and won many tourna-
ments until an njury forced
him to quit the sport. This
lead Baek's faily into dire

father ofter a furious argu
ment. Full of remorse, he
was dragged away from his
mother and taken into police

respected fother. After three

technique, and the varying heights of these attacks are also seful for confusing a foe and changing their attack pattern
Enjors Seeime an opro- to defending your onslaught. The only problem is the range; and you must start your technique close in, or Baek ineffec-
NENT'S 81000 SPILLING tually leg-swipes and misses his enemy; leading to an embarrassing counter-attack and much crowd disapproval.

Once you've learned the basics of this Tae Kwon Do master, try one of these two hit combinations; the Heel Knife or the

Ibatross. Both are excellent Tae Kwon Do techniques, and
see our pony-tailed bounty-hunter commencing a Heel
Drop that ends with a mid-range connecting hit. Although
quite tricky to employ in the combat zone, this is fast and
ferocious and strikes the foe's midriff twice, making it
rather tricky to block. Try the more powerful variant (the
Albatross) that strikes twice with a two-stage Heel Drop.
Also present in Baek's Heel Drop repertoire is the Hammer
Heel, which starts like a normal heel technique but
changes into a wide arching strike that floors an unsus-

ling is the key to success, as the delay between
execution and strike allows a counter-strike on the power-
ing Baek.

Also available are a number of techniques with the word

ind again just to see their
pulped faces coughing up
blood. Tracked by a secret
organisation aware of his
past, Baek is press-ganged
into assassinating the owner
of a piece of property volued
y this group; a_certain
Marshall Law. Baek is only
partially successful, and

competition to complete his started. The variation i

nation. Examples of these techniques are the Wing and Starlight Blades, and both see Baek start from a
ecides to enter the second crouch into a dash before quickly sky kicking an enemy into orbit, where a floating combination may then be

as -

ather enjoyabie) task ieeed
ooz es into his Blade from a small leap.

THIS HIRED KILLER is ALMOST UNSTOPPABLE!

Baek also benefits from a superb air
combo; known throughout Korea as the
Hunting Hawk. This marvellous three-hit

WATCH HIM TAKE DOWN THE MIGHTIEST OF ASSAILANTS WITH EASE! Kick nightmare firstly looks amazing, and

strikes th and providing

85 youny aliieod. 0oy, s Blade present, and any that are so described make ideal

ool initial strikes that can be combined into a floating combi-

he'become totally focussed

Gions 35 Tomeur N SOME OF BAEK’S MOST BASIC MOVES ARE HIS MOST STUNNING! TRy THE BUTTERFLY KICK!

The Flamingo move is excellent
when you wish to dodge an
attack or try a flank movement
(below).

the second hit breaks the enemy
defences, the third blow automatically
connects. Note that this is the Baek Doo
San version of Heihachi's excellent Back
Sky-whirling Knife Legs.

For more Baek skills, try a more cun-
ning approach to foe disposal with the
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BAEK 1S ON FIRE! His HEEL EXPLOSION wiLL STRIKE DOWN!
ALL ENEMIES SHALL FEAR THE NAME BAEK! ALL, YOU HEAR?!

delightful Flamingo movements. Baek (as one might expect) ifts his leg and hops to the side in a rather graceful manner,
pivoting around his adversary up to three times before unleashing whatever combination or Flamingo move you can
muster. A good link potential and a confusing stance make this a favourable technique to learn, and the ability to dodge
incoming attacks adds even more to this inspired manoeuvre.

Baekis another character blessed with a number of excellent and damaging throws. His normal grapples (the Cobra Bite
and the Swordfish) are a joy to watch, but the Cobra Bite has more wounding power and is the preferred technique. His
more complex throws (the Blue Shark and Hammer Head) are even more awesome, inflict sizable damage and may be fol-
lowed with a pounce or sweep, but require deft joypad wiggling. Baek's final throw (the Starfish) s also a pleasure to per-
form, and similar to certain other characters’, as he locks his arm around an enemy neck and flips them over their shoulder.

The street fighter with the legs of steel can also hold his own in the Guard Impossible stakes by utilising the Heel
Explosion, a timed overhead kick the lands heavy and doubles them over before shooting

them across the arena. Strangely, this inflicts only moderate damage for an unblockable
technique, but the smaller time delay makes up for the striking power. A personal favourite
of our Art Overlord, Baek's key to perfection lies in the linking of his kicking techniques, and

these present lttle prob-
BAEK'S FIGHTING TECHNIQUES TECHNIQUE CONDITION [ oamace [N

tially as Baek's fancy

footwork is quick and with

Lol P A EY N ;.. i o o counter

BUTTERFLY NEEOLE IR EEREY o, but the tue mas:

SMASH KICK [IETXEA  tery lies in the fluid linking
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BAEk Doo SAN
PERSONAL DATA
FIGHTING DRESS CODE

COSTUME 1: White Toe Kwors
Do uniform with black trim

Hair in’ponytail, tied with
green hairban.

COSTUME 2: Maroon wa
coat with redblue yin-yang
symbol on back. Golder

and grey arm guards. Hair

th green h
VICTORY POSES

STANCE 2: In o typical Tae
Kwon Do posture, he faces
forward _ with both  fist
clenched at his che 1

pushes them out slig

E 2 Performing o

ight before side axe-kicking

9 and swing
ing it into a roundhouse
HOMELAI

In the lush pastures of the
remote Korean countryside

background, the battle is
fought on a grass floor with
cobbled perimeters
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YET MORE HIDDEN COMPETITORS ENTER
THE SECOND RAVE WAR

The playable sub-bosses are back with a vengeance!

Tekken 2 just wouldn't be the same without selectable bosses, and MAXIMUM is
pleased to announce that the PlayStation sub-bosses are fully playable, as you might
have been able to tell by our Selection screenshots. These initially hidden newcom-
ers were selectable in the arcade version of Tekken 2 by inputting a code (or after a
time delay in version B), but for the PlayStation port-over these extra characters pro-
vide a unique opponent for every main character before their final confrontation with
the possessed Kazuya Mishima.

So, with each character having their own boss (including Law’s sub-boss, Baek,
who has been included with the main characters due to his prowess in the combat
arena and the fact that he was initially selectable in the arcade), the possibilities of
combat action reach new heights of excellence, espe-
cially when you realise the extra time that Namco have
spent honing the b into with
more to offer the player than was apparent in the first
Tekken. These improvements range from the superficial
to the unique, and give your Tekken 2 battles greater
depth than ever before.

These new additions include a separate stage for
every sub-boss, so now you may challenge Anna
Williams in India or provoke Prototype Jack in the
strangest setting ever seen. Away from the stages, fans
will be pleased to learn that every sub-boss has a num-
ber of moves particular to themselves and no one else
(known as original arts that tend to inflict the greatest
amount of wounding), as Namco have moved away from
bosses that are simple derivatives of the main cast. For
the second Rave War, the assembled sub-bosses have
followed the majority of techniques from a major char-
acter, but have also learned a number of moves from
another unrelated contestant or two (techniques called
sub-arts such as Armor King’s variations on Heihachi's
Thunder God Fist and Rising Uppercut). Finally, the sub-bosses each have their old
ten-hit combos, but unfortunately have no extra variations to these l arts, and
indeed Ganryu hasn’t spent any time learning one single ten-hitter. The only (and
extremely odd) exception to this rule is the extra ten-hitter of part-time electrical
engineer Kunimitsu; who has an appalling array of moves but two ten-hit combina-
tions!

Aparticular sub-boss becomes selectable in exactly the same manner as in the first
Tekken; when a particular character commences their quest to emerge as the King of
the second Iron Fist Tournament. Selection of a sub-boss is achieved by selecting your
character and completing the game. Choose any number of rounds, time limit and
continue as many times as you wish, and after your tournament victory, your sub-boss appears, ready to dish out
some punishment on your behalf. Over the next nine pages, we present all the sub-bosses (including the all-new
Thai mauler known as Bruce) for your heightened gaming pleasure. Of course, the characters don’t end there, as
yet more adversaries wait to be discovered, and these make their debut in the next installment. Until then, try your
hand at perfecting these hidden competitors...

Hidden fighters have appeared!
Prepare to crumple at their hands!

As you can see, the boss-related

wishing o experlence some
boss-slapping action, we recom.
sub-
b0ss with the main arts of your
favourite initial character. Then
you should leam the new tech.
niques and challenge all to
bouts of bioodletting! O yes!
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BRUCE IRVIN

NIGHTMARE IMPACT

“LEI’S PARTNER DIED SCREAMING AT MY HANDS!”

BRuce

PERSONAL DATA

Nariomary Amenican

FiGHTING STYLE Kick-s0x.

Ace 32

Heranr 190 om

WeiGht 85 K

BL000 Type A

OCCUPATION HIRED STREET
azuva

PASTIME CoLLeCTING GuNs

Ewors Guneowoes (TnE

SMELL AND TEXTURE)

Sus-Boss Le1 Wulona

Srace Serring Dearn

VAULEY AT MiDDAY

FIGHTER OF K

The first of the Tekken 2 sub-bosses
is a totally original character with com-
pletely original manoeuvres based on
the Muai Thai style of kick-boxing. A
very powerful striking combat monster,
Bruce’s main strength is an attac
style reliant on huge damaging knee,
leg and punch strikes, and with a num-
ber of this linked together you can cre-

o |

4 e | 5T

ate a considerable fighting machine
with power and a swiftness to counter
any opposition attacks. Bruce should
mainly be used as a combination hitter;
inflicting a number of deep leg or knee
hits on an opponent who is unsure of how to block them,
and this is best achieved by executing one of Bruce's
three-hit leg combos. Once you've given the enemy a
taste of Bruce's violence, perfect the variations in his
excellent grappling combination known as the Knee Hell
and Bruce becomes an original character with consider-
able stature and combat presence.

Bruce’s other main strengths lie in his toggling ability,
as anyone who has tried blocking low or mid level kicks
will tell you (through mouthfuls of teeth), and he also
benefits from variations in attacks after his two initial

o]

BRUCE'S FIGHTING TECHNIQUES
HIZA-JIGOKU - KNEE HELL

TECHNIQUE CONDITION
MULT-XNEE THROW COMBO
Near orponenr & % %§

kicks. This can lead a Bruce player into a veritable link-
fest, as a Northern Light, Southern Cross or Rising
Combination can be added providing your joypad dexter-
ity is first-rate, and although these moves are difficult to
link, they provide yet more evidence of Bruce's destruc-
tive power. Bruce’s only failing is his lack of low attacks
and a niggling temptation to use his basic throws, so
overcome this by attempting his lengthy grappling maul.
Once you've mastered this, Bruce becomes a truly terri-
fying opponent to face.

‘x|

Durivg 3. -9
During 1. 999999

NeaR 0PPONENT ~§
Near oprONENT §

any pit fights he co

His recent career saw him

Jetting off to Thaila
"

STOPPING FEINT KNEE
fio SLEDGE HAMMER

t go quite as
Bruce ended up bludg
death in
spectacular showdown, a

ounwe uccon g

this angered a bookie of th
Muai Thai gym who d

patched a proj

Meanwhile

Detect Here Bruce demonstrates just

Mishin org one variant from his Knee Hell,
anced upon Bruce (wa The sequence shows the begin
ed by Thailand police f ning of the technique followed  IIUMAURGE T

TORNADO UPPER DuRir
b

and Bruce, the
killer and  the detective all

developed

battle, and the trio fo
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ARMOR KING

INCARNATION OF EviL

“How PLEASANT IT IS TO SEE YOU AGAIN, OLD FRIEND!”

King’s nemesis has drifted away from the
Mexican's style of wrestling, spending the intervening
time formulating a number of original arts based on
powerful strikes rather than grapples. Firstly, Armor King
has none of King's multi-hit grapples, but this initial dis-
appointment soon subsides when you get to grips with
some of his devastating pouncing moves. Starting with
Armor's sub arts, he has watched Heihachi closely and
has formulated his own version of the famous uppercuts;
and has called them the Black and Dark Smash and both
are executed in the same manner. Apart from these two
uppercuts, most of Armor King's techniques are remark-
ably similar to the beast priest's, with the lacking excep
tion of any grappling combinations.

However, Amor King has a number of unique tricks up

Before howling at the skies in tr
umph, Amor King tries a little
Moonsault kicking on his hap-
less alter ego (below)

his metallic sleeve. When trying the Brainbuster move
(the lift and drop technique), Armor King can follow it
halfway through with the Steiner Screwdriver; where he
tumns his upside-down opponent and leaps into the air
before landing on his victim’s head! As you might expect,
this is rather damaging but quite difficult to pull off. An
easier move to master is Amor King’s Black Shoulder, a
shoulder charge after a small delay. The advantage of
this is that it floors an opponent after one hit, but watch
for that initial delay. More exciting are his leaping
attacks. The first is the Moonsault Kick, a variation on
King’s technique (but with a different joypad input pat-
tern) that sees our robotic wrestler leap backwards,
descending onto the opponent with a heavy (and
unblockable) boot to the top of the head. To finish off

1

PUMMEL YOUR ENEMY INTO PIECES WITH THE BLACK SHOULDER! A BARGE WITH EXTRA POWER!
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these techniques, try one of Armor King's Knuckle
Bomber variations, a manoeuvre that is initially tricky to

pull off until you execute a small jump before leaping
into the air and descending onto the opponent ready to
dish some two-fisted pummelling. Unblockable and
without any delay, these bomber techniques are by far
the most exciting in Armor King’s repertoire, and coupled
with the basics learned from King, you should have
another beast of a fighter to control.

ARMOR KING
PERSONAL DATA

NaTiONALITY Unknown
FIGHTING STYLE WRESTLING

OriGinaL ARTS Nine

This mysterious fighter fiits
wrestling ring to
aiting for a chal
worth grappling wi
g0, h

disaster, and
loughed heartily when King
d

realised his dreams for an

began to trai
altho

ugh he respected King,
he is looking wit

Another unblockable blow for
Amor King fans 0 try (below)
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KUMA

Map BeAr

“RoAAYYKK?? TASTEE TASTEE FLESH!! GRROOO!!!

Kuma
PERSONAL DATA
Nariowaury Nowe

FLESH AND ATTENTION FROM
Hemachi

SuB-Boss PAuL PHOENIX
Stace SerTING PRENISTORIC

ORiGinAL ARTS Four

The mighty Kuma was once
an abandoned pup left in the

that Heihachi discovered on

bear possessed, ar
Shin

is defeat

9
ted to

wn s Paul
tors that he conquers will be

comp

Since the last competition, Kuma has become a
glitch-free fighting bear with a number of new and
unique moves that make
him a good choice of the
player favouring Jack-2's
fighting style. Those play-
ers favouring the pre-
dictable sweeping punch-
es that dish great damage
but with lengthy delay
times between the start
and finish of moves are
bound to encounter
Heihachi’s pet when
deciding on their next
character, and Kuma is a
possible choice from the
ranks of Kazuya's finest.
This bear, apart from com
manding a great stage
presence, also has a trademark hit explo-
sion; a ripping claw mark that tears
across the screen when Kuma attempts
one of his moves, and this is yet another
graphical flair that shows the amazing
attention to detail that Namco are
famous for.

Kuma's mixture of quick and slow attacks
prove to be somewhat of a mixed bless-
ing once the combat begins, and initially
you should try your favoured Jack-2 tech-
niques with a couple of Kuma-only
moves thrown in to flummox an enemy. Starting with
Kuma grapples, the big bear has a marvellous new
attack known simply as the Bear Bite, where Kuma grabs
his foe and chomps down on their neck and shoulders
three times before casting them aside and sniffing the
air for tastier morsels.

Kuma also has a new Guard Impossible; called the
Terrible Claw, it does what the name suggests and sees
Kuma growl and rise up to his full height before clawing
his opponent viciously with both forelegs. An interesting
but very odd variation of this is the Rolling Bear, where
Kuma decides to curl up into a ball and roll through his
opponent in a move purely designed to hit when the
Claw misses. The most damaging of all Kuma's fighting
techniques is the Bear Shoot; a reverse throw similar to
Jack-2's and just as harsh on your enemy.

Afinal Kuma-only move is the delightful Salmon Hunting
move where Kuma takes a long look at his target before
launching into a long low swipe. Excellent to view, this
Cross Cut Saw variant has one important drawback; so
long is the build up that your enemy can not only counter
from a distance, but can make a cup of tea before-hand.
Kuma is a weird character to use with a good variety of
Jack-2 techniques, but is not really built for mid-air com-
bos or anything except massive swiping moves and nap-
ping.

THE TERRIBLE CLAW CAUSES HORRIFC CRUMPLING!
MAKE YOUR VICTIM SWIM WITH THE FISHES AFTER A SALMON HUNT!

KUMA'S FIGHTING TECHNIQUES TECHNIQUE CONDITION | oamse |

Near oppoNenT = -

HELL BREATH

'BEAR HEAVEN CANNON

'SPRING HAMMER PUNCH

STRAIGHT ELBOW UPPER

BEAR PUNCH COMBO
EAR KNUCKLE

DOUBLE UPPER

DOUBLE HAMMER

BEAR SWING

BEAR SWING

UPPER LASH

UPPER LASH

MEGATON CLAW
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WILD SWING
BLOOD CLAW.
BLOODY CLAW
N THE SPOT CROUCH
BEAR SHOOT
BEAR RUSH LOW
BEAR RUSH MIDDLE
BEAR RUSH HIGH
TERRIBLE CLAW
ROLLING BEAR
SALMON HUNTING

12,15,15,30
10,10,10,10
10,10,10, 10

From gewinD §- or

0
3
0

BEAR HUG
BEAR BITE
BEAR SCISSORS
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ANNA WILLIAMS

LIGHTNING SCARLET
“LADDER MY TIGHTS wouLD You? RIGHT, TIME FOR A SLAPPING!”

THE PALM GRIP IS ESSENTIAL FOR ANNA'S SINEW-RIPPING MOVES!
THE RED WONDER HAS MANY OF NINA'S TECHNIQUES AND MUCH MORE BESIDES!

Anna the scarlet woman may be at
war with her older sister, but they share
a vast range of Aikido and bone-pop-
ping moves. With a moves list this large,
itis often bewildering to know where to
begin, and may we suggest that the
blonde Williams woman should be
learned before moving on to her sister?
The great variety of locking and snap-
ping moves are yours to control with the
more flamboyant sister, but remember that some of her
Palm Grip techniques are slightly different and inflict
greater damage, whilst she has even more in the way of
arm breaker manoeuvres. So many movements (and the
difficulty of getting them just right) should keep even the
most dexterous of joypad wigglers happy for months,
but if there are still more moves that you wish to per-

Cwsromromaues | romaeconmor | ousge_|
1o, you may r herReurn Move, et Tipkicking com.

EMBRACING ELBOW binations (think: Law in a dress) and some fine specialist
i R s SN ] :::--in:. such 2 the Cold Blade, Right Hand Stab and
 comeee [Wam® ] [l Bloody Scissors. Follow the patterns learned from Miss
L e
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ANNA WILLIAMS
PERSONAL DATA

Nariowauiry Irisn

e
AND JERRY), RED WINE,
Eseresso

Sus-Boss Nia WiLLiams
STAGE SETTING Taj-MaHAL

ORIGINAL ARTS TeN

Anna Williams is the sister of
Nina and despite havi
jnterests, they share

each

vendettas go, the Willioms

ster against_sister, and

Nina
bone m
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KUNIMITSU

REBELLIOUS FEMALE ‘NINJA’

“My STEALTH KNIFE AND | ARE READY FOR YOU Now!”

3

Kunimitsu, as you
can see, is one of the
game’s less impressive
fighters, with a moves list
that reflects her age and
lack of experience, espe-
cially when facing the
might of Yoshimitsu. The
Cat Devil uses many (but
not all) of Yoshimitsu's
moves, and these work
just as well here. Where
she benefits is from her
three stealth-knife attacks
(her *Kunai® moves), but

Kunimitsu
PERSONAL DATA
Nariowaurry. Itonl‘ (Prev:-
ousty Japanes

FowTivG St Swasmea

SPECIAUITY IN FITTING AIR

cowpITIONERS

EWjoVS PLAYING WiTh HER
ire

e

where she lacks is in
almost every other department. As she doesn't carry a
sword and isn't skilled in the arts of space-ninja tech-
niques, many of Yoshimitsu's bladed antics simply do
not work here. Kunimitsu's lack of any comprehensive
new moves mean that her combat potential is somewhat
limited, especially when compared to some of the other
characters (such as Nina) and her rival, Yoshimitsu.
Kunimitsu only has a sad number of new techniques’
three Kunai attacks and a throw, so be warned when you
play her! The throw is a limited move, but has one good
point; it is quite damaging. On the minus side; it inflicts
as much pain as the easier-to-execute Rain Drop and
doesn’t look quite as impressive (indeed, it is almost the
same movement as her reverse throw), so quite why it
was included is a mystery. More impressive (but only

ORIGINAL ARTS FoUR

Cat Devil was once o
member of the Swasti

posse of ninja bandits lead
by Yoshimitsu, and lost her
Japanese identity when she
joined the group. Once
accepted into the band, she

Slfing i s Taending of
airconditioners  before
entering the first Iron Fist
tournament with the inten.
tion of stealing a Native
American treasure from o
young Indian brave.
After her humiliating defeat,
Kunimitsu realised that this
treasure was out of her
reach, and took solace in a
e encounter with her
grandfather. A
of some repute, he told her
that the sword wielded by
Yoshimitsu (also known as

swordsmith

THE KUNAI STAB SLASHES AN ENEMY TO PIECES!
ONCE THEY CRUMPLE, FOLLOW WITH A KUNAI SLICE! SUPERLATIVE!

slightly) are her three unblockable stealth knife tech-
niques, and these just save her from becoming a shame-
ful character unfit to enter any fighting competition.

The Kunai Stab is the least damaging (and frankly
appalling) move, where Kunimitsu glows and raises her
knife, bringing it down through her opponents skull.
However, her ineptness ensures only a glancing blow
that scores a very light hit indeed. The main use of this is
hitting foes as they rise. Next is the Slice variant that is
quite quick but still only glancing, whilst the dash is
more tricky and still dishes only minimal damage. With
so few techniques at her disposal, we can only thank
Kunimitsu for turning up, and request that she leaves the
second Iron Fist tournament immediately, on the
grounds of incompetence...

similar roundhouse technique
(above).

*Yoshimitsu’) was a relic of

ed through the Swastika
band, and with proper train
ing, it can sever an enemy
both physically and spiritu-
ally. The sword is only
exchanged when the group
change leaders: as the old
leader is ritually sacrificed

and the power is transferred.
to the new owner
Kunimitsu’s ~ grandfather

also informs her that he has

spent his entire existence
attempting to_fashion ¢
swor imilar powe:

vain. Kunimitsu hears of the
new tournament and vows to

copy it before he dies.
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LEE CHAO LAN

THE DEVIL IN SILVER HAIR

“| WILL SNUFF THE LIFE FROM YOU, DEAREST BROTHER!”

Despite a total belief
in his abilities, Lee has lit-
tle to offer the Tekken 2
player that a certain
Dragon Legend doesn't
already have in his reper-
toire. Lee is almost identi-
cl to Law in many
aspects, and the many
combinations and flipkick-
ing floating attacks work
just as well with the Silver-
haired Demon. Follow
Law’s techniques in detail
before graduating to Lee,
as the step-brother of
Kazuya benefits from a new unblockable move known as
the Silver Cyclone, as well as retaining Law’s usual
Dragon Fang Guard Impossible. The Silver Cyclone is
pleasing to watch, as Lee glows before spinning towards
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his enemy and inflicting terrible damage with a round-
house kick, but has that time delay that all unblockable
techniques are blighted with. On the plus side, it knocks
an opponent away (enabling a foot stomp) and has some
marvellous superficial touches, such as a great trade-
mark explosion (a blue version of Baek's round and
jagged lightning ball).

Other moves to watch for are his slide, which is easier
to execute than the Marshall Law version and useful for
upending rising or recently floored attackers, although it
can be used to trip standing foes. Secondly, Lee has
learned the Shredder Kick Combo from Paul (although it
is known by a different name), and it is wise to check
Paul’s guide for more information regarding follow-up
techniques for this move. Finally, always try Lee’s Infinity
Kick Combination for a laugh rather than a serious
attempt at dispatching a foe, as Lee hops forward on his
right leg whilst swiping at either high, mid or low levels
before repeating the process until he is hit. An excellent
movement, but ely confined to the Ganryu school
of cheap take-downs.

LEE CHAO LAN
PERSONAL DATA

NaTiONALITY JaPANESE

OccupaTION SEcRETARY AND
JANITOR T0 KazuvA
PasTIME HaND-GLIDING,
~PARAGLIDING AND KITE FLY-

B Cloakarsis (90
Sraae Sermng Mismiua
swurrie B

Kk Ay Lo

Sus ArTs PauL AND

HACHI
ORiGINAL ARTS NiNe

Lee was a street child with a

 a vigorous

year younger han

hated brother. Watch for the
eyes of the “silver-haired
demon’

LEE'Ss SOMERSAULT KICK kNOCKS THEM FOR SIX!
EXPLODE YOUR FOE’S ENTRAILS WITH THE SILVER FANG!

The Silver Fang is exactly the

Fang, and is one of the most
damaging attacks in the entire

(sbove and g0, “Take
that, Lee clone!™
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PROTOTYPE JACK

LosT MEMORY MONSTER

“GIVE my GASOLINE! | musT DRINK!”

P. Jack
PERSONAL DATA
Nariowaurry Russian
FIGHTING STYLE PowER
MOVES AND MECHANICAL
MARTIAL ARTS

BLooD Tvpe G (asoLine)
OccupaTion NN (e 15
USUALLY LEFT wiTHOUT

1)
PasTIME DESTRUCTION
ENJOYS INPUTTING INFORMA-

ORiGINAL ARTS Six

After the first Rave Wor, the
remoins  of the first
Prototype fack unit (a first
stage model of the final Jack
model)  was  almost
destroyed by Jack’s rampag:
ing combat abilities. Upon
reactivation, P Jack
plained bitterly that his
alter-ego ed o
refi, and repeated his plea

had receive

resting in Kazuya's laborato:
1y, PJack was left for months
before a back-up fuel supply
reactivated him, and h
began his mutterings once
again. In order to quieten
him down, Kazuya gave his

captured  scientist  (Dr
osconovich)

remodelling the mechanoid,

and with o cunning memory

change, the doctor managed

th a hat and sunglasses to
finish the ensemble.
Kazuya is currently goading

to P jack requesting

manoeuvres in time for the

]
encounter with Jack will be
more of a closely-fought bat.
tle.

Despite his shiny chrome body and
attractive shades, P Jack hasn't the
many new techniques that Jack-2 has
employed in his new combat subrou-
tines (despite P Jack not knowing this
fact). Instead, Prototype Jack should
rely on his new moves and a single
technique memorised from Paul, after
the hot bloodied dude performed the

technique during a previous confronta-
tion. To start with, familiarise yourself
with P Jacks two new throws, as both
are hard-hitting and more satisfying to
execute. The Slapping Down is quite
easy to visualise, as P Jack simply pum-
mels his attacker into the dirt, whilst the
Punishment Megaton is a variation on P
Jack's old Lift Up Slam with an extra
Megaton finish that sends a hapless vic-
tim flying off into a crumpled heap.

PJack also has two Guard Impossible
techniques; the Divebomber and the
odd Darkness Cutter. Both are incredi-
bly difficult to use in a fluid combo-
based fight, but they add a touch of
weirdness to an already strange charac-
ter. The Divebomber sees P Jack fire up
his rocket boots as he takes to the skies, bobbing in the
air before running out of propulsion and landing (in the-
ory) on an opponent's head. This is horribly difficult to
hit, even when you realise that P Jack may fire up emer-
gency fuel reserves and ‘float’ a little longer by pressing
both kicks. Stranger still (but slightly easier to place in a
fight) is the Darkness Cutter, where P Jack steps forward
gently and whacks his assailant's shoulder, watching as
they crumple.

Aside from P Jack unstoppable techniques, he can actu-
ally cause some damage with some degree of speed by
employing some Paul Phoenix-inspired Destructive
Fisting, although the metal monstrosity decided that he
preferred the name P Jack Blaster. This is a good and fast
move that you can use to surprise an attacker. he can also
float his victim with a Megaton Upper; finishing with a
punch string for extra damage.

i =

CHOCKS AWAY WITH THE PROTOTYPE JACK DIVEBOMBER! INCOMING!

z e el ,

PJACK'S FIGHTING TECHNIQUES TECHNIQUE CONDITION | oamage |
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DIVE BOMBER

P PRESSING BOTH BUTTONS
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[ SPECIAL EXTENDED PLAY |

GANRYU

REckLESS ToPkNOT MAN

“You FIGHT WELL, BUT YOUR GIRTH IS SMALL!”

The large-girthed
Sumo with a Michelle fixa-
tion has come on in leaps
and bounds since his
somewhat feeble first out-
ing; becoming much less
of a Jack clone and more
akin to the weighty mon-
ster he has become. Top of
the list in Ganryu's new
techniques is his Atrocity
Knock, the Sumo’s
unblockable manoeuvre
where he sits back on his
haunches and then shoots
forward, knocking the foe
over is the struggle. Also present is a small rethink to
Ganryu's Kubuki Slap (the side stepping left right arm hit)

THE KUBUKI SLAP wILL INFURIATE ALL FOES!
UP-END YOUR ADVERSARY IN STYLE WITH THE TABLE FLIP!

that can now be repeated until the enemy breaks your
defences. This hits low, is considerably fast and confuses
some CPU players, but should be banned in two-player
combat due to the disgraceful ease of the attack.
Ganryu's additional throw, the Jaw Smasher; is a rather
fine way of shutting up a protesting foe by slapping his
head into the ground, but Ganryu’s main strengths lie in
the floating combination possibilities, especially with his
right uppercut followed by repeated slapping. Also try the
Megaton upper which sends an assailant sky-high, after
which you can finish with the thrust part

e

of the technique; thus creating an excel-
lent two-hit damaging combination.
Alternatively, try the Table Flip for anoth-
erstart to a floating onslaught, and once
you opponent eventually hits the dirt,
finish the job with the Four Thigh Quake.
You may also try this foot stomp after
instantly knocking down your adversary
with a Thunder Slap. This rounds Ganryu

'

GANRYU'S FIGHTING TECHNIQUES
HIP THROW

DEITY HOLD

OVER THE BACK THROW.
ENMA THRUST
ENMATHRUST

SPRING HAMMER PUNCH
FOUR THIGH QUAKE
GANRYU COMBO
'DOUBLE HAND SWING
'DOUBLE HAND UPPER
'DOUBLE HAND UPPER
NECK RING COMBO
NECK RING COMBO
MEGATON THRUST

'54BA FOLDING SCISSORS
HIP PRESS

RING-OUT SHAVE
KABUKI SUAP.

RIGHT UPPER

UPSIDE DOWN DROP
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RIGHT UPPER - ENMA THRUST

offnicely, as despite his lacking a ten-hit
combo, his slapping prowess is second to none. If only
Michelle could see the flame of passion burning bright for
her nimble form...
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GANRYU
PERSONAL DATA

NATIONALITY JAPANESE
FIGHTING STYLE SuMO

Sus-Boss MicheLLE CHaNG
‘StaGe SETTING SuNsET

ORiGINAL ARTS NINE (N0
TEN HIT COMBO)

The Reckless Topknot Man s
0 Sumo Wrestler of consider
able merit, and the youngest

fighter to ever gain the title
*0zeki". Once this title was
gained, many who watched
the world of Sumo (including
a er)

allenge
for the title of * Yokozuna'; a
title he was more

nents and a gambiling habit)
lead to a dishonourable dis-
charge and gave Ganryu the
chance to join the
world.
This path of ife lead Ganryu
into pursuing one overriding
to become the
s strongest man in o
move which he feels is just

zaibatsu, paying him more
than enough to_feed his
gambling habit, and
now acts s another body

War for another reason; so
that he may express his
affection for o
Native American girl called
Michelle whom he fellin love
with after seeing her grace:
ful movement and breath.
taking physique.




WANG JINREY

“TReAD NOT ON MY MARROW PLANTATION!” :
THE COLLAPSING CHARGE FIST SENDS THEM SPINNING!

WANG JINREY
PERSONAL DATA

NATIONALITY CHINESE
FIGHTING STYLE SHIN-
Roku-Go-Kew (XinG Y1 Lio
He Q:

8
Occupation VeGeTABLE
GARDENER

PasTime Nowe

EWjOYS EARLY MORNING
FRESH AIR

Sus-Boss Jun Kazama
STAGE SETTING CHINESE

OriGinaL ARTS TweLve

The ancient and wise gente-
man known as War
companion of ~ Jinpach
Wishima; Heihachi’s father
Wang watched Heihachi and.
Kazuya with great interest as
they grew and chose their

number of vegetables in the
formal

Mishima estate, finding time
to hone his awesome (and
highly individual) martial
arts skill, and can be found
every moming at the crack of
dawn, strolling the moun:
tains and philosophising to

gardens of the

strength is channelled with
great purity of spirit, despite
his frail bones,
His reason for entering the
second Iron Fist tournament
is to carry out the final
request of the long-dead
During his life
d with grief

both of them wher

face of destiny at another

Wang, vegetable gardener extra-

that his Left Moon (right) is now
much more difficult; and rightly

FIGHTING PHILOSOPHER

The elderly vegetable gardener
with a Mishima deathwish has honed
his skills to perfection; becoming on
of the deadliest opponents in th
Tekken 2 ensemble. Aside from a vari-
ety of Return Moves (see Jun or Paul for
more details), Wang can now perform
one of two Guard Impossible manoeu-
vres that see this sprightly old gentle-
man take great pleasure in teaching the
younger generations a thing or two
about how to fight. Both these two

e
e

VIV TERE

moves are great, but follow the usual
adage of ‘lengthy strike always equals high damage’.
The punching version sees Wang inflicting a lot more
damage, but with a slightly longer delay. Many of his
other moves are the Kempo derivatives favoured by the
Native American wanderer, but Wang immense wisdom
has seen him learn a skill from both Paul and Nina. Wang
can, for example, utilise a Nina Williams strike and form
it into his own offering; the Double Palm of Destruction,
and this coupled with his other thrusting punches is
more than enough to keep a cautious enemy at bay.

Paul’s Destructive Fist technique has been acquired,
rethought, and given a new title. The Collapsing Fist is
the same move, but coupled with Nina's palm strike and
the Return Moves, Wang may confuse an opponent with
a bewildering array of mix-and-match styles. He also has
i At his  own  personal
favourites such as the
Together Stab, which is
useful for hitting downed
victims as well as standing
foes. Wang's deadly Left
Moon (a powerful throw
which causes the victim to
be stunned, prone and
facing away) has been
made more difficult to
execute, as it was the one
throw that you could use
to finish off an opponent
with ease in the first
Tekken. Finally, our old
gardener has another
excellent throw where he
rolls an opponent away
from him with great force,
and this must be included
inyour fighting style if you
are to master the champi-
on of root vegetables.
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The NAMCO BACK CATALOGUE - PlayStation

Namco revolutionised the racing genre
e machine with the original
Ridge Racer, which was released on the
launch of the machine in both Europe
and Japan. The 30 frames per second
racing action set the standard for
smoothness and fluidity.

THE CHEATS

DRIVE ALL TWELVE CARS
An assortment of four vehicles can be boosted to a mighty dozen if
you play the loading game and blast all of the aliens.

GAIN THE DEVIL CAR
The car total can be taken to a stratospheric 13 by adding the super-
fast Devil Car to your line-up. Complete the standard three tracks and
play the TT race of your choice. Here you're up against the Devil Car
and you need to come first.

MIRROR MODE

As well as the track reversals, there is also an option to play the
courses mirrored. To do this, drive to the end of the slip-road at the
beginning of the race, turn 180 degrees and speed towards the con-
crete barrier. You should drive through it into a mirrored version of
the selected course.

MOVE TITLE FLAG

The Ridge Racer title screen flag can be controlled. Hold down L1 and
R1and press the buttons to move the flag. You can also control the
rotation of the cars on the car select screen using this technique.
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innovation second to none!

RIDGE RACER

Released December 1994 (Japan), September 1995 (Europe)

Price £44.

When Sega veleased their Saturn machine in Japan, they needed a killer ttle to shift units. That game was,
of course, Virtua Fighter. Similarly, one month later when Sony unleashed the PlayStation, they needed a
truly exceptional game to demonstrate the power of the machine (let's face it, Crime Crackers wasn't like-
ly to do it). Luckily Namco were at hand with a complete translation of arcade Ridge Racer for the fledg-
ling machine.

To say that the game was incredible for its time is an extreme understatement. No-one got to grips with
the PlayStation’s advanced capabilities as quickly as Namco. Ridge Racer featured more 3D objects on-
screen than any other game around at the time, and it ran at 30 frames a second, providing a level of
smoothness no-one had experienced on a home machine at that time. Not surprisingly, the game went on
to become the top-selling game at the PlayStation’s launch.

Considering the short (six month) development cycle of Ridge Racer, it's surprising that Namco R&D
managed to make so complete a game. Although the title received some criticism for only having the one
track, Namco designed three different race variants, which were then doubled in the “extra game” where
you had to drive around the course in the reverse direction. Adding to the variety was the choice of vehi-
cles, with a grand total of thirteen different vehicles to race, each with their own personal appearance and
racing attributes.

Another winning aspect of the Ridge Racer formula was the sound. Everything from the coin-op was
included - the highlight being a range of hardcore techno music which became the gold standard for
videogames tunes. In fact, the music has been licensed for use in an album (see page 134) and before the
launch of the game in Japan, the music on its own went on to become a best-selling CD!

An interesting fact about Ridge Racer is the fact that the entire game loads in to the PlayStation’s two
megabyte on-board memory, leaving you free to swap CDs 5o you could drive along to your own music
(this feature is lacking in the multi-loading Ridge Racer Revolution.

The first PlayStation game remains one of the greatest!

The timely arrival of Ridge Racer consolidated Namco's position as the number one game developer for
the PlayStation and proved to everyone just how powerful the Sony PlayStation was. Nine months had
passed before the game was launched with the European PlayStation, and by that time Ridge Racer was
being challenged by the likes of WipeOut and Destruction Derby and whilst it has been surpassed in terms
of longevity and technical achievement, Namco's title remains a ram-
pantly playable game. Still, Namco have since redressed the balance
with the technically untouchable, super-playable Ridge Racer
Revolution (see page 60).

Blast all of the aliens before they disap-

pear to get all twelve cars to race
(above). The Devil Car (left)is the fastest
vehicle in the game by far, and real skill
i required to add this automobile to
your Ridge Racer saved position.




Tekken debuted in the arcades and was
the first game to arrive from Namco
using the System 11 board. The home
version is nigh-on identical (bar some
small changes on the ground textures)
and actually improves on the original in
many respects.

THE CHEATS

SUB-BOSSES

Add sub-bosses to your roster of fighters by completing the game with each of the eight “normal’
ers. Each character has their own personal boss who is selectable once the player has defeated Heihachi

Mishima.

HEIHACHI MISHIMA

| BACK CATALOGUE

TEKKEN

Released March 1995 (Japan), November 1995 (Europe)
Price £49.99

During 1994, Namco initiated a program to develop stunning 3D arcade games using low-cost technolo-
gy. Partnering themselves with Sony, Namco brought PlayStation hardware into the arcades, powered-up
the capabilities and unleashed their first 3D fighting game to the world. That game was Tekken, which
went head-to-head with the super-expensive Virtua Fighter 2 in the
arcades.

Several months later, its arcade lifespan coming to an end, Namco
translated the arcade code to PlayStation, with only very minor
superficial differences being evident between the home and arcade z
games. Tekken went on to become one of the top-selling PlayStation o
titles of all-time, cementing Namco's reputation for both quality X

home and coin-op games. On its European release in November last =
year, Tekken went straight to the top of the charts, becoming the & s e 2
fastest-selling CD title ever at that time. = =" o]
So what makes Tekken the incredible game that it is? In every

aspect, the game is an unmitigated success. Running at a super-smooth 60 frames a second, Tekken is as
smooth as humanly possible. What is also incredible about the game is the amount of textured polygons
being shifted around the screen. Running in one of the PlayStation’s higher resolution modes, the detail
of the characters is truly breathtaking. In fact, the sheer attention to detail evident in the combatants far
out-stripped its nearest competitor, the over-rated Battle Arena Toshinden. Indeed, Namco's game is still
superior to Toshinden's sequel - testament to the abilities of the R&D department.

Another lacking aspect of the Takera title was depth. Tekken managed to deliver a massive 17 charac-
ters along with hundreds of techniques to master. The range of sub-bosses delivered added a huge
amount to the replay factor of the game (practically forcing you to complete it with every character), and
the sheer range of combination strikes possible made it a game with a lifespan of months.

Tekken is a landmark title in videogaming and a key player in the success of the Sony PlayStation. One
has to wonder whether the machine would have been half as successful without the assistance of Namco.
It’s also interesting to note that the only company who have surpassed Tekken are Namco themselves...

Completing Tekken is not enough - you
need to add Heihachi, Devil Kazuya and
all of the other bosses to your memory
card! The array of hidden cheats in
Tekken makes it a game with a huge
amount of longevity.

ht- s

Adding Heihachi to your character roster is a slightly more difficult affair. Finish the game with a time less
than five minutes, 30 seconds and do so without continuing. You can do this at any time - you don't need
any of the sub-bosses to do this.

DEVIL KAZUYA
This cheat allows you to select the Devil in arcade mode only and is the most difficult cheat to access.
What is even more iritating is that this character is only Kazuya with different texture-maps! Still, for com-
pletists’ sake, it has to be done. You need to blast all eight levels of the Galaga loading game using a min-
imurm of one continue. The best tip here is to learn all of the patterns and defeat the first level i less than
18.5 seconds. This brings up dual-ships on-screen which makes the remaining task  lot easier. You can’t
use the dual-ship cheat to get the Devil, unfortunately. Once you have completed this, go to arcade mode
and select Kazuya to get the Devil.

DUAL GALAGA CRAFT

Start Galaga with dual-ships immediately! Simply press and hold up,
L1, triangle and X on control pad two as you power-up your
PlayStation.

NAMES LIST IN ARCADE MODE

To bring up the Versus Mode names screen rather than the usual
character select screen, press and hold L1 and R1 as you select
Arcade Mode. And there you have it.

[NUNHTEST
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Starblade uses a mixture of the
Playstation's enviable 30 capabilities as
wel as full-motion video to create the
exceptional visuals  witnessed in
StarBlade. Expect far superior results
using the same techniques in the forth.
coming Galaxian

The original StarBlade coin-op used flat
shaded polygons only for its excellent
visuals - you have the opportunity to
view the game in this mode should you
So wish, but the specially enhanced
PlayStation texture-mapped version is
graphically superior.
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STARBLADE

Relensed March (Japan), November 1995 (Europe)

Price £44.99

After the grea\ sprite-scaling and rotation boom of the mid to late eighties (will we see Assault and Metal
Hawk on a forthcoming Namco Museum Piece?), the arcade business was in need of new ideas. Namco
preempted rivals Sega by producing the first fully polygon-based arcade game - StarBlade. It became an
instant hit, further solidifying Namco's reputation for technologically ground-breaking videogames (and
let's not forget that Namco's polygon Winning Run predated Virtua Racing)

The first thing that struck you about StarBlade was the sit-down cabinet. It was as huge as the overkill
Sega cabinets of the time, with 2 monitor which was warped around the corers. This seemed to enclose
the player far more than other monitors, although the image was somewhat warped. However, what truly
gripped players was the audio-visual overload when playing it - no-one had seen a fully 3D rendered game
of this quality before and many pounds were spent seeing everything that the game had to offer.

It didn't seem to matter that the route through the game was predetermined and you literally just point-
ed your cannon and blasted - the urge to see more of those graphics overcame all.

The PlayStation version of StzrBlade contains everything from the coin-op, and even improves on it in
some regards by offering a texture-map mode which boosts the visual appeal of the game over the flat
polygon look of the arcade original. However, the gameplay remains identical. This is fine for an arcade
game, where only a pound or two is being spent on the experience, but with a PlayStation game players
are used to more interactivity. Yes, those graphics are stunning, but what if you could decide where to go,
as opposed to the computer flying the ship for you?

Defeat the RedEye planet destroyer and save humanity in StarBlade!

Overall, StarBlade is an essenial purchase for fans of the original arcade game (and it also has the dis-
tinction of being the only action game to benefit from compatibility with the PlayStation mouse), but it
isn't in the same league as Ridge Racer and Tekken.

THE CHEATS

it should be noted that only one
of these cheats can be used in
one  game Completing
StarBlade shoutd pose no prob-
lem with either code installed
on your PlayStation!

TURBO SHOT
On the title screen where the

StarBlade logo forms, press up, o

up, down, down, circle, triangle 1 NI

and square. Press start after the F S
demo begins (if not, the cheat is UNT DOnN
cancelled).

UNLIMITED CONTINUES

On the title screen (again when
the logo is forming), press up,
right, down, left, X, X, X and
press start after the demo
begins.
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The different arenas in CyberSled add
extra variety to the cat and mouse-style
action. Dodging behind cover, darting
out and firing are the best tactics to use,
although speed is clearly the best
advantage when you take on the final
boss - the eponymous CyberSled!

There are two views available for use in
CyberSled. Although the in-tank view is
probably better suited to combat (as
your view is a lot clearer), the exterior
perspectives allow you to enjoy the
detail and animation of your cratt.

THE CHEATS

Completing the game enables you to access the other tanks you fight
against in the normal arcade mode. Also, there is a cheat code to
enter which brings them up immediately. On the title screen (which
says “Press Start Button”) press up, left, down, right, up, triangle, up,
right, down, left, up, circle.
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CYBERSLED

Released January 1995 (Japan), October 1995 (Europe)

Price £44.99

Namco followed up the success of Ridge Racer by converting across one their lesser known coin-ops,
Cybersled. Set in a troubled future, CyberSled became the top sport of the nation, with celebrity drivers
taking their custom tanks into specially constructed arenas - the aim being to emerge victorious from a
one-on-one battle with another combatant.

Each of the tanks has their own special capabilities, ranging from differences in speed, weapons power
tosize and agility. Each combatant has an energy bar which is worn down by machine gun and missile fire
during the course of the battle. Adding to the features of the game is a built-in two-player mode. At the
time of development, the link-up cable was not available so the game relies on a split-screen effect to
emulate the original arcade machine.

The CyberSled coin-op used two levers to emulate the controls of a real tank, controlling the left and
right tracks of the tank. So, for maximurm full-speed ahead, you'd press both levers forward. Rotation was
also possible - push forward on one lever and back on the other to execute the speediest turn. It was this
control system (first used in the ancient arcade game Battle Zone) that prompted the development of the
Negcon controller by Namco, which took the analogue control feel of CyberSled and replicated it well on
PlayStation. Since then the Negcon has become the most widely supported analogue device on the Sony
machine with titles such as Ridge Racer Revolution and WipeOut being fine-tuned for use with the periph-
eral. But CyberSled was the game that started it all off many moons ago...

Namco returned to its arcade heritage for its second game

As a conversion of the original arcade machine, it's difficult to fault CyberSled as it does offer every-
thing (and more, once the extra tanks are available) from the arcade machine, although the smoothness
of the game isn't as pronounced. However, as a PlayStation release it suffers from being too close to the
coin-op as the one-on-one battling action makes for quite a limited game (a fault stil prevalent in the very
similar Assault Rigs from SIE). Also, by today’s standards, the visuals aren't really exciting, although to be
honest this is probably down to the original coin-op as well.

Completing the game (or entering the
code) allows you to access five hidden
tanks. Pictures of these bizarre cre-
ations can be seen on this page, Their
capabilities are far removed from the
original five tanks at your disposal.




IMAGE I1s NOTHING. THIRST IS EVERYTHING. OBEY YOUR THIRST.



A sequence of action taken from Alr
Combat. Effective blasting of ground tar-
gets is an art in itself on the hard diffi-
culty setting, with low-level flying
required to take out SAM sites before
moving o to the main targets and blast-
ing them!

AIR COMBAT

Released July 1995 (Japan), October 1995 (Europe)
Price £44.99

Namco have been reluctant to convert games using their powerful System 22 architecture, having only
translated Ridge Racer and Air Combat on to the PlayStation. For both titles, differences cropped up in the
gameplay. This wasn't that noticeable on the Ridge Racer conversion, but Namco went back to the draw-
ing board with Air Combat, completely redesigning the game’s layout - with only the bare bones of the
gameplay intact.

One of the most under-rated games in the Namco back catalogue,
Air Combat casts you as commander-in-chief of a Top Gun military air
force, with the object being to complete 17 different missions involv-
ing both air-to-air and air-to-ground combat.

A range of aeroplanes can be purchased, from the ancient F4
through to A1o TankBusters and the state-of-the-art EF2000 Stealth
Fighter. In all, a total of 16 different 'planes have been coded in, each
with their own specific strengths and weaknesses (based on their real
life performances).

Combining elements of simulation along with the straightforward
arcade blasting of the arcade game, Air Combat has been described as one of the most impressive
PlayStation games around  (by the head of Capcom R&D no less) and suffers from only one fault - that
being the easiness of the lower difficulty levels (specifically easy and normal).

Take to the skies and destroy the greatest top gun aces in the world!

THE CHEATS

INFINITE PLANES
Completing the game on the normal difficulty setting gives you infi-
nite supplies of every aeroplane. This is perfect for playing Hard
Mode, which is ten times more challenging (and you will need all of
those "planes).

LOADING GAME CHEATS
These aren't really cheats as such, but add a certain something to Air
Combat. Before the “Loading, Please Wait” screen appears, press R1
and the circle button and a special loading screen appears. From
here, press the following to get the extras.

BONUS GAME
A very bizarre bonus game appears if you enter the simple code up,
left, down, right. A small dinosaur appears in the bottom-left hand
corner, indicating that the cheat will activate. If you complete this
game, you get to employ wing men in the actual game for $o!
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Select Hard Mode on Air Combat and the gameplay s totally transformed. The amount of enemy planes
increases and the intelligence of your opponents is also far more pronounced, making for far more excit-
ing dogfights. The intelligence of the ground-based targets is also increased - SAM missiles are deadly
and players need to skirt around these hot spots, using surgical strike tactics to take out the launchers
before heading for the primary targets. Subsequently, all of the differences between the "planes (which
aren't so great in the lower difficulty stages) become far more pronounced. Indeed, on Hard Mode, you're
guaranteed a far more involved and complex game, which takes Air Combat from being an average game
into a truly decent title.

This isn't an essential addition to the PlayStation library, but as an example of a solidly entertaining
title with plenty to offer, Air Combat is well worth investigation - just be sure to get the most out of the
game on the hard setting!

Alr Combat isn't exactly packed with a
variety of useful hints, with Namco hay-
ing opted to produce some cosmetic
alterations to the game via the cheats.
Above you can see the cheat in action
during the game, but you get your best
views when you select your ‘plane (left).

DIFFERENT PAINT
Change the colourisation of your *plane with the code up, down, left,
right, up, down, left, right, Ra.

WINGMAN PAINT
Different colour wing men are activated by pressing start ten times
followed by R.

2P VERSUS PAINT
The same effect again can be achieved on the two-player versus
game. Press left, right, left, right, down, up, down, up, circle, circle,
triangle, triangle, triangle.
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As this month's issue proves beyond a doubt, Namco are a gaming
force to be reckoned with. In the past few years they have asserted
their position as one of the world’s premier software developers,
both in the arcade and at home, with exceptional titles like Tekken
and Ridge Racer keeping them constantly in the industry spotlight.
imes like these, it is important to remember that a company
renowned for pushing the envelope of affordable contemporary tech-
nology has its roots firmly planted in the history of the videogaming
industry.

Namco released their first ever arcade game back in 1978, and
since then they have established themselves as pioneers in the field
of innovative game design. Few companies can claim to have as
impressive a back catalogue of landmark coin-ops as Namco, and
now, due to popular demand, they're giving PlayStation owners the
chance to own some of the most influential and respected games of
all time.

A COIN-OP CONVER-
SION OF A COIN-OP
CONVERSION?

The idea of a compilation of clas-
sic Namco coin-ops is not new,
and as some of you may already
know, Namco released a compi-
lation arcade machine a while
ago using their System 11 inter-
nal architecture. Indeed, as you'll read in our AOU report this month (see page 116), the latest arcade col-
lection features nineties renditions of such seminal games as Dig Dug. The Namco Museum however, has
gone for authenticity rather than novelty, and as a result the games found on the PlayStation disks are
exact (and we do mean exact) replicas of their coin-op counterparts. While some may debate this deci-
sion - the time is ripe for 32-bit updates - MAXIMUM applauds Namco for delivering us their arcade her-
itage. Everyone seems to remember at least one coin-op from these collections fondly, and here they find
that game intact - identical in every regard.

GIVE ME AN N!
The Namco museum collection provides exhaustive information on Namco's coin-op classics from within
a specific chronological time period. The first disk covers six games (seven if you include the Rally-X

Both Namco Museum disks feature
extensive pre-rendered intro sequences.
On the first disc Pac-Man is chased
along a r0ad towards the Museum by
the cast of the coin-ops (eft), while on
disc two Pac-Man pilots a Xevious ship
into space to meet Mappy (below).

update, New Rally-X) from 1980 to 1986, while the second disk encompasses six more games from 1979
t0 1984. On the front cover of each Namco Museum disk is a single letter, N for volume one, A for volume
two, which ultimately spells out the word NAMCO when combined with the three forthcoming volumes.
Are you a big enough Namco fan to collect them all?

NOT JUST A GAME COLLECTION
Namco are keen to emphasis that these volumes are not just a compilation of historical coin-ops, but an
entirely new interactive museum experience. Although you can just skip straight to the games should you
S0 wish, each disk has been designed with an extensive and atmospheric ‘museum’ front end which pro-
vides a wealth of features and information about both the games and
the company behind them.

ER, DOOM ANYONE?

Each museum has been rendered in fully texture-mapped 30, and
youmanoeuvre around the various rooms in true Doom style first per-
son perspective exploration, with an action button for examining cer-
tain interactive articles, a look up button, and even a run button for
speeding between the various game chambers. Though the museum
layout is fairly basic, and the
items on display mainly for nov-
elty value, there are enough
exhibits to keep any Namco fan
engrossed for a few visits. So, in
true MAXIMUM Extended Play
fashion, join us as we take on
you a virtual tour of Namco
Museum volume 1.
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EXTENDED PLAY

IN THE FOYER, NOW!

After a long and tiresome trek through the polygon
rendered hills and dales of Pac Land you reach a
prominent white building positioned in the middle of
a large grass plain. As your walk up the path towards
the entrance you notice a decorated banner draped
from a balcony on the second floor welcoming you to
the first official Namco Museum. Stepping through
the front double doors you are greeted with a pleas-
ant but sparsely decorated foyer, complete with two

tastefully positioned French windows and an auto-
mated receptionist behind the front information

desk. Here you can peruse the visitors® signing-in
book, before entering your name and moving on into
the main hall.

GALLERY OF GAMES!

Inside the the main hall players are confronted with
eight doors, each adorned with twin marble pillars
and leading to a specific area of the museum. Six of these doors allow access to the actu-
al games themselves (PacMan, Galaga, Pole Position, ToyPop, Rally X and Bosconian for
disks; Grobda, Gaplus, Dragon Busters, Xevious, Mappy and Cutie Q on cisk2) while the
other two lead to the lounge and foyer (marked by an EXIT sign) respectively. A quick
glance up reveals an octagon shaped skylight illuminating the chequered floor, but other
than that the hall is empty.

LOUNGE AROUND

Inside the lounge the visitor can view a veritable horde of Namco-related paraphanalia. When you move
close to some of the objects in this room, the Pac-Man icon in the bottom right hand corner of the screen
reacts and starts opening and closing his mouth. This is an indicator that the item is interactive, and a
quick press of the button takes you ‘into’ a new screen for a closer examination of that object.

Firstly there is the Namco Official History console, a brief scrolling chronological history of all Namco's
videogame releases from 1978 up to 1995, with PacMan producing an amusing corresponding thought
bubble as the games from this particular museum scroll by.

To the right of the console is a long wooden desk holding a collection of NG magazine, the Namco
Community Magazine free to arcade goers in Japan since 1983. When these stacks of magazine are
accessed visitors can gleam information about the publication as well as view every single issue’s cover,
selecting via a microscope icon to zoom in or out on any particular feature of the artwork.

Right of that is the ‘Amusement Machines’ wall hanging, a virtual replica of one of Namco's first ever
arcade amusement brochures, containing information about their most popular stand-up and table-top
arcade cabinets, as well as some of their more interesting dedicated cabinets (including Batting Chance,
a baseball game where the player is actually required to pitch a real baseball at the CPU). The brochure
demonstrates Namco's desire to produce innovative software based around dedicated cabinets as early
as 1980, a trend carried through to today with coin-ops like Alpine Racer and Galaxians 3.

Taking a step even further back in time, next to the ‘Amusement Machine’ brochure is a ‘Namco Official
Paper’ wall-hanging, a pamphlet that advertised Namco's products from 1955 to 1964, These included a
nice line in performing robots (weight lifting, riding unicycles!) and a surprisingly convincing robotic face.
You don't believe us? See for yourselves! Also on the same wall as
these two brochures, pinned to a chipwood board, is a Staff list of the
people responsible for creating Namco museum.

The final wall is taken up with a stylish bar, complete with drinks
cabinet, multiple bar stools, a palm tree and a juke box! Well, what
kind of a museum lounge would it be without a bar? This bar howev-
er, is not for quantative consumption of the amber nectar (there’s no
virtual gents anyway) but instead is where visitors are invited to save
their collective museum scores to memory card for future posing.

The juke box on the other hand is exactly what you'd expect: an in-
game juke box. This interactive wurlitzer contains ALL of the music
from all the coin-ops included on the CD, as well as all of the muse-
um ambient background tracks. For real perfectionists the juke box
also contains every single sound effect from every game! Although
the tunes on offer here may not be quite up to the silky aural experi-
ence that is Tekken 2 or Ridge Racer Revolution, they still suit the var-
ious museum rooms to a ‘T’

The main hall of each museur links to
every other area (above). Meanwhile, in
the lounge players can peruse the col-
lection of NG magazine (middle left), or
view the various wall displays (left).

The Pac-Man icon in the bottom right
hand comer of the screen responds
when you move next to an interactive
item (above). He also falls asleep f you
leave the game alone for long enough.
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The second stage of New Rally X con-
tained two enemy vehicles, each with
improved Al (above). Meanwhile, the
Galaga game arena (below) is one of the
most_extravagant on the first Namco
Museum disk.

THE GAME CORRIDOR
Leaving the lounge for now, we travel back into the main hall and
through the Pac-Man door into the Pac-Man game corridor. Each
game has its own corridor leading to the game arena, and this is the
place to find product information on game related merchandise and
marketing. In the Pac-Man game corridor visitors can peruse the
range of Pac-Man novelty gifts available (which include food, note-
books, towels, pop up info cards and t-shirts) as well as view the orig:
inal arcade board and accompanying cabinet stickers.

Each game corridor also has a slide show, which exhibits every sin
gle frame of animation for each game () and a helpful *how to play’
panel, just in case you've never played Pac-Man before.

THE GAME ARENA

Stepping into the game arena visitors find themselves suddenly
transported to Pac-Man’s backyard, complete with a small round
‘Pac’ cottage, and wooden fencing. Each game arena is a specially
themed environment housing the most important aspect of the

Namco museum: the coin-ops themselves. If you look hard enough
you'll find a small table top Pac-Man located underneath a tree in the
corner of the garden. Access this and you're into the main options
screen for the Pac-Man coin-op.

MAIN OPTIONS SCREEN

Each of the Museum’s six games have a main options screen which
inform of you of how the buttons are configured on the PlayStation
pad, and allow you to configure the in game action via a set of simu
lated DIP switches that represent a number of authentic options
found on the original arcade board. For Pac-Man these options
include the number of lives, points needed to obtain extra lives, a pause button and the ability to stretch
the screen to take advantage of tall arcade monitor cabinets. Adding to the authenticity of the experience
the games even run through the various initialisation test screens when switched on that the old coin-ops
used to. Now that's arcade perfect.

IT’S IN THE GAME

So now you know that Namco Museum is an entertaining and comprehensive source of Namco informa-
tion, but what of the games? Are they as enchanting as they were all those years ago down the local chip-
pie? Does a tear of nostalgia spring to your eye at the very mention of Xevious. Or, er, can you even
remember them at all?

NAMCO MUSEUM VOLUME ONE

PAC-MAN (1980)
The earliest game on the first Namco Museum disk, and a good one to start with because, let’s face it,
everyone's played Pac-Man. The objective is simplicity itself: guide Pac around the maze eating all the
dots and avoiding the four enemy ghosts. Use the tunnels to escape from one side of the screen to the
other, and eat the power pills to briefly turn the tables on the dastardly quartet allowing you to chase and
eat them for a change. Collect the fruit bonuses every now and then, eat all the dots to progress to the
next frame and that's basically it. On the surface. Underneath, as any hardcore Pac-Man player will tell
you, it's a game of surgical precision and split-second timing. For true Pac-Masters, who can keep play-
ing the game indefinitely, learning specific patterns for certain frames is no easy task (and you thought all
the levels looked the same - tsch!), while mastering the practice of
free-form improvisation is something of an art form. Those gamers
will be happy to know that Pac-Man is an exact port of the original
code, and as such any ‘skills’ developed on the original machine can
be put to good use with this conversion.

RALLY-X & NEW RALLY-X (1980)

Predating even the likes of Spy Hunter, Rally-X is one of the first top
down vehicle simulations ever! Drive your sporty car around a maze,
avoiding both other enemy sporty cars and boulders, whilst collect-
ing flags before your fuel runs out. Basically Rally-X was a new twist
on the Pac-Man genre, with the action now taking place in a scrolling
maze bigger than the size of the screen, and the player being given a
radar to locate both enemy vehicles and the precious flags. Players
also now had the ability to defend themselves against their pursuers
by dropping clouds of smoke from their vehicles rear which would
briefly stun the enemy cars if they drove into them. New Rally-X had
a different colour scheme and an improved difficulty curve (the first
map only had one enemy car) but offered nothing dramatically new.

GALAGA (1981)

Following in the footsteps of Taito's revolutionary Space Invaders,
Galaga introduced a whole brace of gameplay innovations to the sin
gle screen shoot "em up. On top of the usual destruction of wave after
wave of marauding aliens (red cannon fodder, blue attack ships and
green ips) players had the opp to

power-up their craft by allowing it to be captured by a green mother-
ship, and then blasting it free. The craft would then link to the play-
er's own, effectively doubling the firepower capability and thus mar-
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Located in every game arena is an exact
replica of each respective original coin-
0p cabinet (above). Players also have
the option to access the original cabinet
DIP switches (above left) to customise
the game. How's that for authentic?
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The original formula one racing game
that started a genre. In the above shot
MAXIMUM have qualified for the main
race, albeit in a lowly position, and most
now race like maniacs to achieve the
eponymous Pole Position.

EXTENDED PLAY

ginally upping the player's slim chances of survival. Galaga also introduced the concept
of a shoot "em up bonus stage, with passive aliens swooping about the screen while the
player blasted away aiming for the magic 40/40 mark. A truly seminal work.

BOSCONIAN (1981)

Bosconian developed the shoot em up genre even further by (gasp!) placing the action
within a scrolling playfield several times the size of the screen! In a similar fashion to
Rally-X players used a colour coded radar to pinpoint the location of the frames" many
space stations, which all needed to be destroyed in order to progress to the next level. Of
course, Bosconian featured the full complement of alien cannon fodder and asteroids,
and in order to deal with the quite unfeasible odds faced, your craft could move in one of
eight directions (diagonals! double gasp!) and fire from both the front and the rear simul-
taneously. At various stages the ‘Condition’ alarm would flash red, indicating an incom-
ing attack formation of especially nasty aliens, marked on the map as a red dot. If all this
sounds a little familiar, even though you've never heard of Bosconian, that's because this
game served as the basis for Williams’ later but equally legendary Sinistar - which oddly
enough has just hit the PlayStation in the Williams’ Arcade Classics Pack.

POLE POSITION (1982)

You may laugh, but in its time Pole Position was
hailed as something of a landmark title. Never before
had the sensation of speed been so convincingly
recreated in a videogame, with both hairpin turns
and road side obstacles for the player to contend
with. The game also featured a analogue steering
wheel and two box gear stick, something which 14
years ago was viewed as a revolutionary step for-
ward. The aim of Pole Position was simple enough:
race around the track for the qualifying lap, then take part in the main grand Prix. Here
the player found himself competing not just against the clock but against the other CPU-
controlled cars as well, with the merest fender jostle resulting in the instant combustion
of your vehicle. Nail biting stuff. Or rather, it was. You see, unlike the other games on the
Namco Museum Pole Position was attempting to simulate reality and thus has aged par-
ticularly badly. Even though the visuals can be excused, the car'’s handling is something
of a bad joke when compared with the likes of Ridge Racer. Stil, at least there’s no men-
tion of the decidedly tragic Namco sponsored 80s cartoon series of the same name which
used to be on during Saturday mornings about ten years ago . And remember, only their
uncle knows.

TOYPOP (1986)

Perhaps the least famous game on the first Namco Museum but certainly one of the most fun. For starters
it's the only game on the disk to feature two-player cooperative simultaneous play! Taking the part of
either Pino or Acha, the player is required to tromp around a series of mazes, blasting enemies and
destructible boxes, collecting icons and locating the vital yellow hearts required to open the exit to the
next stage. The trouble is there are seven different enemies patrolling the various stages, and apart from
the standard clockwork soldier, they each require a specific weapon to destroy them. This adds an ele-
ment of (heaven forbid) strategy, as players must plan their move from icon to icon depending on the loca-
tion of the baddies and the weapons present.

oB% 1 | Shea. T IR ——
T iw
PINO AND ACHA ARE 4 - °
GOING TO MAJYO'S CASTLE i R
TO SAVE FRIEND. o .
4

From right to left: marvel at the Pac-Man
table top coin-op; relax at the game save
bar, lear valuable facts from the Pac-
Man game corridor and chill out to the
aural vibes of, er , Pac-Man.

Toy Pop is the most recent coin-0p to be
included on the first Namco Museum
collection. Acha has collected the three
staricons which allows her to use the all
powerful star weapon (above left) for
the rest of the level. Meanwhile (above)
she runs for the exit as the wall close in.
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Everyone at MAXIMUM has their own

particular coin-op favourite on the
Namco Museum which they fondly
remember. Despite it inital novelty fac

tor, Mappy wasn't one of them.

NAMCO MUSEUM VOLUME 2

CUTIE Q (1979)

Des; being on the second Museum Cutie Q is in fact the earliest Namco game to feature on either of
the compilation disks. Best described as a cross between Breakout and pinball, the upper portion of the
screen replicates a bat and ball scenario with the player deflecting the bouncing white pixel to destroy the
blocks, while the lower portion is more akin to a pinball table, requiring certain markers to be ‘lit’ (again
by deflecting the pixel) to receive bonuses. Considering its age, Cutie Q is remarkably good fun, although
the analogue control of your ‘bat’ can prove frustrating on a digital joypad. Hence the inclusion of a fine
paddle controller in special Museum packs in Japan.

XEVIOUS (1982)
Probably the most famous Namco coin-op on the second disk, Xevious is an early example (indeed, it's
the earliest) of the vertically scrolling shoot 'em up genre. With precision gameplay and a perfectly

gauged difficulty curve, it even

outshines some of the today's
more shallow PlayStation shoot
"em up efforts (see Stahlfeder).
There are no power-ups in
Xevious, just your standard shot
and ground bomb: all you need
to tackle the game’s many
marauding aliens and obstacles.

Your ultimate aim is to reach the
magical 9,999,999 score, and in
order to do that you're going to
need to learn the enemies attack
formation and the location of
the ‘hidden’ pyramids. You
might want to turn the music
down though, as it can get a lit-
tle irritating after a few min-
utes...

MAPPY (1983)

Mappy seems to be the second Museum’s mascot, with the mouse
officer featuring prominently in the disk’s rendered intro, and replac
ing PacMan on the ‘now loading’ screens. The game itself though is
something of an oddity, defying

simple classification. Each stage
is set in a multi-layered house,
with our rambunctious rodent
bouncing on trampolines to
reach the level’s many platforms
thus allowing him to reclaim the
various precious items before
the burglar cats get him. One
touch from the vicious cats

6 CLASSIC COIN-OPS ON EACH DISC!
COLLECT NAMCO’S ARCADE HERITAGE!

spells doom for Mappy, but fortunately he has a few tricks up his
sleeve. Firstly, he is invincible whilst bouncing (though each trampo-
line can only be bounced on three consecutive time before it disap-
pears) and secondly he can open and close certain doors on the plat-
forms that, if timed, correctly will temporarily stun the feline
scoundrels. Mappy can open the door even when he is not next to it,

providing he is on the same level and facing it. After three rounds
Mappy is transported to a balloon popping bonus round for a chance
to up his score, before being returned to the next level for some more
house ‘action’. Also, if Mappy can collect an item when the big red
cat is hiding behind them, he will be awarded with extra points. Go
Mappy Got
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Despite having the most unusual name
on the second Namco Museum, Grobda
(above) is perhaps one of the best
games. The action is fast and furious,
even though the colour scheme makes it
look like someone's dropped a dodgy
pillin your tea.

GAPLUS (1981)

A pseudo-sequel to Namco's 1981 hit Galaga, Gaplus (Galaga Plus presumably being too
much of a mouthful for us gamers) takes the basic mechanics of Galaga and injects them
with a large shot of nitro. Your craft now moves both up the screen as well as along, giv-
ing the player more space in which to manoeuvre, whilst the power-up system has been
completely redesigned. Toast the mother alien (or should that be alien mother) carrying
your captured ship and you briefly shoot out a tractor beam which hooks in any unsus-
pecting alien craft that enter the beam. These aliens then descend to the bottom of the
screen, adding an extra shot to your firepower - Galaga style - for every alien successful-
ly captured. This enables you in theory to have almost wall to wall firepower, and although
that may sound excessive, you're going all the help you can get: Gaplus is rock! No longer
do you get a starter wave to ease you into the action: these aliens are swooping and fir-
ing the moment they hit the screen, breaking off in ever more complex attack formations.
Only masters need apply.

GROBDA (1984)

A top-down tank shooter with a psychedelic colour
scheme, Grobda is not a game for the faint-hearted.
Armed with an obscene rapid fire cannon and defen-
sive shield, players enter into a series of arenas to do
battle with an ever toughening army of enemy can-
non fodder. Sounds basic enough. However, what
distinguishes Grobda from other top-down blasters
is the extraordinary pace. Levels last from anywhere
between 5 to 20 seconds, and that's it. Whatever's

EXTENDED PLAY |
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going to happen, will have happened by then! Blink, and it's all over
- literally. You draw your shields from a central power supply that
slowly regenerates itself, and its this shield that is the key to mas-

tering Grobda.

DRAGON BUSTER (1984)

Namco's first attempt at a side-scrolling platform/action adventure is
another title that hasn't really stooc the test of time. Choose from
multiple paths through each landscape (Super Mario World style)
and then venture into a series of basic platform mazes to do battle
with the many dungeon denizens lurking within. The game is heavily

reliant on the substandard combat system, with each level structured
around a series of ‘encounters’ with various sub-bosses and little or &t
no ledge leaping action to speak of. Your character picks up a variety

2%
of icons to aid him in his quest, but quite frankly they're all a bit inef- 20
fectual against the likes of a stonking great big dragon. Its alsoabit 0%
strange to have to return to a platform game where ‘up’ is used to
jump, as opposed to a button. However, for its time Dragon Buster
featured some of the most advanced sprite based graphics yet seen
in a platform game, and this was the title’s main attraction.

SRATAS
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Our hapless hero finds himself on the
receiving end of serious damage, both
from energy draining snakes which latch
themselves onto you for the rest of the
level (above) and from a fire breathing
baby dragon that seems to have
knocked him upside down (left)

MASTER THE SECRETS OF THE COIN-OP ORIGINALS!

TRY TO ACHIEVE THE WORLD RECORD HIGH SCORE!

None of the games on either of the Namco Museums really have an ending. Your
objective is not to complete them per se, in the traditional sense of reaching a
game’s finish. Instead the aim is to score as highly as possible. Provided you have
a memory card space to store the data, Namco Museum allows you to save your
high scores for further reference. Ideally, each time you play a game on Namco
Museum you are competing with yourself,
pushing your limits to try to achieve the high-
est score capable. To ‘complete’ Xevious you
must clock the game (get 9,999,999) and in
order to do that you need to finish the game's
main frame several times
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SPECIAL EXTENDED PLAY

THE SEQUEL TO THE STUNNING ORIGINAL!
RIDGE RACER REVOLUTION

DUT NOW I\ JAPAN, AVAILABLE OFFICIALLY IN APRIL

The ultimate arcade
racer has arrived!!

The finest racers throughout the world gather together in a com-
petition to challenge the most hardened of drivers. All these experts
have their own favourite vehicles and are ready to drive like madmen
around the beautiful sweeping lardscapes of an all-new circuit.
Great prizes are waiting to be won for those with the skill and ability
to conquer a host of other competitors. Are you ready for the race of
your life?
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RIDGE RACER REVOLUTION is one of the most

RRR SECRETS

Namco are masters of placing a variety
of cunning cheats into a game to expand
the longevity of a title, and do not dis-
appoint with Ridge Racer Revolution.
Over the last few months, we discovered
every trick we could find for this game in
our mammoth playtest, and our results
are displayed throughout this feature.
Many of these secrets have been seen
before in the first Ridge Racer, but some
are completely new and one o two are
really rather special indeed.

1BONUS CARS

Initially, the player has the option of rac
ing the three Revolution courses in one
of four cars, but a simple act of finger
dexterity on the loading screen enables.
You to select an additional eight vehi-
cles. To obtain these new cars, you must
shoot every alien craft on Galaga '88
*That is Galactic Dancing’ screen. There
are four waves of circling alien ships
with ten entities in every wave, so keep
a tight pattern down and use as many
bullets as you want. After all forty of
these space ships have been eliminated,
You are rewarded with a small explosion
of fireworks and a message indicating
your perfect success rate. Then you may

enter the options screen as normal;
picking your desired course, before
choosing from these new racers. Press
right and you can scan through the four
original cars until the new ones are
located,

astounding driving experiences ever seen!!

Accelerate around three new courses at breathtaking speeds!

The past history of the Ridge Racer phenomenon began in 1993
with the launch of the arcade version. Gracing arcades throughout
the world, this wowed the assembled crowds with graphics of a qual-
ity never seen before. Such was the quality of the title that many
regarded this as a Namco renaissance, and Sega now faced a new
rival in the realm of 3D games. Ridge Racer took over from where
Virtua Racing had left off, and brought the gamer into the world of
texture-mapped polygons and realistic powersliding. Racing fans
were at last able to steer round a supremely detailed circuit in a car
that actually handled like a real
sports vehicle. The adrenaline
rush was completed by a variety
of groovy techno beats blasting
from the cabinet speakers to the
accompaniment of squealing
tyres. Previous arcade ventures
into this area had brought racing
games of varying quality; from
the ancient Hard Drivin’ to the
ground-breaking Virtua Racing;
but Namco were the first to gel together the winning formula of texture-mapped polygon graphics coupled
with the realistic handling of a high-performance sports roadster.The only aspect of the game that Ridge
Racer lacked was that all-important two-player option, and Namco duly obliged the legions of fans that
craved for such action with the release of Ridge Racer 2.

Jaw-dropping graphics and sound coupled with unbelievable gameplay!

The sequel hit the arcades in
1994, becoming a much greater
success due to the extra dimen-
sion of multi-player racing and a
graphical overhaul. Players were
now able to play against up to
seven other drivers, and each of
the cars received extra polygons
(and independently turning front
wheels) and texture-mapping,
but the course remained the same and there were no additional tracks. One slight tweak oceurred in the
background; as despite the scenery remaining similar to the original, the sunsets gave the graphics a brit-
liant orange glow and the ocean a marvellous purple sheen.

The end of 1994 marked the start of Namca's major foray into the console market. The success of Ridge
Racer 2 was followed by the release of the first Ridge Racer on Sony’s fledgling console after a surpris-
ingly short six-month period of development. Such was the impact of the game that PlayStation Ridge

SELECT YOUR RACER AND ACCELERATE TO VICTORY!! . sreccws

After selecting your preferred racing circuit, you may then choose your mode of transport from a selection of 15 different designs. Over A-Top speed.

the course of this extended play we shall detail each individual model and access racing capabilities as well as giving you informed personal B - Acceleration.
opinions on each one. When you initially choose your sportster, flick through your choice of vehieles until your favourite has been picked, and C - Momentum.

then use the L1 and R1 shoulder buttons to rotate your car. Holding down either of these buttons speeds up your car’s rotation, whilst up or D - Handling.

down on the d-pad shifts the angle of view. Finally, hold L2 or Rz to move the front tyres before choosing transmission and speed setting. E- Grip.
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3 ]
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Whilst Namco beavered away on a real sequel to Ridge Racer in
the arcades (which duly appeared as the awesome Rave Racer),
those involved in development of new titles for the PlayStation began
their work on a sequel, well aware that the whole world was waiting
for this offering. Despite the phenomenal success of PlayStation
Ridge Racer, many felt that certain elements could be improved upon,
and expectant PlayStation owners formulated a wish list (such as
another course, more intelligent computer-controlled vehicles and
the absence of glitching) when a console sequel was announced.
Then almost a year to the day since the Japanese PlayStation launch,

Namco released Ridge Racer Revolution. Now with the official release looming, MAXIMUM takes this game
apart in the second of our mammoth extended plays, and offers comprehensive tips, cheats and secrets

for this first-rate driving experience.

‘ SPECIAL EXTENDED PLAY

Notice the wealth of detail on the sides
of the R Galaga Carrot (left). Now try to
imagine it racing around a texture-
mapped track at speed and you'll realise
the excitement that
Revolution caused!

Ridge Racer

Racer sold the machine in Japan at least, and accounted for a large
percentage of perceived interest throughout the world. Sony had
shown the gaming world the power afforded by next-generation con-
soles, whilst Namco had given the public an almost arcade-perfect
coin-op translation after a very short time. Despite slight graphical
deficiencies, this was the coin-op version of the first Ridge Racer
game, and all the playability and superb sensation of speed had been
converted lock, stock and barrel. Now Namco and Sony could show
the world exactly what the new wonder machine was capable of.

You'll find a detailed account
of all the features that make this
game stand out from the crowd;
advanced strategies for comer-
ing and powerslides; a series of
pointers for beating a human
opponent in two player mode
and a meticulous course guide
of the three main tracks. Along
with this, we have detailed all
the available cheats, looked at
every one of the fifteen cars and
even a mini-reviewed the top ten
music tracks! So without further
ado, let us change into our
rather atractive racing slacks,
choose our state-of-the-art dri-
ving machine and pull up to the
starting line to rev our engines!

F/A RACING
TOP SPEED: 229 km/h
R #3

The /A Racing is the ideal road vehicle for the beginner; and has fea-
tured in every Ridge Racer-related game that Namco have ever pro-
duced. The speed, grip and acceleration are all average, creating a
perfect balance and a car that chugs along with little danger of crash-
ing (or indeed, winning). Those
approaching this game straight
from the arcade original (where
this car was the only choice)
should benefit from. choosing
this good all-rounder, but
always remember that quick lap
times can never be-achieved,
despite a commendable top
speed.

SPEC CHART
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2 TITLE SCREEN MANIPULATION
The title screen of Ridge Racer
Revolution features a spotlight, and this
can be moved and positioned in any way
that you desire. The spotlight manoeu
wringis controlled in precisely the same
manner as the flag that appeared in the
first Ridge Racer itle screen, and this
tweaking is for your own personal
amusement only. Hold down any two of
the four shoulder buttons when the title
screen appears, and then use the D-pad
to move the spotlight around the fitle
screen. Press the Triangle button, and

the spotlight decreases in size, whilst
the X button enlarges the spotlight until
the whole screen is filled with a che-
quered pattern. Not the most exciting of
all the Ridge Racer Revolution cheats,
but one that appears nevertheless.

WADE T THE C OPTION
SCREENS!

The moment you start to experience Ridge Racer Revolution, you
begin to realise just how many options and features this game really
has. Once you've fiddled with the spotlight and watched the incredi-
ble speed of the polygon cars as they accelerate around the track,
you should get to grips with the detailed options. Strangely, most of
the real gameplay tweaks are included in the course and car selec-
tion, whilst the initial options screen allows you to change factors
that don't really influence the actual gameplay mechanics at all.

The first option allows the player to configure their joypad (or
indeed, their NegCon) from four different presets. MAXIMUM has
found the initial settings to work fine, but for those left-handed play-
ers who have a particular desire to press the circle button constantly
should change their controls here. After you've checked your con-
— trols, move to the Volume Balance screen and adjust the sound

effects (for those wishing to drown out the commentator) or the back-
ground music. Then you may listen to all eleven of the ‘thumping’
music tracks when you select the music player. A small CD player bar
informs you of track you are listening to whilst all of the normal cars
weave their way around a course. You may change the course by loading a different track and then return-
ing to the music player, and you may also hide the CD player bar by pressing L1. It appears when you press
Ra. Finally, all your tweaks and changes can be saved to your memory card in the appropriate manner.

“Come on! pull up to the starting line and rev your engine!”

When you enter the game start screen, you are given four choices; to either exit back to the title screen;
start the game with a preset car, course and transmission; choose your own selection; or view the records
and change your in-game music track. The first two options are self-explanatory, and the third option is
explored in more detail below. The fourth choice, however, allows you save or load a previous game once
you've selected ‘Records’. When
the load/save screen appears,
your game information should
have up to for numbers or letters E
after the total time played. What -
do these strange digits denote? B‘.”f}w
Well, they tell you how much of E» s
the game you've completed. The e A
‘8" indicates the extra cars have
been obtained, the ‘E' shows
that you have successfully com-
pleted the first three courses
(but not the extra three), whilst
the ‘D, 'K’ and ‘A" all signify that
one of the Racing #13, Chibi
Devil and White Angel are all
present and correct. Once
you've finished here, move to
the third option and choose your
track.

64 MAXIMUM * THE VIDEO GAME MAGAZINE

RT RYUKYU
TOP SPEED: 227 km/h
CAR #4

The RT Ryukyu is perhaps the other choice for the newcomer to Ridge
Racer, and is one of the four initial cars to choose. Although not the

speediest cars by any means, this has excellent grip and handling, SPEC CHART
and is ideal for those without any wish to powerslide. A good car to
start with, but one that lacks 4

much excitement as the powers- SR
liding ability is poor. The Ryukyu
might be rather unsuitable for
drifting, but for a spot of corner-
ing at speed, you can't beat this
for traction. This is the roadster
to familiarise yourself with
before graduating to more pow-
erful vehicles.




GAME SELECT

gk

Time Trial
Slaps
3cars

The track options aren't limited to the
first three tracks, as any professional
Ridge Racer knows. Note that once
youve completed a race in first place,
You receive a small winner's wreath to
signify your driving prowess (above).

[ SPECIAL EXTENDED PLAY |

CHOOSE YOUR ROADSTER WITH HASTE! THE
RACE IS ABOUT TO BEGIN!

Now the time is right to make those all-important decisions, like
which of those sporty roadsters to manhandle around! Firstly, choose
your racing circuit from a choice of three tracks (or six once you've
secured victory on the first three). Next you should select the type of
game you want to play; a normal race with 12 cars vying for the tro-
phy; a time trial where you race against one other competitor (that is
joined by a supernatural vehicle after you've won the first three
courses); or a free run race
where there are no other vehi-
cles at all and unlimited laps.
The latter is reserved for practis-
ing your powerslides and corner-
ing.
Then choose your vehicle
(referring to our detailed car
guide) and ponder over your four
different speed settings (ranging

COURSE  SELECT

COURSESELECT 208

TOTAL LENGTH 6740M

Vfl mmg;

Cruise around a cavalcade of cunningly designed courses!

from S for the novice to Z for the championship contender). Remember that computer drones become
increasingly hostile, manoeuvrable and speedy depending on your Setting, and then finally choose either
automatic or manual gears. MAXIMUM recommends that profession Ridge Racers should select manual
transmission as you have more control over your car; especially at corners when a powerslide could turn
into a close encounter of the walled kind. Manual gears allow the player to adjust speed depending on
the situation and to change up gears whenever they wish (ideally at a count of 6200 revs), whilst auto-
matic transmission s ideal for the beginner as you only need to concentrate on cornering and forget about
coming a cropper in the gear stakes.

RT YELLOW SOLVALOU
TOP SPEED: 238 km/h
CAR #2

Despite the excellent acceleration, the Yellow Solvalou s let down by
alow top speed and very poor handling and grip (which incidentally,
makes it ideal for powersliding and advanced cornering techniques).
The understeering in mid-powerslide is also very strong, so you
should make sure you can per-
form a deft bit of car spinning
before attempting to clamber
into this vehicle. Use any of the
Solvalou cars in your never-end-
ing quest for the perfect power-
slide, but bear in mind that
many of the comers of the more
difficult courses require severe
wheel wrenching!

SPEC CHART
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The race has begun! Use the in-game features

3 SECRET CARS
Ridge Racer Revolution improves on the
first offering by incorporating three hid-
cars; the infamous 13th Racing (o
Devil car) and two newcomers; the 13th
Racing Kid or Chibi Devil and the awe.
some White Angel. To select any of these
three supernatural roadsters, certain
stipulations must be met. You must first
Iy complete the three courses in normal
racing mode. After the appropriate end-
ing, you must switch to TT racing and
begin to race again. Now instead of a
two-car race, there are a total of three
cars (including your model), and the
third newcomer is one of the supernat
ural trio. The 13th Racing appears on the
Novice track, while the Chibi is chal
lenged on the Advanced course and the
White Angel streaks past you on the

Expert track.

To select each car, you must beat it on TT
mode. To achieve this, pick your
favourite car (the MAXIMUM team's
being the Galaga RT Carrot) and the
select the normal Novice TT course (not
the reversed version as it is much tricki
er to win) and beat the Devil Car by dri-
ving like a racing legend. Remember to
use that back mirror! After the victory,
choose the 13th Racing and select the
Advanced course, beating the Chibi with
ease, before facing the White Angel in a
duel to the death!

to your advantage and wheelspin your way to victory!

FRONT BUMPER OR BACK SPOILER - WHICH
VIEW IS FOR YOU?

Once you've decided on your ultimate driving machine, the race itself
can begin. Like the first PlayStation offering, Ridge Racer Revolution
offers the player a choice of two viewpoints; the interior or exterior
view. The interior view is from the front bumper of your vehicle and is
the only way to experience Ridge Racer Revolution. From this vantage
point, you may time your cornering to perfection without having to
worry about traffic behind you; as there is a rear-view mirror to aid
you in your task (an excellent addition that stems from arcade Ridge
Racer 2). The exterior view is more of a problem, as you aren't able to
gauge corers with great accuracy until you become supremely pro-
ficient. The exterior view is ideal for showing powerslides and spec-
tacular skidding manoeuvres (as the section on tactics demon-
strates), but the real Ridge Racer should learn the ropes by employ-
ing the former viewpoint.

“HEY... HE’S RIGHT ON YOUR TAIL! GET READY TO
BLOCK!”

As mentioned earlier, the rear-view mirror is a godsend to the Ridge
Racer player, and is especially important for those wishing to better
the likes of the Devil Car. Apart from being a small graphical triumph,
the rear-view mirror enables the cunning and professional driver to
block opponents as they try to pass. This gives you the edge when
viewing the action from the interior as you can serve with ease and
still keep a roving eye out for forthcoming bends. The mirror is vital
for keeping your hard-fought winning position! Note also that the
mirror can be turned off for those players wishing to drive around the
course in the same manner as the first Ridge Racer. Pointless but fun!

Race around all the Revolution tracks in mirror mode!

As they managed for the first PlayStation version, Namco have included a special mirrored version of all the available tracks. This is accessed
by a simple secret (detailed elsewhere in this feature), and as you might expect, this allows you to race around a mirror image of your chosen
course. This excellent addition essentially adds a further six different circuits to your racing roster, and all tracks benefit from reversed inscrip-

tions on the hoardings and the cars themselves sport mirrored decals.

THREE EXTRA COURSES AWAIT THE MASTER OF RIDGE RACER!

For the true professional Ridge Racer, these three extensions to the main circuit allow even more frantic
driving as the track remains the same, but the tracks are played in reverse. MAXIMUM has playtested
these courses extensively, and found them to be even more of a challenge than the original ones, but our
track tips (detailed later in this feature) apply just as well here. When you begin your advanced driving
experience, you'll soon realise how much more intelligent the computer opponents are; as they nimbly cut
you up at every opportunity. Just try selecting any of the normal cars and try the advanced or expert course

for the race of your life!

RT BLUE SOLVALOU
TOP SPEED: 251 km/h
CAR #12

Despite problems with low level acceleration, the Blue Solvalou
appears to be the most favourable of the four initial cars, as the han-
dling and momentum sets it apart from the Yellow version. This is
one of the most popular cars (indeed, the Japanese press are warm-
ing to this particular model) as
the top speed is one of the finest
seen in the normal selection of
cars. Use this over the yellow
version when practising, as the
extra top speed is a godsend, as
is the ability to powerslide very
easily, as this (like all of the
other similarly-designed cars
a powerslider's dream.

SPEC CHART
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’TJA‘BTASIYOUR RIDGE RACER REVOLUTION PROWESS ON THE HIGH SCORE

Prove to your contemporaries that you have the necessary skill to complete the TT course in record time
by writing your initials in the high score chart. Once you've achieved a winning race, you are greeted with
a marvellous dark blue screen with a rotating car and soft music. From here, you may insert your initials
that are displayed in the high score charts for all to observe. There are six high score charts for all the dif-
ferent tracks, and  final nice touch occurs once you complete a TT course in mirror mode as your car icon
flips over to indicate this fact.

A WEALTH OF SCENIC TOUCHES REALLY BRING THIS GAME TO LIFE!

Another of the features that sets Ridge Racer Revolution apart from lesser titles are the numerous scenic
features that this game has. Part of the thrill of the race is not only the dash for the finishing line, but the
observation of all the different touches that the Namco developers have included in order to make your
competition all the more enjoyable.

As you'll notice when you begin your drive to victory, a large Namco projection television has been bolt-
ed to the tall skyscraper when your race starts, and plays a variety of encouraging messages whilst a num-
ber of classic game characters run about the screen. Also look for the increased detail on the car decals,
as each vehicle has benefited from greater texture-mapped adornments, and all of which advertise Namco
products such as Rave War (Tekken) and previous classics such as Dig Dug and Mappy. A final graphical
feature is the ability to view the second orange steel bridge from the
first one (provided you're in external mode) and proves that Namco
have tried their very hardest to minimise ‘block-in’.

In keeping with the first Ridge Racer, there are numerous aircraft
that fly about you, observing your progress. At the start of your race,
a helicopter flies about, and follows you throughout the race; and it
changes colour depending upon which course you select. The chop-
pers are coloured pink, green and purple, but also watch for a yellow
helicopter as well. Once you've begun your race, look out for two dif-
ferent aeroplanes that follow that same flight pattern, and two blimps
that constantly change their
position. Another excellent addi-
tion is a mono-rail that passes
over you before you enter the
finishing straight of the expert
course, and also watch for the
skyscrapers as one is based on
Namco's Japanese headquarters.
The final touch are the different
lighting effects of the buildings
depending on whether you pass

SPECIAL EXTENDED PLAY

Those professional enough to complete
the Time Trial mode in an impressive
manner are treated to a ather pleasant
name entry screen (left) while 2 woman
burbles to herself in the background.
Then your time is forever displayed on
the high score chart (below teft).

them in daylight or at night. Simply park your roadster near to the large hotel (or in the cityscape section
of the expert course) and watch the buildings illuminate as dusk approaches. One final tidbit of informa-
tion that we gleamed from our extensive play session was a hidden pool with a flock of seagulls resting
onit. We also were rather pleased with the all-new billboards on the original Ridge Racer course; notably
the Rave Racer and Tekken 2 advertisements. All marvellous stuff, we think you'll agree.

RT PINK MAPPY
TOP SPEED: 230 km/h
CAR #15

Areal tragedy of a car is the unforturate Pink Mappy; a vehicle with
very little to recommend it at all, With a chugging top speed and no

outstanding features whatsoever, this is definitely the joker of the SPEC CHART
pack, and really doesn't need to be driven at all. Handling is pretty

disgraceful, and even the aver-
age grip means that spectacular
powerslides are out of the ques-
tion. This is one car to leave well
alone, as the Blue Solvalou or
the Galaga RT Carrot are a much
better bet. Still, for all the fail-
ings, this car does stand out
from the crowd, but for all the
wrong reasons.

2.5
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4 EXTRA TRACKS

The three extra courses available
become selectable after you race to vic
tory on the first three tracks. After your
end sequence, you are treated to anoth-
er three reversed courses based on the
famous Revolution circuit, and these
really stretch your game-playing exper.
tise to new limits. Racing around the
three normal tracks backwards (or even
mirrored and backwards when the
Mirror mode cheat is employed!) is a lot
more taxing than normal as the cars now
benefit from increased intelligence, and
the tracks become shrouded in darkness
for long periods, making driving some-
what treacherous. Complete these new
courses (where you may change your

speed setting to whatever you desire)
and you receive a reversed ending,
strangely enough.

Our intrepid Chibi Devil driver takes the
beachside jump with a little more
‘oomph’ than previously intended
(above right). Shortly before this
mishap, our rally force hero managed a
commendable powerslide around the
comer by the Namco hotel. This is how
the powerslide is accomplished
(sequence right)!

Use a host of tactics to become
the true RIDGE RACER champion!

There are certain ways to attain a true champion status in Ridge
Racer Revolution, and the following pointers should make your races
all the more thrilling and speedy. These techniques are easy to lear,
but some require a great deal of practice to get just right. Remember
to choose manual gears, as this gives you extra controllability and a
better top speed, but for the amateur, automatic gears do help you
when accelerating out of corners and powerslides. Such techniques
also benefit you when you decide to challenge all-comers in a two
player link-up frenzy to prove your worth in the racing arena.

PUT YOUR FOOT TO THE FLOOR AND SPEED INTO THE LEAD!

Achieving a perfect racing start is vital for both one and two player races, as a quick acceleration up to top
speed allows you to catch up to the rest of the field after only a couple of corners. The perfect start is
obtained by revving constantly at around 7000rpm whilst the countdown is in progress. You should then
2z00m away, changing to second gear almost immediately, and changing up the gears when your rev
counter reaches 6200rpm. Remember that certain cars accelerate at different speeds (as you can tell from
our car information charts), so gauge the change from first to second gear with care. With practice, you
should be able to pass the first four cars and slide into eighth position by the time you pass the right-hand
corner after the large beachside hotel. From then on, a constant speed and good cornering techniques are
a must (especially when racing at the higher speed settings) if you are to become the victor in this tense
championship!

POWERSLIDIIIG AND CORNERING - PERFORM
UNDING CONTROLLED SPINS WITH

SUPREME COMPETENCE!

Central to your continued Ridge Racing prowess is the ability to pow-

erslide around'comers instead of simply braking and turning the

wheelina more sedate fashion. This is seat-of-your-pants racing, not

some Sunday afternoon drive in the country, and the brake should

never ever be employed by the Ridge Racer expert, except at one or two particular bends (and these are
detailed in our track guide). Contrary to popular belief, you are able to achieve perfect laptimes (without
hitting a single wall) by never hitting the brake at all, and this is all down to the art of powersliding.
Now that we've established the important of this technique, which allows you to spin around the
sharpest of bends, let MAXIMUM explain exactly how this spectacular manoeuvre is achieved. Firstly,
always use the internal viewpoint (our screenshots use the external view to simply demonstrate where
your car should be at every step of the way through this technique), and as you approach a tight bend,
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RT BLUE MAPPY
TOP SPEED: 230 km/h
CAR #5

The other Mappy also benefits from being one of the worst cars in the
entire game. Whilst not quite as unresponsive and slow as the Pink
Mappy, the blue version, it still holds its own in the duff car champi
onship. As there are a number of superior motors to cruise around in,
the two Mappy efforts are left to
gather dust in the Namco garage
for cars that look as bad as they
handle. Try your hand at a spot
of Solvalou or Galaga action
instead, when you become profi-
cient with the Ryukyu, and leave
this travesty of a motor gather-
ing dust and rust in the options
screen.

SPEC CHART




Whilst the top techno beat known as
Over the Highway pounds in the back
ground, we fail to engage in a spot of
chin-stroking and instead try to stop
that blasted Blue Solvalou from overtak-
ing us. Alas we failed, but there's still
the chugging Ryukyu to block (above).

\ SPECIAL EXTENDED PLAY

depress the accelerator slightly for a brief moment depending upon your speed. The moment that you
stop accelerating, turn your car into the bend and then hit the accelerator again. Your car should now be
swinging into the corner, the back wheels protesting at your madness behind the wheel, and atthis point
itis wise to compensate for any oversteering by turning in the other direction. This enables the car to grip
and road again, and allows you to shoot forward from the powerslide in the direction of your compen-
satory steer.

This may sound exceedingly tricky to pull off, but once you grasp the idea of countersteering out of a
powerslide, you should be able to powerslide around any of the corners in the game. You must practice
vehemently to become proficient at this art, and use the car you are best suited to, as all the vehicles react
differently. For example, use the Devil Car and you must depress the accelerator very early (well before
the coner itself), but try using the 13th Racing Kid and you'll find every corner needs a spot of sliding.
When encountering any problems, you should remember to depress the accelerator, turn, powerslide and
then accelerate immediately whilst countersteering. Practice makes perfect!

A final point to remember is that powersliding is approached slightly differently from the first Ridge
Racer, as the cars in Ridge Racer Revolution now come out of a powerslide with greater easeyand this can
lead some old hands to crash into a wall when their car rights itself too quickly. The only real way to
improve your powersliding skillis to practice, and the perfect cars to use are those with poorhandling and
traction, such as the Solvalous and the 13th Racing Kid.

MIRROR, SIGNAL, MANOEUVRE... CRUSH THEM!!

As stated before, the art of overtaking has changed somewhat as it is now much easier to retain your lead
by blocking all those trying to overtake. This is very straightforward, but watch for cars that change their
racing line at the last moment. For the player that needs to pass a computer.car, you must seize every
opportunity, swerving both left and right until a space is spotted. If all this fails, simply run into the back
of him and zoom past, as the computer cars lose more speed now and take longer to recover from a shunt,
as they aren't pushed as far forward.

EXPERT TECHNIQUES AND THE STRANGEST POWERSLIDE IMAGINABLE!
The expert techniques discussed below are for the expert racer only, and should only be attempted by
those well versed in powersliding. firstly, when taking a jump, you
should try only a modicum of braking, and turn into the forthcoming
corner whilst airborne, thus enabling you to swerve with greater
severity than ever before. You may also find that changing from sixth
tofifth gear instead of braking helps, as your car automatically slows
down without the engine falling apart, and so corners may be nego-
tiated more easily. Obviously, this technique only works with cars
that are blessed in the acceleration department. Finally, the most
obvious tip is to formulate aracing line, and this entails taking a right
hand corner by placing your car towards the left of the track to max-
imise your powersliding potential. Also use the racing line to burn
straight through an Sbend without swerving into the corners.

MAXIMUM rounds off this powersliding madness with a very special powerslide discovered by the
team. This is very strange, and for the more flamboyant driver only, and it best described as a reversed
powerslide. Approach your bend as normal, and then turn completely in the wrong direction, but power-
slide quickly just before hitting the wall. Instead of spinning into the barrier, your car performs a weird
and wonderful 360 degree spin around the corner without hitting any of the walls at all! Use the screen-
shots as a guide, and practice like mad, for this is the most spectacular move in the whole game!

GALAGA RT PRID’S
TOP SPEED: 240 km/h
CAR #16

The two Galaga cars are essentially suped-up models of the F/A

Racing machine. Both cars are exceptional for a normal racing

saloon, but the Galaga RT Prid’s has the slight edge over the Carrot SPEC CHART
due to a superior top speed and handling. The grip s rather average,

but this is a help rather than a
hindrance when trying your
hand at powersliding. A step up
from the F/A, and the car to use
when trying to better ane of the
supernatural cars in the Time
Trial race. Choose either this or
the attractive Carrot model for
some excellent victories and lap
times.

3.5
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Enter the fabulous TWO-PLAYER MODE!

Go head-to-head with the ultimate in link-up racing action!

5 MIRROR MODE
As i the firs Ridge Racer,you are able
o race any of the tracks (incluing the
bonus courses) in miror mode, whereby
all the scenery and tracks are fipped to
become an exact mirror image of the
course. This mode is engaged by start
ing the race as normal,driving forward
until reaching third gear, and then spin-
ning the car so that you are acing inthe
wiong _ direction. Then  accelerate
towards the brick wall, making sure that
you hit it with a speed of around

120kmh, Then, as if by magic, you find
yourself racing around the mirror image
of your current track. One final touch s
that your TT high scores should have a
reversed car next to the time when com
pleted in mirror mode.

M1 eeCAL1

As you can see from the above screen-
shots, the two-player link-up bonanza
lets you race around the original Ridge
Racer circuit, and this adds even more
excitement to a game brimming over
with features! Also note the greater
detail of the cloud backdrops.

Once youve finished the
mammoth link-up, you should
be ready for the ultimate in
linked console action, and you
and a friend take up the dual
Ridge Racer challenge! Once a
correct link is set up, you should
be receiving the legendary ‘wait-
ing for another player’ message
accompanied by the usual
Namco bikini-clad lady, smiling sweetly as you wait for the other player to press start. Then the
PlayStations automatically recognise each other, and a two-player game may be selected. Load up any
extra cars you may have previously saved to your memory card, and start your duel showdown without
delay!

This main reason for the excitement of two-player mode is that it allows you to race around both the
Revolution course, but also the original track as well! Now your racing battles may be fought over a total
of ten differing circuits (or twenty when you engage mirror mode!) in the ultimate two player driving chal-
lenge! The first track is, of course, the one that most gamers know, and this allows frantic battles between
previous champions in one of the hardest fought competitions ever!

The two player competition
places you and a friend in con-
trol of any car you wish, and you
may race against ten other vehi-
cles in head-to-head, or go for a
road duel in Time Trial mode.
One player selects the appropri-
ate track and other details while
the other player waits in antici-
pation, and a final excellent
option is a handicap feature
where you may have both cars racing at the same speed (with the feature off), or one player's car may
suddenly burst into ‘super pursuit mode’ when left too far behind. All the extra cars may be selected (as
you can tell from the screenshots), and this leads to one of the most enjoyable two-player sessions ever
seen on the PlayStation.

The original course itself has benefited from a superficial facelift, and nowlooks exactly like the course
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GALAGA RT CARROT
TOP SPEED: 240 km/h
CAR #6

To all intent and purposes, a slightly less powerful of the other
Galaga vehicle, and one that hugs the road adequately until the dri-
ver decides to comer, and then a dramatic powerslide is required to
bring the car around any problem bend. A rather fetching blue and
orange colour, but rather out-
classed by more powerful
model. The two Galaga models
are useful for racing against one
another in the two player mode,
but for one player antics, we rec-
ommend the other model, and
despite the slight edge of the
other model, we completed the
game using this racer.

SPEC CHART
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appeared in the arcade Ridge Racer 2 (except for the lower resolution and detailed texture maps). The sky
now takes on a marvellous orange hue, painting the sea a pleasant purple colour while the huge cumu-
lonimbus clouds have had even more detail added. The beach skyscraper still lights up with Pac-man, but
the hoardings throughout the circuit now boast advertisements for Rave Racer (the arcade follow-up to
Ridge Racer 2) and Tekken 2. A final feature is the linked music, as the Namco developers have now taken
extra time to make sure everything plays very smoothly throughout, as every race starts with booming
techno anthems from two televisions without the horrible mishmash of different tunes that other link-up
games game with.

As tactics go, there is only one real plan, and that is to swerve around the circuit like a man possessed,
taking every corner in a powersliding frenzy and leaving the enemy coughing up dust and rubber! Once
you're in the lead, you should use your rear-view mirror constantly to check when the enemy is approach-
ing, and always swing from the left to the right of the road to block incoming rivals. Apart from this sage
advice, there really isn't much more to say on the subject, except to preserve your honour and race for
that win! Just make sure you have the correct setup to avoid embarrassing link error messages, and you'll
be enjoying two player action that rivals even Doom!

Swerve and weave with Namco’s NegCon!

The strange contraption that
Namco designed originally to be
used in the first Ridge Racer is
also available as a controller for
this game. The NegCon is an odd
contraption, and feelings were
mixed at MAXIMUM offices
regarding whether this added anything to the overall controllability
of the vehicle. When you grip this in'your hands, you use the twist in
the middle of the pad to turn your vehicle instead of the d-pad, so ini-
tially this is very weird to control. The actual corers can be taken at
a much sharper degree, thanks to the quick wrenching you can give
the NegCon, but those who have already become proficient in the
normal controls don't really receive much of a bonus when the
NegCon is employed. This pad is for newcomers to experiment with,
or for fanatical old hands that wish that extra control not present in
the usual pad.

RT BOSCONIAN
TOP SPEED: 240 km/h
CAR #18

The computer-controlled version of the RT Bosconian is usually the
last car that you pass before you race to victory, whilst the control-

lable version is simply an enhanced version of the F/A Racing. The SPEC CHART
word ‘average’ springs to mind here, as every characteristic of this

vehicle is somewhat similar, and
can lead to a rather boring race.
Not the most popular choice for
the discerning Ridge Racer, but
another good choice when pro-
gressing from the F/A to a more
powerful machine, despite the
fact that it has remained deeply
unpopular with players, perhaps
due to the unappealing design.
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Three different tracks built around one impressive roadway...

6 TIME OF DAY

One of the better Ridge Racer
Revolution-only features, this excellent
addition allows the player to change the
time of day from a choice of four differ-
ent settings. This becomes available
when you have completed all six tracks
in first place, and is selected by going to
the ‘others' menu and locating the
newly created box next o the records
selection box. From there, choose one of
four weather backdrops; normal, mid-
day (where the whole course s bathed
in bright sunshine), sun-set (where all
the buildings and scenery take on a
beautiful dusky hue) and night (where,
as you may suspect, the race com.
mences in complete darkness, and the
track becomes harder to negotiate
around). One final piece of strangeness;
select ‘night’ and start the Novice track.
AS you round the bend after the ramped
jump, watch for the glinting ‘moon.
haze't This bizarre cheat has a point to
it though, as you may change the scene
tonoon for the extra tracks; making your
line-of-sight much more comprehensive.

Can you cruise your to victory on every one?

TWISTS, TURNS AND A FAIR FEW SURPRISES
AWAIT YOU ON THE CUNNINGLY-DESIGNED
RIDGE RACER REVOLUTION CIRCUIT!

There are essentially three tracks in Ridge Racer Revolution, and over
the next six pages, we are detailing every part of these courses,
showing exactly how each track should be tackled. Of course, those
veteran road racers who have mastered the first three courses are
likely to be thundering around the extra tracks and so MAXIMUM is
presenting you with additional written information on the reversed
version of the tracks as well; as these more advanced raceways have
their own fair share of surprises. Generally speaking, the Ridge Racer
should remember to pre-empt corners after learning the basic layout
of the course, and you should lso try powersliding as often as pos-
sible. Not only is this fun, but it allows you to take corners without
braking or slowing down at all.

NOVICE COURSE - GENTLE DRIVING FOR THE RIDGE RACING NEWCOMER!

The Novice course presents little in the way of a challenge for the hardened veteran of the first Ridge
Racer, but those unfamiliar with the first Namco title may find the greater variety of curving corers
become problematic. You must follow the guidelines for cornering (detailed previously) before attempt-
ing to race any of the tracks, as once you are able to powerslide without difficulty (or braking), all three
tracks become a lot simpler to win. There are no real reasons to apply the brakes at any point during the
course, except at the coner after the archway and the ramp; where faster cars tend to it the rockface
before coming to a crumpled halt. Apply a touch of braking just before the jump, and then powerslide to
the left to avoid this fate. After you've mastered this corner, the rest of the track poses no significant prob-

RT NEBULASRA
TOP SPEED: 240 km/h
CAR#8

The Bosconian's brother has a wealth of detail on the bodywork, but
apart from superficial differences, this is a downmarket version of

the red and white number. With all the features of the Bosconian, the SPEC CHART
Nebulasray is unfortunately let down by slightly lower handling,

making it only the real choice for
the Ridge Racing professional
that wishes to perfect his skills
with yet another automobile.
Steer clear of this decidedly
average car, and choose the
Bosconian or a Solvalou model
every time, unless you wish your
lap times to be decidedly
mediocre.
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LAP TIME

| RECORD '

TOTAL

The first half of the track is really rather
simple. A left hand tunnel (2) s followed
by a short beach jaunt (3). Watch the
tight corner by the hotel (4), but take the
Hhill turn without slowing (5). Then posi-
tion yourself to the right for the jump (6)
before slowing forthe spectacular take-
off (7)! This is the only place where the
brake may be applied.

[ SPECIAL EXTENDED PLAY |

Watch for that ramped jump, racer!

lems, becoming an absolute doddle once the three supernatural cars are selected.

Once you are able to race the Novice Extra course, you should find it even easier to negotiate around
than the normal version; as the corners are less tight and there isn’t the dramatic leap of the fifst track
that inadvertently slows you down. The most difficult corner is still the very tight bend adjacent to the
marine centre and the moored yachts, but with a careful powerslide, you should have little trouble. The
only real challenge s racing to victory on this course in an averagely-tuned vehicle, as the computer cars

are all blessed with the ability to
comer perfectly. Therefore, the
main point to remember are
planning your approach to the
tight beach corner (whether
playing in reverse or not); the
rest of the course shouldn't
really cause you much difficulty,
atall,
el
0 40”772 o

2’ 10”746

s [
Y 5"
4 267 mm

The rest of the course is deceptively simple. The beach run is relatively straight, but
bend (10and 11,

hen you h gradient towards for low-
fiying helicopters). Turn left without even braking into a sweat (:2) before encounter-
tion. The d

more sharp (14), but a spot of powersliding to the left swings your car around (15).

RT XEVIOUS RED
TOP SPEED: 240 km/h
CAR#7

This is the car to choose when you're after the fastest lap times imag-
inable, and you're yet to convert to the delights of the three superior
models. Also the one to choose when engaged in a spot of point
spinning, the Xevious Red is a copy of the Yellow Solvalou, but with
an even higher top speed, grip
and handling. A rather attractive
shade of bright crimson, the Red
Xevious should be top of the list
when considering a car. that
should take you to the peak of
your racing prowess, The
Xevious Red is indeed the pre-
ferred choice of the Ridge
Racing professional.

SPEC CHART
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7 SPINNING POINT MODE
Another welcome secret for the Ridge
Racer Revolution player is the fantastic
‘Spinning Point Mode, where every cor-
ner you take is judged and points are
awarded for style and grace! This
becomes selectable when you enter
Time Trial mode. Finish your selection
and highiight start on the menu screen.
Then press and hold down both acceler-
ate and brake at the same time and wait
for the race to begin. Your race starts as
normal, but when you approach the
beachside comer next to the wooden
huts, a Rally X car speeds across the
screen, forming the ‘Spinning Point’
message before it disappears in a cloud
of dust. Then you may spin your car
around three points on every course,
and are awarded with a score after every
one. The totals are displayed at the end
of your race, and the high scores can be
saved to memory card. This is a great
way to cause powersliding havoc
throughout your race and still gain
points for your erratic behaviour, so try
to score at least 500 points.

ADVANCED COURSE -a cliff-top race
around mountains and tunnels!

After negotiating the first part of
the novice course, the road
turns sharply to the left and the
advanced course begins. There
are a number of problematic
sections to this track, not least
the precise powersliding needed
to pass the infamous Heihachi
corner. After this, there is an
even more sharp right-hand turn
by the lighthouse, which
requires true mastery when
taken at speeds. Then the road
leads to a cliff-top encounter,
with the cars speeding along a
sheltered section where a light
aircraft buzzes along in flight.
After this, there is the start of
the long tunnel section, but fear
not as the first corner is the only

one to watch for. Finally appearing from the tunnelled section, the very sharp S bend is the last portion of
track to cause you any real difficulties, as the remainder of the track is relatively straight. The S bend is
the only part of the course where you need to brake, as all the other bends and sections may be taken by
frantic powersliding. A final bit of advice is to choose a car with limited powersliding abilities (such as the
Ryukyu, or indeed the Bosconian) as some of the corners need a vast amount of practice.

After being ushered lef by chevrons (),
you' can speed through the tunnel
before executing a great little jump (4).
Then it is on towards the fabled
Heihachi corner (6) where a powerslide
is defnitely required. Then it s onwards
1o the lighthouse turning - one of the
tightest o the whole game!

RT XEVIOUS GREEN
TOP SPEED: 245 km/h
CAR #17

The counterpart of the Blue Solvalou, this is also a recommended

motor, and handles remarkably similarly to the Blue monster, but has

the added bonus of a better velocity and momentum. You may also SPEC CHART
achieve a top speed with greater ease as the acceleration i

fine as well. Not quite up there
with the likes of the Xevious
Red, but a contender neverthe-
less. Of course, all these normal
road vehicles pale into insignifi-
cance when compared to the
three awesome hidden cars; and
now these vehicles can be
revealed to you in all their
glory...

3.5
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The disgraceful lighthouse turn needs
frantic powersliding (8); note the speed
and you'll realise the MAXIMUM team
don't brake for anyone! Then there's the
dip past the Alpine Racer board (9)
before another sharp right hander (10
and 11). Remember that powerslide!

The lifrun s relatively straightfomward
(22 and 13), but the winding tunnel is
more problematic (14 and 18). Swing
left, then right and control that power-
slide or you'll be eating wall in an
embarrassing fashion. Finall negotiate
that tight S bend (17) by a small tap on
the brake, before the regular finishing
eft-hander appears.

‘ SPECIAL EXTENDED PLAY

The action gets even more frantic when you play it reversed!

When encountering the Advanced Extra course, you should be
wise to remember that the cars now accelerate and drive with added
artificial intelligence. Choose a car with a good top speed and mod-
erate comering abilities (such as the Galaga RT Carrot or.one of the
supernatural speedsters) as these new and improved computer
opponents show no mercy when the race starts. Follow the guide-
lines for the normal Advanced course, but remember to approach the
difficult S bend with even more caution, as this bend ends in a jump
(and a close encounter with a low-flying aircraft!). As your vehicle
isn't able to defy gravity and cor-
ner in the air (ke a computer
cars seem to be able to), you
should be exceeding exact in
your racing line. Also watch for
the jump just after the
Checkpoint near to Heihachi's
corner, as this can lead unwary
drivers to drive into the tunnel
wall. A steady nerve and great
driving skill is required for this

track; whether racing it forward or in reverse, but even the undulating wonders of the Advanced course
pales when compared to the frankly gruesome turns of the Expert track. This course must be trounced

before you can continue!

13th RACING
TOP SPEED: 286 km/h
CAR #13

The secret roadster from the first PlayStation Ridge Racer makes.
another appearance in the sequel. As you can tell, this is one mon-

factor; the gri|
the White Angel, the Devil car
requires a very special skill to
get it to powerslide, as the pro-
fessional road warrior should
depress the gas pedal well in
advance of a corer. Desp
all-too perfect grip, this is
arguably the finest car in the
whole game, with the obvious

ster of a vehicle, worthy of the Dark Lord himself, and has one unique SPEC CHART
s absolutely perfect. Not quite in the same league as
5
5 4
the
5 5

exception of the white wonder.
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8 IN-GAME CAR MANIPULATION
Once you've begun your quest for ulti-
mate Ridge Racing supremacy, there are
a couple of tweaks your can make to
your viewpoint. In the internal view,
pause the game and hold the triangle
button, and then press L1 to turn the
rear-view mirror off, and L2 to tun it
back on. With the rear-view mirror of,
your race becomes all the more fraught,
as you cannot block overtaking vehicles
and have to rely on the announcer's
advice, but you are able to see more of
the scenery. Whilst in exterior view, you
may apply the same cheat, and the car
200ms out slightly when Lz is
depressed, and zooms back again when
L is tapped. The default exterior view
can be returned to by pressing both Lt
and Ry, and all views remain changed
even when you begin another race.

EXPERT COURSE -

A fiendishly designed and twisting track!

The true test of the Expert Ridge Racer is an ability to complete
this track without crashing into any walls whatsoever. Apart from the
increase in speed , this track starts in the same way as the two pre-
vious courses, with the track taking a sharp left towards Heihachi
corner. After passing the lighthouse and the advert for Alpine Racer,
the track takes a right turn instead of a left towards the cliff side
embankment. This is the start of the most difficult section in the
entire game, but starts with a suspiciously easy downhill stretch into
a carved gorge. Then there are two moderate bends followed by a
straight (and Checkpoint) where
a barrel-looping plane adds a
graphical flair to the proceed-
ings. It is after this section that
the track becomes fiendishly
difficult, as the next right-hand
bend is long and becomes
increasingly thin and sharp,
meaning a deft powerslide is in
order to avoid a crash. Swing
left and into the narrow tunnel
section for more driving camage; as the inexperienced driver is sure
to come a cropper on one of the three tight bends. After emerging
from the tunnel, negotiate the Pac-man corer, zoom under the
mono-rail and swerve to the left to avoid hitting the wall after you
jump. Then keep a tight racing line before completing your lap with-

The first section of the Expert course is
really rather simple, and rather reminis-
cent of the extra section of the original
track. Watch for the plane zooming over-
head (3), and gradually powerslide into
the long right-hander (4) before ighting.
yourself fo the approaching tunnel (5).

13th RACING KID
TOP SPEED: 286 km/h
CAR #?

Initially coming as something of.a disappointment, the Chibi Devil
has the fastest acceleration and an excellent top speed, but with one
huge disappointment = it handles like an absolute donkey. This
means that it becomes the powerslider's ideal vehicle as almost
every corner needs to be ski
ded round. The Chibi hasn't
been overly used in the MAXI-
MUM offices, but with the cor-
rect hands, this becomes a won-
derful vehicle to control. Just
remember to wrench the wheel
constantly, and you'll be racing
along at disgracefully high
speeds!

SPEC CHART
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Our green Xevious driver Shows exactly
how to take the first comer of the tunnel
(6); by powersliding slightly before
regaining control almost immediately.
Then he comes a cropper (7). tuning too.
slowly. An embarrassing wall serape fol-
lowed this appaling display!

1"217653

4’ 127050

out much more than a bump or two,

The Expert course is a true test of a racer's abilities, as contrary to popular belief, the course may be
completed without using the brake at all (which is something you can't really manage on the first course
with some vehicles). All that you need is nerves of steel and a thirst for death, coupled with eyes that
never blink and you'll be well away; cruising to 2 monumental victory. Zooming round this course in the
White Angel is the ultimate way to enjoy this game. Try it at the first
available opportunity!

When racing in reverse, the coursebecomes slightly easier, as the
section before the narrow tunnel i easier to negotiate. Use the tac-

Almost out of thetunnel (8) and the Pac-
Man comer is visible; and this is anoth.
er very tight bend. There's no need to
slow down as an_expertly-positioned

powerslide is all that's required (9 and
10). Then keep leftfor the first jump and
left again for the second. Now the final
ace for the finishing line!

tics shown to slowly pass the oppasition, and make no mistakes, s
the cars have benefited from an extensive engine overhaul.
Memorise this course, as much of your driving takes place at night;
leading to a crunching pile-up for the unwary, and also watch for that
jump after the Heihachi corer - this is the only place where an
expert Ridge Racer needs to brake.

WHITE ANGEL
TOP SPEED: 286 km/h
CAR #o

Of course, Namco saved the best for last, and the White Angel s tes-
tament to this. First seen speeding past the normal cars in the end
sequence to the Expert course, the gift from the gods is the finest
racing vehicle of all. With maximum scores in all departments except
grip, the white wonder can
smash any lap time you may
have achieved. The lower grip is
a real blessing, as it enables
some of the most professional
looking powerslides of the
entire game. Obtain the White
Angel at the earliest opportunity
and the greatest adrenaline rush
of all time is yours to control!

SPEC CHART
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9 BUGGY MODE

The finest cheat has been saved until

Galaga '8 start up sequence without

e than 4o bullets!
Obviously, this s next to impossible
without spending hours learning the
patterns of the aliens (which incidental-
Iy, MAXIMUM achieved after about half
an hour of fraught firing and sticking
tape to the television screen to aid us),
sotry using the secret hyper turbo laser
that the Galaga ship possesses! Yes,

that’s right; but pressing a button com.
bination, you can fire an all-encompass-
ing bolt of death that kills a wave of
aliens in one shot! Simply press and
hold down Ls, Ra, down on the d-pad
and Select, and then (with the buttons.

aliens appear. Now you may enter
Buggy mode whenever you wish!

SUPER-DEFORMED action with
the awesome BUGGY MODE!!

CHOOSE YOUR STRANGE CONTRAPTION AND
RACE AT GREATER SPEEDS THAN EVER BEFORE!
By employing the necessary cheat (shown to the left of this page),
you are able to start your Ridge Racer Revolution driving experience
with some strange-looking buggies, instead of the usual sleek-look-
ing racing vehicles. After the input, you may start your game as nor-
mal, choosing your appropriate car from the options screen before
starting your race. It is only when the race begins that you realise the
bizarre mutation afflicting all the cars in the race - they have all
become super-deformed versions of their normal counterparts! You
now have the option to weave your way around all six (or twelve when
mirrored) tracks in oddly-contorted versions of the Ridge Racer
Revolution cars; but now the magic of Namco has been at work;
transforming your car into a squashed roadster with huge over-sized
wheels!

The strangest hidden feature ever seen
in 2 video game is now available! As you
can see, the actual ars look very odd
indeed, but hug the road like glue and
accelerate up to unbelievable speeds on
downward inclines!

This is one of the finest secrets that MAXIMUM has seen in a video
game really, as it also allows the player to race around the circuits at
greater speeds than ever before; as these buggies actually handle
differently, as well as looking rather strange. When you've raced a few
courses, you'll begin to realise that these mutant road vehicles actu-
ally hug the tarmac with greater grip and efficiency than the normal
cars! First of all, the buggy cars accelerate with greater power, mean-
ing your initial straight becomes more fraught than ever (especially
when you're at the wheel of the White Angel car detailed below), but
a main advantage that the buggy possesses is its ability to corner
with greater grip (enabling the
driver to skid round bends with
increased ease). Also of advan-
tage is the buggy’s relatively
small width, meaning that nar-
row comers (such as the three-
cornered tunnel of the Expert
course) can be weaved through
without so much as a scrape.

However, the finest feature
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that the buggy has is the ability to hug the roadway; meaning that it
does not jump over ramps at alll The design of the buggy and the
huge tyres it owns means that no detrimental airborne flight occurs
whatsoever, and this is particularly handy for corners such as the
archway ramp of the Novice course, and the Checkpoint ramp (near to
Heihachi corner) on the reversed Advanced and Expert tracks. Now
you can simply slide around such comers instead of flying into the
walls! The gameplay tweaks don't end there either, as the buggies
have the added bonus of accelerating up to ridiculous speeds on
downward inclines. Maximum speed is achieved at a much greater
rate than in the normal cars, and this leads to frantic wrenching of the
joypad (or NegCon) to avoid corners than appear before you can even
react to them! Try not to blink, or you'll be flat spinning before you
know it!

More super-deformed action in full
effect. We all favoured the Solvalou vari
ety of racing cars as you can powerslide
excellently with them. Also remember
that the dimensions of the buggy allows
Youto comer the tightest of bends with
out slowing down, so prepare for some
unbelievable lap times!

Unfortunately, the Buggy mode cannot be saved to memory card, and
T times are not able to be saved either (indeed, as you can tell from
the screenshots, there is no best time feature at all for the buggy
mode). You'll also find that the supernatural cars are extremely diffi-
cult to obtain in this mode, as they cannot be selected after being
beaten. Do not despair, however, as our simple cheat to clear the
Galaga stage means that you can enter Buggy mode whenever you
feel like it, and after the cheat has worked, simply load up your nor-
mal save position (with the three secret cars), and you may continue
to use all fifteen deluxe models; now converted into warped versions
of their former selves.

There are a couple of final
touches that really shows the
care and attention that Namco
have shown when designing the
Buggy mode, as the helicopters
that follow your progress also
benefit from a super-deformed
look (and now appear to look
like ballooned versions of their
former ~selves). ~You'll also
remark at the amount of helium that the announcer has swallowed,
as all his shouts of encouragement have been speeded up in the
usual comedy fashion.

RIDGE RACER REVOLUTION - A fine sequel to an outstanding classic!

As you can see from our coverage, Ridge Racer Revolution is much
more than a simple sequel of the game that launched the
PlayStation. With a bit of perseverance, there are a wealth of secrets
tofind and input, and all these extra features make Revolution one of
the greatest racers that MAXIMUM has had the pleasure to play. The
two player mode is simply remarkasle, and plays as well as the
arcade version, whilst the extra cars and excellent Buggy mode fin-
ishes of the whole package. Namco have delivered one of the most
entertaining racers yet seen on any console, and Soon official
PlayStation owners shall experience this for themselves. What are
you waiting for? Dust down your racing leathers, clamber into your
throbbing roadster, rev your monstrous engine and cruise to ultimate
victory!
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The NIGHT WARRIORS have once again awakened.

It is time to unleash your real power!

From the dawn of time they came, a breed of inhuman warriors
gifted with supernatural powers from beyond the grave. Hailing from
places and worlds gone by, these damned souls exist in a twilight
world on the edge of reality, venturing into the very heart of darkness
in their never-ending search for combat. Some fight for honour, oth-
ers for greed, all for the love of battle and the sweet taste of supreme
victory. They are immortal. They are unstoppable. They are the
DarkStalkers.

Into this twisted world are thrown two mere mortals, tragically
trapped by their own devices. One, a man, born of demon seed, who
must fight against the very blood in his veins to rid the world of the
disciples of darkness that plague his sleep. The other, a small girl,
transformed by her own magic into a creature of the undead, cease-
lessly pursuing the beings that destroyed her life and cursed her
mother so many years ago. Together, they are the warriors of light:
sworn defenders of the forces of good, ready to deliver a good por-
tion to any undead lumbering beastie that should happen to cross

Fans of the arcade original will be famil-
far with Vampire Hunter's impressive
animated intro sequence, which intro
duces the player to all fourteen of the
Darkstalkers over a series of anime style
cut scenes. The two new characters,
Donovan and Lei-Lei, both get anindi
vidual full screen pose.

~ .

CAPCOM’S 2D BEAT ’EM UP MONSTER EXTRAVAGANZA ARRIVES ON THE SATURN!

their paths. Combining the
supernatural power of their dark
ancestral heritage with contem-
porary fighting  techniques
honed to perfection, these two
new additions to the Darkstalker
cast provide a glimmer of hope
in a world of despair. They are...
the Vampire Hunters.

§ G | TiENGHHARRIORS i saTuRM
VAMPIRE HUNTER
CAPCOM [ AVAILABLE NOW JAPAN. |ULY RELEASE TN UK

DARKSTALKERS!

Vampire Hunter is the sequel to Capcom’s 1994 arcade release DarkStalkers, a itle most notable for being
the the first internally licensed fighting game to utilise Capcom’s excellent Street Fighter game engine in
a non-Street Fighter environment. DarkStalkers retained the basic mechanics of the Street Fighter 2
arcade sensation whilst adding an entirely new cast of characters and several game play innovations
never before seen in a Capcom beat "em up.

Firstly, the whole look of DarkStalkers was completely different to Street Fighter 2. Not only did the
game feature original characters and backgrounds based upon horror
mythology (as opposed to the familiar martial arts scenario of Street
Fighter), but Capcom introduced what has now become their trade-
mark ‘graphics scheme's heavily stylised, anime influenced artwork;
less realistic than previous Street Fighter games but far more fluid

and dynamic.

Secondly, the game introduced a whole brace of innovative game
play features that, like the graphics, have now become standard in
Capcom fighting games. For the first time players could master the

One of the new additions to the
Darkstalkers cast, Donovan unleashes
his powerful lightening sword attack on
adoppelganger of himself! (above) Keep
tapping the button to inflict multiple
hits. Meanwhile Anakaris (above right)
and Gallon (below right) fight on home
turf against the lethal Felicia and
amphibious Aulbath respectively.
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art of throw counters, guard reversals, and dashing; learn to play

with the helpful beginner's auto mode feature; and most importantly, thrill to the awesome power of the
super move. By performing special moves or blocking attacks, players filled their ‘Special’ move bar at the
bottom of the screen which, when charged, allowed for incredible character specific super moves. This
technique, pioneered by SNK in their range of Neo Geo beat "em ups, proved so popular that it found it's
way into the next Street Fighter game and each successive Capcom beat "em up from then on, appearing
in its most developed form as the ‘Super Combo’ system in Street Fighter Alpha.

STRUCTURAL SHENANIGANS

Much like Street Fighter 2 or any other 2D beat em up, the game’s basic premise involves you selecting
your character from a cast of numerous fighters (here 14) and then taking on all the others in a monster a
monster duel to the death. Of course half the characters in Vampire Hunter are already dead, but that's no
reason not to give them a good pipe cleaning? anyway. Fights are normally organised as the best of three
bouts, although this can be configured at the options screen for longer or shorter matches. In Vampire
Hunter the last two characters you face are always the game’s ‘boss’ characters, Phobos and Pyron.
Defeat them and you are rewarded with a character-specific ending sequence, detailing the end of your
fighter's quest.



OPT1ON MODE

| EXTENDED PLAY |

Capcom'’s beat ’em up expertise!

VAMPIRE HUNTER: DARKSTALKERS’ REVENGE

Though gathering its own cult following, DarkStalkers’ was not the unmitigated success
that Capcom had wished for. The lure of a new Street Fighter (Super Street Fighter 2
Turbo) released almost simultaneously with DarkStalkers drew the spotlight from what
was essentially viewed at the time as a lesser derivative title, and Capcom set upon the
task of developing and updating the coin-up original to capture the imagination of arcade
goes world wide. Super Street Fighter 2 Turbo was designed specifically with the experi-
enced Street Fighter 2 player in mind, with Some of the toughest fighting action yet seen
in an arcade beat ‘em up. In order for a new Capcom fighting game to succeed it would
have to both appease the Street Fighter regulars while not appearing to difficult or com-
plex to dissuade any potential new comers. The result was Vampire Hunter:
DarkStalker's Revenge. Released in Japanese arcades in July 1994, Vampire Hunter con-
tained enhanced graphics and sound, two entirely new characters, the ability to play as
the game’s two bosses, and the usual liberal sprinkling of gameplay innovations. Vampire
Hunter received a much warmer reception than its predecessor, thanks in part to titles like
the superlative X-Men: Children of the Atom, which had paved the way for the public
acceptance of more Capcom produced Street Fighter alternatives.

DELIVER A FAIR- SIZED PORTION TO THE LEGIONS OF THE UNDEAD!

Gne of Anakaris® more amusing special
moves s the ability to transform the
opposition into a small, defenceless
areature symbolic of their personality
(eft) while Pyron's formidable projectile
attack (far left) conforms to the vector
theory as seen in X-men: Children of the
atom.

UNI.EASH THE POWER OF THE SUPER SPECIAL’

SATURN SHOCKER!

Now, nearly two years after the arcade original was released Vampire
Hunter comes to Saturn in all its demented glory, and MAXIMUM are
pleased to report that, like its X-Man counterpart, it's an absolute
corker. As arcade conversions go, it's the most perfect Saturn trans-
lation of a Capcom coin-op yet. The loading times are the quickest so
far (not nearly as obtrusive as PlayStation Street Fighter Alpha), and
apart from a few missing frames of character animation (much less
noticeable than in X-men), this IS the arcade. Of course, as is the tra-
dition with Capcom’s home translations, an extensive options screen
and versus mode are included as standard, allowing the user to tailor
the game to his or her precise requirements, with the chosen settings
then saved to the Saturn’s internal memory for future use.

BUST A MOVE!

Much like Street Fighter 2, each character in Vampire Hunter has a
selection of ordinary and special moves, accessed by a combination
of joypad movements and button presses. There are two types of spe-
cial move technique in Vampire Hunter, charged specials and instan-
taneous specials, and unlike Street Fighter 2 o individual character
is relegated to one particular style of special move; Each special is
balanced in terms of power, range and recovery delay ,with the most
powerful moves inflicting the most damage but also freezing your
character for the longest period of recovery time.

SPECIAL ATTACKS IF YOU HAVE THE POWER!
Vampire Hunter introduces a revolutionary new super move system
that allows players to utilise all their character's ordinary special moves as super moves provided they
have charged their ‘special bar to the appropriate level. Like DarkStalkers the bar is charged by either
attacking or blocking, but unlike DarkStalkers the player can charge the bar up to ten levels! When the bar
is powered up to at least level one, by performing a special move with all three corresponding kick or
punch strength buttons simultaneously, that move will then be executed as an extra powerful ES. For
example to perform Morrigan’s super fireball you would perform the fireball motion (down,down-
toward,toward) and press all three punch buttons at once. Each character also has a range of moves that
can ONLY be executed when the special bar is charged, and these are called EXs. EXs will normally be
more powerful than ESs, but are generally slower and harder to perform. However, EXs can produce some
pretty spectacular effects, and offer some of the most outrageous and imaginative moves yet seen in a
fighting game.

Morrigan demonstrates her ordinary
dragon punch ES (above left) next to her
charged super dragon punch EX (above
right). The EX is activated by performing
the standard motion for the move then
pressing all three punch buttons.
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Capcom pays homage to Virtua Fighter
by incorporating the pounce and roll
techniques ina 20 fighting game.
Bishamon receives a sharp pounce kick
to the spine (above) while Aulbath rolls
out of Sasquatch's grabbing range after
being knocked to the ground (right).

DONOVAN - THE DARK
HUNTE|

“I wil destroy anyone who has filthy
blood!™

Born from an unholy union of demon
and woman, Donovan believes  that
nothing can save him from the evil blood
that courses through his veins and slow-
Iy transforms his body. On his travels,
Donovan adopts a young girl with a sad
fate similar to his own (Anita), and
together they vow to rid the world of the
Darkstalkers.

Donovan is an interesting addition to
the DarkStalkers cast, with a vast array
of both long and close range attacks. His.
ifleet sword acts as an effective dragon
punch alternative, while his lightening
sword can inflict multiple hits - though
watch for the long recovery period.
Donovan has two projectile attacks, the
relatively ineffective blizzard sword and
the brillant kill shred. Although to use
the kil shred Donovan must frst plant
his sword in the ground, once done he
can summon the projectile attack at any
time with NO recovery delay. Be warned
though, Donovan can perform no special
moves without his sword.

CHAINS

mation. Definitely a technique worth mastering though.

CONFOUND YOUR OPPONENTS WITH

this criticism is the roll, a technique first seen in 30

right on the d-pad you can make them slide or roll out of range of an
attack, even through your opponents legs to the opposite side of the
screen for a surprise attack.

A technique similarly pioneered by Virtua Fighter is the pounce.
Once you have knocked your opponent to the ground, by pressing up
and kick, certain characters have the ability to leap onto the downed
fighter for an extra attack. Like Virtua Fighter, the range of these
pounces is limited, as is the amount of damage they inflict, but they
are particularly useful for throwing a spanner in the works of an
opponent who has planned a defensive buffered attack.

THROW YOUR WEIGHT AROUND!

On top of the usual heavy kick and punch throws (standard in a Capcom fighting game), each character in
Vampire Hunter has their own ‘special’ throw that requires either a semi-circular or circular d-pad motion
to activate it. These throws must be used within ‘shadow’ distance (ie. when the shadows are touching)

THE LEGIONS OF HELL HAVE DESCENDED FOR BATTLE!

of your opponent, and inflict more damage than standard throws. For some characters these throws pro-
duce special effects, such as Donovan's sword grapple and Sasquatchs big brunch, which involves him
(or her?) actually EATING his adversary. Of course as with any throw you've got to get close enough to use
them, so MAXIMUM recommends following up an aerial attack with a special throw, as your opponent will
normally go to block the follow up attack, leaving you with a brief window to go for the throw.

Though the concept of chaining different strength standard attacks together to form a combination attack
is not new, Vampire Hunter was one of the first games to actually acknowledge this practice by differen-
tiating between a multiple hit combo bonus and a chain bonus. Since many of the character’s in Vampire
Hunter have standard attacks tha hit multiple times (particularly Lei-Lei), an efficient chain attack can be
as deadly as a two-in-one combo. However, chain attacks in Vampire Hunter are harder to successfully
activate than in other Capcom games, and require precise timing in accordance with the on screen ani-

THE ALL-NEW POUNCE AND ROLL TECHNIQUES!

One of the complaints aimed at previous Street Fighter games was the al
consistently with a well timed attack, forcing them to block as they got to their feet. Capcom’s answer to
hting games such as Virtua Fighter, but equally
effective in a 2D environment. When your character is knocked to ground, by simply holding either left or

y to pin a downed opponent

Learn to play with the helpful beginner’s mode!

A e T e

AUTO GUARD!

One innovative feature of DarkStalkers that found its way into
Vampire Hunter is the helpful beginner's Auto mode. When this mode
is chosen on the player select screen, the CPU will automatically
block the first 10 hits the player receives, giving novices a fighting
chance against more experienced opponents. Auto mode also allows
for easy three strength chains. Simply by pressing either all three
punch or kick buttons simultaneously the CPU will auto-chain small,

medium and large kick or punch
respectively. Very handy.

DASH

As seen in the X-Men coin-op,
Vampire Hunter contains the
ability to make your fighter dash
either forwards or backwards by
simply double tapping the d-pad
towards or away. The dash has

varying effects depending on who you are using, with some charac-
ters seemingly teleporting from one place to another, while others
charge madly at their opponent. This is a good technique to use for
taking an opponent by surprise, but be wary of attempting to many
dashes against a character who is proficient in horizontal projectile
attacks. Some characters, such as Lei-Lei, can utilise their dash in
mid air, whilst others, like Demitri, can perform special techniques

that can only be accessed whilst dashing.
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GUARD REVERSALS

Another feature that has become standard in Capcom 2D fighting games is the guard
reversal. Similar in style to Street Fighter Alpha's much touted Alpha Counters, guard
reversals allow you to turn a blocked attack into an offensive strike by performing a spe-
cific movement the moment you see the block contact mark. Unlike Street Fighter Alpha
the reversals do not require a powered up super move bar to perform, although the mar-
gin for error in the execution of these reversals has been reduced. You must perform the
move almost simultaneously with the block, and unless you really know what you're
doing, its best to steer clear.

MEET THE CAST

As we have already mentioned,
Vampire Hunter offers you a selec-
tion of 14 characters: ten fighters
from the original DarkStalkers, two
bosses, and two new. characters:
Donovan and Lei-Lei. Each of these
characters offers a unique balance
of speed, power, stamina and a vari-
ety of special technigues that must
be mastered if you want a chance of
defeating the worthy Phobos and

Pyron.
DEMITRI - The Vampire LEI-LEI - THE AVENG-
Demitri's motivation for entering the DarkStalkers contest is purely selfish. As an all pow- ING GIRL

erful immortal, aristocratic life has got a wee bit boring, so our fanged friend decides to
defeat the otherworldly Pyron and establish himself as the greatest warrior on the plan-
et, just for the kudos. Demitri is one of the game’s two ‘standard fighters, with his spe-
cials echoing the dragon punch/fireball/hurricane kick manoeuvres of Rys and Ken from

One night in main (and, China, the dead
rise from their graves and terrorise a
nearby village. A lone mother of twin
daughters, Lei-Lei and Lin-Lin, sacrifices

the Street Fighter series. This makes him ideal for beginners and experts alike, while his her life to save the townsfolk, and in
EX moves (including a swarm of energy charged bats and a fearsome multiple hit throw)
are not only spectacular but easy to activate.

doing so traps herself forever in the
Dark Realm. Years later, in an effort to
help their dead mother, the twins use a
dangerous and unstable magic on them-
selves that should only be used to re
animate the dead. Le-Lei becomes a
“KyunsT’,a Chinese vampire, and togeth
er they set out to defeat the
Darkstalkers and rescue their mothers’
lost soul
LeicLei is the most popular Vampire
Hunter character in Japan, and after
extensive play testing MAXIMUM can
e why. Her size and speed make her a
tough target to hit, while many of her
standard attacks inflct muliple strikes,
particularly her jumping fierce. Her pro-
jectile attack, Ankiho, conforms to the
vector theory as seen in X-Men, while
her defensive henkyoki is easy to per
form and reflects all attacks, not just
projectiles. Her Jireito EX hits aerial
attackers multiple times, and her spe
cial throw (hotengek) not only looks
painful but inficts vast damage. Lei-Lei
is a character with great potential.

GALLON - The Werewolf

When Gallon was a child, he was bitten and infected bya werewolf, giving him some lycanthropic ten-
dencies and a bad case of facial hair that puts even our Gary's so called ‘growth’ to shame. He fights to
discover a cure for his unfortunate condition, hoping that one of the DarkStalkers may possess the power
to return him permanently to human form. Gallon is a curious mixture of M Bison and Guile, armed with
dashing horizontal and diagonal energy attacks (activated with fireball and dragon.punch motions), a
multiple hit close range berserk attack and.a charged  flash kick
manoeuvre. These techniques, coupled with two effective EX's (one
similar to Rose’s triple shadow in Street Fighter Alpha), incredible
dexterity and respectable power make Gallon a formidable foe. Q
easy to master, but brutally effective.

VICTOR - The Frankenstein

As you may have gathered by the accompanying shots, Victor isn't
overly endowed in the brain department. A product of his creator’s
(Von Gerdenheim) demented imagination, Victor is in fact the result

Extended play with Victor ‘the

of a scientific experiment gone horribly wrong. Unaware that his mas-
teris actually dead, he fights in the hope of impressing his surrogate
deceased ‘Dad’ into speaking to him. A mountain of muscle (all
belonging to someone else mind you) Victor is the Zangief of the
bunch, a close combat merchant who inflicts massive damage with
each blow and pays the price in terms of speed. Not a MAXIMUM reg-
ular it has to be said.

Frankenstein' has revealed him to be a

ore powerful adversary than we first
realised. The range and strength of his
ordinary moves (righ) are impressive,
while his stamina is unmatched. Victor
can shrug off even the most powerful of
attacks with only token damage.
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Zabel's super slam dunk EX (right)is
one of the most spectacular and amus:
ing super moves in the game. By per
forming a dragon punch with all three
punch buttons Zabel's ‘pet’ ises from

ZABEL - The Zombie

Once a lead guitarist for a well known Australian rock band, now a
dead bundle of putrid rotting flesh working for the Lord of the
Underworld. At least its a stepin the right direction eh? Zabel enters

the ground to consume the opponent,
evenif they are blocking!

the contest in the hope of impressing_ the aforementioned head zom-
bie, Ozumu, into investing him with his undead power, thus making
him a top zombie geezer. As a character Zabel is an interesting mix.
Many of his standard moves are more impressive than his specials,
with particularly long range and multiple strike capabilities and his hurricane kick derivative covers the entire length of the screent Zabet is a
hit and run character, particularly notable for one of the most amusing EXs in the game. If activated correctly, the opponent is swallowed by
what can only be described as a big blue one-eyed weird thing, before being spat out as a ball, and then slam dunked. Honestly.

MORRIGAN - The Succubus

Despite her appearance Morrigan is a fairly nasty piece of work (MAX-
IMUM tip: succubus’ normally are). She fights for nothing more than
to steal others’ life energy, and in particular, Pyron's. Morrigan is the
other half of the Ryu/Ken duo with Demitri. Like the Street Fighting
twosome she specialises in dragon punches while Demitri is better at
projectile attacks. Morrigan is a particularly flexible character who's
speed and power will often overcome the toughest of enemies. That
coupled with a special attack that inflicts up to 17 hits on its own

PHOBOS, THE ROBOT
“Enemy Terminated - OK"
Created by an ancient civilsation for use
during a titanic war, once the conflict
was over the army of Phobos droids was
buried beneath some ancient Mayan
rins in Mexico. Now, centuries later,
one of the Phobos droids has been reac
tivated by unknown means, and contin:
ues on its mission to protect its people
from evi. Despite being one of Vampire
Hunter's boss characters, Phobos fights
for the forces of good.

Closely resembling Sentinel from X-
Men, Phobos is a lumbering, clumsy
behemoth with a vast array of powerful
long range attacks to compensate for
his ineffectual close range capabilites.
Nearly all of his special moves emanate
from one of his many on board cannons,
and fighting with Phobos is very much a
case of keeping your opponents at bay
whilst pummeling them with projectile
attacks. A cheap character, but an effec
tive one nonetheless
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makes her a powerful adversary.

ANAKARIS - The Mummy

Anakaris enters the tournament with the objective of stealing some of Pyron's power to defend his
besieged city back in ancient Egypt. At first glance Anakaris’s size and cumbersome nature make him
appear as a poor initial choice, but persevere and you will discover a true master's character. Much like
Dhalsim, Anakaris has a vast range of ESs and EXs, which when put to proper use can be devastating. Of
particular note are his main EXs, one where Anakaris splits in two and attacks the unfortunate recipient
from both sides(!), and the other where he calls upon a giant screen sized (and we mean screen sized) sar-
cophagus to descend from the skies and crush his opposition like the bugs they are! A MAXIMUM
favourite.

FELICIA - The Cot Woman

Naked Cat Woman, as she has come to be affectionately referred to,
fights for nothing more than fame and glory! She believes that if she
conquers all the DarkStalkers she will be recognised as a celebrity of
Dave Perry proportions and be awarded the starring role in her own
musical! Despite this rather sad motivation Felicia is in fact one of the
best character's available, with overwhelming speed and a wide
range of easily performed specizls.Her rolling dragon punch travels
underneath most projectile attacks to strike the assailant, and she
can jump off the wall Chun-Li style to catch large opponents unaware.
Felicia also possesses a rather controversial 34 hit EX that while
being incredibly easy to use and utterly devastating, is quite frankly
abit on the cheap side.

Felicia's 34 hit EX (left) is easy to per
form, inflicts massive damage, and is
very difficult to avoid. Though it can be
blocked, once the first hit makes con
tact, the proceeding 33 are unayoidable.
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BISHAMON - the Akuryo Samurai

Bishamon fights with the combined spirit of his wife, Olin, in a desperate search to dis
cover the truth behind the demon incarnation that has possessed him. Like Anakaris, he
is a character that yields great returns for those that
are willing to persevere with him. Offering an entire-
Iy new fighting technique to any character yet seen in
a Capcom beat ‘em up, Bishamon uses both Sonic
Boom style short-ranged sword slices and a long
range projectile *hook’ that resembles Scorpion’s
harpoon attack from Mortal Kombat. Bishamon is
also the only character to have a truly deadly ‘fatali-
ty' move, that cuts the opposition clezn in two if used
for the finishing blow. Hard as nails and no mistake.

AULBATH - The Merman

Atrue eco-champion, Aulbath fights to protect his family and home territory (the Amazon rain forest) from
both pollution and destruction. A well balanced character in all departments, Aulbath specialises in stun
attacks, with both a hypnotic ray blast and gaseous emissions from his many chest gills (as horrible as it
sounds!) temporarily staggering
the opponent, allowing fora free
attack. His specials include cap-
turing the other player in a giant
bubble (most amusing), and
summoning a powerful tidal
wave to inflict multiple hits on
an unwary opponent.

SASQUATCH - The Bigfoot

Sasquatch enters the tournament to prove he is a worthy successor to Bendor, the noble leader of the Sasquatch tribe. He also quite enjoys
a'good serap now and then. Best described as a cross between Blanka and Kimala from Muscle Bomber, Sasquatch has a wide range of close
combat moves coupled witha powerful freezing projectile attack. Though his size and lack of defence from aerial attacks initially poses a prob-
lem, Sasquatch is ultimately,one of the most powerful characters.in the game. His speciality EX involves creating a patch of ice beneath the
opposition’s feet and then invoking the powers of a vast whale to twat the unfortunate recipient with its mammoth tail

SATURN FIGHT FANS REJOICE!

CNUNC" TIME!
So, with all the ¢urrent Capcom Saturn coin-op conversions, where does Vampire Hunter fitinto the equa-
tion? After all, to the untrained eye Street Fighter Alpha, X-Men and Vampire Hunter all seem like incred-
ibly similar titles. And in terms of basic game play, they are. They're also all brilliant games in their own
right, with their own individual strengths and weaknesses. So, if you're not some kind of Capcom nut (as
indeed we of MAXIMUM are), and wouldn't consider purchasing all
three, is there one particular title that stands head and shoulders
above the rest?

Well, no actually. There isn't. Its all a matter of personal prefer-
ence. Street Fighter Alpha is the game for Street Fighter purists, with
the tried and tested pixel perfect formula of the Street Fighter engine
producing some expertly controlled battles. X-Men, on the other
hand, is the complete opposite, with huge sprites and massively
over-the-top super moves result-
ing in a rather less precise but
far more spectacular fighting
experience. Meanwhile Vampire
Hunter sits somewhere in
between, with both reasonably
precise controls AND some of
the most imaginative graphics
yet seen in a 2D beat 'em up. The
choice, as they say, is yours

PYRON, THE ALIEN
“I.am the ruler of the universe!”

from his home planet of Hellstorm,
Pyron is in fact ruler of the known uni-
verse. His body is composed of pure
Solar energy, making it easy for him to
crush planets and destroy entire solar
systems without even breaking into a
sweat. One day, as he's about to tread
on a insignificant little world known as
Earth, he noices the battles of the
DarkStalkers, and reckons it looks like a
bitof a laugh. So, instead of obliterating
the hapless planet, he tuns his body
into human form and decides to give
them all a chance to fight for their plan
et's suvival

One of the advantages of fighting with
Pyron s that he is very easy to get to
grips with. His moves are all instinctive
and effective, while his speed and
power are unmatched. Pyron is another
character who uses Rywstyle moves,
with his huge projectile attack (Sol
Smasher) conforming to the vector theo
y, while his dragon punch style Zodiac
Fire moves horizontally as opposed t
vertically. Pyron's range of techniques
also include a teleport move and an
incredibly cheesy throw, that seems to
gain prerogative over almost anything
Onthe other hand, Pyron's simple tech.
niques offer little room for improvement
or development of combos, and he only
has one EX (Cosmo Dislaption) which in
all honestly s pretty useless.

Sasquatch (far left) is an awesome char-
acter. Many of his attacks freeze the
opposition, which expert players can
capitalise on to great effect,
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GUN GRIFFON: THE EURASIAN CONFLICT -

Take the AWGS Mobile Suit into battle!
21ST CENTURY BLASTING IN GAME ARTS’ SATURN DEBUT!

It is the early 215t Century and the world has descended into a state of near anarchy. The collapse of
the Soviet Union at the end of the last century prompted a worldwide downfall for Socialism, resulting in
every country adopting an extreme nationalistic regime based for the most part on the greed of capital-
ism. The vast increase in industrialism resulted in a massive worldwide boom, which laid the seeds for a
huge increase in pollution. The ozone layer was reduced to insignificant proportions and lapses in envi-
ronmental safety prompted several catastrophic disasters.

The ecological balance of the world collapsed in on itself.

The dramatic switch to industrialism brought about a swift end to the clement weather conditions
needed to produce basic foodstuffs and the world began to grow hungry. The situation worsened when
the world’s main food provider - the United States of America - got on the wrong side of a three-year
drought. Trade from the US ceased and the near-starving country closed its borders, threatening armed
response to any foreigners who crossed into their territory.

Desperate for food, the world swiftly divided itself into four distinct unions, willing to go to war in order
to feed its people:

1. THE ORGANISATION OF AFRICA UNION (OAU)
The member countries of Africa have joined together to pursue a ruthless campaign against its compet-
ing nations. The continent has always suffered due to hot weather, particularly in the North. However,
due to global warming even the wetter southern countries are suffering badly. Dictatorships have been in
place since the very early 215t Century and a great deal of the African wealth has been spent on military
equipment. The OAU is a desperate organisation willing to resort to
anything to get what its people need.

2. THE PAN-EUROPEAN UNION (PEU)

Despite encompassing most of Europe, the actual number of citizens
in this particular movement is still second in size to the Asian Pacific
Union. However, the European people have long enjoyed plentiful
supplies of agricultural goods, having fortified this after the Second
World War. Dissent is now rife in Europe as the supply of foods slow-
ly dries up. With a huge combined military arsenal of weapons (most
of which are now, however, outdated), the Europeans are cautious to
get themselves involved in all-out warfare and while food supplies
last, they won't start a war, although clandestine skirmishes in dis-
puted areas are possible.

3. AMERICAN FREEDOM TRADE ASSOCIATION (AFTA)

Since the emergence of a strict ring-wing administration, the mood of American citizens can best be
described as “paranoid”. Realising that they are the continent with the most food, the Americans jeal-
ously guard it and invest a great deal of money (generated with the proceeds of previous trade) into a
technologically advanced military arsenal. The Americans respond with deadly force to any incursion into
their territory, and win the majority of the skirmishes they engage in. Second only in military power to the
APC.

4. ASIAN PACIFIC COMMUNITY (APC)

Encompassing the nations of Japan, China and Korea, the APC has long relied on the foodstuffs of the AFTA
to feed their people. With the largest number of citizens in its union, the APC is exceptionally anxious to
get as much food as possible. A huge percentage of its wealth is used to develop advanced military hard-
ware, and in this respect the APC is unmatched. It has moved on from conventional tanks and helicopters
and has instead developed the AWGS (Armoured Walking Gun System). Forced into warfare against the

THE WORLD TOTTERS ON THE BRINK OF ALL-OUT WARFARE!
NATIONS JOIN FORCES AS THE BATTLE TO END ALL BATTLES BEGINS!

Ay

Everyone knows that the Saturn is..
well, crap at full-motion video. Compare
VF2 to Tekken 2 and you'll see what we
mean. Stil, perhaps all of this is set to
change as Gun Griffon features FMV.
that's by far and away the best on the
system. Gone are those iritating blocky
patches - and this intro isn’ t recorded in
the Saturn's standard Jerk-o-Vision,
either. In fact, its excellent. Hence the
pictures on these pages.

PRESS START BUTTON

©1996

other unions, the APC has the most powerful weaponry in the world.

The player is a member of the Japanese Foreign Legion 501 - the most feared military elite in the world.
using state-of-the-art AWGS technology, the legion has gained a reputation as being totally unstoppable.
The JFL-s01 robots are powerful indeed - they can travel across all terrains and are fitted with the
strongest weapons and armour yet seen. Usually operating in groups of three, supported by smaller
artillery and helicopter back-up, the JFL have been known to cut swathes through the most stringently
defended installations.

InGun Griffon: The Eurasian Conflict, the player is sent deep into enemy territory to take out eight key
targets. Whilst the APC ground forces gather and regroup, the JFL-501 are sent in to destroy the backbone
of the enemy operation. To begin with, four different missions are available for the player to select at will
(and it's these initial missions that we cover in this month’s MAXIMUM). A further four missions become
available once the initial quartet has been completed.
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Youwouldn't believe that the FMV driver
used in Gun Griffon s the same as in
Virtua Fighter 2 and Virtua Cop. This
intro is near MPEG standards and defi-
nitely the best on the Saturn to date.




Infrared vision (below) tints the screen
green, but improves visibility on the Kiev
operation (mission two). It confuses the

lock-on colour system slightly, and the
delay caused could be lethal...

THE MOST ADVANCED MILITARY ARSENAL
IN THE WORLD IS YOURS TO COMMAND !

| EXTENDED PLAY |

MASTER THE FULL RANGE OF AWGS MOVEMENT AND SLAUGHTER YOUR FOES!

SHOW NO MERCY - BLAST ALL OPPOSITION INTO PIECES!

CONTROLLING THE AWGS

Considering the sheer size and power of the High-MAC AWGS under your command, if’s no surprise to
learn that a pretty complicated control system has been put in place to get the most out of it. We have
studied the default control method, although all of the buttons and their functions can be redesigned to
suit your particular needs.

1. STOMP/HOVER

The default method of movement is to simply walk about and this is achieved by holding down the B but-
ton in conjunction with a joypad movement. Alternatively you can either walk automatically (press X for
forward, A for backward) or hover (press the appropriate button twice). Auto-walking allows you to spend
more time concentrating on your weapons, whilst hovering is excellent for moving at speed.

2. HEAD MOVEMENT

When the B button isn't depressed, the joypad controls the movement of your AWGS's head. This enables.
you to effectively target both ground and airborne bogies. Pressing the B button for movement locks your
head position until you readjust it again.

3. INFRARED

For those night missions, the infrared sight system on-board your AWGS comes in handy, bathing all tar-
gets i easy-to-see shades of green. Although quite useful (particularly on the Kiev mission), the single
colour system makes it extremely difficult to use your weapons’ sighting systems (which often rely on
colour).

4. SWITCH WEAPONS

Usually activated with the C button, this cycles through the weapons in your repertoire. An on-screen dis-
play shows off how much ammunition you have left with each of the
four main weapons.

5. ON-SCREEN TARGETING

When an enemy enters the range of your AWGS's weaponry, a box
appears on-screen to indicate that the target is open to attack. If an
opponent is in range, but presents no direct threat, a yellow box
appears on-screen, inviting you to attack. Priority should be given to
enemies surrounded with a red box - these are close to your AWGS
and they're in weapons range (indeed, they're probably firing at you).
Audio warnings are given if an opponent enters weapons range -
which is a good thing if they're not in your current field of vision.

6. JUMP

Your AWGS is the only machine built with rocket-assisted propulsion,
allowing you to escape enemy fire by literally jumping up into the
skies. This opens up more attack opportunities (see the appropriate
weapons-related text), but it should be noted that this facility is lim-
ited, needing time to recharge before it can be used again.

040
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The jumping system used in Gun Griffon
(below) is one of the best defensive
tools in your arsenal, enabling you to
leap out of the line of fire and attack
from the air. I’s also handy for dodging
airborne bombing raids. Your mobile
suitis the only one to have this facility...
or is it? Can the enemy forces have
Something planned for later missions?

Double-pressing the forward o reverse
buttons engages the afterburners on the
‘mobile sut, enabling to cross ground at
.m: speed. Your robot hovers at this
ind as you turn, you can see the
Iandieape bank et o ighe oo

make all the difference in reaching that
target on time.
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BEFORE BATTLE COMMENCES, HONE YOUR SKILLS
AND FULLY MASTER AWGS conTRroL!

TRAINING REGIME

Before you enter the main game, Gun Griffon demands that you complete two training
exercises. These finish, and are best suited

need to get to grips with the complicated control system.

1. BEGINNER TRAINING

An incredibly simple task awaits you here - dotted around the snowy landscape of
Siberia are numerous non-moving tanks and transports. These are very simple indeed
to target and destroy, with just one shell from the gun required to destroy all opposition.
At the end of the exercise you encounter your first enemy AWGS machine, which again
is non-moving. Expect only a small amount of resistance from this and the tanks.

2. EXPERT TRAINING

Once the beginner phase of your indoctrination is complete, you move onto the prairie
expert course. Again, this is very simple indeed compared to the actual missions in the
game and is remarkably similar to the beginner training. However, this time, the targets
move about at will and actively attempt to destroy you. As with the beginner, this train-
ing exercise ends with you up against an AWGS robot. it's mobile this time, though and
its firing rate has been boosted considerably. Also of note are the radar-dampening
forests, which can effectively cloak an enemy’s presence. If you really think this pre-
pares you for the actual missions, you're in for a shock...

PREPARE YOURSELF FOR THE ULTIMATE CONFRONTATION!
TRAINING MISSIONS TAKE PLACE ON ICE AND PRAIRIE STAGES!

il I
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Jumping high, your AWGS Mobile Suit
uses the rocket pod to take out ground
targets as an enemy chopper flies by
(above). The expert mission is the first
to give you airborne targets to destroy

an art that needs to be mastered

extremely quickly if you're to do well

‘The training courses are great for deter-
mining which weapons should be used
‘on which targets. Obviously, jeeps and
small transports pose little problem for
the AWGS, 50 here the player is using
the weak machine guns to take out
those small fry. The faster targets are
more difficult to target, which means
that close range combat is clearly the
order of the day (lef).




FOUR DIFFERENT WEAPONS ARE MOUNTED AS STANDARD!
IN THE RIGHT HANDS, YOUR MOBILE SUIT IS UNSTOPPABLE!

Below you can see the gun in action
against an enemy mobile suit. The lock-

[ EXTENDED PLAY |

THE HIGH-MAC AWGS
In control of the most sophisticated military system in the world, the
APC’s high-MAC Armoured Walking Gun System has consistently
proved itself in the most dangerous battlegrounds, resulting in a
massive investment from the AFTA into developing a more powerful
system. So far, they haven't succeeded, and instead rely on over-
powering the APC AWGS through sheer numbers.

The robot you control is an advanced prototype with the neces-
sary sensory technology to perceive these AFTA ambushes.
a jump booster system has been incorporated so if the

an excellent long-range tool to use on
Slow moving targets. Move in closer and
choose your weapon wisely to take out
those faster (and thus weaker) targets.

robot does encounter trouble, it can literally leap out of the way.
However, the most dramatic advances in destructive technology
have been made in the weaponry systems. Four systems have been
loaded on-board the AWGS,
making it capable of huge amounts of damage.

1. THE GUN

A massive arm-mounted cannon, firing off one
hugely powerful armour-piercing 3s0mm shell.
Packed with explosives which go off as soon as the
integrity of the casing is compromised, one shell is
enough to see off the average tank. Ideally it is suit-
ed to close-quarters combat - if an opponent really
gets close and is letting you have it, you need real
power to see them off as quickly as possible. It's
equally powerful at range too, and a useful lock-on
system tells you exactly when you have a good
shot. The infrared targeting system on the gun cuts
through darkness and mist, meaning that it's very
difficult to miss with this baby.

2. THE MACHINE GUN

The only weapon in the AWGS arsenal that is fitted
with self-regenerated ammunition. Therefore, it's
also quite fitting in that this weapon is by far the
weakest of the weapons in your arsenal. Whilst the
ammo supply is inexhaustible, the weapon’s effec-
tiveness is limited by the heat generated by firing it.
Be careful to regulate the frequency with which you
use the gun. The more you fire, the hotter it gets
until eventually it overheats. The machine gun is
best used to take out airborne choppers and fight-
er *planes - these easily fall before the weak power of the machine
gun and its rapid firing means you rarely miss. It's also useful to use
when jumping - as you float in the air, you can point down and easily
rain lead death down on your opponents.

3. AUTO-TARGETING MISSILES

The unsung hero of the AWGS arsenal is the under-used ATM system.
As the name implies, the ATM automatically locks on to an enemy
opponent just by pointing the on-screen cursor at the target. Once

!“:'n';"
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TAKE OUT TARGETS ON THE GROUND AND IN THE SKY!
SCOPE OUT ENEMY HARDWARE AND DESTROY ALL OPPOSITION!

the cross-hairs are flashing, the missile is locked and can be dispatched to destroy its intended target.
The ultimate in fire and forget technology, these missiles have great range and are best used from a long
distance. Usually just one ATM is capable of taking most a target, although its auto lock-on system is dis-
advantaged at close-quarters combat, where a fast moving opponent can be difficult to get a good lock.

4. ROCKET POD

The pride of the APC weapons labs is the newly developed rocket pod technology, which makes its debut
on your prototype AWGS robot. APC scientists have managed to develop a rapid-firing rocket which uses
advanced technology to create a widespread explosion, which manages to destroy all targets in the area.
The best trick here is to use the rocket pod from a good height. Jump up into the air and rain down explo-
sive death on all your targets. A minor problem on this prototype technology is the sheer rapidity of the
weapon - one button press can spray out over 25 rockets, which is more than enough to destroy even the
hardest of targets. Secondly, the technology doesn't discriminate between friends and enemies - it
destroys anything i its blast radius. Therefore, care is required when using this weapon.

More machine gun action (above) as a
small military transport is easily
destroyed in record time.

The sequence of two pictures below
shows the player using the jump facility
to get a good view of the ground, before
destroying those helicopters with the
aid of the all-powerful rocket pod.
Unfortunately, ammo s in short supply.
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You AREN’T ALONE IN YOUR STRUGGLE:
ALLIED FORCES STAND READY TO ASSIST!

ALLIED FORCES

Although you are control of the most powerful walking gun system on the face of the
earth, you aren't going to get that far without the aid of your support systems. For
most missions, you are supported by two other AWGSS of lesser design, along with
sundry tanks (dependent on the mission). These systems are basically cannon fodder,
designed to take the brunt of the enemy attack whilst you do the dirty work. Armed
only with machine guns (like the enemy systems), they pose little problem for the
opposition... unless you back them up, that is.

By far the most useful part of your strike team is the helicopter back-up. This mobile base of opera-
tions follows your progress through each assignment and it's frequently your job to clear an area for
the helicopter to land in before you can get on with the mission in hand. Destruction of your chopper
is not an option - without the extra ammunition it provides, you're sunk, so it's important to clear the
area before the "copter comes in to land.

Once the area is secure and your back-up is established, moving in close to the helicopter starts the
refuelling and rearming process. It takes time to fully tool up your AWGS, and the weapons-loading is
particularly time-consuming, taking up to 40 seconds to get everything on-board.

It is also important to make good use of ammunition given to you - the chopper moves across the
mission map, and you need to rendezvous at the correct point at the right time in order to get more
ammo before moving on. These waypoints are located on the mission map, activated by pausing the
game.

THE GUN GRIFFON miSSION BREAKDOWN BEGINS HERE!
OPERATION DANDELION SEED IS YOUR FIRST MISSION!

T
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THE APC AND PEU STRIKE FORCES CLASH IN WAR-TORN KHARKOV!

The PEU forces should pose no problem
in the Kharkov war theatre. As battles
g0, it is small fry compared to some of
the campaigns the enemy forces have
you for you later on. The enemy intell-
gence s set on “very low indeed” so var-
ious foolhardy acts (such as taking on
an AWGS with machine guns) can be
attempted and indeed achieved.

The amount of ammo
prodigious indeed - this is the best actu-
al level outside of the training courses
10 get to grips with the various weapon-
y. As a bonus, you get plenty of ammo
for the rocket pod, which alone makes
this mission worth the price of admis-
sion. So to speak.

MISSION ONE: DANDELION SEED

The APC forces guarding the area of Kharkov are under attack from a dedicated strike team working for
the PEU - the Russian/Ukrainian wing of the organisation is to blame for this outrage, so expect to see the
lower echelons of the PEU's military war machine in effect here. Not surprisingly, the Japanese Foreign
Legion 501 have been dispatched to investigate the disturbance and restore order.

This mission s a simple annihilate-everything-in-the-area assignment and although two other AWGS
have also been dispatched from your legion, the enemy forces are little more than cannon fodder. The
majority of the force is transport and tank-based, with some back-up from Panta-class assault suits.

Your objectives are simple: first of all, you need to secure the landing area for your support helicopter.
After that, it's a simple case of tooling up with the necessary firepower and then blasting everything on
the map. This should present little difficulty, as long as the enemy are taken out at long range.

It's not surprising that this is the first mission, as it definitely the easiest, with the more advanced mem-
ber states of the PEU saving their more advanced weapons for later stages.
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A dramatic shot of the four-legged can-
non in action (above). A good ally and a
tough enemy. The helicopter (below) is
your lfeline - guard it with your lfe - it
supplies essential ammo.

Operation Dandelion Seed is your first
port of call and thus, the easiest.
Creeping up on enemy AWGS systems is
simplicity. As is blasting them into their
component systems with the weaponry
of your choice!
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MISSION TWO: DARK SERVANT

As a retaliation strike on the PEU following the Dandelion Seed debacle, the Japanese Foreign Legion 501
is dispatched to infiltrate the Ukranian capital of Kiev, with the intention of taking out the majority of the
ground-based forces, along with the air-defence system. This assignment takes place to set the scene for
amajor offensive from the APC.

Arriving at midnight in Kiev, the JFL-501 soon encounter the arduous conditions of the war-torn capital.
Abombing campaign has reduced a great deal of the city to a burned out shell, and any maps of the claus-
trophobic city streets are now out-dated

The darkness severely limits visibility, and mobility is limited to where you can travel in the city streets.
This makes chasing after enemy units quite difficult unless you engage the jump-jets, which enables you
to leap above the roof-tops.

At this point it might be quite advantageous to use the infrared night vision, which covers the entire
screen with a green tint. This brings out any hidden enemy units quite nicely, but its effectiveness isn't so
pronounced as it isn't really that dark. Indeed, sometimes, artillery fire lights up the area quite nicely.

An incredible example of the graphical intricacy found in Gun Griffon, although like the Kharkov mis
sion, even novices should have no problem in dealing with it

Tresameweactteraninewwtn v THE FLASHPOINT OF KIEV IS THE SECOND BATTLEGROUND!
ENGAGE INFRA-RED SIGHTS IN THIS NIGHT-TIME MISSION!

(above). A strong difference indeed.

BHIY)
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THE OCCUPIED CITY OF KIEV NEEDS TO BE LIBERATED!
TAKE OUT THE ENEMY AIR DEFENCE AND MOP UP THE REST!

Again, like the initial Kharkov mission,
the game gives you plenty of ammuni
tion to get the job done in the second
operation. The sight of blown-out vehi-
cles issuing copious quantities of smoke
is sure to become a familiar sight with
this mission (above). There are plenty of
smaller targets which are ideal machine
gun fodder (left). In all, a relatively easy
s 5 T and enjoyable assignment.

e !

THE VIDEO GAME MAGAZINE » MAXIMUM 91



| EXTENDED PLAY

MISSION THREE: FOX HUNT

The small province of Ulal is seeking independence after being conquered in a skirmish
by the PEU, who have proceeded to pillage the land for all its worth. A rebellion has
gained momentum and has resulted in all-out warfare breaking out in the area. The bat-
tle has reached its crescendo, with the war moving to a key point for the PEU forces in
Siberia. The Ulal rebels have initiated a strike at the railway in Siberia, which provides
supplies to their PEU enemies. If they could destroy that, the war would be over. Ulal’s
enemies would have no food and no ammunition.

The Chinese government is sympathetic to their cause and realise that the strategi-
cally valuable Ulal lands would make it a good ally. Therefore, the Japanese Foreign
Legion 501 have been sent in to help out the rebels.

This is by far the most difficult level in the first four, with the sheer weight of enemy
hardware making your task ten times more difficult than usual. Adding to the problems
is the arctic conditions, which severely limit visibility on this level. Al too often you rely
on your instrumentation to provide an indication of an enemy presence.

The objective here s to first set up a mobile base of operations before moving north,

extremely heavy resistance from the PEU forces, who seek to overwhelm
you with sheer numbers. The arrival of the military supply train is heralded by a massive
increase in the volume of enemy ground forces, as well as the arrival of blanket-bomb-
ing helicopters.

Atough mission indeed.

THE HARSH SIBERIAN CONDITIONS MAKE FOR PROBLEMATIC COMBAT -
DESTROY THE ENEMY RAIL SUPPLY LINK AND CRIPPLE THE PEU!

Securing landing sites for your multiple
helicopter support units s absolutely
essential in completing this - the hard-
est of the first quartet of missions.

The range of enemy hardware is varied
indeed, backed up by ount
10 boot! Flashpoints on the level can see
multiple bogies descen
Simultaneousty - qick wis ad a cam
assessment of the threat are required.

The path to the enemy railway track in
the north of the level is fraught with
danger, with the enemy throwing every-
thing they have at you. Once the area is
clear of military hardware you can con-
centrate on the task at hand - waiting for
the train to arrive and then using the
rocket pod to absolutely ai
That's if you get there to begi

THE PEU HAVE MASSED THEIR FORCES FOR AN ALL-OUT ATTACK!

THIS IS THE HARDEST OF THE INITIAL QUARTET OF MISSIONS!
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Boom! Mission successfull Talking out
the train in pure style is the order of the
day considering that by this point it's
completely defenceless.

Of course, the rocket pod produces the
most pleasing pyrotechnics (above).
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The sheer number of enemy units up
against you is the main obstacle to over-
come in this: Operation BloodStorm.
The helicopter support teams come up
for a fair degree of abuse from the
enemy forces, so it's best to follow them
on the map (theyre the flashing blue
dots), clearing the path ahead of them
until they land. At that point you can
tool up and continue to use your
weaponry to cut swathes through the
enemy warfleet.

| EXTENDED PLAY

MISSION FOUR: BLOOD STORM

The next mission for the 501 Legion is to take on an entire invasion fleet! The PEU have
launched a desperate gambit, moving a great deal of their invasion fleet south into
Mongolia. Their aim is to continue in the same direction and eventually overrun Peking
- the capital city of one of the most important member states of the APC. The Chinese
ground forces have engaged the encroaching force in the northern mountains, and the

501 Legion have been dispatched to lend a hand.

In terms of sheer forces, this is by far the most packed level in the
first quartet of stages, and tests your skills against multiple targets.
What is also worth noting is that the PEU have dispatched the full
weight of the war machine into the area - fast Challenger tanks are the
cannon fodder designed to draw your fire whilst the more powerful
mobile suit robots pack the real punch.

Again, this is another simple wipe-out-everything-that-moves mis-
sion, but the addition of hilly territory makes for some interesting variations in the
gameplay. For example, at range you may lock on to an enemy target and fire. However,
there's a good chance that a hillock will be in the way of your attack, meaning that close
quarters battle is the only way you can be certain that your valuable ammunition is actu-
ally hitting home.

Operation Blood Storm is a relatively difficult mission, but the problems affecting you
(hills in the way) can also work in your favour, meaning that this mission isn't quite as
tough as Fox Hunt.

THE MOUNTAINOUS TERRAIN RENDERS RADAR USELESS -

ONLY CLOSE-QUARTERS COMBAT CAN WIN THE DAY!

NEXT 5TOP: MONGOLIA - AN INVADING WARFLEET NEEDS TO BE STOPPED COLD!
SuPPORT THE ALLIED FORCES AND WIN VICTORY FOR THE APC!

After the wintry excesses of Siberia, the
Blood Storm mission s relatively trou-
ble-free - that's if you've mastered com-
bat without using the radar, that is.

The weight of Allied Forces in the area
can serve to take the heat off you
(above) - taking the role of cannon fod.
der as you re-arm.

NEXT MONTH: THE FOUR ADVANCED MISSIONS IN GUN GRIFFON
REVEALED - CAN YOU RISE TO THE ULTIMATE CHALLENGE?
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ALIEN TRILOGY - In space,

no-one can hear you scream.

All the suspense and the terror of the hit movies strikes on PlayStation! | .~

After the huge gestation period and the final
explosion of hype, Acclaim have finally unveiled that
final version of Alien Trilogy - one of the most antici-
pated PlayStation releases of recent times. A full
review of the product can be found on page 152, but
suffice to say it meets the MAXIMUM criteria of gam-
ing excellence - thus the six-page Extended Play you
see on the layouts before you.

Basically speaking, the game is Doom, with a
slightly more pronounced puzzle element. Small
details to tell the two games apart (aside from
Trilogy’s far superior presentation) are found here.
Suffice to say, you are Ellen Ripley and 33 levels of
Alien blasting and mission solving stand between
you and the game’s completion sequence.

YOUR MISSION, IF YOU CHOOSE TO 3

ACCEPTIT...

As well as including the adrenaline-pumping action
of Doom’s first

0S4 mum B

AKX R X XXX XX XCRX R0CK XX KXKK person ive, Alien Trilogy attempts to expand the game's
UK KX XRRORX X X 922 il | depth by including various tasks or you to perform. In fact, doing
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S L N R s S R O o these tasks is your primary objective, with xenomorph destruction

R XX XXO0O0X XK X XXX XX XK
00X X0 RO0X XX X XX X R0X XX
R XXX XK XX XXX K0 0K XXX

power-up door relays.

having no bearing on the mission whatsoever (unless it is explicitly
stated). As you might expect, the initial assignments are very easy
indeed. The first mission sees you finding a shotgun with which to
blast apart barrel barricades, while a lot of the later missions involve
finding switches to turn on lights, turn off steam jets etcetera. Like
Doom, a lot of the time you need to find keys to open doors, although
in Alien Trilogy this is translated into locating batteries with which to

As stated, mission completion is the primary objective and if your mission complete percentage is not
high enough, you are forced to repeat the assignment. Should this occur, you lose all the extra health,
weaponry and ammo you collected during that round. This is not good.

Acclaim have taken the Doom formula and added extra strategy and deeper gameplay!

SECRETS OUT
Ag;

a scenario mirroring Doom, Alien Trilogy has “secrets” for you to uncover in every stage. In Doom

this involved finding hidden doors and areas and plundering them for all their worth. A similar principle
i evident in Trilogy, only this time finding all of the areas is a lot easier. False walls (which are blown open

giving you no excuse for not get

forming every mission obje

ith grenades or seismic charges) are clearly indicated on the map you access when the game is paused,
ing high secrets percentages on every single stage. It follows that per-
(and getting 100%) reveals just about every false wall on the map, so get-

ting top marks on both criteria isn't really that difficult at all.

XENOMORPH FILES #1

“FACEHUGGER"
The FaceHugger's objective in lfe s to
locate and possess a host for the embry-
onic xenomorph carried inside t. It pur-
sues its target relentlessly, jumping on its
face and wrapping itself around i, ren-
dering the host comatose while insemi-
nation takes place. After this has
occurred, the FaceHugger's task is done
and it dies. This is the first

and can be taken out easily with two
‘9mm rounds. Later on, switch to shotgun
founds to dispatch FaceHuggers. One will
do the trick nicely.

THREAT LEVEL: * +
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Charge 001
rmor 027

Discovering secret areas in Alien Trilogy
is quite simple as the map automatical
Iy shows off where all of the faise walls
are. Accessing these areas is achieved
by lobbing charges or grenades at the
wall and standing back as the explosion
tips an entrance open (above).
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THE HUMAN FACTOR

Although Ripley’s main opponents are the eponymous xenomorphs, there is a great deal of interference to clear from humanoid resistance.
The Company has dispatched agents and recruited colonists to get as many Alien tissue samples as possible, rewarding them with huge boun-
ties on completion. This generally means that any humans you do meet will be hell-bent on keeping their money and will use deadly force

against you. Kill them all.

Colonists who have mn kidnapped by the Aliens and imprisoned

Iso found in the by the time you reach them
they have il e e by Alien FaceHuggers. Death is the only
option for these unfortunates.

Another set of humanoid creatures to beware of are the synthetic
lifeforms (iike Bishop in Aliens). These have been programmed to
defend the colonists you're attempting to kil, or to do the Company’s
evil bidding, and so need to be gunned down as well. These
humanoids are far, far tougher than humans and rank alongside

142 il

4__ ‘

Aliens in sheer resilience.

THE RIPLEY CONTROL SYSTEM
The methods used to move Ripley are basically Doom-orientated with
some small modifications made to make the garie seem more realis-
tic. The actual ways you can move are identical - that is, moving for-
wards, backwards, otating left and right and sirafing {using the R1
and L1 buttons on the joypad).

However, there is no run button like Doom, with Rup'!hu@mq E

i

W ‘

cally applying top velocities when moving around. Wherethe realisme,

you do this, it's a lot slower than normal forward-running - the,

comes into it is with regard to strafing and moving backwalds.\!\;g;

ing behind this is obviously that you don't run as fast bad(wav Sas ¥

you do when “legging it” straight ahead.

This makes the old retreat-while-firing-and-running tactic jp Dnom
pretty.much useless. Still, all the other old Doom strategies work just
as well in Alien Trilogy, giving id game veterans a real head start in
this game.

e (a pretty

s too late by this.

me.

IRINE ARSENAL

Doom proverb. ’z

rformed in Alien Trlos
the human colonits, comgliy s pent and.synthetic life-forms use the same weapon-

the 9mm Pistol,
ind off walls and what hay

five different weapons af

. On later levels, the humanoids provide
almast'as much trouble as some of the
algas! The samura-style troopers from
\:* e hardest resistance
(@bove), whilst the prisoners (eft) are .
armoured, but €an be mown down with
relative ease;

-

their heroes sometimes manage to jump out
y neat act, mns ering they fire at the'speed of light), but oddly enough
Course, the Aliens themselves prefer to run at you and

Smart Gun or.Pulse Rifle, you can a(‘ua“y see the bullets fire off into the
you. Similarly, you can seé the enemy bullets coming towards.
time to dodge so the key is to watch for the muzzle-fire of your enemies

trafe function to neatly side-step before return-firing. Just like Captain Picard.

vailable in Alien Trilogy, each of them with their own unique attrib-
retty relevant here, that being: the harder the weapon is o find and the
scarcer the ammunition, the

XENOMORPH FILES #2

“CHESTBUSTER"
Once the host has incubated the Alien,
the baby xenomorph is ready to face the
outside world whereupon it makes a sud-
den departure from the host by cracking
its chest open and escaping. The amount
of times you come across ChestBusters in
the game is quite limited and its attack
pattems are very reminiscent of the
FaceHugger. Two shotgun rounds are
required to see off the ChestBuster, but in
actuality it isn't really that much more of
a threat at this stage. Look out for them
especially in water and stasis pods.

‘THREAT LEVEL: % %

more powerful it is. The key to
success is to always choose the
right tool for the job - for exam-
ple, blasting away eggs with the
Smart Gun is a sheer waste,
while taking on an alien with the
omm “PeaShooter” Pistol is

4/ °SO i

similarly stupid and indeed sui-
cidal.
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1. gmm PISTOL

This is the first (and indeed only) weapon Ripley is given at the beginning of the game.
You'd think that the marines would be slightly more generous when sending their mission
specialist into Alien territory. But no.

Asitis, the pistol has only a small potential usage. Its pretty decent for blowing open
crates and looting supplies and the fact that two direct hits can take out a FaceHugger
make it the preferred weapon at the beginning when Shotguns and indeed Shotgun
ammunition are severely limited. When you run out of ammo on all your other weapons,

you go back to using the Pistol. And when that's

O29 N

XK X 006 XX XX XXX KX KX
XK X XKKKX X XAHK XX X000 XXX X
08 XX R0RX XX XXX KX KX X KXKRK X
X0 XK ROORXK RRX X XK XX KX
X0 RXK KO0 KX X XXXK K XRXRXK KX
G XXX X XX KX XX KX XA KR,

empty, Ripley's forced to manually reload a single
bullet from an infinite supply she has stashed in her
Marine-issue pantaloons.

Warning: taking on Aliens with this weapon can
seriously damage your health.

2. Shotgun

The staple weapon of Doom -style games is this
effective “sawn-off” example of the genre. Finding
this tool of destruction is the first order of business
when you first start playing Alien Trilogy. For a start
you need it to complete the mission (blasting open
gmm-resistant barrels) and it's also the only weapon | -
that effectively takes out the Aliens on this stage. | e

You get a fair amount of damage for every shell used
and it should be remembered that like Doom, you
inflict more pain the closer you are to the target
when you fire the weapon. In the later stages of the
game you find yourself laden with shotgun shells.

o2z g
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Even at this stage it's best to remember the shotgun's strengths - for a FaceHugger
onslaught or for egg destruction, it's difficult to beat this weapon.

3. Flamethrower

Again, this is a weapon which you find early on in the game. However, of all the weaponry at your disposal, this is by far the most ammunition-
draining. It's extremely tempting to use it at everything from eggs to FaceHuggers, but again economy is clearly the order of the day. At the
begins of the game use the Flamethrower as a supplementary weapon to the Shotgun, toasting Aliens while searching out more Shotgun
shells. Also, when taking on Aliens with this weapon, use short controlled bursts at close range in order to do the most damage. Again, this
gets more destruction out of this particularly.

4. Pulse Rifle

The preferred weapon of the Space Marine, the Pulse Rifle is a multi-purpose weapon with truly awesome destructive potential. The best part
of the weapon is the rapid-fire high-calibre bullet output, which can shred a common Alien or human in seconds. For targets such as eggs,
ChestBusters and FaceHuggers it is too destructive - save it for the more powerful targets such as “Bambi-Aliens” and the fearsome “Dog
Strain”. The amount of ammunition you get in a standard clip is vast indeed. A secondary weapon is included with the Pulse Rifle. As Aliens
fans will know, a grenade launcher comes as standard which is perfect for blowing down false walls. However, MAXIMUM recommends using
seismic charges for that purpose and advocates hoarding grenades for the confrontation with the “Queen” Alien at the end of each section.

5. Smart Gun

XENOMORPH FILES #3

“ALIEN"

ith the weaponry supplied at the begin-
ning of the game. The pistol’s gmm
rounds are barely effective against the
Aliens’ hide, and four or five close-range
shotgun hits are required to see off these
creatures. This type of Alien doesn't crop
up much later - probably as they are no
match for the Pulse Rifle o Smart Gun.

THREAT LEVEL: ##

These grown-xenomorphs. attack you
tight from the very beginning - arge, fast

The pride of the Marine arsenal,
this_experimental weapon is
barely out of the R&D labs, but
has somehow found its way to
the Prison Planet in the second
section of Alien Trilogy. The
Smart Gun s similar in action to
the Pulse Rifle only the bullets

are even more damaging and
they also have a small capacity
to home in on their targets. For
example, let's say that there's
three “Dog Strain® Aliens in
front of you. Fire the Smart Gun
off and bullets strike all three
xenomorphs, aiming the majori
ty of the bullets at the lead alien
with the remaining keeping the
others back.
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Close-quarters combat with an Alien
demands suitable weaponry and there's
little to match an all-out Flamethrower
assault at this range (top). Locked doors
become a common problem the further

POWER-UP!

A total of ten additional collec-
tables are available in Alien
Trilogy, each with a specific
function essential for progress
through the game. i

[
©03 il
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1. Mission-Specific L
Items i
This includes ID tags (collection Y
of which is essential in some
missions) as well as batteries,
which are used to power-up
doors and gain access to new
areas of the game.

2. Extra Energy

Three variations are on offer -
the DermPatch (which gives
back a measly point of energy),

the healthier Medikit and the

top-of-the-range Adrenaline Shot which takes energy tpito, 200 points.

3. See In The Dark

Two different items Serve this purpose - the Shoulder Lamp and Night Vision Goggles. Both do the same
thing, that is to illuminate the considerable darkness.

you Powering
up the relays requires battery power!

A

4.

This ingenious device allows you to get a complete [00k at the entire level, complete with false walls and
all. Very useful indeed, as you can imagine.

5. Protection

Body Suits and Armour protect you from the acid.on the ground as well as deflecting enemy fire. Armour
gives 100 points of protection, Body Suits 200,

trio of hardcore levels await, each based on a particular Alien movie!
SECTION ONE: DESTINATION LV426

Alien Trilogy rearranges the order of the movies to provide a more cohérent storyline and starts out by
missing out on the original Alien and jumping straight into the James Cameron sequel. The section of the
game begins with'you clearing the way for the marines to occupy the area as you infiltrate the complex,
destroying all evidence of Company attempts to secure Alien samples for their bio-genetic weapons divi-
sion. Other tasks for Ripley to complete basically take the form of making the environment safe, collect-
ing ID tags to get some scale of the Alien invasion before oving on to the Queen's lair. The population of
this particular section of the game is faithful indeed to the Aliens movie. The basic Alien is the most com-
mon adversary (as is to be expected), backed up by a range of FaceHuggers and the occasional
ChestBuster. Eggs become more common the deeper you get into the complex - and of course, there’s an
egg chamber on the last, thisteenth lével ofithis particular section.

SECTION 2: PRISON PLANET

After escaping from LV426, Ripley’s next port of call s the Prison Planet depicted in Alien3. As you can see
from the screenshots, programmer Probe have pulled out all of the stops in producing graphics which
accurately mirror the dark, forboding, technologically backward worid shown in the less-than-acclaimed
conclusion tothe celluloid Alien Trilogy. The objectives in this second section remain very similar to the
first - secure the area, wipe out aliens and destroy all attempts to smuggle alien samples back to the
Company. The-prison inmates have had a long:time to fortify their positions and thanks to Company aid
they have access to far superiof weaponry - better even than the marines themselves.

It shouldn't be 100 long before you'e
tooled up for the job of mass Alien
destruction thanks to the wonders of
the Pulse Rifle - the in-built grenade
launcher blasts walls apart top) and the
rapid fre action makes it a great weapon
1o use against Aliens (above).

142 g

XENOMORPH FILES #4

“BAMBI-ALIEN

Cropping up in the second section of
Alien Trilogy, the so-called Bambi Alien is
a four-legged strain of xenomorph which
eventually grows up into the powerful
“Dog Strain” variety of the creature. At
this stage in their development, they're
extremely easy to destroy - you willdefi-
nitely have the Pulse Rif
sion by this time and two shots of that
particular weapon are enough o killthis
type of xenomorph. They don't even
attack in groups. Cannon Fodder, basical-
Iy. Enjoy it while you can

THREAT LEVEL: % %

142 i

dre commonplace. (above), as are
Alien ambushes as 500n as you set oot
on them. A “bambi*-type Alien bites the
dust in an explosion‘of acid (right).
Those aliens are pecullaio the second
stage and are idiculously gasy to defeat
in batle
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SECTION 3: THE “BONE SHIP”

Blaming the outbreak of the xenomorph infection on the events of the first Alien film
(which isn't actually a part of the game), the battle-grizzled Ripley is sent from the Prison
Planet directly to the “Bone Ship” of the first movie - the aim being to destroy the Aliens

233

all

I

HUn

EXTENDED PLAY

at the source.

This level is graphically incredible, successfully
recreating the Giger-spawned surounds which
made Alien such a visually distinctive movie. The
PlayStation's graphical capabilities are stretched
here with a variety of transparent textures and 30

015 il

trickery being used to excellent effect.

As you might expect, this final stage is the most
taxing of all. The puzzles require far more effort from
the old brain cells in this section and the Alien
onslaught is swift and unforgiving, with just the first
level throwing multiple “Dog Strain” xenomorphs.
and body-suit protected Company Agents (who now
fire grenades at you!) at you at an incredible rate of
knots.

We're going to be deliberately vague about this
stage - it takes a fair degree of effort to complete the
first two, and MAXIMUM is not about to reward
those who aren't prepared to put in the effort them-
selves.

% i
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Can you defeat the monstrous Alien Queens at the end of each section of the game?

CONFRONTING THE “QUEEN” ALIEN

At the end of each of the three sections found in Alien Trilogy, you find yourself in the chamber of the “Queen” Alien, so-called because she

produces the eggs which open to reveal the FaceHuggers.

In these stages you have three worries: the eggs, the resultant FaceHuggers and of course, the Queen herself who is by far the most pow-

erful Alien found in the game. Definite tactics are required to succeed in these stages and MAXIMUM has found the best strategies.

First of all, it's important to note that the Queen herself is dedicated to producing eggs - she will not come after you straight away, prefer-
ing to nurture her young. This gives you some leeway to blast away at eggs, removing the threat of FaceHuggers. Use shotgun fire to do this
as you need your heavy ordinance to take on the Queen when she gets really angry.

Locate the Queen and blast away at the eggs furthest away from her, preferably out of her line of sight, before mopping up the remains near
her. When most of the eggs are gone, the Queen gets just  tad annoyed and breaks free from the egg sac, with the intent of murdering you
in quite a vicious fashion. At this point it should be just you and her. The job ahead of you is now clear: use all of your grenades and seismic
charges on the Queen before switching to Smart Gun or Pulse Rifle fire (if you're on the first section you will only have the latter weapon). The

Smart Gun is so powerful the Queen can’t reach you at close-quarters as the impact of the shells sends her flying. If you're on the first se

ing of the “Bone Ship” stage
sees Ripley up against the most vicious
of Alien species - the fearsome “Dog

Strain”. These guys seem to be totally
unfazed by fire (top), but repeated
abuse from the shotgun (above) seems
10 do the trick.

using the Pulse Rifle find the ramps that lead to slightly higher ground and gun down the Queen from that vantage point.
These tactics work fine against the Queens in the first and second sections of the Trilogy, but what xenomorph menace awaits at the climax

of the game? MAXIMUM?s lips are sealed...

]

XENOMORPH FILES #5

“DOG STRAIN"
The result of DNA-splicing, the “Dog
Strain® Alien i the result of a FaceHugger
sseminating a canine, with the resultant
“ChestBuster" taking on the traits of the
animal. The first set of “Dog Strain”
Xenomorphs you encounter are not yet
fully matured and as such, they're about
as dangerous as the common Alien. By

you're facing the fully grown variety and
theylre extremely tough, taking over ten
rounds of Smart Gun fire to successfully
destroy.

THREAT LEVEL: * # % +
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The first to use on the Queen
involves off multiple grenades
(top). To the left you can see the Queen
disconnecting hersel from the egg sac
and running straight for Ripley. This is
an okay state of affairs to be in, as long,
as the eggs have been dispatched,

s .
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PANZER DRAGOON ZWEI -
SPRECHEN SIE HARDEN COREN?

Saturn blasting action reaches new heights with this incredible sequel!
Prepare yourself for the best Dragoon yet!

In_@n alternative reality to our own, one where technology has
advanced based not on electricity, but on steam and steel, a power-
ful force known as the Empire rule the land with an iron fist. From a
vast floating city high in the clouds, the Emperor travels the expanse
of his kingdom accompanied by an army of inhuman minions, instill
ing fear in the simple village folk and insuring that they don't object
to the dehabilitatingly high taxations he imposes.

One night, the Emperor has a prophetic vision in which he fore-
sees his imminent destruction at the hands (or rather talons) of a
mythical dragoon with strange powers, piloted by a fearless warrior.
Fearing the authenticity of this dream, he immediately orders the
execution of every dragon in the land, threatening the indigenous
population with destruction should they not report, and indeed ter-
minate, every and all instances of new born dragons.

Meanwhile, in the small farming town of Alcazar not far from the
Empire’s fortress, a small boy by the name of Randy watches as his
fellow villagers, fearing the wrath of the Empire, ruthlessly kill a
stray baby dragon that wonders into the town centre. Returning to
his humble shack in the village rooftops Randy is surprised to see

thagaanother baby dragon has gaken refuge in his bedroom, and
ratherthian report 3 lianSeoundrelta the Epi
to Kgep her, and s urt v as t. ¥
Alyear passes, cre: as naw devel@ped
ling dragon called Ugi, €apabl@ of running at ifiredible Speeds.

Though she has not yet developed the power of flight, Ugi is large
enough to ride, and the Randy enjoys taking her out for regular
L exercise in the nearby mountains. One day, whilst returning from one of these treks he spies to his amazement the Empire’s floating city
patrolling above his own village! What could they possibly be doing here? But before he has time to think of an answer the ship unleashes a
devastating blast of demonic energy that annihilates most of Alcazar ina matter of seconds. Horrified, and oblivious of the immediate dan-

g ger, Randy ventures into the crumbled ruins of his home to search for survivors...

e
Wﬂm from the shots on this
¥ Mﬂ-—”‘m quality of the €&
s e in Panzer Dragoon Zwei are
‘w;mumrﬂnm ofthe
g ive intro Séquences yet
seen Prepare to be uuly‘.’mf‘al -
5 e y

. THE DRAGOON IS BACKI % o 4
Having been highly impressed with the original Panzer Dragoon ‘back in issue #1, MAXIMUM has closely
followed the development of this incredible itle since it was first revealed to us late last year. Since then

the game has come on in leaps and bounds, with each progressive version us with steadily”
improving graphics and sound. Now, the finished version is finall rels
glad to report that Panzer Dragoon Zwejdgggothing. as
pushes the Satum toits absolute limits.
|
'Y A LEGEND IN THE MAKING L .
2 Based loosely on the work of French graphiciirtist Jean Giraud's storie:

Afterburner/Space Harrier style first person perspective 3D shooter, with
his dragon through seven awesome episodes of non-stop arcade actio
that crosses their path. The structure of the game is very similac .
with a number of significant improvements, so fans of the g

al premise and control of this superior seqnsl. »

IPSGOTTHELOOK =~
Whilst Pa shares mar

e,
its prede-

ely every par-
Panzer Dragoon's biggest
as | hics, and with this sequel
T*? 3 L lope of cutting edge 30
. technology. Both the amazingly smooth in-game polygon action and
the jaw-dropping rendered CG FMV sequences prove the Saturn to be

(in the right hands) a machine of unmatchable power, and we are
onc lﬁl%ﬁrﬂ'ﬂ' ondering just how much more Sega has in store for
owners of its | . .

& e -

s
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| EXTENDED PLAY

Panzer Dragoon Zwei features a highly imagina-
tive environment cleverly crafted from an effective
combination of both polygons structures and
scaleable sprites, inhabited by an army of fully tex-
ture mapped polygon creatures including some of
the most spectacular end of level bosses we've ever
seen. This allows the the game engine complete flex-
ibility when viewing the action, and indeed the
gameplay takes full advantage of this freedom.

Whilst riding your dragon pressing up and down
onthe d-pad not only moves your dragon and aiming
sights in the corresponding direction (on the flying
sections) but also shifts the perspective of the in-
game ‘camera’ to allow the player to view the land-
scape both above and below the current altitude of
your steed. The Saturn pads shoulder buttons are
also employed to perform instant 9o degree view
otations of the game camera. Tap ‘L’ once, and your view swings around to the left of
your dragon. Tap it again and your view switches to the rear of Ugi, looking out behind
you for any deviant enemies attempting to perform dastardly acts on your rear.

nessing the exec M a2 s(vl‘i babv
dragon (abo b

VIEW THE ACTION FROM ANY ANGLE!

Like its predecessor, the action in Panzer Dragoon Zwei takes place on predete;

TRAINSPOTTING?

while you are allowed a certain degree of freedom to manoeuvre Ugi, she .
various levels at a set speed. This has allowed Team Andromeda to a led 'm-...

matic theatricality to the proceedings, with a soundtrack that swells cti 3’9"‘
and some incredible action set-pieces that have to be seen to be b

Zwei are in-game cut scenes that reveal developments in the stor

the ‘Starting Destiny’ episode when you first encounter the Empij

the evil dragon larvae to reveal the awesome craft filling the

drops a vast boulder right behind you! These in-game scenes

marked by the materialisation of slight widescreen borders 3

disappeared control is handed back to the player.

BIG, HARD AND LONG

One of the greatest criticisms levelled at the original Panzs
rather brief, comprising as it did of several straight fo
taken those criticisms on board, and have updated Paf
through three of its seven levels, as a well as a whole ho
mance-related that adversely effect the game.

MIIL :

routes for extra B

BY LAND OR BY AIR
In the original Panzer Dragoon all the action too
the player piloting an experienced adult dragon of conit

power. In Panzer Dragoon 1 you
dragon is just a mere yet
flying. This means that 0 d o

intervals during the later,
ground to make pro
through the landscape.
makes for some brilliant charac-
ter animation as the ground
based winged serpent bobs and

weaves convincingly, while the
feeling of freedom you get when
she finally lifts off in the second
episode is positively liberating.
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Panzer Dragoon Zwei is a game of many
Secrets... Just how do you get the most

powerful dragon in the game (that's i,

METAMORPHOSIS!

Thankfully, Ugi doesn't stay as a baby for the entire game. As you
complete each episode, you are awarded points depending on a num
ber of performance related criteria (such as route taken and percent-
age of enemies killed), and depending on how well you do, your
dragon evolves into an older and more experienced beast right before
your eyes! The are six different dragons that can be accessed, rang-
ing from the aforementioned hatchling to the distinctly chicken-like
Brigadewing, each with their own speed and stamina characteristics.

FIRE AND FORGET PANZER DRAGOON STYLE!

The familiar two weapon attack system makes a marked return in
Panzer Dragoon-Zwei, with the player having access to both the
rapid-fire hand help pistol ‘shot’, and the Dragon's ‘laser" attack. The
pistol spews hundreded of small energy darts that slowly gain power
as the game progresses, while Ugi utilises a far more impressive (and
deadly) lock and fire missile system. By holding down the fire button,
the aiming sights changes to a round orange circular target, which
when moved across a valid target turs white indicating a lock. The
amount of targets you can lock in one burst varies from dragon to
dragon, but once you've got a lock, the hit is guaranteed. Simply

above, in the super-secret Zero Space
area)? MAXIMUM knows how and all is release the button to unleash the barrage of lasers and watch in joy
evealed in next month's awesome as they shoot of to find their respective targets. Mastering the art of

close-up. multiple laser hits is crucial to obtaining the prized 100% kill ratios,
and our advice to anyone attempting this mighty task is to lear the
attack formations of the enemy.

MASTER THE TECHNIQUE OF MULTIPLE LASER STRIKES!

WE”VE GOT SOMETHING ON RADAR!
With a seemingly un-ending assualt of Empire forces from all angles to contend with, its a good thing the
player has his trusty radar to relay the position of the enemy. Located in the top right hand corer of the

basic top dow yiew of your dragag.and the surfgunding area, with enemies
7 radafi@lso’ ys your c Visio
ich difectio need to !u fordel
0 ‘GO BERSERK!

respectiffely.
ing at aiglanc

New to your offensive repertoire in Panzer Dragoon Zwel Is the all-powerful berserker attack. Providing
you have killed enough enemies to fill your power meter (located directly above your life bar) the berserk
rage is accessed simply by pressing either x, y or z, sending your dragon into a laser launching foaming
frenzy that lasts for up to ten seconds! Characterised by the screen turning black and white briefly after it

facing, thus,

- p has been initiated, you are invincible for the full duration of the berserk attack and should make good use
o . of this offensive opportunity.
- oo S0 MANY CHOICE!
€ pohd As.is customary with Sega's

games, Panzer Dragoon Zwei
contains an extensive options
screen allowing you to tailor the
game to your precise require-
ments. Also on the options
screen will you' find a ‘player
data’ record contaifing high-
scores and information about
how much the game has been
played (for additional informa-
tion hold” down the shoulder
buttons” on this screen).
However, the jewel in the Panzer
Dragoon Zwei crown i a secret
menu option that only becomes
available when you complete
the game meeting certain
requirements. We don’t want to
give too much away, but need-
less to say the power contained
within this pandora’s box is lit-
erally unstoppable, as the sur-
rounding screenshots indicate!
¥

The awesome graviton shot (above) and
five-way fire (left) are just two of the
options available to you in Pandora's
Box. With this many sights (far eft) even
Gary may be able to finish the game.
Then again...




EPISODE ONE: STARTING DESTINY

The creatures on the frst episode pose.
no real threat (right): In factif the player
eaves the controller own, he will receive
o damage for the entire stage. This isa
800d opportunity to practice Ugi's lock

3]

| EXTENDED PLAY

RETURN TO ALCAZAR

After witnessing the annihilation of his home town
from a nearby hill top, Randy charges into the
charred remains of Alcazar to search for survivors
and find out who is responsible. The intro of this first
stage sees the player at the edge of the town dash
ing between some winged conch shell enemies to
pick up his rapid fire pistol off the ground. Once this
weapon has been acquired, control is handed over to
the player and the level begins in earest.

After quickly dispatching these less-than-deadly
creatures with a few well-timed laser blasts it soon
becomes apparent that there are in fact no human
survivors from the blast at all, with only a few stray
cattle (that look like T-Rexs) giving any indication
that just few minutes ago this was a thriving farming
community.

DISCOVER THE SECRET OF ALCAZAR!

Venturing further into the town another cinema cuts in as Randy is suddenly confronted by a giant mos-
quito dragon larvae that flies past the player and astends into the sky to reveal the Empire’s floating gif
directly above you! Spotting Randy and Ugi, they take the rather excessive steps of drofiplia vast b
der to squash our hero flat. Fortunately the boulder misses, but a Raiders of the Losh Ak style !
ensues as the giant rock trundles along behind Randy, crushing everything in its path whillilhe franti
blasts away at it. Eventually, the boulder fractures open, releasing more conch
which must be dealt with in a similar fashion.

Once these have been destroyed, Randy continues toy
induced pursuit of the floating city. AS he nears the town's
five winged serpant boss and the behemoth that is the
knocking down  large tower. Wisely choosing not to @
dodges between ifs huge legs and keeps on his original t

As the level closes|
for the first-time.i

ingaallthe

~ Randy and Ugi are chased by 3 vast
boulder (right) which eventually frac-
tures into several conch creatures (far
right). Meanwhile, our hapless duo
‘approach the Empire's impressive float=
ing city (left).
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EPISODE TWO: THE MOUNTAIN PATH

In the CG cut-scene between episodes one and two, Randy contem
plates his future. Does he hide from the Empire and attempt to piece
together the remains of his shattered life, or does he chase after the
Empire’s forces on a hell bent mission of revenge? No prizes for
guessing the answer. His destiny sealed, Randy decides that the best
way to cripple the Empire is to destroy its nerve centre: the floating
city. But the city has a few days head start on him, and so Randy
takes a shortcut through the mountains so he can catch up:

Episode two begins with Randy already well on his way through
the mountain path, when his trusty steed notices that something is a
miss. Sure enough, a quick glance to the rear reveals the burrowing
dirt tracks of several underground creatures that soon burst forth in
all their crab like glory to take a pot shot at our hero.

These are soon dispatched, but not before they alert the Empire to
your location. Evil is quick to respond, and within moments Randy
finds himself faced with a combination of dragon riders and the Empire’s standard light attack craft before the
mountain path forks and players are faced with the first multiple route junction in the game

RANDY AND UGI CHOOSE A DESTINY OF REVENGE AND DESTRUCTION!
Route 1 (easy)

DESTROY THE EMPIRE’S FORTRESS OF MISERY!
Going right at the fork, Randy continues along the mountain path engaging several light attack craft
before reaching a dead end in the shape of a cliff edge with a thousand foot sheer drop! Unfazed by this
obstacle, our team just continue straight on, and as the edge is neared Ugi spreads her wings and for the
first time under player control, takes off and flies. AS the music builds to a crescendo the land suddenly
drops away from beneath the player’s feet and they are treated to the awesome spectacle of an aerial view
of the surrounding mountain range and clouds.

't last for lopg though, and Ugi sgon glides to Evound in preparation for,

ess! & §

 Player's. the freedom of verti-

> A few moments after touching down, the imposing front gate o

- the fortress looms up ahead, and after d the huge d 2l . ”n':: x horizontal

» X doors and entering the complex Randy is sef hostile gun tur- T m’: (:"ti
rets, look-out posts and an assortment of alfiships. Travelling. e S B

through the centre of the fortress the player mustireak havoc on
¥ Empire’s defences, and a good manipulation of the View rotation but-
p tons is essenthl if you want to score 100% here. At the fortress exit, ¥
- Randy ymated turret structure that
M“pped shells from its many rotating cannons. These shells can
be neutralised with ordinary shots, and a berserk attack is recom-
mended for the swm deslmcuon of this particular foe. omﬂhe
structure d, Rane
the fortress behind them and :mmnueon to face tth lwss

‘x
#

rit: mnmn seen anyhing ke it

The first multiple route km\mw

Player's must choose early which route
 wish to take and then st



The second route leads to a mid-pitched
aerial battle involving hordes of light
attack craft and several medium sized
ships (above and lef). These ships fire
spiked cannon balls and require multi-
ple hits to destroy.

Route 2 (hard)

PREPARE FOR AN AWESOME AERIAL ASSAULT!

Taking a left at the multi-route junction Randy again follows the mountain path to its cog

clusion, though this time to a different cliff edge whereupon a similar awesome take o
scene to route one oceurs. With this route however, Ugi does not land immediately, ar
instead remains in flight for the rest of the episode (or at least, until the boss encounte!
Once airborne, Randy is immediately set upon by a seemingly never endi

light attack craft, balloon mounted spike cannons and medium range af

the light attack craft pose no real threat, MAXIMUM recommends

treating the spike cannons and attack ships with respect. Shoot a

the craft’s weapons Virtua Cop-style, so as to destroy any metal spiks

balls as and when they appear, and let rip with your lasers when

get the chance. The spike balls are your biggest problem, so rg

sure you place priority on these deadly projectiles. When the

enemy has been destroyed, Ugi will land ready for the fir
encounter.

BOSS: SUPPLY SHIP

This flying juggemaut is preced-
ed out from behind its mountain
hiding place by a flock of birds,
and proceeds to_get up close
and personal to Rgndy and Ugi.
While not bein gticularly
difficult bos; o take

thi it
araalne
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Though the route onl
bottom) is easier thar
battle, it is harder tg
fect il rato. Considef
points over energyan
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EPISODE THREE: RETREAT TO THE FOREST!

Randy and Ugi's destructive antics in episode two have garnered
them some unwanted Empire attention, and they now find them.
selves on the run with the entire Empire fleet hot on their heels!
Randy reminisces how he used to hide in the woods when he was
child, and rather than launch a futile attack on the floating city when
they most expect it, he instead chooses the sensible option of a tac-
tical retreat. Naturally, the Empire send some forces in pursuit...

Episode three takes place beneath the canopy of a huge and lush
forest, with shafts of light pene-
trating the foliage at regular
intervals, illuminating the shady
undergrowth. Skimming
between the trees and bushes,
Return of the Jedi style, Randy
and Ugi have their work cut out
for them as they face a number
of new enemies including crea
tures that look like flying Toucan
beaks and take two direct laser hits to destroy.

The Cinema intro to this episode shows three such Toucans catch
ing up with Randy and Ugi, and when the player finally gains control
they are right on top them. Get blasting! After several Toucan attack
formations, and a number of multiple missile launching red insects
the player encounters a row of bushes that signifies the multiple
route junction. Be warned, the junction comes whilst you are com-
bating toucans so make sure to check your front view regularly.

MAUL THE MUTANT MILLIPEDE WITH MASSIVE MISSILES

conch shell cre (right) ag
ual fact ma man

re just a il tensiof
i Dragoonis BlFarre
inoid art

Route 1 (easy)
TOP MUTANT CENTIPEDE ACTION: 1

The first right-hand route comprises a nter with t
Tremors-style (as in the ace film) centipedé hat emerge from
beneath the ground and attack the player with giien energy blasts.
Lock your lasers on the creatures many body s ents, track with
them.and_unleash a barrage of plasma to quitkly destroy these
mutant insects, If you leave them long enough, they will up the fre-
quency of their damaging energy blasts, so make Sure they don't get
F the chance. Also, watch out for the flying conches to the left and right
o ofthe player that try to sneak by:
unnoticed during the  conflict,
thus-scuppering your 100% hit
atio. Keep an eye on your radar
> to alert you to their presence
and exact whereabouts, and
operate a fire and forget policy!

' ¥ 4
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EXTENDED PLAY |

Route 2 (hard)

RETURN TO EARTH FOR A DEADLY BATTLE!

Choosing the left route at the junction point Randy and Ugi have a brief chance to enjoy
blasting a gallery of harmless conch creatures before returning to the earth to do battle
with a duo of large flying granite fishes (well YOU try describing them). These are actual-
Iy two of the hardest sub-bosses in the game, releasing a barrage of smaller, more
manoeuvrable flying fish and deadly propeller shaped weapons which fire projectiles at
you. Add to this the fact that Ugi is confined to running along the ground for the entire
encounter and you've got a route that only the most experienced Panzer Dragoon players
will score 100% on.

COMBAT SOME OF THE MOST INCREDIBLE BOSSES YET SEEN!

BOSS: GIANT BONEY MONKEY!
Admittedly “boney monkey’ doesn't really do justice
to this mind blowing boss. It's actually a four legged
Giegeresque polygon monstrosity, part spider, part
alien, that ranks as one of the most impressive cre
ations in the history of Sega
Approaching this bosses’ domain, the forest goes
quiet, and all enemy activity ceases. Randy and Ugi
glide silently into a large clearing, and the creature
approaches from behind, carried in by one of the
giant granite fishes from route 2, before dropping
own right in front of you. You just have time to geta
P dard in polygon logy, and we
: highly recommend you see this guy in
true size, befo action befc i ing the yrn is an|
it takes off 9 “inferior”
all four leg]
running in ci
cles arouridéya

Mere words cannot 4. the mind

expanding way this bogs moves (above).
The life like animatigh Sets a new stan-
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EPISODE FOUR: ESCAPE THROUGH THE CAVES OF THRANGOR!

Episade four s perhaps the most graph

ically spectacular in the entire game
). The stage moves 2Lz quite dizzy
ace with enegieshBhdl 1asers,fr

ly filling the wm%
o

With a fleet of Empire airships
waiting above the canopy for our
hero to emerge, Randy realises
that he cannot leave the safety
of the forest without facing
unbeatable odds. However, after
defeating the episode three
boss, he spies a hidden
entrance way into an ancient
labyrinth that may offer an alter
native route. But who knows
what evil lurks inside this place
an underground kingdom where
even the Empire fear to tread
Faced with no other option if he
wants to catch up with the float-
ing city, Randy enters the dark
and damp domain known only

as the caves of Thrangor. No-one who has entered has ever been known to return..
Episode four is (to the best of our knowledge) the only episode in the game to offer players the choice

of three different routes through the level

two routes at the usual junction point, as well as an extra

tough hidden path that scores double route points at the end of the episode. Episode four is by far the
most disorientating stage in Panzer Dragoon Zwei, with Ugi swooping and banking unexpectedly through
a complex maze of vertical and horizontal tunnels and chambers. Thankfully, most of the corridors have
been flooded with water (using some brilliant graphical effects) and so at least you can tell which way is
up. Also, most of the enemies on this stage seem to be made of stone, revealing a culture and technolo

gy different to the Empire’s, but equally as deadly.

A\

At the start of the episode after facing two groups of three large headed stone creatures in the

passageway, Ugi suddenly dives vertically down a tunnel and continues this dizzying descent through

several large stone portals, and a brief

combating stone beasts every step of the

way. Upon reaching the very bottom of the catacombs, the player is confronted with the route junction:
left through the portal for route one of right around the corner for route two.

The ordinary episode four junction polnt
(right) s at the bottom of the first verti
cal descent, whilst the secret junction
point (below) occurs at the very start of
the episade. The route one sub-boss
defies description. So here are some
pictures (below right).
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ENTER THE CHAMBER OF LOST SOULS! i ‘

Flying through the route one portal and subseqllent narrow stone
ind themselves on a strange marble track
leading up to vast decorated chamber. The moment Ugi touches

down the player is attacked by a
number of hobbling stone.enti-
ties (with a single green eye),
who finally bring the dragon to.a

halt when they completely sur-
round her. Much to Randy’s sur,

prise, 2

stafiding

battle witl

tures arefiperhaps the most
entities in Panzer
Dragoon Zwei, and utterly defy -
description. Though they pos:

no real threat, they
incredible staminayant

several direct hits before th
finally collapse to the bottom of
the cavern.

Whether these beings are
destroyed or not, the platform
eventually reaches its destina-
tion when it connects with
another similar platform hun-
dreds of feet above, and from
hereitis only a short distance to
the bosses domain.




[ EXTENDED PLAY

Route 2 (hard)

PIRANHA ATTACK!

Turning right at the junction point Randy and Ugi follow a sequence of tunnels that takes
them back up to the top of the labyrinth, whereupon they enter a darkened cave. Light
flickers in stroboscopic fashion as the water froths and bubbles, before a veritable army
of flying piranha creatures burst forth, gnashing at the unfortunate duo with razer teeth
Sharp shooting skills are indeed required to fend off this swarm of mutant horrors, and a
berserk attack is strongly recommended.

Upon leaving the chamber the player is taken
back down to the lower levels of the catacombs
where they must face a horde of projectile firing ene
mies that closely resemble the conch creatures from
episode one (though these ones carry cannons))
Once these have been vanquished a series of large
hanging stone plates is all that stands between you
and the boss.

Route 3 (super hard)

THE CHASE IS ON!

After the initial batch of stone creatures at the start
of the level, if the player moves Randy and Ugi to the
top of the screen as they approach the first vertical
tunnel (which they normally go down), the opposite
sliding door will open and they will ignore the usual

Route three may look simple (ab

but it is by far the toyghest route option.

in the entire game JThe giant rock slabs
de

tunnel and head straight on. You must keep hold down up on the d-pad
Once through the portal, Ugi speeds up, and the game reaches break
ners and swoop down tunnels in a desperate attempt to escape ti Q
Even though there is no mid-level sub boss, this route is definiteljtHOEf0

comes thick and fast and only a true master is able to conquer tf
down a vertical passageway you reach an intersecting horizontall

i Jectiles attacks you from the rear. Scoring a 100% ratio here is &0
3 ARE YOU READY TO FACE THIS AQ

BOSS: GIANT FISH

After finishing whichever route you selected, the player ent
ity sized cave with only one long narrow bridge running 8
centre of a giant lal
The boss experiences just get more and proceed out onto ti ;::
and Ugi track you spy bubbles off 10yl

the boss intro-
jonto the bridge

can before the
emerge 50

away and U i T afew

of vulnerability, it once 88

ree pser. le.

. Ugi starts to 10

bridge from beneath y8 and 2 $

old fish features just a few metres behird onstantly uproot

the bridge in a monstrous attempt to claw you into the water.

Blast its head with pistol shots, and eventually it gives up its pur=..
suit, and disappears back to the depths, only to pass underneaththe
bridge and smash its way up directly in front of you.

With the bridge now destroyed, Ugiis forced to take to the air, and
the rest of . flyingand the
beast skimming along the surface of Water. Try to avoid shooting the
mines the creature releases, and save a berserk attack for when it
rises.up and fires its cutting laser beam atyou.
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EPISODE FIVE: THE CHRYSALIS GRAVEYARD

Emerging from his daunting experience in the Caves of Thrangor,
Randy is pleased to see that his diversion has indeed eluded the bulk
of the Empire forces and made good time. In the distance he spies the
Emperors vast airborne citadel, and realises that the final confronta-
tion is almost upon him. However, before he can begin his attack run
on the floating city, he must first encounter the city’s personal escort
in a duel to the death above the chrysalis graveyard - a kingdom of
twisted quartz structures long since covered under a blanket of
falling crystals.

More than any other stage,
Episode five drops you right in at
the deep end, with the player
being instantly assaulted from
all quarters by both the level's
boss (in his first incarnation) and
also a number of green triangu-
lar entities that rank among the
toughest minions in the entire
game. These rapidly rotating banshees move at lightening speed and fire a chain of blue energy bolts at
Randy and Ugi that are increasingly difficult to avoid. What's more, they are impervious to Ugi's lasers,

One tactic for defeating the green trian-
gles is to lock on and fire a laser, thus
causing them to freeze as they shield

and therefore can only be taken down by an accurate burst of pistol fire.

L Wduration of themselves from the blast. While they

The boss itself resembles a large angular snake with two huge concave wings, and for the duration o A B, they withe odale areets for
the green triangle assault, it is remains ineffectual. However once the triangles depart, it attacks by your rapid fre pistol (above).

launching a series of screen large walls of green shrapnel through which Randy and Ugi must blast a path
if they want to remain unscathed.

- Oﬂﬂ‘lv! inflicted igh damnahe boss, it uodes

. ~andfalls to the ground, before burrowing underneath the surface and
Mlﬂuuﬁ into the distance to wait for you at the end of the stage.
gy inuing on, you next encounter several waves of crystalline
birds which fly up from beneath you, spread their wings and fire their
X re disappearing from sight. You have to be quick if
o nail them all, as they drop out of view almost s soon

& ppear, Wanﬂe at which they. hover only m:

0 = them more dif st combating these birds the floating city
- s directly in fa

goal, and once nlgehm all been dehmm is just the engonpei

inllli( serious damage. Tl
another, slower t!




EXTENDED PLAY |

EPISODE SIX: ATTACK THE FLOATING CITY!

Having conquered all obstacles in their path, Randy and Ugi now prepare for their final
assault on the floating city. When the Emperor sees that Ugi has transformed into the
dragon that he prophesised would destroy him all those years ago, he is scared for his
life, and immediately scrambles every soldier and creature available to protect him!

Randy knows his chances are slim, and he is tired and weary, but he has travelled this
far, and with the horrific memories of Alcazar still driving him on, he swoops down along
the deck of the ship, ready to exact his terrible revenge...

Episode six is the final ‘proper’ stage of the game. It is also by far the toughest. Ffrom
the moment you descend into the trench along the surface of the floating city (Star Wars
style) hundreds of enemies swarm at you from all
sides. Your radar is just one big mass of orange dots
as cannons, enemy fighters, stone blocks and
ground based relay craft all contribute towards mak
ing your life difficult.

Providing you survive this initial sssault, Randy
and Ugi continue through a portal intoo the city, and
proceed around a series of sparsely populated verti-
cal and horizontal passage ways, befare reemerging
at the front end of the ship, next to the left hand side
central navigation oars.

Go for the side mounted turrets first, as once
these are removed the oars are defenceless, and
ready to soak up punishment.These vast stabilisers
make large targets, with multiple laser lock points,
S0 move your aiming sights along them in sideways
motions to score up to six laser hits in one blast.
After a few minutes’ abuse, they should snap off and
fall to theearth, leaving the floating city unbalanced
and in turmoil.

With the oars severed, Randy and Ugi retu:
inside the ship for more corridor based blasti
action, before exiting into the air once ag

Strafe the belly of the ship to remg
rets and keep an eye out for e
N ¥ ¥ attack crafts.

BOSS: FLOA

POWER CORE

As Randy and Ugi approach the
floating city’s core, the outer
tayer of the organic power St
ply. shatters, revealing

intervals releasing what looks like a_s\
‘swim’ at the player. As the core takes dama

freed by the destruction of the shell.
MAXIMUM recommends adopting a constant figure of

manoeuvre to avoid as much of the damage as possible,

. ordinary rapid fire shots on the muhu dragon’s head as it bemus = 2 5 L

- s — e, -
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EPISODE SEVEN: THE FINAL CONFLICT

ther her tail segment or the deadly
death

EXTENDED PLAY

With its power core and stabilisers destroyed, the floating city spins out of control and
heads for terra firma. Looking back on the crippled craft, Randy feels a strange sense of
numbness. He has completed his task and avenged the anhilation of his village, yet he
registers no joy. The death he has encountered (not to mention.caused) has sickened him,
and now he wants nothing more than to start his life
anew. But as he flies away, he fails to notice some-
thing rather large leaving the wreckage...

BOSS: MOTHER DRAGOON

Episode ‘seven is basically one big scrap (or
indeed two depending on how well you've done) with
the end-game boss. As the episode starts you mea-
sure up in front of the flying bohemouth that is the
mother dragon, @ vast organic juggernaut of metal
and stone with an energy bar to match. After an ini-
tial bout of free pummeling, the mother dragon turs
around, opens its tail like a flower petal and unleash-
es from its reara green shower of deadly energy that
leaves a wide trail which must be avoided.

Once this ceases, Ugi flies between the tail seg-
ments (be gareful not to collide with one) out infront
of the motherdragon, who launches a line of strange
homing projectiles that cannont be dodged and must
instead be shotto avoid damage. This process is repeated, and then
the mother.dragon charges Randy and Ugi in attempt to whiplash
them with its massive tail. This attack must be dodged at all costs as
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PLAYSTATION SATURN PC (D-ROM 3D0
PSX UK Machine £289.99 Saturn UK Machine Duke Nukem 3D £34.99 Doom £34.99
Streetfighter Zero £79.99 £298.99 SWiﬂl iree The Dig £32.99 Star Fighter £39.99
Road Rash £57.99 universal :‘:daplor ) Wing (: der IV 1 1 £37.99
Biohazard £79.99 XMen £64.99 £34.99 Phoenix 3 £37.99

Darkstalkers £79.99
Toshinden 2 £69.99
Ridge Racer Revolution
£712.99
Revolution X £49.99

Descent £59.99
Two Tenkaku £69.99

Streetiighter Zero £54.99
Wan Gan Racing £64.99
Darkstalkers Revenge
£69.99

Virtua Fighter 2 £39.99
Toshinden S £54.99
Guardian Heroes £69.99

Want to order any of the above games?

Want to find out how much your old games are worth
in ewhange

Want to see if anything NEW has arrived since this
advert was printed?

No problem. Just call our Mail Order department on
0171 636 2666 (ask for ""Mail Order"). Lines are open
10am-7pm Monday to Saturday. If you have a eredit
card, you ean order the goods there and then- they'll
be despatched the same day*.

F1 Grand Prix 2 £34.99
Dungeon Keeper £34.99
Warerait 2 £34.99
(ivilisation 2 £34.99
This Means War! £34.99
Gabriel Knight 2 £€34.99

Shockwave 2 £44.99
PGA Tour '96 £ 39.99
"

Foes of Ali £39.99
(Captain Quazar £39.99
NHL '96 £39.99

We also have a massive stock of 2nd-hand bargains, across a wide
range of systems.
There isn't room to print a full price list- but here's a few examples:
3D0 Systems from £125!
SNES & Megadrive games from £5!
PC games from £8!
Playstation & Saturn games from £25!
Just eall the mail order department TODAY 1o find out what's in
stock- and don't forget, you can always TRADE your old games and
systems towards the items you want!
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THE LATEST NEWS FROM THE VIDEO GAME WORLD

The 1996 AOU coin-op show -
3D arcade gaming enters the next level!

In keeping with MAXIMUM's tradition of providing the ultimate in
arcade coverage, we find ourselves visiting the AOU show in Japan.
Held in February every year, the AOU is the most important trade
show in the first six months of the year and shows us exactly what
the major arcade players have planned for the coming months. The
general consensus was that this year's AOU was the best yet...

If there was one theme that dominated the AOU Show this year it
was the continuing popularity of 30 games. The various gaming gen-
res have been redefined with expensive 3D versions which have con-
sistently brought in the arcade revenue. This year's AOU proved that
arcade 3D is becoming ever move sophisticated, to such an extend
that the cheap (usually) JAMMA-compatible end of the arcade market
is also beginning to be infiltrated with more and more 3D produce.
Namco's System 11 has become established and other companies
seek to follow suit. Capcom,
Tecmo and indeed Sega (with the newly resurrected ST-V board) are
finally releasing that cheap 3D equals serious bucks.

THE SYSTEM 11 DUO

The first Namco System 11 title to
be revealed was Dunk Mania
(above and right). Check out first
pictures of the System 11 Xevious
30 (below)

NAMCO’S AOU ONSLAUGHT

Atthis year's AOU, Namco showed a varied genre of titles and had the
biggest quantity of games at the show. There were no less than four
{ sports titles offered by the makers of the superlative Tekken series.
LN gl For all of you who love the NBA Jam series, maybe this is the time

Namco exhibit a whole host of incredible new products!
Two new System 11 boards are revealed to eager arcade players!

to convert to Namco's stable of games as they have released a basketball game on the system 11 board
called Dunk Mania. This particular title features polygon players in the style of Tekken. It looks pretty
impressive and a PlayStation conversion is most likely as the game utilises the System 11.

Another ‘sports title on show was Alpine Surfer, the sequel to Alpine Racer. In addition to the informa-
tion in the last issue, the game has several modes. The two modes available so far are a downhill course
through the forest, and a journey tarough a half pipe. The System Super 22 is used for this game and will
most definitely be a great looking game.

The game that is the least likely to see the light of day in the UK (or anywhere else in the world for that
matter) is Prime Goal Ex. Sound familiar? It should as this is the officially licensed | League game avail-
able on the PlayStation already. It isn't a bad game, but if you're not
Japanese, are you really going to be excited guiding Yokohama
Marinos through the Santori Championship? Maybe some European
team translation will make all the difference.

For all you couch potatoes out there, the ultimate game is out -
Prop Cycle! You can now exercise without giving up your precious
time in front of the TV. The arcade cabinet has an exercise bike as a
controller, so depending on the amount of power you require, the
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[MAXIMUM NEWS |

New Super System 22 titles deliver originality in the style of Alpine Racer!
Prop Cycle, Tokyo Wars and Alpine Surfer more than deliver the goods!

FRE S -t ounm

CHOPCH
more you pedal. The aim of the game is to accumulate the required

709744 amount of points possible in the allotted time. You score by collect- | ENTER.. TOKYO WARSI

ing point icons and generally emulating your antics from the Super 0 oy Tolyo Work I ekcet

NES game, Pilotwings. {ent cityblasting tank game with

Anybody who is still whinging about the good old days can be g'uj“,‘m'y:“;':n':f" options. Watch
coerced gently to the present day with the next Namco title. In the ' J
days when the NES and the Sega Master System ruled, Xevious was
a great game and had enormous popularity. It still has its moments
and Namco obviously think so too as they have released a polygon
version of this classic title on their System 11 board. A classic game?
Yes. But without any tweaks to the original gameplay, this could sink
without a trace over here. Let's hope Namco can pull something spe-
cial out of the bag.

The recent batch of Namco titles suggest that the company is
going through a nostalgic phase, what with the release of Namco
Museum collection 182 on the PlayStation (Extended Play coverage
on page 54), Xevious, and now, Namce Collection Volume 2. This par-
ticular collection features the original PacMan, Rally X an Dig Dug along a new edition of these classic
games. Great for the nostalgic gamers, but how the ‘96 edition of the games play still remains to be

| GAMING EXERCISE |
Combining keep-fit with System 22

the excellent cabinet

see

Other games from Namco at the AOU were Tokyo Wars and the sequel to Ace Driver, Ace Driver Victory
Lap. Tokyo Wars allows four players to battle it out in the Japanese capital of Tokyo in tanks! Not muc!
visible from the window of your tank, so the radar fitted into your tank comes in very handy. The graphics
certainly are impressive with the tanks and the city texture mapped very well. Ace Driver VC is a race
the form of Formula 1. Like Tokyo Wars, this game can also be played by four players.

Namco and Sega vie for dominance at the AOU!
Both companies have superlative game line-ups!

THE RESURGENCE OF TAITO

Recently, the Japanese company Taito have been slipping into something of a decline. Their
most recent PCBs have been mediocre and the games released on the consoles front have
been weak to say the least, with Hatrick Heroes and Darius Densetsu immediately coming to
mind. So a strong showing was what Taito had to produce at the AOU. An improved perfor-
mance is what they gave, enough for the public to have some interest in their products. The
game that showed the most innovation in Taito's line up was Psychic Force. Psychic Force is a

fighting game with a difference - the fighters are constantly floating! A cunning control | M iscroias

ity scrolling shoot "em ups, contin

| ued in Ray Storm as well as in a

new game based on the 1987 hit
Tiger Heli [

method is used to control your character whilst airborne. Specific buttons deal with different
situations. The ring is the inside of a cube so the player may go anywhere within the cube
making the gameplay pretty unique - adding to the novelty factor is a special psychic power |
bar which your special moves draw power from. L
W Another title which looks most interesting indeed is Ray Storm, another verti-
;fgiozi 5"5‘-'5" | cally scrolling shooting game which features superior visuals. The 3D graphics
niscentof the new Xevious 30 om | make this look like a cut above the average game of the genre.
Namco, but more powerful hard- | Namco have revamped some of their classic titles and it seems that Taito have
E"E:(;":::::; more spectacular | followed suit. Of all titles they could have beefed up for the nineties, Taito have
| used the ‘87 title, Tiger Heli. This vertical shooter was quite an enjoyable game,
but when you consider what other games Taito have in their library (Bobble
Bubble, Rainbow Island) could this be a wasted opportunity?

ATaito series that has benefited from the recent spark of innovation is the hor-
rible Hatrick Hero series. The previous two HH games felt more like a primary
school kickabout than a tournament of top class international teams. The graph-
ics have definitely been improved, taking on the same appearance as Sega's
Virtua Striker. You are still able to select a best player at the beginning of the
game but could this feature be the downfall of a pretty impressive looking game?
Only time will tell...

THE VIDEO GAME MAGAZINE » MAXIMUM 117



MAXIMUM NEWS |

Sega dominate the AOU with a stunning line-up of
incredible quality games - including Virtua Fighter 3!

SEGA STEAL THE AOU! VF3 AND MODEL-3 TECHNOLOGY REVEALED!

Sega have dominated the arcade industry for several years now - par-
ticularly in Japan, where the unassailable Virtua Fighter series has
given them an effective stranglehold over the Far East arcades. /

LAST BRONX 2
In actual fact, despite the new pictures and information, Last Bronx L
was not revealed at the AOU. Sega Amusements told MAXIMUM that

the revealing of Virtua Fighter Kids, Sonic Fighter and of course, VF3
made them hold this in reserve. However, MAXIMUM has new details.

This new AM3 title employs the Model-28 board and is set some
time this decade in Tokyo. Urban warfare rules and the leaders of
each gang have decided to face one another in the battle for territo-
1y - instead of their members
fighting little skirmishes across
the city. Who will control the
capital at the beginning of the
215t century? Well, that's up to you and your fighting skills. Anybody
who has been to Tokyo will recognise some of the buildings featured
in this game - for example the 109 building. Sega took great care in
recreating Tokyo for the game’s background. The designers have also
sought to bring realism to the characters by making them wear the
present day street fashion of Japan.

The control method and the rules for this particular title haven't
quite been decided yet, except for the fact that each fight takes place
inside a closed off ring so a win can only be achieved by a KO. One
other fact that is written in stone is that the game will feature eight
characters, all wielding weapons zs such as tonfas and nunchucka.
More details are bound to emerge from the AM3 labs over the next
few weeks, so MAXIMUM aims to keep you well-informed.

SONIC GAME UPDATE
While the details of AM3's new fighting game, Last Bronx, are pretty vague, the infor-
mation on the new AM2 slugfest is solid. The new Sonic game employs the same con-
trol method of the successful VF series. So this Model-28 board title will feature a joy-
stick and three buttons in which to take your character into battle.

Other information that AM2 have released is that there will be nine characters fea-
tured in the game. Alongside Sonic, there is Tails, Knuckles, Amy Rose, Fang, Espio,
Metal Sonic, and Egg man (that's Dr Robotnik to us). ‘That's only eight!’ we hear you
cry. But don't worry. The ninth fighter is an all new AMz2 character. At this moment, the
makers of the Virtua Fighter series are ing whether to
make this new fighter realistic in a similar way to VF. If you're
interested in this new AMz title, you know where to [ook. More
details next issue.

VIRTUA FIGHTER KIDS: IT’S ON ST-V
Some quick updates on the new VF game,
featuring “super-deformed” versions of the
VF masters. As this game is aimed at the
younger generation, there are *hit’ marks’
after you hit your opponent, similar to the
marks seen in the 2D games like the Street
Fighter series. So the younger generation of .
VF players can feel more satisfied and see if

their attack was successful visually. Contrary
to what was written in the last issue, the game will be made using the ST-V board, which as everyone
knows is based on Sega Saturn technology.

A conversion would be very straightforward and has pretty much been confirmed. In a recent interview
with the VF Kids chief, Mr Osaki Okamoto said that the Saturn version will have extra modes in addition to
the arcade version plus a opening and an ending movie for each character.

Sega seems to predict this latest edition in the VF series to be a great success, as the merchandising for
this game is already available, such as VF Kids soft toys which are already going down well in Japan.
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Full details plus pics on the new Virtua Fighting master!

VIRTUA FIGHTER 3: LATEST NEWS

Virtua Fighter 3 received its official launch at the AOU show with a
series of running demos showing off the true power of the new
Power-PC Model-3 board.

The new character that Yu Suzuki and co have enticing the
Japanese public (and the world) has been unveiled! Previously, we
could only see separate parts of the character in various press releas-
es, but now the new fighter has made an appearance in full at the
AOU show. The new character is a Japznese female fighter named Aoi

Umenokouji. She wears a pink and purple kimono with Sakura petal :‘l",gfela"gﬂ":‘/;ﬁﬁ’d'“ —
patterns on it and holds a fan. The fan may hold important clues to Bibher 3 1s th st e 10 e
how she may fight but we're not taking any guesses... Her face is very | Model:3 technology. The system is
pale with long flowing dark hair. Her make-up is a very traditional f‘;‘xh":ﬂi[?,f:‘:f‘f.:x;:?ﬂ"i:?r
Japanese style. If that is hard to imagine, think of her as looking very | pural reveal on ths page. It looks
similar to Rashojin Mizuki (Samurai Shodown 2) with a very white | Utterly astounding to us.

face wearing pink and purple. A character profile has not been
released yet, but there was a moving demo of the character at the
AOU. She showed some blocking movement but it is hard to determine what style of
fighting she will possess.

Other characters from VF3 who were on show, were Lau and Dural. Where as the pre-
vious VF graphics suffered from visible joining of the limbs, the Chinese master looked
like a real person with no blockiness whatsoever. Lau looked impressive but Dural was
the one that stole the show. She/it looked identical to the T1000 from the T2 movie (albeit
with slightly more pronounced physical female attributes). The metal surface reflected
the light from the surrounding backdrops and can only be described as absolutely breath-

Dural astounds the assembled AOU delegates! VF3 looks stunning!

taking. In a recent interview given by the
head of AM2, Yu Suzuki, he summed up the
magnitude of VF3's improved graphics. “Mr
(Steven) Spielberg (of Jurassic Park fame)
came to our Tokyo office recently. We showed
him a moving demo of Ao (the new charac-
ter) and all he could say was ‘wow!". He was
completely gobsmacked!”

We're sure we will follow Spielberg’s
example when we finally get to play VF3.

Other highlights of the VF3 demo were Pai
and Jacky slugging it out in a city street. It
must be stressed that this was a demo
designed to show off the power of Model-3
as opposed to any actual in-game activity,
but it's virtually certain that the final game
will be as impressive as what you see here.

The ST-V board in surprise resurgence shocker!

OLD GENRE ON NEW TECHNOLOGY

Remember Konamis Track and Field? How about Daley Thompson's
Decathlon on the Spectrum and C64? Well Sega obviously do as
they're preparing a new sports simulation for the arcades based on
these classics.

Called Decathlete it has been confirmed that it's an ST-V system
that's powering this impressive-looking 3D sports simulation. The
game has the same control method of the previous decathlon titles
where repeated button pressing makes your athlete perform. The
game features several angles from which to view your athlete includ-
ing close-ups and replays. A two-player option has also been con-
firmed.

Being an ST-V game, it appears likely that a Sega Saturn transla-
eventually appear for the home market as Decathlete follows
the likes of Virtua Fighter Remix and Baku Baku Animal onto the
shelves of your favourite software emporium.
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Capcom take the Street Fighter formula to its limits
with the stunning new Alpha 2 arcade game!

STREET FIGHTER ALPHA 2 DEBUTS AT AOU!
AStreet Fighter game could never quite be a true Street Fighter game
without a sequel. And now Street Fighter Zero (or Alpha in the US and
Europe) has jumped onto the follow-up bandwagon. For those sick of
the continuous wave of Street Fighter sequels, don't be so quick to
judge this title just yet. This game improves on the prequel like no
other Street Fighter before it and this could well be the most pol-
ished, well-rounded combat game to date.

Recently on show at the AOU, Street Fighter Zero 2 retains all the
characters from the previous game and adds another another five
fighters into the mayhem. Zangief and Dhalsim make  their first
appearance in the Zero series.
The Russian brawler has added
more amazing spinning piledriv-
er-esque moves to his reper-
toire, while the Indian one has
increased his stretching abilities to their very lim-
its. As mentioned in the last issue of MAXIMUM,
Rolento has been chosen for inclusion in the Zero
2 tournament. Some of the Super Combos he can
piece together with his grenades are bewildering.
For people who can remember the first Street
Fighter game (which you could complete entirely
with the one handed dragon technique), the
elderly Gen is back to wreak havok on Ryu and
Ken. Another problem for Ryu arrives in the form
of Sakura. She is apparently his biggest fan and

A new DIY Super Combo system makes for incredible gameplay!
Five new characters join the established Alpha fighting masters!

ALPHA 2 1S AWESOME!

We've seen the game in action and

can report that Street Fighter Alpha

2 will enhance Capcom’s reputation

for quality coin-ops considerably
s an incredible game,

copies him right down to his famous headband!

The ‘new’ characters are not the only new feature of this poten-
tially pant-moistening game. As stated in the previous issue, another
new feature is an all-new Super Combo system which takes the idea
to its very limits. What makes this new system different from all the
other Super Combo features is that you can create your own Super
Combo. The way this new system operates is quite simple. While your [~ S |
Super Combo bar is flashing, press all three punch buttons at the :::]Niw.i"‘x::g?‘!n |
same time. This will make the screen turn dark as with the normal | e 's5 2P *giors 1t Mone
Super Combos. A time gauge appears above your normal Super | something that Capcom have sort-
Combo bar and before the gauge goes down, you can input all the ;&3“{:1:;;’5::‘;::‘ FullExtended
moves you want to put into your all new Super Combo. When the i
screen becomes light again, hey
presto, your instant DIY Super
Combo automatically activates
itself! This new feature is revolu-
tionary and the possible combinations for Super
Combos are endless. This could be the next revo-
lution in fighting games... trust Capcom to lead
the way.

Besides the three ‘secret’ characters
(Gouki/Akuma, Vega/Bison, Dan), there could be
some more hidden fighters as well. MAXIMUM is
the only mag to put arcade boards through their
paces in our rigorous Extended Play section, and
=~ we are currently planning Zero 2 coverage of out-
standing proportions, which should hopefully end

crea
U =l  upin MAXIMUM issue #, if all goes to plan.
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Capcom’s first 3D arcade game - Star Gladiators!

CAPCOM ENTERS THE WORLD OF 30!
After spending a while watching the market for 3D games evolve and licensing the sub-standard Battle
Arena Toshinden 2, Capcom have finally revealed their first in-house 3D game.

Called Star Gladiators (Episode 1: The Final Rescue), the game features a collection of aliens and robots
fighting it out in Toshinden/Soul Edge style. Graphically, it is clear that Capcom are inexperienced in this
area. Technically, their hardware is superior to the PlayStation-based System 11, although it looks hard-
pressed to match the graphical excesses of Sega and Namco's top-end systems. Apparently, Capcom are
heading for the affordability end of the market they have dominated with their 2D CPS-Il JAMMA-compat-
ible games.

The movement of the characters is very Toshinden (although Star Gladiators runs at a higher frame rate)
and there is evidence of some Soul Edge-style speed blurring effects, although these aren’t quite as over-
powering as in the Namco title. The emphasis on this game is definitely on combination attacks - some of
the multiple-hit moves are totally outrageous!

The title of the game suggests that further 3 Star
Gladiators epics are planned as MAXIMUM revealed
last month in our interview with R&D Chief Tatsuya
Minami, this seems likely to lead into a Street Fighter
3 - a game that will only be released when Capcom
are happy with the 3D representations of Ryu, Ken et
al

Further Star Gladiators coverage is planned for a
later MAXIMUM, possibly issue #7. More news will
appear as and when we get it.

Can Capcom take its winning gameplay formula into the third dimension?

MORE ZERO NEWS!!
For those who found that the Akuma cheat in the last issue didn't work, here’s a double scoop of the red-haired one to make your saliva run like Niagra Falls!

To use Akuma against the CPU, input these codes during the player select screen.The following is for the one-player side. Hold down the left shoulder button. While you have
it pressed, go to the random select mark, press left three times, down three times, and then X+Y. To get Akuma to appear on the two-player side, hold down the left shoulder but-
ton, g to the random select screen. Push right three times, down three times followed by X+Y.

The second Akuma cheat allows you to fight the CPU Akuma instantly without all that ten Super Combo finish activity you normally have to endure. To achieve this Akuma cheat,
choose your character (the character has to be in one player colours - for example, Ryu in white, Ken in red, etcetera) and then in about 0.3 seconds, press both shoulder buttons
and the B button simultaneously. Keep them pressed and you must choose the manual block otherwise it won't work.

Release after the loading screen disappears and Akuma is there to kick the living daylights out of your character! When you do fight him, he will seem invincible and fight the
perfect fight. But persevere and you will find that he does have a weakness...

FIGHT AGAINST DAN IN ONE-PLAYER MODE!

Not only do we have the two Akuma cheats and the Dramatic Battle Mode, we also have a new Dan code! This mode allows you to fight Dan without having to choose the same
winning quotes five times. When the KO sign appears at the end of the fifth fight, hold down both shoulder buttons and up. Keep them held down until the end of the loading
screen. Dan should interrupt your next fight and then he’s all yours to be used as a punch bag.

wots i R RS ORDER NOW AND YOU WILL RECEIVE NOT ONLY GOUKI, BUT A FREE DRAMATIC BATTLE MODE!

The follow Sick of knowing only the PlayStation cheat for the Dramatic Battle Mode when you own a Saturn? Fear not as here is the Saturn
play as the enigmatic Mahler on the version of this great feature.

new Sega brawler, Fighting Vipers. Both players start the game in the arcade mode and when the player select screen appears, both players hold down the left
On the player select screen, pusl shoulder button. One player must put the cursor on Ryu, while the other player goes on Ken. Both players push up twice and then
release the L shoulder button. Both players push up twice again and then player one holds X and player two the Z button. You
will know if you go the mode to work if the background automatically warps to Chun Li's stage. This cheat takes time before you

stick up and right
player select cur
edge of the player select board, get the timing correct so persevere. Also both players don't have to do the cheat simultaneously so don't worry if the both you

ould be there, ready to be don't do the cheat at the same time. The Dramatic Battle Mode won't be saved on to the memory until you defeat M Bison so try
a selectable characte. to beat him in double-quick time. Once you have it saved, try the for high number combos and all other fancy things.
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Tecmo challenge Model-2 with new game Dead or Alive!

TECMO - DEAD OR ALIVE?

Another company responsible for a soccer tragedy is Tecmo. Since the 1990 World Cup game, the compa-
ny has taken a bit of a break from the arcade scene but is back with a vengeance. Dead or Alive is a 30
fighting game and can only be described as looking similar to the Tekken series but controlling like VF. So
far, only four characters have been unveiled. One character looks very similar to a certain Marshall Law,
and another seems like a soldier complete in combat fatigue. As for the other two, they seem like the cre-
ations of an SNK design team. Joe Higashi and Mai Shiranui of the Fatal Fury games look to be the inspi-
ration behind these two new Tecmo characters. As for the rest of the visuals, they're on a par with Sega’s
Model-2 technology.

SNK REVEAL TWO EXCELLENT PRODUCTS!
Although some may sense that SNK's arcade viability is coming to an
end with its increasingly outdated technology, you just can't knock
the sheer quality and playability of its recent wares. Who knows just
what will happen to the company’s fortunes when the 64-bit technol-
ogy is unveiled (hopefully) at this year's JAMMA Show?

As it is, SNK concentrated heavily on Art of Fighting 3 and
Shinoken at the AOU, keeping its Neo Geo-based technology but

studying closely the current trend for motion capture
and pre-rendered sprites.

ART OF FIGHTING 3 STRIKES!
The third installment in the rock hard saga of Ryo and Robert will be making an appearance in arcades
across the country very soon with the CD version following a few months later. The game features the
usual spirit bars seen in the previous two games - so no unlimited fireballs and dragon punches for you
Ryu/Ken types. The characters are also very big and the usual panning in/out of the screen associated
with Art of Fighting and Samurai Shodown is apparent here.

So, it's another Neo Geo fighting game to add to the huge list. What does AoF3 have that the other
don't? For a start, the sprites are animated with the help of motion capture. Apparently, stunt men and
martial artists auditioned to play out the action movements of the characters. As a result, the animation
is super-smooth and realistic. Secondly, even though it's the usual best-of-three-rounds fight scenario, a
fight can be decided in just one bout. Should a player manage to finish off an opponent with an incredi-
ble super-move, that's it - the game’s over. Above all, this new feature (known as the Ultimate KO) sepa-
rates this game from the other Neo Geo fighting titles. MAXIMUM aims to get hold of a copy for Extended
Play treatment hopefully for issue #6.

A
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3D rendering with a 2D fighting game? Enter Shinoken

SHINOKEN FROM SAURUS

A new release courtesy of Saurus, a Neo Geo third party. This new
fighting game (surprise, surprise) features Shinto (an old Japanese
religion) deities as the base for the characters. Not very exciting, you
may think. You could be right ifit wasn't o the following features. As
the characters are deities, each character possesses control of a nat-
ural element. For example, one fighter could be in control of thunder,
fire could be the element of another character and so on. The way to
use your character’s element is by filling the POW bar at the bottom of the screen a la King of Fighters.
REAL BOUT FATAL FURY Once filled, an item drops down and once you collect it, more powerful special moves are available at your
it 5:""“‘:"":“':: disposal. Up to three items can be stocked up in your arsenal.

G ote B sl i for Also one of the characters in the game is in fact two! The characters are twins and you have control of
the man with pantaloons large both of them throughout the ensuing battle. How this handles in the game will be interesting to see as
enough to cover all of Oxford, as the twins don’t mirror each other's movement like Morrigan’s double when you perform the Astral vision
revealed “_V SNK at the AOU. The in the DarkStalkers series.

,:um.:s(.\ & bt shw o Also for those of you who are disappointed that Art of Fighting did not have rendered graphics,
PR SARaMAgaol  Shinoken does. It doesn't look too bad but as the old age saying goes, graphics do not make the a good
OB came make. More information in a later edition of MAXIMUM.

batte. When the energy bar is

Hashing red and the POW bar i ul,

input the following command; per.

form a half circle from right to left oge L] L] ’

sitdted Recoiling machine guns in Sega’s Gunblade!
‘motion with A, A, B, C, C, C, B, C, fol .
owed by a reverse firebail motion

with .

f you execute the move suc-
cessfully, Geese will dashes for.
ward with afterimages of himself
mimicking his evry movement ke
Rose in SF Zero when you perform
her Super Combo. The only other
advice s 10 try to put in the next
command afer you see the previ
ous move on screen. Also reme
ber that the mave will not work
R p——

GUNBLADE FOLLOWS UP VIRTUA COP 2

After the huge success of their previous two gun based games, Virtua
Copand its sequel, Sega has decided to release another one. This time
Rayge and Smarty are not in it and in fact, you're not even a police offi-
cer. The player adopts the role of a crew member of the Gunblade heli-
copter which is top of the line equipment in the SAAF (Special Air Attack
Force). The Gunblade and its crew has been assigned to take out the ter-
rorist force that has taken over the UN General Assembly meeting in New
York.

The terrorists have taken the world leaders within the UN and the
many citizens of the city as hostages and are making unreasonable
demands of the international community. In a normal situation, the NYPD
would suffice, but these terrorists have an advantage - they have android
soldiers that were developed as the next step in military technology.

The machine itself is a dedicated cabinet made using the Model-28
board like the previous Sega shooters but with one noticeable addi
recoiling guns! So if the gun s set to recoil, the gun kicks back, giving the
player a impression of using some high-calibre hardware! Another feature that makes this game different from the Virtua Cop series is that
you don't have to reload - so no more agonising deaths s you stare at the enemy while frantically trying to reload your gun. But one feature
that has made it into this latest Sega game are the barrels and the abandoned cars that can be used to clear a cluttered screen of enemy char-
acters.

Another interesting addition is the fact that Gunblade is the first 3D shooting game to
feature enemies with artificial intelligence. What this does to the game’s playability
remains to be seen but this new development is certainly very interesting.

As with the Last Bronx mentioned earlier, the 3D environment for this game was
researched painstakingly to get every detail correct. The AM3 team spent some time look-
ing around New York to get an impression of how the city should look in a 30 graphic world.
Recently, Sega's R&D teams seem to be aiming for more  than realism in just the handling
and the movement of their games. They seem to want total realism by making the back-
drops actual locations in the real world. Could this be the future of the Sega games?
Maybe the backdrops in the forthcoming VF3 will feature real city locations like Osaka cas-
tle for the new character (Osaka castle is famous for its Sakura trees ) o the Eiffel tower
for Lion? The recent evidence in Segas 3D games certainly points towards that direction
but only time will tell.

tons are putin. So no extra C press
5o get in that extra punch
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SCHEDULED FOR THE PC AND CONSOLES
PC | uaxe

DUE FOR A UK RELEASE 1N MAY,

EARTH-QUAKE!

QUAKE: THE FIGHT FOR JUSTICE

On Saturday 24 February, id software released the first pre-alpha
test edition of their forthcoming megagame: Quake. Not surprising,
the Internet fried as hundreds of thousands of net freaks tried to
download the four-and-a-half megabyte test file. Of course, having
eagerly awaited the game for many months, MAXIMUM was there
and five hours later, the software was installed and ready to go.

ICE UNCONTIRMED

Want the bad news about
the test demo released by id?
Well, it's DeathMatch only.
That's right - you need to con-
nect your PC to a network in
order to see anything anything
other than the landscape. At
first, that was all that MAXIMUM
could see - a supremely impres-
sive environment at that, with some absolutely stunning
texture mapping and light-sourcing, but nothing to shoot
at whatsoever, which led to a supreme lack of action. This
has led to some extremely unkind remarks about the game
on the Quake newsgroups on the Internet. Obviously peo-
ple wanted a lot more than a DeathMatch demo that isn't
even in the Alpha phase of production yet. The thing is, if
you do play it link-up, you soon realise that Quake is des-
tined to become the videogame of the year - it will be mas-

Your first chance to play the greatest gore-blast in existence!

Quake deathmatch mode is everything you expected it to be! Shareware version available soon!

ive, mark our words. Take all of the fun of Doom DeathMatch, add extra realism, extra
gore and far superior graphics and you have one hell of a game.

Three levels have made their way into the test. The first is an excellent mediaeval
castle interior, eerily it by wall-mounted torches. A very small, enclosed level with a
great open “cellar” (with plenty of pillars designed for awesome DeathMatch play),
this levelis the current MAXIMUM favourite.

The second map is a tricks ‘n’ traps style level designed to instill fear of lava.
Remember how damaging some of the nukage was in Doom? Well, lava is ten times
more ominous in Quake - and you actually fall into it and have to get out - by which
time you have been burned to a cinder!

The final level shows off the style of military base we can expect to see in Quake.
The mere presence of a military base in itself proves that id have moved away (at least
at some point) from the original mediaeval concept, although this is far more pro
nounced when you check out the mostly present day weapons technology the game
now employs. Yes, the old Thor-style hammer which was to have been Quake’s main
weapon (in the original concept at least) has been sacked, leaving it to grenade
launchers, nail guns and shotguns to take over the carnage. And what a great job they

do too,
Getting back to the subject of the military base le\
is the first test you get of swimming in Quake. Doom was

id software ready the PC games classic of the year!

limited to surface water (with players walking on water,
Jesus-style). In Quake, you can disappear underwater,
whereupon you are treated to a most intriguing deep watt
effect (oddly, all of your weapons work there as well)

But the big addition to Quake has to be the sheer physics
of the thing. It's not just in the stunning light-sourcing or
what-have-you - it's in the action itself. Now when you
strafe, the screen tilts. When you go up stairs, you automat-
ically look up. And of course, in the gore department, Quake
is without peers - fire a shotgun shell into your foe and see
them reel backwards. Drop a grenade at their feet and they
fly skywards as an explosion lifts them into the stratos.
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phere. All of the impacts are physically accurate - you can even use a shotgun to blast your opponent into a nearby lava pool! The
amusing corpses that ltter the average Doom arena have given way to various bloodied limbs, torsos and dismembered heads.

But the real innovation in Quake is that everything is truly 3D - although rooms could have different heights in Doom, you could
never have one floor above the other. This was the first thing to be rectified in the Quake engine, ard id have used this to excellent
effect - some levels have you walking over gratings... should you see the opponent below you, just point down and blast him
through the floor. Or alternatively, you could see an opponent using a lift above you - point upwards and let him have it. Actually
realising where an attack is coming from is something of an art to master in Quake - because an onslaught can arrive from any direc-
tion, seeking cover or returning fire is a lot more difficult than in the 2D plane of Doom

TRICKY KILLS
Blasting opponents through the

Unusually for an action game on PC, the mouse offers by far the best control method. Configure your mouse to fire, strafe and | ground s a most intriguing tactic. A

look around and leave the actual movement to the keyboard. Of course, like everything else in Quake - it's all up to your personal | foe could be lying in wait under |

configuration (which you can save to disk). ispioitiialrhinbidye
As we said before, Quake is only in a developmental pre-alpha test phase in its current form (expect the full shareware version | The true 30 adds a great deal.

in the next few weeks), but already MAXIMUM believes that it is one of the finest gameplay experiences available. id has done it S

again.

THE POSSIBILITIES ARE UNQUANTIFIABLE!

id are planning to make Quake a totally redefinable videogame.
Ordinary folk will be able to set up their own servers (connected
to the Internet or a bulletin board) and create their own Quake
world. Everything can be altered to suit your tastes: weapons,
monsters, locations - even gravity levels can be altered. Of course,
this hasn't been programmed into the test release, but this
expandability is planned to be included on the player side of
things too - s0 if you fancy taking the texture maps of your char-
acter into a design package, you could change your own character’s appearance.

BREAK OUT THE WEAPONRY!

So it's a DeathMatch demo right? So you need kit to blast the crap out of each other with?
Indeed. Thankfully, Quake has a total of five weapons included (with two more to follow)
which are extremely impressive, and utterly deadly in the right hands. Except the shotgun
Two more weapons are slated for inclusion in the shareware release - the Lightning Gun and
the Chain Lightning Gun. Also, it's best to remember that Quake is totally redefinable
Depending on the server you log in to, you can expect to see different weapons.

SNORY STORIES The ultimate 3D graphics engine debuts in Quake!
QPESTL2I M o the nt and Super-Console versions announced by GT Interactive!

you've wandered around in on
player mode, and now you're ready
for some DeathMatch action. You -

gt your mate to lump his PC over to

your house, set up the null modem 1. Shotgun
Yable. dinke KIhGL It dasswrt One of Doom’s most useful weapons returns in a slightly more rapid
work! MAXIMUM puzzled for many firing version. One of the sleeker weapons in Quake, and fairly
days about this, but we can now impressive in terms of damage... if you're firing at close range. And
reveal rmw to get a near perfect your opponent has no armour.
connection:

Just like Doom 2's weapon, really, although it doesn't take as long to

the console screen, type com2 -ts
<d -dst. After that enter coma reload. This is the best weapon in all-round performance and can
enable. take down an opponent (with no armour) in two shots. Great for shooting an opponent
The faster PC of the two should now in the back with
type map tests to start the game off. .
3. Nail Gun
The other PC should now type con i x
g lonentitns To celebrate the arrival of Nine Inch Nails’ Trent Reznor into the id fold (he's doing the
sound), here’s the Nail Gun. Rapid-firing, spewing out copious nails of the nine inch
Don't fancy lugging your PC around variety, these rebound off the wall in a fine manner, accompanied by an ace ricochet
10 your mate's house? Modem sup effect. Not that damaging though and you fail when faced with Super Shotgun power.
port st in the demo at the 4 Chain Nail Gun
moment, but a patch i available on
the net to get it going. Point
Netscape o whatever at
hitp: [wwwetexas.net/ - wise/quak
entm and download that modem
file. A map editor of sorts is also
here which is worth checking out.

As you might expect, this remains much the same as the “vanilla” Nail Gun. Except it

The Quake excitement certainly

‘end, we now have plans (of sorts) to
set up our own Quake server which
PC owning readers could dial up.
As s00n as the shareware version
becomes available we'll be looking
into it. If the thought of challenging
MAXIMUM team members to a
quick DeathMatch appeals, thi
could really take off big time.
Details as soon as we've got them
together
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fires a lot quicker. All of the gore of the aforementioned weapon, but
this time it's actually very damaging.

5. Grenade Launcher

This is where the fun begins. The Launcher fires off a rocket which
you can ricochet off walls. After a short while it then explodes
(although it does the business on contact with your foe too). Most
amusing indeed and great for firing down on a hapless foe from
above.

6. Rocket Launcher

Very similar indeed to the Doom equivalent, but cooler looking
However, this Launcher is far easier to target and to be honest, it is
perhaps a bit too cheesy.

THE MONSTERS

One of the biggest criticisms from eager Quake players to the test
release was the fact that it was DeathMatch only, meaning that there
were no monster for solo-players to shoot at. MAXIMUM agrees that
itis something of a shame that no non-human participants have been
included, because in actual fact, they are in the code of the game.

Of course, it didn't take long before the first Internet hacks appeared which
allowed you to add your own monsters to the game. Which MAXIMUM will add, is

extremely useful for taking screenshots.

So what can you expect to see? Knights and ogres where revealed in MAXIMUM
issue #2. The former beings run at you at great speed, hacking you to bits. The ogres
are great, armed with Nail guns of their own, along with huge clubs. The dragon is
still in there, along with a Cacodemon-style wizard, which floats in the air, lobbing
fireballs at you (cunning players can guide the fireballs into nearby walls, causing the

wizards to commit suicide).

Dangerous fish are scheduled to appear in the underwater sections, whilst further
meanies programmed in include zombies and demons of various descriptions. What
i really cool is that the DeathMatch physics (impacts, explosions of body parts, tons
of blood) apply to the creatures as well. Let there be no doubt. Quake is going to be

FIVE NEW WEAPONS DEBUT IN THE DEATHMATCH TEST VERSION OF QUAKE!
LIGHTNING GUN AND CHAIN LIGHTNING GUN PROMISED FOR THE FINISHED EDITION!

big. If Doom was worth buying a
486 DX2/66 for, Quake will have
you running for Pentium territo-
Ty,

ID SPEAK!

id has always enjoyed a close
relationship with gamers on the
Internet and this culminated ina
gargantuan Q+A session with id
answering hundreds of ques.
tions from rabid fans. MAXI-
MUM has got hold of this and
trimmed it down, putting every-
thing into sections for ease of
digestion. For everything you
want to know Quake-related,
read on, but remember id’s dis-
claimer: “All of the stuff you
read here could be a TOTALLIE. |
am not going to be held liable
for misinforming millions of
people. | just work here.”

GAMEPLAY
Question Will Quake still be
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medieval as planned?
Answer Yes. The architecture
will remain the same, but we are
planning on some new stuff. Not
saying what yet though.

QAlso, Romero mentioned look-
ing up and down was a lot easi
er in Quake than it was in
Heretic.

A Yes, it will be. There will be
more automatic looking up and
down which means that you will
not have to worry about doing it
yourself. This will not interfere
with gameplay though

Q How does the character’s
speed/control  compare to
DOOM? Will we still be able to
mouse-flick 180 degrees and
strafe-run etc?

A Hell yes. Do you really think
that we would let the keyboard
lamers play the same game as
those who know the *right* way
to play?!

Q How many levels will the
shareware version of Quake be?
ASame as DOOM.

QWill there be flying in Quake?
If so, will it be controlled like
Heretic/Hexen (fly up/down) or
like Descent (fly where you

point)?

A There will be a lot of tossing
and involuntary leaving the
ground... But there probably
won't be any sustained flying.

QWhat about monster Al, will it
be slimmed down to near-
DOOM levels to up speed in
other areas?

A Monster Al will be much cool-
er than DOOM Al. Already is.

Q Can walls be damaged or
destroyed during combat?
ANo.

QWill it be possible to kill ene-
mies, gain experience for that,
and thus grow in power and hit
points?

AThis is something that will be
possible in DeathMatch, but we
are not thinking about doing in
the actual game. We will see.

QWill it be possible to hide in
the shadows of a comer and
thus jump an enemy from
behind and crush his skull in?

A Yes.

QYou said that characters show
damage on specific body parts
but will it impair them? Would a
wounded leg decrease running
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TRICKS AND TRAPS

Most gratifying indeed.

THE MULTI-PLAYER ACTION IS UNPARALLELED! HAVE YOUR FRIENDS GUNNED DOWN LIKE PIGS!
MORE BLOOD AND GORE THAN YOU CAN POSSIBLY HANDLE! QUAKE IS MOST IMPRESSIVE INDEED!

IMPACTI
The Grenade and Rocket launchers
provide the most satisfying

pyrotechnics and the real-life
physics result in opponents flying
all over the place (in gory pieces!)

speed?

A We are thinking about this,
but we are not sure if we like the
idea or not yet. We will try it out
and if it is cool it will stay, if not
it will end up in some other com-
panies game.

Q When 3D characters were
used in games like Fade to Black
and Alone in the Dark, player
control  was  compromised
because the character could not
stop on a dime, if he was in the
middle of a step, he would com-

plete his step first. What is
Quake’s position on this?

AWe have always hated shit like
that and we will not allow some-
thing that “looks cool” to
destroy the overall fun of the
game.

Q Will all player characters
essentially be the same, or will
there be different types as in
Hexen?

AThe same.

Q What actions can be per.
formed? For example: running,
climbing, rolling, crouching,
jumping, leaning...

A Right now there is jumping
and leaning... there will be
climbing (maybe).

Q | know that heads can be cut
off, what about arms, legs, tor-
sos?

A Depends on the creature you
are attacking. Basically you can-
not do this all the time to all
creatures (too many frames) but
we are going to make sure you
can do this sometimes

QI can't wait to see the swim-
ming.. can you drown?

A We are still working on this. |
do not think we will have drown-
ing, but there will be some cool
things happening when you kill
a person in the water. (bodies
float to the surface etc...)

Q still able to sacrifice to the
Daemons???
AOf course.

QWill there be Day and Night?
Weather effects?
AProbably not... but we will see.

DEATHMATCH

Q This is probably a stupid
question, but will | be able to
play Quake over a regular
modem with a friend, without a
server/client deal?

A1 will do some explaining for
those of you who do understand
how this is going to work. The
dient is the machine that you
will be playing the game on. Itis
the machine that all the graph-
ics get drawn by, and all your
input goes into. The server is
the machine that takes care of
all the difficult computations
needed in order to create realis-
tic environments like the ones in

Quake. When running Quake on
one PC you are actually running
both the client and the server on
the same machine. There are a
few different combinations that
Quake will allow when it comes
to this though... you could 1)
play single player with the client
on one machine and the server
on another. 2) play multiplayer
with the clients on different
machines all over the place and
the server on a separate
machine or 3) play multiplayer
with the server running on one
of the machines that is also
being used as a client. In effect,
one of the guys is going to use
his machine as the server for
everyone else (including him-
self) and the client for himsel.
So... in your situation you could
do this two ways: 1) you could
set up the server for the game
and your client on your machine
and have your friend call you or
2) you guys could set up a sepa-
rate machine with two modems
in it and you both call it to play.
(there are other combinations
but | think you get the idea.)

Any major differences
between Quake and DOOM
DeathMatch, besides free com-
ing and going from games?

A Well, these things could
change... but right now when
you kill someone who is carry-
ing rockets he might explode
and take you with him... Also,
when you kill someone they
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LOOK AT THAT
Map three shows off the multiple:
level 3D to great effect. A highly
placed armour kit s the prize, but
getting 10 it leaves you open to
attack from below.

dump all the ammo they were
carrying. There are more, but we
are not going to get into it right
now.

Q Also, will there be more
deathmatch “modes”, such as
team games like capture the
flag or team wars?

AYes, and it will be very easy for
the person running the server to
program these games.

Q Also, since Quake will sup
posedly offer the ability to play
with many many people on one
map, how will individuals be dif.
ferentiated?

You will be able to use different
“skins” 5o that you could have a
huge dragon on the front of your
guy etc

Q How will the differentiating of
other Quake players in death
match be incorporated?Will we

THE THIRD LEVEL IS GRAPHICALLY THE MOST AMBITIOUS!
QUAKE CODE CURRENTLY UNOPTIMISED - PENTIUM-LEVEL PCS ARE REQUIRED FOR THE FULL EFFECT!

have a character editor for the

A They will be different colors,
or they will have a new skin. You
can edit the skins with any paint
program that will load .lbms.

QBy customizing my character’s
‘skin’ with a wall texture, will |
be able to hide (in a chameleon
like way) by just standing still
against a like wall (and then pop
out and kill the f%&ker)?

AUn... yeah... | had not thought
of that one. You guys suck. | can
just see it now... a bunch of
dorks running around the levels
in
“Where is everybody?!”

QDoes Quake incorporate traps
and puzzles to allow allow
unarmed players to overcome
armed opponents by using their
wits and stealth?
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ANo, there is no violence in that
now is there?

QAre we still going to be able to
play peer-to-peer deathmatch
games?

A Yes, you would just run the
server on one of the machines
that you are using... that
machine would act as client to
itself. [This is essentially how
we tested it - MAXIMUM

Q Also, will it be possible to
QUICKLY kill people (one shot in
the back, point blank)? Will
there be body part-specific
damage?

AYes and yes.

Q Will you be able to tell what
weapons/armour/artifacts  a
guy is carrying (before he gets a
chance to use them)?

Aes.

Q Can damage be inflicted to
certain areas of the body? For
example, if | hit someone in the
left shoulder, will they be
knocked back in that area? Will
they bleed from that area?

A Yes, they will show the dam-
age in the area where you hit
them.

QWill “Quake” be a DOOM:-like
slugfest or will you (and them)
be harder to kill then just one
blast?

A Come on. Do you want to
*wait* to kill someone by
pounding on them with a stick
for a while... or do you want to
shove a shotgun under their
chin and watch their brains hit
the ceiling?! Slugfest

QIs it possible to dismember
enemies? For example, if | don't
like someone's head (or other

DEATHI
As you die, entrails fly everywhere

very bizarre angle




POLYGON PLAYERS
Every object (including the mon.
sters and other players) are fully
rendered 30 objects, unlike the
scaled sprites evident in games
using the Doom engine

portion of their physionomy)
can | cut it off?
AYes.

Q Can you move, pile up, or
stand on top of dead bodies?

A Yes, these things are already
in there and quite funny.

QOn the experience part | just
wanted to add that it would be
nice to be able to save a charac
ter and play with him through
out the gamer's Quake experi-
ence.

A This is something that we
intend to have in there. It will be

very cool when playing with
persistent servers.

Q Please, oh please, can you
give us to ability to eat a slain
opponent, thereby gaining
health & maybe his magic
power?

A Trent already did some good
bone crunch/gut rip sounds
that we are planing to use just
for this. Who cares if it helps
your health or not... it will be
fun to kill someone and then
take a bite out of their face for
good measure,

QCan you aim your weapon to a
specific body part. Like aim for
an knights weapon arm. Or are
you stuck with a top right to
bottom left swing (assuming
close combat weapons)?

A This is DeathMatch, if you
spend that much time trying to
hit somewhere specific you will
be dead.

Q Anyway, you mentioned that
in Quake you WOULD be able to
get experience for killing other
people. Does this mean that
you could just beat up on new-
bies all day and end up strong
enough to beat a better player?
A No, you get points based on
the skill of the guy you just
killed. Newbies would give you
little or no points depending on
how the server was set up... and
some servers can be set up not
to allow newbies or American
Like-God players on in order to
keep things fair.

QI loved the fact that you could
drink the blood in Wolf3d when
you were under 10% health, will
there be any sort of pools of
blood around dead bodies in
which you could do the same in
Quake? Or will there be any
other vampiric elements in it?
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Alam working on some vampir-
ic weapons right now. We will
see how they work out

TECHNICAL ISSUES
QUWill there be fog in Quake?
ANot in Quake. Next game.

Q Will Quake have any moving
light sources?

ANo. The engine is not set up
for things like this.

Q Could you tell us a little bit
more about how the character
animations are done?

A Kevin Cloud created mon-
sters/characters with Alias and
then animates them and gener-
ates frames. The frames are
then played back in the QuakeC
code whenever the character
atiacks/moves etc

Q Will ammunition be a light
source (eg fire a rocket and it
lights up the corridor as it flies)?
ANo.

QAre your 30 polygon character
models as detailed as the mod-
elsin Triton's Into the Shadows?
AThey are pretty detailed. ITS
and Quake are two totally differ-
ent types of games though... it
is not fair to either product to
make these comparisons

Q! know you've said there will
be no shadows from the charac-
ters, but come on, if Into the
Shadows can manage multiple
shadows, Why not Quake?
ASee above.

Q Have you seen the Into the
Shadows demo of the 4 poly-
gon-texture-mapped characters
ard how does it compare to
Quake?

A Stop sending us shit about
ITS. Yes, we have seen the
demo, yes it was cool, no we

don't give a shit about it. Quake
willrule. There is no comparison
between these two games.
Besides, no one has even seen
anything more than the ITS
demo, and there is no telling
what the actual game will be
like. The same goes for Quake.
Let's start comparing them
when they are out

Q Is the target hardware still
486 DX/2 66 with 8mb and non
3d video card? If so, at what res-
olution wil it be running?

A It does run on this, but you
have to size the screen down a
little bit. We are still working on
getting the speed up, even
though it is running very fast
right now anyway.

THE PLAYSTATION
VERSION

Qls id still planning on doing a
Sony PlayStation version...and
will you consider supporting
dial-up with that version?

A We would like to but we can-
not make any promises this
early.

QWill this version be a cool as
the PC version?

A Well, no. But it will be worth
playing

QWill DeathMatch play be pos-
sible?
AYes.

Q Will it be released within a
reasonable time of the PC ver-
sion?

AHopefully.

ONLY THREE LEVELS RELEASED SO FAR IN THE SPECIAL TEST VERSION!

LEVEL EDITORS AND MUCH MORE PROMISED TO COINCIDE WITH THE RELEASE OF THE SHAREWARE GAME!
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HE BEST CONVERSION OF THE COIN-OP!
ILTIMATE MORTAL KOMBAT 3

AVATLABLE 1% UK 1N MAY 96, PRICE UNCONFIRMED

FLAWLESS VICTORY

ULTIMATE MORTAL KOMBAT 3

While not many people pretend that the Mortal Kombat games are anywhere near as advanced game-
play-wise as the Street Fighter games, they have always had a massive following. Until now, the best
home version available was disappointing PlayStation MK3, but that looks set to change with GT’s
conversion of the upgraded arcade game - “Ultimate” Mortal Kombat 3. And it’s on the Saturn.

The Mortal Kombat series has advanced greatly with
each new game, and that is particularly apparent when
r - playing the original. The dodgy-looking characters had
" ’ik only a handful of special attacks differing them from one
another, meaning that the only reason for playing the
game was the blood and the controversial “Fatalities”.
When Mortal Kombat 2 was released, fans of the original
(as well as lots of new converts) went loopy over the
enhancements in gameplay, the improved graphics and
sound, and the injection of a sense of humour. Also, the
game contained so many hidden features that it took
many months for even the live-in arcade freaks to uncov-
er all of the secrets. Because of the success of MK2
(mainly in the US), the main designers - Ed Boon and John Tobias - spent a long time creating the
sequel, only to have it released to strongly mixed views. The addition of a new combo system (sim-
ilar to the “Chain” combos in NightWarriors or Street Fighter Alpha, and the combos in Killer
Instinct), changed the entire way that the game was played and, as such, it didn't cause such a
storm in the arcades as MK2. Even still, the game was a success by anyone's standards, and was fol-
lowed up by an upgrade at the end of 1995 - Ultimate Mortal Kombat 3.

Chortle at the hilarious Friendships! Guffaw at the amusing Babalities! Snigger at the jocular
Animalities! Scream with terror at the mentally disturbing Fatalities!

SELECT YOUR FIOHTER

A PERFECT CONVERSION?
The Sega Saturn conversion of
Ultimate Mortal Kombat 3 has been
coded by British team Eurocom.
This is their first Satum product
and it would appear that they have
exceeded expectations with a con-
version closer than Williams' own
PlayStation game,

FATALITY
The MK series has always amused
people with its “Fatality” moves.
Rather than using any skill, you
enter a code of direction and but
ton presses and behold the hilari-
ous effects.

e e

The most noticeable enhancement is the inclusion of four extra fighters rounded up from previous games in the series -
Kitana (a playable character in MK2); Reptile (a hidden character in MK1 and a playable character in MK2); Jade (a hidden
character in MK2); and Scorpion (a playable character in MK1 and MK2). As well as these four characters, there are three hid-
den playable characters, only accessible with the secret “Ultimate Kombat Kodes”. These are Mileena (a playable character
in MK2); Ermac (a strongly rumoured character who
turned out to be just an error message); and Sub Zero
(the MK2 ninja version, who is actually the father of the
regular Sub Zero).

There are also new backgrounds to go with the new
fighters, ranging from a desert featuring Cyrax (still
trapped from his ending in MK3), to a lava-filled cave
which doubles as a “Pit”, enabling you to finish oppo-
nents by thumping them into the boiling lava pool. All of
the original backgrounds remain, as does the ability to
uppercut foes hard enough that they go through the roof
and onto a new stage.

The old characters have also been altered slightly to
improve the balance of the fighters. Even though we're
not fans of the game here at MAXIMUM, we do have res-
ident experts on the game who have discovered many
subtle differences, a few of which are detailed forthwith.
Two of the characters benefit from entirely new special
moves - Stryker can now use his machine gun to attack;
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ULTIMATE CONVERSION
Being a conversion of the new ver.
sion of Mortal Kombat 3, you can
expect to see all of the additions
not seen in the PlayStation game.

onto a good thing here.

Cleave the innards from disrespectful rivals!!
Leave your ninja reggae dojo and mash some digitised brains!!

and Kano rolls vertically - and Sharg Tsung now has
more “morphs” due to the increase in the number of
characters (more on the “morphing” later). Other attacks
which have been altered are the robot ninja characters’
teleport punch, which now throws opponents higher
than before, increasing its combo patential; and Kung
Lao’s teleport, which can now be punched out of, mean-
ing that the surprise teleport can be tagged onto the
beginning of a combo.

As we've just mentioned the combos, it's worth point-
ing out that they have been altered quite considerably.
For a start, jumping punches can
now be tagged onto the start of
any standing “basic” combo,
whereby opponents are
repeatedly with a series of basic
attacks. After MK3 had been
around for a while, it became apparent that some combos were more
popular than others - Sub Zero's basic 6-hit, for example - and these
have now been weakened to discourage players from using them
repeatedly. In return, complex “juggle” and “basic” combos have
been increased in power, making learning them far more worthwhile.
One of the more interesting features of the Mortal Kombat games is
that the characters retain their collision detection all through the
fights, unlike Street Fighter Alpha where falling opponents cannot be
hit with a fireball. This means that “juggle” combos can be used to
score massive numbers of hits and ludicrous damage. One of the
slight “bugs” in the arcade version which has been perfectly recreat-

AR 05 Find the hidden warriors and expose their unstoppable combos! )
Miole piown AR i e Master all 22 fighters to become the Mortal Messiah!

ed on the Satur is that it is possible for Ermac to perform an
unblockable 100% damage combo, something that was possible with
Smoke in earlier editions of MK3.

P2 The Saturn conversion has been handled by Eurocom, and from
a2 the 90% complete version currently in our possession, they seem to
) have done an excellent job of capturing the elusive “feel” of the coin
op. The digitised sprites are particularly well detailed and have only
been reduced in size very slightly, meaning that they keep the rela
tively smooth animation of the arcade game. The sound is also com-
ing along excellently (as Shao
Kahn would say), and it's fair to say that Saturn UMK3 is
looking to be one of the closest coin-op conversions around
The only problem points are the CD access times which man-
aged to slow the PlayStation game down to a crawl.
Thankfully, the Saturn version already has quicker access,
though the four second pause in the middle of a fight when
Shang Tsung “morphs” is still irritating (although the option
to morph only into your opponent is welcome and dispenses

with the ludicrous loading)

Ultimate Mortal Kombat 3 is due to be released in May,
and there’s a possibility of it being covered in more depth in
afuture issue of MAXIMUM, maybe even in an Extended Play
feature of garganutan proportions.

those in the conversions of Super
Street Fighter 2. ! g
50 wann
The versus screen isn'tjust for dec-
oration - Kombat Kodes can be
entered using the six symbols at
the bottom of the screen to effect
different features. Some are useful
(stage warps and arena selects)
and some aren't (fighting in dark-
d messages, disable

is is an excellent

arcade version work fine on the
Satum game.

As MAXIMUM readers should know,
T are also planing a Nintendo 64,
version of Ultimate MK3, which
should be the best version available

(provided it can all be fitted onto
cartridge!). Addi

reveal that Williams are currently
putting together a PlayStation
Mortal Kombat Trilogy Pack, which
contains all the coin-ops released
to date, on one PSX CD.
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DUAL-ROM HITS SATURN!

KING OF FIGHTERS ’95

'SCHEDULED FOR THE PC AND PLAYSTATION
KING OF FIGHTERS "95

The SNK Neo Geo s synonymous with arcade-quality fighting games
- top of the bunch being the incredible King of Fighters '9s. Featuring
24 characters culled from SNK games such as Art of Fighting and
Fatal Fury, its team battle action made it a firm hit in the arcades and
it's out now in Japan on the Saturn. MAXIMUM checks out the first
fruits of the SNK/Sega deal...

When SNK began its conversion work on its top
Neo Geo fighting game, they had one aim. This
was to bring the Neo Geo title onto the Sega
machine in an almost-perfect translation. Not
one frame of animation was allowed to be sac-
rificed. King of Fighters is such a popular game
in Japan that SNK have gone to extraordinary
lengths to get the game looking arcade-per
fect.

Although the Saturn has the 2D sprite
power to bring forth a perfect conversion, it
just hasn't got the necessary internal memory to handle the audio-visual overload
that is King of Fighters. The Neo Geo has a massive seven megabytes of internal
memory (which accounts for the super-long loading times on the CD versions of the
games) that enables it to produce coin-op perfect versions of its games. The lowly

New Dual-ROM system brings arcade-perfection to the Sega Saturn!
A massive roster of 26 characters to choose from in King of Fighters '95!

| TEAM-UP FOR TERROR!
The team edit feature enables you
t0 take any group of three fighters
into battle - including the bosses -
as these particular pictures show.
King of Fighters is hot

PYROTECHNIC POWER!
Characters such as Mai and Kyo
have pyrotechnic moves at their
disposal which seem to be the only
difference between the Saturn and
Neo Geo versions.

CHRLLENGER ¢ Saturn only has two-and-a-half. SNK have hit upon the novel idea of
3\:[ including a 2 megabyte cartridge along with the standard CD (SNK
E1Ui B5A i have named this the “Dual ROM system) . This would appear to look
after the backgrounds, whilst the character data is streamed off the
CD as normal. Specialised compression techniques
make up for the 2.5 megabyte deficit. The result is,
as you would expect, a near-perfect conversion of
the coin-op. In fact, some might say that the
reduced loading times make the Saturn game supe-
rior to the Neo Geo CD version. And you get to ben-
efit from the stunning Neo Geo CD orchestral
arrangements.

So what's the big deal with King of Fighters ‘95
then? How can SNK get away with making this the
joint-most expensive game in Japanese Saturn his-
tory (costing a gargantuan 7,800 yen - the same as
Virtua Cop)? Well, any one who owns issue #1 of
MAXIMUM should already be clued in as to why
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GET READY TO RUMBLE
A gratuitous shot of the well.
endowed Mai (right) followed up by
Some fiery action from the Brazilian
background. The backdrops are far
more intricate than Street Fighter's.

[ MAXIMUM NEWS

Team Edit function allows for over 2,000 different fight combinations!
Master the intricacies of the deepest one-on-one fighter to date!

SNK SHORT STORIES

o, now that King of Fighters ‘95 is
doing very-well-thank-you-very-
much in the Land of the Rising
Sun, what can we expect next on
the Sega machine from the fighting
game experts? Next up on thy
release schedule is the less-than-
exciting World Heroes Perfect,
which again uses the two
megabyte Dual-ROM system used
in King of Fighters. Planned for
“some time in 1996” Saturn own
ers can look forward to a perfect
conversion of Fatal Fury 3 - a sur-
prising move from SNK considering
the arrival of the markedly superior
Real Bout Fatal Fury (see MAXI
MUM issue #2).

Shortly after announcing its cross-
platform game plans with Se

SNK signed a similar deal with
Sony to take its arcade hits to the
PlayStation. The deal is different
from the Sega pact in that SNK
can't use any Sony characters in

their games. Other than that
though, the deal appears to cover
much the same games. First up is a
PlayStation KoF '95 and a coner-
sion of Real Bout Fatal Fury s defi
nitely in development as we speak.
Although no official comment has
been passed by SNK, MAXIMUM
believes that a PlayStation Dual-
ROM system will be developed
since the Sony machine has even
less internal RAM than the Saturn.

GEH | 5Y

King of Fighters is such a monumental title.

For a start, there’s the sheer depth of the title to
consider. The inclusion of 24 fighters (26 if you
include the hidden player-controllable bosses),
each with their own specialised techriques, combi-
nations and appearances (no MK-style ninjas in
different coloured costumes here) gives this game a
huge lifespan, and the gameplay is made even more
innovative thanks to the Team Battle Option. For
those of you not in the know, this enables you to
take three different fighters into battle in an elimi-
nation battle with your opponent. That basically
boils down to far more strategy and variety in each
fight. This being a conversion of the King of Fighters
sequel, you're also able to define your own team - over 2,000 differ-
ent team permutations are possible.

Everything King of Fighters does, it does so well. Each background
has an incredible level of detail to it (perfectly replicated on Saturn)
and the animation on the fighters is flawless. The moves themselves

are excellent, backed with some excellent thumping sound effects - best of all are the Super Moves which
inflict huge amounts of damage and look far more impressive than similar styles of attack in other fight-
ing games (although the DIY Super Combo system in the forthcoming Street Fighter Alpha 2 looks like

taking this system still further).

UK release for this brilliant fighting title is still unconfirmed!
Witness the most expensive Sega Saturn title on the Japanese market!

SNK are renowned for the technical accomplishments in their fighting games, and this tradition is con
tinued in King of Fighters '9s. If you want some idea as to how deep and involved KoF can become if you're
willing to take the game to its limits, perhaps you should check out 200+ page official guide to the game

released last year? If you have any more doubts as to the pedigree of
this game, it should be noted that in Japan, this game's predecessor
(King of Fighters '94) was voted Game of the Year, and KoF '95 was
beaten only by Virtua Fighter 2 in the following year's fighting game
awards.

Having sat down to an extended play test of the final Japanese
product, MAXIMUM can report that SNK have handed in the near-per-
fect conversion that was demanded of them and compares extremely
favourably with the established X-Men, Street Fighter Alpha and
Vampire Hunter. Some of Kyo's fire effects aren't quite so impressive,
but that's the only difference that was readily apparent. The speedi-
er loading more than makes up for this.

King of Fighters '95 is sure to be a big import hit and we can reveal
that Sega Europe are studying the feasibility of bringing the game to
the UK. There are some doubts that the game's cult appeal and
expensive nature may count against it, but the company are champi-
ons of giving the hardcore gamesplayer what he wants, so maybe the
game will appear in your high street. MAXIMUM aims to keep you
fully advised on KoF-related developments.

“POWER GEYSER!”
A few shots surround this picture
showing off Terry Bogard on one of

with other characters on display
from the Art of Fighting series (a
new edition of which is due soon
see the AOU news beginning on
page 116).
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NAMCO MUSIC BLITZ

A DRUM AND BASS FRENZY MIXED BY TOP-NAME JUNGLISTS!

As something of a bizarre addition to our extensive Namco coverage in this special issue of MAXI-
MUM, we've decided to check out the growing interest in the musical side of Namco's arcade and
home products. As revealed in the last issue of the magazine, noted Junglists have taken the Tekken
tracks and given them the Drum and Bass treatment - culminating in the release of a special Tekken
“Windermere” 12" featuring the remixing talents of rising Jungle star T Power amongst others. The
result has been very positive indeed with excellent reviews in specialist itles such as MixMag.
Well now the phenomenum continues with full-on remix albums due from JVC featuring both Tekken
and Ridge Racer tunes in the jungle stylee. Preview copies of both albums have been dispatched to
MAXIMUM and we thought we'd give them the Q-style critical appreciation.

TEKKEN

Who can knock the amazing musical feast that is Tekken? Not
JVC, it seems, as they've bought up the entire arranged suite of the
arcade tunes as heard in the PlayStation conversion of the game.
On top of those excellent tunes, JVC have drafted in a series of top
Junglists (Lemon D, DubTronix, Dillinja) to give some of the tracks
the remix treatment. The results are... well, mixed.

The T Power rendition of Windermere has gone down well with the
jungle fraternity and even those not so keen on this type of music
should be pretty well catered for - the tunes on offer here are far
more sophisticated than the usual 10,000 bpm classics of the
genre. The other remixes are still pretty classy... one word of warn-
ing though: any one hoping for these remixes to sound even remotely like the originals is in for something of a shock. Although you might
get the odd vaguely familiar bassline, the actual Tekken melodies have been totally remixed out of the equation.

The Tekken album is well worth checking out, and surprisingly, it gets a higher recommendation than the Ridge Racer album due to the
credibility of the mixes (and the sheer amount of tracks - 23 in alll). If you aren't into jungle and own Tekken, it isn't really worth the both-
er, but otherwise this gets hearty thumbs aloft from the MAXIMUM posse. % %%

RIDGE RACER

JvVC

When Ridge Racer blasted onto the PlayStation in December 1994, the world was stunned by the

audi sual hit Namco had managed to produce with their very first 32-bit home videogame. The music
remains utterly sensational, and this alone is probably worth the price of admission (provided you don’t
own the PlayStation version which has al the same tracks - and a game to boot!).

Of course, the Junglists have been brought in to provide their high-bpm antics and the resultant tunes
were met with a combination of indifference and disgust at the MAXIMUM office. “The Rare Hero mix is
pretty good,” remarked one particular staff member. Alas, these sentiments were not shared by our edi-
tor, who loves the originals and had this to say about the remix: “It’s like spray-painting comedy breasts
on the Mona Lisa.” Hmmm.

The one thing that the entire team was in agreement on was the quality of the original tunes. The RR
themes are excellent dance music in their own right, and this makes it a credible CD purchase. Non-Ridge
Racer owning dance fans should seriously consider this. %%

As import fans probably know, the market for CD renditions of coin-op music is vast, with just about every major arcade
game getting a release. This has been going on for years (since the days of Space Harrier and Outrun when arcade music start-
ed to get seriously excellent) and not surprisingly, all of Namco's major coin-op tunes are on the market. Ridge Racer and
Tekken music CDs have been out for ages and are pretty much identical in content to the English CDs review on this page -
minus the remixes. Not surprisingly, the Victor Company of Japan are responsible for producing these Japanese discs
(rearrange the initials)...

The latest release in Japan has been the arcade music for Tekken 2. It should be noted that these are the original System-
11 originated tunes, not the arranged versions seen on the forthcoming PlayStation translation. Although the sound-generat-
ing hardware is limited, the results are still excellent. Better still is the presentation of the CD. A 34-page inlay booklet fea-
tures some stunning rendered artwork from Namco, including full-figure renditions of every character plus their backgrounds.
This is really how it should be done - the art to the left and at the top-right of page comes from the cover. Awesome.

Agood importer should be able to get this for you - at a hefty premium. The MAXIMUM advice is to wait for the actual Tekken
2 PlayStation game as this has both the original arcade tunes and the arranged versions which are far superior (Lei’s tune in
particular stands out as being totally outstanding).
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WE GET AN EXCLUSIVE TASTER.
PS |kine's Fiewo 3
FRom

DUE FOR AJAPANESE RELEASE 1N JUNE, PRICE 6,300 YEN

RPG OF THE YEAR?

KING’S FIELD 3 - THE PILOT STYLE

MAXIMUM are keen fans of the RPG genre and PlayStation examples
don’t get much better than the King’s Field series from From
Software in Japan. Regular readers will know that we're big fans of
King’s Field 2 in particular (along with a few hundred thousand
Japanese gamers) and have been following From’s progress as they
code the new KF game. This month, something rather special hap-
pened... Read on.

MAXIMUM has been in contact with from Software since we
produced our news coverage of KF2 in issue #1 - their materials
enabled us to produce the excellent Extended Play in issue #2 and
this month they let it be known that they were producing a special
King’s Field mini-quest for use in Japanese retail outlets. Japanese
games shops always get demos of the big games weeks in advance
(X-Men, Virtua Fighter 2 and Panzer Dragoon were all previewed in
the shops in this manner) so From have decided to produce a special
game for this preview arena. A pre-production gold
disc was dispatched to the MAXIMUM offices for our perusal. And not
surprisingly, it is utterly excellent.

Make no mistake here - this isn't King's Field 3 in any shape or form.
From have merely take their new game engine and included a small
range of characters, objects, monsters and puzzles for players to solve.
The scenario of the game picks up where King's Field 2 let off and
bridges the gap between that classic release (coming out soon in the US
and Europe) and the forthcoming sequel, which is due in Japanese
shops in June. From have asked us to stress that all of the screenshots
on these pages are from this sampler game.

Any one who has played King's Field 2 is going to be in for some
excellent surprises when they check out the new game. A vast improve-

A new enhanced 3D engine makes for a graphical role-playing feast!
PlayStation 3D hardware used for some incredible special effects!

NEW ARTEFACTS!
As you can see from the pictures to
the left, King's Field 3 features
plenty of new items. The final
game, released in June promises a

ment has occurred in the graphics - the same eerie lighting and superlative shading are
still evident, but the range of texture-mapping and scenery is far more pronounced. The
game’s speed has also been radically improved with a better sense of movement being
portrayed.

What this game shows straight away is that From
have made the game far easier to get to grips with.
Those who played King’s Field and its sequel know
that initially the going is extremely tough, with the
game’s hero being subjected to all kinds of abuse
from the myriad creatures in the first locations.
Although the combat system seems to be pretty
much unchanged, it is clear that getting ahead in
the early stages of the game is now far easier. Of
course, From haven't compromised on the integrity
of their game - we can expect to see some truly
fiendish puzzles and action later in the final prod-
uct.

A great deal of innovation has been included in
the King's Field sampler with many new features to
get to grips with. One of the most intriguing new
systems concerns knowledge. Basically this allows
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you to get information up on various artifacts that you collect during
your quest. The more you play the game, the higher the knowledge
meter rises, which basically means that you can discern the meaning
of more objects. At the beginning of the game, this allows you to gain
access to information on basic items only, but the more you play, the
more information is siphoned off to you. Hardcore RPG players will be
pleased to know that this hints system (another way to make the
game more accessible) can be turned off.

NEW MEANIES!
The King's Field 3 Pilot Style disc
effectively merges the old and new
by incorporating adversaries from
both the new game and the estab-
lished King’s Field 2.

Gameplay enhancements make for easier-to-get-

into role-playing!

All-new magic system makes for innovative spell-casting!

Another new feature concerns innovations in the buying/selling
department. It's now possible to buy, sell and re-buy objects. In past
King’s Field games it was possible to accidentally sell a truly impor-
tant relic - the loss of which would be disastrous to your game - in
King's Field 3, it's not possible to get the object back, provided you
can manage the financial out-lay.

One of most interesting additions to the King’s Field formula con-
cerns the magic system, which is now split into four different types,
including Fire and Water. The more you use one type of magic, the
more powerful you become with that type with new spells becoming
available to you. You have to use the relevant crystals (for example,
fire crystal for fire magic) in conjunction with your experience level to
raise the level of your magical ability. The bad point in specialising in
one type of magic only is that
the others suffer as a result. The
key here is to choose a magical
system that works for you, spe-

TRANSLUCENT ATTACKS!
The graphics in the King's Field 3
pilot look utterly sensational. Just
check out the excellent translucent
effects in the pictures above and to
the right

cialise in it, but keep the others at a good constant level.

The Moon Light sword acquired at the end of King's Field 2
appears to hold a great deal of relevance i the new game. To begin
with, despite its power, it is clumsy and unwieldy - this is actually
because this prized item is only as worthy as the warrior who bears
it. What this means is that s you gain knowledge and power in the
new game, so the sword becomes more useful. Three levels of power
are evident, each decreasing the weapon's recovery time and hitting
for more damage. The four disciplines of magic also can be used in
combination with the sword,

The arrival of the King’s Field 3 Pilot Style disc has converted all
who have seen it to the ranks of the game’s fan base and it must be
said that the entire team can't wait to see the final product. Roll on
June...
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OUT NOW IN JAPAN
SOFTWARE FROM THE FAR EAST

The months of February and March promise a veritable goodie-bag of exciting wares. usually we'd be
rounding them all up in format specific features, but oddly enough, most of the games have been featured
in Extended Plays or news features this month. So, this page will round just about everything with appro-
priate pointers to the relevant sections of the magazine.

SATURN TRIPLE WHAMMY!
Sega Saturn owners who are in for a bit of import action can look for-
ward to a trio of utterly incredible videogames, all of which demand
immediate purchase. Topping the list is, of course, Panzer Dragoon
Zwei (a rather fine Extended Play begins on page 102) - which
demands purchase. We've had the finished version for about a week-
and-a-half now and it's utterly amazing. Despite having completed it h i
over 20 times, each time we find something more (wait until you see ‘ ” il
the SkyDart dragoon!) that just keeps on bringing us back. And you h‘

can never tire of those graphics. ’ “ " l
Out on 22 March in Japan. i

Next on the list is Game Arts ‘m""'"“"m |
Gun Griffon: The Eurasian
Conflict (Extended Play on page 86) - which is a game that many peo-
ple are saying is what Krazy Ivan should have been. A 3D blaster with
hod-loads of strategy and depth, this is another MAXIMUM recom-
mended buy.

Finally, we really do suggest taking a look at King of Fighters ‘95
(see news on page 132), which is a combat game with unparalleled
depth. Comparisons with Street Fighter Alpha are inevitable, and the
Capcom game probably comes out on top. But just by a whisker.
Fighting game fans must see SNK's debut effort though.

Other games out and about: the Gradius Deluxe Pack (which is
never going to get a UK release) and the first link-up game -
Gebockers. The latter title had potential but in actual fact it's a
tragedy - awful gameplay and 32X-level graphics make this one to
avoid like the plague. Please. Even the link-up modes are rubbish.

A multitude of truly stunning titles are available from your importer right now!
Tekken 2 and Panzer Dragoon Zwei are the current top imported titles!

PLAYSTATION POWER
After months of moaning about the lack of
truly classic PlayStation software, we can
finally look forward to some truly monumen-
tal releases. We refer of course to Namco's
Tekken 2, which is the focal point for this
d issue. You want

fect? welI‘ it isn't. Sorry. In actual fact, it's a
whole lot better. Namco have taken the coin-
op, improved the music and added in huge
amounts of modes only available on
PlayStation. Importers will be charging vast
sums for this one (but you won't regret buying
it). Tekken 2 is out on March 29, exactly one
year after the original.

Closely following in the wake of Tekken is
Capcom’s stunning Resident Evil (o BioHazard as it's known as in
Japan). We've covered it in depth in news pieces in issues #2 and
#3, but suffice to say that this 3D gorefest is massive. Hence the
enormous Extended Play we're putting together for issue #6.

Other goodies to look forward to include a PlayStation Gradius
Deluxe Pack (March 29, news piece next issue) from Konami as well
as a follow-up to their |-League Winning Eleven game (out March 16).

A sequel to the ideas-packed graphical feast that is Motor Toon
Grand Prix should also be in stock at your supplier by the time you
read this. We haven't been able to get a look at this one yet, but let's
hope that Sony's in-house developers can improve on the gameplay-
deficit evident in the first game. Here’s hop
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MAXIMUM NEWS

'MORE AWESOME SCREENSHOTS!
PS |Formutas
ste__[[DUEFOR A UK RELEASE N JULY, PRICE UNCONFIRMED.

THE ULTIMATE FORMULA

FORMULA 1

Right from the very beginning, MAXIMUM has been following the
progress made by Psygnosis on what is potentially their greatest
PlayStation game ever - the officially licensed Formula One game. A
lot of progress has been made since the initial report in issue #4 of
this fine tome, so we thought a grand four-page spread would be the
order of the day.

Last month we saw a very early pre-Alpha version of
the forthcoming classic from Psygnosis. Formula One was
in an extremely early stage of development and you could
only drive around one, totally unfinished track. However,
even at that early stage, MAXIMUM was convinced of the
game’s potential and after checking out the design specs
of the game, there was no doubt in our minds that the title
has all the potential for taking pole position in the great
battle of the PlayStation racing games.

Just four weeks later and the
game has been completely
transformed. All of the tracks are
nigh-on complete and Psygnosis
have burned a four-track
playable Alpha which looks
utterly fantastic. It is from this
version that these latest, stun.
ning screenshots have been

@FOSTER'S @FOSTIRS @FOSTERS

Formula One just gets better and better as development progresses!
Psygnosis take pole position in the driving genre race!

culled. The trackside detail now makes each course look uncannily
like the real thing and now every single Formula One roadster races
around the course at the same time, with the player able to view the
game from every single driver's perspective. Also, it would seem that
the models for each car are now complete - and as you can see from
the shots, the amount of detail that developers Bizarre Creations
have included is truly exceptional. The entire shebang still runs at 30
frames per second - that being the same as the turbo-powered Ridge
Racer Revolution

The camera work looks excellent. Bizarre Creations have prided

themselves on reproducing the same angles as seen in offi
Formula One TV coverage, and combined with the excellent sound
A mixing (such as the Doppler effect as cars screech by), the result is
(Ceans frankly superb. The entire race is recorded in memory, allowing you to
1 view replays from just about anywhere on the track. Full zooming

38.0 action (which you don’t get with TV Grand Prix coverage) is also
included and working a treat.

8 their own map
editor with which to produce stun.

effort was put into making the
ation process easier.
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44195 36.508

Let there be no doubt - this title is in a league occupied by the most
excellent software around, we're talking Tekken 2 and Resident Evil
territory here.

The two distinct modes of gameplay have been included, but
tweaks still need to be made before Psygnosis are happy. Already, it's
pretty clear that the company have succeeded in their efforts to
appease both the arcade and simulation fans
Arcade mode could have been a basic Virtua Racing
clone, but Bizarre have managed to exceed the
exceptional efforts made by AM2 in their seminal racing game (it might interest you to g
know that AM2 based the VR car’s performance on a Bugatti road car as opposed to a fh"fgl‘“;‘f‘gn i csdbilag
real F1vehicle). The simulation Grand Prix mode hasn't been finalised at the time of Writ- | pave. never been n doubt, yet
ing, but the level of realism this introduces goes beyond the mere mechanics of the car | Bizarre have seemingly created the
- in this mode, when you turn a corner, the whole display tilts if you're using the inter mast Dﬂ“f“f"vgw to date;with's
nal view. Pretty hot stuff eh? b f'm‘ e

This mode of the game also has the player looking after aspects such as tyres, refu
elling, qualifying, weather and car damage. This promises to be the more fulfiling of the
options in terms of the game's longevity and will also go down extremely well with the
true F1 fans

What isn't present in its entirety at the moment is the much-vaunted Murray Walker

A multitude of perspectives to astound players of this stunning sim!
Now in the Alpha phase of development, Formula One is looking great!

NEED FOR SPEED
No matter how many cars are on-
screen, the game manages to keep
running at a steady 30 frames per
Second. A most impressive achieve:

scHumacHER JISCHUMACHER HERBERT ment ndeed

) 36.446 -0113 36.33

commentary. You get a taster as the track is selected and this sounds great, but the complex task of inte-
grating the dynamic memory/CD track splicing has yet to be incorporated into the demo code. This cun-
ning system has the potential to create uncanny commentary by combining oft-used phrases (driver's
names etcetera) with more individualistic phrases, which are added on ta the end using CD.
The US and UK markets get to benefit from the dulcet tones of Mr Walker, whilst European gamers get a
MOTOR MODELS
T L e here are | COmmentator dependent on which country they live n (four addition-
pretty much as they're going to al languages are planned). The licensed music has also been
appear in the final product. Around finalised - Joe Satriani obliges with Summer Song and Back to Shalla-
sotentued polygonsreateihese | gl whils the legendary Steve Vai proffers Juice
So, it would appear that Psygnosis have everything covered - the

3
&
HiLL B B COULTHARO

30.504 4981 30.585
1 TAG HEUER Offcial Tining

ALEst
36.648
8 TAC
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GOURAUD EXCESSES
The PlayStation is great at Gouraud
Shading, and this is used to excel-
lent effect in 1, producing an effect
similar to the underrated Namco
coin-op, Ace Driver.

audio-visuals of F1 are second-to-none, the gameplay looks like
being excellent indeed and the sheer realism evident in the product
seems to indicate that PlayStation owners are in for an incredible
game come July time...

SHEER TECHNICAL BRILLIANCE

Martyn Chundley of Bizarre Creations is the man responsible for the
Formula One development and he recently took time out from his
busy schedule to indulge in a bit of a Q+A session regarding his pro-

ject’s technical credentials...

Question Technically, what is
being done in Formula One that
wasn't in WipeOut?

Answer F1 is based on real life -
real tracks. This means that
many problems that are tradi-
tionally overcome by the design
of a fantasy game have had to
be addressed in the program-
ming. For example, draw dis-
tance problems can be avoided
by having curved, steep-sided
circuits thus removing ‘pop-up’
to the unseen distance. With F1,
the tracks are designed by the
FIA for racing Formula One cars -
and long straights, flat plains
and other programming night-
mares have been problems to

ical ‘zero G’ environment.

Each aspect of the game has
been considered in detail. The
track models have been
painstakingly modelled from
the surveyors' track data and
the telemetry from Formula One
cars examined to make sure the
dynamics are correct. The in-car
sound has been taken from a
DAT tape strapped to the dri
ver's body and all out-of-car
sound has dynamically calculat-
ed Doppler effect.

On the gameplay side of
things, F1 has two modes to
appeal to the distinct markets
we feel are emerging for the
PlayStation. The first is the out-

“F1is based on real life - real tracks... Long straights, flat plains and other
programming nightmares have been problems to solve, rather than avoid.”

HOARDING THE COURSES

appropriate advertising. Only ciga-
rette advertising has been removed

. And rightly so, in
MAXIMUM's opinion.

solve, rather than avoid. The
game is running with a high
polygon count - we have written
our own track and modelling
formats to make the best use of
the hardware. The actual car
dynamics, artificial intelligence
and collisions have to be true to
life - which means that we have
to calculate accurate physics
rather than creating a hypothet-

SCHUMACHER ™~

36.648 +0.489

TAG HEUER Official Timing
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and-out arcade mode, the Ridge
Racer of Formula One, if you
like. This is where the arcade
player can blast around the
tracks with little worry about
damage, pit-stops and polite
driving. The Grand Prix mode is
there for the deeper player. All
lap times, car dynamics, and
regulations are in place and
with options such as car set-up,

pit and fuel strategy and dynam-
ically changing weather condi-
tions, this game style provides a
challenge for the mature gamer.

QHow many polygons per frame
is F1 dealing with? How many
polygons make up each car?

A The game is processing and
drawing between 4,000 and
6,000 polygons per game frame

MORENO™-
37.9

and is running at 30 frames per
second. This gives an average
of 150,000 polygons per second
- all are fully textured and over
10% are also gouraud shaded -
this is the actual in-game value
of polygons, rather than the the-
oretical benchmark.

The cars themselves are
drawn at two resolutions - high
and low detail. We found that at

TRICKY CAMERA WORK
The game features a stunning array
of camera angles
options, enabling you to check out
any of the race participants from
any angle whatsoever.



ATTENTION TO DETAIL!
To keep the speed up, F1 uses two
different models with- different
numbers of polygons depending on
how far away the car is. The same
system was used in Saturn
Daytona, but F1 looks far superior

a distance on a straight you

couldn't tell the difference
between the two models and so
when the cars pass beyond a set
distance they drop to the low
detail version. High detail cars
have 440 to 450 polygons per
car, low detail have 9o to 100. All
car polygons are fully textured

drawing between 4,000 and
6,000 polygons per game frame
and is running at 30 frames per
second. This gives an average
of 150,000 polygons per second
- all are fully textured and over
10% are also gouraud shaded -
this is the actual in-game value
of polygons, rather than the the-
oretical benchmark

The cars themselves are
drawn at two resolutions - high
and low detail. We found that at
a distance on a straight you
couldn't tell the difference
between the two models and so
when the cars pass beyond a set
distance they drop to the low

MAXIMUM NEWS |

ues and training the artists to
build models which help to min
imise the problem!

Like most developers, we're
using the tried and tested mesh-
ing method to subdivide and re-
draw polygons closest to the
edges. To supplement this, the
track - the area where the most
‘smearing’ problems would
occur -is being rendered using a
different method to the sur-
roundings. The result of this is
best viewed in the brown
trouser ‘nose-cam’ view!

Q How does the PlayStation
cope with having several cars on

confused when this pattern is
disrupted. Others have a single
dynamic model for the Al, mean-
ing all the drivers have the same
style. We have tried to steer the
Al away from this, providing the
driver with a real race.

Each driver is constantly
assessing its surroundings,
analysing the situation and
making decisions on speed,
path etcetera. Each driver wants
to win the race and is constantly
looking for ways to improve his
position. Race techniques and
footage have been studied in
detail to make sure the drivers
are realistic.

“Each driver is constantly assessing its surroundings, analysing the situation and making
decisions on speed, path etc. Footage has been studied to make sure the drivers are realistic.”

THE DETAIL IS AWESOME!
The detail on the tracks is frankly
phenomenal, as the screenshots on
these pages show. Bizarre
Creations have done a stunning job
in bringing the surroundings of
Formula One onto PlayStation

and gouraud shaded.

QHow many polygons per frame

is F1 dealing with? How many

polygons make up each car?
AThe game s processing and

detail version. High detail cars
have 440 to 450 polygons per
car, low detail have 9o to 100. All
car polygons are fully textured
and gouraud shaded.

Q How are the programmers
coping with the PlayStation
libraries? Its lack of z-buffering?
its habit of smearing polygons
at the edge of the screen?
A Actually, the libraries have
improved greatly as time has
progressed and we haven't had
any real problems with them
We have written plenty of our
own utilities for the PlayStation
including our own model for-
mats and the PlayStation also
copes with these admirably.
We've had to treat the track,
scenery and cars separately to
get around the z-buffering. It's
also meant biasing the sort val-

screen at once?
A Extremely welll The
PlayStation seems to cope with
this better than other platforms
with very litle, if any, slowdown
at all. You can have all 26 cars
happily on-screen at once (for
example, at the start of a race),
with the most distant being ren-
dered in low-detail and the
game usually stays in 2 frames.

Q How complex is the Al in the
other drivers? How does it
work? Is it more sophisticated
than the equivalent system in
WipeOut?

ABecause of the size and com-
plexity of the game, the Al dri-
vers have to have enough deci-
sion-making capability to ‘run
their own race’. We have seen
other games where the cars are
following a set path - and get

However, each has a set of
parameters which can be
altered to give the driver ‘per-
sonality’ - the slower ones are
polite, the challengers for the
lead more aggressive. The dri-
vers are not infallible - it's not a
procession of cars along the
same race line. They will drive
over the rumble strips, some-
times go wide on corers and
when they get involved in colli-
sions, the crash dynamics take
over!

It's hard to compare WipeOut
with F1 as the spacecraft have
different things to ‘think about’
with the weapons system. One
thing we have noticed is that
they never get the corners
wrong which wouldn't be
acceptable in the Al for a
Formula One game eh Damon?!
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MAXIMUM RESPONSE

RRESPONDENCE WITH THE READERS
MISSIVES VIA MAIL

VOUWRITE, WE REPLY - AS 15 THE USUAL CUSTOM

MAXIMUM LETTERS

MORE INTRIGUING POINTS RAISED BY OUR READERSHIP

Phone calls. Phone calls. And indeed more phone calls. Most of them about Street Fighter Alpha. How about some
reader interaction the MAXIMUM team can enjoy? How about sitting down of an evening and joining the great
videogames debates found in MAXIMUM Response? What we want: clear, concise, cogent arguments about
videogames today. Suggestions to improve MAXIMUM. Anything of interest to the hardcore gaming community, to be
honest. Write to: MAXIMUM Response, Priory Court, 30-32 Farringdon Lane, London ECiR 3AU. Alternatively, you

could write a letter on the old word processor and email it to this

tas.lightning.co.uk. That's bound to get our attention.

Dear MAXIMUM
I have just read issue #4 cover to cover and must con-
gratulate you on creating an excellent edition - your best
yet.

My only gripe concerns the discrepancies that persist
between the star ratings that appear at the end of each
game review and the summary of these star ratings
which is given on your review index page. Please try to
rectify this problem

There are two other reasons for writing - firstly Sega
Europe recently confirmed (in writing) to me that Manx
TT s coming to the Saturn - they expect an October ‘96
release. You are welcome to come and see the corre-
spondence if you have any doubts.

Secondly, | must say that | find the rivalry that exists
between owners of PlayStation and Saturn rather amus-
ing. Personally, | am a contented Saturn owner - happy
in the knowledge that there is some decent competition.
Why? Well | wonder just how good a conversion of Sega
Rally we would have got without PlayStation’s excellent
WipeOut and Ridge Racer? Likewise, PlayStation owners
should rejoice in the fact that AMz created a near-per-
fect conversion of the mighty VF2 - this is the single
biggest reason why Tekken 2 will have to be of the high-
est standard.

And so the spiral continues with Fighting Vipers, Soul
Edge and presumably at some distant point, Last Bronx.
Saturn and PlayStation owners should be laughing all

long address: Richard.

ment generated by Tekken 2 Version B... | really enjoy
this game and the special moves that you feature every
month are very helpful.

To close this letter | must ask a question - what qualifi-
cations do you need to be a computer games program
mer? Where do | send plans for computer games?

J'S Moors, Poole

Sick of Tekken 27 After this month's
PlayStation 40 page Extended Play? Yeah, right. If you're
really keen on becoming a programmer, learn C, do some
University-based programming courses and generally
get as much experience as possible. As for sending plans
in for games, we can't think of one example where an
unsolicited game idea has been turned into a published
reality. So don't get your hopes up on that score.

exclusive

Dear MAXIMUM
I believed all the hyper in the PlayStation and its games
but my friend and I (who share the cost) are both totally
disappointed in it. Just check out the Loot to see how
many people agree with us. Most of the games are shal-
low and easy to complete with the few deep ones need-
ing the £20 memory card. Even the killer games are
flawed - Tekken is slow
and the combo control

NEXT MONTH
system is too complicated

does have some poor games, but you can get a refund if
you don't like a game in most shops.

A Foster, Manchester

PS: If the games aren't that good, why do they keep get-
ting ported to the PSX? [To recoup development costs -
MAXIMUM]

All we can say s, if you're happy with the 300 - fine. We
are totally independent and have no axe to grind with
any particular company or machine, MAXIMUM just likes
playing excellent games - which the 300 is severely lack
ing. Just what are these games you're so impatient to
play that are on 30O first? Er, StarFighter perhaps?
Psychic Detective? Wolfenstein 3D? As we have said from
the very beginning, the 3D0 is a great system which has
been extremely poorly supported - just look at the gam-
ing Titanic that is Doom. If you prefer Killing Time, that's
your choice. Give us a decent version of id’s classic any
time. As it is, a system relies on quality software to shift
units - no-one would argue with that. So how many 300s
have been sold recently? And why is the latest 300 soft-
ware selling around the same amount of units as Mega-
CD games? As it is, if we'd spent £200 on a 300, we
would be extremely ‘POed", if you will, with the current
batch of games.

Dear MAXIMUM

I have a few questions | hope you can throw some light
on for me, and maybe others. I'm a PlayStation owner
but even | bow to the Saturn’s ability to throw 2D sprites
all over the shop (X-Men kicks ass!) and obviously it will
handle the SNK punch fests with ease. So do you think
that the PS can produce conversions of equal quality or
is the lack of VRAM going
to be a serious problem
for developers?

We want more letters. And less "phone calls,
please. Any queries for the MAXIMUM team
should be addressed to the proposed Q+A
department via mail or email. Suggestions for

It would seem that the PS
X-Men and DarkStalkers
constant delays are testa-
ment to this so god knows
how it will handle Marvel
Super Heroes.

On a different note, I've

the ways to their joypads.
Keep up the good work.
Kevin Robson, Cambridge.

with those control pads.
Ridge Racer is great but
when completed (which
isn't too difficult) it loses
its worth, unlike Sega
Rally’s two-player option.
The games that would be

improving the mag, debate about games - we'll
appreciate any coherent missive from a valued
member of the MAXIMUM:reading community.
Get writing now.

To address your two main points:
1. Who's more likely to know if Manx TT is coming out?
Tetsuya Mizaguchi - head of AM3 with final say on all

home conversions of his projects or “someone” at Sega
Europe? Yes, the chances are that Manx TT will eventu:
ally hit the Saturn in some shape or form, but we've vis.
ited Sega of Japan's conversion base and work hasn't
even begun yet. Still, until Manx does turn up, we're sure
you can entertain yourself with Hang On GP 'gs... (cue
diabolical laughter)

2. Yes, competition and rivalry produces better quality
products - particularly when the two machines in ques:
tion are capable of such similar audio/visual feats.
Pretty obvious really. So... what happens when Nintendo
64 and M2 come along then?

MAXIMUM

I must congratulate you all on another fully packed and
never boring edition of this cool mag, but | was greatly
disappointed to find no mention of a further Extended
Play for Tekken 2. | know that you are probably sick of
this game but not everybody can experience the amaze-
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great with two players
need two copies of the
game, two TVs and link lead. Fed up, we bought the
Saturn. This has been better but we are impatient and
when we kept seeing games available on 300 that we
had been waiting months for, we had to have it, espe-
cially when it was only £199 with StarBlade or FIFA 'g6.
The machine that gets no credit from magatines is the
one that has satisfied us. Why? Because there are about
200 games available (many excellent ones), you can find
games for as little as £4.99. It has Studio 300 making
awesome exclusives for it (Killing Time being a great
example, much more realistic and brain-taxing than the
blast-everything Doom). Also it has a bigger memory, a
bigger FMV capability [than the PlayStation? Get real -
MAXIMUM], it plays US and Japanese games without
even a converter and has a few educational titles.
Furthermore, the upgrade is said to be four times more
powerful than N6 and seven times more then PSX.

I you aren't biased towards PSX, do what's right - give
300 credit. What more do they have to do? I admit it

read that Datel are mak-
ing a device that will allow
UK punters to play US/Jap games. | would buy this gizmo
just to play one game - Tekken 2. Do you think it is wise
to get this game or should | wait for the UK version which
‘might’ be enhanced to run at NTSC speed?

And lastly, why are we being deluged with crap shoot
*em ups of on challenge when someone could convert
the undisputed king of horizontal scrollers - R-Type IL. It
is still so good that Pulstar was almost a carbon copy.
1100k forward to your views.

‘BoneHead", Merseyside

As you so rightly point out, the Saturn’s 2D rendering
prowess is great for games like X-Men and the fact that
there's no similar game on PlayStation is no accident
We'll just have to wait for Acclaim's conversion. As for
your Tekken query, it all comes down to a case of timing
do you want it now or in September? Also, will the adap-
tor be out soon? Are you willing to pay extra for an
import game? These are questions only you can answer.



THE ESSENTIAL BUYERS GUIDE

REVIEW

MAXIMUM GAME OF THE MONTH

STREET FIGHTER

ALPHA
Sega Saturn

It had to be really. Of all the games we've received
*phone calls about, Street Fighter Alpha is by far and
away the most popular - with Tekken 2 questions taking
up the majority of the mailbag. With its utterly stunning

MAXIMUM RATINGS SYSTEM audio-visuals plus near-perfect gameplay, Alpha is a

must-buy on either PlayStation or Saturn.

F* k% Atruly outstanding release, classic in
every sense of the word.

*%**  Arecommended title that's head and
shoulders above the competition.

*xk Reserved for fairly entertaining games
that are missing a certain “something”.

*k A below-par videogame that could only
appeal to the proverbial “fan of the
genre”.

* Hideous software that should not blight

your prized games collection under any

circumstances.

MAXIMUM RECOMMENDED
ALIEN TRILOGY SONY PLAYSTATION

Hats off to Acclaim - not only did they scoop the Game of the Month accolade last month
with their licensed X-Men game, they get a strong recommendation this month with Alien
Trilogy. A le title with the strongly in evidence, this is
going to be a top-seller...

DESCENT SONY PLAYSTATION

Okay, so the PC version is still tons better, but as PlayStation software goes, you can't real-
ly go that far wrong with Interplay’s conversion of Descent. A full 3D environment and hod-
loads of excellent blasting await. A hearty recommendation from the MAXIMUM team...

DESCENT 2 PC CD-ROM

Just as PlayStation owners get to savour a close conversion of the original, the PC benefits
from a much improved sequel which takes the limelight in our PC reviews section this
issue. It's pretty good going for Interplay who manage to get two recommendations in the
same issue of MAXIMUM.

MAGIC CARPET SATURN / PLAYSTATION

Although the PlayStation version is visually superior, it’s gameplay that truly counts and in
this respect Bullfrog’s Magic Carpet is an unmitigated triumph. We got to play it exhaus-
tively for last month's Extended Play - this month we tell you why it's well worth adding to
your software library.

QUAKE PC

How could we ignore the latest game from id software? Okay, so it's not actually a com-
pleted game as such but the sheer quality of the DeathMatch sampler test shines through
so clearly it must be worth a MAXIMUM recommendation. And it's free, too.

| SOFTWARE LINE-UP

SEGA SATURN

STREET FIGHTER ALPHA
wiPEOUT

MAGIC CARPET

GEX

VALORA VALLEY GOLF
SHINING WISDOM

SONY PLAYSTATION

ALIEN TRILOGY

DESCENT

NEED FOR SPEED

GEX

ZERO DIVIDE

WING COMMANDER 11l

WILLIAMS ARCADE GREATEST HITS
NAMCO MUSEUM, VOL 1

PC CD-ROM

DESCENT 2

TERMINATOR 2: FUTURE SHOCK

HEXEN: DEATH KINGS OF THE
DARK CITADEL

BAD MOJO

e d
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SEGA SATURN

The quality wares keep piling up on Sega Saturn - in this month’s reviews section we have Street Fighter Alpha kicking off the criticism (a true
five-star game that Virgin were wise to license) along with Bullfrog’s exceptional Magic Carpet, which more than makes up for the disappointment
of Hi-Octane. It would seem that Saturn owners are spoiled for choice when it comes to quality, what with the likes of WipeOut, Gun Griffon, King of
Fighters ‘95 and the absolutely stunning Panzer Dragoon Zwei heading for the 32-bit system.

So it would seem that after the shakiest of starts, Sega (and now some of the third parties) are doing an excellent job of cramming their library
with true quality software. They're also playing Sony at their own game at getting a fair range of the top titles exclusive to the Saturn - Panzer and
Gun Griffon again spring to mind (and there’s still no sign of X-Men appearing on PlayStation yet). The message is simple: Saturn is switly becom-

ing a true hardcore gamers’ console that can be ignored no longer.

STOP PRESS!
£200 SATURN?
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= STREET FIGHTER ALPHA

Yet another quality Capcom fighting game for Saturn!

Sega Saturn is currently enjoying a wealth of top
quality fighting games. The pedigree of 3D uberfighter
Virtua Fighter 2 is undoubted, whilst 2D combat games
are enjoying something of a renaissance - X-Men (last
issue's MAXIMUM Game of the Month) is a masterful
example of the genre, and the company are keen to cor-
ner the market - hence Vampire Hunter (see the
Extended Play this issue) and Street Fighter Alpha. Oh,
and of course, Marvel Super Heroes coming soon.

In many ways, this is something of a come-down from
the previous SF entrant, Super Street Fighter II: Turbo.
The number of characters and backdrops has actually
been decreased and many of the established fighters
have been temporarily removed (although some are slat-
ed to return in Alpha’s sequel, revealed in this news sec-
tion). This isn't too much of a problem really. To tell the
truth, no-one’s really going to miss Deejay, Cammy, T
Hawk or Fei Long that much, and to compensate we have
the excellent Guy and Sodom along with the, er, inter-
esting Rose. And yes, there are less backgrounds, but
what is there is crammed with a lot more detall and some
truly exceptional music (MAXIMUM's choice of backdrop
on Versus Mode games seems to be dictated by music
rather than visuals, which says something for the aural

AN INCREDIBLY CLOSE TRANSLATION! EXCELLENT!

power of Street Fighter Alpha). Like VF, there’s even a
choice of original coin-op tunes or some professionally
remixed tracks to choose from.

Another negative point of Street Fighter Alpha s that it
isn't really exceptionally innovative - the SF formula has
been tweaked, not totally redesigned. However, all of
this seems pretty much irrelevant because what the
game does offer is pure, refined playability to a standard
that outshines all of Capcom’s competitors (bar the top-

end SNK produce). Indeed, at the moment, Capcom’s
only competition in the home market s itself.
Everything that Street Fighter does so well has been
taken to new levels in Alpha. Case in point: the Super
Combos. While in SFIl: Turbo, these moves looked a tad
weedy, the absolute opposite is true in Alpha - the
power, the amount of hits, the sheer look (and resultant
sound) of these attacks makes them truly spectacular.
Executing a Level Three Super Combo finish on a hapless
foe is  high-point in videogames - the immense flurry of
carefully choreographed techniques, the multiple hits
striking home, the energy bar reaching dangerously low
levels, the explosion on screen as the opponent goes
down... it really is rather nice.

A lot of combat game fans are drawn to a game by the
complexity of the gameplay and Street Fighter Alpha is
by far and away the best thing to come out of Capcom in
that regard. Al of innovations made in X-Men and the
DarkStalkers games such as countering attacks (the so-
called Alpha Counters), aerial blocking and auto-guard
for beginners are present and correct in Street Fighter
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Alpha, making for a game with a huge amount of tech-
niques and tactics to master. In this respect, Alphais def-
initely superior to X-Men: Children of the Atom.

In all, Street Fighter Alpha is a great fighting game that
must rank as the best arcade conversion yet on the
Saturn. Capcom started out with the express aim of
copying the coin-op perfectly, with every frame of ani-
mation from the CPS-Il coin-op included and this is clear-
ly evident in Street Fighter Alpha. The only difference is
in the slight improvement on the colouring of the shad-

ows of the Super Combos, which unbelievably, one
American games mag marked the game down on!
Agreat bug-bear of MAXIMUM's is the quality of PAL con-
versions. Alot of Japanese produce is badly bordered and
slower when it arrives on these shores, but we can con-
firm that Street Fighter Alpha runs at full-speed (indeed,
the PAL Saturn game is faster than the NTSC PlayStation
one...) although sizeable borders are evident. Thankfully,
the overall effect isn't that bad, so official Saturn owners
can buy in confidence.

MAXIMUM can also confirm that (contrary to some
Internet sources), the Saturn version includes the
Dramatic Battle option that pits two players (as Ryu and

Ken) against M Bison is a showdown to the finish. Also,
all of the other secret “bits” from the arcade machine are
sl there. Through some simple button presses, it's pos-
sible to bring up M Bison as a playable character along
with two others - the supremely powerful Akuma and the
Art of Fighting style combatant, Dan. Full descriptions of
the characters along with moves lists can be found in
MAXIMUM issue #2, whilst the codes to access these
fighters are located in the Street Fighter Alpha Extended
Play in MAXIMUM #.

THE WORLD WARRIORS GATHER FOR THEIR GREATEST TOURNAMENT TO DATE!
MASTER THE SUPER COMBO AND DESTROY YOUR OPPOSITION IN A MULTI-HIT FRENZY!

O

The big question is, of course, if you're after one 2D beat
‘em up for the Saturn, which one should it be: Street
Fighter Alpha or X-Men: Children of the Atom. Well, we
had this debate in the office last month when we were
deciding whether Satun X-Men or PlayStation Alpha
should receive the Game of the Month accolade. What
we decided then remains in effect here. In our personal
opinions, X-Men is far more spectacular to look at and is
packed with  lot more action, making it (by a hair) the
winner. However, for a more long-lasting combat game
with superior play mechanics, Street Fighter Alpha is
probably better. In the end, it really comes down to
which set of characters you prefer, because let's face
facts: Cyclops’ Gene Splice technique is a Ryu-style
Dragon Punch and there are far more similarities
between the two than differences.

Of course, until King of Fighters comes along (and there
is doubt on a European release), Capcom win whichever
game you choose. If it was up to us, we'd buy both...

1
*kkkk |

COIN-OP CLASSICS

1. MANX TT SUPERBIKE

2. FIGHTING VIPERS

3. SEGA RALLY

4 DAYTONA USA

5. VIRTUA FIGHTER 2

MAXIMUM
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After much faffing around, denial of its very exis-
tence, followed by a truckload of hype, the Saturn ver-
sion of WipeOut finally makes its way on to the system
this month. And contrary to PlayStation scaremongerer’s
beliefs, it's pretty much intact when compared to the
original - bar a couple of soundtracks which Sega didn't
fancy paying the royalties for and, let's face t, while they
were very nice they don't make a dot of difference to the
already excellent gameplay.

But, conversions, being what conversions will be, are
never exactly the same as the original title. Sometimes

W| PEOUT Psygnosis finally release WipeOut on

the Saturn! But is it all machine owners were hoping for?

conversion, although the frame rate has dropped quite
considerably, making the game look jerky when put up
against its PlayStation brethren. Another point worth
raising is the controllability of the craft. Perhaps it has
something to do with the frame rate being lower, but
your trusty ship is now far more difficult to control. You
do get used to it after a while (just as you did when you
first got to grips with the original), but sometimes it
seems as is the craft is just far too fast for its own good.
Another loss in the translation process is the link-up
mode. Despite the hardware (a simple serial link-up

CAN THE SATURN HANDLE THE SPEED AND FLUIDITY OF WIPEOUT?

CAN THE CONVERSION MATCH UP TO THE MIGHT OF SEGA RALLY?

extra levels will be added to make originals better and
other times (in the case of PC WipeOut especially) the
conversion will be a rasping husk of the original it was
supposed to represent. Saturn WipeOut falls into neither
of these categories, instead being a good conversion
that isn't quite good enough to allow Saturn owners to
gloat over their PlayStation buddies.

There's nothing missing from the title as such, and every
track has been reproduced fairly well, but the game has
lost a lot of the sheen and slickness that was so appar-
ent in the PlayStation version. This is most apparent on

the first race(unfortunate as this is the first one you're
likely to see) where the tracks have a more grainy
appearance, with the colours seeming less vibrant than
on the PlayStation original. The ship has also lost some-
thing in translation, especially with its effects - the
shield effect isn't the shiny translucent affair it was on
the PlayStation, instead it has a clunkier, more cartoony
appearance.

However, in a way this is only to be expected for a title
that was originally programmed as a PlayStation game -
created with the machine’s finer points in mind. And con-
sidering what people were probably expecting to see (@
really awful cruddy conversion), this has actually beared
up quite well. The speed of the original remains in the

cable) being available to developers for months, the con-
versionsmiths weren't able to include this. It's not really
that much of a loss (although entertaining, it wasn't the
best point of the original by any stretch of the imagina-
tion), but this could have been the perfect launch vehicle

for Saturn link-up gaming.
still, it's all very well comparing the game to the original
version. However, the point is, if you take this as a game
in its own right rather than simply comparing it to the
PlayStation version, you'll find that it's way, way better
than most current Saturn releases and while it's not
quite up there in the Rally hall of fame, it certainly has a
good go. No-one could deny that the gameplay on offer
here i a cut above the average Saturn title.

So, while you wouldn't want to own the Saturn version of
WipeOut if you already bought the PlayStation game, it
is a worthy choice for Saturn-only machine owners -
despite not being quite as perfect as the PlayStation
original.

*kkk
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MAGIC CARPET Bullfrog’s

classic 3D shoot ‘em up makes its way to Saturn!

After months and months spent deep in develop-
ment on the Saturn and PSX versions of Magic Carpet,
both have turned up in the same month, although unfor-
tunately they're not both identical. In terms of gameplay,
there’s not a bt of difference between the two , although
graphically it's Saturn owners who lose out once again,
with PlayStation owners getting the chance to lord it up

(TR
over richer colours and more detailed backgrounds. Of
course, this makes little difference to the gameplay,
which both matches up to the PC original and the
PlayStation version perfectly.

For Magic Carpet novices, the basic aim is to build up a
huge castle for yourself, then to protect it from the attack

nmen

X
"‘h

enemies, bustling Berber towns and stark, desert land-
scapes. We're still not too sure over the reasons behind
the overdone “mist” effects, - it means you can't see
what's coming until it's almost in your face - surely the

clipping couldn’t have been that bad, but graphically,
this is probably the only criticism worth noting.

BULLFROG’S SECOND SATURN ACTION GAME IS SUPERB!
MAGIC CARPET FEATURES A SUPERB DEPTH OF GAMEPLAY AND MUCH PLAYABILITY!

of other wizards. Castles can be expanded on collection
of mana - the life force which inhabits all creatures and
is spilled out once a creature is exterminated. Mana can
also be stolen from other wizards, and can be hunted

down all over each of the environments where some-
times it will just be hanging around waiting for someone
to pick it up. To id you in your quest, there are a variety
of spells to be picked up, providing you with high explo-
sive weaponry and the like to see off more persistent
enemies and also any particularly hard creatures.

Set across a considerable 75 levels (25 of which come
from the original Hidden Worlds add-on disk), the action
soon becomes incredibly frantic with enemy wizards
attacking from all directions and hordes of creatures to
steer clear of/attack, including swarms of bees, angry
trolls and lumbering apes. Consisting of a perfect mix of
strategy and mindless blasting, Magic Carpet is played
from a first-person perspective, in good-as-you-get 3D.
Graphically, this is very impressive, with huge, grotesque

In fact, all round this is both enjoyable and in-depth, and
it also has the added bonus of being a fairly original con-
cept for the Satum. There's little doubt that this will
appeal to all fans of shoot "em ups, and while it isn't in
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the class of the forthcoming Panzer Dragoon 2, it cer-
tainly matches up to the original Panzer and improves on
it with far deeper gameplay. It also has an overall objec-
tive, rather than simply providing mindless blasting
entertainment. While 75 levels of the same kind of enter-
tainment may possible be too much for some gamers,
there’s no doubting that this is an impressive and long-
lasting title, which more than makes up for the disap-
pointment of Bullfrog’s Hi-Octane.
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SATURN RPG UPDATE

SH I N I NG WISDOM Shining force

finally hits Saturn! But was it worth the wait?

There have been several Shining Wisdom titles over
the last couple of years, and almost every single one has
been of top-notch quality. However, this is the first of
their titles to appear on the Saturn, and while their 16-bit
games were fairly renowned for their innovation, their
Saturn debut is fairly disappointing when it comes to any
ground-breaking graphical effects. In fact, what's on
offer here is distinctly 16-bit, suggesting that this was
complete before the Saturn was launched and was sim-
ply ported over to the super-console as something of a
stopgap. The result isn't too bad - there's actually some
pretty in-depth RPG action going on for most of the game

REMEMBER... IT'S GAMEPLAY THAT COUNTS, NOT GRAPHICS.
A DEEP AND INVOLVED QUEST WHICH HAS BEEN GRANTED AN OFFICIAL RELEASE!

and of course, it's all played out in the inimitable Shining
Force style. And while this may be just too 16-bit for
some players, theres no denying that Climax have it
right when it it comes to the essential RPG mix.

But, and this is a fairly big but, you'd have thought that
at least some effort would have gone towards making
the result slightly more Saturn worthy than it is. Sure,
there’s a few swirly tunes to accompany the gameplay

Trev, do me a favor!
Before you go, please show
me your Acceleration skil
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Better wake up, sleepyhead,

or you'll be late for
your first day's work.
==-=—————————)

and the graphics are actually slightly better than seen in
previous titles, but you would have at least expected the
character interactions to be by voice rather than by text
screens (both would have been quite nice too). As it

stands, you may as well have got your Megadrive out
and played one of the old adventures.

still, if you're a particular fan of this series of adventures
- and let's face it, there’s plenty of people who are, then
this will no doubt cater for any RPG cravings that you
might be having. And while it may look a bit dated,
there’s no denying that Shining Wisdom holds its own
when compared to more up to date titles such as D or
Virtual Hydlide, although the gameplay centres around
epic battles and character interactions more than any
present day title. Obviously when Dark Saviour and
Story of Thor arrive it faces some slightly stiffer competi-
tion, but in the meantime, theres no reason why you
should let the appearance of this title put you off playing
what is actually one of the most entertaining RPGs avail-
able for the Saturn.
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G Ex Scraping the barrel for the next generation of
platform heroes?

Ever on the hunt for the next big thing, it's amazing
what some software houses will turn to when desperate
for anew platform hero. Let's face it - the genre has been
pretty much exhausted when it comes to suitable new
stars, but no, BMG are having none of that. Which is
obviously why they've decided to employ the talents of
Gex - gecko lizard extraordinaire. Yep, starring in his own
adventure, Gex must negotiate his way around various
platform levels, doing his lizard thing - which evidently
consists of scampering about levels and clinging to
walls. Incidentally, the only reason he's here at all is
because some mad inventor decided to suck him up into
the television, equipping him with a pair of shades in the
process. Yes, it is that sort of game.

Anyway, Gex must now find his way out of TV world, and
to do this he must discover all the remote controls hid-
den within each level. There’s many a beastie to be exter-
minated along the way many of which have an hilarious
cartoon routine. Yep, you're right again, this is all very
reminiscent of Megadrive platform adventures indeed.
However, it's not all bad news. The graphics while not
exactly impressive are of your average platforming stan-
dard, and there are plenty of levels to trawl through. But
there’s nothing much that would make you feel as
though you'd made the right decision if you'd rushed out
to buy the game, in fact, you might even feel a lttle hard
done by. Below average fare indeed.

| *k

VAI-ORA VAI-I-EY GOLF The devil has

all the best games! It’s Pebble Beach in disguise!

Hats 5
Pars 3507

Bwa-ha-ha! | am the god of hellfire and | bring you.. the devil at all. Plus, there’s only one course and every-

MARVEL COMETH...

MAX)

MAXI

MUM

Valora Valley Golf! Yep, this month the Saturn is treated
to the world’s first golf game featuring Lucifer himself!
Who would have thought - all those mild mannered old
fogies in their plus fours unsuspectingly playing side by
side with the devil! If only they knew!

Anyway, if you're thinking that this seems like one of
those “novelty” tricks employed to distract the potential
punter from the more obvious, dull gameplay on offer,
you'd be right on bingo correctomundo. Despite featur-
ing the infamous horned hoofer, this has very little to
offer in terms of an enthralling golf sim. In fact, apart
from the name and a couple of graphical references,
there’s nothing in the actual gameplay which refers to

thing gameplay-wise is very reminiscent of Pebble Beach
Golf. Suspiciously so, in fact. And that just about sums it
up really. Of course, there’s all the usual stats screens,
skins games and all the other malarkey that serves to
pad out the otherwise sparse gameplay, but this brings
nothing new to the already crowded-to-breaking-point
Saturn golf game market. Why can't someone have the
sense to either convert the original PGA series or just
stay away altogether?

>k
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SONY PLAYSTATION

After all of the hype and the initially brilliant games, the PlayStation scene has calmed down significantly, with only Acclaim managing to make
some waves this month with the impressive Alien Trilogy. At the same time, the Saturn seems to be gaining momentum with Gun Griffon and Panzer
Dragoon being two examples of incredible videogames exclusive to the system. The news of an integrated 200 Sega Saturn system must also be
making Sony nervous (they have plans to drop PlayStation to 250 by Christmas). It all comes down to software and once again Sony have the third
parties to thank: coming soon officially we should have Resident Evil and Ridge Racer Revolution... And hopefully Tekken 2 will be brought forward
from its current projected September release to join Psygnosis’ incredible Formula One this summer.

ALIEN TRILOGY

Does Acclaim’s monster PlayStation title deliver?

0ne of the most eagerly awaited videogames of the
year has been Acclaim’s Alien Trilogy, licensed from Fox
Interactive (who have the Die Hard game up and coming)
and coded by Probe. The game takes the basic premise
of Doom, adds the Alien theme to great effect and intro-
duces a variety of mission objectives - the aim being to
create game that surpasses Doom’s gameplay and
playability. Have they succeeded? Well, it depends who
you ask, as opinion on this particular game seems dis-
tinctly divided. Some say it's better than Doom because
it's Alien-based whilst others point to the still unparal-
leled playability that made id the multi-millionaires that
they are today.

Alien Trilogy puts you directly into the combat
fatigues of Ellen Ripley, the shaven ex-navigation officer
who has been chosen by the Company to investigate the
mysterious disappearance of the human colony on LV-
426. There are 33 levels in all, split into three distinct
sections (hence the Trilogy of the title) and each stage
gives you a certain mission to perform. These range from
banal tasks like blowing up barrels and (believe it or not)
turning on lights right through to all-out Alien extermi-
nation. The other sections of the game are set on
Alien3's prison planet and the “bone ship” from Alien.
The basic action involves carrying out the specified task,
shooting everything that moves and then finding (and
opening) the door that takes you back to your ship and
onto the next level.

Although the game is being compared to Doom by
everyone, its clear that the Alien graphics engine is far

PlayStation for £249

A GRAPHICALLY SUPERIOR DOOM CLONE, WITH SLIGHTLY MORE INVOLVED GAMEPLAY

closer to Kileak the Blood 2's. In an effort to generate a
more claustrophobic atmosphere than Doom (and prob-
ably to keep the frame rate up), Probe have opted for
super-detailed environs with only a limited field of vision
open to the player. The misting out effect, for the most

part, doesn't even give you full view of the room you're
in, let alone Doom’s far-as-the-eye-can-see viewpoints.
For this game though, the compromise in visibility has
paid off, meaning that when Aliens do attack, often you
are genuinely taken by surprise (with the proximity
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detectors adding to the suspense). What is disappoint-
ing are the actual Aliens themselves, which look anorex-
ic - tall and thin, not large and powerful. Sprite-scaling is
used for the meanies (as in Doom), resulting in close
range battles with vast collections of enormous pixels.

A bone worth picking at this point is the absence of
motion capture. Acclaim have been going on about how
great their motion capture studios in the States are, so
we should have expected some phenomenal in-game
sprite movement. Although adequate, this is nowhere
near to the quality of the demos Acclaim have released
and certainly not in the same league as Trilogy's FMV

tions. Probe have obviously done their research and
although some liberties have been taken with Alien con-
tinuity (Alien now occurs after Aliens and Alien3!), the
overall theme is extremely close to the Trilogy. Settings,
scenarios and Alien lore have been followed closely, with
the game effectively capturing the look and feel of the
films remarkably well. Thanks to this the game has a
background and atmosphere that takes it above Doom -
S0, yes the slogans about this being the best movie tie-
in to date are indeed justified.

But as a game, Alien Trilogy is lacking a certain some-
thing. The game pleys at a very sedate pace and it cer-
tainly isn't the hectic blasting frenzy that is Doom.
Perhaps some of the blame can be laid at the weapons
selection, which seems to lack a real feeling of power.
Also irritating is the fact that Alien Trilogy is just too
dark. It's all very well mirroring the movie like this, but
on some of the twisting corridors, it's near impossible to
see what you are doing. Shoulder Lamps can be select-
ed, but in the end MAXIMUM reached for the slightly

AN EXCELLENT VIDEOGAME TRANSLATION, DISTILLING THE BEST OF THE MOVIES,

BUT WHERE’S THIS MUCH-VAUNTED MOTION CAPTURE THEN?

(which does look motion captured). After all the hype,
watching these Aliens in motion is a bit of a let-down.

Making up for this, and increasing the atmosphere
sizeably is the superb sound. Alien purists will recognise
more of the samples as being taken directly from the
movies and the music successfully adds to the ambience
of the game. Only two sounds disappoint: FaceHuggers
run about with an almost clockwork noise, while Ripley
runs about with what sounds like high-heel shoes! The
entire aural aspect of the game is boosted by the inclu-
sion of Surround Sound mixing. Although it isn't official
ly recognised as Dolby Pro-Logic as such, putting Alien
Trilogy through such a system gives excellent results.
Even basic stereo producing an excellent effect

For an Alien fan, this game more than meets expecta-

more conventional brightness setting on the TV, which
lessened the effect when the area was slightly better lit.

Overall, despite its faults, Alien Trilogy is destined to
g0 down well with the gaming community at large. In
terms of overall polish, the game is far more impressive
than the mediocre offerings PlayStation owners have
had to put up with over the last few months, with a depth
of gameplay and audio-visual quality which is sure to
impress just about everyone who buys it. Also in its
favour is the fact that although Doom-like in appearance,
the game plays nothing like Williams’ conversion of the
seminal id classic. The basic premise may be the same
but the execution is sufficiently different enough to
ensure that this game would sit comfortably next to
Doom in your PlayStation collection.

It doesn't take a genius to figure out that the output of
truly classic PlayStation titles has dried up in recent
months (aside from Street Fighter Alpha, what five-star
games have there been for the Sony machine?) and com
pared to those titles, Alien Trilogy is by far and away the
best purchase you could make for your machine at the
moment. It also signals a reverse in trends for the
PlayStation, with a wealth of superlative titles on the
way, such as Formula One, Tekken 2, Ridge Racer
Revolution and Resident Evil. In the meantime, Alien
Trilogy is probably the best official purchase you can
make right now.
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Psygnosis Sequels

DESCENT

Interplay’s PC classic finally hits PlayStation!

T vews

Just as the conversion of Doom to the PlayStation
exceeded all preconceptions, Interplay’s Sony transla-
tion of Descent impresses on every level. Quite simply, if
Sony ever wanted a game to show off the PlayStation’s
3D and lighting capabilities, they nip over to Interplay’s
offices and grab a copy double-quick. Just as WipeOut
was responsible for the sales of several thousand
PlayStations, Descent has the initial visual-appeal to
make people stop and lean over your shoulder to see
what's going on. Better than that, though, it plays like a
dream. Descent takes place in an underground mining
system owned by the Post Terran Mineral Corporation.
Producing the ores needed to finance man’s progress
through the galaxy, the mine-world is the backbone of

new alien craft. Thus, with a 3D map as reference, the
mission is one of hitting the reactor and getting out
before it detonates - taking out as many alien craft as
necessary on the way. This being a shoot ‘em up, though,
Interplay have spiced things up with some of the most
intelligent video game aliens to grace any machine, and
running battles are not uncommon as the alien lurk
behind corners, appearing only when the player is fully
exposed. To counter these attacks, though, power-ups
including the obligatory invincibility and extra weapons
have been discarded by previous would-be heroes, and
are bolted on to the player's ship automatically.
Similarly, to bypass key areas, a Doom-esque element of
using coloured keys on like-coloured doors is added tot
he mix.

AWESOME GRAPHICS AND 360 DEGREE BLASTING MAKE THIS A HIT

the 23rd century’s economy, and an invasion of aliens
has messed up the spreadsheets of galactic financiers
all over the planet. Thus, seated within a tiny capsule
and armed to the teeth with lasers and expansion ports,
the player has been sent to clear out the thirty stages.
and get things back on track

Descent is viewed through the cockpit of the player's
hopper ship, and the tunnels wind and twist in beautiful
3D as the mines are explored. The aliens have trapped a
series of miners who are found dotted around the
labyrinthian shafts, and at the centre of each mine is an
alien reactor generating the power needed to produce
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TWO-PLAYER LINK-UP MODES ADD TO THE VALUE!

Descent’s gameplay alone makes it a worthy buy, as
the action is fast and furious, and the thirty levels
assures its lasting appeal. The mines are suitably maze-
like, too, and danger and power-ups lurk in the most
unexpected places, while escaping an exploding reactor
requires an exact memory of the level design. The icing
on this stunning cake, though, comes in the form of the
aforementioned lighting effects. If the tunnels ahead are
dark, small light tracers can be attached to the wall,
emitting an eerier glow, while sending a laser bolt into a
tunnel sees the red glow of the bolt flickering along the
uneven walls.

In short, Descent is one of the greatest games to
grace the PlayStation, and rates alongside WipeOut as
one of the best ambassadors for the machine.
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WILLIAMS CLASSICS

Ancient coin-op hit parade arrives on PlayStatia

Jumping on the Namco bandwagon, GT Interactive
have teamed up with Williams to cram six of the arcade
giant’s more memorable titles on to one PlayStation CD.
Defender, its sequel, Sinistar, Bubbles, Robotron 2084,
and Joust have all been faithfully recreated, and are per-
fect renditions of the ten-year-old coin-ops (in fact, it's
running the actual coin-op code under emulation). The
CD opens with the player approaching a Williams satel
lite where, upon entering, the games are offered for
immediate play. However, in these days of high technol-
ogy. Williams have also taken the opportunity to inter-
view the programmers of the six classics and these are

replayed in glorious FMV for extra value for money.

Of all the nostalgia packs currently vying for the
PlayStation owner's attention, Williams Arcade Greatest
Hits is definitely the best. Al of the games (bar the easi-
ly forgettable Bubbles) remain incredibly playable and
provide a super-stiff challenge that puts a great deal of
the current crop of PlayStation titles to shame. This pack
scores highly over the Namco Museum in that Williams
have picked the best of their entire range for inclusion
rather than converting across every single game they
made in their history. It's a shame that the presentation
isn't a patch on the Museum though, but in this case it is
definitely the playability of the games that shines
through. Robotron, Sinistar, Defender and Joust are a
quartet of incredible games whose playability remains
as strong as ever it was.

What this collection shows is that the art of game-cre-
ating was once a very proud tradition in the western
world, with the games “our boys” were producing easily
matching the quality of the Japanese titles of the time. A

sadly lost art, it would seem

BUBBLE
TRILOGY?

BOBBLE

Another tedious 300 port hits the PlayStation as
BMG unleash their attempt at a cutesy character on to
the Sony machine. Forget any misconceptions that Gex is
here to rival Sonic and Mario though, because this multi-
stage platformer is tedious beyond belief and serves to
irritate within mere minutes of play. A rendered intro
sequence shows our hero reclining in front of the TV,
only to be sucked in by a strange insectoid creature liv-
ing within. From here, the game becomes a mixture of
puzzle and platform genres, as Gex is lead from level to
level in search of the remote control units needed to
access the next stage. Of course, this being a TV-themed
game, the levels are thus based around horror movies
and sci-fi programmes, supplying the player with a
wealth of zombies and rockets to avoid

On the plus side, the Gex sprite is an adaptable char
acter, with the player pressing the facia buttons to whip
out his tail as an impromptu weapon or bouncing aid,
using his tongue to collect power-ups, or sticking to
walls and ceilings with his feet. In fact, Gex has access to
all the capabilities of the lizard he is based on, with the
possible exception of growing a new tail if he loses his.

The main problem with Gex is that it is all-too-familiar.
The levels are packed with hidden areas, but dull to look
at and duller to explore. Similarly, the positioning of
some of the enemy sprites makes play slow and frustrat-
ing - with unavoidable loss of ife a regular annoyance. In
short, this is just the kind of game we don't want to see
on the PlayStation. It is yesterdays news in every depart-
ment, and only goes to show the kind of games that
killed the 300’ chances of survival. So why would any-
one want to do the same to the Sony machine?

MAXIMUM
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The perfect pads?

NEED FOR SPEED

The 3DO conversion programme continues

Trying to beat Namco at their own game is never a
wise move, and returning to their wealth of 300 titles EA
prepare to pit Need For Speed against the already-
established Ridge Racer pairing. Endorsed by the US car
mag, Road and Car, Need For Speed offers the player the
use of seven top-end vehicles (and one hidden car) with
which to enter a race across five of America’s most wind-
ing tracks. Via the options screen, the cars - including a
Dodge Viper, a Porsche, and a Corvette - are shown via a
rather flash FMV sequence which details their accelera-
tion, comering and other related skills while the grainy
footage shows them in action. From here, options for
one or two-player games are unveiled, and the game
begins.

On first sight, Need For Speed resembles a more
detailed version of Ridge Racer, with the player’s chosen
car motoring along some very attractive scenery. The
clipping is particularly effective, and the backdrop detail
is slotted in well with no major gaps in the buildings or
trees. During play, four views are offered to the player,
two of which are external while the others show the
dashboard or a view akin to pushing your nose up

against the windscreen. In all cases, the acceleration bar
is shown to the top of the screen, as it the timer and the
player's position. The two player mode is effected via a
split-screen mode, with considerably less detail on the
horizon, while, conversely, this actually makes the game
run a little faster.

Where Need For Speed fails, though, is in the racing
itself. The cars feel too solid and there is never the feel-
ing of speed fans of Ridge Racer experience. Bumping
ino cars has very it effct unless a cras is planned
(wherein an admittedly superb crash sequence
ed), and it never seems as if the cars are really roaring
across America as they seem to adhere to the US speed
limits. This also means that corering and overtaking
aren't as exciting either, and basically players of this EA
effort will be feeling a real Need For Speed. Little touch-
es raise Need For Speed above other efforts - a skid
leaves marks on the road, for example - but ultimately
more people will be turning to Namco for a test drive.

[
|

ZERO

DIVIDE

for Japanese robot battler

With little to show since Raiden Project, Ocean have
been forced to import a number of PlayStation titles for
UK release. The first was the abysmal Power Serve
Tennis which is best ignored, and now they have
released a PAL version of Zoom’s ‘Tekken with Robots’,
Zero Divide. Played within the traditional raised dais
arena, Zero Divide pits eight clunky robots against each
other in a battle for supremacy. With each robot guarding
a location, the player's chosen droid is duly sent to
engage them in combat, killing them by either whittling
away their energy of pushing them into the abyss sur-
rounding the arena. But, hey, that's nothing you didn't
know anyway.

Where Zero Divide scores well, though, is that in the
design of the robotic entrants. Between them, we find a
mixture of scorpions, huge Gundam fighters, and felines,
each of which is armed to the teeth with special moves.
Similarly, the animation of the fighters is particularly
effective, and Zoom have added a handful of extra touch-
es with fallen characters clinging to the edge of the podi-
um to avoid falling, while their opponent tries to stamp
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on their fingers! Ultimately, though, Zero Divide is too
limited to rival the likes of Tekken or even the disap-
pointing Toshinden I1. The action is sluggish at times,
and the novelty of the robot characters is soon negated
as repeated play reveals that key moves render certain
robots nigh-on invincible. Buried in the code, there’s a
conversion of an old Super NES shoot "em up (for extra
value, natch), but that's not the point really, and leaves
Zero Divide as an average beat ‘em up destined to be
ignored by discerning PlayStation owners.
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WING COMMANDER Il

Is EA’s FMV Space Opera worth the wait?

The first FMv game to carry any weight, Wing
Commander 11l is one of the first of its kind to actually
offer the player any interaction. Using the said FMV
sequences as links, Wing Commander Ill is a veritable
space opera, with the player control Commander Blair
(played by the obviously less-than-busy Mark Hamill),
who has been drafted to a new base during the on-going
war against the feline Kilrathi race. The battle between
Earth and the Kilrathi has been running for years (and
through several video game systems), and things are
looking bad for the human race.

The game begins with Blair meeting Base Commander
Tolwyn (Malcolm McDowell) and his co-pilots. From here,
a number of plot paths emerge, with one of his pilots a
Kilrathi deserter called Hobbes, which in turn causes
resentment from other pilots who lost loved ones in the
war. During the FMV scenes, the player must listen for
clues, memorise mission details, and even engineer a
romance, but interaction is limited to multiple-choice
options - ie. listen to a ranting underling, or set them
straight. As such, with so little to do, it falls to the dog-
fight scenes against the Kilrathi fighters to live things up.

Ah, a slight problem

While the space battle scenes are very well realised -
seen through Blair's eyes, or from any one of several
views - the action is limited to locking on to Kilrathi fight-
ers and blowing them away. Granted, the later stages
involve planet-based missions and raids on larger ships,
but popping away with whatever weapons come to hand
is far from exciting and even fiddly to control at times.
The real surprise, however, is that the FMV sequences
actually prove to liven things up later in the game. The
plot soon gets intricate and adds intrigue to the goings-
on, and even makes surviving the space battles worth-
while to see what hzppens next. In all, a limited release,
but definitely the best FMV game for any system to date.

[ x|

NAMCO MUSEUM VOLUME 1

More coin-op nostalgia from the arcade masters!

NEON LIGHTS UP
PLAYSTATION

Reviewing Namco Museum is a tricky business.
On the one hand, this s a collection of six indisputably
classic games, three of which rank among the most influ-
ential titles in the history of videogames. On the other
hand, all the games on the disk are over ten years old,
and influential or not, they're definitely well past their
sell by date. Pole Position may have revolutionised the
racing genre in 1982, but would you really choose to play
it over Ridge Racer Revolution in 19967

Of course not. And what does this tell us? That ten years
in the videogame industry is a very long time. As lttle as
a year after each of the respective coin-ops on the
Namco Museum had been released, they had all been
superseded by other games in every department (in
most cases by their own sequels) and with Namco opting
here for a direct port of the original coin-op code, they
now look and sound positively prehistoric. What's more,
on all six titles the game mechanics are as about as
sophisticated as your average Sun crossword, meaning
that after just a few minutes play, you've seen all the
game has to offer. So, er, why exactly have we awarded
Namco Museum a very respectable three stars? Well, the

coin-ops themselves afford a gaming experience quite
unlike anything on offer today. Designed in a bygone era
where coin-ops had to meet a different set of criteria, all
the games on the Namco Museum CD are instant, fun...
and ruthless! None of the six titles really have an ending
sequence, and the only motivation for continued play is
to get as high a score as possible, which can then be
saved to memory card for impressing your mates and the
like. While this open-ended game structure provides a
refreshing change from most short lived contemporary
titles, it does however have a large drawback: repetitive-
ness. For most people the enjoyment derived from a ses-
sion on Namco Museum can be likened to eating piece of
bubblegum: initially enjoyable, but chew for any extend-
ed period of time and you'll start to feel numb.
MAXIMUM's verdict lies somewhere in between.
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PC CD-ROM

As a gaming platform, the PC is quickly becoming the most popular format i the MAXIMUM office. The reason behind this shift in taste is pretty
obvious after checking out the six-page Quake news feature on page 124 - d's latest game looks like being one of the most incredible titles yet
seen. Playing it in DeathMatch mode was enough to send two members of the team scurrying to their respective PC stockists, returning with
100MHz and 133MHz Pentiums respectively and extra memory. Not a bad result based on playing a simple pre-alpha test “demo”.

This month's reviews show that those monster PCs are going to be well-used until the full release of the new id game. The first person perspective
genre hits new heights with the release of Descent 2 and Terminator: Future Shock while new Hexen levels boost an already impressive game to

Clever Clogs

even greater heights.

Let there be no doubt - in many ways, the PC offers far superior gaming to the super-consoles...

DESCENT 2

Interplay’s PC classic spawns quality sequel!

For many pc gamers Doom (or indeed Doom 2) s still
considered the finest first person perspective blaster
ever devised. Even now, three years after its initial
release, Doom is still being championed by some as the
jewel in the PC crown, to such an extent that many hard-
core Doomsters just will not accept the possibility of a
derivative title being superior to id’s seminal classic.
When the original Descent was released it went head to
head with Doom 2, and despite the fact that the two
games offer an entirely different gaming experience,
Descent was unjustly relegated to the ‘yeah, but it's not
as good as Doom’ club. Well, now Descent is back, and in
this post-Doom/pre-Quake climate its greatness can no
longer be denied...

Descent 2 still retains the basic structure of its prede-
cessor (the story picks up where the original Descent left
off) with the player entering one of 30 different mining
complexes and navigating their way through a series of
twisting corridors and plummeting shafts in search of
keys, hostages, and ultimately, the level’s central pro-
cessing core. An army of ever-toughening artificially
intelligent robot guards block your path, and its up to
you to locate superior weapons and items to help com-
bat the marauding alien infestation.

What differentiated Descent from other first person
perspective action games was its ‘true’ 3D premise, and
naturally this makes a full return in Descent 2. From with-
in the confines of your anti-grav skimmer (aptly named
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as the Material Defender), the player rotates through a
full 360 degrees of movement, thus broadening the
capabilities of the game mechanics by allowing for trav-
elin absolutely any direction. Of course, this kind of con-
trol takes time to master, and while fans of the original
Descent will be right at home, newcomers may initially
feel a little bemused by Descent 2's complex control sys-
tem. Stick at it though, as practice makes perfect, and
once you've got the hang of thinking 3D you'll soon find
yourself intuitively zooming around Descent 2's many
skilfully designed levels whilst performing complex 360
degree manoeuvres. This extra dimension of control is

absolutely crucial to facing some of the tougher aliens
on later stages, particularly the bosses, and once you
get to grips with it, other 3D first person perspective
games seem positively limited by comparison

Upon first examination Descent 2 looks and plays
incredibly similar to its previous incarnation, and indeed
aesthetically this proves to be the case. Although the



game now includes the option for a high-res video set-
ting (as is the trend these days), on our P100 with 16
megs of ram it still ran like Ben Johnson without the
steroids, so unless you've got a PC capable of creating
life its best to give this one a miss. Back in good old low-
res mode things are a lot better, with even our lowly DX4-
100 achieving a decent frame rate. In fact, so convincing
is the sensation of momentum that after playing full
screen for a particularly heavy session, MAXIMUM start-
ed to feel the effects of motion sickness! A compliment
indeed! The Redbook CD audio music is an impressive
mixture of grunge and ambient techno, while the sound
effects are pretty much identical to the original Descent.

However, despite any initial similarities between
Descent 2 and its predecessor, after just a few goes it
soon becomes apparent that Interplay have added sev-
eral new features that significantly tweak the gameplay
and make the whole thing a much more enjoyable (and
less frustrating) experience.

For a start the game’s not as difficult as the original.
Even on the middle difficulty settings the original
Descent was incredibly hard going, and while Descent 2
is no walk in the park, at least it's now actually possible.

IMPROVED GAMEPLAY MECHANICS AND DIFFICULTY LEVEL IN THIS TOP SEQUEL
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The blue energy globes are in more abundance, and the
inclusion of a brilliant energy transfer device enables
you to convert surplus laser energy into shield power
when you most need it - very handy indeed. The enemy
robots are as cunning as every though, with even the
most basic opponents popping out from behind walls to
fire at you before ducking back in! Fortunately, in order
to combat these devious droids Interplay have gener-
ously upped your weapon allowance, with Descent 2's
awesome ordinance including such utensils of destruc-
tion as the Gauss Cannon (a heavier version of the vulcan
cannon), Helix Cannon (a spreadfire upgrade), and the
unfeasibly powerful Omega Cannon. There's also a wider
range of missiles and proximity bombs to choose from, a
headlight to illuminate any darkened areas (though
MAXIMUM prefers the use of flares), as well as a turbo
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charged afterburner for all your hasty tactical pursuit or
retreating needs.

The levels in Descent 2 are of an equally high stan-
dard, with atmospheric textures and lighting perfectly
complimenting the 30 stages' ingenious structural
design. Interplay have once again made good use of
Descent’s fully 30 premise, and you really are forced to
think in terms of the vertical as well as the horizontal if
you want to get ahead. To help you navigate your way
though the many complex levels (the cluttered 3D wire
frame map is still pretty useless) Descent 2 sees the
introduction of a robotic companion called the ‘guide-
bot’, who can be commanded to lead the player to both
power-ups, key cards and level reactors at the press of a
button.

All of these new features go to make Descent 2 a
much more fluent one player experience than the
stop/start structure of the original, although the com-
plex enemy Al and high difficulty level still keeps the pro-
ceedings at a mere canter when compared to Doom’s
gallop. And although Descent 2 tries to operate a life
system similar to Dark Forces, the in-game auto save
option renders this redundant (after all, who wants to

SATISFYING MULTI-PLAYER BLASTER!

DUKE NUKEM 3D

start at the beginning of the level with no weapons when
they can just reload their last position?).

However, where Descent 2 really comes into its own is
in its multiplayer mode. Provided you can find the hard-
ware (or have a modem) up to eight players can compete

i in an open entry tourna- MAXIM

ment for some quite stupendous 3D blastfests. It was
Descent’s multiplayer mode that made it the most
played game on the internet over the last six months
(next to Command and Conquer) and Descent 2 looks set
to follow in its footsteps.

Overall, while Descent 2 is not that significant a leap
over its predecessor (then again, neither was Doom 2) ,
Interplay have taken the time to listen to the criticisms
levelled at the first game, and have a crafted a brilliant
sequel with enough new features and levels to warrant
purchase to both fans of the original and newcomers
alike.
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HEXEN: DEATH OF THE DARK

CITADEI- An excellent expansion pack

Hexen: Beyond teretic received the full Extended
Play treatment in issue #2, where we concluded that it
was indeed the greatest first person perspective hack
‘em up yet seen on any platform, warranting it the covet-
ed accolade of MAXIMUM Game of the Month. Up until
the recent arrival of the Quake demo and Heretic:
Shadow of the Serpent Riders, Hexen was the most
played PC game in the office, and now it looks set to
reclaim its crown with this latest release from GT inter-
active.

Death Kings of the Dark Citadel is an extension pack
for Hexen that provides two brilliant features in one
Firstly, those game gurus at id and Raven have dug deep
into their collective warped consciousness to bring you
20 all-new expertly designed levels that will push even
the best Hexen players to their very limits. Secondly, and
more importantly, Raven have also added a patch to
update the main Hexen game engine to allow for eight
players to compete simultaneously in an unparalleled
DeathMatch frag frenzy!

But first, the plot. At the end of Hexen, the three brave
warriors of Cronos (Baratus, Parias and Daedolon)
defeated the second of the three serpent riders, Korax,
inside his personal chambers, and obtained the source

expertly designed with an incredible eye for detail. The
forest and swamp stages look and feel convincingly
organic, while the actual Death King’s citadel itself is a
vast and complex castle of twisted metal corridors and
looming stone halls. These levels not only look exquis-
ite, but play brilliantly, with more cunning traps and
monster encounters than previously thought possible!
As a single player quest, playing on the hardest but one
difficulty setting (as MAXIMUM recommends) these
episodes should provide a challenge for even the most
skilful Hexen players.

While Hexen was superior to Heretic in almost every
respect, it did lack something in the DeathMatch depart
ment. Hexen's emphasis on close combat battles did not
translate well into multiplayer action (after all, how
many Doom duels are fought with fists and chainsaws?)

20 NEW LEVELS AWAIT TRUE HEXEN MASTERS!

A SUPERLATIVE ADD-ON LEVEL COLLECTION FOR ALL HEXEN ENTHUSIASTS!

of Korax's tremendous power: the Chaos Sphere. This
latest episode takes over where Hexen left off, where
upon grasping the Chaos Sphere our heroes find them-
selves suddenly transported to the Realm of the Dead
where the Sphere is powerless and the forces of Chaos
run amok. Your mission is simple: escape this unholy,
evil world and return to the land of the living in time for
your mug of meed down the Dragon’s Giblet. This
involves a long and treacherous journey through the
blighted wilderness of the Realm of The Dead, before
finally laying siege to the mighty Citadel of the Death
Kings. Only in their destruction will the true passage to
freedom be revealed.

The 20 extra levels adopt the form of three full
episodes, complete with new textures and hidden
stages. In true Hexen fashion each episode is based
around a central hub that then leads off to several sub
levels. For example, to summon the exit on the first
episode you must collect five jewels located around the
various sub levels and then insert them into a large plate
in the centre of the main hub. This makes for a much
more involved and less linear gaming experience, with
the emphasis being as much on exploration as on com
bat. Well, almost.

The level themselves are works of art, with each one
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. Thankfully, in the face of eight player slugfests like
Duke Nukem 3D, Raven have taken this opportunity to
update Hexen's multiplayer mode to allow for twice as
many DeathMatch opponents - provided you have a
modem or are connected to a network. What's more,
some of the levels themselves have been designed
specifically for DeathMatch, and these really enhance
the multiplayer experience.

With the whole package priced at under 20 quid, it's
an attractive proposition. If you're in a position to make
the most of the extra multiplayer options, we would rec-
ommend this expansion pack to you without hesitation.
However, if you're not, consider whether you're a big
enough Hexen fan to really want to pay a pound a level,
no matter how brilliant they are.

=
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TERMINATOR: FUTURE SHOCK

Believe the hype - this is superb

Terminator: Future Shock is yet another entry into the
overcrowded Doom wannabe brigade, and as much as
we hate to put a strain on our PC readers’ bank balances,
its pretty damn good too.

Firstly, Future Shock looks and sounds the business.
Bethesda’s much hyped graphics engine creates a dark
and moody world of derelict post-nuclear landscapes
and claustrophobic corridors. The robots all animate
smoothly, and thanks to the polygon environment the
game is able to impressively convey the sheer over
whelming size of your opponents. The music and sounds
are straight out of the movie and greatly add to the
oppressive atmosphere of doom and despair.

Secondly, while the basic structure of the game is
indeed Doom style blasting, the varied mission objec-
tives and player controlled vehicles (you get to drive a

jeep and fly an HK) really add to the experience. The lev-
els themselves are absolutely huge (about four or five
times the size of your average Doom level) and create
the most tangible and involving environments yet seen
ina 30 blaster. The story line is also in concordance with
the two movies, with the player receiving orders direct
from a certain John Conner.

Thirdly, the control of Future Shock is a revelation.
Using the mouse to aim and the keyboard to move
allows for precision control, and whilst it takes a bit or
practice to get used to, once you've mastered it you'll
never look back.

Finally, the range of collectible ordinance and ene-
mies is quite superb. Your basic weapon is a heavy
machine gun and you can tool up with a variety of both
urban and futuristic weapons to tackle the army of dead-

ly machines that stand in your way. Also, almost any-
thing in the Future Shock environment can be destroyed,
including cars and furniture,.

The only real criticism we can levy at Future Shock is
that, like Dark Forces, it is solely a one-player experi-
ence, with no real incentive to replay the missions once
completed, and although the vast levels hide innumer-
able secrets, they're also easy to get lost in.
Regardless, Future Shock is a slick, professional blaster
that sets new standards in the movie to game license
wars, and offers an immense challenge to first person
perspective action fans who can pull themself away from
Doom for long enough to give it a chance.
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BAD MOJO

Acclaim’s intriguing cockroach simulator

The Kafkaesque premise of this surreal interactive
adventure sees the player in control of a cursed human
turned cockroach who crawls around a seedy restau-
rant/appartment building in the hope of discovering an
antidote to his unfortunate predicament.

Bad Mojo takes the form of six large ‘levels’ (all dif-
ferent areas of the house), each comprising a landscape
of connected flip-screen enivronments viewed from a top

P'LL BE BACK!

The la

alafornia’s Univeral
Studios is Terminator 2 - 30:
Battle Across Time. This 10
minute 30 action extrava:

ganza re-unites director

James Cameron with Armold

gl b . Schwarzenegger, reprising
down persepctive, in which our insectile hero scuttles  photo-realistic backgrounds, while the FMV scenes are e sl
around controlled by the cursor keys. Your objective in o an acceptable quality (even if the main star does look Terminator with a heart of
each of these levels is to simply find the exit to the next  like Jim Carey's ugly twin brother). The accompanying gold. The short film is said

house area, though ultimately you are searching for an
answer to the bigger question: what the hell is going on?

The gameplay in Bad Mojo is predictably rather limit-
ed - after all, how much can a household cockroach
actually do? You just move your roach around the house,
occasionally pushing a few items to solve puzzles , but
action-wise that's about as exciting as it gets.

Fortunately, action is not where Bad Mojo's appeal
lies. As you explore the various locations you trigger a
montage of flashback FMV sequences, cleverly blended
into the background (an old photo will come to life for
example) and what begins as an excercise in limited
game mechanics slowly turns into a strangely engross-
ing adventure. Within the building lies the truth behind
the identity and history of these characters, and only by
observing the many clues can you piece together the jig-
saw puzzle of a shattered family, and come to revoke
your curse (or rather blessing).

Bad Mojo looks great, with horribly realistic anima-
tion on your roach as he skitters across Super VGA

sound effects and music aren't bad either, and con-
tribute significantly towards creating a tangibly eery
atmosphere.

The main problem with Bad Mojo lies with it's pace.
Though unique, the explore and observe gameplay
proved to be just too sedate for the MAXIMUM team, and
we soon found ourselves itching for another session on
Descent 2. What's more a serious question is raised over
the game’s longevity, as most players will have seen all
that Bad Mojo has to offer in a matter of days. Still, it
does feature some visceral sequences of deleriously bad
taste (like dropping a carton of razer blades on a rat!)
and, like we have mentioned, there is an element of fas-
cination both in the story and visuals, but whether this is
enough to jusitfy the asking price depends on how much
you feel like being a cockroach.
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mages on several vast
screens (23 feet by 5o feet
surrounding visitors with

picture and sound. Cameron
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THE NEXT FINE ISSUE OF

letail on the characters we'
ed this mofith. That being the case,
ready yourself for the ulf il

based coverage. Full descriptions a

move lists are duly promised as th
untouchable MAXIMUM Tekken 2
actiyities continue.

For months now we h, n build-
ing up the innovati m title
that is Resident Evil person
perspective advent iolent,
horrific overtones, Evil is
out in Japan next month has been
signed up by Virgin Interactive for its
European debut. MAXIMUM goes in-
depth on this essential addition to
your PlayStation library in what could
well be one of our greatest Extended
Plays to date.

One of the highlights of the AOU
Show will (hopefully) arrive for the
Extended Play treatment. Ready
yourself for Street Fighter Alpha 2...

MAXIMUM ISSUE #6,
OUT APRIL 27, PRICE
£3.50
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“Actua Soccer'is the most

playable and realistic footy release

on the PlayStation - and therefore

thi nakes it’s 32 bit peers
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“This is a perfect blend of s
graphics and involving gameplay.
Technically excellent and deci edly
playable. Actua Soccer
delivers the lot”
OFFICIAL PLAYSTATION
MAGAZINE e

“The greatest Plaj ion/football
game to date...”
APLAYSTATION PL
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sim M Realtime motion captured top
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there’s nothing virtual about actua
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