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*New layoffs at Sega..

Nintendo loses in Japan.

*Sony’s growing too fast.

+EGM redesigns Review Crew
and Tricks...

ega has just announced that

there has been another series of

layoffs at the home of the hedge

hog. This is the second such “leaning
down” in less than one year, and this is
leading to a whole new series of rumors
about Sega's future. While anything can
happen in the next few months, staff who
still_have jobs there appear optimistic
about Sega staying in the video game
business. And why not? Sales of the
Saturn were strong last Christmas, as
Sega finally found the hook (free games)
that was needed to get gamers to buy the
stem. Now all Sega has to do is find

a way to increase the number of games in
their software library. With rapidly rising
costs of producing games, many develop:
rs are looking at the PlayStation and PC
as the safest way to invest their budget
Nabbing a few key games, like a Street
Fighter [11 or MKIV as Saturn-only exclu:
sives, would go a long way to show every-
body that Sega is serious about staying in
the hardware and software business in
the United States. The bottom line is that
it is still too premature to go and list your

system and games in the want ads.

About Nintendo? According to the
sales figures that they are talking about,
it seems that Nintendo of America can
do no wrong. About the only thing that is
slowing them down is that they can't get
enough quality software into the market
place fast enough to keep their hardware
sales moving. But that is America. In
Japan it is just the opposite. Having lost
both Square (Final Fantasy VII) and Enix
(Dragon Quest 7) to Sony's PlayStation,
coupled recently with a series of not-too:
revolutionary software from their so-
called elite group of third-party develop:
ers, the Nintendo 64 has quickly dropped
out of favor with the Japanese game
players. Nintendo has gone through
droughts before, and they will surely
spring back when StarFox comes out, but
there is a much larger problem on the
horizon. As previously mentioned,
Nintendo is counting on the revolutionary
64DD disk drive to jump one step ahead
of the CD-based game systems.
Unfortunately, Nintendo miscalculated
the speed at which 6X and 8X CD drive
would drop in price, so now when they
finally launch their DD, they could be up
against a “new” PlayStation, fully back:
ward compatible, that will equal if not
exceed the disk access time and memo.
ry capacity of Nintendo's disks. And as
games become more complex, feature
more CG and require multiple CDs for

Ed gets the first crack at Tomb Raider 2
during visit to the CORE offices.

each game, it will be very hard for
Nintendo to win back the Squares and
Enixes, let alone keep the developers
they have. Couple that with a very high
apparent cost for cartridge memory and
Nintendo has some serious thinking
to do before next Christmas. Already they
are slashing game prices in Japan down
1o the $60 and $50 range, just to stay
competitive with Sony's and Sega's
€D games.

Finally there is Sony. The company that
came from nowhere in a few short years
became number one in the video game
business. All isn't well though in
PlayStation land. Losing key executives
not once but several times is not helping
Sony keep their focus on the game mar
ket. By not looking back over their shoul
der, they let Nintendo get a foothold in the
marketplace. If they want to stay number
one, Sony will really have to work hard to
slow the Nintendo 64's growth in the U.S.

Who's going to win? That's the beauty
of this industry—no one knows! Analysts
will make projections, editors will make
seat-of-the-pants opinions. (Who me?
Never!) And players will banter back and
forth praising their system, its specs and

ame library. But again, with the proper
marketing plan, enough financial back
ing and a killer exclusive new game line
up, any of the big three could wind up on
top when the numbers come in at the
end of the year

In other news, if you haven't yet
scanned through the magazine, check
out our new Review Crew section and the
revised Tricks section. One thing that has
always bothered us here is the fact that
there just wasn't enough room to fully
review each game. After kicking around
ideas, | think we have the ultimate solu
tion. Our Tricks section is now tighter
and we can pack in even more tricks, tips
and codes than ever before. In addition.

now have better paper quality and our
screen shots are vastly improved. But this
is only the beginning—wait till next
month. By the way, have you found our
April Fool's joke in this issue? Also, let me
know what you like or dislike. Send me
an e-mal. My address s
75052.1667@compuserve.com
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~ THE FATE OF THE WORID
151N YOUR HANDS!

You're in the cockpit against Earth’s deadliest menace in this high-tech flight-based
game with blazing arcade thrills. Battle alien attack fighters as you obliterate the
City Destroyers deployed overhead by the massive Alien Mothership. As your
mission progresses from city to city, you fly faster and more heavily-armed planes,
from the F-18 Hornet to the captured alien fighter from Area 51, building to a

death-defying climax in a whiplash-paced assault inside the Mothership!

. ~ - - & mgv

hottest fighter Blast your way through over

g F-18s, Soviet a dozen missions that take

MIGs and Alien Fighters. you from the Grand Canyon,
to Tokyo, to Paris.

$10.00
MAIL-IN REBATE

WITH PURGHASE OF 104 VIDEDGANE AND

| S o - o 4
[Paystation ggGa SATURN i
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FREE*
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Trouble in video game land? Sega out? Nintendo losing?
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See which video game won the number-one spot this month.

28 GAMING GOS

THE inside source on the gaming industry from Q-Mann.

32 PROTOS

Exdusive firstlooks at games on the horizon.

52 REVIEW CREW

The only honest, no-hold's-barred game reviews.

58 TRICKS OF THE IRADE

Stuick in your game? We have the solution.

68 SPECIAL FEATUR

F7 news, plus the scoop on MKIV, Tomb Raider 2 and more.
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Previews and reviews for sports gamers.
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Shining the Holy Ar} /An open forum for readers’ questions and concerns.
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WCW vs. The World
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YOU WANT THE GOODS? Don't
miss your chance to ENTER THIS
GREAT CONTEST...Win a trip to E*
and party with the WCW wrestlers
in the contest sponsored by T*HQ!
Look for more details on page 115!




FINAL FANTASY VII IS NOW
A REALITY!

Straight from the shores of Japan, EGM has the first hands-on
preview of the game everybody has been craving—Final Fantasy
VIL. We'll fill you in on the story line, characters and what the
real game is all about. The story begins on page 68!

“Makou is a key element to the story line of FFVIL..”

CORE UNVEILS THE HOT
SEQUEL TO TOMB RAIDER

The buff-and-beautiful Lara Croft is back in the sequel to

Tomb Raider. We spoke with Core about what gamers can expect
from Tomb Raider 2, which will be more gun-toting action! As well,
check out their lineup of other intense games, like “Ninja” and
“Fighting Force.” The story begins on page 74!

“Callistro actually drowned when the Titanic sank..”

BOON TALKS WITH EGM
ABOUT MORTAL KOMBAT IV!

Ed Boon, half of the creative team of the MK series, chatted with
EGM about Mortal Kombat 1V, its hardware and why they went
with a 3-D look. Plus, find out which characters will be in the
fourth game! The story begins on page 82!

“When you get 3-D, all of a sudden you can look at characters in

different angles...

BLAST CORPS (N64)
HEXEN (N64)

DIE HARD ARCADE (S8)
HERC’S ADVENTURES (S88)
WING COMMANDER IV (PS)
MEGA MAN BATTLE & CHASE (PS)
TOSHINDEN 3 (PS)
BALLBLAZER (PS)

WILD ARMS (PS)
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Camaraderie. Brotherhood.
Sportsmanship. That's what
NBA Shoot Out '97 is all about.
Oh, victory has its spoils, but
they're not as rewarding as the
shared fellowship one feels
after capping off a drive to the
hole with a towering Tomahawk
Jam. Particularly when you're
jammin'on Ewing, Malone or
Olajuwon. And now, with revolu-
tionary Icon Passing; you can
execute pinpoint passes that
would make Payton, Kidd or
Hardaway jealous. Plus, new
motion capture will make all
your moves appear much, much
smoother. And faster. So if
you're going to demonstrate the
pump fake, fade-away jumper
or the flying windmill, you'll want
to perform them over and over
again so students of your game
don’t miss any fine points.
NBA Shoot Out '97. Don't let
it mess with your head.
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ONLY ON PLAYSTATION

and Icon Passing is a trademark of Sony Computer Entertainment America, Inc. NBA Shoot Out is a trademark of NBA Properties, Inc. The NBA and individual NBA Team identifcations
used on or in this product are trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc., and the respective member Teams and may not be used,
in whole or in part without the prior written consent of NBA Properties, Inc. ©1997 NBA Properties, Inc. Al rights reserved. ©1997 Sony Computer Entertainment Europe. wwW.sony.com



THE BEST VIDEO GAME NEWS

T

UPDATE

BLACK PS UNITS
HIT U.S./CANADA

nfortunately, these sweet-looking systems
U won't be available in stores. Available only

through Sony Computer Entertainment, the
black PlayStation will be offered to those interested
in joining Net Yaroze—a program that lets people
develop PS games at home on their PC or Mac.

Aside from the scaled-down development tools

that come with it, the system is unique because it
can play Japanese, US. and European games (the
latter requires a PAL-capable monitor). The cost to
join Net Yaroze?
$750 US. W

For more Net Yaroze info, visit this
Internet site: http://www.scea.sony.com/net

THE BIG STORY

A Sega/Bandai Team
Brings New Hope—

and Conflict—To The
Video Game Market

wo major players in the video game
T and toy industries have teamed

up to create~if all goes well—the
next interactive entertainment empire.

Sega Enterprises has announced a $1
billion-plus stock swap to merge with
Bandai, a company best known for the
Power Rangers, Ultraman and the Pippin
@World multimedia machine.

Barring any unforeseen glitches, the
companies will merge Oct. 1. under the
name Sega Bandai. Itll be based at Sega's
offices in Tokyo.

The merger certainly aims to reverse the
recent troubles plaguing both companies—
the Saturn trails both PlayStation and
Nintendo 64, while Bandai's @World has
failed to catch on like wildfire.

Sega’s foes in the video game market,
Nintendo and Sony, took the merger news
with indifference. One Nintendo Co. official,
quoted by Reuters, said the merger posed
“no worries” since Bandai and Sega's
strengths currently lie in toys and arcade
games, not the home game market. Sony
Computer Entertainment did not release
any statement in response to the merger.

Most analysts agree that the merger
poses no immediate threat to Sony's or
Nintendo's market share. However, they
note the bonding of Sega's and Bandai's
operations
will give the
new union
an edge as
television,

Bandai says the merger
won't affect its commit-
ment to the Pippin...but
does it clash with Sega’s Net Link efforts?

= Arcade Expertise: With games such as
Virtua Fighter 3 and entertainment centers
worldwide, Sega knows how to run arcades
m Software Development: Saturn and PC

® A Strong Software Distribution System.
 Sega Channel: It has already forged strong
links with major cable TV companies.

ot

Both companies bring a variety of operations
under one roof. Some key elements include

One of the world’s best-

V. known video game mascots

/' (Sonic) will join forces with one
/ of the world’s most popular toys
(the Power Rangers).

Internet and video
game technologies
begin to converge.

For video gamers, the
merger raises intriguing
questions over the future of

Bandai operations that surely conflict with
Sega's plans. Most notably, Bandai is a
third-party publisher of PS games (see the
ZXE-D story in EGM issue #92's Press Start
for one example). The most recent word
from Bandai is that it has no plans to stop
PS game publishing—after all, it makes no
sense to dump a profitable business.

One product with a far murkier future is
Bandai's Pippin @World player, since it
does compete somewhat with the Saturn’s
Net Link Web browser. Again, Bandai has
said it will support the machine, despite
reports that its inventor, Apple Computer,
may stop active development for it. B

oM
Photo
usiraton
(s s nox
areal toy
you idot)

&

= Key Licenses: Not only does Bandai have
pular franchises in Japan, but it knows how
10 sell toys featuring those franchises.
= Software Development: Pippin and PS.
ain, most games are based on licenses
Digital Entertainment: The Pippin @World
Bandai in the TV/Internet market
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OVERSEAS

Despite Stellar
Holidays, \64
Loses Key RPG
The PlayStation mem hile posting record sales
ory card storage limit w in the United States at the

has been broken yet

This title may have belonged to the
end of 1996, Nintendo Super NES, but t's the PlayStation that

again: In Japan, one suffered a tough blow when N64 (G0’ benefit ofits sequel.
company has released developer Enix announced that the
a 480-block memory next game in its Dragon Quest CD format meant it would be
card (above). That series, DQ VI, will be a PlayStation  cheaper to mass-produce games.
equal to 32 standard exclusive to arrive by 1999 Along with Square, Enix also
cards. The card has an Nintendo Co. President Hiroshi  noted the appeal of the CD format
LED that shows what Yamauchi downplayed the loss of  from a development standpoint: It
part of the card is the series (and quite possibly, its 2 doesn’t have memory limitations
being accessed. No million or so followers in Japan); like N64 cartridges do
word yet whether any after all, Enix still remains an N64 As a response to complaints
company will sell a game maker. However, N64 has over high N64 cartridge prices,
similar card here in not fared well in Japan withouta  Nintendo plans to drop prices on
the United States. killer RPG to pit against the PS’ upcoming games in Japan. For
offerings, including Square's Final  example, Blast Dozer (Blast Corps
GT Interactive Gets Fantasy VIl (another top RPGthat in the US.) will sell for roughly $70
had been expected for the N64). US.~well below the standard $100
matter of time before According to overseas reports,  US. tag. Nintendo hopes to boost
[ JUTSTCEEVITACE  Enix decided to bring DQVII to the  sales of other games like StarFox
1o a 64-Bit console PS for purely economic reasons: It 64, by offering free accessories
like the Nintendo 64 offered the largest market, and the  such as the Force Pak. B

GT plans 1o roll out

hree N6 les this
Jear: i st UPDATE

Raven and
el EGM GETS

Duke Nuke'm 3D and pAws o“ ‘
ANALOG

Unreal, a GT rep said

Out of all the pictures
e PS PAD
Park Media's new E GMss editors are

ideo, Battle Arena among the first
Toshinden (based on gamers in the

The L2 and
R2 buttons (not

the video game), we United States to grip the

had 1o pick the shot eagerly awaited dual-analog shown) on this

of Tracy (below) show PlayStation controllers from Sony ~ pad are bigger—

ing off her ultr Computer Entertainment. First thus easier to

outfit. Shame on us! thoughts? Two thumbs on, er, up.  find by touch.

Anyway, the video’s in As stated in an earlier EGM .

stores now for $19.95 news story, the pads are roughly ~ The joysticks, which look like
the same size (and heft) as the short mushrooms, felt like a hybrid
regular controller. The only between Sega’s analog thumb pad
changes: the two analog sticks; and Nintendo's longer analog
a digital/analog switch; larger, stick—a nice combination
curved L2 and R2 buttons and Other EGM editors tested the
the force feedback function (it pad at several developers, which
makes the pad vibrate). had received their own pads to

AtSCE's product development  incorporate analog control into

offices, one editor played a simple  their games in progress
3-D pong demo 10 test its control. While SCE has not officially
The analog sticks are surprisingly  announced a release date, multiple
responsive; a little nudge is all sources said it would come out

that's needed to record movement. by the end of August. B
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Are you a Mortal
Kombat junkie? If so
you might want to
check out some new
PolyGram videos
both episodes from
USA Net

cessful cartoon series.
Each 30-minute video

costs $9.95

ork’s suc:

Wills is making

from the silver screen
to the computer
screen. Activisior
has inked a multimil
lion-dollar deal to put
Willis' likeness into
Apocalypse, a futuris
tic arcade-style action
shooter. In the game,
Il play a side
ho tags along
with the player a
fighting comps
pull off the f
Activision
employ “revolutionary
cyber-scanning and
motion-capture tech-
niques” to create
3-D model of Willis.

wsuit against
two ex-employees and
their current employer

employees allegedly
reneged on a deal to
finish VMX Racing
(thus delaying it
release), and used
studio e's equipment
to begin a n

company called
Inland Productions
which had made a
WCW wrestling game
for T"HQ. A T°HQ

id the comparn

!
U
:
:
.”

doing in it
with Inland.
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TECHNOLOGY SPOTLIGHT

NEW 3-D SEEKS LINK
TO VIDEO GAME USE

This continues a series of stories

that highlight emerging technolo-
gies and their possible effects on
video gaming’s future.

he prevailing complaint
about current visual 3-D

displays is eye strain—and
the headaches that often ensue—
which makes 3-D difficult to view
for extended periods of time or
from certain angles.

However, one firm has found a
way to solve those problems. By
using a special screen overlay that
“floats” 2-D images on multiple
layers, users can watch in 3-D
without straining eyes, and without

needing headsets or glasses.

REVIEW

IT™s
GUNZ

here seems to more light
T guns than gun games out
for the PlayStation right now.

ACT Labs’ model, dubbed the
Gunz, is one of the better quality
ones out there—not necessarily for
its features, but since it has virtual-
ly no compatibility problems com-
pared to other guns.

EGMtested it with Konami's
Crypt Killer, and not once did the
auto reload fail to work (the auto
reload comes in five-, 10- and 15-
round bursts). Otherwise, the light-
weight gun offers the standard set
of features (the special weapon
button is placed at the back).
There's also a Saturn model. W

] Gunz [(PS)
$29.99 (msrp) » Available now

+ easy auto-reload switch

+ no compatibility problems

- no autofire/rapid fire feature
-0 dual-system plug

A ke Gy

“The Floating Image System is a

Basically, all that's needed is the
special reflector screen that fits
over a TV or monitor. Because
these layered images run indepen-
dently of each other, they can cre-
ate special effects such as true
parallax scrolling or focus shifts
from foreground to background.
Aside from the screens’ rather

ery
offering that could be a very prac-
tical and economical method for
3-D imaging,” said Hisao Oguchi,
general manager of Sega’s AM3
arcade game development team.

Indeed, arcade and home video
games may be the first fields to
take advantage of this technology
from Floating Images.

cost (possibly as low
as $80 per TV monitor), the display
can be viewed at any angle with-
out image degradation—another
plus over current 3-D methods.

Currently, Floating Images is
seeking out companies interested
in exploiting this 3-D technology,
including at least one PlayStation
game developer. B

BY THE NUMBERS
NINTENDO BOOSTS

hatever Nintendo's situation in Japan,
w one still can't escape the fact that the
Nintendo 64 system has caught on
like wildfire in the United States.
According to TRSTS reports, the N64 last
December sold as many systems as Sony
and Sega combined, giving it 44 percent of
the industry's revenues in 1996. (Overall, 1.75
million U.S. N64s were sold in 13 weeks, the
fastest rate ever) Plus, Nintendo owned the
top five selling video games in December—
three for the N64 and two for the Super NES.
On the heels of those figures, Nintendo Co.
President Hiroshi Yamauchi has announced
that the company will increase N64 production
from 700,000 to 800,000 a month.
Later this year, Nintendo plans to increase
production to 1 million N64s a month through
March 1998, overseas sources said. B

According to TRSTS
who sold the most
N64 controllers in
the last two months.
of '96? Hint: It's not
Nintendo. In fact,
InterAct Accessories
showed that ts
peripheral lineup,
which includes the
SharkPad Pro 64,
took up 53 percent
of all N6 controller
sales, according to
InterAct and TRSTS.

PREVIEW

NAKI CUTS ALL CORDS
WITH WIRELESS PS PAD

aki has just brought out
N 2 new st of s popular

wireless PlayStation con-
troller that works up to 30 feet
away from the system.

An infrared receiver that plugs
into the PS controller ports can be
used for either one or two of these
wireless pads,

for 40 hours.
In addition to its slow-motion

and turbo fire features, the pad
also offers automatic shut-off to
conserve battery use.

Another smart idea is the raised
D-pad similar to the one used on
the Sega Genesis. M



You can almost smell
the freshly cut grass.

The hot dogs.
The pﬁm@ tar.




Exclusive Pitching Meter lets you control your
wind-up and release like an ace reliever. Feel the
pressure on the mound that it takes to throw
big-league pitches.

N T Gk T RN B L

Unique Batting Meter lets you keep your eye
on the ball and control the power in your swing
...everything it takes to find the sweet spot
and “park one.”

On-the-fly 3-D environment and free-moving
camera give you the action from field level in 28
authentic stadiums. Accelerated animation pro-
vides the smoothest, fastest graphics for the
most realistic baseball action.

Superior Artificial Intelligence creates over
800 MLBPA players and prospects who think,
move and play like the pros, based on up-to-
date player statistics by STATS Inc.® It's your
average against theirs. And they didn't come to
the majors to lose.
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ELECTRONIC GAMING MONTHLY'S

TOP:| 1) PICKS OF THE
UMONTH

MARCH 1997

he editors of EGM have put

together a listing of the best

games for the most popular
systems. Our Review Crew has done

nﬂ Mario Kart* . nﬂ Tomb Raider .
Nintendo Eidos
aged into one easy-to- read score. It
EBH SFIIIpha 2 E n i vandal "earts . is also important to note that sometimes
Capcom Konami a game will get ranked higher than
uste others with larger Review Crew scores.
BBH Tom‘, Ra’der . B i gcnn\rlm' co”ecﬂﬂn. This is because the game is “hot,” and
Eidos = MéchWarﬂor 2 it is one which our Review Crew is
constantly playing. These lists will
n i Kvandal ”eam. n i change every month as additional
LIl games are reviewed.
ret"s ‘mck Bﬂn sou’ B’ade . The games are ranked by individual
BH R L system, and there is an overall top 20
m” eu list for all the systems. This last list will
Buster Bm cal ﬂﬂ! SCEA Sted L ' 2 pick up any hot 16-Bit or portable
/| i S 1 Pﬁ game that may come out.

On the right-hand page, we have

nﬂn Tekken 2 5]
n i MechWarrior 2. Namco put together a list of all of the games
o = g that will be coming out in the next
e u i camepay 97 three months for the three major game
D8
Namco 2

SCEA systems. This list should be helpful for
n i NBA shoot 0ut '97 players, so that they can plan out their
future game purchases. The game name
EEH Twisted Metal 2 . — and the month the title will be released
SCEA < mﬂn Sulkoden . was obtained from each of the game
Konami companies and is correct as of the mid-
O
Namco =

dle of the month listed on the previous
oo [
Working Designs
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Aaron vs. Ruth
BallBlazer

Brahma Force

Caesar's World of Gambling
Clay Fighter Extreme
Codename: Tenka
Cyberbots

Darklight Conflict

Descent Max

Goal Storm 97

Grand Slam

Herc's Adventures

Killing Time

Lethal Enforcers 1 &2
Magic: Battlemage

Mega Man Battle & Chase
Need for Speed 2

Over Blood

Syndicate Wars

Tale of the Sun

Thunder Truck Rally

Triple Play 98

VMX Racing

Wing Commander IV

All-Star Baseball 97
Armed

Battle Arena Toshinden 3
Bedlam

Golden Nugget

HOST

Hexen

MDK

Midnight Run

Nightmare Creatures
Rage Racer

Wild Arms

Xs

Dynasty Warriors
Ghost in the Shell
Jurassic Park: Lost World
Marvel Super Heroes
Mass Destruction
Monster Rancher
Museum Volume 4
Ninja

Pinky and The Brain
Red Asphalt

SSF 2 Collection
War Gods

Xevious 3D

Mindscape
Lucasarts
Jaleco
Interplay
Interplay
Psygnosis
Capcom
EA
Interplay
Konami
Virgin
LucasArts
Acclaim
Konami
Acclaim
Capcom
A

A
EA

SCEA
Psygnosis
EA

Playmates
Origin

Acclaim
Interplay
Playmates

GT Inter.
Virgin

MGM Inter.
GT Interactive

Kalisto Ent
Namco
SCEA

GT Inter.

Koei
THQ
Dreamworks Inter.
Capcom

BMG Inter.

Tecmo

Namco

Eidos

Konami

Interplay

Capcom

Midway

WILD ARMS—PLAYSTATION

April
April
April
April
April
Ap

May
May
May
May
May
May
May
May
May
May
May
May

June
June
June
June
June
June
June
June
June
June
June
June
June

Sports
Action
First-Person
Simulation
Fighting
First-Person
Fighting
Action
Action
Sports
Sports

RPG
First-Person
Shooting
Strategy
Act/Racing
Driving
Adventure
Action
Adventure

Shooter

Sports
Action

Simulation
Shooter
First-Person
Action
Action
Adventure
Sports

RPG

Action

Fighting
First-Person

Adv/Fighting
Arcade
Action
Action
Act/Racing
Fighting
Fighting
Shooter

IC SN INTENDD: = )]

Dark Rift
MLB featuring Ken Griffey Jr.
Doom

Clay Fighter Extreme
FIFA Soccer 64
Kirby's Air Ride
Mission Impossible

Hexen
Lamborghini 64
StarFox 64

4

Assault Rigs
Caesar's World of Gambling
Cyberbots

Darklight Conflict

Doom

Grand Slam

Herc's Adventures

Hexen

Iron & Blood

K1 Arena Fighters

Lethal Enforcers 1 & 2
MechWarrior 2

Syndicate Wars

Adidas Power Soccer
All-Star Baseball 97
Armed

Fighters Megamix

High Velocity

Killing Time

Magic Knight Ray Earth
Manx

Perfect Weapon

Ten Pin Alley

Bedlam
Marvel Super Heroes
Mass Destruction
Ninja
Re-Loaded
Resident Evil
SSF 2 Collection
Tenka
World Series BB 98
Worldwide Soccer 98
This calendar lsts the release dates for

Vic Tokai
Nintendo
idway

Interplay
EA

Nintendo

GT Inter.
Titus
Nintendo

ATIIDN

THQ
Interplay
Capcom

EA

GT Interactive
Virgin
LucasArts

GT Interactive

Activision

THQ

Acclaim
Interplay

Sega

Atlus

Acclaim
Working Designs
Sega

ASC Games
ASC Games

GT Interactive
Capcom
BMG Interactive

the nexthree months

The information is accurate as of Feb. 15, 19¢

STARFOX 64—-NINTENDO 64

April
April
April

May
May
May
May

June
June
June

April
April
April
April
April
April
April
April
April
April
April
April

May
May
May
May
May

June
June
June
June
June

Fighting
Sports
First-Person

Fighting
Sports
Action
Action

First-Person
Sports
Shooter

Action
Simulation
Fighting
Action
First-Person
Sports

RPG
First-Person
Fighting
Fighting
Shooting
Simulation
Action

Sports.
Sports
Action
Fighting
Driving
First-Person
RPG
Driving
Action
Sports

Action
Fighting
Action
Action
Action
Action
Fighting
First-Person
Sports
Sports

HERC'S ADVENTURES—SATURN




* SFIll to appear on PS in 1998 * Does MK Mythology = MK RPG?
* Turok 2 in the works * N64 games get face-lifts
* Quake to hit all next-gen systems ¢+ Square leaps into show business

Psst._Hey. Are you the type of gamer who insists on getting only the juiciest industry rumors first? Do you demand the inside scoop on all the hottest
gaming developments and gossip? s it important for you to know what people in the know don't want you to know? If you answered yes to any

ane of these questions, then the salvation to your nosiness has arrived in the form of Q-Mann~the sneakiest, quickest-running, most death-defying

covert, security guard-dodging, gaming spy/escape artist in all the land. This month, my humble team of Q-spies and | have gone to extreme lengths
10 give you the type of gaming dirt you won't find in other mags. On with the show.

The award for Most Ambitious Software Company has to go to Square of Japan. As many of you already know, Square shocked the gaming world
last year when they announced FFVII for the PlayStation. Next. they surprised everyone by releasing shots of Tobal No.1 and Bushido Blade. two
fighting games. Then, at the E' expo in Japan, Square introduced Aques. a new game label that focuses on, of all things, sports games. Square is
also taking a hard look at 3D0's 64-/128-Bit MX technology (as first reported in the February edition of Q-Mann). With all this activity going on, one
would think that Square would be satisfied in maintaining the status quo, but alas, this is just the tip of the iceberg. The bigwigs at Square are now
busy setting up a top-secret design studio located in Hawaii. And what sort of activities are planned at this new studio? Answer: full-length CG
movies. Square, it seems feels that the time is right to exploit some of their hot RPG franchises by bringing them to the big screen. Wurd on the
street sez Digital Domain (the famous motion-picture special FX firm) is taking a collaborative role in Square’s newest venture. Square’s game plan
is alsa remarkably similar to the direction Namco (the runner-up for the most Ambitious Software Company award) is taking with CG movies. In fact
s so similar, Square s assisting Namco with the production of the Tekken movie. As wild as this may seem, Terry-Aki (our top Japanese spy)
assures us that this is the case. Furthermore, we hear that certain characters from Soul Edge (aka. Soul Blade on our shores) might make a few
cameo appearances in Namco's new film. Stay tuned.

Switching gears over to Europe, my Q-spies and | have uncovered some news on upcoming N64 games. At the Nuremberg Toy Fair in Germany
it was revealed that Acclaim and Midway are working on several new games for the Nintendo 64. First on the list from Acclaim is Turok 2. This
sequel to Acclaim'’s first N64 title will feature new weapons, revamped levels and new enemies. T2 is scheduled to hit store shelves as early as this
Christmas. Acclaim is also thinking about porting the original Turok over to the PC using the 3Dfx graphic accelerator. Since Nintendo has a one-year
exclusivity agreement on all their third-party N6 titles, the earliest Turok for the PC would arrive is March 4, 1998. Word is spreading like wildfire
that Acclaim is thinking about a PlayStation version of Turok as well. If this comes 10 pass, the PS version would be an all-new Turok from the ground
up, with different levels from either T1 or T2 on the N64, bypassing Nintendo's one-year rule. Iguana is also working on Quarterback Club ‘98 for
Acclaim Due out this Christmas, QB Club ‘98 will include 3-D polygonal players (instead of the more common 2-D rendered players) and will feature
Brett Favre from the Green Bay Packers. Like Iguana, Probe is developing two new N64 games for Acclaim. First on the list is Ultimate Racer, a
futuristic racing game featuring magnetic motorcycle sleds and mega weapons. Ultimate Racer will debut at E and is set to be released around
September. Next up from Probe is an all-new game called Condemned, a Descent clone for the N64. Last but not least. Sculptured Software is coding
up an N64 WWF Wrestling game for Acclaim. Not to be outdone, Midway is working on at least SEVEN new N64 games. The same programning
team that worked on Midway's Doom 64 has now shifted gears on a port of Quake for the N64. Speaking of Quake, Sega will be publishing the Lig Q
(no. not ME) for the Saturn, and GT Interactive will be bringing Quake to a PlayStation near you this Christmas. Getting back to Midway's N64
games, the big M (this is starting to sound like a Bond flick) is also bringing Joust X, Centipede X, San Francisco Rush, Mace: The Dark Age, Cruis
the World and a little game called Mortal Kombat Mythology to the N64. Those in the know are hinting that MK Mythology is the fabled MK RPG
that's been grabbing all the headiines lately. Although nothing is set in stone as of yet. we do know the game will feature Sub-Zero as the main
characterMore on this game as it develops.

In other N64 news, the recent defection of Enix's Dragon Quest 7 (the series known as Dragon Warrior in the US.) over to the PlayStation has hit
Nintendo of Japan like a ton of bricks. Japanese stock analysts, industry observers and gamers alike have lost faith in the long-term success of the
N64 in the Land of the Rising Sun. Terry-AKi tells s that since Nintendo has lost one of its killer apps for the 64DD (DQ7) and since Nintendo needs
all the hits it can get to drive sales for the N64 base unit. Zelda 64 (the other killer app for the 64DD) might be relcased as a 128-Meg cart
Although nothing is set in stone yet, Nintendo of Japan finds themselves in a semi-crisis situation at the moment and might have no other choice but
1o release Z64 as a cart. If that becomes the case, Mother 3 (Earthbound 64) will be the faunch title for the 64DD. Although the Mother series is pop
ular in Japan, M3 is only about 30 percent done which translates to a spring 1998 release of the game and the upgrade at the earfiest. The final deci
sion of what to do with Zelda will be done before E

Needless 10 say, without Final Fantasy and Dragon Quest 10 rely on, the pressure is on Nintendo to produce top-notch tites. As a result, several
projects have been revaniped lo ensure their hit status. One such title is Kirby’s Air Ride, which has now been transformed to a side-scrolling action
game more along the lines of Kirby Super Star or Yoshi's Island 64. DKC64, once thought to be a 64DD game. is now said to be a 128-Meg ¢

game should debut at ' and is set for a spring ‘98 release. Another game that may make an appearance at E' is Zelda 64. Although the format of the
game has yet to be decided, gameplay elements are hecoming more and more refined. Link is said to include combo moves (something more com
plex than Mario’s punch/kick combao in SM64, but not as camplex as, say, Soul Blale). Zelda 64 is about 60 percent done. Nintendo af Japan s also
considering lowering the price of N64 games closer to PlayStation software levels. Ah yes, the PlayStation. With Japanese gamers going bonkers over
the release of FEVIT (more than 2 miflion copies were sold the first two days) and the PS Type C just around the cormer. the future of Sony's game
console looks very bright. From what we hear, Capcom has received PS Type C development boards and are now working on both Street Fighter Il
and Street Fighter EX2 SF EX2 will be the second coin-0p game to use Type C technology (Tekken 3 is the first) and will appear in arc

1997 followed by a home version 10 arrive around mid ‘98. Capcom is also planning to port SFIIl (a ganie that uses theic CPS-3 arcade board) over
10 Type C..confused yet2. don't be. The haie (type C) version of SFIll is due to be relcased in early 1998. Capcom is also releasing the long-awaited
SE2 compilation disc (featuring SF2, SF2 Champion Edition and the mighty SF2 Turbo Hyper-Fighting) for the Saturm and PlayStation this summer A
compilation dise featuring Super SF2 and Super SF2 Turho is also planned. Capcom is also planning (these guys plan a fot don't they?) t

elect group of arcade designers and programmers fron Japan to Capcom’s U.S. affices in Sunnyvale, Calif. The first game the team

a ane-on-one fighting game featuring characters from Final Fight. The FF fighting game will run on Capcom's new CPS-3 hardware and will arive in
arcades next year, On the 64-Bit PlayStation front, fittle by fitde, more detaits concerning the PS2 are beginning to surface. Not only

1 make this super console: the top choice for video gamers, they want the PS2 (o be the hub of family entestainment systems all across the globe
Bosidles being backwaid-compatible with PS/PS Type C games, Sony is attempling 10 make the 64-Bit systen play DVD discs

Intemt as well. In Sony's ideal world, families could buy. say, Star Wars on DVD, play the movie on their PS2 then tum a

game on that same DVD agawst another family acrass the country that had another copy of Star Wars DVD for their PS2. About the only thing that
could put a mankey wrench in Sony's vision of a 64-Bit game systeny with a DVD drive and online capabilities is price. But with the 32-Bit.PlayStation
il selling well at the moment Sony can afford to defay the introduction of the PS2. And. of course, the longer the delay, the better the chances are
of including trick technology a an affordable price. That about wraps it up

for this month Q- fans. Stop by here next month when | infiltiate the most 2
secure R&D labs and stymie the most dangerous booby-taps set for yours 1 f
truly. Aloha my friends.
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MCLAREN Fl. ISDERA.COMMENDATORE 1121

THE FASTEST PRODUCTION CAR ON EARTH (231 MPH?). HAND-BUILT IN A SMALL WORKSHOP IN LEONBERG.
ALSO THE MOST EXPENSIVE ($900.000). AND WITH A GERMANY. GULL-WINGED, V12. THE VERY DEFINITION
0-10-60 OF 3.2 SECONDS, IT'S WORTH EVERY PENNY. OF A RARE, FINELY TUNED, EXOTIC SUPERCAR.

THE HIGHWAY PATROL’S
OF THE FBI's MosT WA

- &

JAGUAR X]J220 ITALDESIGN. CALA
STYLISH AND BOLD. WHAT BEGAN AS AN OFF-HOURS ULTRA-SLEEK. 400-HORSES. AN ITALIAN CONCEPT CAR
PROJECT TO CREATE THE ULTIMATE JAGUAR, BECAME, FOR A WITH A 40-VALVE, VIO LURKING JUST BENEATH ITS

TIME, THE FASTEST PRODUCTION SPORTS CAR EVER CREATED. LIGHTWEIGHT, POLISHED CARBON FIBER SHELL.



THEY'RE THE MOST COVET

> SPEED MERCHANTS
EVER TO INCINERATE A RADAR GUN. CARVING
SWATHS OF PAVEMENT FROM MAJESTIC, HIMALAYAN

HIGHWAYS TO TWISTING, YUCATAN ROADS BURIED

LOTUS ESPRIT V8

DEEP IN JUNGLE CANOPY. SEVEN TIME-WARPING
LIGHTNING ACCELERATION. LEGENDARY HANDLING.
Y

STRETCHES OF GLOBAL ASPHALT IN ALL
AND A LOTUS-DESIGNED, TURBO-CHAR LGTE

HIGHEST-PERFORMING, PRODUCTION LOTUS. TO DATE IT'S HARD TO SAY WHICH OF THESE EXOTICS 1§
RUNNING THROUGH YOUR MIND RIGHT NOW. BUT

IT'S SAFE TO SAY IT'S DOING AROUND 200 MrH

olfon 0:58.79 o 11 la
7o e

YERSION
NTED LIST.

E-LUE CRT RN OIENE I CEA SR TiNS

2| PG
"~ CD

FORD GT90

WWW.EA.COM
INNOVATIVE MODUIAR TECHNOLOGY ALLOWS THE FUSING
OF TWO SEPARATE ENGINES. PRODUCING A HYBRID for £ of Elctonic A
i The word Jaguar”, nd he characers %1220 ae rademarks of JAGUAR CARS LD, ENGLAND
VI2 THAT EXPLODES TO A MIND-NUMBING 720 B.H.P.

and ate used under license. Inages of X220 1997 JAGUAR CARS LTD, ENGLAND. Al rights
e Ford G150 and Fdlogousd e cense o Frd MotorComany s
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PREVIEWS

Here's proof that EGM brings you the first look at the newest of the new
games. The following section contains everything from cut scenes to
screen shots for titles in early development. Watch for updates in future
Protos and more extensive coverage in upcoming Next Waves.

Nintendo has brought many of their trademark

mascots and characters to the 64-Bit generation. First
it was with Mario. and now with the Zelda series.
Nintendo's first four incarnations of Zelda (including
the Game Boy game) were massively popular on both
USS. and Japanese soil, carving out a niche for other
action/role-playing games. Shigeru Miyamoto and his
development team for Zelda 64 have given the game
a third dimension.

First expected to be one of the
b? launch titles for the Nintendo
64DD, Nintendo has opted to
make the game a cartridge. The
rumor is that at a later time,
Nintendo will add on to the
game by making an expansion
disk for the 64DD. Since the
standard storage space for a
Nintendo 64 cartridge is
approximately 8 Megabytes,
the DD expansion disk could be

as much as eight times as big!
This expansion will probably be a continuation of the
game, probably using some of the data off of the car-
tridge as a base for a much bigger adventure. An add-on
such as this has been used before, as was the case with
Sega's Sonic & Knuckles for the Genesis. Under
Nintendo's watchful eye and Miyamoto's attention to
detail, the add-on is sure to be the game that gives the
64DD its reason for being

2NNBR NP EY

PUBLISHER SYSTEM

Nisdends NINTENDO®*

RELEASE DATE _ PLAYERS

Like Mario 64 before
it, Zelda 64 will sport a
fully 3-D environment
Gamers will be able to
explore every inch of
Hyrule’s terrain, finding
weapons, potions and
items under every nook
and cranny of the
game’s world. Its said
that the game's inter-
face will be very similar
to that of Mario 64.

It has not been determined whether Link will be the star
of this game yet, but it is known that the hero is left
handed, which is like the Link we knew from previous
games. The pictures on this page would hint at the pos-
sibility of a much younger hero, perhaps Link's son. Also
unknown at this time is whether the hero will be saving
Princess Zelda, or a descendent of the princess who
Ganon loves to torment

With first-party titles being released slowly, Nintendo’s
release of more pictures of Zelda comes as no surprise to
many. As E' draws near, more details are soon to follow
about what could be the biggest Nintendo 64 title since
the debut of Mario.
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/}G\reat Warriors never die.

They go digital.

el

/ ok
KOEI's New PLAYSTATION FIGHTING GAME?{S X

WEAPONS-BASED GAMING TO A NEW LEVEL —/ONE WHERE
REAL WARRIORS
KNOW A BRILLIANT
DEFENSE IS AS
IMPORTANT AS A
FLAWLESS OFFENSE.

GREAT WARRIORS
KNOW WHEN TO
DEFEND AND WHEN
TO ATTACK. WHEN
T0 BLOCK. WHEN
TO DODGE AND PRECISELY WHEN TO MAKE A KILLER MOVE.
DyNASTY WAER]ORS MORE THAN JUST A FIGHTING GAME.

ST

http:/ /1 www koelgames om

KOEI

nnnnnnnnnn

Avallable at retallers nanonwuie To order. call 415-348- 0500

a agemark

1997 KOE1 Corp.
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s for the

e first

revealed a few years ago,

ntendo debuted a

Super NES follow-up. But

StarFox 2 was indefinitely

delayed and then finally canceled. Some of the concepts from that game are
intact in this Nintendo 64 title, which will be the next true Nintendo game

released for the system. StarFox will be released simultaneously with the
Nintendo ForcePak, a vibration-feedback device which straps 1o the back of
your Nintendo 64 control pad. The sensation probably will be similar to a
pager’s vibration alert. It won't make you drop your control pad, but that'd

be pretty cool if it did!

Fox and company will have more missions to explore than ever. Some of
them are fully explorable 3-D levels where you are free to roam, and others
are fixed flight path missions where you can only go forward or backward.
Fox's R-Wing also gets a redesign, able to morph into different forms to take
on enemies

The other addition to the StarFox universe that gamers are sure (o enjoy
is a four-player simultaneous feature that allows gamers to take on the
game’s levels with any of the four wily wingmen. It's not known whether the
Four-player Mode will allow four people to play through the entire game or
just a few missions. Either way, it's an exciting addition to the game.

You normally are able to control Fox McCloud’s R-Wing throughout the
game's flying levels. Like the original design for StarFox 2. gamers will also
be able to control a land-based tank vehicle

The original StarFox set a precedent on the Super Nintendo, being the first
Super FX chip-based game to appear on that system. The power of the
Nintendo 64 will push this space adventure to the limit. Not only is the

Nintendo 64 able to display many more polygons than
the original Super FX chip, but it gives gamers freedom
of movement in a world much more detailed than ever
imagined. We will have more information on this game
in a future EGM!

PUBLISHER SYSTEM
NINTENDO®®

RELEASE DATE _ PLAYERS
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With the amazing 3-D powers of the N64, it would seem that
standard 2-D platform games were going to be left behind. Luckily
for fans of the classic side-scroller, Nintendo is going to be bring-
ing Yoshi's Island 64 to its powerhouse system. Actually, Nintendo
states that this game is played in a “2 1/2-D" perspective. This

ns that the game is 2-D, but the 3-D graphics add an extra
ension to the game. Those who played the Super NES Yoshi's
Island will feel right at home here. The hand-drawn graphics have
been replaced with rendered sprites, but they
maintain the cartoon-like quality of the original.

Despite all the pictures

we have seen so far,

Nintendo assures us that

baby Mario is indeed in

this game, so we can look

forward to his frantic

SYSTEM
NINTENDO®*

crying once again

No PC Doom clone packs more person
ality, cool weapons and multiplayer thrills
than Duke Nukem 3D, and now Sega is
publishing the top-seller for the Saturn
The game is expected to faithfully repro-
duce all the levels of the PC title. which is
divided into three episodes—two set in
cities and one set in space. Sega is also
considering adding a few new Satum-
exclusive levels. The game's graphics are
every bit as sharp as the PC original's visu
als, with even better lighting effects. And
don't worry about suffering through the
horrible frame rate you saw in Hexen-
Duke Nukem 3D is silky smooth on the
Saturn. Fans of the PC game may have
other worries, though. Namely, will Duke
lose the swearing, the bloody deaths, the

strippers and the other risque touches that
gave the PC game so much hardcore per-

sonality? Sega is dancing around the
issue, saying that theyd like to keep the
game as true to the original as possible,
but some of Duke's more, er, R-rated fea

tures might get nixed. One thing gamers
won't miss—as long as they own a
Netlink—is the game’s Multiplayer Mode.
arguably Duke's finest feature. At the very
least. Netlink owners will be able to call
each other for two-player deathmatches.
Sega s also toying with the idea of helping
players find deathmatch partners over the
Internet, or even hosting six-player Duke
matches over the Net. Anyone who wants
to “come get some” with a friend might
want to start saving for that Netlink now

SYSTEM
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In the near future, mankind has conquered dimensional travel but > Gghes
the door we have opened swings both ways. The peaceful city you ’ ?/ 4
have grown up in has become a haven for dark creatures from '/ \' -"\\\\
another world— Demons! Now it’s up to you and your friends to {/ S
harness the hidden power within you by entering the fantasy \ :\&“\
game known as Persona. ‘ H '\\3/ //
R b ek sl s : i 17 X

ou awaken with incredible abilities that you will need to defeat -~ 2 ‘
the scores of Demon invaders and cleanse the land of their forees. ’(
Converse with them before doing battle to determine your best e A
course of action. Fight them or enlist their aid in your mission.

Either way, vou are sct for the fantasy adventure of a lifetime!

\ N

b 80 =
Special eatures "
* Based on the ultra-popular, mega-hit, Megami
Tensei series: first time to hit US shores

* 100+ hours ofspulse pounding gameplay
+ Over 300 different monsters to do battle \\)’ith

¢ Morph any member of your party into a
more powerful source known as “Persona

© Fight your way to one of many cndings“ p
=

Use your “Persona”

Anle. m REVELATIONS % £

tion loga, and the P8 logo are trademarks of Sany Computer Entortainment Inc.

© 1996 Atlus Co., LTD. Persona, Revelations Series afe trademarks of Atlus Co., LTD. Al Rights
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EIGHT LEGS
AND HEAVILY ARMED.

Sega's Model 2 arcade motorcy- s A
cle racer will be hitting the Saturn 4 O
soon in all its glorious speed and 8 Sl
smooth animation. The home ver-  } 3 4 7 ¥
i v ; You're trapped in the body of

sion will have plenty of new fea

tures, like at least one a cyborg spider. Creeping
brand-new, unique track fi down drain pipes. Crawling on
and backward mirror tracks. ceilings. Wandering through
Other features include two-

player split-screen action and support for the NiIGHTS
analog controller, for those tiny adjustments crucial for ¥
motorcycle driving. Sega also promises that the home ver-
sion of Manx TT will have a few “Saturn enhancements
not found in the arcade game

SYSTEM RELEASE DATE

over 30 levels in six 3D worlds.
You're picking up missile

launchers, slashers and other
deadly weapons as you

* COMPLETE

The latest in the series of “Shining! 3
games—which encompasses games like fight cyber rats, mantises and

Shining Wisdom and Shining Forc wasps. Needless to say,
ing here soon from the S team. Shining you're not an itsy bitsy spider.
the Holy Ark bears a close resemblance to
the Genesis title Shining in the Darkness due
to the first-person view used in exploration
and battles, but is not related story wise.
Some of the features are multiple-member
parties and full polygon characters/enemies
that animate during story sequences and
zoom in and out depending on the situation. The battle sequences are highly
animated and allow you to see your party members attack the enemy (your
character gets a close-up of the creature when attacking). This is where you
can check out the impressive magic effects as well as the creative enemy
methods. The Sonic team fans who were a bit disappointed with Shining

sdom will be relieved to find a more story-heavy adventure as well as some- SP“JER THE V|DEO GAME

thing that is graphically pleasing. Where's Shining Force for the Saturn?!

www.bossgame.com

% [BOSS

PlayStation and the PlayStation logo are trademarks
o Sony Ereranment.

SYSTEM RELEASE DATE

ENTER

Boss and the Boss
Game Studios ogo are all trademarks of Boss
‘Game Studos. The BMG logo s a trademark of
Music. Al rights reserved.
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MDK, one of the most anticipated
games for the PC is also heading to a
PlayStation near you. As you may or may
not already know, MDK is the creation
of Shiny Entertainment, although Neversoft
Entertainment is handling the PS conversion.

Due out in May, MDK. the game that
couldn’t be done on the PlayStation
is coming along quite swimmingly at the
moment. The game will include all the
weapons, power-ups, enemies, gameplay
and levels of the PC game. Graphically,
MDK is nearly identical to the PC original
Although the PlayStation version is only
about 60 percent complete, MDK already
runs fairly smooth, features good-looking
texture maps and not much polygon pop-up
was evident..keep in mind, this game is
incomplete and is bound to
improve even further. The

Saturn owners have been without an Afterburner
fix for way t00 long. Sega answers the call with this
AM2-developed arcade flight game. Textured ter
rains jet by as you fly at fast speeds through each
of the game's levels. Your plane is custom outfitted
with some of the best weaponry known to the mili-
tary defense industry. This pseudo-update of the
most popular arcade flight game ever will no doubt
be welcomed by Saturn owners and flight fans alike.
It's time to fly, sky-high with Sky Target

developers at Neversoft insist MDK will be
nearly indistinguishable from its PC brethren
and judging from what we saw, we have no
good reason to doubt them. Acclaimed video
game musician Tommy Tallarico is producing
the musical score for the PlayStation version
of MDK, so great things are expected from
this game in the sound department. MDK is
a unique game in that it is fully 3-D and
some traditional ¢ /pla
elements(a la Mario 64 and Tomb Raider)
plus it includes the shoot-shoot-run-run
activity and intensity of a first-person shoot-
ing game (which cannot be said in the case
of either TR or SM64). Look for more cover
age on this hot

[
title in a future

issue of EGM. PUBLISHER

RELEASE DATE _ PLAVERS

SYSTEM
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_ Drop that remofe. Two action-packed Star Wars games have arrived - specially enhanced for t!l!
+ . PlayStation™ game console Dark Forces™ surrounds you with its visceral brand of first-persan fire- E
power, while Rebel fssault I1- The Hidden Empire™ launches its perfect combination of live-action -

.video and infense space combat. Two thrilling Star Wars experiences - both designed 10 fake maimum

~ advantage of the power found in Sony’s stellar game system. Who said there’s nothing good on TU?
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PLAYERS

In the tradition of the Strike series, Electronic Arts
is releasing another military-themed action/strategy
game. Instead of helicopters, you now control a fleet
of ships engaging in naval operations. During the
game, you can choose from a variety of ships that
you'd like to control. Available ships include aircraft
carriers, destroyers and submarines. You control your
chosen ship in a one-on-one battle with an enemy
ship, where you maneuver your vessel to get the best
attacking angle. Once you are properly positioned,

BELEASE BATE you begin your attack. During the battles, you contin-
ue to move in an attempt to
dodge incoming fire. Battles
are rendered with excellent 3-D Tt
graphics for true realism.

*, COMPLETE

Overblood is a strange new adventure game from Electronic Arts
where you control a man who has just risen from a cryogenic sleep.
The game plays somewhat like Resident Evil and Tomb Raider, but
with a decidedly sci-fi twist. During your journey, you meet up with
an adorable little robot named Pipo who will accompany you on
your quest. You can even take control of Pipo at will to discover
things that only he could. Multiple viewpoints are available,
ranging from a first-person view to an aerial view of the action
Expect a long and exciting quest with Overblood.

sysTEm THEME

tventure
RELEASE DATE _ PLAYERS CoMPLETE
PlayStation

The thrilling PC strategy/action title is now making a strong showing
on the PlayStation. Syndicate Wars features 60-plus missions, a
Multiplayer Mode and a fully rotational 3-D map. The game uses real-
time light sourcing and shadow effects allowing the realistic use of
search lights while in mission. Weaponry was a big consideration in the
original Syndicate. The console release keeps up this trend by adding
more than 15 new weapons that include nuclear grenade:
insanity gas and time-travel weapons. Players can expect the thrill of
blowing up everything in the missions including the buildings
selves in more than 30 cities worldwide.

A

So whether you want to play the role of a
Eurocorp Syndicate or the opposing
Church of the New Epoch, Syndicate
Wars has the destruction you desire.

PUBLISHER

RELEASE DATE _ PLAYERS

SYSTEM
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The spectre of war looms Luckily, you have an awesome
over the peaceful land of Ishtaria. array of weapons, spells, booby
Terrorism, corruption and depravity traps and The Great Sword Vandal-
run rampant. It's up to you to return the Heart at your command. Plus the
land to democracy, using a strategic combination greatest weapon of them all-your brain.

of wits, muscle and magic. It's an epic confrontation Enter the world of Vandal-Hearts. Where a sharp

that unfolds on multiple, ¢lorious, 3-D isometric battlefields. sword is no match for a sharp mind

i
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The release date for Pitfall 3D has slipped a bit, from the original spring date
to one much later in the year. Story wise, the game has changed slightly since
you last read about it in EGM. Now, instead of assuming the role of Pitfall Harry
Jr.. players control Harry Ill, the grandson of the original 8-Bit action hero. While
on an expedition deep in the jungle, young Harry is yanked into a dimensional
rift, where he finds an alternate universe under the tyrannical rule of a dark lord.
Players will guide Harry through 26 3-D levels, including ancient ruins, a prison
island, war camps and mines. Although players won't have any control over the
game camera, it does pan to show what enemies and obstacles Harry is facing
making the game part side-scroller. part Super Mario 64. Yet Pitfall 3-D will stay

ssic roots—Harry still swings on vines, dodges crocs and leaps over
pits. Now he battles morphing enemies and can pull off special moves, too.

PUBLISHER SYSTEM THEME

Adventure

RELEASE DATE _ PLAVERS *, COMPLETE

Apocalypse already had a cool story and novel, buddy-picture
feel. Now it has a star. Activision has signed A-list action hero
Bruce Willis to lend his voice and motion-captured movements
to the game. Willis will serve as the player's “virtual partner,” who
will wise crack (several movies' worth of his dialogue have
already been recorded) and take out bad guys with his very big
gun. Activision officials are still tight-lipped about their deal with  Action hero Willis will
Willis, other than to say it's worth seven figures and Willis now play second banana
owns stock in the company. Apocalypse s set in a dark and vio- in Apocalypse.
lent future, when science and technology are competing forces

A false prophet called the Reverend has used stolen nanotech {1
nology to create the Four Horsemen of the Apocalypse. These {
henchmen roam the Earth, enlisting evil followers, until the A
Reverend gives the signal to wipe out humanity. You and
your partner (Bruce) must stop them at all costs.
Apocalypse is a 3-D, side-scrolling game that will be
made up of at least eight levels, including sewers,
Blade Runner-inspired cities and graveyards. Al in

the game is supposed to be top-notch, especially

for Willis' character and the computer-controlled
game camera

SYSTEM

RELEASE DATE _ PLAYERS ', COMPLETE
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Well balanced off-road ability and on-road
handling keep the Jeep in every race.

This rugged and mighty off-road
behemoth can conquer any terrain.

Land Rover" Chevrolet
Defenderr9° K1500 Z71"

AR e [T
it Aﬁ* 3

Quick and agile, this V8-powered
import can negolia(e the tightest
spots due to its compact stature. controllable-a true off-road monster!



B> Conquer The World's
Most Wicked Terrain!

-~ Three unique environments:
Desert, Snow, and Forest affect
the way your car handles and

Four ways to race: SINGLE RACE,
12 tracks test your off-road skills. ::'Ln_nsf:: SE':{:UL:SSS P,
Negotiate treacherous terrain as you :

battle for the checkered flag!

View the action from
any of 9 camera views
selectable on the fly!

Engage in wild MULTI-PLAYER
ACTION via network, modem, or
plit racing.

“.like Need For Speed™ in an off-road environment”
-Computer Gaming World

TEST DRIVE

OFF-ReAD

5 Test Drive is a trademark of Accolade, Inc. © 1996 Accolade, Inc.
To order direct call: 1-800-245-7744 Al rights reserved. Developed by Elite Systems. The Land Rover
‘name and logo are trademarks of Rover Group Limited used

KIDS 10 ADULTS under license. Hummer and Humvee are the registered trade-
r P Il ‘marks of AM. General Corporation. JEEP and Jeep grille design

are registered trademarks of Chrysier Corporation, U.S.A. and

| -~ “=  are used under license. CCHRYSLER CORPORATION 1996,
< Chevrolet K-1500 Z71 and Body Design are trademarks of
Playstation

00§
o e Chevrolet Motor Division, General Motors Corpor used
WIS 35 www.accolade.com under icense by Accolade, In. The Need For Speed is a trade
mark of Electronic Arts.




THE MINDS BEHIND TEKKEN 2 WOULD LIKE TO
SHOW YOU HOW SHARP THEY REALLY ARE.

If you thought Tekken 2 was tough, take a stab at Soul Blade  for the Sony PlayStation™.

You'll be transported back to the 15th century where you and ten of the world’s most awe-
inspiring warriors engage in bloody pursuit of SoulEdge - the ultimate weapon. Since only
one warrior will find it, the battles are fast, fierce and furious. Intensified by the fact that
the warriors can fight with a huge arsenal of intimidating weapons. Not to mention glowing
motion blurs, an authentic weapon-to-weapon combat system, polygon characters, real 3D

backgrounds and a host of other awesome features. No wonder Soul Blade is a cut above.

[ POWERED By

= Namco].
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With a flash of light and a
thunderous sound, blades meet with
Weapon-to-weapon recoil action.

—

Intense and inspiring opening
{  cinematics feature multiple, real-time
t’ endings for every character.

Beautiful polygon characters and
3D e action so real,
% Y w;. ear armor.
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THE RATING SCALE:
10-Perfection
9.Virtually flawless
8-Splendid

7Worthy

6-Good, not great
5-Average
4-Rent first
3Time-waster
2-Don't even rent
1-Flush it

152 | =[]

CURRENT FAVORITES
Buster Bros. Coll.
MechWarrior 2
Wild Arms

Die Hard Arcade
FAVORITE GENRE:
Action

CURRENT FAVORITES
MechWarrior 2
Buster Bros. Coll.
Point Blank (arcade)
X-Men vs, SF (arcade)
FAVORITE GENRE:
Strategy/Puzzle

CURRENT FAVORITES
Vandal Hearts

Wild Armis
Sentient
MechWarrior 2
FAVORITE GENRE:
Role-Playing

CURRENT FAVORITES
Street Fighter Il
Tekken Il
Tornb Raider
d Twisted Metal 2
222z FAVORITE GENRE:
Fighting

EDITOR'S CHOICE

Silver Awards are granted to games with a total
average score of eight, while games that average
nine or above receive Gold Awards.

The Review Crew rates each game in several
categores: graphics, sound, ingenuity and replay
value. The averages of the four members' scores in
these categories are listed at the botiom. These.

It's hard to find any console strategy
games, much less good ones.
Thankfully, Konami is kind enough to
bring out titles like Vandal Hearts in
a U.S. market where action and fight-
ing games bask in the limelight,
while quality strategy games must sit
silently on the back shelves. Vandal
Hearts is a turn-based combat game
placed in a fantasy setting. A few
role-playing game influences can be
found throughout, but don't make
the mistake of calling this a
RPG/strategy game. Even though
you will have a few choices to make
in the game, the story line is straight
as an arrow. In fact, the game is so
linear, you will be given some infor-
mation in the story line that you nor-
mally wouldn't be privy to (because it
won't affect anything you can do).
For example, on one occasion you
are betrayed, and your characters
don't know it. Yet, you as the player
are allowed to see this information. It
spoils a bit of the surprise, but this
may not matter much since it's the
strategic battles that make up 99
percent of the game. The fights take
place on various 3-D playing fields.
You will have to use the battle-
grounds to your advantage; almost

The only problem | had with Vandal
Hearts was the dialog and the linear
plot. There really is only one route
through the game, which is—in
essence—a series of batties. Other
than that, Vandal Hearls was perfect
The music, graphics and gameplay
were right on target. | especially fike
the varied terrains on which your party

My biggest beef with VH is that it's
too short; you can beat this sucker in
under 15 hours. Otherwise, it's an
excellent strategy game, with a solid
story and plenty of depth. Most bat-
tles require you to do more than just
kill every enemy. Sometimes you
have to wipe out the bad guys with-
in so many tumns or protect a partic-

Now here’s a turn-based strategy
game that anyone can sink their
teeth into! One noteworthy aspect of
Vandal Hearts is the ability to choose
the profession of your party mem-
bers (with the exception of your
main character) such that they
become proficient in different skills,
be it defending or attacking. The

GRAPHICS

UND

SYSTEM: PLAYSTATION
PUBLISHER: KONAMI

CAT

RY. STRATEGY

BACK-UP: MEMORY CARD

BEST FEATURE: CHARACTERS

WORST FEATURE: TOO SHORT

ALSO TRY: ROTK4:

everything matters in the game—your
altitude, the direction you are facing,
etc. On top of that, you will have to
manage several troop types—21
classes in all-each with special
attributes and different offensive and
defensive capabilities. This sheer
variety is what won me over. And
even when you're in the midst of a
large battle, organizing your troops
and planning your strategies, you will
never find yourself bogged down in
unnecessary details. Some battles
may get tedious because every char-
acter and enemy on the map gets a
turn, whether they need one or not
Such is the weakness in Vandal
Hearts' tum-based system. But the
battles are always fun to watch (and
hear); from the sounds of a bow
being drawn to the blood geyser
spurting on a slain enemy, you'll
appreciate the work that went into
this game. On another good note, the
computer Al is very smart. It will
always look for every advantage it
can get in.combat. It's too bad many
people will pass this game up.
Although it is a far cry from being a
masterpiece, Vandal Hearts is one of
those games that will make you
appreciate your PlayStation. —-DAN

goes towar. The combination of strat-
egy with RPG elements was great
(athough the game's RPG side is,
admittedly, pretty fight). You can't help
but love a game that has its characters
jump for joy when they increase levels.
Some of the spells are very cool, too
(wait till you wield the falling boulder
spell-it's devastating). - SHAWN

ular structure: You'll lose a few bat-
tles through trial and error, but that's
OK—experimenting with strategies is
half the game's fun. RPG fans take
nate that VH is definitely a strategy
title. Besides your characters’ ability
10 go up in levels, the game is lean
on RPG elements. You just battle on
and on —CRISPIN

combat ifiterface is very simple to
adjust to, and can be picked up eas-
ily without a manual, while complex
enough to offer a different outcome
for each time you play a scenario.
For those of you who found Dragon
Force a littie daunting, Vandal Hearts
is an excellent starting point for
aspiring strategists. —SUSHIX

?
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CATEGORY: ADVENTURE
BEST FEATURE: SECOND EPISODE

ALSOTRY: D

Weird is the first thing that comes to mind
when | play Lunacy, and | don't think this is
necessarily a good thing. The weirdness
makes the game confusing to play. Lunacy’s
story line is very strange—almost disturbing—
with crazy characters who talk in vague ways.
The animation during most sequences is awk-
ward, such as when Fred the traveler (the
character you control) walks up or down
steps~it just doesn't look right. Al of the FMV
is grainy, which is a real problem since the
game is pretty much all FMV. Most of the puz-
Zles aren't all that difficult, especially since
there are obvious hints for most of the puzzles.
For instance, in one case (like several others)
one of the evil characters tells you to get a
watch from the Doctor for the watch maker—|
guess they can't get any more obvious than
that. The items were self-explanatory, as well
(i.e., the ladder is used to climb down the
well). That's not to say the entire game is easy,
because some of the later puzzles—especially
those in the second half of the game—get
pretty tricky. The redeeming quality of Lunacy
is that it's enjoyable (in a laughable way)to
play for the first few hours or so. Overall, even
though it's a good-sized game, it's @ better
rental than a buy. ~SHA\

CATEGORY: ACTIO
BACKUP. NONE
BEST FEATURE: GOOFY

ALSO TRY: GUARDIAN HEROES

Yeeeee-aaaah! There's nothing like a good
beat-"em-up, slam-'em-down, slugfest to get
me going in the morning. While not the most
difficult game in the world, you'll be treated to
some funny, interactive cut scenes where you
get one chance to avoid a fight: Slam your fist
into the punk in your way as you run down the
hall. That scene cracked me up! Otherwise, Die
Hard Arcade is NOT a serious game for serious
gamers. If you've been looking for some rock-
solid, side-scrolling fighting, you've missed the
boat. Don't be fooled by the Die Hard name,
either. You won't find any relations of the
McClane clan here, which is a shame. What it
boils down to is a surprisingly short game with
tons of various attacks (though | beat it using
ONE attack® throughout the game), mediocre
enemies and a plot that would do the Double
Dragons proud (at least in the two-player
game). Take away the humor, decent graphics
and simple control; and you've got-a bust. As a
two-player game, even the greenest gamers
should beat Die Hard Arcade on their first or
second try. The really sad part is that pumping
up the difficulty doesn't help much since the Al
isn't hard to lock into a predictable pattern. Die
Hard Arcade is definitely worth a rental, but not
much more. *Shoryuken! =SUSHIX

CATEGORY: ACTION/SHOOTER
BACK-UP. PASSWORD
BEST FEATURE: GRAPHICS
WORST FEATURE: WEAK ARMOR
ALSOTRY: MECHWARRIOR 2

No doubt about it—Amok looks really, really
spiffy. Its dark, voxel-based environments are
a refreshing change from the 3-D, texture-
mapped, polygonal worlds gamers are used to
battling through. (Voxels are 3-D sprites that
give environments an uneven, blocky look;
Amok is the first console game to use them.)
But appearance is Amok’s main claim to fame,
cuz this game is high on concept (ie., atmos-
pheric graphics, stylized enemies) and low on
fun. In some levels you drive a sub, in others a
robot (one whose silly strut will remind you of
a chicken, by the way). You wander through
the game’s nine levels blowing stuff up, and
that's about it. You don't have to worry about
strategy—other than knowing when to shoot at
the bad guys and when to run like hell. The
game does give you plenty of enemies to
annihilate; in some levels, you'll find yourself
engulfed by dozens of foes—and yet the
gameplay never gets choppy. Unfortunately,
the game does get tough. Most levels are
lengthy, with multiple objectives, and you only
get one life to last the entire game. Even
worse, passwords are few and far between—at
least early on—so you'll spenda lot of time
playing through the same levels until you
manage to get it right. ~CRISPIN

Lunacy: brings-a bit of variety to a market
packed with game clones. The story is moody
and engaging, but the game won't stump you
(too often). Look at Lunacy as more of an inter-
active story rather than a true adventure game.
If you follow @ strict sequence, the story will
unfold for you. It's still worth looking at, even if
parts of the game are a bit obscure. —~DAN

Imagine. Virtua Fighter combined with Final
Fight; | really liked this one. It does get repeti-
tious at times, but most of the levels are differ-
ent enough. One point that really stood out for
me is when you need to perform an action while
running down a hallway or other area. This
breaks up the action quite a bit. The variety of
weapons is really cool, too. —SHAWN

Amok is one of those games that is pretty solid
from a construction and design standpoint, but
when you get into the area of gameplay, the
game falls down kind of hard. It features some
cool enemies and great ideas for levels, but
then the levels were too repetitious in objec-
tive. The graphics during the game were inter-
esting in a good way. —-SHAWN

Like Sentient, this game isn't for everybody. It's
a slow-moving, FMV adventure that boasts
nice, moody visuals but bad voice acting. You'll
spend plenty of time mapping out the paths
through the game's two cities. The puzzles in
the game's first half are just a bunch of mon-
key work~tracking down objects, trying them
in different places, etc. —CRISPIN

DHA has many similarities with Virtua Cop—
they both brought polygons to a formerly all
two-dimensional genre, they both are excellent
arcade to home translations and they both
have extremely limited replay value. DHA is a
lot of fun to play, but you may.find yourself
wishing that you rented it instead of buying it
when you beat it in an hour, <

You may. feel uninspired playing Amok. It's a
fast-paced, good-looking game, but the redun-
dant action leaves a bit to be desired. | did like
the enemies (especially underwater). Amok
needs a few more flashy weapons and a bigger
variety of locales. You may get frustrated on the
“hard” setting. On some stages, the enemy
forces are way t0o overwhelming!  —DAN

Lunacy is-a great title for this wild and crazy
ride to the City of Moons, as the first whole
episode can literally drive you nuts! After the
monotony of the first town, you will find that
Lunacy improves vastly, with much richer FMV
sequences, riddles and intriguing plot fines.
This game s a tough call, because the first two
hours of gameplay really hurt. - —SUSHIX

DHA is the slickest rip-off of Final Fight I've
ever seen. You get loads of moves, cool bonus
rounds, screen-shaking weapons—and the
ultra-sharp polygon graphics certainly don't
hurt. The game is kinda easy, though—espe-
cially once you rack up a few dozen credits on
the Deep Scan mini-game. The quirky enemies
add personality to DHA, too.  <~CRISPIN

First off, Amok gets my award for Cutest Mech
Ever to Strafe in a Tough Game. That said, I'll
say that Amok is a rock-solid 3-D action title
with a nice mix of strategy, similar to.a war sim
mission. My largest complaint is the overall
weakness of your mech, as the full armor is
rare at best. Also, | wish you could squash
those little soldiers..heh, heh!  —=SUSHIX.
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CATEGORY: ACTION/SPORTS
BACK-UP. MEMORY CARD
BEST FEATURE: LIGHTING EFFECTS

WORST FEATURE: REPETITIVE

ALSOTRY: PITBALL

I suppose | must be the only sports enthusiast
among the Review Crew being that I'm the only
one of us who enjoyed playing in the
Professional Underground League of Pain
(PULP). What you have here is a futuristic
four-on-four basketball game (eight humans
can compete with two multitaps). The graphics
are incredible. Similar to most 32-Bit hoops
games, you can see the reflections of the play-
ers on the playing court. When the plasma ball
is flying around, you can see a faint reflection of
the ball (and the sparks that fly off of it) on the
floor. The ultra-smooth animation also add to
the aesthetic beauty of this game. But looks
aren't the only thing P.U.L.P. has going for it. The
sound effects are sharp—the grunts of the play-
ers, the play-by-play and the roar of the crowd
are all crystal clear and add much to the game-
playing experience. All is not perfect, however.
First, all games take place in the same arena. A
little variety in court shapes and sizes would be
nice—this is a fictional sports game, after all.
Second, like many sports games out there, it is
way 100 easy o steal the ball. Good luck having
possession for more than five seconds. In the
end, PULP. has every immersive-and adrena-
line-pumping characteristic that makes a good
sports game...good. -DAN

I'm not a big sports fan but | did like PU.LP. It
reminded me of the old game Speedball 2 for
the Genesis (which is a compliment). | like the
graphics in PULP. and all of the different
modes made for great one-player games.
Some of the camera angles got a lttle funky at
times. | liked all of the funny names for the
teams as well, -SHA)

CATEGORY: ACTION
BACK-UP: MEMORY CARD/PW
BEST FEATURE: MANY MECHS
WORST FEATURE: BLAND MISSIONS
ALSOTRY: KRAZY IVAN

Although it has been dummied down a little
from the PC original, Mech 2 is still one of the
most complicated and rewarding sims you
can play on the consoles—and it's definitely
the best console 'Mech game available. You
can't just mosey across the battlefield, blast-
ing everything in sight (try it and see how long
it takes to get your 'Mech's legs blown off);
each level requires a gameplan, a rationing of
ammunition and hide-and-seek combat tac-
tics. Put simply, this sucker demands strategy.
But that's not to say Mech 2 is lean on action
(in fact, it packs more enemies and combat
thrills than the PC game). Mech 2 offers 48
missions in all (as well as a few training sor-
ties that come complete with voice commen-
tary). Mission objectives vary widely—from
recon patrols to base defense to pin-point
strikes on enemy buildings—and the odds are
always overwhelmingly against you (fortu-
nately, you can adjust the difficulty.on a mis-
sion-by-mission basis). But the real stars of
this game are its 12 'Mechs. Each is unique,
with its own strengths, and choosing the right
robot and weapons configuration for a partic-
ular mission is just as important to survival as
good "Mech piloting. Jumpietting around in a
30-ton "Mech is fun, too! ~CRISPI

I'm pleased with. the conversion to a more
action-based console from the PC. The
PlayStation pad lends itself to this type of
game. The animation and graphics were
great—the 'Mechs looked and moved perfect-
Iy (better than on the PC). | was never big into
the MW world, so I'm not sure how accurate it
is about the 'Mechs. =

With its dark graphics, slick lighting effects and
cockney-accented commentary, packs
s missing, s
the gameplay. Running back and forth in the
game's tiny arena got old pretty quick—but
keep in mind that | don't dig sports games. |
could never find a camera angle that kept me
on top of the action, either.  —CRISPI

First, you must realize that this is not.a PC port
This is a new version, designed for the con-
soles. It has a notable arcade feel to it, making
it more an action title rather than a simulation
(ike the PC version was). | was instantly
drawn in and hooked by the smooth animation
and the ambient music. My only gripe was the
inaccurate targeting A&

CRYPT KILLER

1paraese T

S TR

W SRR
CATEGORY: SHOOTE!
BACK-UP: NONE
BEST FEATURE: DIFFERENT
'WORST FEATURE: GRAPHICS

ALSOTRY: DIE HARD TRILOGY

Crypt Killer is an oddball shooter, one that pits
players against Castlevania-inspired demons,
blobs, skeletons and other weirdo enemies
that gamers rarely face in light-gun games.
Trouble is, the game is too weird for its own
good. Your character leaps, flips and rolls as
he jogs through the game, making for an
often topsy-turvy play experience. | like the
idea of an acrobatic hero in a first-person
shooter, but this concept is poorly executed
here (it sometimes seems like you're bounc-
ing through the game). Also, don't expect the
game’s monsters to instill any Resident Evil-
style fright. The garish, poorly animated crea-
tures dance around and make silly noises;
they're usually more funny than scary. And
your character certainly doesn't help matters,
When a gang of new monsters appears on
screen, he yells, “Whoa!” like that Joey punk
from Blossom. On the bright side, Crypt Killer
does offer-plenty-of levels=six-in-all-which
are divided into mini-levels that players can
delve into by opening certain doors. And you
get different endings depending on which
path you follow. This exploration aspect may
up Crypt Killer's replay value, but when the
gameplay is this flawed, who wants to play it
more than once? ~CRISPIN

Here's a good-example of @ straightforward
shooting gallery game with some unique
points. Let's face it, even though Crypt Killer
looks pretty bad as far as graphics o it is pret-
ty fun since it’s so goofy. The *head of destiny”
is hilarious. Maybe CK isn't a purchase but it's
sure a great rental. There could've been less
polygon break-up, by the way. —SHAWN

Crypt Killer deserves a look for the simple fact
that it’s different from most shoot-the-bad-
guys light-gun games. The unique mythical
enemies and playing fields are the best fea-
tures of this title. The graphics on the other
hand are very poor for such a simplistic game.
The sprites are a real eyesore and detract from
an otherwise decent shooter: DAN

I Ah, the coveted Coaster Award goes to League
of Pain for providing me with a very repetitive
“sports/action” game with little options or vari-
ety. While the graphics use some nifty effects,
the rugby-style gameplay doesn't offer much in
the way of excitement, especiallywith raw con-
trol and computer perfection. League of Pain is
not my idea of fun. <SUSHIX

GRAPHICS [ECTNVI NG

154 | =]

Now here's-a-game with some power! You'll
find that the strategy in MechWarrior 2 wil
rapidly. disintegrate into “Hulk Smash!" after
the first few episodes. Only the “save the
bunker"-style episodes offer much relief from
this, but luckily the early episodes are varied
enough to maintain consciousness until the
REALLY cool levels later on...

(GRAERICS, 2 STy

I like a good light-gun game like anyone else,
but why s it that the graphics look like some-
thing out the 1980s? Crypt Killer really suffers
from this, with horrible, blocky enemies and
ematic accuracy. Strangely though, the only
way you seem to get hit is when the computer
decides to toss in a “you'd-better-be-psychic-
to-hit-it” enemy to hurtyou.  <SIISHI

N = N <
GRAPHICS SOUND ENUITY REPLAY
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BUSTER BROS, COLLECTION

CATEGORY: CLASSIC ARCADE
BACK-UP: NONE
BEST FEATURE: ADDICTIVE

'WORST FEATURE: REPETITIVE LEVELS

ALSO TRY: BUBBLE BOBBLE

I've always been a big fan of the Buster Bros.
games (although | don't get into the inner
workings-like, if they're really brothers or not).
When | first heard about this collection (it
seems like eons ago), | was pretty excited. Now
it's here! I've been playing the smack out of this
one. Each of the three versions of Buster Bros.
is as great as the other. The original Buster
Bros. brings back memories of the days in the
arcade wishing | could play it at home.
Although I'm not familiar with the other two
versions, it was still a joy to play through, find-
ing the new weapons and new types of bub-
bles. What's cool about the two newer Buster
Bros. games are the modes of play. | really liked
the Progression Mode where the bubbles just
kept on coming out and levels increased after
certain numbers of bubbles were destroyed
(much like the original Tetris in a way). The
graphics were dead-on to the originals, and all
of the different. modes make for hours upon
hours (or should | say days upon days) of fun.
The only gripe | have, which isn't a big one by
any means, is the names of the characters in
the third installment of Buster Bros. Specifically
“Don Tacos,” who comes complete with som-
brero, and “Pink Leopard,” who looks like the
Pink Panther. Talk about silly.  —SHAWN

DESCENT MAX

CATEGORY: ACTION/SHOOTER
BACKUP: MEMORY CARD/PW.
BEST FEATURE: SOUND

ALSO TRY: DESCENT

I was pretty happy with Interplay’s PlayStation
port of Descent when it came out last year, but
this sequel has put a big ol’ frown on my face.
It's not that the game is lacking in levels; DM
has 36 in all (most of which are based on
Descent's PC sequel, Descent II). It's just that
your flight through these levels is way too
choppy. Run into more than a couple of ene-
mies and the frame rate takes a major-league
nose dive. And if you blow up too many bad
guys—whose explosive deaths scatter debris
everywhere—be prepared for an even choppi-
er play experience (fortunately, you can mini-
mize the chop by playing with the cockpit dis-
plays turned on and not in Full-screen Mode).
Slowdown aside, DM has some welcome
additions over its prequel, including slicker
lighting effects and environments that are
more interactive than before (you can now
shoot out lights, for example). But the best
improvement of all is the Guidebot, a tiny side-
kick you can unleash and assign to find keys,
power-ups or the exit. The eager 'bot’s guid-
ance in the twisting mazes is essential—espe-
cially since the in-game map is more confus-
ing than useful. DM controls OK with the joy-
pad, but you'd do well to wield Sony's dual-
stick analog controller. —CRISPIN

SENTIENT

CATEGORY: ADVENTURE
BACK-UP:. MEMORY CARD
BEST FEATURE: MULTIPLE PATHS

ALSO TRY: NOTHING LIKE IT

Sentient promises to be a deeply involved
adventure, and it lives up to that in a big way.
Not only does Sentient have the largest amount
of commands I've ever seen in a 3-D adventure,
it boasts a huge number of endings, based on
your interaction throughout the game. You are
in control of every aspect of your being, right
down to the expression on your face, which will
either offend or placate certain characters. If
you get lost, you can have an NPC lead to the
ight area or just give you directions. You will be
able to embark on numerous mini-quests con-
stantly, and depending on your choices, as well
as the time it takes to complete them, you'll face
a different scenario. | must wam you, however,
about the choppy movement of your character.
It seems that the collision detection is over-
loaded, causing many instances where a tiny
corner can inhibit movement forward. Also, the
graphics are fairly blocky considering the latest
advances:in polygon technology: Get beyond
that, and you'll be able to enjoy Sentient over
and over, as long as you take different routes to
the path of enlightenment. And, as ashamed as
I'am to-admit it, | can't help but take pleasure in
being able to insult the rude, snooty authority
figures who have the nasty habit of brushing
you off.. ~SUSHIX

This is a fantastic.compilation for Buster Bros.
fans. All of the Japanese games are included,
so you'll see a few new features that weren't
seen in America. This game is harder than it
appears, so don't be fooled by its childish
looks. Simple, clean, addicting=how can this
title miss? Even if you've never played it before,
give it a try..you'll be hooked DAN

Like | needed another insanelyaddictive game
to suck up my time! The Buster Bros. games
offer an ideal balance between puzzle and
action, and they're some of the few games that
are as fun for one.player as they are for two.
Although the three titles collected on this CD
are similar, they're still different enough so that
you get your money's worth.  =CRISPIN

1 was nevera big fan of the Descent-style game
to begin with and Descent Maximum didn't
change that. First and foremost, the frame rate
was terrible. It was so bad in fact; that | actual-
Iy had to pause it and take a break once. The
cinemas were awesome.but that definitely did-
n't save the game. The variety of weapons was
nice and so were the enemies. —SHAWN

The original high-adrenaline; nausea-inducing
game is back. This time, a Guidebot accompa-
nies you during your descent. This thing is a
great idea for this type of game, but it can
make things a bit easy (itll take you straight
through the levels). The animation on this ver-
sion really hurts this game's score. The action
often becomes difficult to follow.  —DAN

Sentient gets some major points for originali-
ty. I've never played a game with so many dif-
ferent possibilities. Talk about a nonlinear
masterpiece—Sentient is it. Granted some of
the graphics do look a little awkward along
with the movement of some of the characters,
but there’s also a huge amount of detail. It's a
strange one that's appealing.  —SHAWN

Sentient s one of the more ambitious titles ['ve
seen yet. This adventure_game is large and
epic. The quest is nonlinear, giving you plenty
of freedom to do as you wish. The sheer num-
ber of conversational options show just how
deep and involved this game can get. It does
have a lot of slow and uneventful moments.
For patient gamers only. -

Retro games seem to be the rage this year, with
everyone jumping on the bandwagon, even
Capcom! This is a perfect, if not better, transla-
tion of the arcade classic. Crisp graphics and
tight control really shine here amidst the clunky
“next-gen” games everywhere else. Having six
different games also helps, and you'll enjoy the
Two-player Mode. -SUS|

Not being a fan of the first Descent translation
to PlayStation, | was really looking forward to
this supposed upgrade. Unfortunately, all | got
was a rehashed, choppy engine with nothing
over the first game. In fact, Descent Max seems
shorter than the original so I'd have to question
its value as a sequel. | could see renting it, but
otherwise, don't buy o= X

Sentientisn'ta game for the masses. You don't
wander around shooting stuff or dodging ene-
mies. Most of the game is spent in conversa-
tion, with you collecting new bits of information
like you would weapons or items in other RPGs.
It's also the first console game that's based on
a hard sci-fi story. But Sentient’s slow game-
play may turn many gamers off. —C|




Sweet Dreams.

In the nightmarish world of
the Swagman, members of
the Dreamflight are being
held captive. The twins
Zack and Hannah need
your help to make the
night safe again for

happy dreams.

Explore the eerie house ""'Swagman is

of the real world and : =
eye- ing!
learn the bizarre secrets ye-popping
-GameFan

of the dream world with
Zack and Hannah in 6
massive levels of adventure “Swagman’s dream-like
with 16 'graphically intense X graphics and involving
2D sqings- gameplay will capture the
player’s imagination!”
-PS Extreme

www.eidosinteractive.com

For Swagman hints and tips: CALL 1-900-77EID0S $.95 per minute / Must have touchtone phone / If under 18, must have parent's permission




TRICKVMAN TERRY.
GOESIGA*GAEOR
STARWARS!

It's been around 20 years since
the release of the Star Wars series
to theaters. Now with all three
movies back on the big screen,
Trickman feels like a kid again.
Fellow employees are tired of get-
ting stopped in the hallways by
Terry screaming, “Stop, Rebel
scum!” at the top of his lungs. He
also guards that toy blaster with his
life, so no one can take it away from
him (co-workers would love it if the
batteries died)! This must be a
phase that Trickman is going
through. At least we hope it is! Was
he deprived of Star Wars as a kid,
and is making up for it now? It's
probably just another leak in the
Trickmeister's brain. He needs to
occupy that dead space with some
trick mail, so send your best tricks
(maybe with Star Wars drawings) to

Tricks of the

If your trick is selected
as the Trick of the
Month, you will win
a free Game Shark pro-
vided by the kind people
at Interact.

If you are given credit for submitting a
ot trick in this section you will win a
free game for the system of your
choice. Gaze at the tiny text below for
the details on the free stuff.

NOTE: If you send your trick by
e-mail you must include your real name,
address, ciy, state and zip code.
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VIAKE TWINS
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uYwRY
11633

By entering this code, you
can make duplicate players.
All you have to do is o to the
Options Screen and choose  {ff
“Enter Name. At the next
screen, putin the player’s last
name (as shown in caps) and
then put in 0000 for their PIN
number. By doing this, you'll
access the character's twin
with hidden attributes. The
names listed here are the
duplicate players that work

U RSP | Py -

At the Name Entry Screen, put in
one of the names as shown below.

POWER TRIP
) )€ X K )X XE )

with this trick. You can have a
team with twin players on it, or
make a dream team with any of
these awesome players:

AHRDWY (Penny Hardaway)
CLIFFR (CIiff Robinson)
DAVIDR (David Robinson)
DREAM (Hakeem Olajuwon)
ELLIOT (Sean Elliot)

EWING (Patrick Ewing)
GLENNR (Glenn Robinson)
GHILL (Grant Hil)

HGRANT (Horace Grant)
JOHNSN (Larry Johnson)

You can have twins on the same KEMP (Shawn Kemp)

team or mix and match players!

Enter 0000 for the PIN. The player
will appear with hidden attributes.
KIDD (Jason Kidd)

MALONE (Karl Malone)
MOTUMB (Dikembe Mutombo)
MOURNG (Alonzo Mourning)
MURSAN (Gheorghe Muresan)
PIPPEN (Scottie Pippen)
RODMAN (Dennis Rodman)
RICE (Glen Rice)

SMITS (Rik Smits)

STAKH (Jerry Stackhouse)
STARKS (John Starks)

WEBB (Spud Webb)

WEBBER (Chris Webber)

Brett Schultz
Elm Grove, W1

System: Nintendo 64 - Publisher: Midway

PLAYASSOUL EDGE)
NEWOUTETS

To play as the Boss, Soul
Edge, you must beat the
entire game on the default
(normal) setting with every
character. Now, go back into
Arcade Mode and you will
find the icon for Soul Edge
in the middle of the other
ones. Also, if you get all of
Siegfried’s weapons and all
of Sophitia’s weapons in
Edge Master Mode, they

Beat the game with all the charac-

will have new alternate outfits.
Just choose the alternate outfit

ters and you'll get Soul Edge’s icon.

Now you can play as the Boss of
the game and beat it with ease.
as normal to access the new one.

“Note: The tricks were done on a proproduction
version of the game and are subjoct 1o change.

System: PlayStation - Publisher: Namco

“Load Game” Then pick the
“Teleport to Mission" Option.
On the Passcode Screen,
enter the word, LOSR. The
game will say that you have
an invalid password, but in
the middle of a game, you
can access two kinds of
cheats. Small Cheats (full
health and energy): For
Saturn, press A+B+C. For

In the game, lr)n will be depleted
of energy and health easily.
PlayStation, press Square+R1.
Big Cheats (all weapons, use-

Do the small and big cheats code to
gain weapons, heath, energy, etc.
ables): For Saturn, press X+Y+Z.
For PlayStation, press Circle+R1.

System: Saturn/PlayStation - Publisher: Origin




DESTRUCTION
DERBY 2
——

ACCESS
ALLTRACKS

PRO PINBALL

HIDDENVIDDES

When entering your high
score, put in the word PRO.
This will enable Turbo Mode
and the game will play at
double the speed. While the
ball is in play, press and
hold one flipper and tap the
other one to view the in-
game statistics such as how
many more loops are
required to light the extra

This code will access all
those tracks that you
normally can't uniock,
“Black Sail

" without having
to compete and com-
plete a division. To
access the tracks, using
controller one, go into
the Race Mode Screen
and select either
Wrecking Racing or
Stock Car Racing. Then
select “Championship” at the
Race Type Screen. You will
enter a Name Entry Screen.
Here enter your name as:
MACSrPOO and then hit
End. You should appear at
the Main Screen and the
Track Option will have a red
cross through it. Go back
into Race Mode and choose
amode and then a race type.
Now, if you access the Track

ball, etc. During the “Hall
of Fame’ press and hold
both flippers to activate the
encrypted scorer.

POWERTRIP
POWER TRIP

29990

System: PlayStation — Publisher: Interplay

LEVELSKIPAND
FRIPRYVIGDE!

At the “Select Game Type
Menu, press L1,
Triangle, Circle, plLell

hters Megamix'

Hyper Mode

version of the game and are subject o change.

To get a speed boost in the game,

just play 100 rounds. You will be
able to access Hyper Mode.
Play as Meat

A strange secret character called

“Meat” is accessible in the game. To
access this player, load the game up
to the Title Screen and then tum off
the machine. Do this at least 30
times. Now go back to the Character
Select Screen and highlight
Kumachan. Choose him with the X
button and you will be playing as
the new character.

The trcks were done on a Japansse

Select and Start simultane-
ously. This will make a sig-
nificant noise when it
works. Now you have
access to two new tricks: killed, you'll skip to the next level.
Level Skip-During game- Trippy Mode-At the Select
play, hold R1 then press L2.  Game Type Menu, hold R1, L2,
When the baddies are Triangle, X and Up.

Select Option you should be
able to choose from any of
the tracks listed. You will also
be able to select any of the
tracks, such as “The Pit" and
“Death Bowl” if you choose
“Destruction Derby” as your
Race Mode.

POWERTRIP

System: PlayStation - Publisher: Interplay

MULTIPLE GAVE
GHEATIGODES

Here is a listing of many
cheat codes to help you gain

Mario Kart 64

—by Nintendo
for Nintendo 64

liror Mode

Basically, this is more of a
method involving driving skills
than a trick itself. You must earn
a gold cup in every course you
race. Do this for every class (50cc,
100cc and 150cc) and you'll get
a new Title Screen. Plus, a Mirror
Mode option will now appear
under the 150cc option. All of
the tracks in the game will now
be reversed!

the advantage in this strate-
gy game. To do these codes,
begin a New Game from the
Title Screen. Once you are in
your first mission you'll be
able to implement the
cheats. Do not pause the
game, but enter the codes
with the controller while the
game is going on.

Build up your money by $5000 Get access to a nuke, lon Cannon or
each time you do the code. an air strike with these codes!
Down, Right, Up, Left, Down,
Right, Up, B. This will give you an
lon Cannon in your sidebar.

Air Strike Code: A, B, C, LEFT,

POWERTRIP
PO

Crusader: No Remorse

—by Origin
for Satu

Here is a compilation of pass-
codes for the four difficulty
levels of this game. They will
work for both the Saturn and

Money Code: Right, Left, A, B,
C.Z, Y, X, Right, Left. Your money
will increase by $5,000 each time
you do this trick.

Map Code: Up, Down, Right,
Left, A, Up, Down, Right, Left, A
Al of the black areas of the map
will be revealed so you can see
where the enemy units are with-
out getting caught.

Nuclear Code: A, B, C, Left,
Down, Right, Up, Left, Down,
Right, Up, A. This will put a
nuclear weapon ready for launch
in your sidebar.

fon Cannon Code: A, B, C, Left,

DOWN, RIGHT, UP, LEFT, DOWN,
RIGHT, UP, C. An air strike icon
will appear in your sidebar.
Laser Code: X, Y, Z, Right,
Down, Left, Up, Right, Down, Left,
Up, X. For this to work, you must
have the Orca VTOL (helicopter).
Build Up Code: Y, A, B, B, A,
Down, A, B, B, A, Down, Up.

You must have a power plant
and barracks built before this
one will work. You may then

use the build-up code to gain
access to more units, vehicles
and structures as needed. These
will be instantly accessible when

With the map code, you can spy on
the enemy base without detection!

you look in your sidebar. Use
this in conjunction with the
money code to efficiently build
yourself up.

Visoroid Code: C, Right, A, Z,
Y, B, Up, B, B, A. During some
point in the game, a visible blob
will appear.

PlayStation versions:

Mission 02:
Mission 03:

Mission 04:

Mission 05:

Mission 06:

Mission 07:

Mission 08:
Mission 09:

Mission 10:
Mission 11:
Mission 12:
Mission 13:
Mission 14:
Mission 15:

Fwap
PLRQ
SZNF
D58
J1BT
Ka2cv
N3DW
M4FX
X5GZ
CeHo
D71
F8K2
FGL3
JFM4

System: Saturn — Publisher: Westwood Studios



—by in
for Sauun/mgﬁmsaﬂon
(continued)

Mama's Boy
Realtime Level: LRTN

Weekend Warrior
Mission 02: GWQP
Mission 03: QLRQ
Mission 04: TZNF
Mission 05: VD5S
Mission 06: K1BT
Mission 07: L2CV
Mission 08: P3DW
Mission 09: N4FX
Mission 10: Z5GZ
Mission 11: D6HO
Mission 12: F7J1
Mission 13: G8K2
Mission 14: GGL3
Mission 15: KFM4
Realtime Level: MRTN

Loose Cannon
Mission 02: HWQP
Mission 03: RLRQ
Mission 04: VZNF
Mission 05: WD5S
Mission 06: L1BT
Mission 07: M2CV
Mission 08: Q3DW
Mission 09: P4FX
Mission 10: 05GZ
Mission 11: F6HO
Mission 12: G7J1
Mission 13: H8K2
Mission 14: HGL3
Mission 15: LFM4
Realtime Level: NRTN

No Remorse
Mission 02: JWQP
Mission 03: SLRQ
Mission 04: WZNF
Mission 05: XD5S
Mission 06: M1BT
Mission 07: N2CV
Mission 08: R3DW
Mission 09: Q4FX
Mission 10: 15GZ
Mission 11: GEHO
Mission 12: H7J1
Mission 13: J8K2
Mission 14: JGL3
Mission 15: MFM4
Realtime Level: PRTN

On any difficulty setting you can
enter another code that will give
you some bizarre black-and-white

pictures. Just enter the code

DARK FORCES
[—————

~ CHEATMENU
LEVELRASSWORDS'
In order to access the
Cheat Menu, begin your
game. During play,
enter the code: Left,
Circle, X, Right, Circle,
X, Down, Circle, X.

If done correctly, the
Cheat Menu should
appear. Now, select the
options you wish to use
in your game, by
turning them green.

For Level Skip, select
the Game Won Option and
then exit the menu and
pause within the game. A
new menu should appear
with the option to advance to
your Next Mission.The Level
Passwords are as follows:

Level 10-VIQ534TOF6
Level 11-NVHLALFQIR
Level 12-MYGMIKBR2S
Level 13—-LXFN4JCSZT
Level 14—205F8HJTOV

POWERTRIP

X L)

POWERTRIP

Y L)

SHADOWS OF THE EMPIRE

GREDITSIGHEAT,

This code will give you all of
the different endings of the
game. To do this, access the
Name Selection Screen and
either choose a new player
or rename an old one. On
the Name Entry Screen,
enter Credits just as it is
shown (enter a space
before the letter C and
make sure only the C is

capitalized. After it's entered,
choose the difficulty setting.
Starting the game will now give
you the ending and credits.

Systerr: Nintendo 64 - Publisher: Nintendo

BUBSY 3D

WARPAND)
SNAKEGODES]
Go to the Password Entry
Screen and enter the fol-
lowing code: XZOOM-
MERKB.  Now, during
gameplay, pushing Left on
the directional pad and
Start at the same time will
warp Bubsy to key locations
on the map. The next code
is more of a humorous one.
At the Password Screen,

enter the code: XURASNAKER
When you go into the game,
Bubsy will look like Snake from
the movie, Escape From LA.

System: PlayStation ~ Publisher: Accolade

TWISTED METAL 2

POWERTRIP

Now you don't have to be
the powerful Minion to pull
off some awesome firepow-
er. Just choose your favorite
car and enter a game. Then
during a game, enter the
code: Up, Down, Up, Up and
then your machine gun but-
ton. By doing this, you
will have launched Minion's
special  weapon  and
the opponent you are hap-

pening to fire upon will suffer a
tremendous blow! This will take
just about all of your special
energy bar, so use it wisely.

Computer

POWERTRIP

ISPEGIACTEAMS:

This trick will give you
access to four new teams.
To get them, go to the
Options Screen and enter
the code. Hold the L but-
ton and then press on the
C buttons: Right, Left, Left,
Right, Left, Left, Right, Left,
Left. if done correctly, a

series of numbers will

XXXX on the Passcode Screen.

DO99O *rA

appear at the bottom of the
screen. Then go to the

Team Select Screen and scroll
through the teams until you

reach the four hidden teams:
USA, Canada, 99ers and the
Williams team.

POWER TRIP
JEE K C GG

PUZZLE
FIGHTER 2
4
HIDDEN
CHARAGTERS)

Now you can access
the hidden characters
in Puzzle Fighter 2.

If you haven't already
found them in this
game, we've done the
work for you. Just go
to the Character Select
Screen and highlight
Morrigan. Now hold
the Select button. Then
follow the instructions
and enter the following
codes for each character as
shown here:

For Akuma press: Down,
Down, Down, Left, Left, Left
and then any button.

For Dan press: Left, Left
Left, Down, Down, Down
and then any button.

For Devilot press: Left, Left,
Left, Down, Down, Down.
Then hit any button when
the timer reaches “10"

For Hsien-Ko’s Paper
Talisman move the cursor
to the right one square and
then hit any button.

For Anita move the cursor
to the right two squares
and then hit any button. It's
that easy!




WITH
PLAYER STRIKES,
FREE AGENGY,
AND CONTRAGT
DISPUTES,
JUST HOW BRIGHT
IS THE FUTURE
OF SPORTS?



AGTUALLY, IT'

Forget today's big egos and endorsements. In the future, athletes will be

fighting over just one thing: this bright, glowing Plasmorb. Introducing
BallBlazer Champions.
A futuristic sports game
created for the Sony
PlayStation that's
part hockey, part

A&

Eight champions fiercely racing, and part
compete for the Interstellar
BallBlazer Championship insanity. It's an

action-packed,
real-time 30
gaming experience
like no other.

Have a ball

Mega-huge arenas give you s
plenty of room to maneuver. And  if you can.

show off your winning moves.
Players compete

VANNILETT 2 a » o)

12 _u

for the Plasmorh.

Which is sort of like a

ball. Except that it totally

Parat — disregards the laws of gravity.

T — You can't kick it, dunk it, or catch it

as you battle for control of the .
elusive, glowing Plasmorb So how do you control it? Jump into

© 1997 LucasArts Entertainment Company. All Rights Reserved. BallBlazer i a rademark of LucasArts & tslogois



PRETTY BRIGHT.

your hovering Rotofoil, grab onto the Plasmorb,

i
and blaze it into your opponent’s goal z = () ’L”; >

You're not alone. Of course, your
opponent is trying to do the

same thing. And, that's

when all the fun begins. You shoot, you score! You'll

taste the thrill of victory as
The competition will you launch the winning goal

be fierce, fast-paced,
and frenetic. Whether
you compete alone, in

single-player mode, or

in two-player mode via
Earn the title of Master Blazer,

split-screen. But, however and you'll bask in the glory
of piloting the Ultimate Rotofoil
you play, you're in for the
most action you've ever
had. In this galaxy, or
any other. BallBlazer
Champions. With anti-
gravity arenas, blazing thrusters,

cloaking devices and nitroid injection

systems, it's the way sports will be played in

the future. So, you better start practicing now.

n logos ar trademarks of Sony Compute Enterainment Inc. Th ratings icon isa trademark of he I




—by Atlus
for PlayStation
Here are some strategies provid-
ed by Atlus to help you gain a
member for your party and see
the good ending of the game.

To Get Chris in Your Party
1. Talk to the teacher in the room
north of the entrance/exit. The

8. Go to the Yin&Yan in Joy Street

Mall and talk to Chris’ mom.
Answer her questions in the

following manner:
Q1) “Do you know my son,
Chris?”

A1) Yes

7. Meet Chris in the road block in
front of the Sebec building (after
the world changes).

8. Don't allow Brad, Ellen or
Alana into your party.

9. Chris joins your party after
the school shifts in the “ideal”
Mary's world.

To Get the Good Ending
In the Lost Forest, when you talk
to Mae in order to get the com-
pact, she asks you a series of
questions. You must answer
these in the manner.
QU) "I stay here, Il be safel”
A1) Stop!

Q2) “Why do you guys fight?”
'A2) For everyone.

Qg) “Why do you live?”

/A3) For finding the answer.

RICKS OF
ETRADE

EASTEREGG

GHEATICODES
These codes will produce
verious results when entered
on the Easter Egg Screen. To
access this screen, choose
either a preseason or a new
season and your teams. At
the screen where it gives
you the “Start Game” Option,
press in succession L1, R1,
L2, R2. This will bring up the
Easter Egg Screen. Choose
the “Add Entry” Option and
enter any of these codes

(shown in bold type):

Doc-Reduces the number
of injuries.

Hogs-Offensive advantage
in blocks.

Hang Time-Punts are slower.
Credits-Show credits.
Equalizer-Makes all players
about equal.

Squall-High wind in rain.
No Time-Game Clock
doesn't run.

Flea Circus-Players are tiny
and quick.

Torreta-Passes are lofty.
Fridge-All players are
jumbo-sized.

Frog-Defensive high-dive
leap frogs.

Kraig-Fumble very high.
Butkas-Defensive charge and
hits are high.
Tempest-Darkness during
rain setting.

Shout-Louder crowd.

NFL GAMEDAY '97

Big Girls-Cheerleaders

are double-sized.

Busy Ref-Lots of BS
penalties called.

Slo Mo-Game speed is slower.
Brittle-Lots of injuries,

very frequent.
Defense-Defensive catch-up
speed returns.
Offense-Defenders dive from
far away.

Long Jump-Human Dives
are farther.

Dempsey-FGs can be made
from way out.

Dervish-Spins more effective.
Idiot-CPU makes bad decisions
and coverage.

Blasters-More time to pop a
receiver and get ball out.
Blizzard-High winds in snow.
Goliath-50-foot high players.
Gloves-Great hands for receivers.
Stretch-Really high one-
handed catches.
Sayers-Defenders dive from
very far away.
Bazooka-Bullet passes.
Mandarich-Offense at disad-
vantage on blocking.
Pancake-Blocks resolve
quickly.

Crunchy-Louder football
noises (hitting and blocking).
Toast-Bad pass coverage.
Scrambler-0Bs get speed
boost.

Assassin-Recs, no hands

on blast, injuries up.
Broadway Joe-Slow QBs
with bullet passes.

Twister-High wind during
windy conditions.

Home Cooking-No Pl or
personal foul on home team.
Hatchet-Forearm shiver

is juiced.

Tight Cover-Coverage is tighter.
Rejection-Defensive jump

is higher.

Piston-Jack hammer of a

stiff arm.

Atomic Bomb-Explosion on
severe hits, a la lightning.
Ouch-Big hits and high flip hits.
Big Stars-Players with above 87
overall are much bigger.

Bo Knows-Shoulder charge

is juiced.

Electric FB-Players twitch and
sound like electric football.
Loud Mouth-Loud PA
announcer.

NYSE-Swim moves juiced.

GB Speed-Game Breaker-

type speed.
Dark Knight-Lights out during
night games.

Juice-Hyper speed burst.

Blind Ref-Ref doesn't call Pl or
personal fouls.

Infamous Pop-Ups-GameDay
style pop ups on blasting.
Juggler-One-handed catches,
tip off a lot.

Karate-Forearm, stiff arm,
swim juiced with no recharge.
Pinball-ostling increased
Genius-CPU remembers

30 plays.
GD Challenge-Hidden difficulty
level.

System: PlayStation - Publisher: Sony Computer Entertainment

DONKEY KONG COUNTRY 3

HIDDEN
GHEATICODES

When you're at the Game
Select Screen, press the top
buttons in this order: L, R, R,
L R R L R L R Now the
game will prompt you to
enter a code. There are many
to choose from:
MUSIC-Allows  you to
access the Music Test Mode.
TUFST-Takes away the
continue barrels.
HARDR-Makes the game
more difficult in subtle ways.
LIVES-You can start the game
with 50 lives.

ASAVE-This automatically saves
the game progress after each
level is completed.

COLOR-This changes the color
of Dixie and Kiddy's clothes.
MERRY-This activates the

POWERTRIP
299999

EWTER CONE

On this screen, do the code with
the L and R buttons and then...
Christmas Mode, which changes
the graphics in some bonus levels.
WATER-Enables you to enter the
waterfall that is located northwest
of the starting point. Inside, you
will find a crystal game where you
can win bonus coins.
ERASE-This code erases the Best
Time records. You'll hear Dixie cry
when you enter it.
Wilfredo A. Malibis
San Frandisco, CA
el S

...enter a code. The WATER code
will let you go into this waterfall.

Play the crystal sound matching
game to get the bonus coins!

System: Super NES — Publisher: Nintendo



DESTINY

is in your NanNds.
But time

You'll encounter realistically rendered  When dealing with aliens,you can  Highly detailed mini-movies explain Move wherever you want,
aliens, scientists, marines, warbots, be nasty or you can be nice. your mission, show flashbacks or whenever you want. Get advice,
mutants, hybrids, and computers. 1¢'s your funeral. what's happening on other levels.  ask questions. Or just walk away.

Konami® presents Broken Helix™. Brought to you in incredible Real Time 4-D. Where there’s no right way - or wrong
way to accomplish your mission. You’ve got to ask questions first and shoot later. Or you just might end up
whacking the only guy with the information you need to get out alive. But don’t take too long, or you’ll end up
becoming alien luncheon meat. Broken Helix stars Bruce Campbell as Jake Burton, the marine commando explosives
expert assigned to find out why scientists are threatening to blow up Area 51, (yes, that Area 51) and to stop the
mutated aliens from escaping. Either by curing them, or by destroying them. Or you

might choose another scenario, that has you turn into an alien - human hybrid. Or

perhaps you feel like being an evil scientist this time around. The choice-and the
outcome, is totally up to you. So enter the world of Broken Helix, where the only

sure thing is that there are no sure things.

www.konami.com

Broken Helix is a trademark of Konami Co., Ltd. Konami® is a registered trademark of Konami Co., Ltd, PlayStation and the
PlayStation logos are trademarks of Sony Computer Entertainment Inc. @1997 Konami of America, Inc. All rights reserved.




See, in VMX Racing,” both you and your bike have
fully articulated bods, which means infinite oppor-
tunities to sling soil. And VMX has lapped those
other Motocross games with the haulingest enduros
and stadiums in the country. We've road tested and
totally 3-D repro’d 6 tracks including San Jose
National (watch that radioactive waste), and Tijuana
(think of yourself as a Mexican jumping bean on

full throttle). And for the ultimate visceral experience:
4 different points of view. So when you kick out
the ass-end of your 250 and pop it through the hole-
shot, you can practically taste exhaust. Trick out your
ride with moves like the table-top and the knack-
knack, and your competition can taste humility.

So hit the dirt. ‘Cause once you rev up VMX,
it's sure as hell gonna hit you.




611 Anton Blvd.
Suite 500
Costa Mesa, CA 92626
(714) 428-2100




The game everyone’s been
waiting for has finally been
released in Japan and EGM
is here to give you the first
hands-on preview of the

completed game.

AFTER THE
SAMPLER

You may have played the Final Fantasy
VIl demo disc that was packed in
Tobal No.1 and wondered where and
if that chunk i in the finished game.
That demo is exactly how the real
game opens up with a few exceptions.
Let's do a quick run-through for those
who may have not seen the demo

and for players who want to know
what’s different.

The approach of the train is no longer
intercut with the credits and now, the
opening space scene no longer
contains any introductory text.

You'll notice that, at first, you will battle
all by yourself. Also, you will get a
chance to rename your character and
others like Berret—who will join up with
‘you soon in the battle.

(68 [ =]

THE FANTASY HAS FINALLY BECOME A REALITY...

In our earlier previews of Final
Fantasy VI, we gave you the
background stories on most of
the characters as well as the
basic plot gathered from the
demo disc and what Square
had released The

Next month we'll take a look
at the US. translation process
to see how things are shaping
up and find out why it's taking
so long!

The story line is simple at first
and develops into a multilayered
drama filled with lots of laughs
and plot twists which is to be
expected from the series
Actually, in FFVII the

question that everyone wants to
know is if FFVII lives up to all the
hype that has surrounded this
game for the past year. “Is it as
good as the last one?" is another
question posed frequently.

| must say that at first it was a
bit underwhelming. but only until
you reach the overworld map.

all Final

that ﬁw ﬁm couple homs were.
boring, because nothing could
be further from the truth. This is
the first time you get to check
“out the dark and brooding
landscape of this latest

chapter of the FF saga,

on, and at times they are 100
percent live video, running in

story

are far less predictable
than in previous

games and could be
the best ever. (We just |
got the game in and
have been feverishly
trying to beat it ever
since.) There are



Pictured above are the scary Shinra
baddies at a board meeting, and to the
right, we see that Cloud and company
have been captured?

Materia is the system

The Materia System

which lets you take an

.

akou-The Soul of Life

lakou is a key element to the story line of FFVII, and it is

the energy that represents the soul of the planet. The Shinra
company uses the mystic furnace to mine the en

own purpose which withers the planet’s resour
out the planet’s life force.
Makou turns into Materia
which is another integral
part of this massive game.

by which you can gain new enemy's item while you're
fighting. Other

Spll s

are sketch and the ability to
use the enemy’s technique.

call up creatures like the
Leviathan creature seen in
the demo disc and others
like Ifrit the fire god or the
Eartl G .

Command opens
up extra commands in the
Battle Menu such as steal

B ey, €
A Af |

Independent Materia

gy for their
and wipes

AFTER THE S\NPLER
CONTINED...

When you reach the center of the
power plant, you will face a new and
bigger scorpion Boss instead of the
large mech which is now a common
enemy you run into occasionally.

g

» k "‘ -t

You only have to find one comrade in
order to escape the mystic furnace.

having another In the screens above, you get a tiny taste of the
mightof up the

i

strengthened
and weapon attacks
have multiple strikes.

It who'll

|— et

| among the best in the game,

The effects for performing summons are

Instead of “Coming Soon,” you now
begin the rest of your adventure!

L . XL
After your victorious attack, you wi
meet up at the Avalanche hideout.

S

In case you don't want to read
instructions, you can get tutorials from
people in the Avalanche hideout.

(=169 |



o Action ?('quenm‘?

Would you be an all-out
FRVII? Wel thes pretty cod
more of a bonus in than anyth
the fecling of playing an activ

e it forvol
going to think you're in rend
are a lot of them. The best




“Easily, Hands-Down, The Best Flight/Adventure
Game Ever To Be Made- For Any System” -EGM

Clip this coupon and take it to any Sears Funtronics dept. for $10 off the pur(hase of Soviet Strike. Valid 3/01/97 through 4/30/97.

L $10 OFF Sowet Strlke

(Good for $10 off any single Sears Funtronics dept. purchase equal o o exceeding $10,Valid 3/01/97 ~ 430197 only. Offe not good o layaway balances,
i h

customes.Void where prohibted by aw. Cash value 1120¢. ©1997 Sears, Roebuck and o Satisfaction guaranteed or your money back.

www.strike-net.com

Soviet Srke © 1997 Elecionic Arts and Granite Bay Softwa Ans s foge
are (pitaed ademart of lcioeic At Al ighe esmrvc, Lisnoad! B Sory Computar Elranmes Anarc o usa wh he PiySiaion game console Fivsiasen

ELECTRONIC ARTS'



‘S'PECIAL FEATURE
FREE BOOK
SAMPLES?

Unlike most U.S. game launches, the
Japanese release of Final Fantasy VIl
came with some really great premiums.
The big item you getis a neatly

bundled booklet that acts as a
mini-strategy guide. There are plenty

of photos throughout the booklet,

and it's chock-full of character art and
other stuff you won't find in your
instruction booklet (such as a wonderful
piece drawn by the original arist

for Final Fantasy 1-6)

Another added bonus is that the book
and game come tucked into a cool
mini-plastic bag depicting the main
character Cloud on the front

You get a great mini-
book and bag when you buy the
Japanese Final Fantasy VIl

Famicom|
5,900 yen
Dec.18, 1987

The original master-
piece that started it all
It was brought over to

Famicom
6,500 yen
Dec. 17, 1988

The first of many FFs
we US. gamers
missed out on here.

There were several Final Fantasies released on the Game Boy
here in the States, but all were from the Seiken Densetsu
(Secret of Mana) and Sa-Ga series of RPGs in Japan.

Famicom
5,900 yen
Dec. 18, 1987

USS. fans will recognize
this as Final Fantasy 11
Square is releasing a
remixed version for the
PlayStation p

This gem never made
it here, but perhaps it
willfind new life just
as IV has,

| 72 | =[]

Famicom
8400 yen
April 27, 1990

Yet another game we missed out on T hoping
for a part I-3 remix for the PlayStation.

Famicom
8400 yen|
April 27, 1990

One of the most
popular in the series,
this baby was titled

part il in the US.




Yesterday, you were a
cocky 2-D arcade shooter.

Today, you totally suck.

We hate to break the rude news, but you're about o be humbled. | destruction. Where the fighting 1s fast and furious enough to turn
It's the 23rd century. Nano-robots are on the rampage. And | you into a certified junkie. With progressively difficult levels and
you've gotta deep-six hundreds of vicous lalling machines and | an intense play environment, NanoTek Warror offers awesome
eght virtually indestructible nano-bosses. The good news 1s you | replay value. Which means just maybe, by the turn of the century,
can run. The bad news 15, 1n this 3-D world, you - you'll be back to your same old cocky self.

can forget about hiding i corners. At 30 FPS,
it's a 32-bit firestorm of nonstop death and

i PlayStationi -




SPECIAL FEATURE

CORE UNVEILS TOMB RAIDER 2, NINJA AND MORE!

wo years ago, Core Design was a moder-
ately successful 16-Bit developer with
titles like Thunderhawk pushing the
Genesis to its absolute limits. All that
changed last November when the company
suddenly appeared with a revolutionary 32-Bit
disc called Tomb Raider. When EGM heard that
we had a chance to see the sequel, we were on
a plane before Eidos could change their mind.
But before we spill the beans on TR2, we have
to talk about Core/EIDOS’ other games.
NINJA
hrst new game coming out of Core is
", a one-player Shinobi-style fighting
game that takes the genre and adds 3-D to
bring it to life. The game is set in ancient Japan,
at a time when the country is ruled by two feu-
dal leaders. But one warlord, named Katasaki,
wants to destroy his opponent forever and
claim his lands, so he enlists the help of the evil
demon Lord Batanaka. The price for this is
Katasaki's soul, and those of 25 innocent vil-
lagers. As his castle is enveloped by evil, a
young apprentice ninja called Kurosawa (hmm,
sounds familiar) discovers the scene and real-
izes that Katasaki and Batanaka must be
stopped. To save his land and people, he must
track them down and destroy them using his
fighting skills and magic. The game contains
three main sections, each broken into levels
and totalling 14 play areas. The first level takes
you, as Kurosawa, through a forest, a cemetery,
‘a monastery and finally a Demon's Lair, where
you meet your first main Boss. The next set of
levels lead you through catacombs, a burning
village, a beach and bridge section, a boat, ice
packs (in Japan?!) and another Demon’s Lair.
The final level takes Kurosawa through an icy
wilderness, mountains and volcanic caves before
the final confrontation at the Demon'’s Lair.

Besides a full range of moves, Ninja can also
cast spells.

The lead character can boost his health
throughout the game with pick-ups, and vari-
ous weapons will be placed along the way,
from the standard broken (sword), to throwing
stars and rice flails. As well as being able to do
front and side kicks, jabs, uppercuts, back flips
and put-together combinations, Kurosawa also

has three magic spells at
his disposal, which act like
smart bombs.

The version we saw
running was being played
through a Saturn and
contains transparency
effects that'll make Sega
owners drop their jaws in
surprise. Yeah, you heard
us right: transparency
effects on the Saturn. We
looked at the first opening
forest level, which sees
Kurosawa cross a river
using submerged plat-
forms. The flowing water is
see-through, so that you
can see the platforms
underneath. So how did

Fighting Force will be a Streets

game but in 3-D.

Rage-type

Core do it? Simple, they used a Mode 7 floor
to create the water, and it's very, very effective.
Again, a map editor allows the game to be
created and then played through on the Saturn
almost immediately.

The smooth 3-D engine looks good, and,
although none of Kurosawa's enemies were
in place, the renders we looked at were awe-
some and include everything from warriors
to giant spiders and mutant demons. Boss
sections will be triggered and introduced via
FMV cut sequences, like when the spider
Boss climbs along a ceiling and down a wall
toward Kurosawa. Although the game is pri-
marily a scrolling beat-'em-up, there will be
some interactivity with other characters as
well as platform elements later in the game.
At the moment, the game's designers are
deciding whether or not to make the game a
time-based challenge, but it will feature restart
points throughout to make it easier for wussies
to play! Unfortunately, one thing the pleyer
won't be able to do is control the camera angle.
Ninja is due for release in August, on
PlayStation, Saturn and PC, and should keep
Shinobi fans on both consoles knee-deep in
blood and rice flails!



The heroes in FF will be able to interact with
background items!

FIGHTING FORCE (Working title)

It might not have a name yet, but Core’s
Streets of Rage look-alike is well on its way to
completion. Despite rumors that Sega was
interested in the game, Core Design has joined
forces with EA in Japan to put the title together.
EA currently has 10 coders in Japan working in
a “think tank” group with Core’s team, and
things are beginning to look good. The game
takes titles like Final Fight and Streets of Rage
as its blue print and gives it a 3-D engine which
means that the player has full 360-degree
movement in the gaming environment. The lev-
els we saw demonstrated included a street
scene with cars passing at high speed, and the
developers confirmed that they intend to make
the background interactive, allowing the player
to throw enemies into the road to be hit by
passing cars. Gruesome, but cool! The main
male character can even trash cars and throw
their engines at enemies. Players can pick from
four main characters, and two players can team
up for simultaneous action. If the coders have
time, they hope to include a Final Fight-style
Battle Mode. The main characters have been
strongly influenced by Japanese manga, and
their opposition will come mainly in the form of
human attackers in gangs

The main characters will have plenty of
moves, too. A combination of Tekken and SF
moves will be used to create button combos
rather than one-button strings like the old
Streets of Rage. But, like the old Genesis title,
there will be various weapons lying around for
players to pick up, like pipes, as well as even
more useful toys like machine guns and rocket
launchers. Backgrounds will hide power-ups
and health bonuses, and special hidden sec-
tions will be located around the levels. The lev-
els in the bag so far include a bridge section,
Bronx and an elevator, but the programmers
hope to finish the game off with six to seven
levels made up of 30 stages. Expect to see the
game on both the Saturn and the PlayStation in
September, but it won't be called “Judgment
Force”, as others thought. Watch for an update
next month.

ja offers multiple branches in the path the
character takes.

TOMB RAIDER 2

he storyboard for Tomb Raider 2 is

still to be confirmed, but the game will

include far more outdoor environ

ments and non-tomb locations to pro-

vide more variety in the gameplay, as

well as the tomb levels which give it
its name. One of the levels we were shown is

et in a huge mansion in Venice, and is

already well on its way to being complete. A
new map editor for the game
means levels can be designed
and then walked through
immediately, speeding up the
process of coding immensely,
and allowing programmers
and designers to spot flaws
and bugs straight away.

Heather Gibson, one of the graphic design-

ers on the new game, explained the story
behind Tomb 2... or at least the story as it
stands today—everything is subject to change
until the final storyboard is in place. At the
moment, the “mythical” plot involves a dead
magician named Callistro, the Chinese emper-
or Qin Shihuang (of Terracotta Army fame),

a mysterious cult, a tomb under the Great
Wall of China which contains powerful,

ed ocean
anny resemblance

finer which bears an un
1o the Titanic.
‘We're doing a link-up with another explorer

(unnamed at present),” says Heather, although
this might change before the game is final-
ized. “Basically, Lara arrives at the Great Wall
of China. She believes that the entrance to
the tomb is within the Great Wall, so the
first level (of Tomb 2) involves going through
the wall, out onto precipices and mountain
ledges, trying to discover the main door

“She sees a group of cult members getting
into the tomb through the main door, so
we're going 10 go to a cut FMV scene where
she's spying on them going through the door
She can't get in so the rest of the wheel
revolves around her, basically chasing this
cult group to discover how on earth they
got the secrets to the tomb. And that leads
you to clues about Callistro, the magician
who used some of the Chinese Emperor’s
magical weapons.

“That's why they come onto the Titanic-style
level, because he (Callistro) actually drowned
when it sank on its maiden voyage, with his
collection of magical objects. So you've got
that cult then on the ship with Lara in pursit
Eventually, we're going to throw Lara into the
mystical floating islands, so the last level will
be very similar to the first Tomb Raider, and
the fact that it's completely weird and very

different from anything el

The Venice level, set in Callistro’s mansion,
is particularly impressive. The house is
boarded up and full of magical props which
the cult want. These house levels are being
used, 0o, so hanging chandeliers will become
stepping stones to different parts of the
house. Secret passages litter the mansion,
with entrances hidden behind paintings,
for example. Care is being
taken by the programmers
to ensure that all the corri-
dors link well, and the puz-
zle element is being main-
tained; you can see some
rooms, but the trick is get-
ting inside them.

The shipwreck level is
particularly innovative.
Designer Neal Boyd was
constructing it while we were there, and is
very happy with the way it's coming together.
Lara accesses the ship via a mini submarine
although the team is still discussing whether
to include a wetsuit for Lara, giving her a
change of clothes. Imagine guys, Lara in a
tight-fitting neoprene! The sub then takes her
down to the ship, which rests upside down on
the sea bed. This means that the majority of
the level takes places with Lara running along
ceilings! The boat level will feature submerged
levels that Lara will have to swim throug
well as airpockets and dry routes. The final
sub-level will take Lara off the boat and into a
large cave area.

One important area Core has focused on
is the number of enemies faced by Lara
Answering criticisms that the first game was
a little sparse in the killing stakes, they're
making sure that Lara will have more opposi-
tion on each level. The underwater section,

!m example, will feature cult members as well
s sea life. Discussion is currently under way
on whether to include a giant squid, but that
will depend on how easy the tentacles are to

program! Likewise, when she's underwater,
Lara will now be able to fight off attackers,
rather than just be a sitting duck. The other
changes to the game will involve mainly
graphics tweaks. There will be more dynamic
lighting FX and Lara will now be able to climb
hand over hand, allowing the use of ropes in
some sections

The only things the programmers couldn’t
include because of time constrictions are
things like Lara riding horses and motorbikes!
Guess we'll have to wait for Tomb Raider 3
before we get to see her in tight leather
then, eh?

Ecmm.






INTRODUCING THE ALL-NEW MECHWARRIOR®2
ARCADE COMBAT EDITION.

REBUILT FROM THE GROUND UP.

MechWarrior® 2 is coming. Featuring true 3-D
simulator styling, yet customized for the console.
It’s the first combat simulator totally redesigned
to bring you ultra-fast shooter-style gameplay.
From #1 in its class — to #1 at hauling chassis,
its groundbreaking design leaves PC ports behind.
No wonder the all-new Arcade Combat Edition of

MechWarrior® 2 is turning heads — into shrapnel.
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MEGHWARRIOR?

31ST CENTURY COMBAT

ARRIVES MARCH 28TH

48 missions with awesome power-ups Ultra-fast gameplay packed with Advanced tactical artificial intelligence
including Stealth and Invincibility! lethal missles and ‘Mechs*!

and stunning 3-D texture-mapping!




SPECIAL FEATURE
DARKSTALKERS: JEDAH'S DAMNATION

here are two major arcade shows in
the world and both are in Japan.
JAMMA is the premier event which
is held in September, and the AOU
(Amusement Machine Operator's
Union) is the other event which is
held in late February. At this year’s AOU, all
of the major companies were there and the big
news was the introduction of new coin-op
hardware from both Taito and SNK. On the
software side, in a few words, there was more
of the same. Nothing revolutionary but enough
new games to keep the arcade industry mov-
ing along for another year.
CAPCOM: Street Fighter l1l is now finished
and we saw it out on test in Japan. Akira had
a special AOU test version of Street Fighter EX
(called SF EX Pius), and in this game the play
mechanics were evened out and the hidden
characters and the Boss were playable. The
game could come out this spring, but the tim-
ing was unknown because Capcom doesn't
want anything to interfere with the launch of
SF3. Capcom also had a 56 percent complete
version of DarkStalkers: Jedah's Damnation.
This game should be out in early summer.
Those familiar with the series will be pleased
to know that the main characters are back
along with four more. The new ones include
(the names are from the Japanese game) Q-
Bee, a phantom coming back in the form of a
bee; Lilith, a new girl who looks like Morrigan;
Bulleta and the master of evil, Jedah. As for
new games, the best Capcom could do is
another fighting game called Battle Circuit. It
is a four-player simultaneous game with the

Once again, polygon gun games wi

BATTLE CIRCUIT
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high casualty rates were
ever-present. Both Sega and Konami featured their latest.

main characters being Cyber Blue, Captain
Silver, Alien Green and Pink Ostrich. Each
character has special strengths. For example,
Silver has a strong defense, Blue has a power-
ful attack and Ostrich can jump and fly etc.
It's four against the oncoming enemies, and
at the end of each level, the players accumu-
late coins for the number of enemies killed.
They can then go into a shop and buy different
types of power-ups.

NAMCO: Tekken 3 is making progress as
the game was 75 percent complete. The
Bosses still weren't in the game, but Namco
officials said they should be within the next
few weeks. Look for an update next month.
The only other new game was one called
Armadillo Racing. While fun and cute, this
trackball racer has your 'dillo racing down

a path against three other players on linked
machines. I'm sure there is some type of
strategy involved like rolling up in a ball to let
your heart rate slow down (it looks
like this is the first game where you
can have a heart attack), but this
game got tired real quick.

KONAMI: First on their list was a
new demo of what their top-secret

had real backgrounds with the characters
doing actual moves. One of the fighting areas
was a field of tall grass which swayed back
and forth in the wind. Still, unfortunately, it
was only a tape, and whether Konami can
make this one play as good as it looks has yet
to be determined. But their programmers have
been very busy as they also showed a new
racing game, and it was in our opinion the
best visual of the show. Again, it was only a
tape. As for real games, they had a finished
version of a new two-player machine gun




Untitled Cobra game=Konami

game called Operation Thunder Hurricane.
Nothing revolutionary, just another shoot-any-
thing-that-moves-type game. The gun did have
a nice recoil though. Their second major game
was a hang glider game called Hang Pilot. This
coin-op features two screens, one for your
view ahead and the second for a look at the
ground. You must control the rudder with your
feet by moving left or right, and your goal is to
navigate the course in the fastest time.

SEGA: Besides Scud Race (name to change)
Sega debuted their third Model 3 board game.
Called Virtua Striker 2, this soccer sim utilizes
the power and speed of the Model 3 board to
produce the fastest and most realistic polygon
sports game to date. You have to love soccer
to like this game, and if you do, it's all in here.
Their second game was another shooting
game but it wasn't Virtua Cop 3. Cop 3 is in
development but it won't make its debut until
the September JAMMA show. Still utilizing the
Model 2 board, Sega’s next new title was
House of the Dead. It is a two-player coopera-
tive shooter. Blowing away zombies (green

7 20 L NN
Samurai Shodown 64=SNK

Street Fighter EX Plus-Capcom

s
Armadillo'Racing-Namco

blood) is the obvious plot, but Sega
officials were quick to point out that
this game was more interactive in
that it could branch off in different
directions yielding many different
paths to follow. It looks like a good
Saturn game for later this year. Top
Skater is the newest in Sega’s long line
of “participation” games. Yep, you get to
stand on a skateboard and you earn points

ing various tricks and
mno The big news from Taito was their new
Wolf 3-DFX hardware. The specs are shown
above, but based on the demo that they had
running of Psychic Force 2 and their Untitled
Racing Game, it looked like Taito could make a
comeback in the arcade market. The games
were fully 3-D, featured virtually invisible poly-
gon graphics and very fast action. Still, we'll
have to see what a real game looks like. Retro
is still in and Taito had a new version of
Arkanoid Returns—more of the same 8-Bit
NES gameplay. Darius just won't go away, and
in this version, the hook is 3-D. In essence
they did the same with Darius G as Namco did
with Xevious.
SNK: Last but not least, the surprise of the

Taito Wolf System specs
Number of Polygons: 1,000,000/sec.
Pixel Capability: 45,000,000/sec.
Resolution: 512 x 384
[Effects: Z-Buffer; 1/2 transparency;

fog; mipmap; perspective
correction; Gouraud Shading.
Future Games: Psychic Force 2

and untitled racing game.

Taito unveiled their new fancy 3-D graphics arcade

board. Only a few demo games were displayed.

Sky Polystars=Konami

Virtua Striker, 1—ega

Sega wowed the crowds with their next Model 3 board title
Virtua Striker 2. Loads of smooth animation are abound.

show was SNK's official debut of their new
64-Bit game system. Appropriately called
Neo-Geo 64, little real information was avail-
able as all they had was a tape running and
even that contained only a few seconds of
“real” 3-D action. Their first 64-Bit game will
be Samurai Shodown 64 which should be out
later in 1997. We've picked the best examples
from the tape, and if this is representative of
what they can do, it looks like Neo+Geo fans
will finally be able to play a real 3-D fighting
game. The rotating camera made for a very

the had
some actual 3-D depth to them. As for a home
system? This was the furthest thought from
their minds. SNK execs wanted to get the new
arcade hardware out before they even started
to consider what they would do with the home
market. More as it develops..

Danus 6 ID—Ta(lu
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DA BOSS IS BACK!

YOU MUST DEFEAT SHENG LONG TO STAND A CHANCE...

Sheng's air red fireball works like Akuma's red fireball,
but with the nasty effect of slamming you to the turf too.

Akuma must be shaking in his gi, now that his
missing brother, whom Akuma thought he mur-
dered years ago, is back and ready to rumble!
Players from Japan know him as Gouken, but
here in the States, we call him Sheng Long! Read
closely as we retrace history and fill you in on
Sushi's scoop of a lifetime.

In a time before the first Street Fighter
Tournament, two young brothers, Gouki (Akuma)
and Gouken (Sheng Long) trained under their
master, Goutsetsu (no American name yet).
Learning under the master for many years, the
brothers soon became competitive to the point
of rage and dishonor. Finally, Master
Goutsetsu sent each brother on sepa-
rate paths so that they may tap the
inner strength of their individual
souls. On one hand, Gouki
embraced the evil in his
soul and embraced the
Killing arts of
Shotokhan. On the
other, Gouken
purged his rage
and removed the
killing aspects of
Shotokhan, thereby ele-
vating it to a true martial art.
Lusting for more power, it is
rumored that Gouki returned
to Goutsetsu and murdered
him. Shortly afterward, 4§
Gouki began his long f
hunt for his only living 4
equal, Gouken. H

Soon after the death
of his Master, Gouken

Denjin-Shinryu-Ken, or Shocking Dragon
Mw;wﬁwmaﬂndsnhsmm
began training two young men, Ryu and Ken, in
his elegant Shotokhan martial art. Many years
later, Ken and Ryu spotted the brothers fighting
atop a mountain ridge at dawn, and witnessed
their master fall into the cold, dark river below.
The two young warriors attacked Gouki, only to be
tossed aside. Gouki, uninterested in two weak
boys, vanished. Ryu and Ken never found
Gouken's body, washed out to sea by the raging
currents. Thus began the quest of these famous
World Warriors to avenge
the death of their
master, now finally
coming full circle
in Street Fighter II1.

e

Sh&ng Lon
Gouken

o
: 4.01.4
: Akuma
: Sushi
: “You must defeat me
to stand a chance.”

.Myutllpmbablybedobberedbyﬂlesumd”o

If you're unlucky enough to be hit by this unblockable
move, you'll lose half your life, AND be stunned to boot!
Now that the Boss of the decade has returned,

what can YOU expect? Well, check out these
screens to find out! Obviously scarred from his
battle with Akuma years ago (a long scar is
stretched across his right eye), Sheng Long has a
score to settle. He's restored several of his
“killing” techniques for the sole purpose of
destroying Akuma. His first Super Art is a
Shocking Dragon Punch (shown here—thanks
Sushilt), which is unblockable and stuns. He can
only charge one of these at a time. His second Art
is a multiple-air fireball barrage, similar to one of
Ibuki's Arts, but with greater range. He can
charge this for three levels. Judging from the kanji
power symbol burned into his shoulder, we
believe his third Super Art must be similar to
Akuma’s Demon Barrage. but no additional info
was available at press time. It IS known, however,
that Sheng Long will appear as a sub-Boss if
you've “mastered” your character sufficiently
enough for him to test your puny skills. To reach
him, you will need at least six perfects and...

Akuma’s double air fireball was bad, but how about this
newmsl’ksagmmdnme you may avoid the first...

make it worse, the high fireball is hard to jump over.
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Liu Kang, Sonya Blade and Sub-Zero (who
knows which one) return yet again for 4.

BY: SUSHI-X AND MARK HAIN

ortal Kombat 4! When our Sushi-X

heard a rumor that Midway had the

game in development, he took his

sleeping bag and camped out on
Midway's doorstep. After tripping a few people
on their way into the building, Midway decided
to allow EGM the first exclusive interview with
the head honchos of the MK4 team.

EGM: Let's start at the beginning. Is there a
story line?

You know what, this is actually the
earliest we've ever talked to anybody about
one of the MK games. So you've caught us at
a point where the story isn't developed com-
We haven't established exactly all the
ters who are returning.

EGM: The date you have set is August, right?

It would be best to say summer or fall.

Pat Fitzgerald: It's a giant game and the antici-
pation is so high. We want to talk to you guys
t0o because we don’t want to avoid it..or |
guess start limiting the anticipation...because
i's going to be a huge game for us. We've got
to be careful about announcing dates and
being too definite about things, because | think
that affects other parts of the whole process.

EGM: We hear of another MK game...

Yeah, that's the one that Joh's working on.
The working title is Mortal Kombat Mythologies,
and then the word Sub-Zero,

EGM: And that's the home game.

It's not in MK4 for two reasons: one is cost,
another is that we wanted to be able to have
very fast access to our textures and stuff, We
wanted to be able to do the kind of stuff that
we did in the other games where you have
multiple backgrounds, and you're smashing
through, and show multiple characters, instead
of just the two that you're fighting. So with an
EPROM, it allows us to access it a lot faster.

EGM: What made you decide to go to 3-D?

Well, we've opened the doors for a lot more
stuff that we can do. We pretty much hit a brick
wall with MK3. When you get 3-D, all of a
sudden you can look at characters in different
angles, and you can do a lot more outrageous
effects with fatalities and stuff like that. You're
essentially working in a real world as opposed
to just putting up sprites. You'd be amazed at
how many ideas have been coming in. Now it
just becomes a matter of what we're going to
have time to put in

EGM: Are you digitizing characters?

PF: We are using motion capture for the
motion, and for the characters we go to our
studio and video grab real-live people. The only
difference is that the whole texture-mapping

EGM: Is the combo system still in the game?

Yes but with each game we want to expand
on the previous one without eliminating any of
the features that people liked about it. But with
this new feature, | don't want to keep going
back to it, it's really going to change the way
you play the game. It's still going to feel like
MK; you're still going to be able to jump, which
1 don't think any 3-D game has really done yet.

EGM: Will it still be a jump kick, hop kick kind
of a thing..those motions?

It's going to play really tight, and really
fast, and it's going to be a real test of reflexes.

EGM: You put the Run button in because you're
a big fan of more aggressive, more active com-
bat. Is this new feature based on that also?

Yeah, as a matter of fact it is. We're also
going to add more complicated stuff that the
better players will be able to pick up and no
air blocking.

EGM: Any kind of tie-in with the new movie?

The movie comes from the game.

We've got characters that are over 3,000 polygons...

Right
EGM: Will MK4 be on new hardware?

That's what we've been doing the past
several months. So Dave was working in
conjunction with Mark Loffredo and Todd
Allen, who are programmers on the game,
just defining the hardware. This new proprietary
hardware cranks out over 1 million polygons
a second. We're using the same microprocessor
(DSP) as Cruis'n USA but that's where the
similarity ends.

EGM: What about a hard drive?

|82 | =[]

process is completely different, where we have
a lot more avenues to go. We've got characters
that are over 3,000 polygons, just for one char-
acter, and when you start getting that many
polygons you lose the polygon look—everything
just kinda blends into one natural, organic-
looking person.

EGM: Is there anything unique that you are
Iooking to introduce?

We are going to add a revolutionary fea-
ture. Unfortunately, | can't talk about it. We
feel that this one will be way bigger than the
Run button. You guys will be the first to know.

EGM: What else can you say about MK4?

Well, Rayden is back, as is Scorpion. It's
going to be pretty dark and we're going to
steer away from humor.

EGM: So you will take the friendships out?

1 don't think we're going to have friend-
ships or babalities in this one. More on hidden
stuff, big time. You know how we added a
feature into the Versus Screen? We're doing
stuff like that, We'll keep

you informed as to what's

going on.
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By David Rider and Ed Semrad

f the financial pages are anything to

go by, then Acclaim didn't have a particu-

larly happy new year. But just outside

London, the guys at the company Acclaim

acquired last year, Probe Entertainment,

have been having what the Brits refer to
as a “blinder” So when the Ed in Chief and |
were offered the chance to scope out Probe's
new projects by the company's head honcho,
Fergus McGovern, we hopped on the next train
to sunny Croydon

And surprised we were! First up is a game

code named Condemned, an awesome
first-person perspective shooter on the N64,
PlayStation, Saturn and PC. It's Fergus’ baby—a
special project he has a team of 15 working on.
With this game they really wanted to do some-
thing different, and having seen it run, we can
confirm that he's done just that. EGM was in
the privileged position of being the first maga-
zine to get an exclusive look at this new title,
and impressive is a major understatement.
Condemned is a stunning futuristic corridor
shoot-"em-up that merges the game styles of
WipeOut and Tunnel B1 with more than just a
hint of Alien Trilogy's tension. You control a
hovering craft that looks like something out of
Mad Max, flies faster than an F16 and carries
more firepower than the average aircraft carri-
er! You're pitted against a multitude of other
fighters in a complex of cramped, claustropho-
bic, metallic corridors on a war-torn, desolate
planet. There are power-ups and bonuses
everywhere, but you've really got to keep your
eyes open, because the maze-like corridor
layout means that enemies can approach you
from anywhere: above, below and especially
behind. One of the most coolest pick-ups we
saw was an invisibility shield which allows you
to sneak up right behind an enemy and blow
him away before he even knows what hit him.
A missile camera lets you follow your weapons
in for the kill, and you can even leave a bomb
or missile waiting in a corridor while you watch
(through its camera) until an enemy comes
along and you activate the bomb! There are
only two views available, a 3-D cockpit view
which shows your instrument layout and a full-
screen view. You can check your six with a nifty
rear-view mirror-style option. The game moves
at a lightning pace, and screen shots real-
ly can't do it justice. One of the main
problems with previous high-
speed PlayStation racers was
polygon clipping and folding.
Probe has overcome this
by simply stretching the
backgrounds to give
the impression of
speed. It works,
and it's so
simple—
even
they
were

You start your game with only the very
basics-wooden shacks and a few settlers.

surprised that nobody else had thought of it.
The PlayStation version we saw running wasn't
complete, but the graphics engine and craft
looked fantastic and the speed has to be seen
10 be believed. A two-player split-screen
version of the game is definitely heading
toward Sony players, but Probe is still deciding
on whether a link-up option is financially
worthwhile. Itll knock your socks off when
it's released, and Probe is already putting
together ideas for Condemned 2!
SPIRIT MASTER

Probe is also hard at work on a PlayStation-
only beat-'em-up called Spirit Master. The
game features mythological characters from
various cultures across the globe—such as
Minos, Baron Samdi, Omega and Caliban—all
drawn together by Mantis, who has transported
them through his
Spirit Gate and
turned ordinary
mortals into the
Spirit Masters.
Probe is giving
each of the
characters a
reason for
fighting, and

Fergus
McGovern—
head honcho
at Probe
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ONSTRUCTOR

Probe’s other hot new title is Constructor
for the PlayStation, a game which has been in
development for two and a half years and
takes the Sim game idea to its Nth degree.
Fergus states: “It was a project that we'd
been after for a long time, but it was original-
ly with Warner. When they were going
through some problems, we jumped in and
snapped it up. We've been working on it ever
since. It's a single or multiplayer game, kind
of like SimCity crossed with Command &
Conquer whereby you've got to build up
neighborhoods. In the process of building
them up, you've got to keep all the families
that live there happy."

Robert O'Farrel, the game's producer for
Probe, gave us a quick run-through. “You
start off with an empty screen and build your
houses from scratch, opening a lumber yard
and bringing in the wood before you can do
anything else. Once your wooden houses are
up, you get grade-one tenants, with the idea
being that you constantly upgrade tenants.
But while you're doing that, the computer
player (or your opponent) is building, too.
However, your opponent can send in the
Mafia to smash things up, or even put ghosts
in your houses to haunt and drive out the
tenants!” Probe is already at work on not one,
but two sequels!

CONSTRUCTOR

All'is peaceful in suburbia (Teff). However, watch over your city as the computer (or opponent)
can start causing trouble, like burning your houses down or haunting them with ghosts.

putting in place a hefty backstory to the game.
Producer Joe Bonnar explained some of the
details. “Essentially it's a martial arts game.
What we've done is take the top-class martial-
artists in the country—be they champions,
leaders in their field or instructors—and we're
applying their fighting styles and moves to a
number of characters from legends around the
world. “All the fighters are motion-captured,
soft-skin polygonal characters, all Gouraud
shaded and each will be influenced by lighting
effects in-game. We've
included elements
from games like Virtua
Fighter 3, so that you
can climb above your
enemy and fight on
higher levels rather
than just have the play
area restricted to one
screen, so Spirit
Master runs to two
frames”" Other in-
game elements
include magic, or Chi,
that can be built up by
holding button com-
bos and allow charac-
ters to affect the gam-
ing environment and
their opponents.
Controlling your fight-
er's anger and build-
ing it up via an on-
screen menu bar will
create weapons specific to each character.

But it doesn't end there, because the game

has a full 3-D environment, you can perform
side-steps, rolls, ring-outs and more. Probe

has even included a Four-player Mode, which'll
have your friends battling against each other.
The most important aspect of the game, howev-
er, are the moves. Besides putting together

intricate combos, the team is working to
include control over the left and right halves of
the fighters' bodies, providing it doesn't make
things too complicated. That means that in
“Hard” Mode, when you're attacked, simply
performing a block won't do—you'll have to use
the correct side of your character’s body in
order to block an attack. Of course, in “Easy”
Mode, you'll just be able to pick it up and play,
but for players looking for an ultra-tough chal-
lenge, Spirit Master looks like it has all the

Dot Teotter reporti

As your town develops and evolves into a modern city, you still are
in charge of maintaining the homes and keeping your people happy.

bases covered. A special Tekken-style Mode
will allow players to fight on a nice, flat frame
area at a higher frame rate over one screen,
but why play that when the Spirit Master
backgrounds look so cool in full 3-D?! Martial-
arts fanatics and fight lovers can look forward
to seeing this one on the PlayStation in time
for Christmas. More as it develops!
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LOST WORLD

JURASSIC PARK

THE EVOLUTION OF THE VIDEO GAME DINOSAUR

his summer, Universal Pictures will
be bringing you an almost sure-
fire hit movie: The Lost World, the
sequel to the highly successful
blockbuster motion picture
Jurassic Park. At about the same
time, DreamWorks Interactive will be
bringing you (what they hope will be) a
blockbuster hit as well, The Lost World:
Jurassic Park for the PlayStation.
This ambitious action game has players
taking on the roles of five different char-
acters: a compsognathus (‘compy” for
short, a chicken-size predator that will
appear in the new movie in herds of
hundreds), a velociraptor (a “rap-
tor," seen in the first
movie), a tyran-
S5 rex"—you know
what they are)
and a couple

of humans (iike you and me, except armed with
nerve gas, tazers and incendiary grenades).

You will take these characters through 24
different environments and battle the carnivo-
rous inhabitants of The Lost World

But what about it makes it an ambitious
(game? DreamWorks Interactive is striving
for new heights in graphics and animation
in a video game (sounds worthy of an Oscar
nomination, doesn't it?). Never before has
anyone seen game animation this real and
lifelike; this is the closest thing you'll see
to realistic dinosaur movements until game
developers figure out how to motion capture
actual dinosaurs.

EGM showed you exclusive first-looks of
this incredible-looking title back in the February
issue. Now we'll take you behind the scenes
at DreamWorks to see exactly what they're
doing there to impress us. You'll see how a
scene in a game starts out as an idea on
paper and evolves into what you see on
your television screen.

But no matter how good the game looks,
we all know that graphics can supplement—but
never take the place of—good gameplay and

raw fun. So keep an eye out for a future
issue of EGM for a follow-up to The
Lost World: Jurassic Park. We'll
give you all the unbiased
information you'll need to
know on this hot new
PlayStation game.

SATURN SCREENS

SEGA’S SLOWER
EVOLUTION

So where is the Sega Saturn version during
all of this? The DreamWorks team did not
want to divide their resources among several
projects, so they're shipping their source
codes over to Sega (currently, no plans for a
Nintendo 64 version are being made). Sega is
working with Appaloosa Interactive, and
together they are taking the original code
(along with some of the PlayStation code)
adding some original Saturn-specific program
ming and creating what should also be a stel
ar version of The Lost World. Early indications
show that the Saturn version should look at
least as good as the PlayStation one. Since the
game is primarily composed of 2-D play, the
Saturn may actually have an edge when it
comes to drawing the lush backgrounds
Because Sega has to wait to get codes from
and have every step of the project approved
by—DreamWorks, consumers won't see the
Saturn version until at least a few weeks after
the PlayStation version is completed.
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PLAYSTATION SCREENS

Catherine Yuh
Storyboard Artist

In the beginning,
meetings are
held and ideas
are tossed on the table. Palrlck Gllnlore the
producer of The Lost World, organizes his team
and gets the initial outline of the game down. It
is then Catherine Yuh's responsibility to envi-
sion these ideas (all the environments, conflicts
and action) and make a physical representation
of them in the form of hundreds of sketches.

Tim Goodwin
Animator

Tim Goodwin

finishes up the

models by

applying the textures to the polygons. He then
applies mesh modifiers to the model. During
animation, Goodwin actually moves the modi-
fiers, not the polygonal geometry itsel, to create
movement for the characters. What this trans-
lates into is a smooth-moving dinosaur that is
completely covered in a stretchable skin (you
can't see the polygon seams at all). Goodwin
then uses a tool written by Tom McDevitt (of
Step 5's fame) to convert the finished animation
into a file format that the PlayStation can run,

Matt Brown
Lead Engineer

Finally, lead engineer Matt
Brown integrates the converted
animation and the Al with his
proprietary 3-D game engine,

jorf-X. This game engine ren-
ders the dinosaurs in realtime (on the fly") and

Matt Hall
Eead Tex%ure and

Matt Hall is responsible for
creating the basic blueprints
(the basic character design)
of The Lost World's vicious
dinosaurs. All of his designs are based on the
actual original dinosaur models from Stan
Winston Studios which is Hollywood's premier
creature effects shop; Stan Winston Studios
created the awesome Terminator cyborgs, the
aliens from the Alien movies and the dinosaurs

for both the old and the new Jurassic Park
films). Hall paints the dinosaurs (including their
skin textures and color schemes) on
DreamWorks' powerful PCs.

Tom McDevitt
Englneer

Tom McDevitt is

the engineer

who's responsi-

ble for writing each creature’s artificial intelli-
gence (Al). McDevitt's code tells each character
what animation it will use when walking
around, attacking, dodging, eating, etc. Al of
the dinosaurs in the game do not follow a set
sequence of animations. At any time, the Al
allows them to choose from a multitude of
actions, suitable for every situation in the game.
The dinosaurs can stalk, hunt, react to and
pursue the main player through extended areas
of the game.

allows them to switch from one animation to
another, with seamless transitions. In game
terms, this may mean that a dinosaur can move
instantly from an eating pose to jumping to
attacking, all without having to pass through a
neutral stance (since every animation is always
immediately available). Naturally, you'll have to
see it in motion to fully comprehend, or appre-
ciate, what the Morf-X engine is capable of.

fal Corey Comstock

Animator

Corey Comstock

has to build a

polygonal model

of each character. He also has to develop a
list of animations for each character. It is
Comstock's responsibility to make sure each
character’s motions give it the sought-after
personality. He also has to design how the
characters will physically interact with one
another in The Lost World

Dmitri Ellingson,
Background Artist

All while steps 2

through 5 are

going on, back-

ground artist Dmitri Ellingson is busy creating The
Lost World's environments. What you see in the
picture above is the initial layout of the first level,
the conifer forest level. Ellingson bases his 3-D
background environment on level designer Randy
Oyler's gamefield plans. The final step of the
background process is to apply textures and a
backdrop to the maps, adding light sources and
shadows to create the immersive feeling of being
in woodland (in this level, Ellingson has to add fil-
tered sunlight that shines through the branches).

Waiting on the
Final Exam

So there you have it, EGMs 32-Bit paleontology
lesson for the day. What this article doesn't
show you is how much blood and sweat these
game developers are putting into everything
we've shown. They are working day and night
to shoot for a PlayStation release date that will
coincide with the motion picture’s release.
Make sure to watch EGM to see whether their
hard work pays off..or not
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BLAST CORPS

Cranes, Trains And Automaobiles

sn't it ironic, don't you
think, that the only way
to save the world in
Blast Corps is to destroy
it? But irony isn't the
n only thing this relatively
unhyped hybrid of puzzle and
action game has going for it.
The 64-Meg cart—developed
by England-based Rare (of Killer
Instinct and Donkey Kong
Country fame)—packs plenty
of gameplay variety.

First and foremost, this sucker
is big—60 levels big, in fact. The
goal of most levels is pretty
simple: Use a variety of vehi-

cles to demolish everything in
the path of a runaway, bomb-
carrying truck. Other levels—
the bonus stages (see side-
bar)—have you zipping through
hilly race courses; destroying a
set number of buildings or col-
lecting the scattered Radiation
Detection Units, Blast Corps’

Aside from vehicles, you'll also find cranes, trains
and ships that'll carry you from point A to B.

equivalent of Mario stars.

Blast Corps’ premise is more
than a little offbeat. Apparently,
Earth's top eggheads have decid-
ed that the best way to rid the
planet of its nuclear arsenal is to
transport the nukes across the
country in an unmanned carrier.
Unfortunately, the carrier’s cruise
control has gone haywire, and the
big red rig is rolling steadily
onward, unstoppable and out of
control. If the plodding carrier
should knock into any buildings,
its megaton payload will make a
very big boom. So it's your job—as
a member of the Blast Corps—to
clear a path for the carrier, from
one end of the level to another.

Lucky for you, the Blast Corps

has access to some very cool
vehicles (12 in all) to make

your building-bashing business
easier. You start the game with a
bulldozer, which'll topple most
structures if you slam against
them long enough. And scattered
throughout the levels you'll find
the other, more specialized

smashing machines (see sidebar
for a closer look)

Most of these vehicles are hid-
den, making Blast Corps a game
of exploration as well as demoli-
tion. Fortunately, once you clear a
path for the carrier and complete
a level, you can go back in and
explore it at your leisure. You'll

"This sucksr is big--80 levels

big, in fa

Close call, man! One second more and the carrier
would've hit that building you just demolished!

ct

°
—

countryside-at least until you blow everything up!



Anyone who has played
the Donkey Kong Country
games knows that Rare
has a thing for hidden lev:
el Use the dune The motorcycle’s missiles let you blast  Most levels have at least one radar —and Blast Corps cer.
onto buildings. structures from afar. dish. Find it to open a bonus level tainly has its fair share of

them. Bonus stages open
landscapes (you'll roll  power slide into structures. Some when you earn gold medals
through country, city, buildings only topple after you in the regular stages (by

seaside and suburban  shove a crate of explosives next destroying all the buildings,
locales) look fantastic ~to them, and you have to ration rescuing civilians and col
and possess an espe- these crates to last the entire lecting all the radiation
cially convincing sense  level. Other levels are home to detection units).

of depth. You can pan  ships, trains and cranes you'll Certain bonus levels
your view around your  use to haul your vehicles between  [ERSSSEIVEVONE R TS
vehicle Mario 64-style, points A and B. Sometimes you'll radar dishes that lie hidden

aswell as zoom inand  even need to fill holes that lie in in each stage. But the
out. But what'll really the carrier's path, thus saving coolest level opens once
blow away gamers the big rig from a disastrous, you rescue the six hidden
are the explosions. explosive tumble. scientists that are scattered

Everything in Blast Above all, Blast Corps keeps throughout the game. This
ured in dollars’ worth of damage, COrPS blows up real you on the move—and on the level is set on the moon,

e, 50 get smashing] nice, filling the screen edge of your seat. The suspense where the decreased gravi-
ty makes for some interest

Your score

ing vehicle physics.

Everything in Blast Corps hos borus sages

have you racing on a
N w closed course or destroying
blows up real nics. pepondiind dunels
even has you clearing a
also want to collect all the with balls of incandescent fire as generated by the carrier as it rum- landing path for the Space
Radiation Detection Units, destroy  you crunch and slide through city  bles across the antialiased land- Shuttle!). Complete a bonus
all the buildings and rescue all blocks and farm houses. scape is intense. Judging by the stage and—you guessed

the people in each level, too. There's more to Blast Corps, reactions of EGM staff members, it—another hidden level
Completing all these tasks will however, than Die Hard-inspired you'll rock in your seat, scream at  [ERGIESS
ear you a gold medal, which in fireballs. Each level is a puzzle of ~  the TV and swear in frustration as
turn opens more levels sorts, each vehicle a tool with dif- the rig rolls closer and closer to a
Graphically speaking, ferent strengths and weaknesses.  building. But you'll have a heck of
Blast Corps is just as pretty as The dump truck, for instance, is alot of fun while doing it. W
Rare’s other releases. The 3-D most effective when you

Not yoﬁr Father's Bulldozer

Blast Corps' bulldozer not exciting enough for you?
Don't worry—soon enough you'l trade it in for more
powerful, and often more bizarre, vehicles. Scattered
throughout the game are fl other smashing machines,
including a dump truck, van, dune buggy. missile-
launching motorcycle, three cars (which are perfect for
the racing levels). three robots and a massive truck
named Sideswipe, whose side-mounted battering
rams rip into nearby buildings.

Most vehicles have a special power. For instar
the dune buggy packs turbo speed, the dump truc
can power slide into structures and the gold robot will
tumble and flip
into buildings.

You'll only find a

few new vehicles

in each level

(and often just

one). But once

you find a vehi-

cle. it becomes

available for use (S The rescue helicopter will circle above, looking for
inbonus levels. |8 o2 g panicked citizens to pluck from the landscape.




Doom Takes A Me

irst-person shooters can

come and go, but who

can argue that it was

id Software's games

(the Doom series) that

paved the way for others
to follow? Hexen is one of those
games. Utilizing the Doom engine
on the PC, Hexen brought new
features and characteristics to the
genre. Now, the game will be
treated to a nice facelift, courtesy
of the Nintendo 64's excellent
hardware capabilities.

Hexen is no ordinary Doom
clone. You won't find shotguns,
rocket launchers or chain guns
here. Hexen takes place in a
fantasy, medieval setting, where
cold steel and powerful magic

separate the strong from the

weak. Your adventures will take

you through ancient castles

and dark dungeons. You will
meet demons, wizards and other
mystical creatures that may make
Hexen look more like a fantasy
role-playing adventure than a
first-person shooter.

When you start the game, you

In previous versions of Hexen, enemies
this dose would look rather pixelated...

will be given a choice of what
character you would like to play
as. Your decision will affect several
factors, from how much damage
you can take and inflict to what
weapons and artifacts you'll be
able to utilize. You can choose a
warrior (a stereotypical strong, but
slow fighter), a mage (a physically
weak, but magically powerful
character) or a cleric (a happy
medium between the other two).
Each class has its own unique
set of items to use throughout the
game. This may help replay value
tremendously. For example, the
initial weapon that each player
starts with will be either a pair of

£

steel-gloved fists (warrior), a
magical staff that offers a weak-
ranged attack (mage) or a spiked
mace (cleric). Al of the stronger
weapons to be found later in the
game are also unique to each
character class.

To make things even more
interesting, common items have
different effects, depending on
which character is using it. The
green potion, for example, can
be an explosive concoction in
the hands of the warrior, or can
be dropped to form a floating
poisonous gas cloud when used
by the cleric.

Little changes like these help

i
| ALSOON

So does four-player death-
matching work on a single
TV screen? After all, knowing
where your opponents are
can defeat the whole pur-
pose of deathmatching in
the first place (which is the
reason why Midway isn't
planning on including a
Multiplayer Mode in Doom
64). But why not include it?
The N64 easily supports it.
and any Doom-type game
certainly warrants it.

The action can get fast
and furious. Make sure to
pick up power-ups and
new weapons as soon as
possible. The only thing you
will have to keep in mind is
that you can't pick up every
weapon you see. As we men-
tioned in the article, certain
weapons are for specific
classes only.

make Hexen a much more inter-
esting experience than you get
with the average Doom game.
Add to this a Four-player Split-
Screen Mode (see sidebar) plus
the N64's graphical prowess, and
you have an aging game that may
be worth looking at again. B

PUBLISHER GT Interactive

DEVELOPER Software Creations

THEME First-person Shooter

PLAYERS 14 Simultaneous

% pone 75%

Satum/PlayStation

#f you don't have a big TV, four-play
games can get a little bit confusing.

can backfire as an offensive weapon.
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NEXT WAVE

Call In The Special Forces

ide-scrolling fighters
have all but disap-
peared from arcades
and home systems,
replaced by droves
of arena fighting games
like Virtua Fighter. However, Sega
has come to the rescue, filling
the dormant genre with their
conversion of Die Hard Arcade.
The game takes the tried-and-true
formula of Capcom'’s Final Fight
and Sega’s own Streets of Rage
trilogy and brings them to the next
level. Using polygon characters
and rooms, Die Hard Arcade
looks more like Virtua Fighter
than games of old.
Die Hard Arcade was easy
to port to the Saturn, having
used Sega's Titan board in the
arcade. Titan hardware is identi-
cal to that of the Saturn minus
the CD-ROM, so the game is

almost a perfect port of the
arcade. The only noticeable differ-
ence is the load time between
areas and during cinemas.

The plot of Die Hard Arcade
has very little connection to the
movies, other than the title. In
Japanese arcades, the game was
released as Dynamite Deka. For
the USS. and the Japanese Saturn
release, the game was retitled
adding the movie license.

On New Year's Eve, a group
of terrorists seize control of a
San Francisco skyscraper, taking
30 partygoers hostage. One of
the hostages happens to be the
daughter of the president. The
terrorists have managed to fend
off police attempts to enter the
building. As a member of a special
SWAT force, you get dropped off
on the roof of the building. Slowly
working your way to the terrorists’

HQ, you have to fight off the
cronies sent to eliminate you.
A friend can join in the action
as a second SWAT member.

The gameplay is similar to that
of other side-scrolling fighters
Each room you enter is filled with
baddies and their arsenal of
weapons. Besides standard
punches and kicks, you can use
special attacks that are activated
by controller combinations, similar
to those of fighting games like

*Slowly work your way to the
terrorists HQ..."

Success or failure during cut scenes
determines the game’s ending.

These firemen are in the business
of putting you out, for good.

At the heart of bad guy HQ, you'll
fight the leader of the gang.

™S

mer

a

In addition to the action of
the regular game, Sega has
thrown in an extra game
called Deep Scan. Available
at the Title Screen, playing
Deep ¢
with more credits than the
standard four. By blasting
submarines, you gain point
Numbers on each sub times
10 determines how many
points you're awarded.
Additionally, each sub you
stroy puts 50 pointsin
the "bonus’ pot. After playing
for a while, you'll s

an will 2

ee a red
sub skim across the bottom
of the screen. If you're lucky
enough to hit it, you'll be
awarded the bont
and a bunch of

>oint
tra cred

Virtua Fighter. Most enemies have
weapons, which they drop when
you attack. Along the way, you'll
find pistols, rocket launchers,
spray cans, axes, golf clubs, pipes,
machine guns and more. Fighting
takes place on a 2-D plane, so
you have to be in front of or
behind an enemy to attack.

There are cut scenes between
areas, which update you on the
status of the president’s daughter
(who has very large hands), or
follow our hero(es) to the next
area. During the cut scenes, there
are times where you'll have to
punch, kick, or move out of the
way from obstacles. Success gives
you a chance to determine the
game’s ending and path. For
instance, by pressing the right
button at the right time, you may
avoid a battle altogether.

Die Hard is a return to the
tried-and-true genre of side-
scrolling fighters. Fans of the
genre will want to grab a friend
and take on Die Hard Arcade. B

.
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ttention, everyone!
Thanks to LucasArts,
you can now battle
through ancient
Greece and interact
with the gods who
watched over everyone.

Wait, don't turn the page yet!
Despite the premise, this Herc's
Adventures is not an educational
title. Instead, it's a hilarious adven-
ture game where you must fight
your way through a twisted ver-
sion of the classic Greek mytho-
logical world.

In the game, Hades (head god
Zeus' brother and lord of the
Underworld), has kidnapped
Persephone, the goddess of fertil-
ity. Without Persephone’s powers,
all of Greece will wither and die.
Zeus has recruited you to seek
out Hades and save Persephone.

While the name of the game is
Herc's Adventures, legendary

. strongman Hercules is not the
only character you can play as.
There is also Atlanta, the speedy
gal with the bow and arrow and
Jason, the plucky, young lad who

Get Pumped Up With Herc

fights with a sword and sling.
Each character has his or her
own attributes. For instance,
Atlanta may be fast, and her
arrows may have great range, but
she is unable to pick up huge
boulders like the mighty Hercules.
The game itself is incredibly
fun. The gameplay as well as
the overhead perspective is
reminiscent of the classic 16-Bit
LucasArts game, Zombies Ate My
Neighbors. Like Zombies, there
are a ton of special weapons and
two people can play simultane-
ously to tag-team the enemies.
During your quest to defeat
Hades, you will meet numerous
other gods from Greek mythology.
In order to advance in the game,
you will need to assist these gods
by finding items or other such
jobs in order to gain their
approval. Eventually, you will gain

"«esthis game...has you
too hard to fight."

laughi

ng

Use the catapults to launch yourself
out of (or into) danger.

See? Aliens really did help build all
those pyramids in Egypt.

After you die, fight through the
Underworld to regain your ife.

access to the Underworld.

A quicker way to get to the
Underworld is to die. When you
lose all your energy, your charac-
ter will die a comical death (with
kicking legs and everything), and
awake in the Underworld. From
here, you need to fight your way
past undead skeletons to the
proverbial “white light” to gain
access back to the surface world.

Speaking of comical, this game

Adventure
tor2

90%

April
PlayStation

is a riot! Between enemy guards
running around in their boxer
shorts to Herc proudly declaring,
“My dad’s a god!” every chance he
gets, this game sometimes has
you laughing too hard to fight.

You don't see quality 2-D
games like this on the next-gener-
ation systems that often. With all
the action, humor and great ani-
mation, Herc's Adventures is one
game that you can't myth (sorry, it
had to be said). &

Hop aboard a ship to get a free ride
across the sea.



NEXT WAVE

The Movie

side from the spectacu-
lar 3D0 version of Wing
Commander I1l, the con-
sole incarnations of
Origin's signature
space-combat series
have been nothing for gamers to
pee their pants over. Yet Electronic
Arts’ nearly complete PlayStation
version of Wing Commander IV
may finally turn console gamers
on to the series. Unlike Wing I1l,
the fourth chapter is not a direct
port; it has a new look, accurate
collision detection and—perhaps
best of all-simplified control.
Story wise, the game picl

up two years after Wing Il1.

The warlike Kilrathi race who
dogged humanity in the previous
games has been vanquished,
and now the galaxy is on the
brink of civil war between the
Confederation and the Border
Worlds. Players again assume the

role of war hero Christopher Blair,
who must eventually pick a side in
the looming war. Will he stick with
Confed? Or will he jump ship and
aid the Border Worlds' cause?

Wing IV offers 50 missions
in all, which range from simple
patrols to assaults on enormous
capital ships. Blair's decisions dur-
ing the missions—and especially
during the movie sequences—
determine which sorties he'll ly.
The planet-based missions of the
PC version have been replaced,
however, and now all of Wing IV's
missions are set in space.

The game packs seven different
fighters, and the type of ship you
can fly depends on which side of
the war Blair joins. The ships’
cockpit displays are different
from the computer game’s HUDS,
making them easier to read in
the lower resolution of the
PlayStation game.

That Plays Like A Gam

Simulation

Also new is a simplified control
option, which automatically han-
dles certain functions for the play-
er in the heat of battle. Target a
capital ship, for example, and your
fighter will switch from guns to
torpedoes. Better still, Wing IV is
compatible with Sony's dual stick
analog controller. Couple this hefty
peripheral with a Dolby Surround
Sound system and the Wing
Commander experience becomes
authentic enough to satisfy even
die-hard PC purists.

"The game...has a new look
+++.and simplified control."

Congratulations—you made it home in
one piece. Now land on the carri

Pour it on! An enemy’s weakening

enemy carrier. You gotta love those odds. shields flicker under your onslaught.

Behind the

Sure, Wing Commander IV's
space battles are spiffy. but the
real stars of this sci-fi epic are,
well. its stars—and the $8 mil-
lion movie in which they act
out the game’s galaxy-span
ning tale. The game features
several Arlist and B-list, actors,
including Star Wars boy Mark
Hamill. who reprises his Wing
1il role of Colonel Christopher
Blair. the player's surrogate,
and perennial bad guy
Malcom McDowell

And Wing IV's four CDs'
worth of FMV isn't of the
cheesy, straight-to-video

variety gamers are used to
seeing. In fact. the Wing IV
movie” was filmed like an
authentic Hollywood flic, with
real sets and props. And the
scenes were shot on film
rather than video (Wing Iil's
cinemas, although impressive.
relied heavily on computer-
generated sets and were
taped on video).

Afew scenes had to be
removed from the PlayStation
version of Wing IV to cut the
game down to four discs.

But Electronic Arts assures
that only minor cinemas were
cut (such as Blair's boring
walks through hallways). and
the bulk of the blockbuster
video remains.

‘}\ .
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BATTLE & CHASE

Guy Hits The Highway

The Blue

ega Man has spent the

past 10 years battling

Dr. Wily and his legions

of robotic henchmen.

Let's face it, after doing

the same thing for so
long, even Mega Man needs a
break. A few years back, he even
played soccer against Wily's ‘bots.
Now, Mega Man, his friends and
his foes are taking their conflicts
to the race track in Mega Man
Battle & Chase.

There are a total of 10
characters playable in the game.
Each one is riding in a vehicle

that reflects his or her personali-
ty. For instance, Mega Man
rides in his robo-dog Rush, who
apparently can now transform
into a race car.

There are three modes available

to play in. The Grand Prix Mode

*e s sCreate

is the primary mode where you
choose a character and challenge
all the other racers in an attempt
to beat all the tracks. The Time
Attack Mode allows you to chal-
lenge yourself by trying to beat
your quickest time on each of
the tracks. The final mode is the
Versus Mode. Here, you challenge
a friend in a split-screen race to
the finish. While you have a full
arsenal of weapons at your dis-
posal, this is played like a normal
race instead of like Mario Kart
64's Battle Mode.

Speaking of weapons, Mega

Between the fog and the giant Mets,
there’s a ton of obstacles.

Man and his pals certainly didn't
forget to bring theirs along.
During each race, there is a

weapon meter that automatically
charges itself up. The weapons
vary depending on your choice of
character. Mega Man, Bass and
Protoman all have the standard
Mega Buster weapon, while

your own custom car.

Gutsman tosses giant rocks.

Others are more unique such
as Quick Man's speed burst

and Roll's jumping ability.

In addition to the standard
weapons, there are also special
weapons that can be eamed
and exploited. To gain a special
weapon, you need to collect
the traffic cones and Mets that
are scattered on the courses.
When you collect the necessary
amount of items (a meter is
shown on the screen), you'll earn
a random weapon which can be
fired at will. The special weapons

Mix and match stolen parts to make
Your own custom car.

range from a spinning shield to
an electric shock.

The best feature of Battle &
Chase is the ability to steal parts
of your opponent’s car after you
defeat them. Going back and
repeating races allows you to gain
multiple parts and create your
own custom car.

Mega Man Battle & Chase is a
change from the normal Mega
Man games. Still, it is fun to play
and a definite change of pace
from the usual racing game. B

Racing
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Mega Man and Mario have
both been hitting the road
lately. Both Battle & Chase
and Mario Kart 64 are excel-
lent, but they have their plus-
es and minuses. Mario's
graphics look much better.
thanks to the N64's anti-
aliasing power. Mario also
has a few more available
tracks. Battle & Chase has
the character advantage with
10 playable racers as
opposed to Mario's eight
Also, the ability to customize
your car in Battle & Chase
adds an important element
of strategy to the game
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There is a grand total
of 32 playable charac-
ters in Toshinden 3.
Just so you know who
you are up against.
here's the mug shots
of all the fighters and
the sub-Bosses theyll
have to face.

hen the
PlayStation
was first released,
one of the games
that helped to sell
the system was
Battle Arena Toshinden. Now, only
about a year and a half later,
the third Toshinden game is
making its debut on Sony’s
polygon-pushing machine.

When the second game
was released, many complained
that it didn’t add enough to
the series other than a few
new characters. It seems as
though the creators have been
listening, because there are
ample new features to keep
fans of the series happy.

The most noticeable new
feature is the incredible number
of playable characters. There
are a whopping 32 characters
to choose from, if you are skilled
enough to leam them all. Like
the PlayStation’s other big 3-D
fighting series Tekken, beat-
ing the game with different
characters allows you to play
as a particular sub-Boss. The
sub-Bosses are all variations

t'o"keep

TOSHINDEN 3

Round Three Of The Hit Series

of their main opponent. For
instance, Sofia’s sub-Boss is

Zola, another whip-wielding

vixen who dresses like Cat Woman
and Kayin's double Ten Count
who looks and moves like

Michael Jackson.

n addition to all the sub-
Bosses, there are new “regular”
players as well. Shizuku is a
graceful female fighter who
bears more than a passing resem-
blance to Aoi from Virtua Fighter
3, and Nagisa looks like he can
compete with Vermilion with h
giant gun. All the action takes
place in enclosed arenas, where
you can slam your opponents
up against the walls for some
wild-looking juggle moves.
Another cool feature about the
walled arenas is that if you are
thrown into a wall, you can
rebound yourself off of it to
counterattack your enemy.

The addition of the new “Soul
Bomb" attack will really help you

ample new
fans.

pull off the juggle combos. They
are a type of super move that
cause tremendous damage as well
as a rather impressive light show.
Other flashy moves such as the
Overdrive and Desperation moves
return from the older games.

Graphically, the game looks
great. There are two graphic
modes available that allow the
game to run at either 30 or 60
FPS. If you choose to run the

jame in the 60 Frames Per
here is a loss of

texture maps and background
detail, but the game moves
incredibly fast. Even in the 30 FPS
Mode, the game runs smoothly.

While Battle Arena Toshinden
3 may not be the most strategic
fighting game on the market, it
is still a ton of fun. The incredible
number of unique characters,
hidden secrets and expansive
plot line keep this series fresh
even after three games. Bl
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ny uld school gamer

worth his or her

weight in Commodore

64 joysticks can't

help but remember

BallBlazer, LucasArts'
1985 8-Bit computer hit that
combined speed, two-player
thrills and brilliant gameplay
into one incredibly fun package.
Now LucasArts is unleashing a
32-Bit update to the classic, and—
nostalgic gamers have no fear—
BallBlazer Champions stays true
to the original.

For the uninitiated, BallBlazer
is a futuristic, soccer-inspired
arena romp in which two hover-
craft take pot shots on each
other’s goal with a blazing
ball (hence the game’s name).
But here's the catch—each craft
has a certain amount of energy
that begins to drain once players

nab the ball. Since this energy

Your enemy can use power-ups (like
this missile) against you as well.

supply keeps the craft going at
top speed and lets it perform
turbo boosts, the player carrying
the ball is at a distinct disadvan-
tage. The other player can easily
zoom up and swipe the ball,

One of the most common—and
risky—strategies, therefore, is

to continually launch the ball in
front of you before it can sap
too much energy. This tactic lets

As if reaching the goal isn’t hard
enough, most goals move, too!
and destabilization zones, which
knock your control systems hay-
wire. The game packs eight differ-
ent hovercraft, and some vehicles
are better in certain arenas than
others. The bird craft, for example,
does well in ramp-rich arenas.
Scattered throughout each
arena are power-ups—including
mines, missiles and cloaking
devices—that'll even the odds. Of

d Score With This Updated Classic

i, .

— e

Check out the billboards in the arenas.
Most plug LucasArts-related stuf

"You can always take the low-tech
approach and ram into the ball carriexr.”

ball carriers move at top speeds,
but it makes it easier for oppo-
nents to score a turnover.
Making things even more
interesting are the arenas them-
selves. BallBlazer Champions
offers 12 stadiums, only one of
which resembles a regular sports

arena. The rest are filled with hills,

platforms, ramps, energy-replen-
ishing and energy-sapping zones

course, you could take the low-
tech approach and ram the ball
carrier to knock the ball free.

BallBlazer offers three modes of
play: Single Match, Tournament
(which lets you upgrade between
matches) and a Split-Screen Two-
player Mode. It is the Two-player
Mode that'l keep gamers playing
long after they've eared the title
of MasterBlazer. W
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A Couple OFf Wild And Crazy Arms

ans of RPGs (specifically

on the Sony PS) may
want to keep an eye
out for Wild Arms
(imagine Lufia done
on the PlayStation

with enhancements).

Wild Arms takes place in
Filgaia, a world once filled with
lush, green forests. Unfortunately
there was a war against demons
1,000 years ago that sapped
power away from the guardians
of the great land. The demons
were beaten away, but the land
turned into a harsh desert and

the morale of the people
declined. Now Filgaia doesn’t
possess the high technology it
once did, and the demons are
slowly making a comeback.
Although Wild Arms doesn't

The battle system is reminiscent of a
Final Fantasy Vil-style interface.

have anything directly in common
with Lufia as far as its story goes,
it does feature certain characteris-
tics that make it similar to the
16-Bit RPG. For instance, Lufia's
overhead map allowed gamers to
travel from city to city (or dungeon
to dungeon). Wild Arms allows
gamers to do this on a map that's
very much like the one from Lufia,
except the Wild Arms one is
graphically more impressive.

Of course, many will be won-
dering if Wild Arms is so much
like Lufia, why was it done on
the PlayStation. Yet Wild Arms
features 3-D battle sequences
and graphics and sound that are

Visuals improve greatly when you
come across a major enemy.

much better than anything the
Super NES could do.

The character plots are pretty
standard, involving three heroes
brought together to save their
world. Each character has his/her
own destiny and technique. This
may sound run of the mill, but
Wild Arms definitely has some
interesting features, including the
ability to assemble magic using
items; overlapping, overhead
screens (similar to parallax
scrolling); great-looking 3-D
sequences and many others.

The 3-D battle sequences are
similar to those in FFVII. But
unlike FFVII, they're not in real-
time. Although the sequences are
turn-based, they're done in a ran-
dom fashion in that sometimes
enemies may get an extra hit if
they're enraged or the main char-
acter may get the jump on the
enemy and get a more powerful
attack. Itl be the jobs of gamers
to battle the demons once again
and make sure they don't take
away what's left of Filgaia.

IAVM LX3N

Wild Arms has a huge cast 8
of characters. Not all of
them are important though.
The characters in the game
who are important are the
three main ones. Actually.
there's kind of like three and
half. They include:

Rudy Roughnight

This guy is the main char-
acter of the entire game.
He's a traveler looking for
adventure. He is young but
has huge potential. More
than likely he will become a
great warrior
Jack Van Burace: Y

Atreasure hunter who
never passes up the chance
to find some goodies in
ancient ruins. He's in search
of a weapon known as the
“‘Absolute Power
Cecilia Lynn Adelhyde:

She is a princess of a king-
dom that once was. Her
magic ability is great—
because of that she can talk
with the ancient guardians
of Filgaia.

Hanpan:

This is why there's three
and a half main characters.
this little guy is Jack's rat. He
is mystical and can speak
His knowledge assists the
entire party

. R
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VR Baseball

After a long delay, VR Baseball finally steps up to the plate

wo years in the making,
VR Baseball is finally
ready to make its debut,
appropriately on base-
ball's opening day, April 1.
After such a long, delayed
development the question
that is begged to be asked
is: Was it worth the wait?
Interplay thinks so.
Quite a bit has changed
since the first incarnation
of VR Baseball was shown to
the press what seems like
decades ago. The most notice-
able change is that the graph-
ics are exponentially better
than they were a year ago. The
rough, low-color 3-D graphics
that were used in this game
are no more. The players have
been redrawn to hide many of
their flaws, resulting in a much
more realistic baseball player.

Alimitless amount
of views can be
used in VR Baseball
although all of the
players arent really
completely 3-D.
With the “free-float”
camera you can
view the action
from anywhere.

H@J [@*] [e]

All of the MLB team and player
licenses are in VR Baseball
Additionally, VR Baseball will
include all of the new 1997
changes to various team uni-
forms throughout the league,
and there will even be four
different uniform styles that
include: home, away, practice
and “alternate”.

The baseball stadiums are
also getting an ample amount
of attention. VR Sports promis-
es that each field will look
identical to the real thing, and
the few completed ones that
we've seen look promising.

Interplay’s sports team
pledges that VR Baseball will
not only be fun to play, but

: B

The main batting view presents the action nicely. Notice that there are no
on-screen batting aids—Interplay feels those would ruin the realism.

that it will satisfy enthusiasts
who are interested in the num-
ber crunching and statistics
that are such a big part of
baseball. There will be numer-
ous options available such as
the Exhibition, Season, Batting
Practice and Home Run Derby
Modes. The most i

feature, however, is being able
to play the All-Star game after
watching the voting results.

With so many baseball
games arriving in the near
future, VR Baseball certainly
has its work cut out. Interplay,
however, seems confident
that their title will be a bona
fide contender in the pennant
race to come.
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NCAA Baskethall
Final Four 97

Mindscape finally delivers the first PlayStation
college basketball game

ate as much excitement

and hysteria as college
basketball’'s Final Four tourna-
ment, which makes it surpris-
ing that this is the first 32-Bit
title to re-create the sport.

Shooting for the hard, realis-

tic elements of a true simula-
tion, Mindscape's Final Four
basketball delivers a large and

F ew collegiate events gener-

diverse selection of 64 teams
and the basketball arenas they
play in. Also included are 20
of the greatest college teams
of all time.

For simulation fans, extensive
ratings and statistics on both
players and teams ranked in

strength and game aptitude.

Graphically, Final Four is
reminiscent of NBA Shoot Out.
iy : :

‘No blood, no
foul” Playing in
Arcade Mode
tumns the normally
civilized game of
basketball into a
free-for-all in which
players can plow
over anyone while
making their way
tothe hoop.

the following c free-
throw percentage, offensive
rebounds, defensive rebounds,

players move using

any of the 16 different camera
angles. Standard in-game
moves include the standard
fare: blocking, stealing, jump-
ing and turbo. Taking it to the
hoop and jamming it is a plea-
sure with over 35 dunk anima-
tions at your disposal.

Don't look for any outra-
geous baseline lift-offs or mas-
sive the-top jams, Final

==
High Voltage has done their best to re-create all the individual stadiums as

realistically as possible including actual team logos.

Four sticks to realism and
gameplay to carry it through.
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NFL Quarterback

Club 98

Acclaim looks to the NFL's reigning MVP to
propel their football game to the top

ith great football titles
WSuch as Sony's NFL

GameDay and EA's
Madden football on the
shelves, QB Club has simply
been lost in the huddle.
Acclaim hopes to shake things

up this summer with NFL
Quarterback Club 98, a game
that they are boldly touting as
“the start of a new dynasty”
Coincidentally, Brett Favre
may have started a new
dynasty in Green Bay, and he
happens to be
the big-name
player Acclaim
has signed to
help construct
their new game.
Details on
gameplay are
sketchy at this
stage of com-
pletion, but we
can tell you
the types of
features and

Build your team from the ground up
with QB Club's drafting feature.

options available—and it is an
impressive list.

For starters, you can
manage a team by creating,
drafting and trading players in
addition to signing free-agents
and releasing the bad ones.
Other features such as creat-
ing new teams and being able
to script your first 15 plays

Like other football games, QB Club
has a variety of camera angles.

before you even hike the ball
shows you how in-depth the
gameplay can get if you
choose that route.

If QB Club plays as good as
it looks, it could deserve a seri-
ous look by both action and
hardcore football fans alike.
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Triple Play 98

EA Sports hopes to keep their winning streak alive
with the follow-up to last year's baseball hit

on't expect EA Sports’
D Triple Play 98 to be noth-

ing more than a slightly
spruced-up version of last
year's game. A major overhaul
is under way, beginning with

players will now be rendered
on-the-fly, a process which
enables on-screen players to
appear to move much more
fluidly than standard motion-
capture, animated players.

As with just about
every EASports
game,a compre-
hensive “Create a
Player” feature wil
be available in Triple
Play 98

CREATE| PLAYER

NOAH COATES
NE:

SKIN Tol 1
HAIR STYLE: 3
HAIR COLOVR: 4
{EARONS 1

2

(CHOOSE{CONTROLLER) « [y >
§T

25
DIAMONDBACKS
< WP >

handled by two commentators
instead of only one.

the game engine. In addition, the artificial

Thi i i intelli has been upgrad-
ed to consider new factors
such as: “Team Intelligence,”
(manages a team as it would
be managed in real life) and
the batting styles of every
QA  Player along with the pitching

- preferences of every pitcher.

Other new features this
season include: Home Run
Derby, Super Pro difficulty set-
ting, Interleague play, Practice
Mode and Intelligent Crowds
(they leave early if the team
is not doing well). The two
expansion teams—the Devil

players have taken the place of
last year's flat looking, “sprite”-
based players, giving the game
an entirely new look. Polygonal

Asalways, Triple Play will have plenty
of authentic stadiums to play in.

are also included this season.
In an effort to make the
game feel like a television
broadcast, the in-game com-
mentary duties will now be

PlayStation Baseball

PUBLISHER

EA SPORTS

PLAYERS
1-8

With all the new features
and improvements going into
this EA baseball game, Triple
Play 98 could be the most
complex baseball sim to slide
onto a 32-Bit platform.

Triple Play 97's stadium fiybys were
terrific. The new one has even more.

Rays and the Diamond Backs—

Speed i

Gamers' thirst for speed still unquenched, EA
revs up the sequel to their realistic racer

old on racers, this super-
" charged sequel is shaping
up to be every speed

freak's best friend.

First and foremost, Need
for Speed Il will be powered
by an entirely new
engine, propelling the
game 50 percent faster
than the original. This is
very good news as some
versions of this popular
racing sim were painful-
ly slow at times (con-
trary to its title). Also
added to the sequel are
all-new, faster, more
exotic sports cars.

Starting with the fastest pro-
duction car in the world—the
McLaren F1, capable of 231
mph, on down to Ford's new
concept car, the 720 horsepow-
er GT90, the selection is large

Far eclipsing the original with its depth and faster gameplay, including
several new cars, worlds and tracks, Need for Speed Il looks very impressive.

and anything but mundane.

As for the atmosphere—that is
new as well. Players will drive in
a “totally immersive” 3-D world.
Within this world resides seven
international locations that offer
several tracks each. Race the
coastline, urban blight, rain

SYSTEM
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forest or even the jungle, just to
name a few.

With a gaggle of new cars,
and an incredibly improved
graphics engine, Need for
Speed Il could be your only
chance to try some of the cars
you can only dream about.

Two-player Mode is a must fora
racing sim: of course NfS Il has it
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advertisement

Acclaim has been very busy in the
off season with ALL-STAR BASEBALL ‘97
FEATURING FRANK THOMAS and it looks
like they've got the front-runner in the
baseball game pennant race. It's the
game you've been dreaming about: all 28
teams play in the immaculately rendered
sights and sounds of the greatest
stadiums in the league -- from Wrigley to
Fenway to Comiskey, they're all here --
complete with star announcer Jon Miller
doing play-by-play (and the occasional
celebrity imitation).

Full season team and player stats

FEATURING

FRANK THOMAS

Starting with the cool opening FMV
of Frank Thomas pounding one out the
park, ALL-STAR BASEBALL '97 is the
complete package. The Major League
Baseball license provides all the teams and
stadiums, and the MLBPA provides all the
players. And with this game's incredibly fluid batting; pitching and fielding controls, every one of

these guys plays as well as they (and you) possibly. could. The
stat-based performance is clearly evident -- players who homer TITLE:
regularly in their careers keep up the pace, ALL-STAR
while every bona fide superstar plays with BASEBALL
the skills they bring to the real game. Every Fe:i?:r.i,ng
pitcher has his own unique armory of . Frank Thomas
pitches, again corresponding to their real %
style -- a nice touch. Meton paptse o sk Jhiwes GA;::::':
M-STM BASEBALL ‘97's realism doesn't stop there, though: Stats Inc. does PUBLISHER:
the numbers as the game tracks stats in 27 categories throughout the season. So you Acclaim
can scout other teams’ players before you face them, or get the information you need
/7 to make that blockbuster trade to put your team over the top. With ALL-STAR A\IA‘I\I;.TE:
Play by play from BASEBALL ‘97's killer Al plus the debut of interleague play, you'll need every
ot Milleg advantage you can get your hands on to make it to the Fall Classic. (And, of course, | PLATFORMS:
play in the namesake 1997 All-Star Game along the way). ;;Z‘S;::?;
Scheduled for release at the start of the season, Acclaim’s ALL-STAR BASEBALL ‘97 looks to be as DEVELOPER:
good as holding season tickets to every team in the league -- guaranteed to keep you pitching, hitting, Iguana
sliding and running from the opening pitch to the game’s final out. There will be a ton of
3 baseball games out this spring, but like a true % DONE:
! } ALL-STAR this game outplays them all! s

Major Loague Loague. , Inc.
Offcialy icensed by Big Hur Enterprises, nc.



GM recently got the

opportunity to attend

EA Sports’ Campus Cup

College Football USA 97
National Video Game Finals.
The tournament was held at
Planet Hollywood in New
Orleans and pitted eight final-
ists from four different colleges
(two players per school)
against each other in heated
battle. The game used for the
competition was EA Sports’
College Football USA 97 for
the Sega Genesis.

Last fall, EA Sports conduct-
ed a College Football USA 97
tour which scoured some of
the top college campuses all
across the country in the
hopes of finding the best
college players of EA Sports
newest Genesis game. The top
four teams would then be
flown to the video game finals
in New Orleans and also
attend the FSU/Florida game
at the Nokia Sugar Bowl on
Jan. 2,1997.

The top four teams and
players were as follows: #1
Nebraska—Jerry Kuhl/Jeff Luhr;
#2 Central Florida—James
Kuhl/Rich Mewengkang; #3
Cincinnati—Derek Shafer/Brian
Truby; #4 West Virginia—Jason
Perez/Pat Vicker. The finals
would pit #1 Nebraska against
#4 West Virginia on one TV
screen while #2 Central Florida
and #3 Cincinnati would play
on the other. The winner of
those two games would then
go head-to-head for EA's
National Championship title.

In honor of the Sugar Bowl,
each team could only pick
the Florida State Seminoles or
the Florida Gators (via a coin
toss). Each team was also
allowed one player per half,
while the remaining player
would play the
second half.

In the first game, Team
Nebraska selected the FSU
Seminoles and West Virginia
picked the Florida Gators.
Meanwhile, Central Florida
chose the Seminoles and
Cincinnati played as the
Gators. During this first round,
neither game was close. The
#1 ranked Nebraska easily
defeated West Virginia with a
score of 35-14. The other game
was even worse. #3 ranked
Cincinnati dominated over #2
ranked Central Florida with a
score of 72-14.

The championship game
matched the #1 Nebraska
Cornhuskers against #3
ranked Cincinnati Bearcats.
Nebraska chose the FSU
Seminoles and Cincinnati
played the Florida Gators.

What was so ironic was that
the Sugar Bowl itself (which
was to be played hours later)
was also a championship game
pitting a #1 and #3 team
against each other (a la
Nebraska and Cincinnati).
What's even weirder is that
the #1 team in the Sugar Bow!
was FSU (mirroring Nebraska's
selection) and #3 was the
Florida Gators (the team
Cincinnati was playing).

The winning team of EA
Sports’ College Football USA
97 Video Game Finals would
each be awarded a trophy, a
video game system of their
choice plus a library of games
from EA Sports. That team
turned out to be the Nebraska
Cornhuskers. The Cincinnati
Bearcats kept the game close
during the first half, but in the
end, Nebraska was just too
tough for them to handle.

The final score was Nebraska
65-Cincinnati 36.

After the game, the two
teams jumped on a bus and
headed to the Sugar Bowl.
After such an exciting event,
it would be interesting to see
how EA Sports could possibly
top this one.
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Kraig Kujawa

Kraig Kujawa

Hordes of mediocre off-road racing titles have
been coming out recently, and Test Drive: Off-
Road is the best of the bunch. Four different
vehicles are included, one of which is the
famed Hummer. Using real vehicles is novel,
although it would have been much better if
there were more than four of them. Each
track has many obstacles and paths making
gameplay varied enough to keep things
fresh. If you're looking for a good off-road
racing game, this one won't disappoint.

Incorporating speed and realism in an off-
road driving simulation seems to be the
biggest challenge to the genre so far.
Accolade’s Test Drive succeeds in providing a
quick-moving 4x4 race, while keeping the
realism just high enough to satisfy most
players. The downside is that many of the
tracks get repefitive too quickly. In addition,
the competition is not quite as tough as |
would have liked. Still, if it's name-brand
vehides you want, along with some chal-
lenging terrain Test Drive can fill the order.

Add Shoot Out "97 to the long list of Sony
Sports’ sticcess stories. This game is incredi-
bly improved over the original, especially in
its game speed. No longer sluggish, Shoot
Out ‘97 is suddenly a very entertaining
game. The 3-D graphics ot only move real-
istically, but they look a whole lot better. The
new pinpoint “icon passing” system adds a
ot to gameplay. Shoot Out stil lacks a bit in
its play calling and strategic features, but
overall, it's an outstanding basketball game.

A good game just got a lot better! The
adtion is faster than last year, about 30
percent faster to be exact. If that were not
enough, another improvement"icon
passing”—allows you to pass to the player
of your choice at any time. Beyond the
advancements, the game is still as solid as
ever with every team in the NBA at your
fingertips, along with almost all the play-
ers and their stats. With up to eight-player
capabilities, this one is great for team play.

This is probably the best 32-Bit wrestling
game on the market, but there really aren't
many of them out. WCW Vs, the World is a
global wrestling hate-fest involving big-name
WCW wrestlers thrown in with a bunch of
unknown scrubs throughout the world. The
impressive 3-D graphics move extremely
well, espedially considering how many differ-
ent moves that each wrestler has (some have
individual signature moves). If you're a
‘wrestling fan, this is the game to get.

| @an't say wrestling is my favorite sport,
but | will o out on a limband say this is
the best one I've played for a 32-Bit plat-
form. T*HQ has fortified this game with
over 50 niame wrestlers from around the
globe including, of course, Hulk Hogan.
Large 3-D characters are sufficiently mobile
in the ring as well as being nicely respon-
sive to most of the button combos and trick
moves. A “roving" camera provides a func-
tional view of the action at all times.

I have to admit, when | found out that |
would be reviewing a fishing game, I scoffed.
But after playing this game for a while, it's
much better than | thought it would be. I'm
‘even man enough to admit that, hey—maybe
I enjoyed it. This game won me over by com-
bining a lot of realism along with nice 3-D
graphics, You can drive your boat around,
look underwater to spy on the fish...all sorts
of neat stuff. | actually leamed more about
fishing than | care to by playing this title.

What can | say..it's ishing! But wait, give it
a chance. This one is definitely.an acquired
taste. While it won't generate rabid gaming
excitement, it will draw you in much the
same way a good game of chess would.
Nice fishy graphics and authentic sound
effects help set the anglin’ mood. Compete
in four successive, realtime tournaments
complete with weigh-ins. The goal is to
reach the final lake and compete with the
rod master himself—Hank Parker.

Jafiey ueag
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Sweepstakes Rules:
1. No Purchase Necessary: To enter,
send a standard-size postcard containing

5016 North Parkway Calabasas, Suite
100, Calabasas, CA 91302. No purchase
or payment of any money is necessary
10 enter. One entry per household. Al
entries must be handwriten.
Mechanically reproduced entries will not

responsibilty for lost, mutiated, late,
illegible, incomplete, postage-due or mis-
directed entries. Only one prize per fami-
D
2. Prizes: 1 Grand Prize: Grand Prize
winner will attend the E* event and will
receive a trp for two 1o Atlanta, Georgia,
from the nearest gateway city including
air transportation for two, ground trans-
portation to/from the hotel, hotel accom-
modations for two people (one room) for
2 days and 3 nights selected by
Sponsor, two meals per day, two passes
o the E event, and admission to the
T"HQWCW exclusive party at E*. Grand
prize has an approximate retail value of
$2,750. 20 First Prizes:First Prize win-
ners wil receive one (1) T-shit
and one (1) hat. First Prize has an
approximate retail value of $35. Winners
will be determined by a random drawing
from all valid entries by Sponsor whose
decisions are final. Drawing to be held
on or about May 15, 1997. Al prizes will
be awarded. All other prize winners will
be notified by mail. Prize(s) are non-
transferable. No sunsmunons ol pize(e)
are allowed, except at the
Sponsor should he featured pnze{sr
become unavailable.
3. Odds of Winning: The odds of winning
will be determined by number of valid
entries received.
4. Elighility: Sweepstakes open 10 res
dents of United States and Canada.
Void in Rhode Island and Quebec. Non-
compliance with the time parameters
contained herein or retur of any
prize/prize notfication as
will result in disqualification and an alter-
nate winner will be selected. If a minor
wi the rave pize. wirnr st be
accompanied by a parent or legal
guardan on sad ravel. Winners and
ravel companions shall sign an affidavit
of eligibiity/release of liabilty/prize
acceptance within 30 days of receipt or
forteit prize. By acceptance of prize, win-
ner(s) agree to the use of their name
andlor ikeness for purposes of advertis-
ing, trade, or promotion without further
compensation, unless prohibited by law.
Employees of Zifi-Davis Publishing
Company, Sponsor and their respeciive
affates are not eligible. Neither Zif
Davis Publishing Company, Sponsor nor
their respective affiiates, subsidiaries,
divisions or related companies are
responsible for any damages, taxes or
expenses that consumers might incur as
a resull of this contest or receipt of prize.

Zif-Davis Publishing Company, Sponsor
and their agents, representatives and
employees will have no liabilty whatso

ever for any injuries, losses or damages

of any kind resulting from acceptance.

possession, or use of the prizes.

send a stamped, seli-addressed enve- One Grand Prize Winner will attend the
lope to “WCW vs. The World Winners 3 i :

L%, 5016 Noth Parkway Galabasas, E* event and receive a trip for two to
Suite 100, Calabasas, CA 91302. Atlanta, Ga., including airfare and hotel
Requests for winners lists must b

y:c‘:'ff:asn:naay 20,1987, Alow 4 accommodations. The winner will also
weeks for delivery of winners st ive T*

& Rosircions: Vol where pronbied or attend the exclusive T"HQ/WCW
wrestling event and party.

restrcted by law. Al federal, state and
local regulations apply.
7. Sponsors: This Sweepstakes is solely TO ENTER:
sponsored by T*HQ, Inc. (1997 T*HQ, Send a postcard with your name, age, address and
Inc./Asmik Corporation. (1997 World elephone number 1o
Championship Wrestiing. Al rights ; IR : :
reserved. Hulk Hogan, Hulkamania and Twenty First Prize winners will receive WCW vs. The World

Bl cloTHQ
a WCW T-shirt and a WCW hat. 6 North Paray Caabasas,Sue 100

World Championship Wresting, Inc. " Calabasas, Caifomia 91302
legal/contest/rules/70501 WCW03

Al entries must be received by May, 1. 1997




Interface gives you the chance to praise, gripe, ask, speculate
or simply reflect. EGM will discuss some of today's top issues in
the video game industry. You can reach EGM by writing to:

Interface, Letters to the Editor
1920 Highland Avenue, #222
Lombard, IL 60148

or, you can send e-mail to:

EGM_Mailéezd.com

SETTING THINGS RIGH
Dear EGM,
Although I loved your section on retroac-
tive gaming, there are some inaccuracies
in the February issue that | would like to
point out. Page 97—The Atari 7800 was not
the reason why the Atari 5200 didn’t suc-
ceed. The 5200 didn’t succeed because it
wasn’t compatible with the Atari 2600, and
it had lousy controllers. The 7800 wasn't
released until two years after the death of
the 5200. Page 98—The original Odyssey
did not use screen overlays to change
games. Games were changed by inserting
different circuit boards (the forerunner to
modern cartridges). The system used
screen overlays because it couldn’t gener-
ate graphics. Page 100-The reason Mattel
released the Intellivision Il had nothing to
do with popularity. The new system was
simply cheaper to make than the original.
Practically every other company (Atari
2600 Jr., Sega Master System 2, NES 2)
did the same thing.
Leonard Herman
author, Phoenix: The Fall & Rise of
Videogames

CAME
Dear EGM
A problem that has bothered me for some
time now is the fact that most video game
rental stores have about 50 more games
for the PlayStation than the Saturn. In one
store, the latest Saturn release they had
was Iron Storm (that came out last sum-
mer, and they haven’t had any new games
since then). Of course, the PS has a new
game to rent every week. My point is that
since we gamers can’t afford to shell out
the money to buy every new game, we
have to rent them first. But how can we
rent games that aren’t there?
666post@concentric.net

If you are not satisfied with a situation,
then you should clue these rental outlets
in to your wants and needs. If enough of
their customers complain, they might start
buying more Saturn games to rent out.

HEGMm

EGM will award a prize to the writer of the best letter of each
month. Please note: The above two addresses are for editorial

only! Direct any

inquiries to:

.0. BoOx 5572

Note: EGM cannot and will not personally respond to any letters.

grammar purposes.

Otherwise, take your business to someone
who offers you what you want.

Dear EGM,

1 really want to know if there's any chance

that X-Men vs. Street Fighter is going to

come out for the PlayStation (I know that

it's coming out for the Saturn)?
Austinkwok@aol.com

Capcom is planning on releasing both the
Saturn and the PlayStation versions in the
third quarter of '97. They are striving for
perfect translations so that what happened
‘with SF Alpha 2 (the Saturn version was
all-around better) won't happen again.

Dear EGM,

1 submitted a letter to your magazine a
while ago, and by the grace of (submit
your deity here), it was printed. However,
my e-mail address was also printed along
with the letter. While it was simply a ques-
tion about video gaming, | was subjected
1o several nonsense letters for a good
while. My point of submitting another letter
is just to let people know what could hap-
pen if you include your e-mail address
with a letter to a magazine. | don’t want to
discourage anyone from having it printed,

We reserve the right to edit all correspondence for space and

but most people don’t even think about
the consequences of having your e-mail
address known to thousands of not-quite-
right-in-the-head people.
Anonymous
e-mail address withheld by request

Great advice. Everybody: If you don’t want
your e-mail address (or city and state)
printed, please tell us so in your letter!

Dear EGM,

1 would like to respond to a letter you
printed [January EGM, #90] discussing
console prices. The person tried to make
a compelling argument about the price of
next-generation systems by bringing to
our attention that the Atari 2600 originally
cost $200. | must admit, that was a great
reminder, but then | realized he forgot an

Things Only a
FOOL Would
Wait Foxr

B A Street Pighter/Mortal
Kombat crossover.

B One universal system that
plays every game.

M A new arcade game that
takes only one quarter.

B Nintendo to stop bringing
out 84-Bit updated versions
of past hits.

W Sega to stop making new
game systems or add-ons.

W Sony to realize that 2-D
games can be fun.

M Square Soft, Nintendo or
Working Designs to make a
really, really bad game.

M A new 3D0 or Jaguar game.

B Virtual Boy 64.




Since it's a fool's month, we decided

to honor one of our old traditions, the
Psycho Letter. This month’s letter comes
to us from one of our long-time readers,
Captain Calzone (whose attic seems to
be in need of some spring cleaning...).

THE BOOK OF AKUMA
Greetings EGM fellows,

1 would just like to relate to you an odd
occurrence that happened to me the
other day. | was reading a very old copy
of the Bible when | came across a pas-
sage | was unfamiliar with. | am sending
it to you since, as the worldwide leader in
video games, you might be interested.
Right after the Book of James, | came
across a small, one-paragraph book that
seems to have been inadvertently left
out of modern copies of the Good Book.

The Book of Akuma
“Herein lies the wisdom passed down
from the great prophet Elasticbands and
given to his servant, Akuma. The Lord
doth love His children, the peoples of
every nation, and in reward for their devo-
tion, He shall give unto them a pastim
that shall supersede all others. Gems of
all colors shall bring destruction to peo-
ple. If thou art truly righteous, a diamond
shall fall from the sky, and all the prob-
lems of men shall seem petty. This won-
derful gift shall be called Puzzle Fighter
and on the day it arrives, there will be
much rejoicing.”

1 just thought that it’s a little odd
that Puzzle Fighter really is a gift
from God. Hallelujah!
Captain Calzone
cakilroy@earthlink.net

Thanks for the letter, Captain Calzone.
Ever since we asked a few issues ago,

some people have been

requesting that we bring

back the Psycho Letter
' of the Month, but just as

, many people are happy to
see it gone for good. So
here’s what we are going
to do. If we find a great,
original psycho letter,
we'll print it. If not, then
you really wouldn’t be
missing anything impor-
tant. Sound good?

important point—what you got for that $200.
The Atari 2600 came with a TV connector,
two games and two sets of two controllers
(joysticks and paddles). These days, you're
lucky if a system comes with an RF adapter,
let alone a game or a second controller. |
don't think people are upset about the qual-
ity of what you get for $200; they’re upset
with the quantity of what you get.
Marc David
MiTMoose@aol.com

Game companies are always shooting for a
magic price point that consumers are will-
ing to pay on a mass level (in the case of
hardware, it's $200). To keep costs down,
companies have to cut a few corners,
namely pack-in games and extra peripher-
als (although many people would argue
that an RF adapter shouldn’t be an “extra”
peripheral). But as time passes and compe-
tition increases, gamers will reap many
benefits. Just look at Sega's recent three

free games promotion (with purchase of the
Saturn) and the widespread lowering of CD
game prices.

YOUR THOUGHTS
FIGHTING VIPER
In the February issue (#91), we printed a
letter from Kevin Ip. It said that our reviews
of Sega Saturn games are a bit harsh, citing
our Fighting Viper scores (issue #88) as an
example. Here are some of the responses to
that letter.

Dear EGM,

l was surprised to see that Sushi-X, THE

ing game expert, rated the game so low

(G 0). Although the graphics aren’t on par

with the almighty Virtua Fighter 2, look at

all the unique features it has! You should

play the games more before you rate them.

Kay Inouye

Glendora, CA

Dear EGM,
-.Fighting Vipers is the worst Virtua Fighter
2 wanna-be on the market.
Jon Talley
Tukwila, WA

Dear EGM,

...The little innovations give the game a

linct flavor as well as a strong fun factor.
It may not have the depth of VF2 or Tekken

2, but it is a very good game that definitely

augments the Saturn library.

J. Aguilera
Rohnert Park, CA

Dear EGM,
1 thought the Fighting Vipers ratings were
more than fair. | didn’t think the game was
all that great.
Jeremy Abbott
Laguna Niguel, CA

And finally, to wrap things up...

Dear EGM,
I have collected EGM since issue three, and
though | have had problems with some of
your reviews, | now see the folly of my
thinking. | used to only own a Saturn, and |
was like others who were angered at every
bad review a Saturn game got. | was pretty
much jaded into thinking the Saturn was
the “perfect” system. | recently purchased a
Nintendo 64, and I'm nothing but happy
with this system. If | have only advocated
one system, | would never had seen how
great other systems can be. My point is no
system is better than any other; all have
strengths and weaknesses, and in reading
reviews, | just have to realize not everybody
has the same tastes as me.

Matt Boucher
Farmington, Maine

That's why we have four reviewers. It's
better to get opinions from four different
people with four different tastes than to get
one opinion from one person. Thanks for all
the responses on Fighting Vipers. As you
can see, some people agreed with us, and
some people disagreed with us (which is to
be expected). But as it goes, our scores
stand. Each member of the Review Crew
independently gave their honest opinions
on the game, so that's that.

MEMO
Dear EGM,
Any Net Link owner can tell you about the
lack of memory the Saturn has. Let me
explai imCity 2000 uses all of the
Saturn’s internal memory in order to save
one city. At the same time, the Net Link
needs some internal memory too. In order
for me to save a city, | would have to erase
the memory used by the Net Link and vice
versa. Of course, | could go and buy a

EGmMizd
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memory cartridge, but then | would have
to pull the modem out and insert the mem-
ory cart and back in again! Besides, Sega
stopped making their memory cart, which
was a mistake | think. Listen Sega, we
need more memory! We Net Linkers can't
go on like this forever.
ji net

for PlayStation Xperimental. It was
an internal code name used for the
PlayStation project before it became a

Kombat games are completely different.
Don't forget, SF is designed by Japanese
programmers, and MK is a product of

reality. URNOT" is SCEA's
slogan for “You Are Not Ready (Red E).”
Finally, - NOS translates into “Ready (Red
E) Ninth of September,” the ninth of

1995 being the release date of

Sorry, your only solution for the moment
is to buy a memory cartridge and swap it
with the Net Link back and forth. You
should save your games to the cart and
use the little bit of your internal memory
for your Net Link's information. By the
way, Sega is still making and selling their
memory cartridges, though you are not the
only one to have trouble finding them
(we've been buying third-party memory
cartridges for our personal use because
the Sega carts are impossible to find
around here). You can order them direct
from Sega by calling 1-888-SegaSales.

=
Dear EGM,
| own a PlayStation, and they have some
really weird abbreviations. For instance,
PSX, URNOT?, £ NOS, etc. If you know what
these mean, could you tell me and the
many other confused people?
Sylverlan7@aol.com

Most people at Sony Computer
Entertainment America today do not even
Kknow what PSX stands for. Steve Race,
former president of SCEA (now CEO of
Spectrum HoloByte), told us that it stood

the PS. Many people will go on for the next
few generations arguing about what : NOS
means, but this should clear it up, right?

Dear EGM,
1 have realized that fighting games are, to
an extent, the most popular type of games
around. | was pondering an idea and won-
dering if Midway (the creators of Mortal
Kombat) and Capcom (the creators of
Street Fighter) would ever decide to join
forces and create a 2-D fighting game that
would feature both MK and SF characters?
Fred Kanter, Jr.
Glendale, AZ

Uhh...we hope you didn’t see our sidebar
about fools earlier in this section. The

idea isn’t bad. Representatives from both
Midway and Capcom told us that they
would like to see it happen, but it won't.
Both companies agreed that licensing
concemns would be the biggest factor pre-
venting such a crossover. Ego would be
another problem. How will two completely
different development teams agree on a
set animation style and game engine? The
fighting styles of Street Fighter and Mortal

Finally, neither com-
pany will want to make available to the
other their proprietary source codes, which
would need to happen for such a project.

Dear EGM,

1 found an error in your February issue. In

the Review Crew, Donkey Kong Country 3

is listed as a PlayStation game. Send me

some free stuff to shut me up, so | don’t

tell your competition of your ignorance!

John Reilly

Commack, NY

Please don't tell! We're trying to keep our
ignorance under wraps. For your coopera-
tion, we'll send you a “Special” PlayStation
Edition of DKC3. Of course, we're just kid-
ding...you aren't getting jack.

Where Creativity, Your Favorite
Video Game and A Stamp Can
Make You Immortal!*

g

Congratulations, Mr. Hai. Your prize is on
its way—an ASCIl Specialized Control
Pad for the PlayStation It features rapid-
fire controls for all buttons and slow
motion for those intense moments.

EEIEcm

Tim Johnson * Nacogdoches, TX
just trust them to these morons!

Brooklyn, NY

Putyour creative skills

o the test by decking

outa #10 envelope (the

fong business type) with

your own unique touch

Send your letter art to:
EGMI

Campeche, Mexico

Acclaim 7112
Accolade 48-49
ACT Labs 99
Activision 7677
Alps Electric 21
u 37
BMG Interactive 3839
BRE Software 121
om 26
Chips & Bits 1
jos 57.87
Electronic Arts 303171
o 23
Game Spot 19
GT Interactive 84-85
Interact Accessories 124-25
Jaleco £l
Japan Video Games 22
Koei 33
Konami -5.45.65
Lu 41-43.61-63
Midway 35.47
Mindscape 94-95
Namco 50-51
Nintendo 23
Playmates 66-67.89
Sega of America 1213
Sega Soft 29
Sony Computer 1617,19
Tecmo 93
THQ 55.103
20th Century Fox 89
Virgin Interactive 23-25.73,
TV 81.83
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Tips, Tricks and Strategies for Home and Arcade

April 1997

Usually the months after
Christmas start the decline of
the number and—sometimes—
the quality of games. However,
this year the games just keep
coming, and we're here to blow
them out!

From incredible computer
ports like MechWarrior 2 to
newcomers like Tiger Shark,
there are plenty of surprises,

mc\nmng other styles of games
S as RPG and adventure
M|Ob like Vandal Hearts, Lunacy
and Broken Helix.

The fighting game craze
heats up once again with the
ultimate sequel war: Tekken 3
vs. Street Fighter I11. If this was-
n'tenough, there are several
other participants in the ring,
namely Mace, Bio Freaks and
Street Fighter EX.
be sure to check out
exclusive arcade coverage on
some of the hottest titles like
Sega's racing game Scud,
Atari's Area 51 sequel
Maximum Force (pictured
above), as well as a few
pinball surprises.
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While Final Fantasy VIl s out in
Japan, why wil it take six months
before there is a U.S. version?
Watch for an answer in next
montir's EGM.
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Now that Sushi-X broke the world's first
information on MK4, he has vowed to
get us a monthly update.

Feature Story

R

Now that Final Fantasy VII
is out in Japan, the word is
we will have to wait up to
six months before we get to
play the U.S. version. EGM
wants to know why, and we
are going to the source.
Watch for our behind-the-
scenes report.

Once Sushi-X discovered
the first real information on
Mortal Kombat IV, he grudg-
ingly set aside Street Fighter I1l

and Tekken 3 to stay camped
out on Midway’s doorstep.
Don't miss our exclusive
monthly update.

Also, our editors have been
hitting all the developers in

It's trade show time again and the EGM
editors are off to Japan to get the latest
game info right from the source!

the U.S. Watch for even more
behind-the-scenes info and
game screens on software
that the competition hasn't
even heard of yet! As usual, if
a game is being worked on,
you'll see it first in EGM.
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P Funco Order Form All Games Come With a 90 Day Warranty!
| VISA_| N ONE YEAR Warranties are Available
ame A
Personal Checks and Money Orders | Address Hours: Mon-Fri 9:00am to 7:00pm Central
s 612-946-8102
RUSH b Phone (____)
DELIVERY! System Title Q. Price Look for us on the World Wide Web!
is available on all in stock items. http://www.funcoland.com
1. o e e e
These are Partial Lists Wi ; ; 1
LS e a2 1 Win a $25 Funco Gift Certificate! |
More Titles 3 1 1
' WN
We also offer. Sega CD, 4 1 1. Virtua Fighter 3 Sumo Wrestier 1
. -1 3. Tomb Raider ends in the lost city of
Nintendo 64, CDX, & 3DO Tk : :
Want Something? Can'’t Shipping 1 ACROSS 1
: o 2. Quacky new game hero Maui
Find It? Handling $4.00 1 [ [ ] shadows of the Empire bounty purter |
» S
WE'VE GOT IT! Total : 5 Battetoads hero :
i To purchase: Call for Current Prices, send check.
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y 3o Sireet Ser g
Video Games and 855 o ol e o sk oo koo baraey 1 [ || 1
i i SarS pleste douie he por e Chaes” A CTIL
sands pease double he per e charmes. A, CT L.
Accessories at Great Prices. Hor B USARG B ST ER A e 1 || 1
Tesens please addappicatie sale i Al prices
We also Sell New Product! |&asedsn W Simoe voos | 1
CREDITCARD. UNTIL YOUR GAMES HAVE BREN | | o
g A I
CALL FUNCO TODAY! | ey vinencver possiie games-come win bores | |
*# | andor instructions but this is not guaranteed. Rush deliv-
o1 vaiable. All sles re s Defocives repiaced | |
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SALORMOON 369 New Super Robot War  *Soul Blade
“Wild Arms *War Gods
+Arc The Lad 2 «Rally Cross 2]
+Saga Frontier “Marvel's Super Heroes 2
hasiad “Wing Commander 4
«Castlevania Blood
Need For Speed 2
sHexen
«Thunder Truck Rally
“Namco Museum 3
+NBA Shootout 97
«Kumite: Fighter's Edge

+GT Max Rev

«All Japan Pro Wrestling 2
«Dragon Knight 4
«Macross D.M. VFX

+0DE To The Sunset ERA
+Not Treasure Hunter
+Vandal Heart

RAGERACER $69

% BUSHID® BLADE RocKuAVS 400

GRADIUS DLX $39

-]
FINAL FANTASY 7

SEXY PARODIUS $54.

“NOW YOU CAN PLAY ANY IMPORT N64 GAMES ON
‘N U.S. N64 WITH N64 CONVERTER § 15.00

Import
urokDinosaur Hunter sMario Kart R
*War Gods *Wonder Project J2
<Rev. Limit
~Baseball King
«J. League Perfect Striker
«St. Andrews Golf
“FIFA Mahjon Master
«Cruis'n USA Godnye
iling Instinct Gold 50
,wg;‘,fl E%"t;?y‘ Tilogy e e e

*Doom 64
+NBA Hangtime
“Tetrisphere

7

“Neo CD S359 with any game ofyour choce.
“Got 5 0ff it purchase of 20d Neo CO games

WE ALSO CARRY NEO GEO

([ 3°Y) conrmioce svsrem & cames
CALL FOR USED CARTRIOGE

Sl L o on o

ORDER HOT LINE:

Dealers and Wholesalers Welcome

81 8_28" _9282 710-1 W, Las Tunas, San Gabriel, CA 91776 + Fax: 818-458-6845
We carry posters, T-Shirts, Novelties, wall scrolls, and game music CD

Import
+Tengai Makyo
“Macross
“Blast Wind

*Rockman 8

+Shining in The Holyark
«Alrs Adventure

+Terra Phantastica
~Lunar Silver Story
«Drift King 97

+Z Gundam

“Grandia
«Fire Prowrestiing S
“Langrisser 3
+Sakura Wars
«Samurai Shodown 3
«Sengoku Blade

GUNDAM #2549

us.

“Fighter's Mega Mix
~Albert Odyssey
*Quake

Kumite: Fighter's Edge
ie Hard Arcadk
“Battlestations
Shredfest
*Scorcher

“Killing Time

<Crypt Killer

PARODIUS _$49

Forever Wiou $59

* SFC / SNES
CONVERTER
$15

Gun Hazard

Sailor Moon RPG
Sailor Moon Super
Bahamut Lagoon
Gundam W
Dragon Quest 3

3 = - aaE
08Zthper S79  DBZ#4  $A49 Secrtof Mara 3 $69 Ranma 12 $39
T

e la s (e
inaFanasy 6 $59 Romancing Saga 3 $49
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BRE Software |-§ $5.00 OFF

B . . Please
Credit Card Orders: (22092 432-2684 Tt atomatves whon xderiog by mak. Not il wilh any Gihor
24 Hour FAXBACK Information System: (209) 432-2644 | E-Mail: BRESW@AOL.COM offers, Sales or Specials. This coupon is valid thru 4/30/97. No

copies accepted. If we can't fil your order within 30 days, we

http://www.cybergate.com/bre l Vot o peyment 1 s Soupon 9y, EWA

Send us your old games/systems

Receive a check back or purchase other titles of your choice
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KIRBY'S STAR STALKER o it 51400 ASwHLA e o4 r

LAMBORGHINI 64 fusimo R R o w35
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MKTRILOGY 54 o 35 el mmde Sltec A i
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Seeing spots?
Maybe the gome you're playing
is driving you nuts.

Imagine the countless hours
of expensive therapy that could
be avoided if you just use the
Game Shark to help ease you
through those tough times.

The Game Shark turns any title into a
mind-bending programmable gaming experience
with options like endless ammo, infinite health,
extra vehicles and many more. You'll never need
. to strain your brain because the Game Shark has

enough pre-programmed codes to fill a loony bin. b
nough pre-prog 0 s O Al ¥ ga Saturn Game Shark

The Game Shark also provides you with AVAILABLE. NoW
? : . space for thousends of additional codes,
PlayStation Game g so the only thing you'll ever outgrow
AVAILABLE. NOW : is your straoitjacket.

Overpower the hottest games and revive the old ones.

COMING SOON. it

www.gameshark.com

Inteact Accessories, Inc
Jitact esessores | Game Shark HOTLINE
www interact-acc.com FOR THE LATEST CODES:
il 1-000-773-SHARK
Call costs $1.29 per minute.
Must be at least 18 years of age
or have parent's permission 1o call.
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Now Mega Man the all-
ime favorite video game
hero blasts onto the racing
scene in Mega Man Battle
& Chase! Get ready for
adrenaline-packed racing
featuring outrageous
vehicles and explosive §
weaponry. You must
every trick in the
om Mega Busters

Challenge a friend to
intense, split-screen racing
duels. Show-off your
pure driving skill as you
collect power-ups and
earn special weapons and
bonuses. With each victory,
you customize your car
for improved performance.

WITH MEGA MAN BEHINDITH
RACING HAS NEVER BEEN S(

<=

Praystation

www.capcom.com



