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For more VR Soccer Tips and free demo, visit our web site at http://lwww.vrsports.com
Or, purchase a PC CD-ROM interactive preview at a participating retailer near you.




Where the bicycle kicks, the
yellow cards and even the
burnt goalies are for real.

It's just a game like English soccer fans are
just a little enthusiastic. Say hello to the next
generation of soccer. Video Games
magazine calls VR Soccer '96™
"The best 32-bit soccer game..."
With smooth, fast camera
action, it's the only soccer
game you can play from any-
where and everywhere on the field.
You can select from 44 international teams
and play virtually any position. Plus, up to
four players can play on one system with a
network option for up to twenty players on
the PC. VR Soccer '96™.
Now this is a game

you can get into.

Available on
PlayStation and PC!

Coming soon on
Sega Saturn!

Virtual FieldVision™ allows you to play in real time
from any camera perspective, including first person.

Interactive motion capture means you get real-time
player movement with ultimate player control.

Realistic polygon-based figures that look and
play like the world’s best, because they are.

™

SPORTS’

THE DIFFERENCE IS REAL.

active, Ltd. All nd VR Soccer ‘96 femarks of Interplay Productions. Al rights rese

Licensed from and developed by Gremlin Interactive, Ltd. a e Pla arks of Sony Computer Entertainment Inc. Sega a




YOU’LL TAKE MALON

YOU’LL DRAIN THREES

Okay, rookie. Here’s

all the 3-D realism,

other wannabees-uh,

the basketball game
EWING

¥
HARDAIWAY

OLAJUWON

Pi Sony Computer Inc. URNOTE of Sony’ Inc. NBA Shoot Out is a trademark of NBA Properties, Inc. The NB pr
Call 1-800-771-3772 for information on Game Ratings. For game hints call 1-900-933-SONY (7669). The charge is $.95 per minute (avg. length of call 4 min.. Callers under the age of 18 must to call. Touch: Available 24 hours a day/ 7 days a week.




PlayStation

your chance to go up against the big boys. Play for an entire season. Find yourself man-to-man with

intensity and sweaty, stinky action of playing in the NBA. And, with Multi tap, you can even link-up with seven

we mean players, too. With over 300 NBA players and real plays, NBA Shoot Out is, without a doubt,

of your dreams (which, let’s face it, is as close as you're ever gonna get to the real thing). ~

trademarks, copyrighted designs and other forms of intellectual property of roperties, Inc., and the respective member teams may not be used, in whole orin part, without the prio inc. ©1996 NBA Propertes, Inc. All ights reserved.
US. only. ©1996 Sony Computer Entertain rope (a division of Sony Electronic Publishing Limited). If you actually read all of this, you're a bigger loser than we thought. http sony.com. R1, R1, R2, R2, L1, L2, L1, L2 (This s not stupid legal copy.)




WHOA! There’s a lot of sweet
stuff in this issue! | mean, t )
sure | say that just about v

|| every month, but this time | & Where we tell you what you need to know, and then some!
really mean it! War Gods, k-

| Final Fantasy VIl, Ultimate “|Tniotrack Siil e R
MK3, and more, more, MORE! : breaking news... and some stuff we can't break!

0Oh yeah, | almost forgot to &
mention our sneak peek at VIRTUA FIGHTER 311 it List o ot g0
Don’t think | wouldn’t kill any of you for five la, ha! Our favorite games are newer than yours!
minutes alone with that game. ==.rcades

On the down side, it saddens me to tell you i
that our dear friend Bill has... well, passed on. |
found his body just this morning, slumped over
his keyboard. Guess a man’s innards can only
take so much. We’ll miss the contribution that
he... BILL: Pm gonna kill you, Slate!!! Bill! |
thought you were dead, or |
would’ve never buried you!
BILL: It’s The Box for you, e e
boyo! It’s time for the ,-someone wrote in with a game question! We made fun of ‘em anyway...
monkey wasps’ feeding!!! ack ITalkl 114

5 Who'd believe it? Far? erous gunplay and a big surprise! We never have surprises...

What was the best prize you ever got in
a box of cereal?

means something... this is important... except for all that weird stuff!

=
‘Reader s [Networkj

3 WChzris, .. Que sera, sera! (This means ‘here’s all the new stuff!’)
%| One time | got this little monkey. He was real " .
cute and fun to talk to, but then my Mario doll apanese [Previews
said | had to ‘terminate’ him. | did it... | cried, B 1/ q i 2
but | i i (sob) : With coverage like this, who neeas kung-fu?

‘
Cereal? What's that? You mean, you put this

stuff in a bowl and pour milk on it?!? That's
disgusting! Uh... does it have any caffeine in it?

| was real excited about collecting those little
hatting helmets, so I'd eat the whole box at once.
Never did find those helmets, but the cereal was
real crunchy, for some odd reason.

- We draw first blood on Ultimate Mortal ith even more
= Kombat 3! The carnage starts on page 26! fantastic garphics, on page 28!
44 What better prize could there be than the 12
| essential vitamins and minerals that come
packed in every box? Oh, I guess finding a
banana in there would be cool, too!

| Prizes in cereal are kinda like Doom. You know
there’s something in there, and you're pretty
sure it's not gonna be good for you, but you eat
the stuff anyway. Scary, huh?

-~ Final Fantasy VII, NBA Jam Extreme, and some really Boss Stuff, not to mention our deluxe
cover story! Man, we're just too good to you!

1 got this submarine once. I'd put baking soda in
| it and it would dive up and down in the bathtub. |
wonder what ever happened to that darn thing?

N 7 In a move guaranteed to drive CHRIS: Chris Slate@gm.imagine-inc.com
) Congressmen weeping into the streets and BILL: Bill Donohue@gm.imagine-inc.com
| 1 used to try to collect these really cool ‘Invaders mothers everywhere crazy, GAME ROGER: Roger Burchill@gm.imagine-inc.com
| From Mars’ cards, but every time I'd pour the beer on PLAYERS has gone online! Check out our MIKE: Mike Salmon@gm.imagine-inc.com
my Cheerios, all the colors would run. All | got now web site, as well as our individual E-mail

are these cardhoard squares that smell like beer. addresses over on the right! PATRICK: Patrick Baggatta@qm.imagine-inc.com



Super Mario RPG
amazes all of us on

Once again, our crack (cracked?) staff of reviewers has been bullied and
bludgeoned into turning these reviews in on time... and it was fun!

hurts! Check
out Final
Fantasy VIl on

*-“The Evil Dead always tome
back for more! Check out

Part Two of our Resident Evil

. strategy on page 88!

records to prove it! (D’oh! Uh, forget that last part, 0K?)

When it comes to cheating, no one’s better than us! Heck, we got the prison

Alien Trilogy 58 Assault Rigs 105
Creature Shock 70 Clockwork Knight 2 109
Barthworm Jim 2 66 Donkey Kong Country 2 108
Iron Storm 69 Earthworm Jim 2 108
liagic Carpet 71 Even liore Codes 110
Need For Speed 60 PAENE Game Shark Codes 107
Fight Warriors: Darkstalkers’ Revenge 62 Jumping Flash! 109
Now Playing 78 Johnny Bazookatone 107, 108
Return Pire 65 Killer Instinct 2 100
Shining Wisdom 61 lluseum Classics Vol. 1 107
Super liario RPG 56 Night Warriors 96
Worms 64 Resident Evil 88
Sega Rally Championship 106

Street Pighter Alpha 106

Theme Park 109

These will... these will... rock you! Thunderstrike 2 104, 105
We’ve got more basebail Twisted lietal 106

coverage that all three

networks combined! So Zero Divide 106

get yourself a comfy chair P .

and get ready to ‘Play jsess
Ball!’ The action starts on
page 72! Batter up!

If you don’t buy these, we'll have to eat 'em! It's not that they taste bad, or
anything, but we'd like to try sandwiches made with bread, for a change!!!

No one has talked about anything
else but Virtua Fighter 3 since its
recent debut at the annual ACME
arcade show, and for good reason.
Although still pictures can’t do this game
justice, just one look will pound you infoa
pulsating pile of protoplasm. Your torture
starts on page 42.




letters

Hokay, here
we go: Monkey
wasps, Kerri Hoskins,
purple capes, guys who live in
water towers, naked charters (huh"),
and a really, really b|g picture of a pig’s
_butt! Of course, it must be Readers’ Network!

1N’
Ilove your mag. | think it's
c L U B o / ; \ the greatest. I've heard
[/ L from various sources
| am pissed off about these new systems and their expen- y e fhalt 3 Eraxata?g:iexsd exsﬂarerrle o
sive tags. When Ultra 64 comes out, how much will it cost? : i D Dt forthe S P
$250? $300? My friend says that the new systems won't 3 .. Wy <« e Tonte oupe
last because of their price tags. | think he’s wrong. Hey, if | W . v Famxor (152
had $400 to blow, I'd get one of those systems. But if they :
(meaning Nintendo, Sega and Sony) had any business
sense, they would reduce hardware prices so more people
could buy those awesome systems. Anyway, | wanted to
ask you something. Could you confirm that there is a Final
Fantasy game for U64? And if s, is it @ sequel to Final
Fantasy 3? Oh, and Bill, if you want a very mean animal for
the box, | have a very rare monkey wasp. lis sting feels like
being gored by a rhino! Only 550 bucks. And I'll include a A
keg of beer! Get drunk while enjoying box emnlr‘noﬁm S, cost And it we aren't why?
Stockbridge, MA Sl
Pocahontas, AR

G " To be honest, Jeremiah, 'm not quite sure which game you're talking abourt, but |

MenewTeml W%'ys;s’hm’ ;’Im:;;:wwi have seen several ‘create your own game’ cariridges for the Japanese 16-bit market. No

are basically selling the hardware at cost, The one has announced any plans to bring these titles to our shores yet, but | sure wish they
s profit from soft I Asgmform would! Imagine... ‘Lord Slate enters the dark dungeon to rescue the fair princess from evil Bill’s Box...’ My

conpanys i 2 RPG is practically writing itself!

m,’,ﬁ"‘”"l '”"W’;’:""";””’l""g i Yeah, right into the dumper Check out my hot, new RPG — Super Buddy's Beer Hunt!

THE SECRET PLAN

games and not
enough time to
I've figured out a way for Sony and of those games by spending just as much as | did before. Sony,

: Sega to legally get rid of Sega and gameplayers everywhere would benefit from this
PlayStation. Atthough it may s | 5 Nintendo for a few more move. Also, if you think about it, once Nintendo's out of the pic-
be called FFIV when it comes to R G 3 : years. When the Ultra 64 ture, Sega and Sony can slowly bring their prices back up. What
the U.S., Square Soft has finally begun : comes out, drop all the do you think?
to develop their excellent RPGs for . prices of games in half. Ben McMahan
systems other than Nintendo’s. But y |8 They won't lose any Mansfield, TX
there are rumblings of another FF i more money per hard-
game in development for the f ware and will still make money off the soft-  ROGER: Well Ben, you had me excited there for a minute.
Nintendo 64 but in all likelihood ware. Nintendo won’t be able to make their software But what’s all this talk of destroying Nintendo? Sure,
we won'’t see it until well after the any cheaper because of its cartridge based system. that Mario guy is annoying and that Donkey Monkey
release of Nintendo’s Bulky Drive. Any idiot would see it would be better to be able toget  diude could be some strange genetic mutation, but Pm
Finally, do me a favor and keep those twice as many games for the same price and pur- all for more competition in the market place. Because if
monkey wasps. For some reason it 4 chase a PlayStation or Saturn. The game companies for some unlikely reason Nintendo disappears, you can
always seems to be me that gets might even be able to make more money off software bet those game prices are going to sky rocket. | like
thrown in the Box and | shudder ) this way. | know personally there are like 20 games  your short term plan better — a drop in Sony and
at the thought Bill with a g | would like to get for my PlayStation that | Sega’s game prices upon the release of Nintendo 64. 'm

i 1 can't because | have to think about money. If sure the executives at those companies are already
4 Ihey did thls I would be able to get quittafew  conmsidering it
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UH... - RI1IGHT

As Isat to write a letter to GAME PLAYERS, my.mind
began to reel, my hands to shake, and-my heart to pound.
Pain shot through my head like a dull knife in a lobotomy.
My dog and cat stopped fighting and had a nice glass or

red wine with their baked whitefish. Who ever heard of
red wine with fish? That's awful! Everyone knows it
should be white wine! And what about that 11th-toe |
have, and why:won’t that mouse in the corner sing a
nice Bing Crosby tune for me? Or maybe a Mel Torme

number. Where’s my gun? That darn moth.is really get-
ting on-my-nerves. Oh, pretty colors. Hunan chicken and

fried rice with my fortune cookie, please. Thank you.

Chett Muzzalupa
Whitehall, OH

BILL: It’s really sad when victims of pipe mold abuse get
their hands on a crayon and some paper. Anyway, in order to
sell more juice, the wine council had decided that any wine can

go with any food, so lay off insulting the pets, OK?

LET S G©

What is it with these Virtual Boy games?
Nintendo is making games like Nesters
Funky Bowling and Galactic Pinball! If

Nintendo keeps making games like this,

the main installed base will be the fat

people at the bowling alley! Wow!

TWO WHOLE COLORS!

In issue 80 of GAME

PLAYERS, | saw

the steering wheel
for the Sony
PlayStation. | was
wondering if you
know when it's

& going to come out

and what the cost
should be. | am a Mortal

Kombat freak and love everything that they’ve done to Mortal

Kombat. | was wondering if you know the release date of

Ultimate Mortal Kombat 3 for the PlayStation. | heard that

EOoVCVWaEA dINGSG

UMK3is not coming out for the Genesis or Super NES
because of the intense graphics on the game. Is this true?
And lastly, do you have any information on Mortal Kombat 4.
Is is going to be like Battle Arena Toshinden with the 3-D
perspective or be like the first Mortal Kombat?
Levi Friend
Medford , OR

MIKE: Everyone here agrees that the first wave of
Virtual Boy games are virtually silly. Not one title is
exciting enough to sell a $100 machine, much less
one that costs $160. As for your obsession with
Mortal Kombat, it’s really not healthy. UMK 3 is com-
ing out on the Saturn first, but by X-mas a new
PlayStation version should surface. The early
rumors on MK4 have it being a 3D game (like
Toshinden), but still maintaining the digitized
fighters. Look to Midway’s War Gods (arcade
game) o get an idea of what it’s going

to look like.

info on the top secret ‘chinchilla drive’ peripheral for

sion from the reclusive ‘Icy Black Hand of Death’ cult.
It was a live interview with iiber-babe herself, Kerri
Hoskins! The drool slowly gathered in pools under my
chin as she answered soft-ball questions lobbed by
Liz Talbot, a local news anchor (believed to be a con-
spirator in the now infamous ‘noodle incident’).
Outfitted in full Sonya regalia the pulchritudinous Mrs.
(ves, she’s married) Hoskins revealed:

1. She’s never been in a fight.

2, She was once stalked by a guy in Minnesota.

3. She thinks Mortal Kombat is about self-discipline,
not splattering internal organs onto the sidewalk.

4, She sucks at Mortal Kombat.

\Ihold this information up to you, mighty Evil Masters

SO VERY KERRI

| was out on a dangerous recon mission, searching for

Virtual Boy, when | intercepted an encrypted transmis-

of Polygons. | hope it appeases your ever-
growing hunger for gaming news.
The Marlin
Holt, Mi

MIKE: She’s married!!! Damn!
And she can’t prove | was

even in Minnesota at the time.
Besides that, | wasn’t stalking,

1 was sauntering. Get me her
husband’s name, and 1 shall
make everything OK. If you can’t
get enough of Kerri, you should
check out War Gods (It took a
small army of very happy men to
squeeze her voluptuous body into
her tight and revealing new outfit).

letters NETWORK

(HOEW MANY)

MORE

TiMES?

| have a few questions
to ask:

1. Is Sega going to
make any Sonic
games for the

Satun?

2. How many peo-

ple asked you that

before?

3. Could they have

done the back-

grounds of VF2 (espe-

cially Shun’s awesome bridge

stage) the same way they were in the arcade or were

they just trying to get it out by Christmas?

4, Should | just sell my 32X while | can?

5. If Sega and Matsushita make a 64-bit machine, what

will they do about all the Saturn owners (like me)?

6. Do you guys prefer boxers or briefs on your heads?

7. How can | get these damned voices out of my head?
Richard Mitchell

Tulsa, 0K

BILL: OK, here we go: 1. We’ve heard rumors, but
we can’t say anything about that at this time.
2. You’re about the ten thousandth person to ask
that question. 3. There was a bit of a holiday
rush, but the designers are working on the prob-
lem. Look for great things soon! 4. Uh... don’t you
mean IF you can sell it? 5. They’ll probably try to
sell ’em the 64-bit system, of course! Enough of
these silly game questions! Let’s get on with the
important issues! While boxers do provide better
overall coverage, briefs are
preferred, due to their

aerodynamic config-
¥ P "‘abo‘. 1.‘M
H& those voices —
;’,& b\ wouldn’t you be
” i really

lonely if

\ B )
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NETWORK letters

THE REASON WHY e o ot & vt Rums . 1.2
Why is everyone leaving? All my favorite people on the when readers bk; themselves ::tn:;m way!
GP staff are leaving. Here is a list of my favorite people Who's got the cheese mop?
that were ever GP staff: Bill, Chris, Jeff, Mike and Vince. [}
Jeff and Vince are gone! I'm sad! Waa! Waa! l"g&« abﬂr‘
John Perelio
Martboca, WY attant saan

Hey! | thought it would be cool if they made a game
with a guy who had a spear coming out of his hand!
Also, a guy who is made out of lightning and... oh,

CHRIS: Just wait until | put my ‘Monkey Writer’
plan into action! Say your goodbyes now John,

the rest of the staff isn’t long for this life. Pve never mind.
already trained one monkey to type upwards of Mitch Keeler
45 wpm! Vernon, TX

BILL: Yo, Mitch! We thought it would be cool to
have a section in the mag where readers could
send in game ideas and then we could maybe
send them a prize or something and then we
could... ah, forget it. You know, Mitch, if you

Vit tUA STUDL | o impoiant s e how odyouare, or

ONE GF THE.

GUYS’

i My game is called Virtua Writer. The object of the maybe even how to breathe!
I'am a 16-year-old pro-action male-gamer. | love game is to sit around all day and write game ideas
your magazine. | have a problem with all those to send in to an awesome magazine. If you get one -
female gamers making these silly false accusa- published, you get a mystery prize. If you don’t get "'}.7 1 4
g?;'se t:rzt g?;‘i? Z;emseesxﬁlgtl ﬁ;sigr?gbf:gségjaﬂ’s one published, you sit at home, writing until you run F1 7 & 7 &5
Ve VICIOu - out of original ideas and start sending stupid ones in.
E‘;e Mllsl II [ aﬂds 3 ;?f gxg?]!l)l& Sonya, Ja(fj%\ Well, I've got to go now. | need to run out and buy aoms ’a mes ﬂi"‘
itana, Mileena, Sindle & Shiva are some of the
deadliest fighters | have played in any game. And ST Roger Kubilis '00 mu Gh fJ (TH
lets not forget the notorious Chun Li & Cammy in Reydon, OK My game is called Carpet Bumn. The object of the
Street Fighter /I, | can out play any male fighter game is to get a good running start and slide on
with Cammy any time, any place! You female BILL: We've about had it with your dumb ideas, your hands, knees, or face as fast as you can! The
gamers have to face the fact that the majority of Roger. | mean, Sheep Herder could have been a player with the most burns wins! Extra points go to
gamers are males, so most games are going to great game, and Running With A Really Sharp those who rip flesh and leave blood stains!
have sexy females in swim suits standing in the Knife only had that one major flaw, and let’s Remember kids, (ouch!) don’t try this (ouch!) at
background to appeal to male gamers. If you ask not forget about Basket Weaving Fools! That home!!! (OUCH!)
me the females are always the deadliest charac- one could have taken you all the way to the Mike ‘Prime Minister’ Herron
ters, just look at Orchid in Killer Instinct! top, but this time you've gone too far! Toccoa, GA
Mason Gabriel

Detroit, MI Qe it ?oﬁr wa! BILL: Wow, Mike, this game is fun! | remem-
Il at you

My game’s name is Originality. You can do ::’;:: :’g "J'g::: :':;:‘:’l:ﬁ aﬁ”ﬂ;’;’; :;"yso‘:l
want, instead of going to a planned destination. It is 5 e
The mo I Is nearly as sexist sorta like a Choose-Your-Own Adventure. If you want COuklfotally, dama,ye reatly se::smv 4
2 oty T ot e s, || oot tot vt | [Py o
outweighed by the fact Mg:”m;sam always mini-mall — be my guestl JUST DON'T TAKE OYER Nt ol S S5 Mokt Nt
dressed in next to nothing. Let's face t, the MY PART OF TOWN!!! Oh yeah, cold-blooded murder maszs and handcuffs!"! /

guys that create these characters are (i is OK, too. Please pick my game, or I'll do something ¢

cally speaking) the geeks that never MT‘: really drastic.

PATRICK: ’'m not complaining, but come on.

Shawn Hanby
e g i tseotmi St Frankiinville, &J | HE! You, Too, Can Win A MysTery Paize!
women in Just send in your Game Ideas to the address printed on
their BILL: Calm down, Shawn! Put that lawn chair | the last Network page. Make sure that you include what
e ion: and Cheese Whiz down real slow! You don’t type of video game system you own. This month’s Mystery
1 love them want to make a big mistake now, do you? Prize goes to Mike Herron, of Toccoa, GA, but we can't get

\Look, we picked your game, OK? See, here it these dam handcuffs off... Write in today!!!

GOT A SATURN?

1. When is Toshinden coming to Saturn?
2. Is it frue that Destruction Derby is coming to Saturn?
3. When will Virtua Fighter 3 come out for Saturn?
4, When will that Gran Chaser game be out for Saturn?
Michael Richerson
Lebanon, KY

MIKE: 1) While Sega admits that it really didn’t have
the time to do it completely accurately, it did announce that
Toshinden would be coming to the Satum sometime in the
Spring of *96. 2) Yes, Destruction Derby is coming to the
Saturn, along with other Psygnesis titles like Wipeout and Discworld. 3) Expect VF3 on the Saturn at
least 6 montiis afier it hits the arcade, which it hasn’t dore yei. 4) Gran Chaser s called Cyber Speedway
in the U.S. and has been out for quite some time. Any other questions should be directed to your mother,
after all she knows best.

10 GAME PLAYERS /.



WHAT'S THE

PLAN?

With the 16-bit market dying out and 32-bit systems
such as the Saturn and'PlayStation,| have to ask what is
Sega’s plans on the: Genesis. | have heard many rumors
that | hope you guys can confirm about a new.Senic
game, Ultimate MK3 and a Vectorman sequel. | already
have a Saturn and I'must confess, it's more than |
expected. Thanks for listening and keepup this
kick-ass mag.

John Riley

Waco, TX

PATRICK: Well, the truth is, the future of the
Genesis is pretty dismal. There are a few games
coming in the near future, including a sequel fo
Vectorman, but all the other good stuff, including
Ultimate MK3 and a new Sonic game are being
done for the Saturn. Personally, I prefer it this
way. It’s time to move on..

iT CAME

The reason | write to you is two part. First, Great mag.
Simply superior. Second, | read with great dismay and a
little joy that Jeff Lundrigan will be going to Next
Generation, also a great mag. Meaning someone might
be moving up the corporate ladder. Creating an entry-
level position, a coffee-getting, show-wiping, butt-kiss-
ing, ‘yes sir, | am scum’ position. | am that scum. My
vocabulary is quite extensive. OK, I only know six
words. Coffee, beer, videogames. | know that is only
four words, but | say beer a lot. My time at GAME
PLAYERS would be spent uttering my credo: I'm not
worthy. I'm not worthy.” To grovel at your feet would be

letters NETWORK

YES, WE'RE SERIOUS

| have a couple of quesnonst at | hope you can answer for me:
1. Do you know if any polygon shooters like Virtua Cop will come to the PlayStation?
2. When will Twisted Metal 2 come out on the PlayStation?
3. When will Toshinden 2 come out on the PlayStation?
4. Does Bill eat Toe Jam 24/7?
5. A few issues ago you said Virtua Cop will be coming to the 32X. Is that true?
That's it also | would like to say you guys kick serious ass
and are the best gaming mag in this world. N

Ciint Boutwoll /678,

Castaic, 6A O UL

PATRICK: 1. None are planned. There is a light

gun game calied Project: Horned Owd, but

there are no polygon encmies. 2. We expect it
around earty fall, 3. Spring of '96.

BILL: In referenice to question 4, no. However, pipe
mold is almost afways in season and, with its
piquant bouguet and de.mﬂe iaste, it’s a sure-fire

FROM THE GENE POND

massage, and will run down to McDonald’s in
a pouring typhoon for a sausage biscuit, you
can have the honored position of

Chris’s gofer. You gotta like

wearing diapers and purple

capes, though...

penance enough. | would be happy to write the numbers on the
pages. Me count good. If | have gloves | can go all the way to 20
with my shoes on. | think | could be a mediocre angle to your staff
A dumb man’s view on the games. | have high scores only a five-
year-old could beat. Please toss a poor dog a bone, a simple bread
crumb. | long to serve.

Dennis M. Hook

Cocolalla, ID

Well, now that you mention it, we do need

someone around here to take care of Chris’s idiotic
demands, so here’s the deal: if you give a good foot

7996 GAME PLAYERS 11




NETWORK letters

‘THE

\L._FROGNT1ER

play Japanese games on the American
g PlayStation with the use of a large
@y paperclip. | am not trying
y to tell you your
. job, but if this will
help any
ly PlayStation
owners, then if
was worth me
writing you this
letter. | enjoy
your magazine.
Jon

Burbank, CA

BILL: What can we

say, Jon? Granted,
we’re not a Senate
. subcommittee investi-
g1l  gating cost over-runs in
the, uh... SPACE PROGRAM,
but we’ve heard some

rumors about this one. After
all, if you guys can put a man
on the moon in less than a
decade (and then completely let
the whole program go to hell in a
handbasket), we feel there’s a good
chance that there may be a way to
play these games on the PlayStation.
And we’ll do it without any of those
$600 hammers!!!

Hi, 'm a 37
year old unemployed
aerospace worker with too
much time on my hands. | graduated
to a Saturn Game System — it's great. | am a
new subscriber to your magazine, although | have read
it for six months. In Issue No. 81, your February issue, a reader
writes in, Angel M. Ortiz, and was asking you if you could play a
Japanese Playstation game on the American PlayStation without a converter.
The advice you gave him was questionable. Granted, | do not own a PlayStation,
\so | do not know for sure you can, but according to the enclosed article, you can

o

THERE'S THAT WORD AGAIN..

Say guys, what happened to Konami? Those guys haven't done anything great in a CHRIS: There’s that darmn word again — ‘Usurper’! Where are you guys get-

long time. When | viewed Castlevania IV on the Super NES, | was amazed. The graph- ting it from?! Anyway, you’ll be glad to hear that Konami is indeed hard at

ics, sound and music were all on par. Especially the music. | wanted a Super NES work on a brand-spankin’-new Castlevania adventure for PlayStation. |

badly. But when | choose a system, | stick with it. And at that time, Genesis was my can’t wait to see what the Belmonts can do with all the extra power!

choice. Anyway, | would like to see Castlevania IV done on the Usurper. Gotta love BILL: Calm down, Chris. 'm pretly sure that what they’re really saying is

that music! “You surfer’, | guess that all our readers think, with your goatee and all, that
Kevin Glass  you’re like some kinda big Kanoanoa surfer dude. Yeah, that’s it... you
Saginaw, Ml  surfer... cool, man... Of course, they could also be saying ‘Blue Slurpee’.

[ T T

» When it comes to Reader Art, Bill Donohue is ‘B s
¥ one eye away from blind! Midgemeo, XY

Ryan Lacy,
Edmond, 0K

Juan Juarez, 5 A
Los Angeles, CA ¢ A Matt Brundage, nk AR 27
Andover, NY sVl £
3 O Why did this strange,
v glowing frisbee drive
Alright! Where’s the men to murder?
wiseguy with the
Silly String? ©
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JUST PLAIN FOLKS

| would like to compliment GAME PLAYERS for
the great magazine. | am complimenting you on this
because you don’t have ‘dogs reading your magazine’
or ‘people baking bread in the shape of Game Boys’
like those other mags.
Graham Davis
Milford, Mi

1T AINT ASTHMA!

1 just want you to know that | am not purposely kissing
butt, but | want you to know this. You guys do a great
job! It really frosts my glass to see people write in
bickering about reviews. You do a great job and | agree
with all your reviews. After all, you're the experts, not
them. So, why DO you print letters trashing your
reviews? Is it just so you can write funny responses? |
love your responses, they are so funny. Well, gotta go.
My nose is so far up now | can't breath. Keep up the
good work!

Derek Belden
Chaska, MN

BILL: Every once in a while, we print a deroga-
tive letter just to rile you all up, so you’ll grab
those torches and farm implements and storm
the castle, in search of the monster, who
threatens the lives of our children, and live-
stock, and... uh.., | think maybe it’s medicine

BILL: That’s absolutely right! None of that weird
stuff for us! Our readers are just a normal bunch
of plain, decent, wearing-underwear-on-their-
heads, hamster taco-eating, fire storm-spotting,
cheese-worshipping folks who believe in a 900-
foot tall, three-eyed monkey. With fans like this,
who needs any strange stuff?

FOR THE BIRDS

Hey, GAME PLAYERS, what's up? Yeah, | live out
here in a water tower, don't know how | got here. Well,
the only reason I'm alive is to get your mag. | think it's
really cool. It's too bad | have to eat them after | read
them. I'd sell my soul for a GAMIE PLAYERS mag-
azine right now — wow! just kidding, Mr. Devil!
Anyway, it's pretty cool in here... no top on the tower...
can catch some rays. Oh great, freakin’ pigeons are
back — sometimes | wish this thing had a roof. I'm not
sure if this water tower has an address. How do the

magazines get here?
Andy Barker
Lansing, MI

BILL: Here at GAMIE PLAYERS, we employ a huge
network of carrier pigeons, who are trained to deliver
our mag to water towers, highway culverts, and
shopping carts everywhere. We wish you guys would
stop barbecuing our birds!

REALLY CHEAP

In the December issue, Bill said, ‘Everybody gives their favorite

game a 100% rating.” Mortal
Kombat 3 for Super NES is my
favorite game and | give it
80%. The computer is
plain cheap.

BILL: You know,

™" all the cab fare! In fact, he stole
the tip I left for the waiter!

Wi cares what th charterloks 67 dontcaeil e charter's 6ok could
buﬁormweapersmdoadwbtemmﬂmmmmmxﬂm&tmm

makers maker charters naked ﬂwy went to far

Way Out There.

mmwmmnmnsammam

hﬂmﬁulmam

‘naked charter! Now, let me help you into

butt-puckerin’
Hkﬁm,mmudb,ﬁﬁmﬂ!mhhﬁh;.sae,m

Robert Gantox
Greenfield, NY

Co 20 lionsS

1zzy Knoble
tmy ¢ 11508 NE 94th St.
Josee Laplante Vancouver, WA 98662
132 Carleton St.
Cornwall, Canada K6H

4x2

A.J. McCann
P.0.Box 218
Keazer Falls, ME 04047

Dino Tsirkas
83-07 54th Ave.
Elmhurst, NY 11373

Joe Brant
18970 NW 5th Ave.
Miami, FL 33169

Robert Hoover
RR 1 Box A336
East Freedom, PA 16637

Vegas Jac;(son
1209 59th
Pekin, IL 61554

Chris Bebek
1131 N. Roddy Dr.
La Hubra, CA 50831

Nick Campbell
4520 W. Ridge Rd. #105
Gary, IN 46408 Kyle Reu
Rt. 4, Box 392

Astoria, OR 97103

Robert C. Montgomery
1017 Prairie Av.e
Mattoon, IL 61938

Mike Bogacz
5501 Jenkins Rd.
Rome, NY 13440

Daniel Watson

152 Balaclava St.
Campbeliford,

Ont. KOL 1L0 Canada

Tommy Jung
4413 Via Majorca
Cypress, CA 90630

M2t off your @55/

Wnte to Game Players at the following addresses:
For game ideas, write to:
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nce we couldn’t getan anchomlan for this infro, we've decided fo cut siraight to
= the chase and say ‘And now, the news!’ We'll be saying that in just a minute — just
" as soon as we get off our official anchorman union coffee break!

" Williams’ first 3D
game is¥

Whos afraid of the big bad gods?

en news first started leaking out
about a possible 3D fighting game
from the makers of Mortal Kombat,
no one quite knew what to make of it,
but everyone was interested. Now, just a few short months later, we're starting to
see what happens when you cross gore-artists Williams, with a totally 3D fight-
ing engine. The first thing you'll notice is that the game is truly 3D. While many 5
of today’s ‘3D’ games are much closer to 2D fighting games, but with polygonal characters,
gm War Gods allows you to move anywhere in the ring at any time. Of course, the jury is still out on
. &4 how effective this freedom is going to be when it comes to actual gameplay, but it's nice to see
someone finally trying it out so wholeheartedly. Another innovation is the use of digitized tex-
= ture-maps to give the characters an ultra-realistic look. Essentially the effect is the same as in
E& a Mortal Kombat game, but in true 3D. This is most appreciated when considering the inclusion
L3 of Kerrie Hoskins (Sonya of MK) and her glued-on outfit.
. At press time, War Gods is still knee-deep in development, so it's impossible to say how the
Finish him, = o i & finished product will stack-up against other 3D fighters, but with all its gory moves, wild
or something. § L y =5 characters and legions of built-in fans, we're all
expecting big things. Expect extensive follow-
up coverage in the next few months.

The roving camera ang|
the middle of the action!

3D environment!
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Uare LA, Poised To Redafing Next-Gen Games

wth an investment of $10 million, Square, CO. Ltd.

has announced the opening of a Los Angeles-

% based research and development center that has
been assigned the task of creating the best tools and
techniques for the future of videogame technology
and graphics. The state-of-the-art facility, which

also serves as Square’s US headquarters, will
meld Square’s proven expertise in role-playing
games with the graphics and visual effects
typically found in major motion pictures.

Even more encouraging is the
personnel chosen to head Square L.A. Lead by
Final Fantasy series creator Hironobu Sakaguchi
as President, Square L.A. has gathered some of
the best and brightest of the professionals from
the entertainment and videogame industries to lead its

effort. Vice President of Technology, Paul Ashdown boasts
credentials from such films as ‘Jurassic Park’and ‘Forever'.
Vice President of Game Production Steve Gray’s resume features work on films like ‘Interview with a Vampire’, ‘Strange Days’
and ‘Apollo 13", Viice President and Creative Director Ron Sabitino’s work has been seen in ‘Batman Forever’, ‘Waterworld’ and
‘Judge Dredd’. Serving as Art Director of Game Production will be Darnell Williams who previously served as director of

1iq[409yv g=ev

motion capture

for Digital
Domain

. where he
L worked
on such
game titles as

Mechwarrior and Viper.

Working in conjunction with game
designers and producers in Japan, this all-star
team’s first work will be featured in the much
anticipated Final Fantasy VIIRPG game, which
is scheduled for a December 1996 release in
Japan. The PlayStation-based game, which
will be called Final Fantasy IV in the US, will
be released stateside in 1997.

Sega prepares o introduce Internet .

pre
peripheral fo the US market

Janned for Fall release in the US, Sega has confirmed that it
APwm be offering two separate Internet packages for use with
& - the Saturn. The first will be a start-from-scrateh bundle,
including a Saturn console, modem, software and an optional
keyboard. The stand-alone bundle has been promised at less
than $500. The second package, which has been promised at
$150-$200, will be.a peripheral offer for existing Saturn owners.

Sega has promised, at some point in the future,

Internet support for the Saturn console by way of networked
games and downloadable demos. In the meantime, rumors are
flying about negotiations with Internet gurus Netscape for some
sort of browser.

(4 P .
i ,(‘;.

¥

Despite other business ve
claims interest in Jagt

geently, a statements : e .
Rport of the Jaguar. | d y

hard drive man|

games, therefore, i

erals than videoga

however, Atari is sti

for the Jaguar-=sy e s
Its do

no tities are,said o'

at the morhent; tha

will have an}

near future, but

for diehard fans.

Practically speakif

with Atari’s,g

the games ind
try right now,
unlikely that theys;
would be able to
survive much of a
tus in software =
development.Expee
updates in GAME
PLAYERS as the
story develops. "

Has the Atari Jaguar
finally reached the
end of the road?
Not according to
Atari,

it hasn't.
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Konami announces that they will be using
Masushita’s M2 technology for arcade games

hough the negotiations have been less than secretive over the past
-r:few months, Konami recently announced officially that it would be
' using Matsushita’s M2 technology to develop arcade boards and
software. The technology, which was purchased from 3DO earlier this year, is
also being planned for a home console release by Matsushita. The 64-bit home
console is said to rival and even surpass the specs of the Nintendo 64. Konami feels as
though it will be able to make good use of the technology in the arcades, as well as in the home market.
Though Konami has not released any titles yet, the first arcade games are expected by the end of
the year. Konami, however, is not the only company planning to use the technology for arcade machines.
Capcom, makers of the Street Fighter series, are also making plans for the M2 technology. We will bring you
more on M2 development for the arcades as the information is made available.

Virtual i-O Unveils $399 Virtual TV Headset

ow TV watchers, videogamers and movie fans alike can experience a private home theater experience via

an eight-ounce headset called VTV. For only $399 retail, the glasses provide the viewer with a sharp full-

color image which appears larger than most home theater system televisions (comparable to a 62-inch TV
screen placed 11 feet away) and with the full-stereo sound provided via built-in earphones, the media experi-

mersive one.
) §ses.connect to any video source including TVs, VCRs
s from Sony, Sega, and Nintendo.
n all you can see is the track
|ng soundtrack!

5.0f the VTV i-glasses

ed family members or
Bur enthusiasm for
duct is worn like eye-

1in any comfortable

n their backs, their sides,

fé, Virtual i-0 is also releasing a vir-
feed-at-$799 for IBM compatible PCs called
i-glasses feature head tracking technology that

¢ allows the user to through virtual

Virtual i-O’s new VTV i-glasses allow the gamer to become com
of their favorite videogames. Order a pizza and coke and you mayneverseethe Iightofduyogam'

=

Fear not, US gamers! Sofar, the us dule hasn't changed this month

intendo has recently announced yet another

delay for the release of the Nintendo 64. This

time the delay will not affect the US release date - -
of September 30, however. The Japanese release
date of April 21 had been. defayed until June 23. !t
will be possible to
pre- order 5
the 4

famed hardware in Japan on April 21, and Nintendo

expects to have some demo models in stores by the
beginning of June. However, it will not be possible to
purchase one until the 23rd.

. While no official announcement has been
made as to why another delay is necessary, it has
been suggested that Nintendo is simply not able to
produce enough units for the original release date.
There have also been rumors of last minute software
debugging, including some spit and polish work on
Mario 64. Nintendo is quick to emphasize that the

Japanese delay will have no effect on the US
release date of September 30th. We will, of
- course; continue to follow the progress
of the launch
" What has a 64-bit  that just
processor, anti-alias-  doesn’t want
ing, mlp-mopping to happen.
and is impossible

get, anywhere?
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Sega of Japan announces new stream-
lined Saturn hardware at cheaper price

Sega of Japan has recently announced that it will be

releasing a streamlined, and consequently cheaper,

Saturn console-in Japan on March 22. The price drop.in
Japan is the equivalent to about $100 off the US model. The
new price has been attributed to advanced manufacturing

_ techniques and a streamlined hardware design. The new

Saturn will have the same ultimate specs as the original, but
will cost considerably less to make.

While there has been no official announcement
by Sega of America for US release of the new Saturn, there
was an official announcement in Japan that it would be com-
ing to the US in the near future. If Sega was able to drop the
price of the US model the same amount as the Japanese
Saturn, it would make it the cheapest next generation console
on the market, beating even the Nintendo 64 when it is
released later this year.

us. Ia&%
pro;eg;, it h
onl

Racing fans world-wide will surely miss the presence of
Indy 500 on the Satumn. it would have been awesome.
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races at the thought of fresh, hot gossip,

hat's in a name? Well, a lot, if your name is Neverhood, the development group

founded by former Shiny Entertainment staffers Doug TanNapel and Mike Dietz.

Supposedly the name is a jab at a brotherhood pact they had with David Perry at
Shiny. Both are rumored to have left Shiny under disagreeable circumstances. © After
rumors that the Interplay/Shiny relationship was on shaky ground, Shiny’s own prez,
David Perry set the record straight for @AME PLAYERS, ‘Interplay are great to work
with and the relationship couldn’t be going smoother.’ On the relationship with
Earthworm Jim creator Doug TanNapel, ‘l and Doug talk almost every week, we’re still
good friends.’ And on games in development, ‘Well let's

B

: There’s a little fat, old, nosey fishwife in all of us. We can prove that. If your pulse
; you definitely have fishwife potential!

y the time you read this, they,méy be all gone.but, if you're

lucky, you still might be able to grab one at your local Blockbuster

Video. What are they? Well, they're Virtual Boys! Selected

Blockbuster Video stores have been selling used rental units for an
unheard of price of $29.95! Normally the units sell for $150,.and

although there's just a handful of software *
available for the systems, they are

< ° We dug and little deeper and found out
= from another source that Shiny’s hot new

!} PC CD ROM game, MDK (Murder, Death,
Kill) might find its way to the PlayStation,
Saturn and M2 formats. The game is
about 50% done and is expected to be a
far cry from Shiny’s standard platform
formula. * Also in development at Shiny is
a game called Wild 9’s, which uses what
one source calls ‘An entirely new
engine.” However, these same sources
say if you had to compare it with
something it would be very much like
Alone in the Dark or Resident Evil. The
game is about 10% complete and is
expected by the 1st quarter of '97.
Both games are expected to cause the
same buzz that Earthworm Jim helped
-{ generate. Wild 9'sis currently being
shopped around the cartoon circuit in
Hollywood and is also rumored to
& already have a toy line in develop-

" ment. We can’t wait...

- and Bt

Gear, with the-hardware supposedly dropping to a paltry 59

bucks: Beginning in-April, 300 will no‘longer support M2
developers. That from a source close to-300 who claims
Matshushita has yet to give any indication as to-how it will pro-
ceed with the M2 techniology. ¢ Nintendo has-a 32-bit portable
color handheld-in development that will supposedly retail for 100-
150 bucks. Will it play Super NES games? Nobody knows:.. ©
Super Mario Kart, one of the greatest two-player games of all
time, has finally come to the XBAND game:network: Players can
challenge friends over the phone fine in both Battle Mode and
Racing Mode. Now if we can only talk them into Bomber Man! ©
In development from Black Ops, the same team that brought you
Agile Warrior, comes Agile Warrior 2 and Treasures of the Deep. ©
Bomberman 4 is coming to-Super Famicom, indications are that it
will make its way to the US. * Mega Man X3 will be coming to the
PlayStation, Saturn and 3D0 formats. ® King of Fighters will make
its way to the Saturnon a cart and CDset that SNK plans to bring
to the US in August. See ya back here in thirty!

S ega is said o be repackaging the Game Gear as the Kids
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just say we’ve got some very cool stuff planned.”

expected to become a highly
sought-after collector’s item.
Rumors have circufated that
Nintendo will attempt to re-
+ launch the systems in
April, although due to
poor third party soft-
ware support it seems
unlikely. So run, don’t
walk, to your local
Blockbuster and get a
steal of a deal on a
Virtual Boy!

-

W ’)h‘l 3
e PP -

W, in addition to fr
the rumor that thé
‘Nothing is ready

along, but evens
titles, third parties argdi
a profit. Nintendo ha;

&

good-looking g
an earth-shattering
while Williams will s
Nintendo 64 Ca8
While Nam®0'3
Williams are alf
releasing Classig.Arge
packs for the PlaySte
we make a plea to=*%
Nintendo to bring baoke
some of our great"area
favorites like Popeye
Donkey Kong and Mar! \
Brothers. These cool gamesss, |
would make a great Nintefido 3
64 pack-in bonus! Hint, hint!
\



The longest wait is.the one for death.
The biggest Mortal yet is coming to S‘g‘ga Saturn.

1995 ‘Midway Manufacturing, Company, All rights
ms s a irademark of Williams Electronic Games, Inc. Licensed by Seq

ved. Mortal Kombat. the

- .. @”/éhm.} . "




3end in the fitle of your favorite game to the GAME PLAYERS website! The results
vill be added in with our mailed-in entries and the results shown here. You might even
lucky, just like Mark Whitehead, of Canton, OH! His Mystery Prize is on the way! Send in
our top five favorite games. You could see your name here next month!!!

L TR r

Based on our reader mail!

Battle Arena Toshinden
PlayStation
Sony CE

Donkey Kong Country 2 7 NBA Jam Extreme
Super NES : d Arcade 5
Nintendo <t iy - Acclaim

Chrono Trigger
Super NES

Squaresoft

Twisted Metal
PlayStation

Sony Interactive

Super NES

Nintendo
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Speed isn't

A sharp eye and a quick trigger finger will be
needed to survive these race courses. Race
at breakneck speed and fight back with a
powerful array of weapons including guided
missiles and a firewall to barbeque any
enemies on your tail. A radar system helps
you swerve away from sneaky land mines
and incoming missiles closing in fast. Destroy

enough cars, and you'll race in the psychotic

bonus track, a humongous kill-fest that

rewards you for how vicious you are.

JVC MUSICAL INDUSTRIES, INC.

™ & © 1995 Funcom Productions A/S. Al Rights Reserved. ©1995 JVC
Musical Industries, Inc. Sega and Sega Saturn are a trademarks of SEGA
ENTERPRISES LTD. The PlayStation logo is a trademark of Sony
Computer Entertainment, Inc.

all you’ll need.

y

B

PlayStation



For any-
one not yet
& familiar with

~ the ways of the
" Infemet and Web

surfing, here’s a quick
lesson: You can find anything
on the net and it's really cool as long

=4 fun to belong to an anime.club, but you
haven't been able to find enough people in
your-town t0 help you-enjoy your interest in
Anime, maybe 1t’s time-to check out Project 7
Anime Club (PZAC). A cyber-club; PZAC offers all
the anime information you can handle, presented
by people with the same kind of fanaticism
about the
Pro[ect Z, subject
us acool ¢ you.
One fea-
cyber-dub tire
forany-  yereq
L here that

in the field o, 41 to
ofanime. finjejge-

where is the live chat
room Belng able to communicate directly-with .
other.fans really enhances the club-like atmos=
phere of this site.

H 8y, if you were thinking that it would be

The Project
Z Anime
Club
Homepage

x

W

geekiest movement to hit modemn

society since videogames. Our deci-
sion to cover some of the best anime

sites in our Web Stuff column this

month is one that should, no doubt,
be a thrill to all you Manga fans out
there. There is, after all, no better way

opnons becagswe Jelativel

HARVAP\“ A J!

| It may not look Ilke

much, but the

_Sw=is is your num-
4 ber one source
for anime infor-

mation on the Internet.
If you can't find it here,
then you probably don’t
need to know about it.
From art to retailers,
The Anime & Manga
Resource List is little
more than a giant list of anime links. Probably the
best aspect of this particular site is the well-orga-
nized presentation. If you're looking for anime clubs,
you can head straight to club pages, or if you're just
trying to find some cool images to decorate your
computer screen, then you can head right to the
gallery sub-section and, soon enough, you'll be
perusing some of the best gallery sites on the net.

e e
TN

EmemE

e
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Anime and Manga Resources List - Lm
of Pages

Dt e s e et e

Anime & Manga
Resource List does

never higard of. This site.is for all you fans
- with big hearts that melt at the sight of-a-big
\toothy smile o little girls in tiger suits.

as you don’t mind being |;art of the

here do you go to buy anime items on the net?
AnimEigo is a pretty good start. From laser-disc
movies to high quality art, this site pretty much has
itall. The mum‘paau option (one of the better thumbnail
oW d time and large

-ow could -
H we resist : - :
writing about a site like this? The file pretty much sums it up —a gallery
of cute anime characters filfed with all your favorites; and some you've probably

to get free anime images, release
schedules and general information
about the industry and those involved
in it. Hell, you might even find a great
anime club to join through some of
the sites listed below. At very, very
least you'll get o download some cool
anime art for your computer.

images) allows you to look at movie posters and the like

for an enticing little store-front atmosphere. There is also
quite a bit of general anime news and information offered
on the AmmEugo site, making it a nice all- around place to
visit when you're in a
buying mood, or if you're =

just browsing.

\The thumbnail option

Al

1

- he next time someone tells you anime is a
less-than-dignified way to spend your time,
ask them if they would give the same advice

to a student at Harvard University. | guess it's a sign

of the times, but Anime is finally being elevated to
the level of high art.
Subscribe to their e-
mail list, if you like,
and get all the infor-
mation on the club’s
showings and general

... dealings. If the club is

half as well-organized
as the web page, it's
sure to be pretty good.

E SOCIETY

Iflnﬂegvdsdresedmhgev
costumes is your thing, this is

- the place for you.
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It's been done with comic
book series, puppets and
* cartoon characters, and now
video games are being furned
into major motion pictures as
well. This month’s In Related News is
dedicated to the art of furning a success-
ful video game into a live-action movie. The ball
started rolling with Street Fighter the Movie just a few
£ short years ago and, though most would agree that
the movie just wasn't that good, it did quite well at

A RE =
the box office. Then came the mega-successful

Mortal Kombat movie and again the public showed
their approval with big dollars. Now as we near the
summer movie rush, we are facing quite an impres-
sive line-up of game to movie prospects, incIuJiang a
sequel to Mortal Kombat. With the sheer number of
releases due this year, it's certain at very least that
the movie studios are taking the gaming industry
very seriously. Now, if we can justgeta
few good movies out of them, well
be in great shape. {

Mortal Kombat Il —the £ .
Movie will certainly S
answer all the questions |
that the original left |

us wondering.

Iso from Threshold Entertainment comes news
A of an agreement to make a feature film based ‘\

on Trilobyte’s 7th Guestand its sequel 77th
Hour. The two titles take place in haunted mansions
and employ dynamic visual effects combined with

twisted story elements. Both CD-ROM titles were
major success stories in the PC market and are
rumored to be on their way to
consoles like the Saturn and
PlayStation. The game’s
dark and spooky themes
combined with state-of-
the-art visual effects are
sure to be a powerful
starting point for movie
makers and their
i Hollywood magic.

With its dark

7 and m

£ look, 7th Guest should
make for one scary-as-hell movie.

24 GAME PLAYERS May 1996

& however, it is certain that a live action. Akira
movie is in the works here in the States. There
"has been very little
@ secured sofar:
Rumors of
involvement from
producer Edward R. Pressman (Conan, Judge Dredd, City:Hall) are
fairly certain.and a list of possible directors includes Marko
Brambilla (Demolition Man). While the Akira series originated as
Japanese animation from creator Katsuhiro Otomo, the movie being
proposed now will be live action and will feature Western actors. The
idea is to broaden the appeal of the Akira phenomena with a western
audience. There is also the possibility of a corresponding video
game, but Otomo is extremely protective of his character and the
game would have to be awesome. More details to come.

_'T"_'he news.on this one is still in the rumor stage,

'}




ust few months
3 go we featured
he DOOM novels In
Related News and, while they may have been some of the
worst ‘literature’ ever created, it seems as though the
movement is far from over. From the pro-
ducer of Terry Gilliam’s 72 Monkeys,
DOOM — the movie, is sure to featurt
all the dark and gory goodness of the
game series. While there aren't too
many details being made known
out this future nightmare, it'is certain that
the walls won't get all pixelated when
the actors get too close to them.

Who knows what fo expect
from this one? Let's hope
DOOM— the Movie is better
than the novels.

eating
efforts of the PC
detailed fantasy i

screen: With-a:company.

be sure the movie wm
as the games.

a live action television:se
will come first.

a sequel to The
Crow, butit's
coming.

A

r-

Alive- ,
action Akira !

movie? It should
be extremely interesting.

/| TunesBasketbal, a game
which resembles the famous

ctually inspired by the
ANike commercial in which Michael Jordan plays basket-
ball with the Looney Tunes
characters, Space Jamis simul-
taneously being developed
for the silver screen with
the assistance of movie mogul, \\
Ivan Reitman (Ghostbusters) and for \
the, videogame market by Acclaim. As you
may remember, Acclaim was already responsi-
ble for publishing Looney

commercial quite closely.

Though the game and movie are
still very early in development, we
can expect the two release dates to
be very close.

fter the tragedy of Brandon Lee,
son of the legendary Bruce Lee,
dyxng on the set of the cult hit The
Crow, many wondered if there would
be a sequel to the movie. There’s no
need to wonder anymore. There is
going to be a sequel called The
City of Angels and it is due out
August 9th. The director is
Tim Pope and stars
include Vincent Perez,
Mia Kirshner and
lggy Pop. Now,
of course,
the original
movie was
not based
on a video
game, but
ona
comic
book
charac-
ter,
however,
there is a
videogame
from Acclaim
based.on the
movie currently
in the works.
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Williams Entertainment for Saturn

Ultimate Mortal Kombat 3 brings all the goodness of the

arcade favorite to the home. It comes as somewhat of a
surprise (and a coup for Sega) that the game is being ported
exclusively to the Saturn, since the first Mortal Kombat 3 game
was a PlayStation exclusive. PlayStation owners must now set-
tle for the news that a new, but different, MK3 game is in the
works for a holiday release:

Although UMK3is still a 2D fighter, that won't phase its
legion of fans. What Mortal Kombat fans will focus on is the
retum of Kitana, Jade, Scorpion and Reptile, four favorite char-
acters from previous Mortal Kombat games. All of the UMK3
characters possess their original moves plus a wide range of
new ones including new Friendships, Fatalities and Babalities.
In addition to the 16 standard characters, there‘are also several
hidden characters.

- = <Another highlight of UMK3is the extensive new artwork
including four all new battlegrounds: Desert, Caven, Hell, and
Waterfront scenes. The backgrounds bring exciting new play

ey! That’s Cheatin’!

a s one of the most highly anticipated releases of 1996,

: wiErT,
UMK3lacks the pure fighting style and the 3D environ-
ment of Virtua Fighter, but that won't matter a lick to
Mortal Kombat fans — they'll use every frick in the book
fo spill some blood.

26 GAME PLAYERS May 1996

scenarios to the game: But perhaps the most interesting feature
is the selective finale that allows the:player to determine how the
game ends.

As these early screen shots:show, the Satum seems
to be handling the graphics of the game at least as well
as the PlayStation, UMK3 for the Satum is scheduled
for a second quarter release, so we should have a
reviewable copy in pretty-soon.

More than

" Next Generation @$$ Kickin’

arcade expefluwe % ERMAC WINS Qe |

l

Immortality?

Sure, there’s new backgrounds, hidden
characters, and the retum of some MK
all fime favorite characters, but can

Once again, hidden
things look to play a
= big partin the suc-
cess of UMK3.
Codes and
special pow-
ers will add
to the replay
value of the
game. And
if that's not
enough,
how about
team play?




hey were
starting to be
known as the
game developers formerly
known as Psygnosis, but with its

Psygnosis s once again Psygnosis.
And no matter what you call it,
Psygnosis has been the prize PlayStation
developer, with hits like Wipeout and
Destruction Derby. Formula One is the next
big title from the Liverpool-based developers.

F1 has the complete Formula One license,
which means that every driver from every team com-
petes on every single Formula One track. Even the
buildings behind the Monte Carlo track are perfectly
placed. Throw in the commentating of Murray Walker
(basically, the voice of Formula One Racing) and you
have a great sim. However, not many Americans really
care about Formula One racing. We assure you that
doesn’t matter, because F-1 is much more than.a sim.
The racing is fast, smooth, and competitive with several
views and some gorgeous tracks.

Just racing around the many tracks in arcade

mode is a total blast, but once you start to leam the
nuances of Formula One racing, this game gets even

andda i
fuh

SCHUMACHER
28.693

departure from mother Sony’s arms,

better. Playing through a full-season gives F-7 a distinct
advantage over other racers in pure replay value. The

Psygnosis for PlayStation

inclusion of 17 different tracks
adds even more to the total
replay value.

When we raced this one
around, we were awed by the

combination of graphics, speed,
sound, realism, and pure game-
play. If this game.came.out now
(several
months
before it's
complete) it
would be
great! We
can hardly
wait to see
what else
they can do.

ﬁeveralviewsdowyoutomoehowywhmofﬁ\emdon‘twork
well for racing, but they sure do look good.




~ COMING SOON previews

ithout hesitation, it
./ can be said that
Tomb Raider from

Euro-developer Core, is shap-
ing up to be one of the coolest
games on the 32-bit platforms
to date. What's so cool about .
the game? Well, we can start with the fact that the

game’s hero is actually an-awesome heroine named Lara.

Let's just say that even without the two-handed pistol
action, you'd probably be eager to do anything she says.
0Once you've come to terms with Lara, then you can start
thinking about how cool it would be to have total freedom
to explore giant, intri-

cate and just
plain cool-

US Gold for Saturn & PlayStation

looking tombs with lots of secret passages, traps and
items a la Indiana Jones. Of course, running Lara around
these enormous levels wouldn’t be much fun if you didn’t
have anything upon Which to use her dual pistols.
Therefore, there are plenty of real 3D enemies (not the

paper-thin enemies of games like DOOM), including bears,

wolves, snakes etc. Once you've managed to control
your excitement over the big picture elements like
Lara, the awesome environment and the threat of
being attacked by huge 3D bears, then it's time
to start checking out the beauty of the details.
The use of true light-sourcing in both the
Saturn and PlayStation versions give the

realism that takes this
title to a new level of
quality. Another aspect
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game that extra sense of

of the game that could make this game a top-notch con-
tender for game of the year is the story. While an intricate
storyline is currently being worked out for the game,
there is already the promise of plenty of adventure-style
puzzle solving, combined with the awesome action. In
the end, no matter how great this early effort ends up
being, it's almost enough right now just to see Lara pull
out her dual pistols and aim them in the direction of mul-
tiple approaching bears.
Look for more as soon as
we can get our hands on |
it. Awesome!




We don't care
what this looks
like — she’s ol
definitely NOT HE s
dancing with v :
wolves! Really!

1t would appear that our heroine is a firm believer in
the Two guns are better than one!’ policy. From what
we've seen of her adventures so far, we think it might
be advisable to carry three or four weapons!
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COMINGSOON  previews

&

€'ve been following this one for quite some
./ time in the Japanese press and, now that

we've finally been able to get our hands on it,
we can say for sure that it's been worth the wait. Full 3D
mech-combat in a multitude of environments is a good
start for explaining this title. Now that you’ve got the basic
idea, add multiple weapon choices, various weather con-
ditions, intricate mission objectives, night fighting,
extremely fast-moving action and, most of all, flying abili-
ties. Essentially, this game has everything you'd hope for
in a mech battle game.

Probably the most impressive aspect of gameplay
is the flying capability of your mech. Lasting five to ten
seconds at a time, you can use your jets to both hover
and move high above the ground while targeting enemies
below. Extremely user-friendly controls easily accommo-
date a large field of vision. In short, you can both look and:
farget in any direction at a moment’s notice.

Another aspect of the game
that becomes more and more
impressive as you spend
more time with the
game is the enemy’s
artificial intelli-
gence. Sure,

Sega for Saturn

maybe on the first mission . ‘g
you can run right up to an ]
enemy and blast away, but by

the time you reach the third
mission, enemies are hid-

ing behind trees, stalking

you from behind and hitting

you from above. Learning

how to track down and destroy the 3
many enemy mechs is a definite "N
art. A must-have for all
Saturn-owning action
fans, lron Rainis
top-notch
gaming on
every level.

Who Cares Aimat The Weather? -

The various weather 4
condifions have o
dramefic effect on
the quaiy of the
game. The fogiis 0. %22
parficularly

dongerous fouch.
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previews = COMING SOON

he makers of Power
Instinct, a 2D Street
: Fighter clone, have

gone into the third dimension

in an attempt to fatch on to the ]

polygon brawler. The characters are a— R

real solid, as are the backgrounds, but

the movements just aren’t as smooth Atius for Arcade

as a VF2. This game is still real early,

so we do have hope that Sol Power

could be a great game. One problem with the

. game right now is that the characters are either clones of
«  otherfighting characters or just plain ludicrous. Still, if the
fighting is smooth, that won’t matter much.

We look forward to playing this one and will let you
know when we do.
Check the arcade
pages for more on
this brawler.

. -
If this character isn't a complete
‘Alalanp—oﬁ menl‘mnotsure
~ whatis.




COMINGSOON  previews

ow hear this: Ba ku Ba ku
N oaKk ey Sega for Saturm
Engrave those

words in your mind,
because if the reaction of our office is any indication, this game
could totally enslave the human race and cease any semblance of
productivity for mankind. Want to stop a war? This is your game.

We know, we know — It's just a puzzle game! But not since
Tetris has a tsunami of puzzle game fever so STl
thoroughly deluged our office. In Baku Baku, ) r 1
players line up pandas, monkeys, rabbits and 0h " lt S so cum"
dogs with their favorite foods. Every time an
animal munches away, it clears your screen and pushes your oppo-
nent towards defeat. As ridiculous as it may sound, this cutesy puzzle
game grabs an insidious hold over you. Trust us, you will become
addicted to this title.

Torment Fried
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Acy : Pead 6

ecently

itwas
Sony for PlayStation Rannounced that
Sony would be bringing over
a game that many consider to
be the perfect follow-up to Namco’s Air Combat. Bogey: Dead 6 combines
real flight mechanics with a dose of arcade-style action. Bogey: Dead 6
takes you into a multitude of missions with dire consequences for shoddy
performance, including night missions, fixed and moving targets and an
arsenal of weapons. This title should please even non-flight sim fans.

While Air Combat was a great game for early PlayStation development,
graphically the game left something to be desired. Bogey: Dead 6 shows quite
convincingly what is possible on the hardware. The game has also been

developed to work
with Sony’s new
analog flight stick.
It should

be exciting!

This giant 3D map  We don’tknow what
isanecessary ele-  the hell that is either,
ment for successin.  but i's good that it

3 ﬂusgome ‘can be killed.




previews

an, it's only
T-OkYO H'ﬁ‘iwa Ea{t ’a M been a month
since we last
Jaleco fOf PIayStatlon visited Tokyo Highway Battle, but
wouldn't you know the traffic has
gotten even worse. In all seriousness, the latest version of this rac-
ing game that we received has livened up the gameplay by placing a
lot more obstacles in your racing path. There’s a certain evil delight in
weaving your way through a sea of buses, 18-wheelers and commuter cars.
The previously sloppy steering control also seems to have been improved
somewnhat also, so there is definitely the potential for this game to break into the
upper echelon of racing titles.

Graphics for the Tokyo Highway Battle are above average, although they
aren’t quite as smooth as the premier racing titles out there. But the circuits are
based on actual Tokyo expressways and there is high attention to detail, with visible
tread on the tires and even brake lights that work

Areas of concern for the game are that the sense of speed doesn't seem to
come across as well compared to the earlier version we tried. Of course, one of
interesting aspects of the game is the ability to hop up your car with over 70.dif-
ferent engine and suspension modifications. It could be that the truly hot rides
aren’t available.until you've progressed further into the game. As it is, it's a hit
early to determine whether there needs to be some tweaking of the game or
whether the
real fun
comes
deeperin *

the game,

Thmgsseemtohuvegoﬂenalmlebwersmemelost
time we took this route. All in all, it's probably a good thing [
Mreddesdtivingonﬂxeﬁghwaysoﬂokyoitﬁgota

lithe more i

ell, we've ! Ly 3 1 Al a0
finally gota :

: playable ver- | o ;
Jaleco for PlayStatmn sion of this 3D fighter &= : s - : £4X )

from Jaleco and frankly,

itsalittle stretch o call it~ Shokendo can only really be called
230 game. Sure, there’s a command that allows you 10 step out of the 2D 3D fighting gome if you're feel-
plane, but the game seems a lot more reminiscent of Killer Instinct than Virtua ing awfully generous or if you're
Fighter or Toshinden. In fact, most people who walk by tend to mistake Shokendo drunk. But tfiere is a command i
for a side-to-side 20 fighter. that does lefyou step out of the 2D

But as we all know, just because a game isn’t 3D doésn’t mean it can't be a _ Plareto attack from the side.
good fighter. Shokendo still possesses an interesting bunch of characters and the - S
inclusion of a power-up meter adds to the game-

play. A more in-depth appraisal will reveal F ee’ the P ower. -’
whether the gameplay balance earns a r 4 =
place of honor in the fighting game arena.

A power-up meter lets
you charge up fo deliver
a powerful special attack
against your opponent.
Not too original, but it is a
nice touch.

Accolade for:PlayStation

here was a .
time when
all it took to make a successful 3D video game was a first-

person POV, a floating gun, and lots of corridors. Of course, fifty clones later, it's
going to take a little more and that's exactly what PO’ed'is prepared to offer. With
enormously intricate levels, bizarre enemies at every turn and the ability to move in all
six directions, this is definitely not your average 3D adventure. If you love DOOM-style
games, then you're in for a real treat. If you've never developed a taste for them, then you
may just find PO’ed a welcome variation.
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,' fter an early preview tape that was shown at
A last year's E° show, there hasn't been much
news regarding this violent and bloody action game.
After Konami's successful launch of its sports titles earlier this

year, they now seem ready to shift their focus to the action genre. an, it's
As you can tell from the screen shots, the game seems to have all hard to
the elements that appeal to GAME PLAYER readers — blood, s even

blood and more blood!

Project Overkill promises to be
an especially deep and twisted game,
with over 50 mission scenarios and a
multitude of gruesome death scenes.
Characters, graphics and effects are all
3D-rendered. As if twisted gameplay ~ ®
and outrageous body counts weren't enough,
Konami promises strategic elements in the gameplay, backed

by a digital-quality, full-orchestral-type music score.

believe how far this game has come from its inception.
Sure, we all expected a great-looking shooter like the origi-
nal Panzer Dragoon, but Sega really went beyond the call of
duty on this one. With new levels, like the snow level, and lots
of new paths to explore, this game just keeps getting better
every time we see it. Look for a complete review next month!

Project Ovorkill

Konami for PlayStation ‘

Some of

) .' e . _ the art-
Blood, guts, and a night at the orchestra. Sounds _ Bjoad'ﬁona Mn.’ /] Selsy -
like culture to us! i 2
= - i 4 the later &
: e Jas e . stages is simply not

to be believed.

] el 7

; Man! Just look at the body count! This is just the fype of

> {'r . game that horrifies parents and poliicians alike. If the game-
__ play holds up, we just may be witnessing a new low in

e

or, More Power!

mamveroun el
9 MM SHELL] 488
n PULGE] B0B %

: w:v'“" i
m =) = 3 IH S
A game of utter destruction just warms our hearts. Like
itdon't bleed, blow it up!’ s

we.always say,

.
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previews | COMING SOON

Impact Racing W
just like
JVC for PlayStation racing
down the LA.
freeway, it's not as dangerous. You're armed with
lasers, mines, missiles, and walls of fire, as you race
against the clock, trying to destroy as many cars as
possible before you finish the track. It's not racing in the tra-
ditional sense, since it doesn’t matter what place you finish.
You just need to make it to all the checkpoints and destroy as
much as possible.

The game moves real qunck but the three simplistic tracks
don’t compare with the
likes of Wipeoutand Ridge
Racer. The combat s defi-
nitely interesting, but this

5| could be a game for only
certain people, who like
more combat than racing.

Draﬂq;m IT Zwei

Sega for Saturn

B

dynamic gameplay and
you've got a quality tile
on your hands.

The purpose of this game isn‘t to win, but
to destroy all the other cars on the road.

DGQJ’!t Skies |7

Takeany +JVC For PlayStation
one of
g eight fight-

ers into the sky for a good old fashioned
dog fight, with none of those crazy missions
to getin the way. It’s kind of like a fighting
game, but you're in the air. Early problems stem
from the lack of depth in gameplay, and some
real simplistic graphics. It's also extremely hard to
locate your target and doesn’t handle much like a
flight sim or even a video game.
The finished ver-
sion isn’t in yet, so we'll 55z = z 3 =
hold our judgement. If Ghnabets o 3 -
your looking for a :
straight dog fight, 2 . e = I 1

then Deadly
Skiesis one i : 3 s ]
to watch. “ | wr = i : 371 T

The planes look real nice, but the ﬁg#:ifomandthea\em}'uh’u#g
bad(gromdsorebooooonng death. Sound fun?
watch for the review next issue.

Gan\LMoJo

Rocket Sclence for PlayStation

till extremely
f early in development, Ganymedeis a promising space shooter game with
a likable twist. Operating a heavily-armed frictionless sled will undoubtedly
take some getting used to, but therein lies the fun. Sliding around the rugged surfaces of the
moon and various other planets is a seriously wild ride, combined with plenty of fierce shooting
action. Developers at Rocket Science promise us unique environments and lightning sharp Al,
making for an all-around exciting gaming experience.
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'r Halid LR e
| A:‘uaném{ ¢ Haliday e -
his is a i
Tmugh Sony for PlayStation .
2 one to
talk about in a games magazine since, for all intensive
purposes, it's not a game. Aquanaut’s Holiday (AH)is an
explorative adventure under the sea with plenty to see and
experience, but there is no ultimate goal that would trans-
form the experience into a game. There is no doubt that AHis
a relaxing, enjoyable time-killer with lots of hidden stuff to
find, including such notables as the Great Wall of China (go
figure). There is plenty of fun to be had, but it's non-tradi-
tional video game fun. If you've dreamed of exploring
shipwrecks, interacting with sea life or just plain swim-
ming around
underwater for
areally long
time, AHis the
sim for you.

Look, a shark. It's like Discovery Channel.

p ' Ithough we've
S' only gota
GV' “'h 'hdncr AJapanese
Atlus Software for Saturn  REEREY
itis already whetting
w our appetites for this
supernatural thriller that puts a twist on the traditional RPG format.
Starting out as a Tokyo college student, the main character’s soul is
il soon transported into the body of a special private detective known as a ‘Devil
b, Tt i Siign. Summoner’. The goal is defeat various demons encountered throughout the game
” - . you explore Tokyo, while solving supernatural phenomena, and ultimately return-
poare. ing your soul to your body which lies in a coma-like state in the local hospital.
1 Game exploration is done in the first person perspective, while maps are
viewed in the third person. Gameplay is comprised of interaction with other characters,
collecting money, upgrading your inventory and engaging in battle with creatures. A
unique feature of the game is that your
interaction with monsters determines their
reaction. Monsters may also be combined
to form new monsters, with the game
boasting over 200 different available
monster combinations.
Right from the opening intro
sequence you know that this is
going to be unlike any RPG experi-
ence you've ever had. No more short, fat, round headed
guys searching for gold coins. There's definitely some-
thing strange and chilling going on here...

Racket Jac':c

hough
Rocket Science for PIayStatlon l Rocket Jockey -
: is still too early to \
geta good idea of what the
game will look like, Rocket Science has spent a great deal of time working
on the gameplay. The concept is pretty damned exciting. Riding atop a
rocket-powered cycle, equipped with tether cables and various weapons,
Rocket Jockey pits you against a cast of other jockeys in this fast-paced future ;
sport. Look for more details in the upcoming months. s
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. control is as good as the

| is simply awesome, with

‘amount to much if the gameplay doesn't live up to its potential.
This is certainly a valid goficern, considering Acclaim’s past

- % - & =

previews , COMING SOON

-8

8
~4

= IDEG,

Acclaim for Nintendo 64

progress is being made on the software being developed for
it. As some of the first shots available from a third party =
developer, Acclaim’s
Turok: The Dinosaur ~ HO Wdy ”elyhbﬂl’s. :
Hunter seems to indii- From the giant Preying Mantis, fo the T- T-Rex, ,o the [
cate that once Nintendo  Raptors; all sorts of vicious, blood-thirsty ¢ g 1
164 is available, it will fo inhabit Turok. You ‘d better hope that they deoded fo beoome
‘have been well worth vegetarians! (That way, theyll just eat Patrick!).
the wait.
Although
these shots
were taken
from a video-
tape of
animation tests
for the game,
you can't help
but think that, if the game

p espite the delays that plague the release of the Nintendo 64,

visuals, Acclaim will have
a definite winner here.
The jungle environment
Thoughunweveseenarescenesfmmﬂmungle
you can't help but be impressed with the foreboding
temples, the dense, vibrant plant life, and the threat-
ening jungle mist. Did you hear something snap?

eye-popping temples hid-

~den within gorgeous
“tropical vegetation. The

" dense mist shrouding the
jungle arena provides an air of
mystery, as well as a cloak for
the many enemies lurking within.
Beyond the exquisite graphics, one
ofthe most impressive aspects of

1 Hwk@ the character animation. From the

~human chara ers to the menagerie of hungry
beasts, movement seems smooth and utterly realistic.

Of course, all the great animation and graphics won’t

Predatrs Paradise

efforts. But rarely has such.an early look at a product impressed ;
us as much as Turok. It's just another morsel that keeps our .
mouths watering for a"Nigtendo 64.

: m)?

5 " e .m Y4
wes m o May {?gﬁwi ;E\ﬂ\éﬁs a7




T A' T‘iﬁ LQJ " While the original Arc The Lad was defi-
: \ X . a i 3
Asmes pre- Sony for PlayStation LY | (O il b o s
pare for the - - . | N .
release of Arc The Lad, our Japanese counterparts are ;
about to be treated to the sequel. Graphically, there seems
1o be a pretty dramatic step-up when compared to the original.
While the game maintains its cartoony look, if these pictures are
any indication of the rest of the game, it will be more sophisti-
cated. Beyond the graphics, we can only hope that there is more
emphasis placed on the storyline than in the original. While the
fighting engine in Arc the Lad is pretty enjoyable, it would be nice if
the sequel is a little less fighting and a little more exploring. Either
way, there’s a reason why the first game was so hugely popular in
Japan. We can be sure the sequel will offer even more of what
made the first one so good. In the mean time, it will be up to the
US market to make up its mind about the first installment in this
new series for the PlayStation. Don’t look for this one to come to
the States anytime soon, but with Sony’s commitment to the
series, we can be sure to see it here eventually.

It's good to see that
some elements, like
the zeppelin, have
managed to survive
from the original.

While the graphics are stillin the
traditional RPG style, there seems fo be
e effort made to create

a 3D atmosphere. ‘%

%
b
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':::.':,..‘-,:, ‘J WO"’J Heraes PO"'FOC}

SNK for Saturn

g\i Taking advantage of the
Saturn’s graphical prowaess,
Warld Heroes Perfectlooks

Fans of SNK 2D fighters are sure to be [
pleased with this first-rate franslation of i

Return Ts Zotk -

+ Activision for Saturn

sequel to one of the most popular adventure series of all time, ¢
A Relurn lo Zork from Activision has made its way to the Saturn: While the original
Zork game was text-1 1, Return To Zork has come a long way in graphic detail
By intermingling FMV sequences with 3D environments, Return To Zork
transports. the player into another world in a more in-depth manner A ——
than most any other adventure game. IS pretty certain that »
Activision will be_bringing this tille to the US at some point, though
there are no definite plans to do 5o at the moment. Certainly,
though, there are enough Zork fans here in the
States to merit bringing this title over and,
from the looks of these shots, itis an excit
ng prospect for the Saturn library.

per Rchtfﬁ?c‘n

Tech osoft for Saturn

his one is very early, but from what
we've seen, it could turn out to be a
pretty cool game. The genre, as

near.as we can 'I{]lll(? one-on-one mech
fighting. With the looks of some of these
ters, there should be some interesting
Look for this Satum title in future

The fully 3D environments are
peppered with occasional objects,
but for the most part it seems to
be open terrain.

previews COMING SOON

rom SNK (Neo

Geo), the masters

of the 20 fighter,
comes one of their most
popular brawlers 1 for
the Saturn. With a graphi

cal shotin the arm, this looks like it's going to be a pretty good game,
and will, no doubt, make Saturn-owning SNK fans very happy. Al signs
point to this one coming to the States pretty soon.

If the gameplay matches these graphics, we
should have a hot game on our hands.

| Wit sinplstic and somowhat racional nor-
-, face, there should be no problem translating the
game controls from PC to console,

It's 30 anviron- i &
mon et S

Return To Zork achieves a new
level of realism,

Giant spiders fighting some sort of
flying crab-like creature? You just
know it's going to be good.
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COMING SOON previews

Trearre Hunter &

Square Soft for Super Famicom

ollowing in the footsteps of SquareSoft with Mario W
RPG, the makers of Treasure Hunter Gfor the Super 3 &
Famicom have chosen to use rendered characlers v

and environments to give this new RPG a more realistic ¢

flare. Of course, the characters are still super-deformed,

but we wouldn’t want them any other way. From what we:

can tell, this one has almost an Indiana Jones theme o it.

There are lots of little rendered artifacts to find and plenty With settings like pyramids and .

ol dark and scary caverns to explore in search of the arti cavemns, we can only guess what z

facts. And did we kind of storyline to expect.
mention, there

seems o be a mon
key in your party — what a treat. — » ",'
Look for more details on this one x4
as the game gets closer to being £ r\‘
finished. As for now, if you're still 5% i 510
playing Super NES RPGs this one
is definitely a title you'll want to

keep an eye on.

Even without an isometric perspective,
Treasure Hunter G is highly reminiscent
of Mario RPG in graphic style.

system for this

Albert QJ\/NG\/: Lcﬁo‘nJ of Eldean

Koei for Saturn Sunsoft for Saturn

iis sequel Lo a great air combat sim has a
pretty good chance of being overlooked for US
distribution, as was the original. The ironic part

being that Gotha Il wi ally developed by Koei, an
American company. Perhaps with the positive response
to the first game in Japan and a favorable response to
the sequel there is a chance
this great game will make it
lo the States in some form

or fashion. If you're a sim
fan, keep your fingers
crossed for this one.

rom SunSoft comes a new RPG for the Saturn called Albert
Odyssey. From what we've seen so far, the graphics alone
make this title worth checking into. Of course, in the end,
itwill have To have a really great story to be considered a great RPG, but
there’s certainly nothing wrong
\ with looking this good at the
same time. We'll keep a close -
eye on this one for you as the
development progresses.

Usifig a fradifional battle style, old- 77 77,
school RPG fans should feel right ot /s 7!

Using full 3D models home with this game.
for battles, Gotha Il i
may look like a gk Bp 'Y ok

really hot action
game, but it's not.

Hopefully the story will match ’he
: + graphics in sheer quality.
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BILLIONS OF PRAYERS FOR PEACE.
MILLIONS OF MEN AT WAR.
ONE LUNATIC STOKING THE FIRE.

Getready o teip, and we're talking hard. We'er putting 500 weapons, troops. artillery at your com-
mand. We're loading you up with the first realtime 3-D rendered visuals of historically accurate
battles. We're handing you the keys (o over 50 ol the most crucial battles of the biggest war ever
fought. We're even letting you pick the country to play (Germany, Japan, or America). But, once
you've picked sides, we're cutting you loose. History is in your hands. Lives are at stake. Will you

champion freedom, or blow it and screw the world up forever?

This official seal is your as
AN s e e DS T0 ADULTS
- meets the highest quality e b gl
standards of SEGA ™ Buy . ™ %
SEGA el ” SEGA SATURN
BUALITY : : they ™
¢ S e compatible with the == ™ .
- SEGA Satum™ System AGES 64 0{0‘/{1//{(’«(’/& lo 77/

Dostgnes Otigimal Gane © Systemsolt
All V800771 3772

SEGA AND SEGA SATURN ARE THADEMARKS OF SEGA ENTERPRISES. TTD AU BIGHTS BESERVED Ion Stonm is a tademark of SEGA Enterprises, LD, Tcensed by Work
1988 Heprogrammed Game © SEGA 1995 English Transtation © Working Designs 1996 Doablo Exposure. please! For adeaten near you. call (116) 205334017 Game Hating nform




feature

IR EXCLUSIVE REPORT TELLS YOU WHY. |

Industry, then you know that the arcades are

where all of the next and best technology and
games are developed. Twice a year, the arcade makers
have events to showcase thelr latest games. This time,
the show was the ACME (American Coin Machine
Exposition) in rainy Orlando, Florida, There were over 40
new arcade games on display, but Virtua Fighter 3 easlly
drew the most attention, and it wasn't even playable.

The AM2 division of Sega Japan brought over the

first sampling of its new Model 3 super-board, and had a
demo of V/F3 running every 15 minutes. Everyone who
watched the demo was left with their jaw on the floor, us
Included. The highly secretive sequel to the once-impres-
sive V/F2 made every other title on the show floor
look like Game Boy games. No cameras
were allowed near the demonstra-
tion, but we kissed enough Sega
butt to bring you all these
screen shots before anyone
else (now we have to deal
with that nasty ‘butt-
kissing’ after-taste).
Expect the game to

H ey, If you know anything about the videogame

Same old back-
breaker move, but
the graphic detail
and improved
sound make this one
hurt even more.
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hit arcades sometime In late summer, probably August.
Until then, have many smooth polygon dreams and start
saving your quarters.

NEW MOVES |

Il the old characters are going to have their
same moves, plus some new background spe-
cific moves, Moves that involve the walls or the
background are likely to be included for everyone. The
new characters are going to have a whole new list
of moves,
Each character is also going to have a 3D move,
like Shun Di and Lion had in VF2. The rea-
son for this Inclusion has to do with
the changing of the jumping.
There are no more floating
Jumps. VF3has more real-
Istic low jumps that
made the 3D moves
necessary, since you
can no longer jump
over your opponent
to avoid a Ring
Out. It's also said
that characters
that have been
knocked to the
ground will no
longer be defense-
less. Instead, they'll
be able to fight back
like you really would if

some inferesting new twists. You can fall

you were on the ground. The demo also showed Aol's
new ground attacks that could be included for more than
Just one character.

With the new interactive backgrounds, all of the old
moves are going to have new implications to the fight.
The additional moves should make it considerably deeper
than VF2. All-in-all, a game experience llke no ather Is to
be expected.

playing field with
s he ring out,

Caught in mid-flex, Jeffrey has
traded in his beer gut for some
serious polygon muscles.
Watching him flex in the demo
was amazing — his polygon
chest actually expands!
An even closer look
at Jacky really
shows VF 3%
amazing level of
graphic defail —
close fo a thousand
polygons were used in
his face alone!

off a ledge, or get smacked into a wall.
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INTERACTIVE
BACKGROLINDS

T he rumor has long been that /73 would Include inter-
‘—-

active backgrounds, but no one was sure exactly in

what way. In our talking with the developers and
watching the demo, we have a pretty good Idea of what Is
going to happen.

The backgrounds aren't all going to be square. They
will all have different dimensions and features, Jeffrey's
stage Is a clrcular sand Island. When fighting, sand kicks up
off the beach and, as far as we can tell, a Ring Out would
send the loser Into the water. Another example Is Lau's
stage, that features a wall on one side and an edge on the
other three. We saw Lau use the wall for a special move, He
ran up the wall and grabbed the opponent by the neck and
slammed him down. We can only assume that if the charac-
ters go to the other edge, it is going to be a Ring Out. This
type of background changes 3D fighting games altogether.
Fighting Vipers (Sega Arcade game) had walls on all four
sides that could be used during the fight, but V<3 has walls
on one side or no walls, which means fighting In each back-
ground requires a different strategy.

We're not sure what.allthe backgrounds are going to
bey but the developer asslired us that each background
would be shaped,differently and include strategy elements
indepmderMy as hc spins mound .« specffic to only that background.

Simply unbelievable! 4 "

NEW CHARACTERS

n top of making VF3the
o biggest advance In graphics

since the color TV, AM2 had
time to create two new characters,
bringing the total number up to 12.
Until you see the characters moving,
you won't believe just how awesome
they look.

The one new character we saw
was Aol, a female contender that uses
atraditional karate style of fighting.
She has a real traditional Japanese
look, with a long flowing gown. Her
fighting seemed to be in the Pal-
mode, with a lot of solid
kick-and-punch combos, The differ-
ences came In her attacks to
characters on the ground. She would run over and break
thelr arm or leg, rather than jumping on them. Overall, she
was amazing, with the smooth polygon face and outfit
moving at top speeds.

The other new character we didn't get a chance to
888, but the guys from AM2 told us about him (mostlyin
English). It will be a male character with a
wrestling fighting style like Wolf or Jeffrey's,
but there will be differences. He Is said to have
the ability to counter attacks, giving twice the
damage. Maybe something Iike reversing a
throw, although much of this Is Just specula-
tion. As soon as we get more on this new
character, we'll let you know.

Don't let Aol's dodhoppoorunafool
you. She promises fo be one tough gal.

The camera zooms  One of the new char-
In close to reveal Aoi's acters, Aol reveals her
fraditional
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B featre
WHAT’S NEXT ON THE SATLIRN

T he Model 3 board Is the start of ‘Stage A : by rigt Capatie of henling |

Three' of Sega's Five-Stage planned pro-
gression towards videogames with motion

some of the Kmeplay ele
me and don'trequire achuge system

picture-quality interactive graphics. In each stage,

SeuamansmmplemePfOGGSS'ﬂQDOWEYOfthB L 4 \ We tully expect Sega to put VEs on the Satum
E)rtevloussfage. So far, they have done that and a | S . sometime nextyear (maybe this Chistimas, if
more, looks like computer genert g o they hurry), but seema how tough it was
The Model 1 board catered to the first polyg- art, but she actually looks this | ARN R o VE2 o i on the St 10 hard o
onal games — Virtua Fighterand Virtua Racing. At good in gameplay, - imagine them jeven close o

the time, they were both considered to be
the technological top of the industry.
Then came Model 2, which
more than tripled Model 1

the graphic detal Sull ve?
didn’tmamtam the same:
araphic detal
ancade an ou

by being able to process e 4 ‘R Wi gane of the yeat
300,000 polygons a - ‘ ¥ >
second. Games llke

VF2, Fighting

Vipers, and

Daytona

showed

g)é%cgwhalt A ing. from

08 ROl > slickest

gons a

second could

do to a game ¥

lay exper- :

py ot , [MODEL 3 TECH SPECS
adolSea ; s from AM2 GEOMETARIZER: 1 Million polygons/second
shattered all the 4 y ; noleithe

technical wonder / i "4

of Model 2 by i / ( - ‘ m RENDERER? 60 Million polygons/second
tripling its output with B e COLORS: 16 milllon colored texture
an unbellevable 1 Million Inator2 mapping

polygons per second (pps): asi big Trilinear Interpolation
Another titie you might expect on inf & micro-texture

this unbellevable board Is Daytona 2, Id s '°°| *

and the sky i the limt, Sl ANTI-ALIASING? Texture and edge

. Now, If Sega continues on this pace, that ! bl:r:: < Multi-layered

means that Stage Four will feature the Model 4 L et

board that is capable of 3 Millon pps. Then the SHADING? High-spectacular
Madel 5 board will bost about 9 Millon pps. If you Gouraud shading

56 how amazing 1 Million pps looks, then you'l Fix & flat shading

reallze that tripling that twice Is going to create a J Aclose up on Lau's

game experience so'real that Wolf Is llable to Jurp face is simply amazing, ot gg':le"‘glm transparency
out of the arcade unit and kick your ass. ' but fo see his eyes fum
... Fornow, we'll be happy with litie old Stage and give a slight smirk LIGHTING? Parallel light

Three and its puny 1 Millon pps. When you see this was ust plain haunting, not Four spot lights

Qme, you'l be more than happy, es well. - .« / fo mention freaking incredible. Pinpoint light
& (<2114 Main CPU is a Power
PC 603C

RESOLUTION: 496 X 384 - 680 X 480
With Z Buffer and
non-interlace

SOLIND? CPU is 68 EC000
Sampling rate 44.1 Khz
SCSPX 2

MIDI interface
64 voice; 4 channels

/

pletely void of chunky polygons. Shestll. fa p i v SNSRI the smooth play of
plqcksawcmus kick. [ i i REWR] its predecessors!

Dural's slickly-rendered both £ / g | g ; ? ! e ™ without
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Reach us on the World Wide Web at: www.dataeast.com or reach us
on-line at Compuserve: VID PUB A Forum (GO DATA-EAST).

Learn all the latest tricks and hidden moves! Call the Data East tipline

at 1-900-454-5435 (.85 min. average)

DATA 3

! E/Z\ST AxsaN ‘,"l

PlayStation

?\F—TJLH

B |
e Spectacular, full-screen 3-D rendered,

ray-traced animation.

e 2 full CDs crammed-with mutant creatures
and cyberspace action adventure!

 Rocket through the new and unique
labyrinth of flying levels!




feature

ES! The rumors are true! SquareSoft as On a more positive note,
y broken with Nintendo. Final Fantasy VI, Square Is taking full advantage of

originally planned as a Nintendo 64 the PlayStation’s polygon power. The game
exclusive, Is now officlally going to be released for mechanics are similar to Alone In the Dark
PlayStation in December B RO P AR AR : or Capcom's °
'96 In Japan. Square titles rw MM : \- ¥ Resldent Evil, In

have been getting bigger
and bigger, and carts just
can't hold ‘em anymore.

that polygon-
modeled,
rendered-on-

This behemoth of a game | the-fly char-.

is going to take up afull i’ acters are set
two CDs, but should retail > into & pre-

for ¥5800 (around $58), or rendered back-

about two-thirds the price of the cart-based Final ground. Thanks to the massive storage
Fantasy VI (FFillin the US). Square still has no offi- capacity of CDs, the designers have
clal plans to release a version for Nintendo 64, but. - pulled out all the stops, and as you can

have stated that f the ‘bulky drive’ canreacha . see.from the pictures, FFVl has some

large enough Installed base, and the discs can hold  “of the lushest, most Jaw-drop-

all the information required, [t may-release a ver- ping.scenery you can imagine.

slon for N64 some time in '97. Unfortunately;.a US During the battle scenes d

release date Is still unknown, and rumor has It the however, the game switches to
game may even be released here for fully-modeled characters and enemies, giving the
PC only! player full contral over how to view the action. In
keeping with the Final Fantasy tradition, batties
are menu-driveniand turn-based, but once a
AN command-ig.given, the three-dimensional
\ _.characters interact on their own.

N Square Is known for coming up with
some pretty wild special effects
during ts battle sequences, and
the thought of what might be
accompllshed ina 3D setting s «

maklng us drool: .
‘Please, bring
A thls one over here,
B  0uys, please?
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v «
Middle Earth it ain’t — this fully-realized world of its own mixes
high and low tech in a way you’ve never seen before.

; The city of Midgar, in allis glory, [N
¥ A city of mystical light.” Within its e

fechno-magical boundaries a R
Gone are the weird, flat-but-somehow- story begins. Heh, heh —looks | //‘ s
seen-from-the-side-even-though-it's- cool, doesn't it? %’
top-down view of pre-

vious Final Fantasy
games. Square
means to take full
advantage

of the ;
available technology. - / £ g Putfing o 30+ e
3 ; / info a pre-rendered background
has been done before, but
rarely this well. Square’s signa-
ture graphic excellence shows

. through in every detail.

engine allows the
characters of FFVllto
walk around some
pretty moodily light-
sourced areas.
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When a battle breaks out (which is gonna happen a lot — this is a Final
Fantasy game we're talkin’ about here) things really get moving.

Watta mean bunch
— Jwouldn't tangle

around parts of the
game, battles are fully
realized in 3D, allowing

you fo view the action f
from virtually any
camera angle.

As Claud leaps into battle,
you can get a better idea
of how the game’s battles
should look. A daredevil
hero and swooping
camera angles — looks

f like an action movie to me.
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As each battle unfolds, the view pans around, so each battle
looks slightly different from the last, which should go a long way
towards offsetting the one problem FF games have always had

— repetitive battle scenes.

Square gémes have long been known for their
expressive character animation, and it won't
stop just because it’s in 3D.

And | don't know aboutyou, but this guy looks plain mean fo me.
You're gonna have fo deal with him sooner or later though— and
: 1l bet money you're going to love every minute of it.




FRANTIC FLEA

...infesting a Super NES near you!

7

FOR MORE
INFORMATION
VISIT YOUR LOCAL
RETAILER OR CALL

1.800.GAMETEK.

LICENSED BY

. KIDS 10 ADULTS

SUPFB NINIENDD

ENTERTAINMENT SYSTEM

Nintendo, Super Nintendo Entertainment System and the Official Seals are registered
trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc.

GME TE K A|| game desygn material i |s ©1 994 Haus Teknikka, all characters and Frantic Flea are © and TM 1993 Andy Whitehurst and are being used under
icenst ! k of Tek (FL), Inc. 2999 NE 191st Street, Suite 500, Aventura, Florida 33180 U.S.A.




BOSS GAMES feature

EXCLU

FIRST

Washington office park just for the PlayStation and Saturn, both of which will be distrib-
] five minutes away from uted by BMG Interactive. Next month we'll have even more
Nintendo’s headquarters is upstart on these ground-breaking titles, so stay tuned!
Boss Game Studios. Just a few
years old, Boss is the brainchild of
Richard Edlund, the founder and president of
Boss Film Studios. If the name sounds familiar, and it
should, it's because Boss Film was responsible for the pio-
neering special effects in movies like Ghostbusters,
Species, and countless others you've probably seen at your
local theatre.

-Now, after handpicking some
of the best developer talent in the
Yideooame biz, Boss is ready to |8 ,ﬂ

shake up the videogame
community with its Game
Studio. Recently, GAME
PLAYERS paid a visit to
the developer for an exclu-

\Y estled in a quiet Redmond sive advanced look at two games currently in-development

The first Boss title is code-named ‘Adventureland’

(the actual title is top-secret), and will debut at B 1t

7 could best be described as a 3D plat-

form action-adventure game. While

e can't give you all the info on the

| title just yet (see next month’s fea-

- ture), the story and concept for

‘Adventureland’ are anything but

4| standard videogame fare. Colin

o Gordon, the head of development at

- — Boss explains, ‘(for
Adventureland) the

first thing we did

was come up with

the concept and

play mechanics,

then we went back

and figured out a

storyline that made

it all make sense.’

backgrounds are

reas you'll explore
dvenlurc'mnd Again, check back
nth for more info.

Rendered ene-
mies like this
Cyber-Wasp and
Scorpion are
some of the
nasty characters
you'll encounter.
They were all
rendered

using Alias
ftware tools.

0

50 GAME PLAYERS May 1996




feature | BOSS GAMES

assemble a team of

fo start a special effects studio,
the very definition of dll’fet'enl°
Game Studios.

——

incorporate several different game genres branching-linear game play, and a variety of mis-
and has been described as ‘Contra meets sions, so the players will actually care about what's
Wing Commander’. Kill Team will be a 2D game. going on in the world. It's not just, here’s twenty~
levels, get through them,’ claims Gordon. ¥

l‘ he second fitle from Boss is Kill Team. it will ~ ‘With Kill Team, we’ll have an involved storyline,

\ This artist rendition is a concept for an
early mission in Kill Team.

Kill Team puts you in chorge
of a feam of mercenaries
that must carry out various
missions and fasks. Here are
afew of the
unsavory
characters
you'll control
in the game.

A conceptual screen from the game. Notice
the detailed backgrounds.

Let's hope these
rendered soldiers look
just as good on our TV
sets as they do on
Boss’ SGI work
stations (or at least,

pretly close)!
4

May 1996 GAME PLAYERS 51



stars from music and film, not to mention the NBA All-Stars themselves,
but right from the start it was apparent that everyone on the showfloor
was only interested in one thing — NBA
Jam Extreme. This was the first time the
world got a chance to play Acclaim’s new:
coin-op, and nobody could resist checking it out.
The main-difference between Extreme
and the previous three games (VBA Jam, NBA
¢ Jam Tournament Edition, and College
Slam), is that the graphics are polygons
ok instead of sprites, giving the game a much
= ==__“=_1 more realistic 3D-look. There’s also a good assortment of
The 3D polygon graphics give new, even crazier dunks, more players to pick from, more
¢ this Jam a much smoother look stats, and, of course, tons of new hidden codes and
than ever before. characters. Excited yet?

Slure, the recent NBA All-Star Weekend in San Antonio had its fair share of

Shooting
from the near
comer almost puts the player in
your lap! One of the many
advantages of having a full 3D
court with changing perspectives.

avermephce,mdnowsolw&dmmecwm :
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feature NBA J

Chris tells us
that it's just as

® the in-bound
g pass. Hopefully

§ ironed outin the
final game.

Oh yeah, those
funky big-head
players are back
and wackier than
ever. Now
bzey‘vt-: elven got
%4 HIeY' s“:‘l" ‘::“k more Jam codes
GMMOSt 100 than ever
possible! What's in Extreme!
going on here? :
If | wanted
i realism, |
wouldn‘t be
playing Jam!
@ Even though the action is siill two-on-
> 1wo, you get lots of different players
to chose from, plus lots more stats.

{}a "’J)H rff_, .}HN}'-

Take a close
M« look at the
o crowd during

Can anyone say, ‘enter secret code here"?
If Extreme follows NBA Jam tradition, then i
the Tonight's Match-Up’ screen is where ;,;,.,g,.,.. %
you'll need fo input all those cool codes. -ﬁ-' ——

ommecold,memsksels,neveno.lamogm




BORN OF THE ATOM. RAITED IN THE ARCADE.

EXPLODING O

: ; o e
MULTI-HIT COMBO MOVES! INCREDIBLE INTERACTIVE SUPER JUMPS AND
BACKGROUNDS! MID-AIR ATTACKS!

Marvel Comics, X-Men, Cyclops, Wolverine, Psylocke, Iceman, Colossus, Storm, Professor X,

Magneto, Juggernaut, Omega Red, Silver Samurai, Spiral, Sentinels and all distinctive likenesses : H ©
thereof are trademarks of Marvel Characters, Inc. and are used with permission. © 1996 Marvel [
Characters, Inc._All rights reserved. © Capcom Co., Ltd. 1996. Sega and Sega Saturn are trade- C APCOM

marks of Sega Enterprises, Ltd. All rights reserved. Acclaim is a division and registered trademark 2 -
of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. Al rights reserved. entertainment inc




B A - L m‘ AN
{ revuew

R BB Chi v

Alien Trilogy : 7" since we've moved into the new ofﬁces, which just

© | happen to be located in prime earthquake temtorl
Creature Shock L | we've decided to refrofit all of these reviews, fo

, Earthworm Jim 2 ! them safer in case the Really Big One hits!
5 Iron Storm - - :
Magic Carpet
Need For Speed

N Night Warriors: Darkstalkers’ Revenge
A

Return Fire
Shining Wisdom
Super Mario RPG

¥ e

17V of these things! When a yame has one , it means it scored
ﬁ at least a 90% with ourreviewing smﬁ That am'l easy!

ol

In the event of a real ua en ing through
he'e YU ¢ can ge1 all%em%ou ?ogsurv::g]usf

<,
0; We hope you realize just how hard it ¢ ‘a game 1

&
w and dédicafed our reviewers will be the
first ones under their desks when the earth starts

! rockln and rollln" They're not THAT crazy!

> Allexpemogreeﬂ\mnweNext :
¢ could hay any day! We're nof scared!
Afe a fafs st her opnion

The Rocket Science: k.
Each category of our scoring boxes is given a ‘weight’ — the higher the weight, Iﬁme ¥
important the category. We multiply each category’s score by the weight, total them up and
divide the answer by 18, which s the total of all the weighls ¢ comluned,pw resuiting numlm ¥
is multiplied byten to compute the final score for the game. :

Graphics: —— Weighted by a factor of two: -
| Music & Sound FX: Weighted by a factor of one, -
{ Innovation: - Weighted by a factor of one.
. Gameplay: Weighted by a factor of eight:
Replay Value: Weighted hy a factor of six.~

Whllenof uite on the level of the Rldﬂer
C scale, we like our scoring system!
60-69% Good 20-29% Heinous ULTAMATE
50-59% Average 10-19% Putrid B
40-49% Lacking 1-9% Shoot Me
70-79% Very Good 30-39% Crap 0% Cosmic Race
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SUPER NES review

SUPERNES

GENRE / RPG

PLAYERS /1

PUBLISHER / Nintendo
DEVELOPER 7 Square Soft
AVAILABLE / now.

PRICE / $64.00

There's somethlng obout play-
ing a Mario game that makes
the world feel right. In reality,
nothing could be further from
the truth, but it's a pretty good
illusion. — Patrick Baggatta

or months we've all been drooling over the strategically spells. This is not to say that RPG fans are going to be bored if you're a &

F released screens and information concerning Super Mario by the game’s intrinsic simplicity, but rather, with all its grace- Mario fan Tﬂank goodness ‘40“ ‘re bero
RPG, and now we finally get a chance to road-test this ful features, those not familiar with RPGs will find this one an

awesome little adventure. Entrusting its precious baby, Mario, especially welcoming title.

1o the talents of RPG masters Square Soft, Nintendo has given The primary keys to success for this game are in its

birth to a brand new kind of adventure intuitive interface and seamless blend of action and RPG ele-

game. OK, the truth is, it's not really
that different from the traditional
RPG, but it does have a very
distinct feel that gamers are

ments. While RPG fans are going to find joy in the
traditional battle sequences and puzzle solving ele-
ments, Mario action fans will feel right at home
with all the jumping and critical timing

sure to appreciate. aspects of the game. Another expected and - %, =
Combining elements of delivered aspect of Super Mario RPG s the e ?WEQ’Ve "9;3'
aclassic Mario genuinely funny storyline, which includes I00KEC 30 HaoL»

action game and
one of Square’s
enormous adven-

all of the familiar characters from the
world of Mario, as well as several new
faces. All in all, Super Mario RPGis a

tures, Super game for the whole family (of gamers,
Mario RPG is the that is). The adventure has plenty of
perfect entry size and complexity for the seasoned
way into this RPG pro and, for the action player,
world of unfolding there is a real hands-on, interactive feel.

storylines, level-
ups
and magic

Just as we all knew it would be, this game
is everything Nintendo promised. GP

The Peaple
Yau'll Meefl

Taking the character development of traditional Mario
games to the next level.

% " /Being ableto : Not all fhenew faces are fnendly ones.
travel around a
world this size

s 1T € Not A CSmall
World After All

Lot g As with all Square Soft RPGs, Super
. ’

Mario RPG takes place in an
As you progress, the world extreme\y \arge environment.

confinues to grow bigger.
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review SUPER NES

Find$sYoshi” a'n’gwin.’
3 Wheeere’s Yoshi2.:
A

e & ey

1?@5, wr"ng Atxe

Uncovering clues by

talking with the dif- I HE TO RY
ferent characters
along the way will el :
lead you to your The best part of Super Mario RPG is uncovering the story
Our heroes move on towards mission objectives. s you cruise around and talk to different creatures.

the Kero Sewers...

A SECOND

OPINION

Wow! Being a huge fan of both Mario games and RPGs, |
was really.eager to getmy hands on this one. | mean,
Nintendo and Square — working togetheﬂ Forget it,
there’s no way this game could ever disappoint. Like
Patrick, | was really impressed with.the seemingly effort-
less way that the action and RPG elements work together.
Fans of both genres should genuinely be pleased. The
game feels just like a Mario title, and
exactly like a Square adventure.

| also really, really like
how combat is done. While the
fighting is, at heart, the standard
RPG ‘yourhit, | hit" formula,
Square hasimplemented special
bonuses for the more nimble=fin-
gered players with a good sense

:M*M'GW'.&He's“gﬁhe into’hiding. i int gl
Let’s see n‘ we t;an sneak up behind

ot e ios e un s o There wiII, of course, be some

sbdictedthe Princess AGANZ challenges along the way. The battle sequences are

done in a traditional

manner, with a
There are some elements of few small exceptions.
the story that may have a bit
of a familiar feel.

Each characterhasa  Generally speaking, the bigger the character,
choice of manual the better the battle and the bigger the payoff.
e s

ifferent strengths.
GRAPH1CS

© The isometric view
creates a fruly genuine
3D feel.

© The characters are all

ey I- 5
L’r‘:g‘f’;'?o":usffuwrz_mg MUS1C & SOUND FX

strik turn format.
bl llhali Al © The sound effects are

1INNOVAT1ON some of the funniest uniquely designed.
r aspects of the game.
O The addition of Mario- | & The music certainly
GAMEPLAY style action enhances the does its part.
scope of the adventure.
O The pace of the game The fradifional RPG
REPLAY VALUE ) is fost and rewarding, style is followed closely. ULT1IMATE

O The controls are easy
to master.

G The game is HUGE!
O The open-ended

format allows a different
game every fime.

1%
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PLAYSTATION review

PLAYSTATION

GENRE / action
PLAYERS /1
s PUBLISHER / Acclaim
DEVELOPER / Probe
AVAILABLE / now.
PRICE £ $54.99

q

This game is kinda like Doom,
except that every once ina
while, this thing bursts out of
my chest. You know that's
gotta hurt! — Chris Charla

cclaim has previously been known mostly for arcade the gameplay is dead-on, and the game
ports like MK Il or WrestleMania and movie license side-  is really. creepy. It really recaptures the Nothing like fighting in a
scrollers. This game marks their first real entry intothe ~~ feeling you get when watching Aliens — pool of chemicals.
3D genre. So how'd they do? Very well indeed. you see these blips coming closer and
The game is based on the whole Aliens movie trilogy you just panic. | swear you'lljump when
license, so it doesn't strictly follow the plot of any of the one of those squid aliens jumps on you.
movies. Instead, you play Lt. Ripley, who has to go wipe out Unlike Doom, there aren’t so many ene-
aliens in locations lifted from the three movies. Of course, mies that you're constantly shooting. |
thanks to the Company’s evil plans, you also are going toneed really liked that — it added a lot to the
to battle company goons, who are trying to retrieve alien spec-  game’s atmosphere.
imens. This is easily the most impressive
Basically, the game looks, well, a lot like Doom. It's a Acclaim title | have ever seen. The i
first-person, forward-scrolling shooter, set in tunnels and cor- action is awesome, and the movie
ridors, for the most part. There is a great camera swing when license really adds to the game. In fact,
you walk, that looks totally realistic (it can be turned off, if you this review was late because | couldn’t
get squeamish). As you progress through levels, each of which  stop playing it. Oh well... as long as
has a specific mission, you need to find weapon power-ups, there’s Alien Trilogy in The Box, I'll
battery packs, and door keys to continue. be OK. GP
The game is really.well done. The graphics are awe-
some (although the aliens looked better in Alien vs Predator),

It's just you [l SR LT
and the !

L Queeniin

Bodies stick around |~ T sla the end.

after they're dead — | =

very cool.

#~* Nice bloody
++ splotch on the L5 » 1t
wall, eh? w5 5 400 4 : £

: The graphics are
downright creepy
at times.

- 145 I

GRAPH1CS BB
Up close and personal with a sparkly alien.

> Great graphics. They fit o0y o e o
e gamareihcly @ MUS1C & SOUND FX :
Aliens looked better in Ton
Alien vs Predator. © Atmospheric sounds vt
are extremely good. 1NNOVAT1ON R o1 Rifl.
Better gun sound

effects would have been © They have developed an h
kinda nice. innovative 3D engine...

...but it's still Doom.
ULT1IMATE
/<
D1 %
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GAMEPLAY
O The first Doom game

@ REPLAY VALUE
really quickly!

that didn’t get boring
) The license actually fits © Especially on maximum
well with the gameplay! difficutty, this will take a
while to get through.
On the easiest level, it
goes by pretty fast.




‘COLLEGE SLAM’ Match up over 44 college rival
teams in this arcade style, 2 on 2 basketball game
featuring 3 modes of competition, alley oops, special

fratemity teams and college arenas.

SNES $62

‘PRIMETIME
NFL FOOT-
BALL’ Now you
can experience
the real thing,
Sega Satumn pro-
vides the most
realistic sports
gameplay ever.
Dynamic per-
spectives and
big time action
puts you in the
middle of every
play. SAT $59

=
I
=
>
i
=

e = AT
CAEA

j SE

‘A-TRAIN’ You'll
start with a bit of
bare land and a
small bank loan,
then establish
transportation
systems, buy
and sell land
and businesses,
and even invest
in the stock mar-
ket. If all goes
well, you'll be
rich and power-
ful. PSX $46

‘IRON STORM’
Presents players
with the option
of controlling the
German,
Japanese, or
American forces
in two modes of
play, scenario
or campaign.
The player
can choose to
fight one of 54
separate bat-
ties! SAT $52

‘MARVEL SUPER HEROES: WAR OF THE
GEMS’ Choose your favorite Marvel charac-
ters and battle Thanos, the most dangerous
villain in the Marvel Universe!

SNES $54

‘MYST’ The sur-
realistic adventure
that will become
your  world.
Journey to an
island tinged with
mystery, where
only your wits and
imagination will
unlock an
ancient betrayal
of the past.
Features 3D
photo realistic
graphics.  $46

3DO System Panasonic$199
3DO 6 Button Ctrl Pad  $26
3DO M2Acc. Panasonic $249
7th Guest 2: 11th Hour  $52
Alone in the Dark 2 $46
Blade Force
BrainDead 13

Captain Quazar
Carrier: Fortress at Sea $52

Casper $46
Chess Wars

Creature Shock

Cyberdillo

Deadly Skies

Doom

Dragons Lair 2

Fast Draw with Gun

Foes of Ali

Game Guru $29
Golden Gate $52
Isis $52
Killing Time $32
Lost Eden $32
Maximum Surge $54
McKenzie & Co. $52
Mortal Kombat 3 $59
Primal Rage $46
Shock Wave 2 $52

Space Hulk: Vengeance $52
Varuna's Force $52
WaterWorld 52
Wing Commander4  $56

Best of Mega Man 1-5 $34
NHL Hockey 96 $36
Primal Rage $39
Return of the Jedi  $36
Urban Strike $36

CDI
7th Guest DV $52
Axis & Allies $39
Dragons Lair 2 34

4
Escape from Cyber City $19
Meriin's Apprentice

Zelda: Wand o'Gamelon $44

HINT BOOKS

Atari Jaguar $14
Batman Forever Survival $8
Breath of Fire 2 $12
Chrono Trigger $16
Donkey Kong Country 2 $12
Doom $8
Dust $16
Final Fantasy 3 s11
Killer Instinct, Unofficial $12
Lunar 2 $13

MK2 Pocket Kodes Book $8
MK2 Fighters Kompanion $9
MK3 Players Guide $11
MKS3 Pocket Kodes $6
Popful Mail $14
Primal Rage Arcade $12
Primal Rage Unauthoriz'd $8
Secret of Evermore $12
Secret of Mana $12
Shadows of the Empire  $8
Ultimate PSX Cheaters ~ $8
Vay $13

Virtua Fighter $10
Yoshi's Island $12

©1996 CHIPS & BITS, INC.

Genesis CD RAM Cart $49
Genesis Nomad System$179
Addams Family Values $44
Bass Masters Classic $46

Batman Forever $32
BrainDead 13 CD $49
Bugs Bunny: Dble Trouble $42
College Football 2 $44

College Slam Bsketball $56
Comix Zone 344
Converse Hrdcore Hoops $59
Dragons Lair 2 CD $52

EarthWorm Jim 2 $62
Exo Squad

FIFA Internat'l Soccer 96$56
Flintstones Movie $44,
George Foreman 339
Lobo $56
Lunar 2 CD 549
Myst CD $46
Madden Football 96 $58
Marsupilami 536
Mission Impossible ~ $56
Mortal Kombat 3 $64
NBA Live 96 $59
Nightmare Circus $52
Olympic Sm'r Games ‘96 $58
Phantasy Star 4 383
Pocahontas 359

Prime Time NFL FB 96 $58
Samurai Showdown CD $36
Scooby Doo $52
Shining Force 2 566
Star Trek Deep Space 9 $46
TNN Outdoor Bass ‘96 $56
Tecmo Super Bowl 3 $49

Toy Story $66
Uttimate Mortal Kombat 3$69
Vector Man $52
WWF Arcade $59
WeaponLord

$59
World Series Bseball ‘96 $54
X-Perts $58

NG CD Joypad Ctrller  $19
NG CD System $349
Aerofighters 3 CD $54
Artof Fighting2CD  $46
Baseball Stars Pro 2 CD $46
Blue's Journey CD $46
Double Dragon CD ~ $52
Fatal Fury 3 CD $54
Fatal Fury Special CD ~ $44
Football Frenzy CD ~ $46

Ghost Pilots CD $46
Kabuki Klash CD $52
King of Fighters ‘95 CD $59
Magician Lord CD $54
Nam 1975 CD $46
Neo Mr. Do CD $54
Pulstar CD $59
Samural Showd'n 3 CD $59

Savage Reign CD $54
Stakes Winner CD $54

Street Hoops CD $46
Super 8-Man CD $46
Super Sidekicks 3CD ~ $54
Thrash Rally CD $46
Top Players Golf CD ~ $46
View Point CD $46

Voltage Fighter D $59
World Heroes 2 Jet CD _$46
World Heros Perfect CD$69
Zed Blade CD $69

Kolibri $58
Pitfall $59
Primal Rage $56

Prime Time NFLFB 96 $66
Slam City CD $39
Spiderman: Web of Fire $58
T-Mek $52
Virtua Fighters $59
Wirehead / Sega CD  $39
World Series Baseball  $59

Jaguar CD System
Jaguar Power Kit

Jaguar Pro Controller ~ $24
Alien VS Predator CD ~ $56

Alien Vs Predator $59
Arena Football $59
Burnout $39
Defender 2000 $54

$39
Fight for Life $59
Highlander CD $39
Hover Hunter $54
Hover Strike $38
Kasumi Ninja $19
Mortal Kombat 3 $62
Myst CD $54
NBA Jam T.E: $59
RayMan $58
Space Ace CD $52
Ultra Vortex $39

Wayne Gretzky CD ~ $59

PSX HARDWARE

Sony Playstation,Core $319
Sony Playstation $349
ASCII Flight Sim Stick ~ $52
Game Shark $56
Mad Catz Steerg Wheel $75
PSX Controller 22
PSX Memory Card ~ $24

PSX ADVENTURE

7th Guest 2: 11th Hour  $52

Alien Trilogy $52
Alien Virus $52
Blazing Dragons $52
Casper $47

Castlevania:Bloodletting $44
Chronicles of the Sword $52

Cyberia $52
D $52
Dark Stalkers $52
Die Hard Trilogy $54
Disc World $52
Earthworm Jim 2 $48
Fox Hunt $52
G-Police $54
Hyper 3-D Pinball $52
In the Hunt $44

Kingdom O Magic $54
Legacy of Kain: Blood $54

Monstrous City $54
Myst $52
Philosoma $52
Psychic Detective $54
RayMan $52
Return to Zork $46
Revolution X $52
Ripper $54
Spawn $5

4
Spot Goes To Hollywood$54

Mortal Kombat 3 $52
Primal Rage $52
Street Fighter: Alpha 852
Tekken $47
Toh Shin Den 54
Toh Shin Den 2 s49
Dark Sun $52
| Have No Mouth $52
King's Field 2 $52
Slayer $52

Werewolf: Apocalypse ~ $66
PSX SHOOTERS

Air Combat $46
Armed 852
Assault Rigs §52
Doom $54
Fade to Black $52
Hive $47

Johnny Bazookatone  $52
Krazy Ivan $5:
Last Bounty Hunter  §54

Loaded $52
Lone Soldier $56

aiden $44
Resident Evil $52
Star Blade $44

PSX SPORTS

3-Decathlon $52
3D Baseball ‘95 $54
Big Bass World Champ  $52
Boxing 96 $52
ESPN Extreme $44

FIFA Int'l Soccer 96  $52
Front Page Football 96 $58

Hardball 5 $52
MLBPA Baseball $48
NBA 96 $52
NBA In The Zone $48
NBA Live 96 $52
NFL Game Day 52

Power Sports Soccer  $52
TNN Outdoor Bass ‘96 $54

VR Baseball $56
VR Soccer $56
WWF Arcade $52
PSX SIMULATIONS
Chaos Control $44
Descent $52

Destruction Derby $54
Mick Thompson's S-cross $52
RazorWing $54

Ridge Racer s44
Rock & Roll Racing2 ~ $44
Twisted Metal $54

WarHawk: Red Mercury$54
Wing Commander 3 $52
Wipeout $52

PSX STRATEGY

A-Train $46
Panzer General $52
Romance 3 Kingdom 4 $49
Shanghai: Triple Threat $29
Sim City 2000 $49
Syndicate Wars $52
Warhammer Fantasy ~ $52

Satum System CORE  $299
Saturn System $349
Game Shark $54
Satumn Back-Up Cart ~ $46
Satum Stunner Gun  $44

SATURN ADVENTURE

7th Guest 2: 11th Hour  $52

Alien Trilogy $52
Blazing Dragons $52
Castlevania: Bloodletting$44
Dragons Lair 2 $52
Earthworm Jim 2 $48
Fox Hunt s52
Horde $45

Kingdom O' Magic ~ $54
Legacy of Kain: Blood ~ $52
Mr. Bones $52
Revolution X $52
Skeleton Warriors ~ $48
Spot Goes To Hollywood $54

SATURN KICK & PUNCH

Brutal 2210 $54
Mortal Kombat 2 $48
Night Warriors $52
Primal Rage $52

Rise of the Robots 2 $52
Street Fighter: Alpha $52
54

Toh Shin Den

Virtua Fighters 2 $56
SATURN ROLEPLAYING
Dark Sun $52

Lunar: Director's Cut  $54
Magic Knight Rayearth $52
Shining Wisdom 52
Werewolf: Apocalypse ~ $66

SATURN SHOOTERS

Johnny Bazookatone  $52
Shell Shock 52
Solar Eclipse $52
Virtua Cop with Gun 69

SATURN SPORTS

3D Baseball 95 $52
Center Ring Boxing ~ $52
Frank Thomas Baseball $52
NBA Action $52
NBA Basketball $44
NFL Quarterb'ck Club 96852
Prime Time NFL FB 96 $59

@

Upper Deck Basketball $54
VR Baseball $54
VR Hockey $54
VR Soccer $54
WWEF Arcade

$52
World Series Baseball 2854

SATURN STRATEGY

Buster Brothers $44
Iron Stor $52
PTO2 $52
Panzer General $54
Pinball Arena $54
Return Fire $52

Shanghai: Triple Threat $29
Theme Park $52
Zoop $44

Super Nintendo System$139
Supr Nin System, Core  $95
Boogerman $49
Chrono Trigger

Civilization

Dirt Trax FX $66
Donkey Kong Country 2864
Doom $56
EarthWorm Jim 2 $62
Final Fight 3 $52
Killer Instinct $62
Lobo $56
Madden Football 96 $58
Marvel Super Heroes ~ $54
Mega Man X 3 $59
Mohawk & H'dph'ne Jack$62
Mortal Kombat 3 $64
NBA Live 96 $58
Olympic Summer Games $62
PTO2 $62
Real Monsters $56
Revolution X $64
Romance 3 Kingdoms 4 $65
Secret of Evermore $62
Star Trek Deep Space 9 $36
Super Mario RPG $66
TNN Outdoor Bass ‘96  $61
Tecmo Super Bowl 3 $56
Toy Story $72
Ultimate Mortal Kombat 3 $69
'WWF Arcade $66
WeaponLord $54
Yoshi's Isind/Spr Mario 2 $64

NINTENDO 64

Nintendo 64 System  $269

Body Harvest $62
Cruis'n USA $56
Donkey Kong Fantasy $59
Doom $62
Final Fantasy 7 $59
Gidden Eye $59
Golden Eye 007 $62
Ken Griffey Jr. Baseball $59
Killer Instinct 2 $59
Kirby Bowl $59
Legend of Zelda $62
Mega Man $59
Mortal Kombat 3 Plus  $69
Phear $69
Pilot Wings $62
Red Baron $62
Robotech $62
Shadows of the Empire$62
Star Fox $62
Street Fighter $59
Super Mario $62
Top Gun $62

Top Gun: A New Advntre $56
Turok: Dinosaur Hunter $56
Wave Race $62

VIRTUAL BOY

Virtual Boy System ~ $142

Galactic Pinball $38
Mario Clash $38
Panic Bomber $40
Red Alarm $34
Teleroboxer $34
Vertical Force $40
Virtual League Baseball $37
Wario Cruise $46
Waterworld $50
Worms $49
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,Call NOW

to Order
802-767-3033

ax

Source
10663

PO Box 234
Dept 10663
Rochester
VT 05767

OVERNIGHT SHIP-
PING in US $4 per
order. Mail to
Canada, PR, HI,
AK, APO, FPO $4
per order. World-
wide airmail $6 per
item. Handling $2
per shipment.
Hardware orders
may require ad
tional shipping
charges. Call for
details.

Visa, MC and
Discover accepted.
Checks held 4
weeks. Money
orders same as
cash. COD $8. Def-
ectives replaced
with same product.
Most items ship-
ped same day.
Shipping times
may vary. Price
and availability

GPLAY596V1




PLAYSTATION review

GENRE / racing
PLAYERS / 1or 2

PUBLISHER / Electronic Arts
DEVELOPER / Pioneer Productions
AVAILABLE / now.

PRICE / $54.99

Y | laughed, | cried, |
ot to drive a
kin’ Porsche!
And this time | didnt
) even get arrested!
— Mike Salmon

hat could possibly be better than getting behind the wheel of a high-

performance sports car on the open road? Besides doing something in

the back seat of a high-performance sports car, | can’t think of any-
thing. And that inherent desire to travel at extreme speeds is exactly what Need For
Speedis counting on for its audience.

Getting a chance to fly over hills in a Dodge Viper, Lamborghini, Ferrari,
= Porsche, Corvette, Mazda RX 7, Toyota Supra

Turbo, or Acura NSX is something not many of

us are ever going to do (at least
TRACK MA RKS$!

without performing some kind
of felony), but in Need
The tracks make Need For Speed, .
with their incredible variety and graphics.

For Speed
you've got
the keys
. - ~ and
the reset button as your insurance. The
six tracks in the game are absolutely
beautiful, with the least amount of
draw-in that we've seen in a racing
game yet. Three of the tracks are
open road races divided into seg-
ments, where the scenery can
change from the city to bridges to

snow-covered mountains. The other three tracks £
are equally as impressive, but use the standard
lap design.
Start by going head-to-head
againsta computer controlled car and weave

also link-up or use a split-screen mode o
challenge your friend to the ultimate road race. Roang through the snow-
If you want a more traditional race, take on the ~ capped mountains is great, but
other seven machines. Finally, you can go into a d°“ t ge' caught in the ice or
tournament and try to beat every track. You can d the going tough.
even choose whether you want to
race in the morning, afternoon, or
evening. With this many options you
can spend days never repeating a race.
However, Need For Speed s far from per-
fect. The main problem is that the game never gives you
the feeling of control or pure speed. You have to slow down to take the
tough corners, and that's not quite as fun as sliding through aturnat
200mph. Still, with the awesome graph- S
ics and variety in tracks, Need For Speed “‘
delivers a high-speed thrill ride that's
GRAPH1CS sure to get the testosterone boiling and is
well worth checking out. GP

O The tracks are detailed,
solid, and varied. @ MUS1C & SOUND FX

The cars are a bit boxy
looking, but the dashboard ' ©& Some of the tunes are
is sharp. fotally awesome...
...and some really suck. ,
Plus the car noises can be Racing head-to-head,

real annoying. with the cops in pursuit, is GAMEPLAY
very radical!

It's a racer with tons of © Weaving through traffi i
EXCELLENT options, but nothing new. and oeuc:rwurr‘%in;ot:g cops : . ) REPLAY VALUE

o are always good features.
The control isn‘t as © Six huge, detailed tracks
o responsive as other racers. keep you coming back.
Linked PlayStations or split-

screen allows two-player
racing action.
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-7 ” bs one of the first RPGs available for
t next generation systems, Shining
Wisdom has the unfortunate distinction
of being burdened by high expectations. But instead
of being the next great thing in RPGs, Shining Wisdom is more
an extension of the gameplay that made 16-bit RPGs popular.
Graphically, the game can at best
be considered a slight improve-
ment of what was seen in the
_ 16-bit era, with sharper,
crisper graphics that uti-
lize the Saturn’s
expanded color
palette. But the true
32-bit graphics are
reserved for the
rendered intro
sequence with the
familiar ‘short, fat guy”
graphics incorporated in
the actual gameplay.
~ There is also no significant
improvement in the adequate, but
forgettable, sound and music. Game con-
trol is somewhat clunky, which is distracting when battling
enemies. There isn't an in-depth hit point system. Gameplay is
pretty much explore, hit the attack button, run and pick up lots
of stuff

But as much as Shining Wisdom seems like a 16-bit
RPG experience, | hesitate to hold this against it. The game is
a solid addition to the RPG genre, with an expansive storyline
and challenging puzzles. Replay value remains high, as should
be expected of RPGs. Most traditional RPG fans will find it a
satisfying game experience. So while this isn't the revolution-
ary RPG everyone is waiting for, rest assured, those games
are coming. But in the meanwhile, for a solid, entertaining
RPG look no further than Shining Wisdom. GP

A variety of different land-
... scapes help keep the
visuals interesting,
but the basic
gameplay
remains consis-
- fent throughout
* the game.

. GAMEPLAY

© Sound storyline and
gameplay won't disappoint.
Character control is a
little clunky, which can be a
problem during battles.

S REPLAY VALUE

O The story, the heart of any
RPG, keeps you coming back.

There’s always an end to
every story and you'll
eventually solve it.

review PLAYSTATION

mus 10 ADULTS Pm

ON

GENRE / RPG.

PLAYERS /1

PUBLISHER / Working Designs
DEVELOPER / Sonic! Software
AVAILABLE / now.

PRICE / $69.99

Is Shining Wisdom the game
that leads the way to new,
unexplored 32-bit worlds?
Little, short, fat people with

really big heads want to know!

— Roger Burchill

Yup, you goi it.

gameplay
%,
you're con-
trolling the

ﬁm?ﬁ Meenhecosnntherenderedlm sequence—
quys but at 'oobodmedwradevsdon'ﬂookmsgoodm
least every- the gameplay.
thing seems a *
~ Clunl me control detracts duri
ke sh'g?ersm%%. ¢ balﬂsklgto there are plenty of powe':-g

ups, items and gold fo collect while
roaming the countryside.

LIFE
3 CroZREN S

O Everything is crisp and
very sharp.

Still, the RPG staple of
contfrolling short, fat guys
is wearing thin.

A A A - GRAPH1CS
labyrinths and structures to
explore. Uh, anybody seen the
© Nothing really grafing.
INNOVAT1ON I've heard worse before.
© Not a great leap from significantly improved over
16-bit RPGs.
Still waiting for the RPG
that truly utilizes all the

There are a number of caverns, v -
MUS1C & SOUND FX
key for this place?
Sadly, the sound isn't
existing RPGs, but solid.
benefits of 32-bit systems. V E RY GOOD

7 3%
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SATURN review

GENRE / fighting
PLAYERS / 10or 2
PUBLISHER / Capcom
DEVELOPER / Capcom
AVAILABLE / now.
PRICE / $59.00

The truth of the matter is
that scary games are just
plain beﬂerfhon their non-

scary cou

o bk gl DARKSTALKERS REVEN

With A Blza re Twist

While there is no denying the connection to other Capcom
games, Night Warriors does have its own wacky charm.

ay Sasquatch —
. he’s big, he’s
bad, he’s
exactly the
kind of crazy
character for
which this
game
~ ) is known.

Running on air? Come
on, is that kosher?

"ou know, it's long been accepted in the videogame
industry that Capcom is as good as it gets when it
comes to 2D fighting games. Enter Night Warriors:
Darkstalker’s Revenge for the Saturn and again we are treated
to a top quality brawler, with all the great qualities Capcom
has become known for in such games as X-Men: Children of
the Atom and the Street Fighter series. In all faimess, there’s
not really very much difference between any of these games,
but if you like 2D fighting action, you can't really go wrong
with any of these titles — including Night Warriors. The sequel
to the arcade hit, Darkstalkers, Night Warriors has all the great
ghoulish characters introduced in the original, as well as some
new dark and moody characters to carry on the proud tradition
of ghoul fighting.
Just in case you've
somehow managed to
follow the videogame
industry without ever
& | experiencing a
} 4 Capcom brawler
i 2 ‘| and, more specifi-
il cally, the
f| Darkstalker
series, what
makes them
B greatisa
combination of

elements. First and foremost, Night Warriors is an ultra-
smooth and crisp fighting game based on pinpoint timing and
almost chess-like battle strategies. Beyond the impeccable
fighting engine, the game possesses a cast of intri-
cately conceived characters, all with distinct 7
fighting styles and strengths. Al of these ele- i
ments that were first created for the arcade
are meticulously recreated on the Saturn to
absolute perfection for the ultimate in
delivering the arcade experience.
Finally, Night Warriors is just plain
fun. With an endless supply of
potential battle plans, Night
A Warriorsis a great two-
B player game that
manages to
have a fresh
feel every
= time you pick
i itup. GP

qA <
o, L

Werewolves fighting kurme-style"
Only in Night Warriors. ™-__

“There are several unbelievable laws of nature which
must simply be accepted to enjoy this game.
AT VAN
g -

OIS Bullet train coming through! There are some cool little twists on fraditional fighting game moves.
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review

The Chara YW Tove To Fear I
e Characters You Love To Fear & A SECOND
Let's face it, only a few games have characters nch enough to actually lead to an animated series.
g Ah, sweet Morrigan. B¢ PR § Lord Raptorisa OR'NlON
< : What can we say? 7 & ’ T bizarre little mix of "

She’s awesome! By skeletal remains You know what's really scary? Patrick’s eyes tum an amber
i and power fools. color whenever he playsa 2D fighter; it's just real weird.

. He's hard fo appre- Anyway, Night Warriors was a great-arcade game.and is an
3 cﬁ:\ ‘I’r:"r':‘z:z nsee even better home game. The graphicsiand'speed are just
O ¥ as good as the arcade version and the ability to practice

\ Probably the best \ Felicia is your moves without waiting in fine brings the strategy ele-

: '3733? Ingg:le = ) every cat ments to the forefront even'more. This is Street Fighter,.
Talbain, the were- lover's dream. X-Men, Marvel Stper Heroes, and every other perfectly
‘1 wolf. Is it any executed 2D fighter Capcom has
wonder why? ever done. We could punish them
for making a great game, but

these games are just damn fun. |
And fun is something that is get-
ting harder and harder to find in

Demitri is games these days, so bringon. |

quite possi- Night Marve! X-men ll Tubo
bly the very Edition. We'll playit. -~ — Mike
definition e
sl of evil. I’ e
Hsien-Ko's magic is not fo be Pretty

taken lightly. Get the point? cool, eh?

One of the best aspects of Night Warriors is the extensive
list of special moves to discover and master.

Morrigan’s Soul B
Fist is the kind
of attack that
shows you

she means
business. H

It won't take long before your opponents ¥ §& B b . A o
learn to fear Felicia’s Rolling Scratch. F A0 & f 1 : : - ” most of his
2 3 e 3 e best work with
his brute strength.

Talbam 's Dragon
Cannoniis an awe- ((¢]37:121aB{ AN
-| some move to keep

<| at the ready. © The animation is

extremely smooth.
O The characters are
O The music is fitting. uniquely developed.
1NNOVAT1ON ) The sound effects are
good, but pretty standard.

© There are some cool

Anakaris came all the GAMEPLAY

new moves.
my from onlclenf Egypt to ) The 2D fighting genre
youriass: © The control is really has been done to death.

EXCELLENT

S2%,
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REPLAY VALUE

O The fighting strategies
are countless.

© Playing againsta
human opponent is
always fun.

incredibly responsive.
© Two speeds to choose
from — fast and faster.




GENRE / puzzle/strategy -

PLAYERS /1-4
PUBLISHER / Ocean
" _DEVELOPER/Team 17
- AVAILABLE / now.
- PRICE /.$59.00

z To quote a very famous
| man, That's what | like,
| lithle people hitting each
* other Don't worry,
| you'll understand.

— Patrick Baggatta

T his little gem took us all by surprise and we're still

wondering what we've done to deserve such a fun \ Without a doubt, the Air [*5=

game. Not since the days of Lemmings (there, I've Strike is one of the most
said it) have we seen a puzzle/strategy game with dramatic weapons at
this much charm. With-a mission objective as your disposal. Use g
clear as destroying your worm opponents, it wisely.
it's hard to imagine where this game offers A
any sort of challenge, but the first time kRSEN AL Clgne'; Mbsb:be?
you're forced to sacrifice aworm ; Whoes g
Kamikaze-style, you'll understand. Unil You’ve never known a

then, you'l simply have to dream of 2 W RV RISV RTTCR

world where calling in an air strike is as . .
easy as riddling worms with an Uzi. power. Pray you find him

One of the best features in Wormsis - \QRUGTNCRICRILIISATOIA
the spontaneously generated environments,
creating an endless supply of fresh playing
fields. With this feature, neither you nor your oppo-
nents will be able to master a specific playing field, which
adds a whole new life to the game. Also awesome are the
non-combat options, such as the Flame Thrower, Ninja Rope
and Bungee cord. Careful use of these strategy elements to
set up an intricate attack or develop an impenetrable
defense also adds a great deal to

the game’s overall depth. you

The single most important et 4 il
feature in Worms, however, is the  makes a worm consid- Worms, but they are
ability to play with as many as four . erably more dangerous not, | repeat, NOT
players at a time. Pitting your than you might expect. F5 the same game.

wormy skills against three other
worm-masters is the ultimate in /%%
multi-player fun. In the end,
Worms is the kind of game that
has to be played to be appreci-
ated, and once you've tried it,
you'll be hooked. GP

O The animations, small v landscapes, [
as they may be, are very y Worms is never the same [¥,
finely detailed.
O Simplistic style addsto | © The worm sound
the game’s charm. effects are super-funny.
! © Military anthems keep —
the action moving. O The use of unique tools
and weapons takes this
puzzler to a new level.

The game’s lookis dis- | © Endless strategies and 3
ULT1IMATE finctively Lemmings. quick matches make this REPLAL VALUE
o | pure fun. s
© Honing your Worm skills | © With up to four-pkxyer
o 5 is an art like none other. | matches, thls game is awe-

| some against friends.
| © Spontaneously generated
| environments mean the
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review

. PUBLISHER / Time Warner Inferactive
DEVELOPER/ Prolific

War, destruction, and the vicious
slaying of men are the staples of
gameplay, but the squishing
noise is the frosting on the cake.
— Mike Salmon

L Aim@t ayear ago, Return Fire came in for the 3D0 and The basic premise of the game is to capture the flag by
shocked us all with its addictive gameplay, cool sound- destroying your opponent. Over 100 different landscapes pro-
1 track; and smooth graphics. Now, Time Warner brings it vide you with plenty of variety in your missions, and the
to the PlayStation. Usually we aren't real fond of companies two-player game never gets old. As general of your small g l
porting old games to new systems (since we'd rather see new ~ army, you control Choppers, Tanks, Jeeps, and a mine-laying " 0“r undu H
games designed for new systems), but Return Fireis such a APC. Your mission is to deploy your vehicles one at a time, . :
classically designed game that it's good on any system. clear... uh... destroy a path, and find the other There is nathmg about Return
team’s flag. If you can find it first, then send o H H

9 P the jeep in to,pick up the flag, but any Fll'e that Is af‘z g‘;sd as ttaklng
Tnnla uf gﬁtrum [ A enemy fire will destroy your jeep. It takes on ( or prereranly, ou ) your
. good navigational skills, a cohesive strat- friend in a two-player game.

egy, and some good shooting to make
No war game would be complete w:thout i B

The one-player is a load of fun, but
can tire real easily. However, matching wits
with a friend in the two-player game is simply
awesome. Chasing down his jeep with your chopper to spoil
victory or taking out a bridge so he. can 't get his tanks into your
territory are the types of strategy

: elements that make Return Fire R
@ $0 enjoyable. & ?

While Return Fire's relatively

m%
ere, nope.’

‘Il just cruise this

S & i : % A oL Jeep over the
S The i lsthe to rub simple graphics no longer push P W e
e el ﬁp onlywuy o the envelope oftechnology his % " o) s i > ﬁzg%“; i
7 re:‘I’sIoW bu";s keep you uwayhmn enemyﬁne IS asweet game fromstart ¥ i E, 3 % N v o was
powerful rockefs and finigh. "G SR laying mines.’

mine-laying abilities
make it crucial in the
two-player game.

GO

With over 100
different land-
scapes, you'll
find new and
exofic ways to
kill your friends.

The chopper is fough to
control at first, but
easily covers the most
ground and can be

mt::: cl;sf'xgrumon, g deadly when strafing. b O Looks a tad sharper
and man, is s?uushmg the E than the 3DO version and |
little enemies is real clean.

O EMI classical music | © Could've used more
INNOVAT1ON gives you all the tunes graphlcal flash, like big-
youd ever wantto fighta | ger and better explosions. |
© Only Return Fire on the war to. ST
GAMEPLAY 3DO0 looks and plays O Sound effects could
_ similar to this one. have used more variety.
O Agreat mix of strategy Capture the flag has
REPLAY VALUE and action make Return been around even longer EXCELLENT

Firetick. than war.

O The two-player mode is Areason for destroying o

what makes this game. other buildings would've o
made the camage much

The one-player game 5
does get real boring. more enjoyable.
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SATURN review

SATURN

HIDS 10 ADULTS

GENRE / action
PLAYERS /1 : ,

- PUBLISHER / Playmates ¢ ap]
DEVELOPER / Shiny . i
AVAILABLE / now.

PRICE /.$59.00

a Though EJ 2for the Saturn is
not much different from the 16-
| bit versions, it's still worthwhile.
Besides, the talking cows are
funny every time... fo me...
anyway... — Patrick Baggatta

to contemplate the awesome 3D abilities of the hardware and wonder  tition, but when the gameplay is there, technology ceases to be the most
why they're not represented in the game. Surely, after all, it couldn’t important issue. When the developers decided to leave the original
have been that difficult to throw in a few 3D elements or flashy effects just to game pretty much intact, they were only paying it the respect it
remind the player of the hardware on which they're playing. The developers of deserved. What this means in the end is that if you already own a
EJ 2for the Saturn, however, chose to do a pretty close translation of the 16-bit  16-bit version of £J 2, then its revamped back-
version. The question then becomes, can the game that wowwed us all on 16- grounds and enhanced color palette are not
bit platforms just a few short months ago have the really enough to merit a second pur-
same impact on a 32-bit system? For the most chase. However, if you missed the 5. "
part, the answer is no, but the situation is not game the first time around, o (TSP AN
as dire as it may seem. . it's well worth picking to-market, or any-
The fact of the matter remains ? upon the where else you
that £J 2is an inventive, and challeng- Satum. GP decide to leave him.
ing, side-scrolling action game with ‘ 3

all the zany fun of the original. True, 2 @
f- i
= The puppy- ¥ &
Puppy o £

n - e bouncing
. L portion of the
P k Sy o jame is one of
L 3“ 7 i - ; most chal-
w <

lenging and

Wen considering Earthworm Jim 2 (EJ 2) for the Saturn, it's tempting there’s nothing technologically astonishing when considering its 32-bit compe-

wacky aspects.
Avoiding the
falling
e b il ¢
ails o be a thri f . i <
s « The original ” X
il :‘%'c‘;lu;'oel: m‘;’ Earthworm Jim was ?}gzgfzf z‘rglrvev %’;’v"e}’g @
her cooking. loved for both its game than the origi- st
first-rate gameplay nal, there is sfill plenty
and overall of the hot machine

craziness. The

'%:n action that made
tradition continues..

first Earthworm Jim
so great!

If you like what
inhaling helium When compared
iy doestoyourvoice, 1 the 16-bit ver-
wait unfil you see  gjon, Earthworm Jim

e what it does to that 2for the Satum
1:he 2 — e g/ crazy worm. mﬁs som;snevé )
animations are A grounds an:

smooth and inventive. } MUS1C & SOUND FX enhanced 3

Rich colors and paral- ot graphic detail. ?‘
lax scrolling add to the The sound effects are i ) 4
depth of the landscape. on par with a top-quality ] INNOVATION S;_ )

cartoon production. - - S 2

The music fits the bill, There are new game-
but is less than memorable.  play elements, such as

g

GAMEPLAY

ex g -,

puppy bouncing. . G2 ¥ B
The basic object of the ) The controls are infu- g -
EXCELLENT game is pretty standard. ifive and responsive. REPLAY VALUE

o Multiple gameplay ele-
ments keep the game O The challenge level is
o from growing stale. pretty high.
% - © There are fons of hid-
den stuff to find
throughout the game.

66 GAME PLAYERS May 1996



Their site.

ur site.

http: //www.gameplayers.com

ENDO ¢ SONY » 3D0/M2 ARCADE



~ 3D0 ~ review

2. | Am the Dillo,

| s 10 sours
= 50| ‘ K Ku Ka Chool
GENRE/shooter b o lmmnem [0 ¢ el
PLAYERS /1

— PUBLISHER / Panasonic -
- DEVELOPER / Pixel Technologies

AVAILABLE / now. ‘ i cuten ;
4 Plungers, barf, farts,
d the Il together
| v onareally unwhole- ‘ %" )“‘o
some ame. Kinda

PRICE / $54.99
reminds me of college.

dﬁﬁ — Mike Salmon

Rsht from the start you get the idea that the makers of Cyberdillo don’t

take much of anything too seriously, least of all their game. It's a
oom-spoof that has you in charge of everyone’s favorite animal, an
armadillo, who starts out being
armed only with a plunger.
As you plunge your
way through each a—(a
bright level, you're

1
faced with trying to 1 chluc
find your way

mgmﬂz as Iltsa bnght, colorful and
St anamiss I weird world full of in-

lavalampsand hair  \ jokes. Too bad the play.

spray cans. You're not fi A

out to save the world or SRl

even fix backed-up toilets.

It's just a simple ‘find-four-

items-and-save your- Cyberdillo-butt’

type of game. There still are the usual

bosses like Barfman, TV Man, Melon

Fish, and Dumpmeister (Ok, maybe cans are |ust a few things that can

they’re not so usual) that you must keep you down in discoland.

defeat to move on.

Cyberdillo moves surprisingly

fast on the 3DO0, but the control is real loose

and the graphics are anything but cutting

edge. | do give the developers credit for trying

something new and different, butintheend

Cyberdillo is either a cute novelty or a run of ¢

the mill Doom game, nei- E

ther of which is going give  You have fo like

the 3D0 Multi-Player the "‘:b%”g"'!{"’g

shot in the arm it so des- e;}nu il oy

agic 8-ball

perately needs. GP just s indecisive 3 - y

asever. B < r—ald 7 — |

6) Miaad\ ¢ 000 AR %))

Some real trippy back-
ity peoek ' | | MusicaSOUNDFX 9’°$231:§§“’:J§2%§
seein a game. this one.

© Way too loud, almost © Disco tunes that'll make
‘ to the point of refina pain. | you buy a leisure suit. 1NNOVAT1ON
© Even the voices are
groovy. The Brady’s would G Shoofing plungers is
love this one. new, so is spoofing a game.
> Take away the craziness

and you have a pretty poor O Fast corridor shooter
GOOD Doom-clone. with wacky twists.

© Some of the craziest

REPLAY VALUE EE

~¥ 4-—-*_. .-

> Control is jerky and the
o humor wears off before © Tons of levels to explore, and
o you finish the game. you never know what's around e
the next corner.
O Really, this game is just a

novelty item.
68 GAME PLAYERS May 7996



review SATURN

~ SATURN

GENRE / war sim

PLAYERS /1

PUBLISHER / Working Designs
DEVELOPER / Sega of Japan
AVAILABLE / now

PRICE / $69.99

KIDS 10 ADULTS

arts of strategy,
tactics, and the really Ioud ~
blood-thirsty, Stuka dive |
bombing attack!
— Roger Burchill

T\ here comes a point when . S S seen any revolutionary improvement for f Lenhe animations draw
all the action, adventure and TR strategies, it is the best available. Never before ‘ you |'r'|_;ebut u?mtﬂe
fighting videogames available don't seem to satisfy the  has there been a simulation that so perfectly e "m o bg;f:"

need for that total gaming experience. You find yourself sa?mg, balances battlefield strategy and tactics. If you Noe map. Trust me, you wil

‘There must be something more. Something more intellectual, s, weren't a strategy fan before, you will be. GP = learn to love this.

something more challenging, yet, still destructive.” Say hello to \

Iron Storm.

Generally considered a genre with a cult-like following,

Iron Storm’s real-time 3D polygon animations help make the

strategy game
more accessible

; s 0 the non-tradi-

Stalingrad tional strat

Start Date gamer. The thrill

of actually see-
ing dive
bombers deci-
mate armored
vehicles,

Use the standard mode to fight indi-  artillery, and sol-

vidual battles to gain experience, diers is certain

then reo':’Il be able to confront the to peak any-

excellent Al in campaign mode... one’s interest.

Unfortunately, as the player becomes more immersed in the Althoughithe animations urafun.

challenging gameplay, the animations merely slow down the watchwhen you reullyg'él :

game and become more of a distraction than strate 9,-you'll probabi e

anything else. But by that time, most aff i"P gameplaw

players won't care, as the beauti- B ;

89'-1’":3 Iﬁ‘-ﬁin

fully balanced gameplay and ¥ SZA " : s r = P IGor|
the challenge posed by the % : 7 : : s T
excellnt Al vill have :% : 0s. Destructive boys R

become addictive. ¥ y bec need their foys.

Compared to its [ hooked on this ~ With over 500 weapons to choose

e - 5z g . kS 8 F g:me, this will  from, lron Storm gives you the most
L - 3 t‘k Ao — - allyou firepower for your simulation dollar.

Storm eclipses ¢ need fo

them in terms of "% § GRAPH1CS

scope, game R
» O Real-fime 3D polygon
{ graphics are the payoff to
Lt your strategic decisions.

122rnm guns + lnfarmy Toast
MUS1C & SOUND FX

perametErs g “The real-time 3D polygon animations let
control interface.. you experience and determine the out-

In terms of come of the great battles of World War Il.
drawbacks, there really Air, land, sea — you control it all!

are no significant ones. Call me kooky, but | Butif you keep those
The sound is certainly ade- 1NNOVAT 10N sort of go for that military 3D animations on, expect
quate at best, but itis : 4 battle march sound. some really long games.
probab}y superior to that of any R Greai battle animations The explosions are OK,
iregecig sty he. GAMEPLAY a ' help to make the game butthere's not much
although gameplay hasn't more accessible. beyond that.
Absolutely the mos1 No great innovations in
REPLAY VALUE | comprehensive WW Il sim gameplay, but strat fans ULT1IMATE
available for console. wil still love it.
Wow, you can be the U.S., The balance of strategy, o
Germans or the Japanese. realism and gameplay will o
Ohhh, conquering goodness!  have you hooked.
) We're talking 50 batties N
with 500 different weapons. ~

I'm playing forever! " May 1996 GAME PLAYERS 69



~ PLAYSTATION review
s . ; 3 g 2

PLAYSTATION

GENRE / shooter
PLAYERS /1
PUBLISHER / Data East
DEVELOPER / Argonaut
AVAILABLE / now.
PRICE / $50-60

mgredlents contained
track-based shooter
and FMV, | knew that
this concoction could
only lead fo indigestion.

— Roger Burchill

rvery now and then a game comes along that makes you this genre. Who really wants to pilot g g h

wonder, ‘What were these people thinking?’ Even if there a nondescript cube of a space ship thri]n ‘;’ i" ‘
Lwasn’t going to be revolutionary gameplay, you would as it follows a predetermined path? | wro?\ggyou can
think that people would copy from the best. Inexplicably, the Ultimately, the most disap- bet that some

designers of Creature Shock decided to emulate the worst that
videogaming has to offer.

pointing part of this game is how its . h Wi ™ lone, under-
design flies in the face of what is desperate M paid,

Which isn’t to say that this game didn’t have some generally considered ‘next genera- hero-type will be : ;
potential. Creature Shock’s game graphics actually look like tion’ gaming. 32-bit gaming is Y given the fask investi- "‘i\ék
some of the intro sequences | always rave about. But unfortu- supposed to take us to new frontiers . gating:and (of course) &

saving the universe. X

nately, even the graphics are on the grainy side, and the
dismal gameplay is reminiscent of the FMV shooter, Sewer
Shark. What this means, of course, is that all the player really
does is move a targeting/directional icon around the screen
and fire when attacked. And since the gameplay is track-
based, there is minimal interaction with the game environment
and no decision making structure independent of what the:
designer deemed the ‘correct’ path. Even the polygon shooter
that serves as the game’s first level is track-based and once
again, features gameplay reminiscent of the worst examples of

Before you really:st art yl u:\&vemure you must
first suffer thraugh this track-based polygon
shooter. Yes; At plays ggbad as it |

GRAPHICS

© Rendered graphics make
it seem like you're playing

MUS1C & SOUND FX

and new challenges. Creature
Shock serves as I T e
areminder that ? o

the revolution in

gameplay can

only come with

software that

rejects the

failures of

the past. GP

B, game. Most everything is
comvolled nJ a smgle

Evefynowondﬂwn there are some inferest-
ing-looking enemies you

run into, but this does
little to mask the inher-

an FMV intro. ently deficient gameplay.
The graphics have a Unspectacular, but <
grainy appearance. understated, sound won't 1INNOVAT1ON

70 GAME PLAYERS May 1996

annoy you in this game.
The sound does noth-
ing to add atmosphere.

Rarely has the potential . , S
of 32-bit gaming been so The control inferface is .
HE1NOUS under-redlized. tedious, unchallenging and REPLAY VALUE -

Nothing new here. Wh
is here is poorly executed.

o v‘
i o A

GAMEPLAY

o frustrating.
Game infro represents O With two CDs worth of gaming, it
o the worst of the genre. . will take you a while to finish the
whole thing.
Only the most determined will

bother suffering through this.



ver a year ago, Magic Carpetfor the PC stunned

the gaming world with its smooth graphics, rich

gameplay, and complete fantasy world. A year
later, there still hasn't been a game that even resembles it.

The graphics aren’t nearly as impressive as most

PlayStation games, but what makes Magic Carpet fly (besides
the magic) is its deep gameplay. Combining elements from
flight sims, RPGs, shooters, and other sim games, like
no other game has ever done, makes Magic
Carpet something special. The danger is that a
pure flight sim fanatic is going to find the
flying too trivial and the same goes for
RPG, shooter, and sim fans. However, in
the end, Magic Carpet manages to con-
nect these styles in an inoffensive and
enjoyable fashion.

Cast a fireball spell onfo the ground and it takes
damage, and ﬁuysiheretheenﬁregume

I.ookonhermnocem =
le. Let them go

ﬂZ?ﬁfﬁﬁwﬁﬁT”i
the right choice.
Go ArEeap, Make YOur \\oRLD

letely changing the terrain puts
rpetin a class by itself.

onywhere seeffitand
% can mckeynogver{ bigger.

MUSlC&SOUNDFX

On the PC, the carpet
could ﬂy but on the Q
PlayStation, it's stain-
resistant and gets 60 mpg
in the city!

review PLAYSTATION

GENRE / action.
PLAYERS /1

PUBLISHER / Electronic Arts
DEVELOPER / Bullfrog
AVAILABLE / now

PRICE / $54.99

e

— Mike Salmon

Bullfrog, the heady developers of Magic Carpet,
Syndicate, Populous, and Theme Park has created a rich 3D
landscape for would-be conquerors to bend at their will. So as
you fly along on the cloud-bound carpet, you build castles,
possess towns, battle other sorcerers and completely alter the
world you're in. Missed spells leave marks in the ground and
some higher level spells, like Earthquake completely change

the terrain. This means that each time you play Magic
Carpetthe world is going to be totally different.

All these factors point to one thing:
If you haven't had a chance to play Magic
Carpet, then it's time you did. GP

Ifit's not one of those flying
worms, it’s the
trying to keep you down.

VGRVAPI"!ICS 5

" Y Rich 3D worlds and
> some real nice art.

Ayear ago, this game

onthe PC was graphically
amazing. Now, it's just
kinda average.

© Just the kind of music
you'd expect to hear on a
flying carpet.

© Sound FX are awe-
some, especially the
sound of trees buming.

EXCELLENT
e
4%
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INNOVATION

> There has never been a
gume quite like this.

Network play was eas- |
ily the best PC feature and
it's not here.

and mana
evil commund

Combines flight sim,
shooter, RPG, and Sim
City-type games info one
great package.

There is repetition from
level fo level.

> Over 16 mind-boggling
lis keep you inferested. |
O The game gefs tougher |
and more complex the |
deeper you go. It's hard to

put down.




GP SPORTS reviews

i\
here weren't any sports
games ready for review this

previews to fill up an entire issue of
some mags. | strongly believe in
using every page of this sports sec-
tion for sports videogame
information and nothing else. |
mean, if you want an interview with
Michael Jordan, get Sports
lllustrated, but if you want to know
the good, the bad, and the ugly
about every sports game on the
market. then GP Sports is THE only
place to go.

The seemingly endless steam
of 32-bit sports games just keep
coming in. You get a look at three
basketball titles, a Soccer game. and
eleven (yes. | said eleven) baseball
games this month. The PlayStation
is host to the on-court battle

The screen is so crowded with
information

nnecessary

makes seeing the field real hard,

und. when trying fo track down a ﬂy’ Zone, | couldn’t help but
frustrating.

month, but I've got enough hot

Konumi For PlayStution
fter seeing the

that it Agraphically impres-
sive NBA In The

get excited about
Konami’s next sports
title. And with its football
game being delayed

/’\ mdeﬂmtely, Bottom Of

The Ninthis that next

\-/ game.

The early ver-
sion I've been playing

features fully polygonal characters and
the full players’ license. It also features a
season mode (unlike /n The Zone) and
has most of the standard simulation fea-
tures. Some of the problems with Bottom
Of The Ninth are in the gameplay. The
outfielders are real small and it's nearly
impossible to judge fly balls, since the
camera doesn’t show your fielders until
it's too late. The pitching also seems a bit
simplistic, but these are problems that
could be easily fixed by the time this
game is final.

If nothing else, Konami has proven
that polygon baseball players can be used
effectively, but the question remains — is

between Sony Interactives’ NBA WD 54 9500 ig Unit. ﬁl_ 5 A 4 ;hggzeﬂqag:;rgagséz:fﬁg gglﬁ/%(;ns n
Shootoutand EA's NBA Live ‘96, and R - ’

| give you a detailed look at the early BOSTON ‘B‘%{ 2/ ; dramatically smoothed?

development of these two fierce >
rivals. Then, with the baseball sea-
son finally starting on time, it'll be
nice to get an early look at which

pECIDE | owNce

developers are able to capture 26 \ -t
America's pastime the best i OUT- >
Next month, look for the a ton v RS N onesﬁml':):rke
of reviews in the sports section. You 4% = 9°°d )
- ; it Full simulation features, like Season . -
know I'll tell it to you straight 5 ), Playundsmhculleoders are gladly

because | play sports games and
know that nothing is worse than get-
ting that brand new game home and
finding out that it plays like a snail
doesn'tinclude real players, and
doesn’t even track stats. Until next
month, start getting excited about
this long list of sports goodness and
don't bet against the Rockets (even
without Clyde)

included in Bottom Of The Ninth.
)
% Sony Interactive For PlayStation
”; ony’s attempt at world domination (or at least PlayStation sports game dominance) continues with MLB Pennant Race. Sony

; SIS the only company to acquire both the MLBPA and MLB licenses, which assures that it can re-create the stadiums, home
and road uniforms, and players completely. | saw a brief glimpse of this game in San Diego a while back and it was already

: 4 looking awesome. Even though | haven't seen this one lately, it is easily one of the most-anticipated titles at my desk. The people
:2 working on MLB know baseball and videogames and I'm sure they are going to put forth a class-A title.
Next month, we’re going to get a full report on this game, along with as many screenshots as we can squeeze out of Sony.
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Electronic Arts For PlayStation

ithout a doubt, NBA Live ‘96 for the Genesis is the current
w Basketball sim champion. So what could EA add to the
PlayStation version to make it even better? Well, they could've P“'““‘“’““ g g : :
added polygonal players, fancy motion-captures, and an announcer. However, EA decided not to tamper too A & Any of the mcluded views give you a
much with their successful title, leaving almost all of the gameplay the same, rather than risking a technological 3 / . good P'%'ng angle and a Chunce?ho
wonder that’s lacking in gameplay. Because of that, NBA Live ‘96 for the PlayStation looks just like you would forseehe °’"'2;mm”g)7 gégrff)(m’*
imagine a 32-bit version of Live would look. Same familiar cam- :
era, same floating players, and same depth of play.
The game graphics have been considerably
upgraded from the Genesis version, with 3D stadi-
ums and an overall crisper look. Still, NBA Live ‘96
isn't the best-looking 32-bit hoops title, but it is

...do you kick it olit to 3-D for the frey...

playing suffers from the same problems that
kept Live from being the perfect hoops game on
the Genesis. The players appear to be skating on
the court, posting up is mostly useless, and going
/ to the hole for a basket can be entirely too easy,
and things like Shag knocking down 14 threes in one
7 game shouldn’'t make it to the final version (please!).
» Most of those same problems
hurt NBA Live for the 16-bit systems,
but the rest of the game always made up for it. Same here —
the pure excitement of driving the lane as Penny Hardaway and
either tossing up a lob for Shag, gliding in for a finger roll, or
kicking it back out to Dennis Scott for the three more than make
up for some of the small problems. There are still problems we
would like solved, but until someone else manages to upend NBA
Live as the best hoops game, these flaws have to be tolerated.
There is a choice of camera angles to play from and they
all work as well, if not better, than the old 16-bit view. The cam-
era is closer, which makes it easier to see what's going on and -
gets you much more into the game. Overall, the game just has ﬁ -
that same complete - m
feel of the 16-bit ver- you're Penny and you're slashing down the lane...
sion, with more
jj features and options
than the other
games combined. All
4 the stats, options, OFFENSE:
?la)t/ers, plays, and CRASH BOARDS: J
eatures are . EN
included, to make b °"“"L§;‘,§ii N
NEA Live my earty STRATEGY SETTINGS
favorite in the war for =
the best b-ball title.
Until | get reviewable
versions of all the The massive amount of realistic plays
games, there willbe  make you the coach, then you have to
N0 crown given away. go fo the fioor and execute. |-

Stay tuned.

Morion
N

Nothing can beaﬁhefeeﬁng of get- . .
Pngwmw"gﬂﬁm v ” = ADE -HELP
‘Steve Kerr is in a zone'! 4 M"k”"mewmmmm RAYERS
; A Warriors u ir new line
. < e up hen foke o he court and o 5
LY o

try to make them win (ask Rick
Adelman, it ain’t easy).

-HELP

P
ok E.AAYER A

PG11 B. A‘RMSTHONS C 33 Mourxine

B * N <% PGi12 Coies< i PF25 Garus
pl Sl SFx+7 "Keasey SF30 Owexs
. Stk 1
P17 Mo PFA2 Wiis PFd2{MiLus SG 7 Cuapmax
SB35 ISeReweLL SF30 Owens SG 20 A B ARY PG10 T. Haroawar
PGyl B. ArMsiaone SG. 7 Cuapmax v

PGIRC T. Hambawar
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Data East For PlayStation/Satu

Recently | made a trip down to San Diego to visit with

Blue Sky software, easily one of the top developers of sports
games, who has signed on to do the MV/Psports line for Data East.
Blue Sky certainly isn’t new to the sports category, having made World Series
Baseball, World Series Baseball ‘95, College Football’s National Championship,
and Joe Montana Sports Talk Football, all of which are some
of the finest sports games for their time. On top of that,
Blue Sky was responsible for Sega’s mega-hit
Vectorman. Going around the offices, | really got the
feeling that these guys know what they're doing —
g;’;‘gﬂ;".’gm’gdﬁ‘;ﬂ i ) e 5 the programmers, the artists, and the pro- ¢
these stadiums is any indica- & ducers all know about sports and they know
tion, then MVP Baseball ‘9% is b : how to make a good sports game.
going o be incredible. : B g MVP Baseball ‘96 is going to be the first
title in the Blue Sky/Data East collabo-
ration and is going to be &
available in July. The game will %
5 feature Blue Sky's trademark ‘big
batter’ from the World Series
games, which puts the player much closer to
the field. The players are all equipped with
& meticulous 3D animations, which really give the sprite-based
players a realistic look. BlueSky decided not to go with polygon
players because they just don’t look like real baseball players.
However, all 28 stadiums are re-created in 3D, complete with light-sourcing, and the ones | saw looked awesome. The
8| game is also going to feature a play-by-play announcer that the developers promise will raise the standard of video
gape play-by-play to an entirely new level. On top of that, a stadium announcer will announce the players as they
come to the plate, just like at the park.
On top of the obvious graphic and sound enhancements, MV/P
/ Baseball ‘96 has several gameplay elements that no one
Here you see a couple of sharp- / : > \ else is doing. BlueSky’s trademark ‘adjusting batting
looking players patrolling the ~ g = 3
outfield in the closest thing | saw g cursor’ makes it so the sweet spot on the bat will
fo qc%ﬂ gomeplay 8 " v enlarge or shrink based on statistics and histori-
> / \ cal information from STATS, Inc. If Bobby
Bonilla is 0 for 28 lifetime against Greg
Maddux with two strikes on him, his batting
sweet spot will shrink dramatically.
i bl il Likewise, if Mike Piazza is a 450 lfetime The et tio
blimp’s eye-view! hitter against Greg Swindell when he’s batter’ of the World
ahead 2-0 in the count, then the sweet spot Series games is back
will grow dramatically. This means that, in and looking
MVP Baseball ‘96, you have control of real S ap
. major league players and all their tendencies, possibly making it the
™ most realistic baseball game on the way. Add to that player fatigue,
" Injuries, slumps, and streaks throughout the season and you have a sea-
son full of ups and downs, just like the real Major League season.
=3 . The actual playing of the game is important too, and if you take World Series
Baseball ‘95 as an example of what to expect, then you know this is one product you want to
N keep an eye on. Speed bursts, circus catches, and a variety of slides (hook, headfirst, pop up) insure that you have
When the camera comes . "eomplete control of your players on the field. Off the field, top fantasy baseball analyst John Benson contributes his
in close, you see the detail wisdom and advice to the fantasy game. You can play with real teams through a regular season, playoffs, All-Star
:?e':!'f:ﬂ.‘g’f'f'g ﬁn“gfz o game, exhibition or you can draft a team using real fantasy league rules and fight for the championship. At the end
this game next month. 4 of the season, you have to deal with salary raises, free agency, and then another draft. This option gives MVP
8 Baseball ‘96 incredible replay value. Once you finish your season, you can start again and try to keep your key play-
I ¢~ ers together for a repeat or three-peat. Awesome.
1 still haven’t seen all the elements of this game in action, but everything | have seen points to MVP Baseball ‘96
being one of the most complete baseball games of the year. Stay tuned.
il

R e = —

- b — -

Acclaim For Saturn/PlayStation

he 16-bit Big Hurt took a big hurting from several reviewers, but what I've seen on the 32-bit version
looks real nice. If the gameplay can match up to the graphics, then Big Hurt could be a big con-
tender. However, | really don’t know what to think of this one yet.

Night games or day games look awesome in Big Frank's latest effort, but can the play match up? |
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Sony Interactive For PlayStation

belts, and the failure of the miserable ESPN sports series long behind . T e
it, Sony Interactive hopes to take the lead in its third major sport. /n The - A However, when the replay kicks in,
Zone was the first hoops game to grace the PlayStation and it looked like a real winner, but the lack of any™ b you move in close o see just how
simulation value whatsoever leaves the basketball title up for grabs. 9°°g this 9°fn‘;‘e#f°k5- C?'e‘k. out
That's where NBA Shoot Out comes in. The ‘ S e monsen i
developers really worked on making g . T <
Shoot Outa complete basketball game. 1
They wanted the graphics, the control,
and the simulation all o be intact.
Judging from the preview version I've
been playing, they have managed to get
bits and pieces right, but are still short of
the basketball experience I’'m hoping for. . y ‘ By
The players look real crisp, the reflec- - =
tions on the court are nothing short of P
breathtaking, and even the squeaking
sneakers are done nicely. However,
there are definitely some problems with
Shoot Out, and hopefully the developers
can fix these problems before the final pee :
version. No matter which of the seven il B - 5
views you choose, the players are too i .
e you small. That wouldn’t be such a problem if it weren't so tricky to
can see who you're passing fo. maneuver between defenders. Whenever you run into another
player, you just stop, rather than colliding or slipping past. This causes a much slower-paced game
and can often result in frustration. Games like NBA Live always erred the other way, making games
too fast and easy to get to the hole, but NBA Shootout does need to add some of the slashing moves
to increase realism and make the game more exciting.
Another problem with the early version of Shoot Out is the stiff control. The players’ motion-
capture is completely realistic looking, but it often takes so much time for the motion-capture to finish
its movement that you never really get full control. For example, you press the jump button, then watch,
your player jump, raise his hands and then land. By that time, the opponent has had plenty of time to
pass the ball around for a score. You also aren’t able to jump in any shggf-
direction. You can only jump up and down. It’s exactly that kind of ; ing is
tiffness that NBA Shoot Out suffers from. I’'m not saying that NBA T g smooth, but .
Shoot Outisn’t already a good game, it's just that in order to satisfy : you never get the
my heathen urge for the perfect B-ball sim, there is work to be done. ; feeling of control.
Every player in the NBA is e 2 S

w ith the success of NFL Gameday and NHL Face Off already under its

i
S

included, except the usuals: | B m

‘ 1< ¥ Jordan, Magic, Charles. They e CHIB 160 BULLS f@ (Ga&) f%‘:’gg'ci’e Shons

N == cach have a picture to identify (with S player lefs you
Jumping for a block or rebound isa  them and their polygonal . 2 ,z , breakdown
vey""l"'.?pmm making it counterparts resemble them, M i}g L&@‘l ot ) Your team’s
fough to in most cases. That, along with ‘} ! 1 gﬁhgﬁ';‘:?;f'e_
the ability to call plays (afthough only a handful of plays are avail- PONER. FORVIARD fer the sfraight
able in this version), makes Shoot Out much more intriguing as a (man, is [l 3 ; line score, so
sim, compared to /n The Zone. However, from what we’ve seen so he ugly). HGHL vy Iy Jou ;g?s S:f all
far, NBA Shoot Out needs to finish strong in order to tackle the mfe e

mighty NBA Live ‘96 (opposite page) as the PlayStation hoops
champ. Next month, we’ll have them one-on-one. The

boo e 7
CHICAE
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| Interplay For PlayStation

very seriously and baseball seems to be getting G 3 : 5
most of their time. | just recently saw some ou know, I've been giving you information on this
video footage of the players’ faces, which have video Ygame since the Bush administration (shgh} exaggera-
textures over the polygons, and they look amazing. tion) and not much else has been heard either way.
The uniforms also look mighty impressive, but no The only screens I've seen are of SGl renderings. Once |
sign of gameplay yet. Perhaps next month I'll get a see this play, I'l have a much better idea of what to expect.
chance to dive into VR Baseball, but until then, know A for now, your guess is as good as mine.
that this game is getting the complete Major League - -
| treatment and is coming along nicely.

The guys at VR Sports are taking their games S(]‘tUI‘n/PIOyStOﬁOH

Man, do fhese players ook gret! Once you buy fhat
$30,000 workstation, you can make them move. I'm impa-
awaiting some more info on this one.

Psygnosis For PlayStation

Soccer is undoubtedly the world’s

sport. That explains why so many

'Soccer videogames have been
made. This latest effort from Psygnosis
is one of the smoothest soccer games

I've seen. The motion-capture on the
players is done to perfection and incor- segﬂ For satum
porated perfectly into the game. The long-awaited first Saturn basketball game from Sega Sports is finally getting closer to

However, Power Play Soccerisn't going completion. On the Genesis, NBA Action Starring David Robinson was never able to com-
to compete with the likes of FIFA, pete with EA’s basketball titles, but on the Satum, NBA Action is the only hoops game
instead it hopes to get an entirely differ- featuring a players license, which definitely gives it a head start.

gl entaudience. The gameplay is fas1 Every arena is texture-mapped, complete with astonishing detail, as you view the game
smooth, and extremely fun, but it is by through either the ball cam, player view, or view from above. The play-by-play is brought to
no means a simulation. Kicking other you by Marv ‘YES!” Albert, and if Sega can get the same kind of play-by-play they got for
players in the head and knocking the World Series Baseball, then it might actually add to the game. All 29 NBA teams and over 400

goal tender over with a super kick are some of the features that players ensure that most of your favorite players are going to be at your control. Features like

make Power Play so interesting. in-depth play books, home court advantage, signature moves, stat-tracking, a create player
You can play the game as a sim or as a knock-down mode, and player attributes in more than 20 categories

dragout arcade-style soccer game. Either way, Addidas Power that change during game play depending on if they're

Play Soccerlooks o be an awesome entry into the crowded ‘en fuego’ or not, make NBA Action sound like a game |

soccer field. More on this next month. want to play. However, talk is cheap and, until I've

actually played this one, | will hold the praise.

The graphics look

much improved. qu \ B AN = = -. 73
over Hardball 4, - AW < i .
but f:we intensely- L - ANAWY e ——
deep s\‘ﬁhsﬂci % \
are what wil
make this game ACCOlCIde FO!‘ Plﬂystﬂﬁon

different.

PLAYER EDIN Hardball series, and while it’s never been

able to win on the consoles, Accolade is

hoping the mighty PlayStation can help it change all of

that. Because Hardball 5 is being made for the PC first, you
can expect it to have a much deeper statistical and simula-
f.tion approach than some console-only games. However,
it's also true that the speed, graphics, and playability are
likely to suffer.

" Hard Ball 5 features 40 stadiums, 40-man rosters for
each team, complete players’ license, fantasy league play,
ten skill levels, minor leagues, and play-by-play from Al

lichaels. Hardball 4 had some great features’ but fell short

inimany gameplay areas. Hopefully, Hardball 5 can correct
those and be the true simulation some fans are waiting for.

The best selling simulation of all time is the
-
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Virgin For PluyStution/Saturn

irgin’s already put S : ; ; e ( B L f ) A { 1/
Vtogetherthe ‘ (N ? L e
amazing NHL : / N T e S et R bae
/| Power Play ‘96 and

now it's working on The
Show. The PC screens

s we've seen look real

- nice. The inclusion of

real players and some
advanced Al should
make this an interesting
title. In the next couple ;
months, I'll give you a § s of th re stil
chance to see some . A o)
more of this game. ; i ; S e )

Shapdlgmzed players 2R The lack of any real players, s e
look great, butcar::m besides Junior, keep this gome .
2 from being anything but %
"arcade style. [ = 3
7
R §
_
Nintendo Rure For Super NES
he most successful
Super Nintendo baseball L
game is back for another - =5 The players do
season. You'd think that being —y o ; d . g hg»‘f ff;’e
piled in with all these mon- ot g ¥ ¥ f;ir\gs
strous 32-bit games would it yz : - - e F— but his
make Winning Run pale in a o 7 : w— # . isnot
comparison, but the screens asm:

I've seen look great, even bet- sl e
ter than some of the 32-bit _:‘ S
games. Rare, the UK makers of
DKCand Ki, have used its rendering tools to make this game look as good as it can on the Super Ninten
The same humorous approach has been taken in this second effort, with even more crazy anima-
tions. You can play in a league and pretend you're simulating a season, but the charm in Winning Run is
in the pure arcade action of the game. This isn’t for baseball fanatics, but for videogame fanatics that
don’t despise baseball.

EA For PlayStation

| he only sport EA Sports has yet to conquer is baseball and last
‘ 4 Tyear it moved closer with Triple Play Baseball. The combination of
sim and arcade made Triple Play the second to best baseball -
Segu FO(' Saturn { game last year (WSB ‘95 was best), and on the PlayStation EA promises @
2 Dmm:g he first WSB for the Saturn is much more.
3 Tthe best baseball game to date I've seen the Japanese 3D0 version of Triple
. and this time around, all 28 sta- Play and, while the graphics aren’t on par
#\ diums will be done. The fast-playing with other PlayStation baseball games, it
| engine is going to remain similar, does play real smooth. Expect some
ich i major graphical enhancements and all
/ anything on this, but the promise of of the usual EA thoroughness in
¥ all 28 stadiums and some more sim regards to features.
elements is very exciting. jon gives
you an idea of what to etpect

from Triple Play, but there are still

The best baseball game on : provements
the 32-bit systems is still World Series Basezl;agl;:I kg ko bl ;
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ROUND-UP reviews

Once again, we drag out all of
those reviews that we slaved so
long and hard over, boil ‘em
down fo about two or three sen-
fences and cram them in with a
bunch of other reviews that have
suffered the same degrading
treatment. What can we say? We
just can't help ourselves!

WirEout

SONY INTERACTIVE
FOR PLAYSTATION
Review, 8411

BLADEFORCE

Review, 8#12

STUDIO 3D0 FOR 3D0

Loapep

INTERPLAY FOR
PLAYSTATION
Review, 9#1

AGILE WARRIOR

Virgin for PlayStation; review, 9#1

There may be people out there who will enjoy this, but we can’t
understand why. The plane is anything but agile, the weapons sys-
tems aren't accurate, and the whole game moves way too slow.
What's really missing here is the fun!

ALoNE IN THE DARK 2
Interplay for 3D0; review, 9#1

OVERALL SO%

Here’s a sequel where the developers fixed about half of the prob-
lems the original had. The game looks great and the camera
angles really set the mood, but the game still controls like crap. It's
not a bad game, it's just really hard to work through.
OVERALL 81%
AssauLt Ries
ony Interactive for PlayStation; review, 9#3
Hey, do you remember Tron? Well, this game is kinda like that
movie. Drive your tank through a whole bunch of different mazes,
shooting up the bad guys! The only bummer is that the mazes
aren't very interesting at first. Oh, well. This is still really cool.
OVERALL 78%
ATTACK OF THE MUTANT PENGUINS
Atari for Jaguar; review, 943
The premise here is simple: ALL MUTANT PENGUINS MUST DIE!!!

you've got at your command to snuff the little rotters! Remember,
the only good penguin is a dead penguin! This is cool!

OVERALL 88%
BATTLEMORPH

Atari for Jaguar CD; review, 9#1

Got it? Good. What makes this game fun is the many different ways la

This title is a must-have for all Jaguar owners! While it's a bit
tough to handle at first, after just a few minutes you'll be flying like
an old pro. The ability to fly anywhere (even underwater!) really
gives this game an edge! You need this one!

OvVERALL 85%
BATTLESPORT
Studio 300 for 3D0; review, 9#2
With 50 different arenas and 27 different types of
weapons, this game is gonna rock your socks off!
Take on a friend in one of the most imaginative games
ever. Let’s face it — this game is very cool!l!
OVERALL 96%

BReEATH OF FIRE 2
Capco per NES; review, 9%1
While the original Breath of Fire was a decent game, this sequel
just isn’t that great. The game is pretty slow and has a bad habit of
letting you know what to do next, while not giving you a clue about
how to do it. This game can make you groan.

OVErRALL ©66%
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CAPTAIN QUAZAR

Studio 3DO for 3D0; review, 9#2 Interplay for Pla ,

This game is just like your life: no matter how the scenery changes,
lyou keep doing the same old things. The control system is awkward
fand aiming your weapons is next to impossible. You wouldn’t have to
look far to find a better action game.

OVERALL S4%

CENTER RING BOXING

While this type of game isn’t as popular as fighting games, boxing
lgames do have their fans. This game allows you to customize and
train your boxer and then turn him loose in the ring, where he will
probably suffer some kind of brain damage! It's a good game.
OVERALL 79%

WHAT vOU THINI

Your review of Mortal Kombat 3 for
the PlayStation got a 77%. It does
not deserve any more than a 60%. |
would rather play Tetris for the
| Game Boy.
i — Mike Griskaubas,
Sharon, cr

|

o Crockwork Knent 2
ega for Saturn; review, 9#4

Here's an extremely well done game with only one problem: there
e only 12 types of enemies in the whole game! Other than that, this
disc has a lot of goodies on it, including the original Clockwork Knight
game. How can you lose?

OVERALL 79%
o COLLEGE SLAM
Acclaim for Super NES; review, 94
0K, what we got here is NBA Jam, only with college players. While
lyou can enter your own names for players and edit their stats, the
players pictures aren’t available to change, so you never quite get the
feeling of being the actual college team. It's your call...

OVERALL 69%
Criticom . o

Tokai for Pla ; review, 9#1

INot only did this game win an award for best opening FMV sequence,
but its beautiful graphics and cutting-edge sound effects are sure to
captivate you. While the game controls score high in innovation, their
functionality leaves something to be desired.

statio

OVERALL 81%

|CurTHROAT 1SLAND

Here's an 8-bit game masquerading as a 16-bit game. The graphics
Jstink, there’s no gameplay to speak of and the designers even
included a dreaded mine cart level. THE HORROR! The only good
thing about this game is that you're not required to play it!
OveraLL 31%

CYBERIA :
view, 9#3
This graphic adventure is a kind of transition point between what
this type of game was and what they can be someday! While the
graphics are really sweet, having to follow a linear storyline kinda
sucks. Someday, these games will rock! This one just kinda rolls.
OveraLL 70%
CYBERSPEED
Mindscape for PlayStation; review, 942
Try to think of this game as the poor man’s WipFout. While the
lgame does have several fascinating angles to it, these same angles
are the games downfall. While WipEout lets the player get right into
the game, this game’s learning curve is very steep and frustrating.
OVERALL 79%
D

Acclaim for Saturn; review, 943
This version of the ever-popular scary game has been ‘improved’.
What that means is that they've tried to fix some of the problems
inherent in the 3D0 version, and pretty much failed at it. It's still a
really scary game, though it's just a bit slow!
OVERALL 79%
o DARIUS GAIDEN
Acclaim for Saturn; review, 9#4
This is a totally uninventive 2D shooter. If it weren’t for the fact that
lyou get to pick which level you get to play next, and those really
big, fish-like bosses, this game would be a total loss. If you like 16-
bit-style shooters on your 32-bit system, go for it, otherwise...
OVERALL S3%
DarK STALKERS
Capcom for PlayStation; review, 943
This is probably the best 2D fighter out there, but let’s face it —
IT'S A 2D FIGHTER! In this day and age of 3D fighting games, how
much life can be left in the old genre? Still, this is arguably the best
2D fighter out today. It's still worth a play...
OVERALL 71%
DerFcon S
Data East for PlayStation; review, 9#1
If you like doing a lot of exploring and puzzle-solving, then this is
the game for you! Try to debug the space station’s computer in
time to prevent the alien invasion. Basically, this is a shooter with
brains and a plot. Great music and sound, too!

OVERALL 82%
Atari for Jaguar; review, 9#3

With its solid gameplay, this game was once the champion of the
arcades. Now, it's still got solid gameplay and it's still fun as all
hell! Along with the original game, there are two other versions with
better graphics, but the original is still the best!

OVErRALL 81%

tation; review, 9#4
If n weren't for the fact that the graphics really hadn’t been updated
from the PG to a 32-bit console, this game might have gotten an -
ultimate award. This claustrophobic, disorienting game is really a
thoot! The mazes will drive you crazy! Get this one!
OverALL 84%




DKC2: Dipooy’s
Kone QuesT

NINTENDO FOR
SUPER NES
Review, 8#12

SATURN

WORLD SERI1ES
BASEBALL

SEGA FOR

PLAYMATES
FOR GENESIS
Review, 8#12

Sports, 8#12

EARTHWORM T1M 2

reviews

SEGA RALLY

SEGA FOR SATURN
Review, 9#1

N
p

omark for 3D0; review,

US Gold for Saturn; review, 942

If you're really a flight sim fan, then you should maybe think twice
before buying this game. the game control isn’t all that hot, with
many maneuvers requiring multiple button mashings on a split-
second basis. This game is neither dull, nor exciting,

OVERALL 75%
GARGOYLES
From out of nowhere, Disney has created one of the best Genesis
games of 1995! The graphics are amazing and the special effects
make this game a joy to play! While it's very similar to Demon

Yee-haw! Slap that 30 round clip into your guitar (your guitar?) and
get ready for some real Rock ‘n’ Roll action! While this game may
frustrate beginning gamers, it's a real hoot for the side-scrolling
master! Lock and load! Let's rock!

OvERALL 73%
JUPITER STRIKE
While this game has one of the most beautiful intro sequences
ever, the rest of the game is simply lacking. The music and sound
effects are the worst ever heard, and your fighter is totally bereft of

Crest, Gargoyles is a much better experience.

~ OVERALL 85%

GEX

Crystal Dynamics for PlayStation; review, 943

If you're looking for a side-scrolling game for your PlayStation, then
this is it! This is a straight port-over from the 3D0, without any
secret stuff added in. It might also help if you're a big Dana Carvey
fan, since he does the lizard's voice...

OVERALL 81%
GHEN. WAR :
Sega for Saturn; review, 91
You could consider this game as the next step in Doom-style
shooters. The most exciting aspect of this game is that the mission
objectives vary drastically from level to level. If you love first-per-
son combat, this is the game for you.

OvVERrALL 81%

any kind of control. This should be called Jupiter Strikes Out.
OVERALL 48%

WHAT YOU THINK
What is the hell is wrong with you
guys? | can’t believe you gave
Comix Zone a 72%. It should get an

86%. The game has totally

awesome graphics.
— Brian Kitchen,
Thorndale, PA

While there is next to no draw-in and a total of Six ifferent tracks,
this game suffers from really blocky graphics, especially in the way
the cycles and their drivers look. Other than that, this is a good
addition to anyone’s Saturn library!

OVERALL 81%

Hi Octane
EA for PlayStation; review, 9#2

This game is kinda like a cross between Doom and 7th Guest. While
there is a lot of shooting going on, underneath it all there is a hell of a
puzzle to solve, along with some humor to keep it all moving along.
Definitely worth a look!

OvVErRALL 83%
KinG’s' F1eLp
Ascii Entertainment for PlayStation; review, 943

The best part of this game is the way the tracks seem to swell and
recede in certain points. The racers themselves look real geometric
and lifeless. If the designers had taken a bit more time, this game
good have been exceptional, instead of just good.

OVERALL 66%
Hin VeLociry i
Atlus for Saturn; review, 9#1
This title came out of nowhere to be a fantastic game! The moun-
tain tracks are some of the best ever seen in any racing game and
there isn’t any draw-in at all! This could have been an ultimate
game if you could race against more than one car.

OVERALL 84%

1IN THe Hunt
T*HQ for PlayStation; review, 942
If you like really big, beautiful explosions that really rock the
screen, then this is the game for you! If, on the other hand, you like
32-bit games that aren't left-to-right, side-scrolling shooters, then
this isn't the game for you. Take yer choice!

OVERALL S1%

Tiis game is a very entertaining mix of action and RPG! Stalk the
dark halls in search of weapons, fantastic treasures and monsters
galore! Unfortunately, this game also has a hard time deciding which
type of game it wants to be... But, it's still way cool!

OVERALL 84%

lf you 've ever wanted to be a hummingbird with an arsenal of deadly
weapons stashed in your beak, then you gotta check this out!
Otherwise, once the really stupid premise wears off, all you've got
here is a 2-D shooter.

OvVEraLL 63%
o KRrazZy 1van
Sony Interactive for Pla ; review, 944
Who's got complete control over a 70-ton mechanized warrior,
loaded to the gills with all kinds of deadly weaponry? Why, lvan does!
AND HE'S CRAZY!!! This is a beautiful, fluid game that is just a bt too
short, sadly. Give it a try!

OVERALL 82%

LAsT GLADIATORS

Time Warner for Satum; review, 9#1

Here's the game to get if you want to play pinball at home. This title
features four different pinball games, each of which has different
goals. Aside from the annoying score display that is always hover-
ing over the screen, this is a good one.

OVERALL 74%
o Lucien’s QuesT
Panasonic for 3D0; review, 9#4
Everything about this RPG is dead average. Well, OK; the graphics
are kinda cool and the soundtrack is full, but everything else is just
plain average. It only took Jeff nine hours to beat this game and he
says he didn’t have any fun. Like we said — average.
OVERALL 54%

" MarK Davis: THE FisHiNG MASTER

Natsume for Super NES; review, 9#1

Back when fishing consisted of grabbing a sixpack and sitting
drunk in a boat for a few hours, we never suspected that someone
would come along and invent a game that would take all the fun
out of the sport. Well, someone has...

OVERALL 49%

| Meca Man X3

Capcom for Super NES; review, 9#1

Once again, Mega Man is back with more of his familiar side-
scrolling action. This time, Doctor Wiley is dead and an evil robot is
running the show. You do have the option to play as Mega Man’s
buddy, Zero. If you like MM, get this game.

Missite CoMMAND 30
Atari for Jaguar; review, 9#3

OvVERALL 81%

Most of the really cool games for the Jaguar have been re-issues of
the old games of yesteryear and this is no exception. The really cool
game in this package is the VR game. With its bosses and its real
3D look, this game has it all!

OVERALL 83%
o Museum Ciassics VoL 1
Namco for PlayStation; review, 9#4
The best part of this disc is the the fact that seven games — even
if they’re not all that great — are still better that just one game on
a disc. Unfortunately, only four of the seven games here are worth
coming back for. Oh well, Pac Man s still fun.

OVERALL 66%
MysTARIA i
Sega for Saturn; review, 941

Here’s the first, true RPG for the Saturn, and Brother, it's a good
one! Known as Riglord Sagain Japan, it's gonna generate massive
sales here in the US. The controls are seamless and the 3-D char-
acters and landscapes are awesome!
OVERALL 81%
PH1LOSOMA
ony for Pla) ; review, 943
This is a sprite-based shooter, There will be lots of tendon-damaging
tumns and thumb-bruising button mashing. Some peaple think this is
fun. In fact, some people thought this was fun for years, which is why
the designers haven’t ever changed the genre. Oh, well...
OVERALL 65%

tatio




ROUND-UP reviews

ViRTUA Fi16HTER 2

SEGA FOR SATURN
Review, 9#1

Buying by mail is dead
cheap. But to make

mail-order as painless
as walking into a store,
take a few precautions
and follow these tips...

essary, contact the Better
Business Bureau (use the one
located in the same city as the
mail-order company). Better
Business Bureaus log com-
plaints against companies and
can tell you the types of prob-
lems — if any — that have
been encountered. Look in the
Yellow Pages for the BBB's
telephone number.
« Contact the company to
check on availability. They may
MK I, butthat

merchandise is sent. And if you
don’t receive your goods, the
credit-card company is respon-
sible for refunding your money
or crediting your account. If
you don’t have a credit card,
use a personal check and con-
sider mailing it by recorded
delivery so it can be traced.
Never send cash through the
mail. Be wary of money orders,
— they can be hard to trace.
= Once you've vi\m'mi your

| be o

contact the postal service that
delivered it. Use recorded deliv-
ery on any returns.
* Some companies offer a trad-
ing option so you can send
them your old games for a dis-
count on new ones. If you use
this service be sure to use
some form of recorded delivery.
We can’t guarantee the reliabil-
ity of any mail-order company. If
anything goes wrong, contact the
mail-order company. Your contract
s we 10 record

\PRIMAL RAGE

Time Warner for PlayStation; review, 942

Here itis, folks! The arcade classic has been faithfully reproduced
for the home. Unfortunately, the arcade classic was only a 2D
fighter with a simplistic combo system. So, if you need fighting
dinosaurs, get this game. Otherwise, it may be a bit extinct.

OVERALL 74%

PsycHic DETECTIVE

Electronic Arts for 3D0; review, 9#3

Trent Ward said this game was about as much fun as a Love,
American Style marathon. Actually, this game is only slightly more
fun than a multiple root canal. You'd be better off just leaving this
one all alone on the shelf, 0K?

PTO 2

Koei for Super NES; review, 942

This has to be the single most complex game ever
devised by man. You can fight the entire Second World
War in the Pacific Theater of Operations all over again!
If you love war, you'll love this!

OVERALL 28%

g@

OvVErRALL 90%
o Resipent Evit
Vic Tokai for PlayStation; review, 9#4
Sing along, everybody! Blast those zombies in the head.
Do-dah, do-dah! Make sure.that they're good and dead!
0Oh, do-dah day! Now, repeat after me! | NEED THIS

GAME. | NEED THIS GAME! This game rocks! M

OVERALL 92%

|RevoLutioNn X
Acclaim for Genesis; review, 9#2
Everything about this game sucks, from the lousy graphics, to the
horrible music (Aerosmith? Yuch!), to the astounding lack of game-
play! Let me repeat that, just in case you're deaf from going to too
many rock concerts — this sucks!!!

OVERALL 29%
Roap RasH

If you've never played tms game on any of the millions... Oh alright,
hundreds, of systems that it's been on before, then you should defi-
nitely go out and get it! Otherwise, it might be a good idea to just
pass this one by!
OVERALL 73%
| SILVERLOAD : ;
Vic Tokai for PlayStation; review, 9#4
Yeee-haw! What could be cooler than a horror/western game? Try.
to keep body and soul together as you try to find out who’s been
stealing all the settlers’ children. Kick-ass graphics and really great
creepy atmosphere make this a winner!
OVERALL 83%
SKELETON WARS
Playmates for Saturn; review, 9#3
This is really weird... You've got a 2D, side-scrolling game, but the
world that it takes place in is 3D! In fact, the graphics are really
beautiful and the music and sound effects really set the mood. ft
might even be fun! Give it a shot...

OVERALL 79%
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 SotAr EcLipse

Ci Dynamics for Saturn; review, 942
While this game doesn’t exactly set off a whole bunch of bells and

TRRRESTRRE 2

whistles, our reviewer found it interesting and challenging. In fact, he
kept going back for more! So give this title a try! You won't be disap-
pointed at all!
OVERALL 73%
Sp1pERMAN: WEB OF FIRE
ega for 32X; review, 9#3

How cool can this get? You drive around in a really
seedy neighborhood and blast away at other cars with
every weapon you've got! Man, life just doesn't get any
better than this! Yeee-haw!

OVERALL 90%
VECTORMAN
Sega for Genesis; review, 9#1

0K, let's get things off to a good start... THIS GAME SUCKS! Man, that
felt good! There isn't one thing in this game that hasn’t been done
before somewhere else — and better, too! So everyone repeat after
me... THIS GAME SUCKS!

OVERALL 36%

"WHAT vyouU THINK

You guys are really weird! You gave
College Foothall USA '96 an 82%. I'm
not the biggest freak about sports
games, but | would have given this
game a 92%!
— Matt Dillon,
Jacksonville, AR

 Spor Goes 10 HollywooD

Acclaim for Genesis; review, 943

While this game may not be the ‘most revolutionary’
game of all time, it is a truly great action game.The
lighting effects are simply amazing and the sound

effects are stellar. Great, but not ‘revolutionary’.
OVERALL 90%
VIEWPOINT : : .
EA for PlayStation; review, 942
This is kinda like Zaxxon on steroids. While the graphics are excep-
tionally beautiful, the gameplay is enough to drive you nuts! Unless
you have a high tolerance for frustration, you might be well advised
to leave this game alone.

OVERALL 64%
VirTua Cop

ega for Saturn; review, 9#1

Let's see... You're a cop and all you do is run around

and blow away all the bad guys. THAT'S GREAT! This
game has some very intense shooter action! It's too bad
that the Stunner will be bright orange in color.

E _OVERALL 92Y%
Wirmaw. =0 0 :
Sony Interactive for PlayStation; review, 9#1

Wow! Here's a game about a bottle cap! How... uh... cool. Yeah,
that's it. It's... cool. Actually, the game does have a nice control sys-
tem and the graphics and sound are pretty good for the Genesis. But
the hero is. . a bottlecap. Yeah...

OVERALL 63%

STREET FlsﬂTER ALPHA

Here’s that game agam for the millionth time. Frankly, there are bet-
ter fighting games out there, but if you feel happy giving the same
company your money for basically the same game, with a few

| changes, then go right ahead...

OvVerALL 87%

ega for Saturn; review, 9#2

Fly the deadly skies in a vehicle best described as a
Sherman tank with wings! Yaaa-hooo! This is one game
that really shows off the power of the PlayStation! The
only drawback is there’s only six levels.

OVERALL 92%
WING ARMS
Sega for Saturn; review, 942
Aside from the fact that the canyon level is kinda frustrating and
very ugly, and that the game is too short, this title is a heck of a lot
of fun. Oh, one more thing — how come there’s no two-player
mode? Oh well, it's still fun!

OVERALL 73%

Acclaim for Saturn; review, 943

Get in your chopper and blast the crap out of the enemy in this innov-
ative helicopter sim! While enemy vessels and parts of the terrain do
kinda just ‘pop in’ to the screen, the action is fun, fast and furious!
Kill ‘em all!

OVERALL 86%
Toy STORY

isney Interactive for Genesis; review, 9#1

While this game may be geared to a younger audience, it's hard to
ignore its technological achievements. It runs very well on the
Genesis, and has a great storyline and very cool gameplay! This looks
and plays better than Clockwork Knight!

OVERALL 87%

What happens when you port a 2D fighting arcade game over to a
new 32-bit system? Well, you get a 2D fighting game... And what's
wrong with that? If you need the sweet action of the arcade hit in
your home, then get this game!

OVERALL 72%
Zero D1viDE
Time Warner for PlayStation; review, 9#2
What we've got here is an excellent fighting game — that, unfortu-
nately, is in a genre that has some outstanding titles in it as well.
The animation and control interface are very good, but the graphics

themselves are kinda blocky. Eh, it's your dime...
OVERALL 80%
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Imagine if there were no place to take all of those quarters
that somehow end up in your pocket everyday. You'd soon have
no space left on your dresser at home. Next, you'd have huge paper sacks of
quarters in every closet! Thank heaven for— The Arcades!

Street F'uﬁlﬂel Alpha 2

Capcom
L} 1ol here's the bloody ‘3'?! Street
’ 1 Just what any game needs — a schoolgirl. Fighterand its rr¥any incama-
Sakura may look cute, but she does pack quite tions have been undeniably

apunch. some of the best fighting games ever made,
but with as many as Capcom has made, it
still hasn't used the number 3. However,
using 2 doesn’t seem to be a problem —
SFil, SFll Championship, SSFIl, SSFil Turbo,
and now SF Alpha Il

The first Street Fighter Alpha was a
collection of characters from throughout the
Street Fighter series in a showdown. It featured a
new meter, Alpha Counters, and the same balanced fighting that makes Street Fighter
games so good. In Alpha Ilit looks to be more of the same, this time the meter is jagged
s0 it's easier to tell which level it's at. Also new to Alpha ll are Gen, Rolento, and Sakura
(school girl!). Returning from Street Fighter Il are Zangeif and Dahlsim. All new back-
grounds and the same anime-style graphics are definitely worth getting excited over. No
doubt it is going to be just as playable as any Street Fighter game, but what new fea-
tures are being added we’re not sure. We do know that it is coming out before the
much-anticipated Street Fighter 3, so the wait continues. But until SF3 does come out,
Alpha Il provides great nostalgia and some really great gaming.

Rolento and Zangeif
also make an

A\ appearance in

B\ Alpha ll, to round
out the

new compefitors.

and fire-breathing ways back &
from SFil to torture Street jig

Fighters past and present.
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arcades COIN-OP

Extra Play Manx TT:
Super Bike

ight from the crazy Japanese announcer
saying, ‘Manx TT, Super Bike’like no one
else can (except Patrick, but he’s been

practicing), this game is even better than it looks.
The graphics are even sharper than /ndy 500, and
the speed of the game is simply amazing.
The best part of Manx TT is wrapping your
legs around the responsive bike. When
your bike gets hit from behind, you
can actually feel

your bike fish £ N
9 ®_ tail, and o
Goothe road and hit bumps like these

el and you'll feel it shake, making steering

road, the bumps | ;
you encounter are difficult. Awesome realism.

¢ liable to give you motion
\\\ sickness. As with all of Sega’s arcade racers, the control is unbeatable. You lean
S sideways for the gentle turns and on the sharp turns you lean all the way to

The reactive bike, great sound, and the side and slam on the
m crisp, big-screen graphics make Manx brakes for a sharp

= o experien 0 power slide. It can be
& =7 5 tzr r::;s HYou won Lweint hard to control, but once
v NN "n-"‘ it's mastered, it is awe-

some. The two tracks available are both beautiful and decidedly different, but more
tracks would definitely be nice. Despite that, the race is so tough that you'll find it hard to
even finish for the first $20 you spend.
There weren't any linked machines at the arcade we visited. If they manage to link these
machines together, Manx TT could be one of the more entertaining arcade games of the year.
Ifyou want to = 1 Definitely one you should check out.

wun d 'h';:‘:g: : » P y : 7 Tight tums like these require
you're goiné B A g e . precision tumning.
to have to SRS
shift your
weight back §
and forth. An arcade game and some exercise —
a rare combination.

Sega

1

Williams
of the race, Manx TT _

YOU know that 3D digitized characters have never been is gorgeous and
done, but War Gods is doing exactly that. It's combining man, is it fast.
the realistic actors and actresses (oh, Kerri) digitized

and wrapped around polygons, so that they can move in 3-D.

Dramatic camera angles and blood are what promise to make War Gods one of the

most anticipated

titles of the year. The

screen shots are

coming along slowly,

but what we've seen

so far is real nice.

More on this as it

comes available.

These are all the




COIN-OP arcades

Apparently hitting
them on the ground
is an opfion, and
man, does that
look painful.

ne thing you can say about AM3 is that it's real busy —
a couple more games are on the way. This one features
polygon fighters in a city backdrop. The model 2 board
is used to get the smooth characters onto the screen. This one
M appears to feature weapons for each character, other details are
sketchy. But after the fun we've had with Fighting Vipers, this is a
very exciting title. Stay tuned for more.

reveal the detailed 3D arena, although it
doesn't Iook much like the Bronx.

The only two ﬁgh?ers revealed are a nunchuck-bearing guy and
a girl in cammys with some big sticks.

/
Batman Forever

Acclaim

cclaim has been The dynamic duo and the  Batman Foreveris The one new technology Acclaim does bring to the

responsible for souped-up batmobile are @ one or two-player arcades is RAX audio technology, which really allows players

bringing some of exactly what Batman fighting game in to get aural pleasure from the soundbites and musical score
the best arcade games home fans wantin an arcade  Which players may from the movie. RAX audio technology is a high-fidelity soft-
to the consoles, like Mortal select either one of ware compression technology that can easily translate any
Kombat /& lland NBA Jam. the Dynamic Duoas existing audio source material into solid-state digital sound.
Until now, it had never been they venture through  This allows programmers to include virtually any sound they
responsible for making an Gotham City's seedy ~ want without translating or re-programming. We haven’t had

arcade game. Batman Forever is the company’s first coin-op  underbelly. Two-Face and The Riddler come straight out of a chance to play Acclaim’s first arcade effort, but we do fear
title and should already be on test at some arcades near you.  the movie to wreak havoc and attempt taking over Gotham that the game could be a notch below the top arcade tities.
City. The high-resolution graphics

scale in and out to give the game a Fighting as the
3D feel , but while the graphics are Dynamic Duois a
a big improvement from home con- good way to
sole versions, they aren’ton par guarantee more

with other arcade titles. coins for the vendors
and should provide

Fighting as Batman alone
increases the challenge, and

L =
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ome
more
pictures §

on the odd Virtua
Fighter Kids

#1071 T ETEC RS ke poow Even at the tender age of [KAUICRS
five, poor old Lau had a

receding hair line. ISR ey

entertaining part of turing the

vicious fighters into kids is Shun
Di. Instead of his flask full of
whiskey, he’s sipping formula out
of baby bottle. Still no word on
whether this title is going to make
it to the states, but we sincerely
hope it does. After all, any Virtua
Fighteris better than none.

Ker

(LT

All of the characters
have that same crazy
look. This game is weird,
but man, do we want fo
play this one.

( blade New Vorl(

s Sega’s AM3 is also hard at work on a polygon helicopter game. It looks to be some sort of

high-tech sequel to Thunderblade, and features huge explosions, detailed cities, exploding
cars, and tons of action. Hopefully we'll get much more on this one after the ACME show.

This is the
attack-chopper
you man in this
game. It looks
ready fo
wreak some
serious havoc.

Much like Virtua Cop,
you have to lock-in on
the bad guys and rip
them up with a

-] barrage of fire.

Destroymg cars and a city are definitely the best parts of
this one.
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254 W. 35th Street
Dept. F14
New York, NY 10001

gamers — looking for an @VaA7Z:V,Ap:Ye] s

Bases Loaded ‘96 $54

Blazing Dragons $51
SE]FUII{'I(] Braindead 13 $53
College Slam $49
D&D: Twr of Dm $50 Dragon’s Lair 2 $51

Myst $50 Mystaria $57
NFL QB Club ‘96 $50 Road Rash $51
ShellShock $50 Sim City 2000 $48
St. Fighter Alpha $50 Toshinden Remix $55
Virtua Cop $50 Virtua Fighter 2 $54
Virtua Racing  $50 X-MEN $54
STOP [[ele] {lal¢]

Earth Worm Jim 2 $59
at YOIT want Light Crusader $63
what YOU want L Creadel o
Phantasy Star 4 $77
Revolution X $57
Tecmo Bowl 3 $61
playsrarion | | ™ =
11th Hour/7th Guest2 $51 Chronicles of the Sword ~ $53
Criticom $54 Dark Stalkers $51
Descent $51 DOOM $54
King’s Field $51 Krazy lvan $51
Madden NFL ‘96 $53 Mortal Kombat 3 $57
NHL Hockey ‘96 $53 Resident Evil $51
Credit Card orders call: St. Fighter Alpha $52 Tekken $45
Twisted Metal $51 Toshinden $52
Wipe Out $51 Wing Commander 3 $52
212-268-8036 5 - -
mlmrEmL\IO Breath of Fire 2 $55 Chrono Trigger $65
Donky Kng Ctry 2 $60 Earthworm Jim2 $59
Final Fantasy 3 $65 Killer Instinct $65
Mega Man X 3 $55
Secret of Evermore $60

Prices and availability Yoshi’s Island / Super Mario 2 $62
subject to change. All
sales final. Next day ship-
ping $6. No handling
charge. NY residents add
8.5% sales tax.
Mastercard, VISA, AMEX
accepted.




" s'rrategy
..... R CATE m

) s B 1P You haven't escaped the Evil
= Dead yet! Check out part two
& 4 VY G2 | e ofourslrategyonpg 8sin

Assault Rigs
«” _  Clockwork Knight 2 100 &
. . Donkey Kong Country 2 108‘% -y
%} Earthworm Jim 2 108
Even More Codes 110
Game Shark Codes
Jumping Flash!
Johnny Bazookatone

We ve got aII the killing
moves you need,
starting on pg. 100!
_ Killer Instinct 2
/ﬂ, Museum Classics Vol. 1
[\ Night Warriors

\\\ Resident Evil

6 4 % Sega Rally Championship

Street Fighter Alpha

4

\ ~ A
‘ [ 4 The dead arise and are 4
W \RRLOKS Bimanssr B
\ Fight on pg. 96! /7

— 109 @

Thunderstrike 2 104, 105

Twisted Metal 106
\ Zero Divide 106

For codes or Heln, Call... P
900-288 0707 - Interplay.......... 900-370-7529

............. 51 65759-789:0
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PLAYSTATION strategy

this one!

A Now, the good news. All those changes Capcom made have made an
already great game even better. There are now more typewriters for those
ever so important game saves and
the storage box system is now uni-
versally accessible. In other wards,
stick an item in a storage box in the
west wing and it'll be there waiting
for you when you open an east wing
storage box! Sure, it dogsn’t make
much sense, but it does make for

lu

’}Nn'e Doyl

Pretty ﬂos' y'

88 GAME PLAYERS May 7996

! y Whenwe Iast Ieft our

R favorite heroine Jill, she
1{& had used the Star, Moon
and Sun Medallions to
unlock the door at the
end of the rear passage
. Admit it, you were
to get her this far.
Well, say your prayers

cruisin’ easy street com-
pared with what you're
about to face now...

Take a moment to catch & ;
your breath in the tool &
shed since you've eluded
that hell hound just in the
nick of time. As you scan §
the shed, you'll notice
some steps. Push the steps
over to the shelves on the —
wall and climb to the top. Here you’ ||
see a crank, pick it up and keep it

irst, the bad news. As many of you Resident Evil fans may
have already noticed, last month’s super strategy wasn’t,
i N err..., exactly correct. This is due to the fact that those
( nutty folks at Capcom decided to make a few changes in the final release monitoring and maintaining your health. Either as Jill or
. version oftheir game from the 90% Beta version we used for the first
part of the strategy. Other magazines were also reportedly screwed
\ A over by these last minute changes, so the egg in our face Seems to have
- & - been splattered collectively across the industry. But still, we send.our
x apologies to our faithful GAME PLAYERS readers with the sacred
promise that, yes, someone will definitely'get their ass thrown in The Box for

Luckily, the puzzles and
==game structure haven’t changed
& much. Follow last month's strategy
o get by the game’s obstacles. The
# only difference in the final version is i
that the items you receive for solving : The green herb is the most
the different puzzles may differ from
what we told you before. If that's not
enough for you, here’s the
only hint you'll need: the
Star medallion is now

Tricks of the trade

One of the most important aspects of Resident Evilis

Chris, you will face many attacks and a variety of
injuries. If you are lucky, you will have a health canister
with you, if and when you are injured. However, since
health canisters are few and far between, you will
most likely need to consume some of the potted plants
that are littered across the mansion and its grounds.
The green, blue and red herbs are more plentiful and
work just as well, when they are used at the correct
time or in the proper combinations.

- The blue herb works as an
antidote if you ha,;pen to
be poisoned by, let’
say, something like
GIANT SPIDERS!

The red herb
doesn‘t really
do anything by
itself. But what
would hap
if you mixed it
DR with another
oyl plant? Hmm...

' basic health replenisher. Just

use it and you are likely to see a
minimal health upgrade most of the time.

Use the Combine command in your com-
mand menu to mix plants fo intensify
their effects. Here’s a list of what the
combinations accomplish:
Green Herb + Blue Herb: Will heal
you better than just the green herb
alone and will clear your system of
poison as well.
Green Herb + Herb: Will give you
a complete heal replenishment no
matter how badly you are injured.
Green Herb + Blue Herb + F
Herb: Complete replenishment and
gets rid of that pesky poison!

2ed Herb + Blue Herb: You can’t mix
just these two.

IR As you exit the tool shed, you will enter a garden

ﬁgpulated by a couple of, yup, you guessed it, hell

unds! There are a few green and blue heollng

plams here in the garden that you can collect if you
uickly. Otherwise, directly.to the left is a path to

wvator thatis out of order (at least for now).
Your best bet is to dodge the attacks of the dogs and
run for the garden gafe that is straight ahead.
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Begin running as
soon as you
climb up the lad-
der on the other
side of the pool
since a number
of snakes will to
start to drop from
the tree branches §
above you. As
long as you are
moving rd
the snakes will
After ; §  notbe ableto
pool of water. A ladder protrudlng from the g N hurt you. Keep X
edge of the pool gives you a hint of what you need running around
to do next. Go around the pool to a small stone plllarfhoi ; s the pool until
houses a metal plate with a square hole. Usé the ¢rank from you reach an
the tool shed here and enjoy the Gwesome sight as the water elevator that will fuke you to the
draifis from the pool revedling a path across it! Go fo the lad- courtyard below.
der and jump down onto the path and cross the pool. > »
Pk |

GOt another !nll.fbone 2

As you exit the eleva-
tor, you will find
yourself in a courtyard
Unfortun , there is
another hell hound
here, but at least
there is only one. The
elevator shaft for the
‘out of order’ elevator
also empties into this
courtyard. The second
elevator is out of order
j because the battery
estin the that powers it has
courtyard isthe  been removed.
waterfallcaused  Hmm, if a battery
could be located this
elevator sure could
make life easier.

ing
= well, beﬂergetyourbumoﬁ\e
gate. You can ulwayscomebaddaferforo better look.

AL

o
= Follow the path from the
+. courtyard and it will lead you to the guardhouse/dormi-
tory. Of course, once again, you'll need to either avoid the
hell hounds or waste them! Go ahead, we won't tell the
% SPCA. There are also a few health herbs here if you're
inclined to stop and munch.

First order of business when you
enter the guardhouse is to push
the statue up the hallway and
cover that hole in the floor. if you
don't, a nasty little tentacle
reaches out and says, “Hi!”
Actually, the tentacle doesn’t do
that much damage but it does
become a little irritating after a
while since you do need to pass
through this hallway quite often.
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~nd 'he guardhouse isn’t »_ 1
.’ Tas gig as the main man- g 5 GEt f:)l.lZZed!
ISt T A Stop hy for adring, | R | R
adversaries hidden within. It is important H i S e[mrely up to Yo But the key that you found in the
that every room is searched to gatger clues, Eh, her ' \ ] hive hallway will !et you'access one of the bed»'
supplies and those particular items that let B rooms that contains a hidden passage way. This
you progress the story. Beware of how you - 3 SEd passage way will take you to the basement which
oo e e e, Do ar k. : ' Sk Begero Tl rairing G e
ar, ; . . : | ?
(in the basement), and, of course, what if that same water tank had some weird, hun-
the giant plant room. “ ; e e gry inhabitant? And further more, what if that
i ; - inhabitant decided to have you for lunch? (And | do
mean HAVE YOU for lunch.) Be prepared for one of
the more beautiful and deadly stages of an already
gorgeous game. Just one bit of advice, don't fight,
just run!

The red door at the end of the first hallway is the entrance to the bar. ‘ é\:nyhor:’ue
Inside, there is a strange arrangement on the pool table that must be a

clue. But are you willing to pay the price for this information? We'll see...

lfsomehowyou manage to survive the
: basement level, you will
need fo retum fo the
hive hallway and
gl ) | Fefe
numeric key- g b and search the table. You may
entrance Juas:'to PTYHE o IugﬁMMOIfﬁrh ha e
. Jus 3 e WY nasty in ive happen to
maketdlife a little easier decide don’thkeyourkmdroundhete

for you, the code you
neetxtoenteriss, s, make a run for the nearest exit.

I hate vegetables!

If you've been looking in the right places, you should have seen a giant plant
root in one of the rooms in the basement. Pull out your V-Jolt solution and use
it on the plant root and enjoy the show!

y 2td=b
13+3%16

Inside, you will ﬁnd d room wnh a bunch of
chemicals. On the wall is the formula for the
compound you need to mix and a list of the ingre- 3
dients necessary for the mixture. You will need NN
three emply botties and the following ingredients ; v €. Now, if there’s a giant plant
for your concoction: g ] i gty root, it must be connected
it ! Gt | ) Wy 5 to a giant plant some-

where! That's right, go
! ba::’k to 1h$h hiv: h%IlIwuy

: W ¢ ; and open the double
Note: The highly pocl doors. You'll find a highly
volatile chemicals can §ig'. et purgiond Il o i A ¢ weakened giant plant, but
only be mixed atthe P ¢ / i ; 3 it's not dead yet! Just pull
sink inside this room. e 4 ST 8 peemmp out your trusty sidearm and

The solution you need to mix is the V-Jolt solution. _pump him full of lead and that
To attain the correct mixture, follow will take care of him.
3 Once the plant has been
disposed of, go to the
fireplace and you
will find the last
mansion key. Do
you suppose that

6
The V-Jolt solution does not
remain effective for long but it is very
deadly when exposed to the roofs of certain plant
life. You haven't seen a plant recently, have you?
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means you should

1 go back to the man-

sion? You betcha!
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e o e

=

t'.' e

T ? i
Cd iR

you refum tc

g youllbndiitied wiha

izzying array of the living
urﬁgp | Some will be

6 familiar old friends, but
X beware of a new breed of
i inhabitants called ‘hunters’.
They're sort of like a mixture |
of Freddy Krueger and frogs.
oh steroids, They are fast
and exiremely deadly.

] L %'«ﬁ_
Where Fagles Dare

After you've managed fo evade some
of your new friends, make way to the
locked room closest to the rear
enfrance. Inside is an office where you
will find something called a ‘Doom
Book'’. Use your command menu to
check out the book closely by tuming
the edge of it towards you and open-
ing the book. Inside you
will find the eagle
medal. Keep this in
medal in a
safe place...

Haven't we §
met hefore!

...because once inside, you
are going fo have a little get
reacquainted party with the
GIANT SNAKE! Luckily for you,
he's (Ix little worse for wg fronl';'l
v R ' your last encounter. A few wel
YOUI e A N laced shots will take care of
2 mansion & i = o imoncerggdfomll. Ler
prst e el ; # & g Afterwa _,expec’mvusn om
Srper, | ] old friend and take a look
make sure that you are healthy and well g 4
stocked with weapons and ammo 2 R Jy ot et hole'y) he ocr.

before entering...
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re New Worl gt
types to watch out for
down in the base-
) So you thought you ment, but for the most
| had this whole part, just search for
| mansion thing fig- things you need and
{| ured out? Guess head to the elevator in
{| again. Use a rope to the kitchen. Take the
climb down that elevator up to those
| hole and check out previously inaccessible
#| that creepy tomb- second floor rooms!
f{ stone. There’s a
whole other world
down here!

There are two libraries to
explore on the second floor.
The first library features a secret \
room hidden behind a bookshelf. &
Push the shelf aside and enter to

collect that batfery you need for the
second elevator in the courtyard and get a nice
look at where you'll eventually need to go— the hehcopfer pad!

v AN | Pass through the first
] 2 ! library to enter the second
library. PusH the button on
the wall to mm on a spot-
. light. Push the statue to the
spotlighted area and a
book shelf will move.expos-
| ing yet another secrat room!
Enter to find DumDum bul-
| lets fora magnum 'handgun.
il v, y - Now if you
; J ' i ! : 't‘i"uset had
\ b ok gun
y' P fo use
N o -—H_ these
3 ; bullets
p in...

-
L]
[]
3
=
=
L

k4 8
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As 1he door thm‘ exits this newly
explored area uses a passcode, you'll
need to return fo the kitchen via ele-

| floor. When you enter the room with
| the stuffed animals, tum off the light
and you'll see the eye of the deer’s head
=== shining. Move the steps and
retrieve the red eye from the deer
I while the room remains dark. The
eye tums out to be the red jewel
! that sure would look nice with that
blue jewel you had a while ago.

Greedy Damned
Tlg’er ""t 2.4

There's that blue jewel! Now go ahead and |1
offer the tiger the red jewel. At least this
time you're presented with something
useful - a Colt Python Magnum
Handgun. Use it with your magnum
rounds and it’s deadly. Use it with your
Dum Dum rounds and it kicks @$$!

N \
Bach and forth! Back and forth!
Now that you have the magnum, you have pretty I "s g “
21 much cleared the mansion. You can back track

through the eqtire mansion and double check rooms if you n e ve g e " d

® want. There will actually be some new items in some of the edalot b
rooms. But for the most part, now that you have the battery, it's fher;?;t\lllf :‘:NNN f: gfw"“;
time to activate that second elevator in the courtyard. Once e watertol g on‘gso o ot
activated, go to the pool and use the crank to close the dam sage is revealed, go down the
and refill the pool. Take your new elevator back down and ladder to continue the horror!
see what was behind that waterfall in the courtyard...

The underground caverns are dark and
creepy, even more so when you discover

old friends dead or dying. But don't forget P IE '. il ) |
to look to your friends for help. You'll be A (R - A
surprised how helpful they can be, even ‘ G RS

P S8 s underground

¥4 The underground is all about explor-
1] ing, gathering and fighting for your
life. Use what you've gathered to
send yourself deeper into the cav-
¥ | ems. But stay dlert, it may be the only
+| thing that keeps you dlive.
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And you th u‘gﬁ%’%ﬁ "" J""‘Sb'g' | u"gry |i"e

Tthee wolf
Once pastthe S
spider, you 4

Very soon after ; move the walls
you have dis- A 3 so that the opening is
covered the 3 ) to the left, then approach the boulder and
flame rounds ’ : CLRR when it starts to roll jump into the hole in
for your ! ] ; the wall as it passes by. The hole in the wall

bazooka, you will lead you to a secret room!
will come upon

the mother of all spi- ¢
ders! Stay calm and use *,
that bazooka on the spider %
and you'll get out of there 22
just fine. But make sure to Fiz
use the combat knife in the -
room to cut through the
webbing on the door to .
avoid wasting ammo.

the wall u:gl it
Tecer ot
i the r spot
i on the floor.
§ Use the crank
B¥ once again to
8 push the
ey statue aw
from the wall. The crank must
used a second time to retfract the
portion of the wall that pushed
] the statue away from it. Now
& push the statue over the clear
spot and the panel on the wall will
Y open.The second ‘Doom Book'. Like
) the first one, use the check item
p/ optionin your control menu to open
the facing edge of the book. The book
will openito reveal the wolf medal.

end of the line

After obtaining the wolf medal, proceed to the elevator that takes you to the
secluded fountain on the courtyard level. Place the eagle and the wolf medals in
their respective positions on the opposite ends of the fountain. The fountain will
then open up to reveal another elevator.
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Welcome to Hell

ive yourself a pat on the back for making it
this far. In a game as deep and fulfilling as
Resident Evil, it's quite an accomplishment. And f*
if you're still alive, you'll notice that there was
plenty that we didn’t give away in this strategy
(mostly because we didn’t have the room!) And j | ; i
just so you won't be devoid of challenge, 3 fok y . B pqsswords_.
we’re not going to give away much about the ' e i E oy We'“ be fhee
final level. Just be assured that in the L0 b iy |”nsg""s b
Laboratory level, all your questions will o \ A g m
finally be answered. That is, if you survive 5 ﬂy':u ords
the final level, with all the treachery and (e -3 ey
foul play that's about

"¢ § PermissionDenied!
l. pPrlng umbrellaturp | Try Enter Passwaord
0
agsmnru Xy = Password: » x <«

onto the computer use the name ‘John’ | me is knnd enough to uulomaﬁcully unlock level 33 for you, butto
name ‘Ada’ for the passwords. ; level B2 you need to use the password ‘Mole’.

The Laboratory level is
filled with death and dan-
ger. Make sure that you
tum on all power sources,
gather all passcodes, uncover
every clue, and you may have Q@
a chance of surviving. On second '
thought, by the looks of that
humongous monster, | doubt it!

chiloguye...

2 So you think you finished it all, do
you? Well, guess again. Word
from Capcom is that there are six
different endings in Resident Evil.
The endings are determined by
your gameplay and how many of
the characters survive. You‘ve got
to figure that the triggering device
in the Laboratory level has some-
thing fo do with one of the endings. In addmon there is the locked
closet in the main mansion that remains inaccessible throughout
the first game. Apparently, if you can finish Resident Evilin under
three hours, you will be able to access that closet. Rumor has it that
you may find a missile launcher with unlimited ammo in there. Use
the missile launcher and blast your way through the game within
another three hours and an extra-gory ending will be revealed to

.| you. Sounds like a challenge to us...
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CODES tactics

™ T}
AR

= /pez_:_z,a. i
Meter
As you perform hits and
moves, or block a hit, this
special bar fills itself up.
Once it has been filled, it
begins to fill again. The
¢ color changes for each
time it fills up. Most special
moves or throws can be
powered up to ES versions.
This uses one full level. The EX moves
. require one level as well. The more times
the meter fills up, the more ES and EX
moves you can pull off consecutively.

!
5

\
3

TIAYe

“!
AL

Guaxd Reversals

Guard Reversal is the ability of each character to cancel his/her
own block into a particular special move, depending on who the
character is. To perform a Guard Reversal, you must finish the
code for your particular Guard Reversal at precisely the same

M

moment you block the move you are attempting to Guard Reversal.

Throw Softening

By hitting strong or fierce in the first frames of a throw animation

you can allow your character to land on his/her feet and be in posi-

tion to strike. You can also flip out of a hold after the first hit, if you
time the button correctly.

g L SN A, SUala e SRR A g e b i
Rotum ' sRollin Rollin

After being knocked to the floor, you can press toward or backward to move while getting up. It's good
to get out of trouble or set up a quick counter. You're also invulnerable to normal attacks while getting
up. A great way to set up a throw is to roll into your opponent and perform the throw.

T‘f/\” T

OO0 + Punch
.. 0080 -+ Kick
.. QOO +Punch
.. ©000O-+ Punch
..360 + Punch (when close)
00O+ 2Punches
OO+ 2 Kicks

Chaos Flare

Bat Spin. . ..

Demon Cradle.

Dashing Demon Cradle. .
Negativus Thorn

EX Attack: Midnight Pleasure.
EX Attack: Demon Blast.

©O0O +Punch
OO + Kick
..QO® + Punch
QOO +Punch
(Guard Reversal)

Genocide Vulcan.
Reflect Wall

Circuit Scrapper.
Punch (when close)
. OO0 + 2 Kicks
OOBC + 2 Kicks

EX Attack: Confusion
EX Attack: Final Guardi

*

96 GAME PLAYERS May 1996 22« skt o A

2




Chains

Street Fighter Alpha. You have to can-

 cel the animation of a normal move {8 Skull Vanish

into another normal move, so that ). (when close)

the hits come in rapid succession. R EX Attack: Evil Scream. . .©Q + 2 Punches

To successfully pull off a chain t " ) EX Attack: Death Voltage. ©OO®C + 2 Kicks
i combo, you must hit the next EX Attack: Hell’s Dunk. . . ©©® + 2 Punches

" attack at the precise moment
1 your first attack makes contact. The
“ best order for chains is as follows:
Jab-Short-Strong-Forward-Fierce-
Roundhouse. Therefore, you could
conceivably pull off a 6-hit combo with
all six buttons in sequence (that is, if all
your attacks can reach the opponent).
: However, you can skip any of the attacks in
the sequence for shorter chains. For example, you
can do a Jab, Strong, Forward, Roundhouse or a

¢ Skullsting
The combo system allows you to chain a series 4 Hell’s Gate
of normal attacks together, much like \ ' /4 { < Death Hurricane

Soul Smasher.......... OO+ Punch

OBO0OO + Kick
O00 + Kick
(Guard Reversal)
OOOBQO + Punch

Short Fierce. However, you can’t reverse the moves Mid-Air Soul Smasher. . g?lf)’ + Punch

. — you must start with weak and work your way up. el 000 -+ Punch
Orbiter Blaze. ......... OB -+ Kick (in air)
Galaxy Trip. . ..o QOB + Kick
Planet-Bumning. . ....... O00BO + Punch

(when close)

*’ EX Attack:
oo © hold, © + Punch or Kick 3

S HaneYaiba............ GBOOO + Punch

Kaeshi Yaiba. .......... © + Punch ( after contact w/Hane Yaiba)

Tsuji Hayate. .......... OO + Punch (after contactw/Hane Yaiba)
Mukuro Fuuji. . ......... Q@O + Punch
KilEnZan: . S QOO + Punch

(Guard Reversal)
Kirisute Gomen. ......... 360 + Punch (when close)

ri. OO0B0 +
2 Punches

..00000 + SoullRiste: - bt OO + Punch
2 Kicks Mid-air Soul Fist. . . .. Q@O + Punch (in air)

Darkness’ lllusion. . . . Jab, Jab, ©, Short, Fierce
EX Attack:
Astral Vision. . ... .. Jab, Jab, ©, Strong, Fierce

Serewjetirunsda ol

TCKTIShy =i i OO + Kick

Poison Breath. . .. ...... OO0 + Kick

Sonic Wave........... OO0 + Punch
(Guard Cancel)

Crystal Lancer. . ....... ©00B0 + Punch
(when close)

Sky Neptune. .......... OO0BCG + Kick

(when close)
EX Attack: Aqua Spread. . ©OO + 2 Kicks
EX Attack: Water Jail. . . . ©O® + 2 Punches
EX Attack: Sea Rage. . .. O@OOO +
2 Punches

Cosmo Disruption. ... . . . CBO00 +
2 Punches

Shadow Blade. . ... .. ©OO + Punch (Guard Reversal)

/i Shell Kick... .. .. . . . ..© + © (in aif)
Vector Drain. .......... OOO0BO + Punch (when close)
EX Attack:

[y
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il

5

Punch + Kick
Punch + Kick

Sword Elementals:

Efreet Sword QOO + Punch
(Guard Reversal)

OBO0OO + Punch

QO + Punch

©OO0BO + Punch

(when close)

Blizzard Sword. . . .
Lightning Sword. . .
Sword Grapple. . . .

EX Attack:
Breath of Death. . . OGO + Kick
EX Attack:

Change Immortal. . .

Climb Laser.
Forward Beast Cannon
UF Beast Cannon

DF Beast Cannon,
Million Flicker.
Wild Circular.

EX Attack: Dragon Cannon. . O©O®0-+ 2 Punches
Ex Attack: Mirage Body. . . .

Strong, Jab, @ Short, Forward

”
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OO + Punch

OO +Punch

OBO -+ Kick

QOO +Kick (Guard Cancel)
Big Brunch . .OOOBO -+ Punch (when close)
Big Swing 360 + Kick (when close)

EX Attack: Big Freezer. . O@OOO + 2 Punches

EX Attack: Big Ice Bum. . Q@O0 + 2 Kicks

£

Big Snow.
Big Towers
Big Cyclone.
Big Typhoon

OO0 + Punch
©O0O + Punch
(quard reversal)
@O0 +Punch (in air)
QO + Punch

OBOOO + 2Kicks

© Hold, © + Punch

© Hold, © + Kick

OO0 + Punch

OO -+ Kick (Guard Reversal)
360 + Punch (when close)

© Hold, @ + 2 Punches
OBOO + 2 Kicks, Punch

Sarcophagus Dance

Pharaoh’s Judgement.

Cobra Blow.

Mummy Drop. OO + Punch

The Void (catches projectiles). Q@G + Kick

EX Attack: Pharoaoh’s Magic. . Forward, Jab, © Forward, Roundhouse
EX Attack: Chasm of Hell OBOOO + 2 Kicks

EX Attack: Pharaoh’s Split. . . . Jab, Jab, © Forward, Roundhouse

OO + Punch

QOO +Punch

©BO0 + Punch

(Guard Reversal)

©00BO + Punch

(when close)

EX Attack: Jirei Tou. . .Q@OOO +2 Kicks

EX Attack: Tenrai Ha. . Short, Roundhouse, Strong,
Strong, Up

Sempuu Bu
Henkyou Ki

Houten Geki

OO +2 Punches
OG0 +2 Punches

Rolling Buckler.
Rolling Scratch

OO -+ Kick (Guard Reverg

OOO0BO + Kick (when cI
EX Attack: Dancing Flash. . ©©® + 2 Punches 4
EX Attack: Please Help Me. O@OOO + 2 Kicks . 4

*
{




STILL
PLAY

Just like Fido, your good ol" Sega Genesis System still

has a lot of play left in il GameTek is offering seven

new titles for Fido . . . SEVEN BIG TITLES to give your
. Sega Genesis a good kick in the butt!

We now have some of the fastest, hottest, action-packed
games available for the Sega Genesis. Save the
universe with Captain Havoc’s help. Tilt the tables in
one of the hottest video pinball games around, Psycho
Pinball. Lose your head in Cosmic Spacehead.

UN TO
WITH

MicroMachines take you through incredible obstacle
courses at blistering speeds. Fantastic Dizzy, Cosmic
Spacehead and Man Overboard round off the lineup!

It's time to get the dust off of the gamepads and start
playing some new games with Fido, cause he ain't
gettin’ any younger!

Interested? Give us a look up on the world wide web at
http://www.gametek.com

FANTASTIC DIZZY
MICROMACHINES
COSMIC SPACEHEAD
MAN OVERBOARD
CAPTAIN HAVOC
MICROMACHINES 2
PSYCHO PINBALL

FOR YOUR SEGA

GENESIS

GAME ¢

eg Q%Gegesis are trademarks of Sega Enterprises, LTD. All rights reserved. GameTek is a trademark of
#@amelek (FL) Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33180 U.S.A.



ARCADE strategy ' g

Air Shocker ........

MK (in air)
Cyglone ......7.... Hold FP,
/ Release FP
/FakeDizzy ......... O+
§ Powerline .. 2....... +FP
G Roller Coaster ... ... .. +MP
G Skl Crusher ... D@ + FK

W SpinFist........... 08 +QP
t Tlmemon. (]
LW Triple Roller Coaster . 00000 +MP

CO0O0O Combo Breaker ... .. OO+ Park
) -

00000 +wp . P Finishers Y
QOO .+ wk : OO

COOO000O00- w, 44 o0 .

Finishers

Firecracker . ......
. Fireflower ....... +QP
=\ Splitkick ....... 0°0+ K
Tornado Kick .

Air Flame ... ... . O+ MP/FP

Air Flame Dowu.

Combo Breaker QO +

(PorK)

MoOVE KEYy

P = Any Punch Finishers
K = Any Kick
QP = Quick Punch (Button 1) 000 -+ a
MP = Medium Punch (Button 2) 000
FP = Fierce Punch (Button 3)
QK = Quick Kick (Button 4) 000000 Mk
MK = Medium Kick (Button 5) 00000 + ok

FK = Fierce Kick (Button 6)
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Endouken........... 0
FakeEndouken. O
Fireball Spray . . ©
Laser Blade. . .... (¥]
Multi-Slide Kick . & -
Multi-Wind Kick . @ QO +MK
" NinjaSide..... QOO +k
#  Red Endouken . (hold) FP, OO O OO
(release) FP. .
Rush Roundhouge . ... © + FK
Throw .. ... uhwie c!rm
Uppercut .

Q .y
0000
+FP
Windkick. ... QOO + 2
000
000,

L]

Tiger Fury ..

Combo Breaker . ’P or K

Finishers
00000 ik
000 ;
Q00O
000000

Arctic Blast ....... 000 . r CobraBite... ... ... -
BeatDown ........ OOOOOQ Combo Breaker.. @@+ (P or(Kﬁ
+ MP Flip Elop.. .7 000 ()
Cold Shoulder ..... QOO +wmp + MK
Energy Gain ....... 000 (hold) OK Flip Kick. . . QO vk
lcelance ......... QOO L Fp Jungle Lear OO«
Ice Uppercut ... OO0 ; (vKor FK) Jungle Strike . Q00
(in ain) (in air)
Iy GripsSean OO0 o Mantis. . O Q.+ Fp
Liquidize .. .5 0 5 OO .« Savage Blades (¢])
Super Fireball 000000 + MP
| P Slice N’ Dice . QOO
Combo Breaker ... QOO 1 por K) 000
+F
Finishers Tree Cuﬂe&)o Og
00000 ; 0O .
00O00. ok o
000000 . i g
€000 wk OO0 ;rp

. OQ .k
00000 ;
4 OO0OO00 ;o
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s...... 000000
+ QK _(in combo)
e + K
... OO0 (P or MK
... 00O
QP
Ivisibility .. ©QQ + Fk

Laser Storm . QOO
+P
Plasma Shield
Q00 . p
Plasma Slice
+P
Super [‘,hncr_ge . Q00 : wk
00 .«
0000000
+ FP

Combo Breaker .00

Finishers
Q00

Uppercut . ..

ComboBreaker .. QOO+ (PorK)
Dartd®el ... .0 + FK (in air)
w, FlameBiade..... 00O

Grim Reaper ..... 0600000
f + FP
Power Devour . ... \J+P
A ShieldCatch...... Q.qp

Skele Skewer ... .. 000«

Skeleport ...... & ... +K
Skull Replenisher . . .. .. 0060 (MP or FP)
Skull Scrape.......... +FK
FakeHowl ........... Finishers Soul Drain............ 000 r
Ground Spark ........ in ai e
loopy. b K 00+ ak Finishers
Sabreflip ..... (¢ 0T 000
gagrehowl Hold QP (3 seconds), Release QP 00000 .
abrepounce . .
Sabrespin ........... . 3 y ¢ ©0000C00O00:
Triple Fire-Claw 5, ~
Combo Breaker rd
»
& > D
QOO
000 o
OO0
O0000OQ
QOO
Q00O
LO0O0O0OQ
QO
R OO0
0.0
LO0O00
Q000
Q00000
0000
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A N
GENERATION

Subscribe
‘or ANSWERS.

CALL 800-706-9500 AND SUBSCRIBE
TODAY. FOR FASTER SERVICE HAVE
YOUR CREDIT CARD READY.
YOULL GET I2 ISSUES OF
NEXT GENERATION FOR
ONLY 519.95. THIS SAVES
YOU ALMOST 70% OFF
THE NEWSSTAND PRICE.

N

<<
\

Il \

\

NEXT

GENERATION
The future of interactive
entertainment.
Canada: $US 33.95 includes GST. Foreign:
43.95. Prepaid in US funds. Offer expires
8/31/96. Single copy price for 12 issues is
$59.88. Please allow 4-6 weeks for delivery.

=)

ACTIVATION CODE:




All you Saturn owners out there can
satisfy your bloodlust by utilizing the
following level codes for the Saturn
version of Thunderstrike 2!

South America
Level 1 ... .J6HH1FC5VBDVSIQ
Level2 ..... JW11NC7CBDVROQ
Level3 ...... JV41URC7TBDV1PQ
eveliges =i JIM1URCOMBDWV4!
South America - Stealth

Leveli .. JIUQU3CRNFDFS9Q
Level2 ..... J94PUNCQBFDFRK2
Level3 ..... J819V7CSFFDF14l

| Panama Canal

Level1 ..... JSFPVMCVOJCFSF2
Lievelidia JSQISUCUUJCFRT2
Level3 ..... JJ19S6K13JCFOTQ

1 Central America
Level1 ..... JIOPT3CO5NAFTPQ
Level2 ..... JIT9TBCJBNAFRU2
Level3 ..... JL5PTNCLGNAF162

Eastern Europe

Levelid e oa s sar Bl ey JLOBQF4NEREFS6I
Lieveli2: s e s JK6KRVCPMREFRVA
TS e JNB4RDKN1REF11Q
Gulf 1 — Capture

Level i saetraie s JNVARBSAAVMFSK2
evel 2 caga e i JNB4RNSCNVMFQ2Q
level/3stasam sy JM44RNSF2VMF1AQ
Guif 2 — 0il Dispute

vl i et JPLARNCF236FSQ2
llevel2 on il A s JPRKRNCGH36FRDA
Lievel B i & JB1KRND2B36FODQ
Levelid it o iy JANARND5K36FU11
South China Seas

LeveliliZ fes o Vo JB34RND5866FTK2
Lpveli2 it Te el JAIARND5K66FS4I
lioveli3 ek e s el JDBKRND7AG66FRS5I
Ende et i s JA943NDIUG6FINI >J9U3U3CRAEDESION
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¢+ towork!
Yo g

* ing, cursing,
. hard-drinking  *
persona necessary
fo create the ;e
... nightmarish i
' . monstrosity thatis * '

Code Breakers!

ey you! Yeah, you! =™,
What the hell are you 4
doing reading this i

.+ magazing? Aren’t there codes ‘;‘1'
"' % "that you could be cracking, . q
+ cheats you could be discover-’

* ing? Don’t cry to me about 1
food and sleep! Find me some
codes or you will feel the sting- :

" ing slash of my Monkey Whlpl i

i Ohhh, sweet pain... ¢
ity oy But as long as you're i
H * Slacking, listen up for this b

i ,month 's update. Once again, l

.Y we've gathered the biggest and P

’ﬁ ‘best collection of late-breaking, © ;¢

4 ‘, ground-shaking codes. That's * &

' right, if you want it, you know - ¥4

’i where to find it, right here in- | ’.’;){.u

V /the sacred pages of GAME 4

LAYERS. Andaslongas

we're talking about the latest

%1 in codes, let's take a moment

i,/ fo address those of you who

bu have been sending me codes

¥ from games that can conserva- ’
¢ i fively be called ‘old". If a game
4 ¥

4/ is over six months old, don’t = ",

)' ‘even bother sending me codes ¥ g
N ? “Unless you happen to discover ' :

T . something like Teri Hatcher's

Wy ‘lphone number hidden inside.
? ¢ This month we are happy "

to welcome the folks at Interact -4 '

, Accessories to the Code Ty

Dungeon Interact will be pro-
. # viding us codes for the Game'

;~.'Shark on a monthly basis. In

* other words, they are going to'

make my life easier. Which js

What you should be doing. So |

get back ]

o s

4
i

&

hH

g
[
|
E,

5



CODES

THUNDERSTRIKE 2

ASSAULT RIGS

e e N

: =€<’;‘U‘§ Gold for PiayS’fuhon
Working Vacation

For all of you who like to destroy, destroy, destroy!
Here’s a few level codes that will have you creating
maximum mayhem with minimum effort. To input
these codes, just go to the password entry and pop

e

Tanks For The Memories

This month we seem to be fixated on destruction. So
here are a tank load of level codes, an invulnerability
code and an all-weapons code.

them in! Level Codes
Level1-Welcome ............... Circle, Circle, Circle, Circle,
South America SenR
Level 2 - Next Gen Square, X, Square, X, Triangle, Square
Levell ... ONHVOVEVEBDUSSQ i ... Triangle, Square, Square, Circle, ?Zircle, Triangle
Level2 .............. 2NH70VOVEFDQ592 ... Triangle, Square, Triangle, Triangle, Circle, Triangle
lievell8esc v 7RH30V7AEFD64BI .... Square, Triangle, Triangle, Triangle, X, Triangle
Leveld st 8NH30V8EEJD24PI .. Triangle, Square, Circle, Circle, X, Square
.. X, Square, Square, Square, Circle, Triangle
Guif 2 — 0Oil Disp"te ... Triangle, Square, X, Square, Triangle, Triangle
.. Square, Triangle, Square, X, Triangle, X
Levelpliaidins s oo VNHROVOE6JDES3I Tri X :
riangle, Triangle, Circle, Square, X, Square
Level2 .............. ORHVOUOBBNDAS3A [ [ gvel 11 - Arena...... Triangle, Triangle, X, Triangle, Circle, Square
Level3 .............. IFHDOUOUBRDMS5P2 . ....Circle, Square, Triangle, Triangle, Triangle, Circle
Leveld .........c.... NJHPOUKE6VDISBI Level 13 - Ramps. . . Triangle, Square, Circle, X, Triangle, Square
Level 14 - Oasis . . . . Triangle, Triangle, X, Square, Square, X
Stealth Level 15 - Halls .. . . Circle, X, Triangle, Triangle, Triangle, Triangle
Level 16 - Coaster . . Circle, Square, Circle, Circle, Circle, Square
tgz:: ; """"""" SZSESSS&G%%QA Level 17 - Mine .. . . Triangle, Triangle, Triangle, Circle, Triangle, Square
""""""" Level 18 - Look Up . . Square, Circle, Square, X, Square, Triangle
Level 3t o i e AFHPOUKUA2DM4HI i ; ;
Level 19 - Deadline . . X, X, Square, X, Triangle, Circle
5 Level 20 -Fort. . ... X, Square, X, Triangle, Triangle, Square
cem’ Amer ica Level 21 - Stairway. . . ... .... Triangle, Square, Triangle, Square, Triangle, Triangle
lievelitea. s v 2 s FJHLOUGII2CE4K! Level 22 - Park A Lot . ... .... Square, Square, Triangle, Circle, Square, Triangle
Levalif i in o G7HHOU7212CA5R2 m ﬁ i g:mcﬂm ----- -+ Circle, |X X X, X, Triangle 1
- Shootme..... .... Triangle, Square, Square, Triangle, Triangle, Triangle
LEVRla s omptin ey AEHERYRGIOGMA0N Level 25-Wild......... ... Triangle, Circle, Triangle, Triangle, Circle, Square
- Level 26 - OilRig ....... ... Square, Circle, Circle, X, Square, X .
sauu’ ch’"a sea Level 27 - Rightway .. . .. ... X, Circle, Square, Triangle, Triangle, Square To access all
Levelae. riohiiia KRG50URQ26GE4J2 Level 28 - Waste Two ... .... Square, Circle, Square, Square, Square, Square [V IEREN
eveli2s s sl ity ORGLOUTI3AGASUI Level 29 - Dodge . ....... .... Triangle, Square, Circle, X, Circle, Circle Left, Rigt
[Fovelraitias Srue t e FRG9S1CM3EGM52I Level 30-Air .......... .... Square, Circle, X, Circle, X, Square 5
Level 31-Jump ........ ... Circle, Square, X, Triangle, Circle, Triangle 5
Panama m gg - Eoom 101... .... Triangle, Square, X, Circle, Square, X Jow 3
- Firepower .. ... X X Triangle, X, X, Square , Up,
Level 1 .............. 93G5SDIUNGGEAOA Level 34 - Wave. ... ... X, Circle, Square, Circle, Circle, Square , De
Level2 .............. WG55HUENGGA4SQ Level 35 - Push Off. ... . . Circle, Triangle, X, Triangle, X, Triangle during game-
Levelidis s JNGH4CPUNKGMSTI Level 36 - Perimeter. . . .. X, Triangle, Triangle, X, X, Square play. You wil
Level 37 - Spiral ......... ... X, Triangle, Triangle, X, Triangle, Square hear the mes-
Level 38 -Bounce ...... ....Circle, X, Triangle, Triangle, Square, Triangle sage, ‘Max
izﬁtem E"mp fSGG 4406VOEE5R1 Level 39 - The Castle ... Square, Triangle, Square, Triangle, Square, X weapons
""""""" Level 40 - Fortress ...... ....Square, X, Triangle, X, X, Triangle added... Oh yes.’
Tevelop il ot F7GK5S2QUOEA4TA ) il gl : :
Level 41 - Lifts Ahoy .. ... .. Triangle, X, Triangle, Circle, Square, X to confirm the
Level3 .............. 27GK50UMVAEMS8Q level42-PushMe .............. Circle, X, Triangle, Circle, Triangle, Square code entry.
Gulf 1 — ca"y on For the all important
o e 7FGK48T6R8MEANI invuinerability code,
Eevel 2. i 8JGK48VUR8BMAS5JQ press Leff, X, Leff, X, [N
Left, Left, X, Right, |
e R T7GK28U2SCMM40I X, Right, X, X. The
message ‘Invincible! *

Yes indeedy.’ will

ENTERING
MILITARY ZONE
PLSH ME
OXAOADO

:m'—l
L

S5 ?g S%

May 1996 GAME PLAYERS 105



CODES
STREET FIGHTER ALPHA

SEGA RALLY CHAMPIONSHIP

Hidden Characters No More Hidden Cars
These codes will allow you to play as the hidden For all of you out there who really don’t care to

characters in Street Fighter Alpha. actually finish a game before you get your cheats,
: - . here’s the code to access the hidden car without
all the hassle of actually earning it.

To play as M. Bison,

go fo the random box =2

on the character select screen. Hold downL2 and press Left,
Left, Down, Down, Left, Down, Down, Square + Triangle.

press Left, Left, Left,
Down, Down, Down,
Square + Triangle.

To play as Dan, goiothe -

random box, hold down L2 3

and press Triangle, Square,

X, Circle, Triangle.

To access the character’s other color,
just replace Square + Triangle with
Circle + X for M. Bison and Akuma.
For Dan, just reverse the order of
entry and press Triangle, Circle, X,
Square, Triangle while holding the L2 button.

If you don't feel like winning a championship to
access the Lancia Stratos, here’s the easy way —

7

I Can See Clearly Now Invuinerable Phalanx!
Yes, here’s another straggler that didn’t quite make it in last This isn't actually a code for Zero Divide itself, but rather for the shooter game Tiny
month, but is a blast to use. Phalanx! that is hidden inside. We told you how to access the game last month, but
— for those of you who weren’t paying attention: hold down the START and SELECT
buttons on the second controller
while turning on the game. Anyway,
if the game
was a little
hard for you,
here’showto §
do the invinci-
bility code!

using the
helicopter

view enter

password
screen. This

| view will only
work on the
arena stage

To be an invincible Phalanx,
go to the option screen of
Tiny Phalanx!, highlight the
speed option and press
Left/Up, L2, R2, and
Triangle at the same time.
The background screen will i
tum red if you have done
this correctly.

Cagr—_ I GURA TR

3

©1991 .95 ZOOM AL 1 RICHTS RESERVED
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NAMCO MUSEUM CLASSICS VOL. 1
* Namco for PlayStation

Time Warp

Here’s an oldy but a goody that worked on the
original Galaga Game when it was in the
arcades ages ago. Now that the original is on
Namco’s compilation disc of classic games,
you can use this little cheat again. Neat, huh?

\ Let the two
remaining
ships fly and
shoot at you
for about 15
minutes. Be
patient and do
not even fire one
single shot during
e this fime. After a while, you will nofice that
i onitiho Spsuty Ak the ships will stop shooting at you. Let the
ships pass aboutfive times so that you are
sure that they have stopped firing. Once you
: * are sure, go ahead and kill the two remain-
ing ships. From that point on, no ships will
shoot at you in any of the following stages! /

at the ships as they
go into their first formation.
Destroy all of the ships

JOHNNY BAZOOKATONE
< - US. Gold for Satum

o

Rockin’ Codes
Although this game doesn’t make it anywhere near
my ‘most wanted’ list, if you've got it, these codes
should help you squeeze the most out of it.

Yes, we've got all the level codes for this strange,

but somehow rockin’, game and here they are:

Level1 -Prison.......... (Just start it.)
Level 2 - Hotel. ........... WALKER
Level 3 - Kitchen.......... OVERTIME
Level 4 - Hospital .. ...... VILLA

Level 5 - Penthouse .. ... ENDBOSS

To get infinite lives, just
enfer TAEHC at the pass-

Lz i word screen! (You'll

- I
Rockin’ Codes Pt. 2 e o bt
And for those PlayStation owners who are lucky skip fo the next level, pause
enough to own this, err... interesting game, here the game and hitX.)
are your codes: T
Level1-Prison .......... (Start the damn game!)

Level 2-Hotel .......... AFLEAPIT
Level 3 - Kitchen ......... TEASPOON
Level 4 - Hospital ....... SEDATION

Level 5 - Penthouse ...... VERYNICE

And as a nice bonus here are a couple more codes:
Invulnerability .......... PILCHARD

Level Select ............ KRISTIAN

wha aren’t merely satisfied with built-in
codés, Code Breakers will be running
., codes for the Game Shark Videogame *
—‘ Enhancer on a monthly basis. A product L,
¥ #°6f Interact Accessories, Inc., Game Shark®*
& . allows the gamer to customize control ' . 4
*..,settings and choose from a number of
/. options including unlimited power,

% gy

e oi o lives, weapons, levels and more.
Y5 847 Available for both the Saturn
ad " and PlayStation, both versions

come pre-loaded with codes for
[’" . some of today’s hottest videogame
Fa titles. But the best feature is that the
*1 Game Shark is continously updata-
4 %, ble. Game Sharkers have four
.+ " options to choose for their code
b . Updates. There is the code hotline at 1-
900-773-SHARK, the ‘Dangerous Waters’

. tip sheet subscription, the ‘Dangerous
;"' iy Waters’ World-Wide Web membership to
?-»\“: ‘access the ‘Surfing With The Sharks’ web
« 4 1 Site, and of course, you can find Game
i ", Shark codes right here in GAME
§.'/ o _3{ ~ PLAYERS own Code Breakers column.

%‘"?Satam Codes e
S PPSNY iTuA FicHTER 2

" MasterCode ... F6000914C305
g 860028000000
% tnfinite fime ........... 160E00320782
4" Play Under Water ... 160E00380010
B 160E001A0002

fhar ¢ s
u
&

.,’v Master Code .......... F6000914C305
Iy i B60028000000
f: " Lakeside (Practice Only) 160400180003
43

CORPSE KILLER

Master Code ........... F6000914 C305
(il B60028000000
* Infinite Datura Bullets . ... 6050D0E0063 , - #

R

v. - Play Station Codes .’
FONSINN MORTAL KOMBAT 3 JRREL

b " Unlimited Energy (Player One) 801cbc38 0004
‘ 3 i

SN TOTAL ECLIPSE TURBO WA

./ linfinite Plasma Bombs . . . 80078DD40003 ':“ q

“ i

vt QI
e A : *.;‘8092D53Acog1i‘-;_

5

e
-

edaee
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Now here is someone who should
serve as an example and role model for

> all you aspiring Code Monkeys out
~ .« there. Kris Teng of San Jose, CA
s our Code Monkey this month for being *
he first to get me codes for the mother of
all monkey games, Donkey Kong Country
2: Diddy’s Kong Quest. Kris is either the
first person in the free world (a.k.a. beyond
 the walls of Nintendo) to discover these
" codes or just the sneakiest person in
the free world. Regardless, Kris got
~ ./me those coveted DKC2 codes first
and now is one of the few, the
proud, the Code Monkeys.

Rockin’ Codes Pt. 3(D0)
Hey! How about this? Some codes for the 3DO version. For
some reason there’s a code for the first level. Go figure!

Level 2 - Hotel ... LOVESHAK
Level 3 - Kifchen .. STIRITUP
Level 4 - Hospital ........LIVEAID
Level 5 - Penthouse ...... PLECTRUM

Sorry, no invulnerability or infinite live codes are avail-
able for the 3D0.

EARTHWORM JIM 2

Super Worm

We had some great codes last month for our little
worm buddy, but here are a few more to liven
things up. To use these codes, just hit the pause
button anytime during gameplay.

For 100% Energy: X, SELECT, X, B, X, SELECT, X, A
For Plasma Gun: X, X, X, X, A, A, A, SELECT

For Bubble Gun: X, X, X, X, A, B, A, SELECT

For Money Worms (once): A A B, A A Y, B Y
For Level 2b Puppy 2: Down, Right, A,

For Level 5a
Carival: Up,

4 Down X, A B Y,
Left, Right

For Level 91SO
9000: A, B, X, Left,
i Left, Right,

| Left, Right

B, X, Lefi, Right, A 488

—

DONKEY KONG COUNTRY 2

z

The first codes available for DKC2 leave you with a
decision. Harder or easier? Which will you choose?

In order to access the cheat mode, you will first need to
start a new game. Now, on the player select screen,
highlight the two player contest and press down five
times. This will reveal the sound test. Press down five

easier enfer Y, A, SELECT,
A, Down, Left, A, Down
i | to start the game with 50
lives! Once again, a
properly entered code
will be noted by a

To eliminate all DK barrels the game
increasing its difficulty slightly) press B, A, Right, Right, A,
Leff, A, X. You will hear a sound of a monkey if the
code is entered correctly. Note: Although there are
no DK barrels once you use this code, you will
start each level with both Diddy and Dixie.)

EARTHWORM JIM 2

;5}'/’ Worm Power

i Okay, Genesis owners, pay attention! Don't let
those Super NES owners hog all the worm
glory. Here are your codes.

Like with the Super NES, pause the game fo
enter the following codes:

For100% Energy: A, B, C, A B, C A A
ForPlasmaGun: C, G, C, G, A A A B

For Bubble Gun: C, C,C,C, A A B B

For Money Worms (once): C, A, C, A,
GCAGA

For Level 2b Puppy 2: Left, Right,
B, C, C, Left, Right, A

4 For Level 5a Camival: B, B, C, A,
B, C, Left, Right

For Level 9 1SO 9000: A, B, C,
Right, Right, Right, Right, Right

v
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THEME PARK
: Electronic Arts for Satum

JUMPING FLASH! :
Sony CE for PlayStatioh " .+ #5557
Finally ! A Stage Select! The Everything Code

Now here’s a game that’s in my great gaming hall of fame! Look, if you've got all the money and all
And even though it’s been out a while, a stage select for a the stuff, you've probably taken all the
game this good still makes it in as far as I'm concerned. challenge out of a strategy/simulation
game. But if you insist, here it is!
To get access to all the stuff in
your theme park, start a new
game and enter DEAD as your
nick name. Finish filling out all
the rest of the info and select
the country for your theme park.
When you start the game press the left shoulder but-
ton and go the ride purchase menu. Then press the
X,Y,Z, A, B, and C buttons simultaneously. You should hear a bunch of
kids say ‘Yeah’ and now you have all the rides, shops, and park features.

)

e

Baron Aloha is
waiting for you!

WORLD 6 AT L : {
STHGE 2 3 i st To get all the money you want, go back to the ride purchase menu and hit

i= s‘[% theX,Y,Z, A, B, and C but-

tons simultaneously again.

The kids will yell Yeah’ again.
The longer you hold down
the buttons the more money
you will receive. If for some

=| reason you don't load up on
enough cash in the begin-

| ning, you can now just hit the
| A, B, and C buttons at the

| same time during gameplay
to get even more money!

Press Up, Up, Down, Down, X, X, Left,
Right, Left, Right, X, Triangle, X, Triangle
at the title screen fo inifiate the stage
select. If the code is entered correctly, part
of the background will turn red. Now, start
your game and just use your directional pad to
scroll o the left or right to reach the stage you desire.

CLOCKWORK KNIGHT 2
Sega for Satum

For a stage select Cuckoo Clock
cheat, enter the Here’s a collection of codes that will help you get
following ot the through another wacky adventure.

title screen: Right,

Up, Left, Up, Right, \
Up, Down, Up, Left, "\
Up, Left, Up. Use the =

directional control and the Z but-
ton to select which stage you want.

For 999 lives,

To view the ending for Clockwork
Knight 2, enter Right, Up, Left, Up,
Down, Up, Right, Left, Up, Right, Left,
Down at the fitle screen.

atthe
title screen.

In one of the neater
tricks in a while, to
A see special holi-
B day fitle screens
in CK2, set your

clock to Christmas,
New Year's and
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BACKLOG codes

OK, ev
sing along! What's
the magazine that —

has more codes for you and me? G-A-M, E-P-L, A-Y-E... Uh,

wait a minute. This isn‘t working out the way we thought it
would. Oh, to hell with it. Here’s a bunch more codes!

AGILE WARRIOR

SEPARATION ANXIETY

{” ;Virgi_nrlnterucﬁve for PIay%tdﬁg g Acclaim for Super NES*
Invincible Warrior Separate Levels

Invincibility Code Level Passwords

To access the the invincibility mode, pause the At the main menu screen, go to the Passwords
game and enter: Left, Square, Square, Square, opfion screen.

Square, Up, Triangle, Triangle, Triangle, Right,
Circle, Down, X, Triangle, Triangle, Triangle, Square.
Of course, you should remember that although you
can't be damaged, you can still run out of fuel.

EARTHWORM JIM 2

ldy;aggfgs Inferactive Entertainment for Super NES

Enter the following level passwords: DCCPMH for
Level 2; MDRKJP for Level 3; STSPPC for Level 4;
and QPMICV for Level 5.

Don't forget, the action isn't going

Heart Worming Codes
Worm Steroids

For One Ups: Left, SELECT, Right, SELECT, L, SELECT,
R, SELECT
For Ammo: SELECT, X, X, X, X, X, X, SELECT
For 3-Shot Gun: X, X, X, X, A, A, X, SELECT
For Teleport Bomb: X, X, X, X, B, B, B, B (This code
works but I'm not sure exactly what it does, drop
me a line if you figure it out)
For a one time extra continue: A, SELECT, A, B, X, Y,
XY
Toskiptolevel3:A,B, X, LR LA B
Toskiptolevel 7:A, X, LR X, LR L
. One more code that'’s
/i) mighty handy but only
works in the Super NES
. version is the Stage
" Skip code. Once
again, pause the game and
enter SELECT, B, X, A, A, X, B,
SELECT. When you unpause the
) < game you'll see the cows that
: — congratulate you

‘ upon completion
of the level and
you'll go right to
\ the next stage.

” SNES version, this code works but you got me on

Heart Wormin
Codes

rt 2
Genesis Steroids
Like the Super NES version, pause the game and
enter the following codes fo make EJ's life easier...
For One Ups: A, B,C,C,C,A A B
ForAmmo: C,B,B,A,C,B, A A
For 3-Shot Gun: C,C,C,C,A A A C
For Teleport Bomb: C, A, B, C, A, B, U, D (Asin the

exactly what it does.)
For a one time extra confinue: A, A, C,C, B, A L L
Toskiptolevel3:C,B,C,LR LA B

Toskiptolevel7:A A, C,C,B,B,A A

4
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BATTLESPORT
o Studio 3DO for 3DQ *

Battle Code!

Hidden Message
== Select the one player game

p: and enter HAWKIN at the

L d Enfer Name screen and you

will hear

a secret

C#1

Custom Football

Extra Play Modes

First go to the Options Screen and press Select.

Press Select again to get to the Passwords screen.
Enter the following passwords for some game-altering
special effects.

Enfer URNOTREDE for an ulira difficulty level in the one
player mode. Enfer SKELETON fo play as two new
teams. Enter PICK.CITY to increase interceptions. Enfer
BIG.BOYS to increase the size of the backs.

Enter OFFENSE fo increase offensive status and
DEFENSE to do the same for defense. Enter STICKUM fo
enhance coverage.




VIRTUA FIGHTER 2
Sega for Saturn

= e
e

_ BACKLOG

codes

OFF-WORLD INTERGEPTOR EXTREME
Ery;fpl Dynamics for PIaySfoﬁg £,

Virtua Godé Heaven

Cornucopia Of Codes

To play as Dural go to the Player Select
screen. Pick Akira and press Down, Up,
Right, then A+Left. (Just like on the first

Virtua Fighter.)

To play as Gold Dural do the same but
press Down, Up, Left, A+Right instead.

In a game devoid of supernatural-type
moves, here’s a trick that miraculously teleports Jeffrey (or
at least makes him run really fast). This trick can only be
done when Jeffrey is fighting Shun Di. Make Shun sit

down and have Jeffrey do his power bomb move
(Down/Forward+P+K+G) from anywhere in
the ring.

You can actually choose the characters who
fight in the Watch Mode by pressing START
when the selection box goes over the
character. Player one needs to go first, then
player two.

Also in Watch Mode, press X while the char-
acters are fighting fo switch the view from
the standard side to side mode to the
sweeping mode.

To get the alterate color uniforms for your
character press Up and C simultaneously at
\me Character Selection Screen.

ZERO DIVIDE
:"9 Warner Interactive for Playsmtm

Sweet, creamy filling!

Hidden Game

Put in the Zero Divide game info your PlayStation
and fum it on. While the game is powering up hold
down the SELECT and START buttons on the player
two controller. Keep holding down the buttons as
the developers logos appear on the screen and
Phalanx! will load right up!

You'll be in shooter heaven as you play the full ver-
sion of Phalanx!, but one note, the ending screen of
Phalanx! will still be in the original Japanese.

TOY STORY
Disney Igteraeﬁvé‘j;gfxf

To lnvmclblllty and
Beyond!
Skip And Stomp

For the always welcome level skip code enter
A B,R A C A D,A,B,R, Aatthe Toy Story
Infro screen (not the one Buzz flies through).
Then pause the game at anytime during
gameplay and press A. You will then be
transported to the next level.

What's better than being an animated char-
acter? How about an invincible animated
character? To be invincible collect seven (and
only seven stars) at the Level Two (Putting
Toys Away Level) then jump in the Toy Box
and duck down for 6 seconds.

TOTAL ECLIPSE TURBO
,A fystal_ pynumics for PIuyStgﬁoq

Freedom At Last

Level Select

First go to the Main Menu screen then push and
hold the select button, then press Triangle, L1

and Square.

Release the Select button and then press Triangle,
L1, Square, Triangle, L1, Square and Down.

Scroll through the stage select with the Left and
Right directions on the direction pad.

Accessing the later levels has never been so easy.

‘Namco for PlayStation*

BE the Bear!

Play As Sub-boss

First beat all the normal characters in the game.
After beating all the normal characters you will fight a
sub-boss.
Aﬁerbeahngmesub—bossyouwillﬂmbeubleto
play as that sub-boss.

Play as Heihachi and Devil
Kazuya

Play As Secret Characters

To play as Heihachi you'll have fo beat the entire
game without confinuing.

To play as Devil Kazuya you'll have to beat all the
rounds of Galaxian at the beginning of the game.
Good Luck!

Big Bucks
Get Extra Cash

To get extra cash first go to the main menu screen
then choose Opfions.

Once you reach the Options Screen press Square,
X, Circle (six fimes in a row) then press L1.

When done correctly this will boost your cash sup-
ply quite drasfically allowing you to buy almost
anything you desire.

NBA JAM TE
) Acclaim for PlayStatio

Here We Go Again

Hidden Characters
To gain access to the following list of
players simply answer ‘Yes’ at the
initials prompt.
Then hold L1 and R1 as you enter the fol-
lowing initials and birth dates:
i . APE, April 2
. ADR, April 6
. MCA, April 9
.M_D, July1
.BIL, June 3
. HIL, November 6
. HOR, June 12
. LAR, January 15
. HEA, January 9
. THI, November 1
. FNK, January 8
. AR, January 21
. STH, December 8
. KUB, April 14
.JAX, March 1
. SNK, June 15
. BEN, September 20
Prince Churies .CHA, May 4
Thurston Moore . . . . MOE, June 8

Can We Play?
Extended Rosters

Go to the Team-Select screen, then press
and hold the Select button.

While holding the Select button, rotate the
Direction buttons two times

counter- clockwise.

You will then be able to play with an
extended roster.

Even More Surprises

Extra Options

At the “Tonight's Match-Up” screen enter
the following codes:

For Full-court push, press Down, Down, X,
Circle, X, Right, Right.

For High Shots, press Up, Down, Up, Down,
Right, Up, Circle, Circle, Circle, Circle, Down
To speed-up play, press Up, Up, Up, Up,
Left, Left, Left, Left, X, Triangle.

For powered-up three pointers, press Up,
Down, Left, Right, Left, Down, Up.

To display shot percentages, press Up, Up,
Down, Down, Triangle.

For powered-up Goal Tending, press Right,
Up, Down, Right, Down, Up.
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BACKLOG codes

: :Sony Interactive for PlayStation

Game Intensifiers
Loaded And Invincible

To face five enemiesinthe o . .
Arena stage, enter: % S,
Square, Triangle, € o 3&?“’“»% )
Circle, neE
Square, Square.
To devastate all
who stand in your
way, enter this code

| .

?wﬁ;

for unlimited weapons: 2
Triangle, Space, Square,
Circle, Circle.

Ever wanted to be an
Untouchable? Try this invincibil-

ity code: Square, Triangle, X, Space, Circle.

VECTORMAN

Sega for Genesis

Alphabet Sup

Stage Skip And More

At the SEGA logo screen at the beginning of the
game, move Vectorman under the logo and shoot
up 24 times. Then, jump up and hit your head on
the logo 12 times. Letters will then start falling from
the top of the screen. Catch at least 90 letters and
the game will start on a higher stage.

As for actual codes, pause the game anytime dur-
ing the gameplay and enter Down, Right, A, C, Up,
Left, A (D-R-A-C-U-L-A) and everything will go in
slow motion anytime you are hit.

For Vectorman fo be tumed into a small computer
arrow, enter C, A, Left, Left, A, C, A, B (C-A-L-L-A-C-

A-B) while

the game is

paused. Why

would you

want to do this?

Because you can

then go anywhere ona

level and destroy enemies by just
touching them. One draw back, the only thing
you can't destroy with the arrow is the
stage boss.

SEGA RALLY CHAMPIONSHIP

Wllhams for PlayStation’ i i Sega for Saturn
l.:ke Doom, Only Easler' To the Finish Line
Maximum Doom Hidden Track, Hidden Car

For those who seek to be gods — you're in luck,
I've got a God Mode Code. At anytime in the
game, pause and press Down, L2, Square, R1,
Right, L, Left Circle. Let me fell you, the game
gets a LOT easier when you‘re God.

For Lots of Goodies (maxed ammo and all the
keys) pause and press X, Triangle, L1, Up,
Down, R2, Left, Left.

To skip levels enter Right, Left, R2, R, Triangle,
L1, Circle, X.

Thisis a really cool code that displays some of [

PlayStations cool effects. For X-Ray Vision
mode pause and enter L}, R2, L2, R1, Right,
Triangle, X, Right. You can see them, but they
can‘t see you!

To retain some of the original challenge but
make death and destruction a little easier, enter
Triangle, Triangle, L2, R2, L2, R2, R1, Square for
maps with all the lines drawn in.

For maps that show the location of all items
pause and enter Triangle, Triangle, L2, R2, L2,
R2, R1, Circle.
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Most people already seem to know this, but in

case you don't, to race on the hidden Lakeside

course you just need to finish in first on the

Mountain track.

Experience the thrill of mirror mode by holding
down Y while

o >

pressing C on the select game screen.

Hyper Car mode is achieved by holding down the

X button while pressing C on the car selection

screen. The only difference in Hyper Car mode is

that the car accelerates and handles better.

One more little trick for Sega Rally. To zoom in and

out during the replay of your races, hold Down+Z,

then use the Left and Right shoulder buttons for

your zooming pleasure.

Now, if you'd like fo be able to race in that

shiny, new hidden car known as the
Lancia Stratos, place first

using the normal

\ seﬂlngonfhe
S

championship mode.

SHINOBI LEGIONS
Vic Tokai for Sq@;unﬁ

Not Tough Enough?
Expert Mode
Atthe fitle screen press Start, A, B, C, B, A.
When the game starts you'll nofice that you are
left with only one hit point and no exira men.
Good Luck!

Ninja Hopping
Stage Select
At any point in the game press Start to pause then
pressA, B A B, C.
When you see the stage number appear in the bot-
tom left comer you'll know you've done it right.
Use the D-pad fo scroll through the stages.
Then check out some of the later stage you've
been missing.

Virtua Menus

Secret Menu

At the Title Screen, press Upmlrnes,ihen
press Start.

Enter the Options mode.

Move the cursor off the bottom of the screen,
then press A.

Choose from your new options with the
Direction Pad.

BATMAN FOREVER
ik Acclaim for Super NES 4
Holy Stage Select
Stage Select

Scroll through the stages with the D-pad.
Now you get to see those crazy later levels.
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THIS 1S THE
WNERF BLASTER
0. |T WILL?LC%V

K
YOURE THINKING.. DID |
FIRE AVE NERF BALLS

O ) |
FEEL LUCKY? W&kt
oo £

YA, PUNK?

P 555*! Hey, can you keep a secrerzl |
mean, a really big secret! Good. Listen up:

Chris Slate just came b\( hefe and se::;ii:; ',
ect a fantastic surprise in the ne 1
ZKME PLAYERS. He wouldn’t Ie:( onw s?nce
'l to wait. You know,
was, so we'll just have bt 3
ire not really sure just what is 9
w:x:s‘;ue P'll bet that he came l_)y here anl;ls .
nmade the \,Nhole thing up. That klm:a §o:{1me
i i know? That’s ju
a Chris State thing, you T e
ind of thing he’d do. Get every |
‘a(::::l? a big surprise and so \::‘ :;I ‘\:I:It tt':;' ; o
en the issue C 5
e thurprise! And when you looK up
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UH.. SHOULON'T
YOU HAVE YOUR
FINGER ON THE

7TR/GGER, OR

SOMETHING,
yYaw rerorz?

from your magazine, realizing _\g‘u{al; I;::i:ad,
isis j ing there, Wi
Chris is just standing 3 g
‘ a! Gotcha!’ look on his a, 5 F
rl;‘a:,llty‘ burns me up! In fact, we' re‘ gon:: L.
straighten him out right now! W:qr: :“ r?ol -
we? Hell, no!
him treat us that way, are
lfztcl let’s all get our scythes and torches a;t‘I: .
fon;\ a big, angry mob! We’ll storm the castle!
monster!!! ;
Deamu\:‘)"t-h :orry about that. Sometimes :vx?k
get a little carried away. Anyway, the ';a 2
issue of GAME PLAYERfv, goes o;\h o
everywhere on May 4th. Don t miss the big

surprise (yeah, right)!

Hey, who left the barfbag in here? Here’s
the May Scrambled Mess. Can you find this
screen somewhere in the magazine? Write
the name of the game on the back of a

4 postcard and mail your entry to:

i May’s Scrambled Mess,
BGAME PLAYERS |

'] 150 North Hill Drive;

] Brishane, CA 84005.

The first entry we pick out of the box on
the day we lay out this page, wins the
Mystery Prize. Remember to include the
system you own. All the usual rules apply.
‘The winner of our January’s Scrambled
Mess Contest was Jesse Simpson, of
# Colbert, WA. He correctly identified the
i scrambled picture as a screen shot from
8 Flying Nightmares. Your Mystery Prize is
on the way, Jesse, but someone shot down
the Postal Service plane. Go figure...
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e's the stylishly slim star of the

galaxy's most radical video

game hit and he's coming to
home video! Now, the hippest hero
ever to slip into a cyber-powered super-
suit is about to romp onto the small
screen in four exciting new tapes.
Each videocassette features two
outrageous animated adventures. So
worm your way into your favorite store
and collect the entire groundbreaking,
dirt-cheap, ray-gun-blazin’ new series.

Suggested Retail Price

Limited Edition

Earthworm Jim / '

Action Figure! f / N One (1) Earthworm Jim
Ayailab]e by mail | . 3 v . e : ; Tra d! ng C d I'd.
with two proofs | /3 Y o8 i 20 B2 7 A8 i Collect all four!

p“uaae.  of purchase : R el O . & N - T TETTIETT L
PSS from any of the , AP | _— B ~U
: * Earthworm Jim § Y)W N . PLUS
videocassette ' | e | PO ssp ”
‘ titles| _ R Al - L B A BN Exclusive "Hints &
See videocassette insert for details. | - o N % & B\ d -I- " [_ /
Offer expires 9/30/96. A $5.99 valuel \ | ' e '} : : e\ it an IS or

SUS'H X 32w X 1/2°D e V1 - & N e the Earthworm Jim 2™
chdbonanll [N S | Video Gamel!

S 2

o -

CARTG-O;; r!’iﬁxlor Ny ; . li
©1995 Universal Cartoon Studios, Inc. All Rights Resery et ks by i 1011 el R R IR R 4 R PR CTE T R A D R A ey d Playmates and the characters created by Doug TenNapel.
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TWO GAMES IN ONE: FULL DF INTEFINATIONAL FREE KICK! WATCH REVIEW SHOTS WITH
INDOOR & OUTDOOR SOCCER! HIGHLIGHTS! FOR THE BANANA! INSTANT REPLAY!

Striker 96™ meets you head on with state-of-the-art soccer including an exclusive indoor soccer
option! Exhibition, league, tournament and championship modes! Simulation and arcade options!
View the ultra-realistic play from any of seven different camera angles and catch an instant
replay of your majestic moves and greatest goals! The #1 team sport in the world comes. alive!

STRIKER 96 _ACdim

entertainment in
FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. Copyright © 1996
Rage Software Ltd. All rights reserved. Copyright © 1996 Coconuts Japan Entertainment, Co., Ltd. Under exclusive license from Rage Software. “PlayStation” and the “ . " logo are
trademarks of Sony Computer Entertainment, Inc. Acclaim is a division and registered trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. All rights reserved.
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