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to freak out over all the latest games!

TOTAUNACOMPUTER ANDVIDEDIGANES N

'd like to describe this month good time to duck out of this amazing
“ as the calm before the storm scene!

- just a few weeks before E3, We have no singular image on the
and all that. But nothing could be fur- cover this month, because qualifying
ther from the truth! You wouldn’t any of the featured games as more
believe the excitement sur- significant than another would be a

rounding the games we've crime (Felicia is there just because TEKKEN 2 T
seen this month. Despite she looks cool). We've had a couple
of criticisms about the way we're
b2

being fairly low key, ECTS held
some cool prizes — namely the doing things here at CVG, as you
can read for yourself. We're

revised Dungeon Keeper from
hurt, but still believe

Bullfrog (page 52), and Core’s
spectacular Tomb Raider (see we're doing the best for
you. Everyone else:

Hot New Games section).
Thanks for your continu-

Aside from those, who can | :
fail to be totally floored by 3 ing support. We're working

hard, as always, to make
COURSE the mighty Tekken 2. And

Quake, Mario 64, or OF | =z o
; the mag even better! — =
we're STILL playing VF2. Now is not a Until after E3... el TOMB RAIDER g

Thanks Sony and Namco for a slick UK con-
version of Ridge Racer Revolution. While not
as complete as the work AMZ2 carried out on
their own Sega Rally — which has full

speed and no borders — RRR still

plays exactly the same as its

NTSC equivalent. The small bor-

ders are hardly noticeable.

SMACK IN THE FACE?

Say it ain’t so! First your phone
calls, then [he prm}f in our hands
that the PAL system version of
X-Men: Childr en of the Atom is,

in a word, disappointing. Like it has
large borders top and bottom, and
runs slower than the NTSC original.
Hence the re-review (see page 90).
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G exists in a seperate dimension - inaccessible and therefore
of touch with what you really think, right? Bull Clackers!

First of all | wish both to thank you
S and commend you on such an
excellent magazine, one which |
have read without fail for the last 8 years.
Your new look is both refreshing and informa-
tive. And extremely colourful.
Chris Hill (alias), Cambridgeshire

L B B B I NN N N N NN NNENNNNNN]

Oh dear, oh dear. What have you
— done? Although | applaud the idea
| of an image change, why have you
taken a step back? For a start your pages
have become more cluttered, and dare | say
It less informative. | see no need for all the
bells and whistles. Why use up valuable
space with hundreds of tiny screen-shots,
| coupled with pointless captions, when you
could have more room for an in-depth analy-
sis of the game?
The new presentation does not focus the
eye to any point of any page, it's just a
mish-mash of coloured boxes. Take a leaf
| out of EDGE’'s book and see how to present
| a magazine.
| Now to the new scoring system. Yes, | agree
| — percentages are an inaccurate and abused
system. But marks out of five represent
| jumps of 20%. Why not use marks of ten (giv-
ing jumps of 10%) which, whilst informative,
does not allow for the marginal few marks
either way.
| | am not in any way criticising your coverage
or knowledge of games. | just think you've
got a bit over excited.
One last point: the letters page is now practi-
cally useless, providing answers in an
unoriginal YOB fashion. Sadly, CVG, you have
just lost a loyal 4-year reader to EDGE. Ciao.
It was nice reading you.
Tom Hughes, Wallingford

Have to write to compliment you on
G the absolutely excellent new format
— very impressive, love the new rat-
ing system (great concept — makes much
more sense) and the FreePlay section is bril-
liant. Make sure you give Resident Evil a High
Five cause it bleed'in well deserves it! Keep
up the excellent work — without doubt the best
games mag in the Universe!
Joules xx

LB B B N B N N ENENEENEENSESD-NEHNNENNESENRNNENENNDNTHN]
| have just bought May's edition of
— your mag and | must say | like the
changes, especially the score sys-
tem. | have read your mag since issue 1 — yes
| am drawing a pension!
Steve Skinner, Bedfordshire

LA B B BB N B O B O N N N NN N N NN N NNNNNNN:
First of all I'd like to congratu-
N late you on your new style maga-
zine. It's colourful, funny, and
packed with info.
Gavin B, Scotland

LE R N NN ENNENNENERNENEENE N NN NNENENNNEREN

| am writing to ask who the sad

. person was who invented the

High Five ratings was, and also to

say | will be cancelling my subscription
unless you change it back to percentages.
But | must thank you as you have finally got
the right balance between PC reviews and
PS/ Saturn reviews. | hope you're really
sorry for the trouble you have caused, and
are going to compensate every reader who
has moaned at you. (A Saturn would be
nicelll) Lastly | would like to say the FreePlay
magazine is a good idea.

Somebody, Solihull

THANKS TO EVERYONE WHO WROTE IN!
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your neck stand on end!
Whenever the High Five is lit, you
know this game is essential.

Outstanding quality. Only minor limitations prevent this
game from being an all-round ‘must have’. Among the
best money can buy for your machine.

These games may not be innovative, or fall into every-
body’s notion of ideal. They are either well produced
examples of common concepts, or slightly flawed work-
ings of originality. But they are definitely worth looking at.

There's something fundamentally wrong with the
mechanics, or the presentation lets the game down (ie
it's in a foreign language). Could still keep some people
happy, but we can't wholeheartedly recommend it.

An all-round loser: We're depressed by it. The company
responsible are embarrassed by it. And you could really
get by a lot better without it.

PAUL DAVIES
" t must be his age, or

- maybe his mental age

(not sure which) but
Paul l'ﬂﬂd'lﬂd a crucial turning
point in his life this month.

£ - e | There was every chance that

he wnuld leave CVG for good at one stage.
Become a Museum curator or somesuch. But
when it came to that crossroads, he just broke
right down and swore that YES he would be play-
Ing video games for the rest of his natural life.

Current Favourite Games:

JLAICEE TOM GUISE

e're getting con-
. cerned about Tom’s
sideburns now. Yes,
they have been ignored pre-
viously but - as you can no
: doubt see - this cannot be
the situatlun any longer. Our offices are bad
for static as a rule, and electricity conducted
through Guise’s facial hair has become a prob-
lem. We need your signatures on a petition to
have them removed.

Current Favourite Games: |

ART EDITOR RN RIS

on’'t talk about

games! That's work!

We're HERE [usually
the chippy]. That's WORK.”
If you see Tom Cox in the
street, whatever you do,
don’t mention v-i-d-e-0 g-a-m-e-s. He'll rip
your head off and play football with it! And
don’t ask him to eat chicken either. He don’t
eat chicken. Talk about heavy metal instead.
He’'ll like that.

Current Favourite Games: Wipeout

STAFF WRITER ED [_DHAS
i unny thing this:
Edgar says he does-
n't like beat 'em ups,
yet they're the only games
he plays? There can be two
- : possible reasons for this.
Humhar ﬂna. Fighting games by design are
ripe for the picking of untold secrets and
player tips. Case in point: Tekken 2. Ed didn’t
s0 much play the game this month as plunder
it! Number Two: Ed is talking out of his bum.

Euur,nt me:rttl G- ames: M

m JAIME SMITH

his is a second
attempt at Jaime’'s

| ~ biog. The first wasn't
> & funny enough. In this version,
Jaime wanders around
Southend waving a rubber
chicken about his head, crushing brazil nuts with
his butt cheeks. He's also cultivated a large boil
at the nape of his neck, and goes around saying
“Look a'dat. S’orrible innit”. Parp!

Current Favourite Games: Tohi

SKIVVY

PHIL DAWSON

ompletely oblivious

to his actual state of

being, Phil - to him-
self a debonair, smooth-talk-
ing individual with an eye on

i1 vogue - has been walking

around with hI:. hum hanging out, and earned
the title “Chimpanzi Mans”. Why the strange
name? Well, it was something Phil was writing
for an article on hair styles. Don’'t ask why.

Current Favourite Games: sF4 |




THE COLOUR GAMEBOY IS COMING!

NEWS

[ coLour GAME BoY pETAILS]

Last month we heard rumour of a Colour

Game Boy from Nintendo. This month we have

hard facts to support that story. As revealed
in weekly trade paper CTW, the project is
codenamed Atlantis, and is based on technol-
ogy created by Advanced RISC Machines
(ARM), based in Cambridge — England! We
contacted ARM, where a spokesman could
neither confirm or deny the rumour of a 32-bit
RISC Nintendo portable. He did, however,

acknowledge that theirs was the only technolo-

long battery life. While ARM technology does
not allow the fastest microcontrollers in the
world, they have the best speed to price ratio
(200 mhz clock speed = $49), and the best
speed-to-power consumption ratio. Essentially
meaning that a 32-bit portable can now dis-
play complex, full-colour graphics routines,
incorporating smooth gameplay with over 30
hours of battery life! Another major clue is
that the company’'s ARM7100 microcontroller
design incorporates LCD controllers. So yes,

@ “The ARM7100

is a high-
integration

microcontroller

gy in the world that would support such a
thing — given that Nintendo need to maintain
their reputation for portability, low cost, and

the Colour Game Boy/ Project Atlantis is
under development. Hopefully E3 will be where
we get to find out all about it.

particularly well
suited for PDAs,
smart mobile
phones, handheld
games, portable
instruments and
similar applica-
tions”
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MARIO RPG NOT
COMING OUT!

*a.r-.f .

) *{ - EA'

[MARIO 64 c&us

We now know why Nintendo were able to produce such
an amazing-looking title as Super Mario 64 in such a
short space of time. It's through the professional
assistance of development tool providers, Nichimen
Graphics Incorporated. Nichimen Inc pioneered the
kind of models used in SMé&4, right down to the
strange malleable state of Mario's face on the title
screen — where players can pinch Mario’'s

nose and move it around, or tweak the peak Q
of his plumbers cap. This month Nichimen's
involvement went public, and has meant :
that the company is confirmed to be {
involved with a number of future projects.

Their N.World suite of computer graphics

products are being shipped to all autho-

rized Nintendo 64 devlopers and

licensees. Now everybody involved can

cut development time by almost a third -
Nichimen's tools are that important.

' ,.-'t'."' Il"'-t-
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Yep, you read it correctly. THE Games —
Nintendo’s exclusive distributor in the UK —

have released a press statement confirming

that Super Mario RPG will not be released
on PAL format. The reason for this bizarre
move is currently unknown, although it may
have something to do with the game's cre-

ators, Squaresoft, move to develop software

MORE OLD TAT!

As the retro-games onslaught continues
(check out our increased size Computer
Cabin this month!), yet more classic
games are set to return. System 3 have
announced that they're going to release
PC CD-ROM and PlayStation versions of
International Karate and The Last Ninja,
with the latter including all the features of
the complete Last Ninja series. Whether
these updates will include ‘perfect’ original
versions too, is unknown, but we hope IK's
music makes it into the game intact. Both
games are set for release early next year.

for PlayStation. We can only speculate. The
fact remains though, one of the hottest
Super NES games we've ever seen, one that
we've been covering intently since its
Japanese release a few months back, won't
be coming out over here. And to think we
were complaining about it being called
Koopa Kapers over here...

IMTrRMAYIOMBML EABRATE B L?B6 °




[| SONY EMBARRASSED AT PLAYSTATION EXPO 18

Sony Computer Entertainment suf-
fered something of a humilation at
the recent PlayStation Expo. It all
followed after Kenji Eno, president
of Japanese software house Warp,
invited a select few to a private pre-
sentation of his company’s game EO
(Enemy Zero). After an incredible
demonstration of this original CG
adventure, the onscreen PlayStation
logo slowly morphed into a Saturn
logo! At this point Kenji Eno
announced that his awesome pro-
ject was in fact being planned for
release exclusively on Saturn this
summer. As for PlayStation, that ver-
sion is now postponed for an unde-
termined period in Japan - a tragedy
considering the enormous popularity
of Warp in that country. Reasons for
this shock announcement were stat-
ed as being that SCE Japan place
too many restrictions on Warp, with
fixed numbers of games having to
be delivered, and all marketing
plans checked by SCE. The presi-
dent also identified a feeling of mis-
trust between SCE and Warp, which
Is not an ideal climate in which to
produce the best games — for most
developers their software is like
their child. There is one glimmer of
hope, however: apparently Sony's
policies are different in Europe and
the USA, and a confidante of Mr Eno
hinted that EO would be available on
both Saturn and PlayStation in

those territories.

FOOTBALL AT WEMBLEY 1S

ut with ‘Coca-Cola’ it could be

rnu very few mere mortals
are blessed with the honour of
touching the hallowed turf of
Wembley. However Coca-Cola,
who support the game from
grassroots to the World Cup,
can make it happen: but for real
fans only.
Yes, YOU can experience the thrill of
Wembley as CVG offers you the ulti-
mate in footballing access: a guided
tour of Wembley Stadium with one of
the Euro 96™ England Players!
You will be shown the players' chang-
ing rooms, the police control room,
the media room where stories are
flashed all over the world, and the
historic trophy room. Then walk down
through the players tunnel, onto the
pitch to the immortalising cheer of
the crowds. After that we invite you
to have a knock about with one of
England’s most promising young
recruits.
We've also got a sports bag full of
football gear for you to take home
including a football, t-shirt and
sports bottle.
With a prize so cool as this, there
can be only one winner. Still we've
arranged it so that five runners up
will receive a football and T-shirt. Are
we good to you, or what!

Warp are best imawn fqn'their game “D no Shokutaku"
-mieasadbrAMaiminmeweatas D. Their new
- game EO comprises of 50% Computer Graphics
sequences, mﬂﬁﬁ% pure action. In D that balance is
- weighed much heavier on the CG side of things, and
~ was duly criticised because of it. Once again the cen-
tral character is Laura Luis — Warp consider her as an
~ actress of sorts. The action takes place onboard a
spaﬂeahip, and finds Laura trying to track down some
unseen monster (the Enemy Zero) which has murdered
her boyfrie nd. lea_ﬂ, same of the scenes are quite
- gruesome - in the introductory demo, heads are seen

rolling across the ﬂmﬂ Uhfﬁrtunatety we don't have
~ room to go into detaﬂ so we'll have more for you
next month.

g

T EO promises an atmosphere as
terrifying as that of D.

! )
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FOR A CHOSEN FEW-

HOW TO WIN:

Tell us which team won this year's
Coca-Cola Cup Final, and you and a par-
ent or guardian are there! Answers on
a postcard to CVG/ Coca-Cola, Emap
Images, Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU.

i
Terms and conditions: Closing date is
June 21st. Winners will be chosen at
random, and all decisions are final.
Winners will be notified by post.

AT FOOTBALL. SLEEP FOO1 _ DRINK f f



© THE ENTIRE GAMING WORLD ANTICIPATES E3

he ACME (American Coin Machine
Expo) report last month kicked off
a continuing series of US reports,

| written exclusively for CVG by Slasher
- Quan. He’s agreed to keep CVG readers
| informed about what’s up and coming

" from the USA, and as E3 is one of the

ik most important events in the world’s
* videogaming calendar, this is his report.

| E3 PREVIEW By Stasher Quan

& Just around the corner is the E3 show in Los Angeles
8 May 16-18. This should be the biggest videogame con-

vention in US gaming history, because not only will Sony
o and Sega unveil their second generation of software,
= Nintendo will roll out the Nintendo 64 in anticipation of

& the (alleged) September 30th release. Lets run down the
N biggest names and games that will grace the show floor.

NINTENDO

© N64 PRESENTED TO WESTERN WORLD AT LAST!
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" Of course the majority of the Nintendo 64 line-up is no

. longer a secret, having been previewed at Shoshinkai last

November. Difference is, they will all (allegedly, again) be
» playable instead of running on blurry videotape demos.
= Only a handful of previously unviewable games are

" rumoured to be at the show, such as Acclaims Turok: The

Dinosaur Hunter,
and a top-secret
game from Virgin
said to be enti-
tled Stacker. But
the biggest is the
long-awaited
Killer Instinct 64
(working title).
According to
sources, K64 will
NOT be a straight
translation of the
Kl 2 arcade game,
but will include
new features such
as added characters and added moves. The backgrounds

A Kl 2 for the SNES could be
the ‘surprise’ of the show.

= will all supposedly be in realtime 3D. Will the game fit in
= a 64 meg cartridge? Sources claim some unbelievable

compression ratios, which would pack the hundreds-of-

& megabytes-worth of animation all into the tiny 64 megabit
= (8 megabyte) allotted cart size. But my view is just that -
':- unbelievable. Though the court system might suppose the

_& opposite, | am going to predict Nintendo guilty of exagger-
= ating its animation compression routines until proven

' innocent. Then again, Nintendo has pulled some miracles
8 out of its hat before. By the way, despite numerous

rumours to the contrary, Nintendo continues to deny plans
= to bring KI 2 to the

Super NES, much
like the original
Kl1 conversion.

Acclaim’'s Turok: The Dinosaur

Hunter is looking pretty cool!

A Night Warriors is proving to
American gamers how the
Saturn is a cool piece of kit!

A Raxel vs Tokio in the arcade
version of Fighting Vipers.
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SEGA

© SATURN PRICE CUT FOR THE US, PLUS NIGHTS!

[

Sega's biggest weapon in the US 32-bit war has to be,
no not Sonic, but good ol dollar $Signs. Sega is said to
be dropping the price of Saturn to $149 effective the first
day of E3 (it currently stands at $249). In Japan Saturn
is already down to the equivalent of US $199. (According
to reports the lower price has led to Sega gaining a SIG-
NIFICANT current-sales lead over Sony in Japan.) But
Japan’'s lower price is for the new white Saturn, which
has been somewhat streamlined and has lost minor com:
ponents such as a LED light. Will the supposed $199 US
price be for the current Saturn or the white Saturn? Time
and an E3 press conference will tell. For you guys in the
Kingdom, it's only
natural to assume
your price IS on
the way down too.
And if you're curk-
ous about how
Sega is faring in
the States, before
the holidays Sony
was outselling
Sega by anywhere
from 2-5 to 1, but
due to a major
dearth of any new
PS games other
than Resident Evil
and the popularity
of a few key Saturn titles such as NightWarriors and
Virtua Fighter 2, Sega has seemed to regain some lost
ground in the past few months.

A A new $149 price-point is
rumoured for the Saturn at E3!

|

A Sonic Team’s breathtaking Nights - Sega’s
mindblowing flagship title for E3. Or is it...?

On the software side,
SegaSonic will be a
big weapon, with two
new games rumoured
on E3 display featur-
ing the famous blue
hog: a 3D adventure
game for Saturn, and
a traditional 2D Sonic
4 sequel for the
Genesis. My ultimate
dream is a 2D Sonic for Saturn, but alas, everyone seems
to hate 32-bit 2D, damnit. Also on the way from Sega for
Saturn are King of Fighters '95 (yes, including the data car-
tridge just like the J.import version), Fighting Vipers, and
supposedly both Virtua Fighter Kids and Sonic The Fighters.
With the Sega/SNK deal secure, Samurai Shodown 3 and
Fatal Fury Real
Bout should also
be naturals. The
Japanese 3D sen-
sation Nighis, fea-
turing 3D textures
which look far
superior to Mario
64 judging by the
initial screenshots,
should also be on
display.
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CAPCOM

© RESIDENT EVIL 2 & STREET FIGHTER ALPHA 2!
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© PLAYSTATION WELCOMES CRASH BANDICOOT

[

SONY [

1|

As the initial aggressor in the price war, Sony is guaran- Capcom recently held a press conference in Japan to
teed to try and match any move Sega makes as closely publicly announce a few key new consumer titles,

as possible. In Japan, the comparison is this: a stripped including Breath of Fire 3, Mega Man 8, and Mega Man
down white Saturn for $199 with one controller and no X4, all for PlayStation and Saturn. Also announced were
game, vs. a dualcontroller, free memory card (but also no plans for Bio Hazard 2 (a.k.a. Resident Evil 2) for

game) PlayStation pack for $249. On the software side, PlayStation. No word yet on whether the original Bio

Sony's biggee for the show will be Crash Bandicoot, a
3D game which supposedly packs
the best graphic environment r
ever and features an all-new

mascot character. Other games “4
scheduled for PlayStation display

at the big show include )
Wipeout 2, Demolition Derby ¥ 4_/
2, Motor Toon 2, Warhawk #
2, Tenka, F-1, Mickey Mania,
and Jumping Flash 2.
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00.58:737 el L LR : .rf_'.-',-": Here’s a quick rundown of the rest of the majors:
00205553 § . L 0 £ O B F=teae Namco should be readying the US PS versions of
' ' B Tekken 2 and Ridge Racer Revolution for fall releases,
' ' waamil with Soul Edge before the end of the year...SNK is
rumoured to be developing King of Fighters '95, Fatal
Fury Real Bout, and Samurai Shodown 3 for PlayStation,
but their already-actualized relationship with Sega might
impact the PS versions...Konami should have 32-bit ver-
sions of Track & Field in Atlanta, Castlevania: The
Bloodletting, and Speed King (a 360-degree rotational,

motion sickness-inducing Japanese arcade racing game)

A Motor Toon GP2 was available to play at the on E3 display...Acclaim should muscle in with home ver-

recent ECTS. It's pretty funky by all accounts. sions of NBA Jam Extreme, its new arcade game featur-
ing 3D texture-mapped polygons instead of the tradition-

digitised characters from original Jam...Williams will
probably have early versions of both War Gods and NBA
Hangtime, its own Jam follow up...and Interplay’s got
Reloaded raring to go for PlayStation. Cant wait! Well
things are pretty tight-lipped among the US companies
but this is the buzz at the moment, we’'ll probably be in
for some surprises at the E3. (Would life in videogames
be any fun without them?) See you in L.A., or if not, see
you next month with a report from the show floor!

SLASHER QUAN

sc AT wepEs i § 000 Y

WE % 9 RFK

Hazard will surface for Saturn, much less the sequel.
Finally Capcom disclosed the existence of the mysteri-
ously-entitled Super Street Fighter Zero (Alpha) for the

—

at work on the action/RPG Werewolf and run-and-gun
title Major Damage (which owes some of its inspiration
to Gunstar Heroes, a good sign). Both are slated for 3rd
Quarter '96 releases in the US.

4§? cececcccscscssscesecessssssssececes

OTHER VIPs

© NAMCO. SNK. KONAMI. ACCLAIM. WILLIAMS
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A As with the Motor Toon GP1, all the cars
behave like rubber. Weird, but sort of fun.

TOM G BRCOMZIREEC oM TN

A We're told that Konami have big hopes for

International Track & Field. Quite right too! A Dazzling sword action in
Namco’'s Soul Edge.

-i E

A The Japanese import version of Jumping Flash 2 A All hail the War Gods, you
is featured in the Hot New Games section. weak pathetic fools! Grah-Hah!
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A cashcard, an Olympic compelition, money off music and entertainment: even your mother will like the new Midland Livecash deal. Find oul
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lLivecash is available to 11-15 year olds. Livecash cards are available to 135-15 year olds.



ISLE OF MAN TT!
Following the success of the AM3 arcade racing
= game, Sega have paid out a six-figure sponsorship
. deal to create their own motorcycle team — with the
intention of winning the Isle Of Man TT!
- Team Sega Suzuki will enter two GSXR-750T bikes —

capable of up to 170 mph - in the race, complete
with customised Sega liveries. By all accounts, the

team stands an extremely good chance of winning,
S TO S 0 S with lead rider Jim Moodie already a four times win-
ner of the Isle Of Man TT. Better still, the second

ega Of Japan have announced they intend to use Toshiba miniature memory cards in their Erzﬁisﬁdﬁﬁqgkh:::nﬁggligdtr:r:?:ﬁ:t:‘sgr?:'tﬁ:aaﬁual
ﬂr':vn products. Developed for use in items such as personal organisers and digital cameras, Manx ‘TT coin-op!
these extra-small cards measure in at 45mm by 37mm in size, and are only 0.7mm thick. What 3
plans Sega have for the card has yet to be revealed. The most obvious suggestion would be as Lh: l::fu?;r??hﬁﬁikessegﬁeiub:f;eﬁ; tTrtiTTn-
a back-up device for the Saturn, similar to the way the PlayStation memory cards operate. This snr?ifng b Te s G-Shﬁck Cresoant Suzukr? bikeg i
could prove viable if, as has been suggested before, Sega produce an add-on to increase the : * ‘ ; .
Saturn’s power for upcoming games such as Fighting Vipers. If the add-on were to plug into the the Brilish Superbike Cl:lﬂﬁTplDﬂShlp. to be televised

. : : on BBC Grandstand until October 12/13.

current memory-cartridge port (as it logically would), a new slot would be needed for memory
back-up. And the miniature memory card would prove practical and compact. On the other
hand, perhaps it could be used in conjunction with a new hand-held system. More information
as soon.
000000 OOOOOOOOROONOROONOROROOROROROROROROROORROREODS

[M2 DELAYED!]

While UK Nintendo fans patiently await any news of an official N64 release
date over here, 3DO owners have now been put on similar tenderhooks, with
the news that the new M2 system is unlikely to arrive here until Autumn
1997. When Matsushita bought the M2 technology for $100 million in
November, the machine was scheduled for launch in autumn of this year.
Now though, it seems the system won’t even appear in the US until spring
next year. Matsushita claim that negotiations since the sale have taken so
long, that software development has dropped behind schedule. As such, the
machine is unlikely to be unveiled until E3 next year!. A broad-ranging selec-
tion of games are promised to accomapny the launch, as is the possibility of
a new controller that's said to loosely resemble the N64 pad.

STUDIO 3DO HEAD
FOR THE PC

With M2 seemingly put back for at least a
year now, Studio 3DO - the 3D0O Company’s
internal software development division — has
turned its attention to the PC market,
announcing a range of games they're current-
ly developing for the machine.

Ten titles are promised for release this year,
including original games and previous Studio
3DO hits, customised for the PC. An all-new golf game featuring British Open
champion John Daly is the first for release, with a ten-event Decathlon sports
game scheduled for summer. More familiar Studio 3DO titles — Killing Time,
BladeForce, Snow Job, Captain Quazar and BattleSport are all to follow.

Also set for release is the Game Guru Game Enhancer. A device similar to the
Action Replay, it allows you to enter codes to mess around with all manner of
games, including Dark Forces, Command & Conquer and Duke Nukem 3D.
Game Guru Game Enhancer, what a name!

. 0000000000000 00000000 ORRRNOOROOORRROORRROROS
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[ PIPPIN ARTMARK

Released this month is the Apple Macintosh/ Bandai

console - the Pippin Artmark. It's being marketed as

a powerful “communicator”, as opposed to purely a
games machine, and is priced accordingly at 64 000
Yen (approx £400). Sales of modem and CD-Roms in
Japan are increasing all the time, and to this end

h:- . Pippins - which are pre-ordered and then mailed to

0 homes - come packed with connection to an on-line

Pippins in 1996, and still make a profit. service named Franky on-line. Plus, of course,

there's all the Bandai games - ie Gundam!!!
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Gunsmith Cats. Dragon Half is described as “A satiri-
cal take on the popular ‘sword-and-

[A.D. \IISIONl UK]
LAUNCH!
A.D. Vision UK, the new UK branch of the USA’s
fastest-growing Anime label, are releasing their first
two Anime videos this month - Dragon Half and
sorcery’ genre of Anime...", featur- |
ing a half-human, half-dragon girl
named Mink. It certainly sounds
interesting, and will most definitely
, appeal to all the hard-core Anime
5 i YT SR fans looking for something a bit “dif-}.
| N ferent”.
Gunsmith Cats is an all-action
thriller from Kenichi Sonoda (a pop- o
ular Japanese animator). It features
two bounty hunters — Rally Vincent
and Minnie-May Hopkins — who'll
take on anyone, for good money.
To commemorate A.D. Vision UK's first releases,
we've got five Gunsmith Cats Goo-shooters to give |
away! We've got first-hand experience of how good |
| these guns are, as we've had some in the office for
sananal A " the last few weeks. They can fire up to 35 feet and |
- | start off with 120 goo shots, though ours are getting i
a bit low on ammo after shooting each other so much.
To win yourself a gun, answer this guestion:

What would a cat be
doing with Jacobson’s
Organ?

It's a tricky one, but the guns
Area 51, Time Warner Interactive's arcade gun game, is full of secrets. To @ Find all the are good enough to warrant the
prove this, TWI have started “Operation Shootout”, a contest with a grand secrets in Area research. Send your entries to:
prize of a whole Area 51 arcade machine! To enter, players have to find all 51, and win the A.D. Vision Competition,

14 secret rooms in the game and list the location and sequence of events coin-op!!! CVG Magazine,

that unlocks each of them. You then have to put all that information plus Priory Court,

your name, age, home phone number and address either on TWI's World '30-32 Farringdon Lane,

Wide Web internet site (http://pathfinder.com/twi/area51) or send it by E- London,

Mail (area51@agames.com), or by old-fashioned post (Attention: Area 51 | EC1R 3AU.

I = |
Contest, 675 Sycamore Dr., CA 95035, USA). After the grand prize of the \Jﬂ E_ | E Both Dragon Half and Gunsmith Cats are 15 cer-
L |
-

coin-op, there are 10 Area 51 T-shirts and dog tags; and 25 Limited edi- tificate, released on the 6th June, and priced
tion pin badges. It's a world-wide competition, so get cracking! £12.99.

[ MIND BLENDER! T:

Available now from Virgin Megastores is Blender, a CD-ROM magazine for
PC and Macintosh. It covers all forms of entertainment — each issue
includes reviews of the latest movies, videos and albums; features on
celebrities; and anything else to do with entertainment. Where else can
you hear and read a review of a film, then watch bits of it? It's jolly good
fun and, as we said, it's available from Virgin Megastores.

in s world of overthe-tap personaiities, s

fiard to gauge exactly Pow large 2 regular guy o

qai I8 sapehle o livin . Thanidully, Blende: s

L arge-0-graphic testing mechan!sm™

aliows your to salouiate exastly ww large you L

sould be livin' n a perfect world, We askyou &5
-
.

o rlace yourself in 1he shees of fenous -

I MUTATOR! VIRTUAL SCULPTER

p

neepie whe hze nad o maks diffsull .

-'-{ur-" u]- 5 of cheiges b t: rate S An exhibition of mindblowing computer art is being held at Harewood
pis e e R '1' ¥ House, between 18 May to 7 July. Don’t expect Gundam or Tekken

the large frem the aot so farge. L xewise
Elevders Lavin' Large Hall of Fame™

iets you chesk out the qualilies of those

though, as the artist in question is William Latham - billed as “one of the
most innovative protagonists of the computer art generation”. Latham cre-
ates 3D sculptures in cyberspace using genetic data, and bases his work
on artificial life and man’s manipulation of the natural world. The pro-
grammed Latham uses is called MUTATOR (cool name) which was co-
developed with mathematician Stephen Todd, and took six years to
research (1988-94)! To see the results for yourself, we recommend you
pay Harewood House a visit. For more details, telephone Harewood House
on: (0113) 288 6331

whe simpiy are. Take a good lsck. Mayhe
next year, Blender will b2 handing you @
goiden Andeson dward . . .
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VOICE OF THE MASSES

L

elcome once again to another
CVG, and the second all new, al
hands on deck mailbag. Here’s

any individual you wish to address
directly. Starting this month, the
sender of the star letter is awarded t
software prize of his/ her choice. And
you don’t have to be nice!l Let’s here 1

Address your potentially |
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hE By the way, there's still a prize going for
anyone who can invent a happier name
" than “Mailbag” for this section!

]
L]
]
|
|
L
L |
L1
L}
r
I
]
]
|
]
]
]
]
{ ]
{ |
L]
]
[ ]
f
]
|

 EE NN EEENEENEEREEEEEEE NN NN ENNE N EENNENEENNNENENNENNHNNENRHMNMNMNIMNHNHERIEH:NHNJNRIHMNNNNEHNNHJRMNEJNH;NENENJNRNEJNJNNNENJNRNERJNNEJRJNJNRERJEJN}EH;]]L!

CACK HANDED

Dear CVG,

| have got a few questions. Please answer them:
1. What game should | get next for my PS? |
thought of Alien Trilogy, as | am a fan of all the
films. What's your opinion?

2. | was looking at another mag in Smiths (UFG). |
turned to the review on the great Guardian
Heroes and saw 30%. Could this be a printing
mistake? | think not, as the reviewer said: (a) It's
too easy, (b) the graphics are like they have come
off a C64, and (c) just don’t buy it cos it's “well,
cack really”. How can this be? Can | sue them?
3. Should | sell my SNES to buy more games for
my PlayStation?

4. Why is it that in Doom the guy punches with
his left hand, and is shown to be reloading the
shotgun with his left hand? This would mean he
would be ambidextrous. Was the guy who invent-
ed Doom ambidextrous?

Thanks, and keep it up.

Philip Drakeley, Nantwich.

TEAM: 1. Don't ever go after a game
o just because of a great film license —

you'll only get your fingers burned.

However Trilogy is something of an amazing

exception.

2. We rate games here, not the other mags’ opin-

ions. Anyway UFG is finished.

3. No way! Super Mario RPG is superb, and

there's talk of Nintendo bringing one of the

Dragon Quest games to the UK. Besides — excel-

lent though it still is — your SNES would probably

only fetch around £30 second-hand.

4. We’'ll ask John Romero

-

s

COME OUT THE

WAR IS OVER

Only one question this time: Is there going to be
a Tekken 2?

John Gregson i ' "'.'j —Eate
- ' REPLAT

THIS GUY HATES SF
ALPHA - AND HE'S
BROUGHT HIS MATES!

Dear CVG,

Ever since Street Fighter 2 appeared on the mar-
ket | have been playing it. And, as new versions
appeared, my devotion for this game increased. |
think no other fighting game can be compared
with SF2's overwhelming fighting performance.
Unfortunately this Christmas | found that a new
version [ Street Fighter Alpha] had been issued -
the ultimate version included a great variety of
techniques. | felt this game was not only far from
the SF series, but that it was one of the worst
games |'ve ever played. Then | purchased your
magazine and found that you glori-
fied it, describing SFA as the ulti-
mate fighting game.

Now | would like to
ask a question: Have
you played it? Doesn't
it look rather like a
crap Japanese cartoon?
If you compare SFA's
graphics and animations
with the legendary SF2
saga you become aware of

certain features which dis-
tinguish all versions — the graphics look like ani-
mated pictures. To finish | would like to say that |
was deeply deceived by what | read in CVG issue
172. Street Fighter Alpha definitely does not
maintain the fluidity that characterised the leg-
endary saga from the beginning, and should not
be included as part of them.
The following page shows how most of the boys
in my class (all Sixth Form students) agree with
me that this game is crap.
Dani Franc, Barcelona

TEAM: First you ask “have we
G played” Street Fighter Alpha, then

qualify your minority case by saying

how you don’'t like the way the game looks. 5o,

yes we have played the game Dani. We'd like to

know, have you — or your 35 mates for that mat-

ter? But sorry you feel so ripped off. Does any-

one else feel the same way?

A Is this serious

é I}Id-d:p: Iinng ison a
roll, in the brilliant
sequel to DKC.

MEANWHILE BACK IN
REALITY

Dear CVG,

| am writing to finally end the arguments about
what's better — the Saturn or the PlayStation. |
own an Amiga 1200, and therefore | am not
biased in any way. | have three mates: one who
owns a Saturn, one a PS, and another a SNES.
I've played various top-selling games for each sys-
tem, and my favourite is clearly the SNES. Its
games have a lot more lastability and it can still
produce great graphics like Donkey Kong, Mario
RPG, etc. From what |'ve seen, the Nintendo 64
will be light years ahead of the PS or Saturn. |
nearly bought a lesser, 32-bit console but from
what | can see Nintendo always come up tops.
Perhaps patience always pays off. Just one |ast
thing, are Sega making a 64-bit console?

David Crooks, Buckinghamshire

PAUL: All | can say is that, recently, the games
I've been playing at home have mostly been
Super NES RPGs. Admittedly the reason Final
Fantasy lll (VI) i1s back in the slot i1s due to the
FFVII frenzy. But your last comment seems to indf-
cate that David Crooks will die with a fence
wedged between his butt cheeks.
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RAH! RAH! NINTENDO! RAH!

Dear CVG,

Last month all your letters were about the
PlayStation and the Saturn, but there's a new kid
on the block and it squashes the competition
into pulp (if you could call the PlayStation and
Saturn competition). Yeah I'm talking about
Nintendo's new dream machine the NU64. |I'd
like to see more letters on this instead of dumb
idiots arguing about their crappy 32-bit heaps.
They don’t have the 64-bit power of Silicon
Graphics with a unique 3D controller, offering a
completely different gaming experience. So come
on CVG: Nintendo’s the future and will be for a
long time, along with the M2. Why don’t you say
goodbye to all those impatient rivals with lots of
money and no brains?

David Vicary, Manchester

—
bit systems until people can actually

own one and have an opinion! Though | can tell
you the experience is mind expanding...

PAUL: Okay, no more letters about

how much better NU64 is than the 32-

© StarFox 64 ought to
challenge the likes of
Wing Commander IV.

FOR A CLOSE ENCOUNTER SEE PAGE 27

= ALLIANCE
% LEICESTER

DEATH TO FALSE METAL!

Dear CVG,

| bought your magazine again for the first time in
ages and | like what | see (but it is expensive).
Doubtless I'll be getting the next one for those
Dark Stalkers features you promise.

Much more importantly, | noticed certain secret
codewords scattered sparsley throughout issue
173. On page 7, in suitably Gothic font, you have
the inscription “Metal Warriors”. | shrugged this
off, until | came to page 42, where we are treat-
ed to the exhortations to “Kill With Power", as
well as “Die! Die”. So, are you guys Manowar
fans? If so, good. Keep it that way.

Hail and Kkill...

Kola Krauze, London

PAUL: You missed the quote at the bottom of
page 6, Kola. Call yourself a fan!

il
s
P

© Breathtaking Rocket
Belt action as experi-
enced in PilotWings 64.

Nuts is it!!

CRAP! CRAP! CRAP!

Dear CVG,

I cannot believe the crap I've just read in the
April issue by Ed Fletcher. You point out three
good games that would help sell the Saturn,
then Fletcher and his chums start fretting
about biased opinions.

Well Fletcher you're wrong when you say these
three games won't sell the Saturn. | bought
one just because of Rally, and have since
bought VF2. | couldn’t buy Virtua Cop because
it had sold out.

You say there are no good games coming out
for the Saturn. What?! You don't think Panzer
2, Virtual On, Fighting Vipers, Manx TT,
Ultimate MK3, Euro '96, Dark Saviour, and
Virtua Cop 2 are going to be amazing? You
then tell us these three games are following a
trend. Well, Virtua Fighter started the 3D beat
‘em up thing which has now been ripped off
by Toshinden and Tekken. If you're so con-
vinced about all the fab games you're going to
be playing on your PS, what are you so upset
about three games on another system for?
Then you go on about NU64, and we'll just
have to “wait and wonder” Eerr...what
about??? | won’t be buying one — I'm having
too much fun with my Saturn.

Simon White, York

TEAM: Yep. Next...

& Is Fighting Vipers
crap? Is it chuff!

& Is Virtual On crap?
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STAR*LETTER

MY OTHER CONSOLE’S
A DODGE VIPER

Dear CVG,

| own a PlayStation, Saturn, 3DO, Jaguar,
32X, Sega CD, NES, SNES, Game Boy and
Game Gear. Soon | will own Nintendo 64 and
M2. | found your magazine (3 issues so far)
by accident and | am VERY IMPRESSED.
Since | own these systems | look for maga-
zines that are fair to ALL of them. In America
| subscribe to 8 zines, and sometimes | pick
up another five more. Out of all the maga-
zines | get, your zine is definitely #1 (next to
Game Players). I've checked out other zines
from Europe and | haven't seen anything as
good as yours. Anyone who thinks your zine is
biased is wrong! | read many zines that ARE
biased, so | should know! I'm always disap-
pointed by those zines because how can you
make a decision if you don't have all the
information (or the right information). | am a
PlayStation owner!! | know your magazine is
not biased!! Some people are just upset that
Virtua Fighter 2 is the best in America, Japan,
and Europe. | AM a Tekken and Toshinden
FANatic (Toshinden is pretty shallow, but |
love the look of it!) | have had Tekken 2 and
Toshinden 2 on reservation BEFORE they
were even in the arcade. | love those games
just as much as | love VF2, but VF2is a
MUCH BETTER GAME! | know from the
American zines about bad ratings. EVERY
ZINE has bad ratings!!! Even the ones | love
the most. | would agree that Daytona was
scored high (JUST LIKE ALL THE AMERICAN
ZINES — IT DESERVED IT!!I) but if people are
not going to buy a game unless it has a 90%
rating or higher, then you had to give it at
least 90%. It is an awesome game with great
handling! If you took points away for flaws,
Tekken would have been down a few — LOVE
THAT FLICKER AND BREAK UP!!! Not one
American zine mentioned the flaws in Tekken
or Toshinden, But they mentioned the flaws in
Virtua Fighter. | hope the rating situation in
all zines (ESPECIALLY America) gets fixed. But
| doubt it will. In America it won't happen
because the reviewers THINK they know it all
(they don’t). Trashing other systems or games
is pointless!! It doesn’t stop people from buy-
ing or playing them. The frustration isn't
worth it and the arguments never end!!! We
can come up with more constructive thoughts
that could help gamers, magazines, and even
game companies!!! Please do not let others
decide how you should do your zine. From
what I've been reading, you guys KNOW the
business! You're doing it right and biased
people should not be allowed to interfere with
the FAIREST, MOST RESPONSIBLE MAGAZINE
I've ever read!!! SCREW THEM!I!!

Harold H Thomas, Boston, MA

PAUL: Sorry to all who hate congratulatory
messages in mags, but Harold’s is a stormer!

MY COLLECTION ISN'T
WORTH A MEGA (D 32X

Dear CVG,

| am writing to you because | am a bit stuck. |
have a MegaDrive, Mega CD, and a 32X. | just
noticed that there aren't many games out for
the Mega CD 32X. | don't mean Mega CD, or
32X. | mean games which are for both like Slam
City.

| just wondered whether you could write me a
list of all the games out on it, or at least the
ones | can get hold of.

Matthew Reid, Andover
TOM: Sega were originally going to
— release new Mega-CD games that,
when used through a MegaDrive 32X,
were enhanced by the hardware — most notably
with improved FMV. But in the end they never
released them, so there aren’t any official
Mega-CD 32X games. Sorry.

© Game art for Slam
City - one of the very
few Mega CD 32X titles.

HELLO PM DEAD STUPID

Dear CVG,

Hey you guys! This is the third version of my let-
ter, because every time | finished one | noticed
another April Fool in your magazine. | think
you've got a system of three grades of difficulty
going: Novice = Mortal Kombat, Advanced =
Ridge Racer Revolution, and Proffessional =
Vercom. | suppose dozens of halfwits and even
retailers are trying to get hold of this ‘link-up’
machine. And Pedro — who would be gullible
enough to believe such a character exists -
especially with that dodgy moustache. And play
Buggy Mode in RRR? Actually that looks like fun,
Even though us sensibly-minded punters will
regard April issues of CVG with a pinch of salt,
the last one was of excellent quality — the Alpha
coverage was superior (lots of Japanese SF art-
work always gets me going). Keep it up!

Ja Mata Ne!

Alan Francois, The Gunsmith (Third Eye sees all)

CVG: Maybe you should be having words with
Dani Franc! Glad you liked the April Fools, it's
the only time in the year where we get to talk
the same kind of crap some other mags offer as
bonafide editorial.

© Yeah, right! Like we
really could draw this
ourselves on a Mac!!!

FRUSTRATING

Dear CVG,

I'm so confused! |'ve given it some thought in buy-
ing a 3DO as | have been with Amiga for five years
(sad, eh). I'm also buying the M2 when it's
released. But this is where I'm confused: I've heard
Matsushita are buying the M2 technology, and
Panasonic aren't getting the 64-bit dream. Then |
heard that Matsushita is the owner of Panasonic, so
Panasonic are getting M2. Could you tell me which
is right because | don't know where to get a
Matsushita 3DO.

David Kerrick, Leeds

CVG: Matsushita Electrical Industry (MEI) is
Panasonic's parent company. Basically MEI is ENOR-
MOUS, and many famous names associated with
Consumer Electronics are divisions of that organisa
tion. Seriously, MEI is involved with everything from
JVC video recorders to National AA batteries!

© Studio 3D0’'s Doom-
style demo for M2.

el .
.

gl CUT DO¥N ON e

ﬂ TOU'EE GOING o
il . LSS YOU FOOL!

NEXT MONTH

« will Mario kill Sonic? Can the PC destroy the
console industry altogether? Should we all grow
our hair and let love rule? We dunno, you tell us
for a change!! '
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N ol | It’s Mario, but not as we know him. And
. — "ﬁ eres Onl)! a Tew weekKs to wait unts you
' | N L can exper1&nce N'lntendo s 64-bit wonder

@ Mirror, mirror - tell me I'm better than Sonic! for yours e’fl

ook at these screen-shots! Bet
you're already considering that bank
loan! Yes, it’s approaching that point
in video game history, folks - June 23rd:
the launch of Nintendo 64 in Japan. Fans
poised for their import machines (if any
make it out of Japan) can expect to go
broke in one fell swoop. Quite simply the
N64 and SM64 are set to become THE
essential gaming partners this summer,
= and we expect that thousands of you are

willing to trade socialising and the bank
account for the privelege. They say the
= sun is bad for your skin anyway, right!
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. MESSING WITH
~~  YOUR HEAD

Y When Super Mario 64 was first
- shown to the world, players in
Reo T Japan discovered how it con-
) trolled for themselves. As CVG
had a man over there at that
time, we could report back and
explain exactly what you were

] looking at on the page. This :

A time Nintendo are being deliber- @ A power meter indicates that this barrel is a @ Yes, Mario does have Super Powers after all!
-:'__—'f,. atley tantalising. The two fist- BOSS! Don’t know how Mario defeats him though! Check out the wings on the side of his hat.
ko] fuls of screen-shots supplied to
— the press, shown here, came
supplied with minimum info. So
what we are left with is essen-
tially a bunch of extremely excit-
ing images, and our imagina-
tion! But while nobody is any
the wiser as to the structure of
the game, there is now
rumoured to be around 60
Worlds which require storage
space in excess of 90 Meg — as
opposed to the 64 Meg
Nintendo originially planned!

b

L

L =2

@ Bowser’s aquarium, we think. Don’t be surprised @ Thls plr.: damunstratas how Mario can use his
if Mario is allowed to swim around in there! arms to clamber up or down. That's a long fall!

DEPARTURES

As expected, Super Mario 64
has evolved into an explo-
ration-oriented game. Nintendo
are obviously keen to accentu-
ate the N64's superior 3D pro-
cessing power first and fore-
most, so the situations Mario
finds himself in are TOTALLY
different to ANYTHING players
have experienced before. The
character who defined platform
games is now leading players
in a new direction. @ *Gnnh!* Mario is almost crushed beneath this @ A magic carpet provides transport between
King of The Bomb Soldiers. Quick, before he blows! worlds. The red cloud is a HUGE fireball. Gulp.




'ME AND MY
SHADOW

Promise of a totally submersive
. experience with N64 is exaggerated
of course, but Nintendo aren’'t
stretching the truth by much.

- Existing 2D Mario games are
absolute hand-eye coordination
marathons, where players are the
spectator — objects above, below,
and behind the central character

| are taken into account at a glance.,
Mario 64 drops you right in there.
It genuinely feels that you are
undertaking the adventure with
Mario; sharing the same space.
When the plumber stops to look
around, it's as though you
are standing right behind
him, peering over his
shoulder. Even when
Mario is dashing around
at the opposite side of
the room, or further down
the field, the illusion is
that you are in the same
environment. That's where
the magic lies with SM64 -
Iami that’s before trying to
make sense of the tasks ahead.

NINTENDO®

& In Japan
this towering
creature is [==)
called Sanbo,  ((®)
but we know 1y
him better as —
Pokey. How e
can Mario get =
by without i,
@ A Kuribo (Goomba) and Noko-Noko (Koopa) Yoshi’'s help? o
attack the intrepid plumber in formation! Help!

© What's —
your favourite
colour, baby?
The full range
of coloured
controllers,
hopefully to
go on sale at
launch. Wow!
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& Mario runs to beat the cube to the junction. Our guess is & Mario uses his arms as prnpallar I:Iadan, enabling the wind to carry him
the cube homes in on Mario, requiring skillfful manoeuvres. over the dunes. Below him is an ants nest, which he must avoid.
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mﬂrj a & These iron balls roll left and right, posing a tricky
obstacle for Mario to run through.
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& Mario chases a snowball down a slope, collecting the coins
as he goes. Our guess is that the ball uncovers them all.
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¥ & What'’s this! Could there be an item that
: transforms Super Mario into a TL000? Wow!
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© Check out
the size of
BowWow -
how is Mario
going to get
past those
huge snap-
ping jaws?




@ A reminder of how Bowser's castle looks on the
inside. The flames are perfectly translucent.

%‘;he treacherous route to Bowser's front door.
Mario pauses to consider his chances against the
Thwomps. Remember, you can look all around when
using this close up viewpoint.
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GHOST HOUSE I3

:emmmmu
- to retrieve the key from
inside of this BIG Boo.

Like we said, these pictures were released by
Nintendo as teasers. Nobody knows the full
details of what to expect from the finished
game. How many abilities he will have, the
number of Worlds, or breakdown of stages.
But we're hoping to see a 64-bit version of
the infamous Star Road, and with it the kinds
of secret routes and bonus screens which
made Super Mario World so complete. What's
totally blowing our minds at the moment is
how secrets could be located at any point,
and possibly accessed from any direction.
Unlike Nights, which still runs on rails to
some degree, SM64 is total freedom.
Hopefully you now have a better idea of what
to expect — not just from SM64, but N64 as
an exciting new prospect in general. Shigeru

LOTS MORE NEXT MONTH!

 THE GAME THAT WILL TRULY SAY SUPER MARIO

Miyamoto, the creator of Mario, once said
that he wished to capture the feel of genuine
discovery in his games. That you

could walk into an apparently

insignificant cave on a hill-
side and emerge in a totally
different world. Super Mario
64 is perfectly set up to
finally realise that vision. 4 ‘ :
But until you've ran, . .
jumped, climbed, and

swam with Mario, you

really cannot know. It

is that different.

f
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When Pilot Wings first aired on the Super
R NES, it revolutionised the way we thouﬁht
l S 2bout console dsames.. Likewise PW64 WILL

% send your head spinning!
initely not great music. Rather the whole
all the evidence here...

ﬂr
It's part nostalgia, but mostly unmistak-
L —
experience, and everything that supports
L E N N B N B N ENENEENEENEEEEEENENSE N ENENENNENENNNN'

able magic which has kept Pilot Wings -
near the top of SNES players’ All-Time
Greats list. When you recall exactly what '” ) N III
.._-.q... | ‘ -
- ; t:‘- { A :
it, is the key. Everyone anticipating Pilot |
Wings 64 is holding out for the adventure " - > | |
of taking to the skies and feeling that 9._ = + 6= 9. = 9_ = 9. = 9. E= 9., |

| . = . " ‘F ‘

down to specific graphic touches and def- =
will realise this dream, simply because of

is so marvellous about that game, it isn't '
new 64-bit sensation. We expect that N64 |
|

o e :
) .: k.r;.-J.'lil '? {:“' l}"‘ - l.:.
o) P § l‘:' Y

Nintendo finally provided us with these tantalising
shots of the minuted States. Many of the country's
landmarks are included, as you can see. What cannot
be gained from looking is the promised sensation of
being buffeted about by the wind, plus the cool atmos-
pheric sounds guaranteed to accompany the amazing
visuals. " o '

SPEED

47 km/ih I M . -

@ Admire the beauty of this Hang Gliding scene, but
also notice that scanner in the top-right corner. Hmm?

SPEED {EUEL SEALEVEL
= Mondi I &l

@ Rocket Belt - Enables pilots to explore the tiniest
of details, such as this village Merry-Go-Round.

= &
&
B e

t's Mount Rushmario! Ignore the

y SEA LEVEL . -
VRN O Hey look, i
@ We're told this orange flare comes off the back of just appreciate the detail. WOW!

a missile. Rescue missions again? Let’s hope so!
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 MY: We started building Pilot Wings in

July,hlnmlildbmmﬁuﬂﬂn MY: We handled all the terrain, vehi-
' Nintendo Hardware (and software cles, and special effects. Nintendo

immolation) for about a year prior to  gave us the artwork for the charac-
' that. Actually we were the first 3rd ters and we animated them into the b :

' party developer on the hardware. surrounding world. @ The Manhattan skyline, rapranntﬂl in rnch-mlld
"' 3D. No pop-up, clipping, or any such glitches.

il
s

. SER Ll-_Ul:L

# EOITOARET

¢ SPEED -UEL ; ; hl.-_ﬁ LEVEL
| ning, and Mr Wada (our Director) took STrE - ¥ G-
. over and is the driving force from NCL —
on the game. Darrin Smith of NOA has @ A spectacular view of the Statue of Liberty. We're

'MY: Easy: The game, in its present also be a tremendous help to Pilot surprised they didn’'t turn her into Princess Toadstool!
form, could not be released on any Wings and Paradigm. )

‘other platform on the market. The N64

is a truly amazing box, it allows us o
‘complete freedom to build what we =~
‘want. At Paradigm we pride ourselves

E MY: We have created a very realistic ::_1“‘5' EAS

'MY: No, there were several ideas world, from waves crashing on the =

being tossed around when Nintendo  beaches to animated waterfalls, to S —
 approached us. We still even have a cars and other vehicles moving, to the e
 few of those early ideas in demo four different types of wind that will s
 form. We kept seeing the rumours effect your craft. | think you will find ~+
' about us working on PW64 in the mag- the level of detail to be incredibly D
| azines, but we were very surprised rich. e |
' and honoured that Nintendo would e o
- want to work with us on one of their  deo (=)
' most successful licenses.

| MY: Well... Mr [Shigeru] Miyamoto - O
s worked with us closely at the begin- ; AT : r-'}'

Iunuurﬂnh,hlanﬂﬁllhm MY: Our team is integrating all of the
Without the N64’s mip-mapping or sound effects and music. The creation
'antl-allnhlgth-iuumldhmeh of the sound and music has been a
;Iasshammuﬂhﬂc. collaborative effort. As far as tools
| go, we have built a product called
| video UltraVision, which we will be taking to
B the market this year. It consists of
off-line tools on the SGi platform and
| - a runtime environment for the N64 TN
'MY: We think we create living, breath- and PC platforms. We have used it (1%
‘ing worlds, from the way light plays exclusively for our game and hope to g . et
off a passing car to the way wind provide it to other developers to help G 3 5y
affects a glider. We understand to them develop the best games for N64. i =i
‘really be able to put someone in an It has everything from animation & His fuel is low, and there’'s no sign of civilisation.
environment, to suspend their disbe- tools, to level builders, to sound Head for the nearest blip on the scanner, and quick!

lief, is the real goal. The motion mod- tools. Developing tools is Paradigm’s

ialalnﬂnﬂummm.d.\h core business, and we have leveraged
tried to strike a fine balance between of our High End Visual Simulation

- giving the experienced gamer a realis- tools VEGA, and AudioWorks2.
tic experience, but won’'t make it so
exact that there was a huge learning

CEN TR

| curve just to take off. yideo
| video MY: I can’t go into actual specs unfor-

tunately. Suffice to say that we were
: very happy with the technology. We

) have been able to do things with tex-
MY: Right now there are three: hang  tures that Nintendo and SGI were able
 glider, rocket pack, and a one-man to bring this machine to the public at
roto-copter. There are plans for anoth- such a low price point, we have guys
er type of flying experience. It will be here that have been in High End

| a surprise. image generation for decades who
can’t believe it.
N ico .~ @ Weather conditions severely affect the parfnr-
- M mance in PWé64. Looks like this guy just hit a thermal!

- MY: The gameplay is very similar to
 the first Pilot Wings. There will be
| several courses with obstacles, MY: You would have to ask Nintendo,
' bonuses, waypoints, etc for the player but | do think it has many untapped
' to navigate. Although | think that first potential uses. Nintendo is an incredi-
of all players will spend most of their bly forward thinking group. | am sure
 time searching around the terrain, they have quite a few things up their
an}oyingthcﬂnw;,lnaldngform sleeves.
mns,hum:lm,mulmdal

affocu, and other ‘Easter Eggs’.

¥ e g
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g« sam SAIKYO HABU SHOG
e . 5 LOP pulling that horrible facel Maybe a
hen EMAP Images’ native Japanese ‘table game’ isn’t how you’d

J lo ame .
is obscure, you understand . 1Magine an N64 showcase to behave. But,
there’s cause for concern. Consequently

we cannot tell you a great deal about Sai kyo Habu Shogi iS EXtremEI)V ‘imPI'ESSiVe.

Shngi his‘tnry-Which is prﬂhahlya LB N NN NN EERENENNNENNNRNENEEN N NN NN NN NN N NN E R R E R Y
relief for most people. Shogi is a more

complex board game than chess, and l GOT ALGORITHM

the N64 has proven itself capable of

processing moves five times faster than Of the three N64 games available at launch, Seta's Shogi game stands as irrefutable proof

any other computer. This is impressive pf the systems incredible p_rm:ess_ing puwe.r. EUt. it f‘uelps Fhat Shinichiro Hanezawajs genius
Is such that he can create incredibly neat ‘thinking' algorithms, and have them imitate a

ST ]

in itself. H“WE"E!' to make their game number of famous Shogi players. Of course the best player of all to imitate is our new
even more superior, Seta employed the friend Habu...

talents of “the king of computer Shogi”,
Shinichiro Kanezawa. And on top of that,

e v o eosn " ISNIT

LOVELY

So what’'s the big deal with
this guy Habu? Well, he's
apparently very popular
with certain Japanese.
Especially — or so we are
told —-the women. They
think he's cute. More
importantly, Habu became
the Shogi World Champion
in February this year. By
working alongside Mr
Kanezawa, Habu has made
Shogi accessible to a much
larger audience than ever
before.

Y et YOU WILL LEARN

under ‘Nope’. But we didn’t think you'd forgive us for skimping
TO UNDERSTAND!

on N64 launch software. Plus you now have something interest-

ing to tell your mates. Saikyo Habu Shogi ought to appeal to

every Japanese who falls under Nintendo’s ‘Family Computer’ Just in case Nintendo decide

umbrella. Mums and Dads included. The game is certainly more Shogi deserves world recognition,

worthwhile than the numerous Pachinko games which appeared and an English language game is

with the PlayStation at its launch. So there you have it. We think released in the West, rest assured
there are numerous ways to ease
yourself into its philosophy. In the

it's cool.

Experimental Room, Habu gives
instruction for over 600 moves.
From here you can make your own
notebook, which is no doubt
stored on a memo-
ry card. The diffi-
culty of Shogi is
dictated by some-
thing called Thume:
Three-hand Thume
is easy, 15-hand is
tough. Like we say,
don't worry if this
makes no sense at
all, because Habu
and his fellow pro-
fessionals are
always at hand to
talk players through
any difficulty.

A Thanks to N64's solid 3D hardware, the game is represented

super sharp and perfectly clear. So no eyestrain. Plus the
speed of the game ensures frustration free tournaments

against quick-thinking CPU opponents.




We interrupt this magazine
to bring you an important
communication ....

1S B BANKING

Strange beings from another planet
are about to invade the earth.

They have come for a Cashcard
Account - The only Account that
makes sense, right across the
Lalaxy.

We've got to stop them.

If you're between 11 and 17 you
can save the world from invasion
by opening a Cashcard Account
before 30th June 1996.

Plus, you’ll receive a free wallet,
a BT phone card and a voucher
book full of special offers.

You will also automatically be
entered into a free prize draw to
win either a mobile phone with 13
months free line rental or a mini

Hi-Fi system. We're giving away
two each month until 30th June.

You can open a Cashcard Account
today by calling freephone:

t 0500 64 64 b4

+ | ERLE (I cE MCC COM

If you are between 11 and 17 an
Alliance & Leicester Cashcard
Account gives you:

> 8,500 LINK cash machines
X Free banking

¥ 24 hour telephone banking
¥ Monthly interest

%¥ Standing order/direct debits

END THE
ALIEN NATION

®_ ALLIANCE
" LEICESTER

Full details about the promotion offer and prize draw are available from your local branch or on freephone 0500 64 64 64.

Entry to the prize draw is free, no purchase necessary. Applicants must be between 11-17. Interest on credit
balances will be payable net of basic rate of income tax, or subject to the required certification, gross

A customer with a Cashcard Account will be a depositor with, not a shareholder of, the Society. No membership
rights in the Society are conferred upon depositors, nor do they, unlike shareholders, have a right to attend
meetings of the Society or to vote on resolutions. Applications subject to status. Only one Cashcard Account per
person. The Alliance & Leicester reserves the right to withdraw this promotion at any time. Alliance & Leicester
Building Society, Heritage House, 61 Southgates, Leicester LE1 SRR.
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At ECTS, a few of us here met up with Jay
Wilbur and Mike Wilson from id Software.

And we totally trashed them in a Quake
deathmatch! Well, we got a few frags on Mike.

Iright, alright, we admit it. We don’t

have Shareware Quake for you this

month. Its not our fault! It’s those
perfectionists at id! Always fiddling and
refining. They just won’t stop ‘till the
game’s absolutely brilliant! Anyway, to
tide you over until the Shareware release
next month (touch wood), here’s the full
low down on the current Deathmatch pre-
Alpha test, as well as some exclusive
info on what to expect from the finished
version. Happy now?
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__TEST &

A small, neatly constructed Medieval level ideal for two to
four players. You can obtain the double barrel shotgun,
nail gun and grenade launcher on this stage, as well as
two suits of armour. Look for an obvious secret door that
leads to a ledge containing an extra 100% health, but
beware the loud clanking sound the door makes when
opening — thus announcing your location to every other
player on the level! The sound of the grinding grates
leading to the teleporter, or the sound of a player actually
teleporting, also relay crucial information about your
opponent’s location.

A This player stands out a bit too much. If you want
good camouflage, try using “COLOR 1 3".

A Mind the flying torso!

A At the top, you can see a poor player being blown
to bits from the touchplate required to reach the
gold armour. The bottom left picture shows how it's

8 possible to shoot people through floor beams.




__TEST Kk

Aptly named ‘the Dungeon’ this second Test Map is set in a
dank, dark labyrinth of claustrophobic stone corridors and
vast open halls. It's bigger than Testl, ideally suiting three to
six players, and contains many more occurances of the fear-
some lava! Aside from the usual gun action (which includes
the introduction of the Rocket [Launcher) players can use
switches to initiate crushing walls in certain rooms, or to
retract the main hall’s floor, thus plunging any unfortunately
positioned players into a lake of bubbling magma! Or you
could use another switch to crush an opponent hiding in a
side room waiting to ambush you. What joy!

AThere, on the ledge! A Blam! Down he goes!

Test3 is the largest and most elaborate of the three test
levels, featuring as it does a compact crate-filled maze, a
spiralling stair case that leads to a valuable suit of red
armour, and a mind-bending underwater section. It is
supposed to be an example of Quake's 'Military Base'
setting, and due to its size it is only really suitable for
four or more players. Still, there are plenty of bonuses
and weapons to collect (including the all-powerful Chain
Nail Gun), and if you can find the hardware, this is
definitely the best deathmatch level to play on.

A There are lots of lava pits in the dungeon
sections. Force someone into one of them to minus
one of their kills. Mouse aiming is very useful
around here, because of all the stairs and ledges.

A This little section is usually good place to hide if

you need a breather. Trouble is, if someone follows

you, you're stuck in a dead end! Notice the way that
the water covers the players’ ankles!

g

A And return fire!

A Almost got him...

A Drop some grenades. A The chain nail gun!

RKERY

LONG BARREL SHOTGUN

A long range weapon with a
decent reload rate, though its
noticeable lack of power
makes it a poor choice for
heavy fire fights.

DOUBLE BARREL SHOTGUN

shots. A true ‘craftsman’s’ tool.

NAIL GUN

Rapidly firing copious nails of
the nine inch variety, this gun
is great for messy players
who can’t be bothered with
boring things like aiming.

CHAIN NAIL GUN

Similar to the nail gun only
twice as powerful, and twice
as rapid. Thus shredding its
target in a quarter of the
time! Ouch!

GRENADE LAUNCHER - Lobs
bouncing grenades that rico-
chet of walls and explode on
contact with any other crea-
tures. Fun for all the family.

ROCKET LAUNCER - Using the
‘Ssame ammo supply as the
Grenade Launcher, this
weapon fires deadly rockets
straight at its target.
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pRe SOLDIER
Your bog-standard cannon fodder enemy. He looks slightly %
different to the standard player in the Shareware release, &
with scars and new clothes.

e
@

FISH

Obviously, these only appear in water,
where they have the edge over you in
terms of mobility. Watch out, they bite!

OGRE SHAMBLER DEMON

His chainsaw now makes a cool This leather-skinned behemoth is A bit like the Demon in Doom, only
rewing noise, and he throws explo- tough as old boots, attacking with meaner. Don’'t get caught under one
sive cubes with unnerving accuracy! both his giant claws and deadly of his frenzied leaps, or he'll enve-
In the version we saw he had trouble lightening bolts. He now fires them lope you, causing over 70 points of
lobbing them up stairs. right through you! damage
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NEW MONSTERS
REVEALED!
DRAGON SHALRATH KNIGHT e o -

A flying Cyberdemon equivalent! Now A nasty piece of work and no mistake. He sounds a lot cooler now. Looks al other monsters included in the

you're in trouble! You'll need heavy Looks more like a wizard than the wiz- much the same though. Watch for his final release of Quake. These will

firepower to down this mega beast! ard does! Nice shading though. new sword swing animation. Include DOGS - not animated in the
version we played). ZOMBIES -
Resident Evil style un-dead who hurl
chunks of their rotting flesh at you,
and require a direct hit with either
the rocket or grenade launcher to
put them down for good. SERPENTS
— smaller versions of the dragon.
And the horrific VOMITUS - a tenti-
cled blob with a big appetite! There
will also be some kind of end of
episode BOSS, though details are
vague at the moment.

The wizard builds up huge plasma
charges before firing them at you with
worrying rapidity. He drops like a slug
when killed though!

TAR BABY

These slime puddles squelch around
on the dungeon floor and walls, ready
to leap out on any unsuspecting
adventurers. Remember to check
those ceilings!




COOL STUFF!

As you may already know, one of the greatest things
about Quake is the flexibility of the game engine. id have
designed Quake so it can be easily customised or altered
in just about any way imaginable. This has lead to a load
of user-designed patches posted on the internet over the
past few months — including the Terminator and Boba
Fett player textures we showed last issue. By far the
| coolest patch additions so far are the range of config file
A There's your opponent, up on scripts that allows the player to access a variety of new
the ledge. It’s hard to hit him gameplay features at the press of a button! How does
from here unless you use... the likes of Sniper Mode or X-Ray vision grab you? Or
what about an isometric map that reveals the location of
both the other players AND the monsters on the level?
Check out these shots...
A This wall’s boring, better use the X-ray mode...
¥ Aha! You can see everything through the walis!

A ...Sniper Mode! The view
zooms in close, making it much
easier to aim accurately!

WE'VE PLAYED
i
sute at last r:;;;f‘:*;ﬁfm | £ 4 THE BEST MAP EVER!

enjoyed a few sodas with id <. b f Code available on the internet allows players to use this incredible
supremo Jay Wilbur and got : map, and id Software say that the final version will be similar. It

iSAI0Y3LS NO W00 S..LI

down to some serious Quake currently shows all monsters, items and other players.
testing. Quake will adopt a simi-

lar structure to Doom, with the

final version comprising three

episodes each containing up to :
nine levels each, plus special A Killing players as they run
deathmatch levels (the sends them flying!
Shareware version will include

the entire first episode). The

actual game mechanics (move-

ment, aiming,etc.) remain much

the same as they are in the

Deathmatch test, but the code

has been optimised so it now

runs a lot faster. Despite this,

the target specs have changed

from a DX266 to a low end

Pentium, with the Saturn and

PlayStation conversions arriving

a couple of months after the ini-

tial PC release. The version we

saw featured all-new levels and

textures, new sounds, new mon-

sters (see opposite page!), new

gameplay features (you can now

drown underwater!) and the

prumige of thrEEf new weapons, NEXT MONTH: SPOOGE TIME!

Including the ability to smack Next month we really should have the shareware version of Quake. Er,
enemies with the butt of your fingers crossed. And its going to be massive — no matter what platform
gun when your ammo runs out! you own. So make sure get the next issue. OK!
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« SATURN VERSION
PLANNED

*12 YEAR OLD COIN-OP
\I‘EFISI[IH AVAILABLE
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« RELEASED BY KONAMI
TEL: 0895 853000

ince last month, progress on Konami’s state-of-the-art revamp
of their legendary Track And Field coin-op has come on leaps
and bounds. Literally. All-new events such as the high jump,

sport It S ust too much |¢_'“E il"l;lll: triple jump and hurdl_as_'. are all present .i“ the latest ver-

sion we’'ve played. And playing it is something we’ve been doing quite

bit of. The subject of th , together with the simple rapid-t
ke hard work I the  Sor i St ST i e S

future, the only exercise  [iCG'sr e most addictive murtpiayor games around: Againt
we'll get is by tapping

two buttons on a joypad.
Very fast!

100m DASH

Anyone who sneers at the button-tapping nature
of Track And Field, should first experience the
100m dash. There's no better way to simulate a
frantic race, than by desperately hitting the
buttons as you sprint for the finish line.

L e

110 m HURDLES

Just when you'd got to grips with this rythmic
button-tapping lark, a new hurdle gets in your
way. And another. And another. Now you have to
hit a jump button at the right time as well!

DAs your throw-

THRDW, N G _ T Like er begins to
T E R S S G O e PR R spin, start tap-
g ey habngnt Ml ",'j.-"_":'il',,"F.:-'"'.L‘--'~ R - - = e AR I,
il e e L A S A T PO e —-.-.-—[._r..: TSI ping your
" . vl A .. - .. - | o e i rrthmn mnm

Although the method of performing these fast to raise the

e EEe i R
T - ' E

events is similar, each requires a different power. Easy
technique for success. enough, but you
have to keep

the power up!

SWIMMING

Bizarrely, the only
event in Track And
Field to star women
(so far). Similar in
technique to the
100m, except you
have to tumble-turn
halfway. Super-
human stamina is
required though, to
keep up the tapping
for two whole

lengths!

Watch the arrow as the it spins @
i PrECS SR _j_ru 7:ig28/ 4 higher and higher. After three spins : _“'"ﬁﬁxﬂgg

-, T A} release - in the right direction! ' 4 D
.r - - - | o .. ..I_:__.- 1':"'-‘?..:1
ee. Ll ; Soa 3 1l ol I
‘l ¥ ! X ] LAl o r

- i
i Mi-l'.“l 'I'_,l'l- "' :F—-ﬂ Iﬂl r: ———

48
A

L) 1




LONG JUMP TRIPLE JUMP HIGH JUMP

Just remember to hit JUMP before running past Same as the long jump, but Timing the jump correctly is essential.
the line. Not too much before though, or like Tom with three rythmic little skips Setting the bar height is important too. Too low

C you'll just end up sitting on the runway. during the run up. and you miss getting a good record.

@ Tap, tap, tap, tap, tap, tap, tap, tap, tap, ‘TAP’ (different
button - he's jumping you see). Wheeeee, scooch, oof!

~IOSTKEEP-TAE T

FINISH____

———'—-"'T

.5}

@ Your costume does not
change during the run-up, nor
do you sit -down before

jumping. This is mnroly a bad
sequence.
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SHOT PUT

R LI'H_"E'E o

_.__‘_'_u—._

s | -

H'

@ Less spins and more precise aiming, make @ Only a half spin, but plenty of power needed to lob

the discus the toughest throwing event! this big bowling ball! , .m_i.m-‘;.
BT —

e & n: NEXT MONTH...

LALLRLREfTTEn

The final two
events, Pole Vault
and Javelin, plus
the secret event
(diving, we suspect)
are being fine-tuned
as we write. So
expect a full review!
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* BOARD: SYSTEM 11(TAMSOFT
VERSION FOR CAPCOM)

* NO OTHER VERSION
AVAILABLE

* STORAGE - N/A
* RELEASED BY CAPCOM
TEL: NO ONE (TOO EARLY!

STAR GLADIATOR

- i ,3335 A stellar new beat em up born of the same
atl recentty, Capoom maintainea  MINMs that brought you the World Warriors
u1';?!t£'::,::‘;L‘:n':ﬁfa“f$ ngming 10 the Street Fighter series - Capcom!

games until thﬂyﬂnuld WIEIda3DEHginE R N N N R R R R R R R R R R R XYY

ret ek oy e Toached htcuca STREET FIGHTER 3 COMING SOON?

proof that they gave reached that crucial

mile stone, and is a major improvement |
over Takara’s Toshinden 2 - a game Just to recap on the rumours, Street Fighter 3 is going to be 3D. Its release date is depen-
which Capcom licensed for the arcades dent on Capcom'’s satisfaction with the look of the characters as much as anything else -
while they had their baby under wraps in when Ryu steps out into that light-sourced, texture mapped, real-time polygon arena for the

first time we at least want to recognise him, right? Which also leads us to believe that SF3

some secret R&D lab. Now all eyes are isn’t likely to use System 11. Now Sega’s Model 3 on the other hand. ..
on Star Gladiator, and more importantly,

its significance with regards to future
Capcom 3D games...

NEW HUNTING GROUND

What Star Gladiator helps us realise first and foremost
is just how Capcom approach this hitherto virgin terri-
tory for them. Immediately apparent is that the charac-
ter design is unlike anything we've seen from them
pefore — not even in their craziest Mega Man or
Ghouls and Ghosts moments. Instead of Japanese
schoolgirls we have Raptors. Indian Yoga practitioners
are replaced by robots. Like Namco's visually spectac-
ular Soul Edge, Gladiator is a weapons based fight
scenario. Characters brandish such tools as axes,
spears, and daggers — all of which produce similar
traces and flares as those in the Namco game.
Occasionally though, fighters resort to standard kicks
and punches. It is not yet certain how any of these
moves are executed — though it appears to borrow THE H ARDER THEY F AI-L
from all areas of the beat 'em up field. Capcom’s first

fighter to completely abandon the six-button/ joystick At certain points during a battle, some Gladiators
initiated techniques? Don't bet on it. morph into some other fantastic shape. In some
cases this means enlarging themselves to such a
degree that the floating cam is forced to pull right
back to take them into account! Speaking of dramat-
ic camera angles, there are many extreme view-
points employed in SG, with close-ups playing a
major role whenever a character pulls off an espe-
cially impressive pyro display!
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(3@ Zelkin, the
character on
the right, uses
wings to dive-
bomb his
opponents.
Gamof - the
squat robot
fighter -
cleaves his
foes with that
huge axe
slung over his
shoulder.

INVADING YOUR HOME

In case you hadn’t already guessed, Star Gladiator's
System 11 architecture means that a near perfect
home version is possible for PlayStation. Hence the
game's appearance at the 1996 PlayStation Expo in
Japan. Now that's an awful lot of people who are
suddenly wearing big happy smiles on their faces.<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>