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As '95 has come and gone and we look ahead to a shiny
new year, it's amazing to see how far we've come in terms
of gameplay, in such a short amount of time. The industry
is switching gears rapidly. Talk in January '95 of 16-bit
holding strong through '97 seems less conceivable now,
especially on Sega’s side of the fence. Genesis game
development has all but halted and the much anticipated
Nomad enjoyed a luke-warm response at best receiving
limited marketing and no announcement of firm 3rd party
support similar to that enjoyed by the Game Gear for so
many years.

Sony’s presence in the market has had a major impact
and now, Nintendo has finally made their plans public.
NOA believes that this Christmas 16-bit sales will occupy
approximately 65% of the market with 32 taking a distant
second at 20% and everything else filling the gap. This
would be a good indication of why they chose April (or
beyond) '96 as their launch date for the Ultra, if indeed
these numbers ring true. I'm sure Sony and Sega have
ideas of their own. It would seem that while . \

everyone else has been getting § |

. their feet wet, Nintendo has
g&; been planning their

ultimate emergence, with intentions to bring with the Ultra
64 a whole new batch of genre-defining titles as they did
with the NES in "85. The NES, by the way, sold over
150,000 units in '95. Nintendo will shift their focus

to the Ultra 64 and Virtual Boy officially in January, '
while still supporting the SNES with more SGI-based
games, including the much-anticipated Mario RPG this
March. There is however, already talk of a slight delay on .
the Ultra 64 attributed to the overwhelming response it
received at the Shoshinkai show in November. Nintendo
may only have time to manufacture enough consoles to fill
Japan's high demand by April 21st, so don’t be suprised if
the Ultra launches at E3 and then surfaces hetween May
and September, rather than April. In regards to the Virtual
Boy, Nintendo is standing behind the product 100% as are
we. This system’s potential has yet to be seen. This, along
with the forthcoming launch of the M2, and the recent
launch of the NeosGeo CD, should make '96 every bit as

interesting and entertaining as '95... which was a whole
lotta fun.




How long can you go with:
out sleep? Because if you even
_ | blink, Baron Dark's

=" tabolcal dream vil
" annihilate your world. And the
human race is looking to you to reclaim
the powerful Lightstar Crystal. Not to mention his death
. - squad of Skeleton Warriors.”
i i‘ These guys don' have a forgiv-

= ing hone in their bodies, so
-‘3,,, with over 20 levels of gruesome

S| 3D gamasge, you may lose your

1 mind in a sleepless hell. But
if you're defeated, it's a sure bet you'll be sleeping with
the enemy. For eternity.

http://www.playmatestoys.com.
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Skeleton Warriors~ and associated trademarks and copyrights are owned by Landmark Entertainment Group and used under license. “1996
Landmark Entertainment Group All Rights Reserved. Sega and Sega Saturn are trademarks of SEGAENTERPRISES, LTD. All Rights Reserved.
Developed for Playmates Interactive Entertainment by Neversoft Entertainment.” Neversoft Entertainment is a trademark of JCM Productions,
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AMOK & SCORCHER LUCIENNE'S QUEST

es the Saturn to new limits

just in time? ';4_\

High powerqd role playing comes to the
3D0. Too Iltﬁ too late, or just enough,
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BEHOLD THE

CRAWLING WITH TREASURE OF

BARBAROUS CUTTHROAT
BUCCANEERS! ISLAND™!

vy e Y e W

WATCH YOUR BACKS

WITH COOPERATIVE A RUNAWAY
TWO-PLAYER CARRIAGE!
ACTION!

BATTLE ATOP

Sharpen your long swords
for the ultimate high seas
battle! In plundering two-
player action, team up as
Morgan and Shaw to uncover
a treasure trove of priceless
gems and gold bullion! Battle
bloodthirsty pirates with
knives, pistols and flaming
torches! Chart your course
through the treacherous
locales, but think twice
before you leave—a new
world may await upon your
return! And remember...
dead men tell no tales on

Cutthroat Island™!

Play for gold! Hidden among the many torrid
levels of Cutthroat Island are five real treasure
chests! Find them...if you dare! Then correctly
answer three sweepstakes questions to be eligi-
ble for the drawing, and you could sail away
with one of a treasure trove of prizes!

ALlaim

entertaginment inc.

No purchase necessary. Void where prohibited. Sweepstakes ends 12/31/96. For official rules and alternate means of entry details, write to: Cutthroat Island Rules, P.0. Box 9006. Glen Cove, NY 11542-9006.

™ & © 1995 Cutthroat Distribution Inc. All Rights Reserved. Developed by Software Creations
of America Inc. Sega. Genesis, and Game Gear are trademarks of Sega Enterprises. Ltd. All

Cartridge, Ltd. Nintendo, Super Nintendo Entertainment System and the official seals are registered trademarks of Nintendo of America, Inc. € 1991 Nintendo

rights reserved. Acclaim is a division of Acclaim Entertainment, inc. ® & © 1995 Acclaim Entertainment. Inc. All rights reserved



The knig’ht's a pathological liar.

Rapunzel‘s schizophrenic.

And Cheech 1s blazing again.

Forget the sword. Bring a psychiatrist.
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As the evil dragon-morphing Sir George, Cheech Marin
indeed a cuddly, funny side to vicious, criminally insane behav

Bizarre cast of over 40 characters. From syrupy-sweet critters to
redneck hillbilly hunters. Like a twisted Brady/Manson family reunion

"y

:

member Terry Jones. Ancl between Highway Bingo & Nude Clue can't hold a candle to the awesome

challenge posed by this aﬁ enture’s tricky puzzles .'LHr £ASErs

the wicked. kitty-hurling villains and

brain-liquifying puzzles, your grip on

reality (not to mention self-respect)

Over 50 scenes with Monty Python-esque

Collect objects to engineer your way into the Frn £s5...um, heart

will be seriously tested.

Available on ch’a Saturn”and the playStatinn“ game console.
I‘i.n"-[ailuh I
cFRoAl ILATING PENDING

% A OF 4 m W
o it Call 1-800-771-3772 for game rating information. MELVAN ( 2 }:l
This _3'! cial seal is your assurance '.' at 1-. is product maets the highest qua ty standards f Sega™. Buy game and accessones with this seal t be sure that they are com tible with the Sega Saturn™ System. Sega I Y.
and Sega Salurn are trademarks of &g tnlerprses, Lid Rll rights resenved. Crystal !.-'p' amics 15 a trademark of Crystal Dynamics. Blaning Draj y trademark of Terry Jonas and 15 uted with per L5i0n. Licensed Dy
Nelvana Marketing Inc. ©1%95 Crystal Dynamics. Al rights reserved, PlayStation and the PlayStation loges are trademarks of Sony Computer Entertainment Inc. Check out our cool wed site hittp-//www Crystald.com D I l 'AI“I cs
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READERS' TOPTEN || READERS MOST WANTED

1. Tekken - PS 1.Tekken 2 - PS
2. Wipeout - PS 2. Killer Instinct Il - U64
3.MK3 - PS 3. SF Alpha - PS/Saturn

4.Toshinden 2 - PS

5. Ridge Racer Revolution - PS
6. Final Fantasy VIl - U64

| 7. X-Men - Saturn

| 8. Resident Evil - PS

' 9. Super Mario RPG - SNES
10 Darkstalkers - PS

4. Panzer Dragoon - Saturn
5. Doom - PS
6. Vectorman - Genesis
7. VF Remix - Saturn

| 8.Toshinden - PS
9. Yoshi’s Island - SNES
10. Killer Instinct - SNES

DEVELOPES’ 1. SF2 Turbo Hyper Flghtmg Arcade 6. Dark Forces - PC
TOP TEN

2.Doom1&2-PC 7. Lords of Thunder - Turbo Duo
This Months' Guest Developer 3. Yoshi’s Island - SNES 8. Super Mario Kart - SNES
interplay’s 4. Loaded - PS 9. Marvel Super Heroes - Arcade
James Goddard 5. ChronoTrigger - SNES 10. Smash TV - SNES

™ Arcade Producer

o |- Super Mario® - U64 6. Panzer Dragoon 2 - Saturn 1. Dragon Quest VI - SFC 6. Samurai Shodown 3 - Neo Geo

(LI 2. Skeleton Warriors - Saturn |\ 8 7. Amok - Saturn 2. Street Fighter Alpha - PS 7.Tenchi Sozo - SFC
s 3. Darius Gaiden - Saturn y 8. Super Mario RPG - SFC 3. Soul Edge - PS/Arcade | 8. Resident Evil - PS
= 4. Loaded - PS ,’ S8 9.Vampire Hunter - Saturn 4. Ridge Racer Revolution - PS & 1 9. Virtua Fighter 2 - Saturn
5. Guardian Heroes - Saturn 10. Sega Rally - Saturn 5. Night Warriors - Saturn 10. Darius Gaiden - Saturn
l'__ 1. Super Mario® - U64 — 6. SF Alpha - PS/Saturn 1. Super Mario® - U64 __ 6. Street Fighter Alpha - PS
& _ 2.Vampire Hunter - Saturn | Ml 7. Virtua On - Arcade 2. PilotWings* - U64 (S| 7. Super Mario RPG - SFC
) 3. Guardian Heroes - Saturn y‘ 8. Marvel Super Heroes - Arcade 3. Ridge Racer Revolution - PS - '_'f 8. Alien Trilogy - PS
= 4. Resident Evil - PS P 9. Skeleton Warriors - Saturn 4. Sega Rally - Saturn | 9. Toshinden 2 - PS
() 5. Super Mario RPG - SFC 10. Star Wars* - U64 5. Doom - PS 10. Darius Gaiden - Saturn
th'" 1. Ridge Racer Revolution - PS 6. Killer Instinct - SNES 1. Super Mario* - U64 6. Darius Gaiden - Saturn
a 2. Super Mario® - U64 =0l 7.Sega Rally - Saturn 2.Y's5-SFC g 7- Super Mario RPG - SFC
LAl 3.DKC 2- SNES (1 @l 8. Super Mario RPG - SFC 3. New Japan Pro Wrestling - PS on‘ 8.Toshinden 2 - PS
W 4.Wave Race® - U64 o 9. PilotWings* - U64 4. Ridge Racer Revolution - PS 9. Resident Evil - PS
Qj 5. Street Fighter Alpha - PS 10. Golden Eye - U64 5. Samurai Shodown 3 - Neo Geo 10. Front Mission Gun Hazard - SFC

WINS THE GAME SYSTEM OF YOUR CROICE! ENTER TOOAT! [ Eomsestotation

All you have to do to enter the drawing is write down  list of your top 10 favorite games and the 10 games you want the most that aren't out yet, on to last month's winners:
a piece of paper or a postcard then send them to: GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301 First Prize:

Spring, MD

First Prize: Second Prize: Third Prize: ;

Your choice of a 32X, Your choice of one of the Picks A FREE year of Diehard Game Fan! Second Prize:

VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the Universe! Shaun Bowman, $an Bernadino, CA
Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified Thil’d Prize:

Arcadia, Wi

by mail and listed on this page. For a complete list of rules and regulations write GameFan Top Ten with self addressed & stamped envelope.
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Qravel ‘With 5y hy Controller “In
‘Hand 5o A Tand Where
Cheaters Prosper...

Receive a free Video

game* of your
choice, A GameFan
T-shirt and a 12
month subscription
to GameFan
Magazine

Win a
GameFan T-Shirt,
and a one year
subscription to
GameFan
Magazine.
Win a
GameFan
T-Shirt

Send in your codes... mﬂ bad, or
ugly. We’ll look em’ over and elmse
one grand prize winner each month.
{:mlefl Irl:a':m:i 'fgm from a nmleus—
y publishe: magazine. Wi

will be drawn each month m lls-
played here in Hocus Pocus, the only
place where cheaters
(Current subsc
will receive a one year exiension.)

* Any video game featured in our viewpoints section

CONGRATULATIONS!

To this month's winners:

First Prize:

Ari McClory Maguire, San Jose, CA

Second Prize:

Paul Lind, Aurora, CO

Third Prize:

Juan M. Gonzalez, Inglewood, CA
SEND YHUB GARDS Al\lﬂ LETTERS 10

Hocus Po
5137 Clareton Dr Sulto 210
Agoura Hills Ca. 91301
14

To access the eight CPU cars in
RRR, simply get a perfect score
(40) in the opening game of
Galaga '88. Look to our coverage
of RRR for info on the “13th
Racing,” “13th Racing Kid,” and
the “White Angel” cars.

If you let all 40 aliens pass by and
complete Galaga '88 with a score
of zero (0), a single burst will go
off and the words “Secret Bonus”
will flash on screen. Can you
unlock the mystery of the Secret
Bonus?

To play as the fearsome demon
Akuma, perform the following
tricks while on the character select
screen in Arcade or Versus mode:

- Move the icon to
Spiral and wait three seconds.
Then, without stopping, move
through Silver Samurai, Psylocke,
Colossus, Iceman, Colossus,
Cyclops, Wolverine, Omega Red,
and then stop on Silver Samurai.
Wait three seconds and then press
A, C and Z simultaneously.

( ¢ - Move to Storm and
walt three seconds. Then go
through Cyclops, Colossus,
Iceman, Sentinel, Omega Red,
Wolverine, Psylocke, Silver
Samurai, and then stop on Spiral.
Wait for three seconds and then
press A, C and Z simultaneously.

-Ari McClory Maguire,
San Jose, CA.

At the Mode screen, hold the R
and L buttons and select “Game
Mode” to begin a normal game.
Now all the characters will have
massive SD-style heads!

Enter the corresponding code for

the desired character on the title

screen and then begin the game.

Highlight the corresponding “nor-
mal” character to begin. This

trick works on either side and can *

be used during a 2P simultaneous
game!

Circle, Right, Triangle, Up,
Square, Left, X, Down, X, Down,
Square, Left, Square, Left,
Triangle, Up, Circle, Right, and
SELECT.

Square, X, Square, X, Circle,
Triangle, Circle, Triangle, Up,
Down, Left, Right, and SELECT.
Kero-chan (Highlight Hiroyoshi
Tenzon, 3rd from the bottom):
L1, L1, L2, R2, R2, R1, Triangle,
Down, X, Up, and SELECT.

Up, Down, Left, Right, Triangle, X,
Square, Circle, L1, R1, L2, R2,
and SELECT.

At the car selection screen, hold
L, Rand Y. Push right on the pad
and you’ll see two new cars, types
“G” and “H.”

To access the hidden 7th course,
Firestar, highlight “one player” at
the option screen, hold L1, R1, D-
pad right, Start, Square, Circle,
then press X while holding all but-
tons. X must be the last button
pressed

NMIALTIINC OCLEU I

Begin the game and go to the
option screen. Enter into the
Mode Select screen, move the cur-
sor to “Options” and tap R, R, L,
R, and R (the top buttons, not the
pad!). This allows you to choose
any course.

On any course, win the cup, then
go back and try to beat your own
time by at least 1 minute and 29
seconds. The Super Cycle will be
available in the machine select
screen.

SCr
Kali Mode { upgra de w veapons)
X, Circle, Clrcle Square X,
Triangle, Circle, Triangle.

lightning bombs):
Square, Circle, Square, Square,
Trrangle X Tnangle Triangle.

Trlangle Trranule Circle,
Triangle, Square, Triangle,
Triangle x

awk a-la-Mode ';:r;.ffirf‘:l"i"
Clrcle Circle, C|rcle Space, X,
Triangle, X, X.



PlayStation

HE'S A SOVIET SUPERSOLDIER ON
A SUICIDE MISSION INTO HOSTILE v
TERRITORY WITH ONLY A 40 FOOT 4
ARMORED BEATTLE-SUIT FOR COM-
PANY. STEP INTO THE SHOES OF
THIS KICK-ASS COMRADE
AND EXPERIENCE 3D
FIRST-PERSON COMEBAT “$O =

AGAINST A RUTHLESS
ROBOTIC ALIEN
HORDE. WITH THE
HUMAN RACE
UNDER SIECE,
ONLY THE MOSCOW

- MADMAN CAN
a"'fi SAVE US NOW!
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LONE SOLDIER

PLAYSTATION

TELSTAR - CD
3-D ACTION

Lone Soldiers the first 3-D[
game of its kind for the}
PlayStation (or any other next-
gen system for that matter)|.
and | like it. If strafing and
perhaps shooting on the run
was an option I'd really be ecstatic.
There’s plenty of diversity, excellent tex-
ture mapping and gouraud shaded poly-

The thing that | liked most about] :
this game is that your character is| ‘?. by ?'“
almost always moving. You never;

stop to hide behind walls and stuﬂf

(like in Doom), you're out in the &
open and it really feels like you're m

alone. The control is a bit odd at first but in time
it became natural. The 3-D is fab and the music
has that nifty “Rambo” touch to it, but it's the
crazy “banzai” attitude in LS has that gives the
game its charm. If you're looking for a unique
game that kicks butt, LS is for you.

56,783,

I'm still mired in the action/plat-
form genre having just beaten the
huge Hermie Hopperhead, who is
not a clown by the way, and am
finding it hard to re-acclimatel
myself with 3-D gaming. No jump-
ing, no timed leaps or tricky obstacles...
ain't right.

it just
I'm sure LS’s graphics will suck in
the masses but | just don't see any gameplay
here. Admittedly, for a walk n’ shoot this is real-

ly cool. But for me it's just not enough.

S,

70

SF ALPHA
PLAYSTATION
CAPCOM * CD

FIGHTING

On one hand, Alpha is one of the great-
est translations of possibly the greatest
fighting game of all time. It's identical
to the arcade except for the OPTION
(thank God) of arranged music, a use-
ful (finally!) training mode to practice
combos, recordable combos, the fix of
Adon’s Level 3 bug, and of course some Iuadmg time.
On the other hand, | hate to condone the game's lack
of varied backgrounds and almost nonexistent paral-
lax/line-scrolling. Still, it’s the best 32-bit fighting
game 1fo dale and the best all-around video game
available for the PlayStation. As a translation it's
110%, as a game it's 98%... sounds like 100 to me.

9, 5,5, 1

| am in total heaven: The ultimate”
fighting game is now available at -
home, and it's totally perfect. Im
fact, it's the only perfect hnme‘
version of a Street Fighter game|
Het. Every frame of animation is}

ere, it plays perfectly, and a mul-
titude of new options like recording your
match, selecting belween original and
amranged music and a Ki-style practice mode
complete the disc. The only problem with
Alpha is that the boss codes were changed, but
you can’t have everything.

%%%%%@

ROAD RASH
PLAYSTATION

A CD
RACING

gons and the 3-D is as smooth as weve
come to excpect from the PS. Very cool.

%% 5" %/80
Capcom has done the impossible. | e
Hu'llnmv does the PIaySiaptlun ver-| ‘? Al
sion of Street Fighter Alpha look|

and play EXACTLY like the coin-op, \

this game (like Tekken) is evenl‘-& I
better than the arcade game in -

many ways. You get your choice of

original or arranged music, you can choose all
the way up to Turbo 2 speed and best of all, you
can practice combos all day long against an
invincible CPU player (a la KI). Too cool, too
cool, too cool. SF Alpha PS: the best home
fighting game of all time? Easily!

o e 6" e % 100
| absolutely loved this game

on the 3D0, and this is essen-

tially the same game. So |

should love it, right?...

Wrong! Been there, donef

that! This is the PS. Where's

the upgrade? GEX, Total Eclipse, and
especially Off World Interce, glar got
majorly better going from 3DO to PS.
What gives here? Gimme Rash 2 and
maybe we can talk. | gota 3D0.

SERES,

Thank you, EA, for finally prov- =
ing that the PlayStation can do %
everything the 3D0 can, 'cause
you know, | had my doubis thatR
the PlayStation could handle a
3D0 game from a year and a half ago. The
music’s even actually worse... now that’s

For the life of me, | can’t figure| . 3
out why EA didn't create an all E

new version of Road Rash for the.
PlayStation. I'm not saying thisr,\
game isn’t good (cool music, &
great gameplay, lots of chal-
lenge, and most of all, fun), but I've already
played this exact game on the 3D0 and now |
want to play a new version for a change. If
you've never played the 3DO version, buy this
game, you'll have a blast. If you’re looking for
something new, you'll have to look elsewhere.

5%, 8,0, 70

REVOLUTION X
PLAYSTATION
CLAIM » CD
SHOOTING

Like, they're right in the middle of
another comeback, man, and now
they go and do this? Uh, | don't get
it man, like, why are they in a gun
game, dude? Fer sure this game is
meant to attract a younger audi-
ence as shootin’ Power Rangers,
and rescuing busty blondes (by shooting them)
just doesn't fill the bill for me. As gun games
go, so goes Aev. X. Besides the lack of original-
ity, the scaling is framey and the scaling pixel
laiden. A bad conversion of a game that should-

o 5 %50

>

Revolution X i: a pretty solld entry
into the “arcade gun-game” genre| gz« s
(despite the present lack of a PS|@@)~"" 1
gun controller) and represents a -

good change of pace. The sound is AR
right there; so too is the control, but
that’s more than | can say for the
game’s visual performance. If you take a look at
other converted Williams games (eq_ MK3),

you'll see a much tighter translation. There’s a
lot of detail missing, but at least the general
game itself remains basically intact. Not a per-
fect arcade translation, but not a complete miss.

50" 0 "5 (15

PF"MAL FIAGE
PLAYSTATION
TWI « CD
FIGHTING

This is a perfect version of [ R
Primal Rage with addllmnal ’
(and very nice) CG cinemas. It .
you like the game than |ts ¥\
time to Rage. f=

7

9,5,

sad. The play control’s still all there, but
this is THE EXACT SAME GAME as the 3D0
@é)@é) 65
Revolution X is a perfect transla-| . “ gl
tion of the arcade game. All the| ?ﬁ#
levels are here, all the music is B
|
the same as the coin-op. Trouhlei‘&
is, the game itself is boring to the =~
max. The levels are long and cnal-\—ﬂ
lenging but they're repetitive as hell and the
entire game. Shoot Power Rangers, pick-up
Enwer ups, shoot some more Power Rangers,
ill boss, shoot Level 2 Power Rangers... it goes
onand on. Thanks, Acclaim, but | think I'll pass.
I'm not the biggest fan of the "t
arcade game, but | must give cred- 1 “5}‘
it where credit is due. The
PlayStation is known to be the \ ”«
home of many perfect arcade % -
translations and Primal Rage con- _
this game is even better than its arcade counter-
(as opposed to 4 in the coin-op) for its 6 different
attacks. The graphics, music, gameplay, and
control all mimic the arcade game perfectly. If
you like Primal Rage, here’s your game.

version. I’'m sorry, but this is just pathetic.
here and the graphics are virtually

shooting patterns are the same throughout the
% 6 w10
tinues the tradition. In fact, | feel

part because it actually uses 6 different buttons
%% 6 %

TWI pulled out all the stops with
this version, meaning that it's the
game it should have been all
along on the other systems: a six-
button fighting game (with an FMV
intro). Considering the landmark
addition of an actual six-button
option for the six attacks (the auto-specials
went sayonara, praise the heavens), | can say
this is hands down the best Primal Rage to
date. The decision here boils down to whether
you thought the l:nin -0p was the greatest thing

since the JAMMA harness.

o
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Zero Divide is much better than|
Toshinden yet slightly worse|
than Tekken. Its graphics| -
trounce both, but the 100%
Virtua Fighter rip-off control
harms it. Zoom didn’t replicate :
Virtua's feel, however; the hits seem slight-
ly sluggish and the many of the pre-set com-
bos are simply impossible to do. If you're
after astounding graphics rather than solid
gameplay, you can't do any better than Zero

When | first played thesS® |

Japanese Zero, 3 months ago, 5%
| gave it a 95%. Since then,
my respect for the program-}
mers’ accomplishment has® _
only grown. A perfect translation of one of
my all time favorite fighting games, and
some of the best graphics and sound on the
PlayStation. Virtua Fighter fans would be

Divide.
cC. P, M O

O Ch B M

insane to pass this one up. 0&) 97

PM
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ZERO DIVIDE
PLAYSTATION
TWI - CD
3-D FIGHTING

}Iard-::re gg gamers uu} tl'g;g will
ove the version o eria.| o
They'll see that the graphics,|@@Q)~"
sound, and movement have all ' -
been cleaned up and tweaked to ' o’
32-bit level. However, despite its
facelift, this game shouldn't
appeal to anything more than a small niche in
the market. Cyberia plays exactly the way it did
two years ago on the PC: like a PC game. If you
missed it the first time around and want to check
it out, or if for some reason you cant gel

Ugh. I'd much rather watch this
one than play it, and even watch-
ing it's pretty lame. The stiff
polygon people animate poorly
and the “action” (ha) scenes are
nothing to look forward to. In
between that, we get a straight-from-PC RPG
that's hard to control and incredibly uninter-
esting. At least it’s a bit more interactive
than most FMV games, but with the exception
of D, that entire genre should just go away.

enough, this title is worth a look.

R o e 540

CYBERIA
PLAYSTATION
INTERPLAY * CD
ADVENTURE

RCRCRONONOL

This one really surprised me.| o« -
When | first sat down to play Krazy ; A
Ivan, | typecast it as a generic 3-D
shooter with nugl grat|llhi|:s and a \ \-
couple of big robots thrown in for x

good measure. Upon closer| m

scrutiny, | found a real game underneath all
that 3-D gloss, with a little strategy, and chal-
lenging gameplay. There’s a little bit of poly-
gon pop-up here and there and the game is a

bit on the hard side, but that doesn’t take too
much away from Krazy lvan. Very cool.

Krazy Ivan has crystal clear
FMV, great-looking ene-
mies and some impressive
3-D, but bites it big time in
terms of variety. The infi-
nitely-repeating terrain and final
bosses are what hurt Krazy Ivan the
most. Still a hell of a lot better than

ey T

L

KRAZY IVAN
PLAYSTATION
PSYGNOSIS * CD
SHOOTING

Skeleton Warriors is truly a triumph
for the Saturn, a system which to
date has most of its games either
still in or coming from Japan. This
homegrown game of high power isj*
rich in gameplay and diversity while
at the same time exhibiting some of
the best visuals yet seen in a video game of any
kind. Then of course there’s the soundtrack which
to this day | can not believe is in a game. Bone
chilling. This is the one game you can brag about
in front of PS owners this year. Unless they have
Toshinden 2 then I'm afraid you're on your own.

My first impression of Skeleton
Warriors was stunning graph-
ics, incredible music, but no
play mechanics. Well, a few
levels into it, the play got inter-
esting too, so Skeleton Warriors
truly does have it all. The Saturn’s at its
best with SW’s incredible 3-D 2-D, and
Tommy Tallarico’s composed the best
soundtrack of his life, by far. | wish you
could run a bit faster, but otherwise, there’s

G, C- P M
©® © ® ©
Ouch. That’s about all | can|
say about Toshinden S. The|.[®
original Toshinden wasn’t a| -~
very good game, but it did| &
have great visuals. Take away[*™=
those visuals, and you're left with the
Saturn version: same control, bad graph-
ics. But hey! We get a new character, new

voice, new cinemas, and a new intro!
Yeah. Personally, I'll wait for Toshinden 2.

G@@cépémé@oé 95

In Toshinden §' defense, the®
e

graphics have not been downgrad-
ed as badly as a lot of people have
been saniﬂg. They're not as good
as in the PS-X, of course, but}
they're still pretty good by current
3-D standards. My main problem
with Toshinden is that they did NOT revamp the
pla[r mechanics, as promised, and the control
and balance are as screwed up as they were in
the original. They didn’t even fix the hideous
Al! Neat intro, but there are only about ten
thousand better fighting games out there.

Problem: you want a game with| 5o == <
great 3-D graphics and plays like| ; »_}i}“
VF but you only own a =y
PlayStation. What to do? .
Solution: Zero Divide. This game §
is an example of: A) some of the__
best graphics on the PS, B) gameplay that
would make Yu Suzuki proud, C) killer music,
and D) an overall polish and sheen that’s rarely
seen in today’s games. | don’t know how a tiny
company like Zoom programmed a game this
good, but they did. Wow.
Gl C} P}, M, O 92

® ®

beria might have been a big PC[ 5 &7«

%, but l:nn%pared to other nnngsuiu 'ﬁ' f;a.}
games, its a little boring. To its *‘d
r.rfdit, Crbsslaria h?s ttirrinr. mtusir.:&.»& _
a long quest, cool motion capture
SGI graphics and a good storyline.| =%
On the other hand, this game also _‘—m‘
has lame “action” shooting sequences, limited
real-time interaction and uh... did | mention
that it's boring? If you liked the PC title or if you
enjoy these types of games, knock yourself out.
If you're a hard-core console gamer, you might
want to look elsewhere.
G- C} P, M, O 70

® ® ® ®
As 3-D games go, this one’s a e
little shallow in the game play st
dept. While Krazy does spurl
the single best opening | have| & %
ever seen and some truly spec-}
tacular visual effects, like al = P
transparent FMV heads up display, in the
end it’s just a lot of running around shootin’
stuff. Also, it’s first-person play with only
one available perspective. Hey, for a lot of
people that’s enough. And for those | rec-
ommend this graphically intense game.
G C, P, M, O 70

© ® ® @ ©
Wow. This is what | imagined a
side-scrolling U64 game would look
like. The DKC-like rendered graph-
ics in Skeleton Warriors are some of
th_f;dhest Tjsuals :I'va I!avtqr seen }:ﬂitsh -h\
wild scaling and rolating sprites, '
amazing Iir?e snmllinﬂ gndpcra _ﬂ
special FX. The only thing better than the Fra h-
ics in this game is the unbelievable music (I'd buy
this game for the tunes alone). Not only that, but
the quest is long and chal "““i“f and there’s
much plaz technigue to master. If you have a
Saturn and don’t plan on buying SW, don’t consid-
er yourself a true gamer.
G @ C. P, M- O

® ® ®

Unlike Mr. chain-combo two-in-one, |
feel that Toshinden is a great original |
3-D fighter. In fact, I think it helped to ‘
mold the growing genre of home con-
sole 3-D fighting. This version is sim- ¢

ply devoid of the glistening effects
found on the PS. It's still a good .
game. I'm sure that given more time the developers
could have done a better conversion, but I'm sure
Sega wanted this one fast. Why, | do not know. They
shouldn’t compare the Saturn's 3-D with Sony's.
They have no light sourcing or gouraud shading.
Ugly compared to the PS... yes. Bad game... no.

RO RORC
| can't believe that one of '95’s
best RPG’s is a 3D0 game.
Titles like this a year ago would
have put the now fledgling 3DO|"
on track for sure. You see, just}’
get those imports out and = T
presto! Success is imminent. The fact that
'Panasonic reacted with a swift port is a
great sign for the upcoming M2. RPG fans |
will no doubt read up on Lucienne’s Quest in
‘this issue so I'll leave you to it. This is the
best 3D0 game I've ever played.

s || ‘An RPG! For 3D0! In English!
'Yes, Panasonic does care! |
' S&S is a great game, with lov-
‘able characters, an amusing

'3D0’s best accomplishments.

Gcépéméoé 72

quest, some very nice 3-D, and
a very diverse soundtrack. It’s a tad linear,

‘but the story is interesting enough that you

won’t want to go off track anyway. This is
right up there with D and Road Rash as the

' 'months after its Japanese

G, [Cl, [P}, M}, [0

SKELETON WARRIORS
SATURN
PLAYMATES * CD
ACTION ADV./PLATFORM

TOSHINDEN S
SATURN
TAKARA « CD
3D FIGHTING

@ 6
‘Can it be? Yes! A full-length|
'RPG on the 3D0O, mere|. .

‘release, with almost no story-

line changes! Lucienne s\
Quest clearly defines the
future of RPG’s with its innovative poly-
‘gon locales and 32-bit effects, yet it also
has a pretty good storyline and quite lit-
‘erally some of the best game music ever.

G, [C. [P, M, [0
®

[ONCIONONO!

G C

)

o o 5N

'All 3D0 owners have to buy this.

e T
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SWORD g: D%OHCEHY
MICRO CABIN - CD
RPG
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MEGA MAN X3
SNES

|
!
| CAPCOM + 24MEG CART.
|_ACTION/PLATFORM

'MMX3 is one of the best in the|
series to date. Playing as Zero}
is a big bonus as are the length, s\
challenge, diverse levels, and|J
beauty SNES hand drawn graph [
ics in this super platformer.
From new power-ups, weapons, and mnre
secrel stuff to brill C4 special effects, this is
all the Mega Man anyone could ever hnpe‘
for... on 16-bit. 1 Pray Capcom doesn't take |
as Iong to start the series on a next-gen con- |
sole as they did to start it on the SNES.

LR

TOY STORY
DISNE Yo 32MEG CART.

~AcTiO

ON/ADV.

Tay “Story SNES has all the F.
graphic force of the ‘Kong'}

games (well, almost) but without
the cool platform feel. The whole
interactive gameplay thing cou-
pled with some questionable
mechanics (like the classic stop n’ go stuff) |
kind of bother me. | think straight action plat- |
form would have been in order here. Shine |
following the storyline, when you've got SGI |
rahlcs this great put 'em in a platformer.

%0 0 % el [

\
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IN THE HUNT
SATURN
IMAGINEER * CD

SHOOTING

'Allhnugh 1 still prefer the old NES
IMeya Man games and the more
|trad|||nna| look of the SNES MM7
|as well, but even so, X3 is not a
| game to take lightly. This game is|.
|all about timed jumps, moving
| platforms, earning "power-up and |
|all the things that made the classic MM's so |
| great. The control couldn't be more perfect, the |
| graphics and music are great, plus all the u||—|
ferent powers Mega Man accumulates do spice |
(things up a bit. MM X3 is the game M X|
‘shoulu have been from the start.
87|
|

%% % %087

[on the Genesis, this ‘game[
|stood alone atop its SGI
|pedestal. But with awesome ‘
| competitors like the DKC twins, \ .“
| Killer Instinct, and the upcom- %

|ing Super Mario RPG, the shunkJ
|value of Toy Story’s graphics is lessened |
|somewhat. The levels are diverse and the |
|control is pretty tight, but the objectives are |
|very simplistic in nature. TS is perfect for |
’the younger gamer, but the hard-core gamer |
may want to look elsewhere.

%656, %85

"’f“}ﬂ;

So why is it that on the king of [+
2-D systems this game slows|
waaaay down when it's perfect
on the PS? This aside, | beat
In The Hunt in half an hour and
although I enjoyed the graph-
ics, the intensity level is at an all time low.
In The Hunt crawls along at a snail’s pace
and never really goes anywhere | haven't
been. Do yourself a favor and spend your
hard earned import dollar on Darius!

SEF 0,

In the Hunt was only a fairly =W IT
good game in the arcade, and =% 5
the Saturn version is further
down a notch from that. With§
screwed up animation, lots of =
slow down and bad music you might want
to pass on this one and go for Darius
Gaiden or the PlayStation version instead.
This one is for huge Irem fans only.

RORORCMONO

B2, FLNE, o0

| | (but unfortunately NOT better) music.

I can’t get enough of this series,
ever. | hope that when the
Nintendo Hyper 256 system
|comes out in the year 2022, 1|~ -
| will be playing Mega Man Xx|
| 77. And it will be 2-D, thank youl .~ |
|very much. MMX3 is definitively the best in
|lhe X series and very nearly as good as
|MM7. The levels are bigger, there are many
| more items to find, and of course you can
| play as Zero (his laser sword is amazing!). A
' must-play for SNES platform fans.

 Toy Story is just what | expected, the
| Genesis game with more colors,
' sharper graphics overall, and clearer

| The changes aren't too significant so
| I'll stick with the rating | gave the
| Genesis version. | still can't
| describe my amazement at the CG animation, but |
|on the other hand, it was amazing for a Genesis
| game... This definitely isn’t Donkey Kong Country.
| I'still also say the difficulty level is way off the scale
| for the target audience, and the gameplay is a bit
| too slow-paced/puzzle-based for my tastes.

0,57, 5.,

How pathetic |
Imagineer’s programmers be|.; }
if they can’t even do decent 2-| |
D on the Saturn? This one has| 2.
embarrassing slow down,
extra loading time and a
Genesis quality soundirack, none of
which is present in Xing’s far superior
PlayStation version. Still basically a
good game but there are far better mles
out there.

S5m0,

DARIUS GAIDEN
| SATURN
TAITO - CD
SHOOTING

Beyund-arcade-qualily-side
scroll shooting comes to the} :
Saturn with visual gluttony. &

Darius Gaiden has effects in it 1|
don’t even have words for.
Zuntata is of course right along
side with musical force to compliment the
stunning visuals. As a big Darius fan | have
no complaints. Like they've all been, this
one is big on challenge and will never get

o, e} #7, . o; [g7

While | preferred the more ™ Raa
intricate play mechanics offes
Layer Section, | am very
impressed by Darius Gaiden's}
cool, plentiful bosses, strange ®
and beautiful backgrounds, and surprising-
ly good Zuntata soundtrack. The usual 26
levels ensure high replay value, and the
game’s a good challenge with only 2 con-
tinues. Nothing beats a good Taito shooter.

805,00

This and Pulstar rank as the[']
best (and most difficult) 2-Df ;%
shooters ever. The standard 26
alphabetical levels, some of the
most spectacular sights ever
seen in a game and very good,
if... uh... different music combine to bring
you utter shooting satisfaction. This, by the
way, IS the arcade game. The only differ-
ence is slightly less animation on the boss-
es, but it isn’t something you’ll notice.

BP0 5,08

Remember Technosoft? Well
after two crap PS games they
are back on track. I'd rather it s
were ThunderForce 5 on the
Saturn, but this unigue sci-fi
fighter will do just fine.
Reverthion’s graphics rival high buck arcade
games, the characters are beyond cool, and
the music’s excellent. Like a cross between
Cyber Sled and a poly fighter, Reverthion is
unique as well. This worthy |mpnrl needs a
date with a stateside third party

S EF N0,

This game features some of the[ Zo v
best 3-D graphics on the "%’_‘}l
PlayStation. The lack of polygon e
guphup and the qualnlxlrlul th: ultra- N N
igh-res textures will make you|. -

wonder if somebody crammed a %

Model 2 coin-op in your PlayStation —A
while you were sleeping. This pummel-fest is
everything Cyber Sled should've been. There're
tons of special moves, crazy 3-D camera angle
changes, pulsing music and best of all, gameplay

to burn. The control is a little floaty at times but
hey if you can Ihang play mahjongg instead.

—

If you like Cyber Sled, you’ll[¥]
LOVE Reverthion. Everything|.:
you wanted in CS is here:|
huge multi-level arenas,
fighting game-ish special
moves and jumps. The Model 2-quality
graphics and excellent music don’t hurt,
either... | won't go so far as to say that
Technosoft’s back, but they're certainly
on their way.

S me,

GALAXY FIGHT
AT

RN
SUNSOFT - CD
FIGHTING

Here’s where me and the other[® ]
guys have a problem. To me,
fighting games don't get much &
better than this. GF has some| J
of the best hand drawn graphics|
I've seen in the category and™“=
amazing animation (also check out the
babes). The backgrounds are insane and
the music is phenominal-techno-techno-
techno! This aside, they claim it's not a
“real” fighter. Maybe they just suck.

5,580,

indeed Galaxy Fight excels in these
play is too basic and one-dimension- —-m-
MK and SF2 only came along once or twice a year,

@é 90

Now, | know graphics and sound pla F " gt
h il

areas (amazing voice, unique back-

drops, and high-quality music).

al. Special moves require perfect execution and

are not very forgiving, and the characters aren't

mere decent games (like Galaxy Fight) were

accepiable In 1996, decent uoesnicntltanymnm

a vital role in fighting games, and

Unfortunately, Galaxy Fighfs game- § '
very balanced. Two years ago, when games like
@&) o 176

What can | say?
translation of an arcade game| .
with godly backgrounds, 0K _'i:'
characters, top-notch tunes and
humdrum play mechanics.
This is worth buying for the visuals, but
serious fighting game enthusiasts will
probably want to look elsewhere... The
super-lenient combo system and the “just
plain attack” button system aren’t my style.

12
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This summer Universal Studios Florida brings you the visual reality expe-
rience of your life! Terminator 2: 3-D Battle Across Time. We're talking a
mega-multi-media mind blowing extravaganza staring none other than the
man himself, Arnold Schwarzenegger and his fellow T2 buddies Linda
Hamilton, Robert Patrick, and Eddie Furlong.

Action director god Jim Cameron, creator of such joy as the Terminator
saga, The Abyss, and True Lies, heads an award-winning team of such
geniuses as Stan Winston and John Bruno, both Terminator veterans and
effects masters extraordinaire. Combining the latest in 3-D cinematogra-
phy, digital composite imagery, state of the art cinebotics, up-close live
action stunt work and cutting edge lighting and audio techniques, T2-3D
shatters the barrier between reality and film to create a literally unheard of
multi-dimensional experience.

Twenty four hundred guests every hour will enter the newly relocated
Cyberdyne Systems headquarters where they will twist and turn in their
seats as sinister T-70 cinebotic soldiers train their sights on targets all
around the audience. Witness as well the T-1000 Terminator “cop” from the

20

Terminator 2 movie morph before your very eyes as Schwarzenegger's T-800
cyborg literally jumps off the screen to save the day.

“Universal has always been on the leading edge of theme park entertain-
ment,” states Universal Studios Florida president and chief operating offi-
cer Tom Williams. “With Terminator 2 3-D, we have brought together an
elite group of world-class artists from all disciplines of the entertainment
industry to give our guests an awe-inspiring, motion picture based experi-
ence that can’t be found anywhere else.”

“Universal Studios Florida is a leader in location-based entertainment, and
of all the theme parks has had the most success with integrating live shows
with cinebotics,” says Cameron, explaining why he chose to work with
Universal on this project. “They have made that one of their niche areas of
expertise.”

Why T2 in 3-D, you might ask? Cameron says the decision was made “...to
do it in 3-D so that the objects on the screen become almost indistinguish-
able from the people in the foreground, creating one reality, the reality of
Terminator 2." -Jason Weitzner
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Right about now yvou

may want to press
the pray button.

OR YOUR EJECTION SERT

Strap into ThunderStrike 2. True 3-D environments. 37 incredibly realistic missions
in real-time, first person perspective, that reflect today’s world conflicts. Rotate
your viewing position 180 degrees. Your control panels and multi function monitors
light up just like a real _ battle copter. Whether it’s
gunrunning in South America . _- or piracy on the South China
Seas, it’s in your face. - 2 + go ahead, start praying.

L
&

\I\r | *—-——ﬁ—; -

ThunderStrike 2 and U.S. GOLD are trademarks of U.S. GOLD, Inc. © 1995 U S. GOLD—Playstation amd-the.Blaystation logos are trademarks of Sony Computer Entertainment, I’ni‘—/
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is sendin

- cinama’s and texture mapped poly’s.
4 Telstar’s initial PS launch is an impressive

oldier, a hazooka-totin’,
", polygon Merc, and he’s
pur PlayStation. Terrorists
space have 'napped some high
udes from your side, so the brass
g you in (by yourself, of course)
on a recon mission loaded with blazing

effort indeed. Lone Soldier's texture
mapped polygon environments allow the

player complete freedom to move in every concievable
direction throughout the entire game, save the bosses

whom you cannot escape. Your character even turns and

runs parrallel with the m# il;:?g'w&;:ﬁﬂlgc

Ecial expres-
sions, excel-

~ clash of the

have to sf :
strafing option or il lock down the ch:
while firing, couple e natural instinct to
m(;yling, ﬁauses! o iy Iewmt';:e %na qu
until you learn to ‘ e D-pad, shoc
and then take off. Shoot oy n
on the run (or
should | say
walk, you can-
not shoot
rlll)le :erm-
ng) and you're
headed for the

polygons (two \ o h

guys ng e :
toetotoewith | e
dueling M-16’s. | , @194
The game actu- | e



00kz ’s. M-16’s, flame throwers,
| grenades sparingly. The bosses in
)is one are pretty nasty, and big too.
Lone So!diar s full of cool

B .

4 enemy fire,

ally
plays quite well once you
become acclimated with the controls.
The gameplay in Lone Soldieris pure
search and

destroy. Avoid

leap your dis-

filig too! Actually, it's quite i

se of diversity. Lona__v_ ¢

ing ls mll / here
to stay. S1C rm

genre getlmuaw ee ,‘ |
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¢ @ home fighting game, effec-

., .
N When |
pre-
viewed the

PlayStation version of Alpha in
the December issue, | had no idea
that Capcom would add the best
collection of options ever seen in y
2 tlively pushing the score of ~
their already A+ title off
the scales. We all know by
now that the actual game is tolal-
ly exact - the only things that aren't
arcade-ge:}l?:l“aﬁrraha:n intro, !\:ﬂllch
instead 0 many char-
acters and backgrounds has one
of each.T ?‘nd %a Illlr:d boss-
. codes. There’s probably no
7 way humanly ..m.'fnapu-
. cate the arcade intro on a
nsz’s‘hm anyway: not enough
. But Capcom, being the gods
that they are, have instead
decided to give us two features
we simply do nof deserve:
Training Mode and the choice
between original _
or arranged
music.

e

.

"_d While the
> idea is no
longer I, (Yu
fqu Hakulhnm
MegaDrive did it first) Alpha

, features a Training Mode in
‘¥ which you can beat up a

- 4, defenseless computer
| #= opponent for as long as

you want, and if your

combo is blockable, the
mock opponent will block
it. This probably doesn’t
sound too excit- o

ing, butit 4
you're seri- 1 ©
ous about 4

Pur Street

igh{s;' this is thleIm
greatest gaming gift
you have ever

even set the com-
puter opponent to

be constantly iumrsirlg
or ducking, and - fea-
ture of features - you




oy

eds and the greatest Stree!
hter option of all time: The
choice between original and
_» arranged tunes. | enjoy the re-done |
:'hlu:h mﬁ&?menﬁéuslw;t of N Sk >
are pretty darn good - ' 7 R e :
ultra-70's, it's much better than Super - A W o >
Turbo 3D0's music. There are times, T oy TR\ ANl G PlavStation
however, when you just need that origi- = AT e T ay->ltatio
nal music for 100% true arcade enjoy- © @ - o AT
ment. Capcom should be praised in the

le screens in VS mode for | e
loading time, three game | | _‘

highest for including this choice, as every § ; _ . DEVELOPER: CAPGOM
arcade port needs to have it and of course & ‘ = . ~
none do. While on the subject of sound, let " e b B PUBLISHER: CAPCOM
i me mention that Capcom seems (o have re- PO .
recorded the samples directly off the original ' . FORMAT: CD
tape rather than lifting them off the arcade ) /. | X ———

Sl

shows.

| won't go into th , because if - ‘ . . T *
naven't gla;ed Af:ngaa E]vegoht: you h:ue hig"rotl ‘. ‘9 £ - "-’._ bl COHO DFFCLTY: ADJ.

. '; W : ) o AVAILABLE FEBRUAR
.f'"’ J?E '(2 _. q

&
# .H "
e &2

M X -
problems. Just know that this is PERFECT. Other ﬁﬂﬂm
quick to use that word for extremely imperfect ports, like the
300 Super Turbo, for instance, but | can be trusted. I'm an
freak who's literally played the arcade game every day since
release... until now, of course. Now | have my lovely
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One of the best games on the

~— T 3D0 (and one of the motorcycle racing 4

games, period) is rewing up for release onthe

PlayStation. When | first discovered IWA Wwas cre-
Station version of RIL.JM _mind reeled.

# OF PLAYER a"n!
@ PS is capable of s ‘spectacular 3-D
: NTERMEDIATE (ml:hil\er 3-D than the 3D0's)s | prepared for a ver-

T ANUARY DL that would be (or a | k) much better than
the 300 game. Unfortunat ame is a direct port
gy . of the 300 Road Rash. * .

Ny On the posmw«.ﬂfeggameplay seems to have

> been g-and improved over the 300 game. The

eem to handle a little better and conlml is now
U perlecl

| hate to sound !lke a brnken record, bﬁ even me

0k

=Sal=l)

01.9 %wru

"\ O ‘ OO
3 sound and braphics are exactly
as they were in the 300 gam;;@ the music
(and music vid s) are of cou re and are
noticeably eleaneuia the PS’s stellar EMV hardw

but that’s a given.
Don't get me

I loved the 3D0 game and
: Qu’ll love taking,” But, with all
games out there, | feel that a com-
{: utaﬁun of EA should’ve

the amazmg 3D'PS
pany with the stal
created a
PIayStatiun’s un
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PlayStation

THE STALKER
ALL YOU NEED IN
A CHOPPER SIM

Chopper games have co
way since the days of Tiger
Airwolft Core’s new 32-bit
creation, Thunderstrike 2, is
shaping up to be the chopper

Thunderstrike 2 seats you in t
of an Apache helicopter carrying
sorties all over the globe. Your role is
something of a peacekeeper/missionary
in a world where limited military action is
the only way to keep things under control.

TS2's intuitive control, multiple views, and user
friendly play mechanics are an invitation to those who
have gone their whole lives without playing a game of
this nature. Additionally, there’s plenty of action for
even the most hard-core chopper freak. You’ll find a
vast assoriment of goodies to destroy: ships, bunkers,
tanks and anything else you can place inside your cross-
hairs. It's even possible to lock onto individual ground
troops and fill 'em full of lead... Just let 'em TRY to run
away! Thankfully, TS2 also offers diversity within its
levels. Sometimes you'll fly straight into a jungle
ambush, or have to approach and defend a “friendly”
aguatic area. There are a total of seven main areas,
and each has different arenas of combat to fly through.

Now | must take a second to speak of the things about
this game that should be changed. Core’s new 3-D
engine is very cool and it plays well, but the graphic lay-
out is simply not there. The buili-in excuse for the

- 3
PO )
.

-, e WRFTELACNE
e ! heinous pop-up everywhere is
.. that the game is designed to
« » build around you... You get the
Yzl idea. It seems only natural that the
PlayStation version should have better 3-D
than the Saturn version, but as of late that isn’t
' the case. Also a must-change is the operations
map, which just shows you as a white blip, not even
telling you what direction you’re flying in.

If Core just tweaks out the poly-breakup, Thunderstrike
2 will be a nearly perfect chopper combat game. The
textures are dead-on and the rotation and scaling are
very nice, once the on-screen sprites have popped, er,
appeared. It has the gameplay, now it needs the look!
-The Stalker
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SLASHER QUAN
BETTER THAN THE

Primal Rage’s graphic supe-
riority and splendid stop
motion animation made it an
istant success nation-
wide. Equally revolu-
tionary is the premise - *
prehistoric characters in
a one-on-one fighter. -

People went nuts at the mere
sight of it, and, as a matter of
fact, are still to this day. And
now, finally, after quite a few stabs
at bringing home a tight conversion of the com-np,
TWI has added a feature | have wanted quite liter-
ally since the first time | played the arcade game:
six-button control to match the six different basic
attacks.

To clarify, Primal Rage was a four-button arcade
game which had six attacks, so the most powerful
two were executed by a simultaneous press of two
buttons a la Samurai Shodown. Obviously, this is
a less than desirable situation, and in bringing
home the game to SNES, Genesis, 32X, and 3DO0,
systems all armed with six-button controllers, one
would have thought TWI/Probe would have provid-
ed at least the option to use buttons five and six to
execute the two Power attacks. Unfortunately, this
was not the case; instead the developers saw fit to
make those exira buttons automatically do special
moves a la Toshinden.

So, the gllslenmgly good news is that lhe alnn-

-~ 7 (good riddance), replaced
s ¢/ by two Power attacks as their
) own, separate buttons. This
s " is reason enough for many
> % Ragers to buy this version
: " outright.
‘” ’ll Other than this fundamen-
. tally important issue, PS PR
is, in almost every aspect, the spit-
ting image of the coin-op. The back-
grounds are the arcade, the music is the
arcade, eic. TWI has even added an impressive
CG intro depicting the apocalyptic storyline behind
the storyline. | haven't been altogether pleased
with the home renditions of this fighter thus far,
but | must now congratulate TWI/Probe on a seem-
ingly better-than-the-arcade translation. If you in
any way hold Primal Rage dear to your heart, and
you've managed _ =
to hold out
against the mar-
keting/conversion
onslaught thus
far, the
PlayStation ver-
sion is ungues-
tionably the one
to get.
-Slasher Quan
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Here’s a game | thought I'd never see... DarkStalkers forthe - s S ITFITIT
PlayStation! Though delayed for almost a year, DS is nearly ~ '@ E o

e il

\“

ready for home release. The PlayStation RAM problem ﬁ’ B = FFICULTY: Uﬂl BE

seems to have been solved, as nearly all of the paral- =
lax, special effects and arcade frames are here. At this !‘
point in time, however, two somewhat important ele-
T ments are all but missing:
gameplay and smoothness of move-
| ment. | don’t mean jerky animation,
) | mean jerky frame update as in the
|| 3D0 version of Super Turbo or Dark
D I »gend on Saturn - things just jitter
ockingly slow speed.
jging that the game
pesn’t stay this way.
on’t get too wor-
ed, though: |
can’t se
Capcom

release DS in its current form.
e On a more positive note, the regular collection of improve-
ments like a VS mode, the option to stop the timer and a button config have been
added... usual Capcom goodness. There’s also (surprise!) a CG intro accompanied
some hurtin’ rock song that must go away. The coolest DS enhancement, however, are the
godly arranged tunes. The problem that plagues most arranged arcade music is that... well,
the “arranged” has little or no relation to the original. This time around we get the same beat
and samples from the arcade, run through a much higher-spec synthesizer. The result ;;‘1
brings tears to a DarkStalkers fan’s eyes. While on the subject of sound, | must A M2 SR R
mention that some samples were out of place and reused at higher or lower pitch- £ t( Imid T
es... hopefully this will also be corrected. P T { 2 _
Getting back to gameplay... | suppose this version would play alright if it didn’t b R
move at Turbo minus 5. The two-in-ones two-in-one and the mid-air and
ground chains chain... they’re just hard to do slowly. As a huge
DarkStalkers fan, the pain displayed in this version (and the perfection
featured on Saturn, by contrast) hurts me. It remains to be seen
whether this game’s developers, who, by the way, have never done

a 2-D game on the
PlayStation, will be
able to fix DS up by
February. -Nick Rox

S o e T
icor. e
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as sure tha®Zero Divide would
out here. It's an incredible game,
hugely popular in Japan. It was enfire
English to begin with, and would reg
absolutely no translation...
the middle of the night with disti
of it being killed at the highest gb
els, because, | don’t know, it

much attention away from ‘

ildhood tra invg g a bloc

omeone dropped™@ Virtua Fighter
you, or something), then by all
far, far away.

ink that maybe you're at that point
gre you're ready to deal with

le play mechanics, then you
gide. The play control is per-
of tap-tap style moves for
thing. But no! Enter our gasily accessible with your
Interactive. Time Warneg# g : rd | The influence of Virtua
Warner cares. And Timg'W brought RV / i 18 obvi fAm the first round you

us Zero Divide, in all if§ maj ally “ /8 - ) ’ ping, and throws all
unmolested by the g d translat- with the only

ing. addition
Now, be hang off

give you 2

block buttom§ ! efike is exem-

warning yo: i ause eneverl i Biy tough

bring up the | ( 'S excellence opponent, but € e 08t to such

with the other , the response is invari- cheap tactics as pulling off a colgia mhaf impossi-

blge utlunl" They say it in the
] pu’d say, “But it was pro-
) d molesters!” or, “But it gave my
ai'epileptic fit!” WHAT IS SO WRONG
WBEOCK BUTTONS!? You press it, and your
character blocks. When you press back, you don't
block, you move back. IS THAT SO HARD TO
GRASP? IS THAT SO HARD TO GET USED
TO? But if you're one of those people who

32

ble-for-humans 12-step moves, O&ial

As you play through later stages
levels, it just learns how to block Dk
counter more effectively, and sometf
maneuver you right out of the ring. o
The characters are incredibly well desTgmwed;

and, with a few exceptions, don't fit the
ultra-cliché molds that most recent fight-

ing game characters seem born into. I'm




S, #1:"'

at a loss whegn | trydo think of contempag@ries for such innovative the not-quite-a-native-speaker voige hurts... you ca
characters @s -Based Nereid, whos@techniques actually make him  lines off, but not all.
more dange: whien his back is turp@d, or tail-slapping, fireghreath- And | have to mention the hew ofhidden bonus s
' n. This isn’t the i§pe of game where one ghagacter I've nevepS@en a better collection ok hidden s

#'Best and no de ever even & N ;ansmake-the-flag-move crap, Bt tricks

2 glse. 1 ' | __ ‘ . them are the aliility to '_ H:

is a8tonishing. While it isn’t as — IR B S '1 character, 3 p@rfectly tran

ing2nd generatioll eye-poppers 2, oW e ISNES shooter#Phalanx, thékabi

> st visually imipressive g ' 0 7Y FioMast boss Z#lu, hidden finahhgss.

renily on the markelf™save perhi@ps ol T e 5ot (a big Chubby cat namet ,and G
_ 2. The animation i§smooth an N - 7§ onlyknows whalielse.
detailed, the textures have an insanel@mount 0 . 48 F Sojwhat else i§ there to say? This is an incredi-
detail, and the scenery is always (well, almost 7S ble game, whicl®you should all go run out and buy,
always) stunning. There’s also a verywell done g""“* ; if you camstand Wat block button thing. And as a
replay feature which allows you to garefullgexam- 5 o == R tidbit for alkof yotwho are already enjoying Zero
ine the bouts from the perspectivg®of a floating J Divide, Zoom (the néwest member of the Squaresoft
camera you control, and save the ones ya# like to - family) is harél at workign the sequel, which they say
your memory card. _ " is about 15% done. If Z8eo Divide does well, I'm
In the sound department, theére’s an exgellent soundtrack, ranging sure they'll bring it out here, so Wit doesn™ I'm holding you all

drastically from techno to w@h-wah stylé porn music, and even the responsible. Get down to your log@l video game stores and whip out
Phalanx mini-game’s mugl€ is arranggtl. Sound effects are good, but that credit card, 'cause | need my Zgro Dividésg. -Takuhi
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this case, the PlayStation.
Cyberia teatures all the action/shooting

PlayStation blazing musical score by Thomas Dolby’s
L e Headspace, mucho puzzle-solving, multiple

endings), and 100% SGI rendered graphics
and characters featuring full motion-captured
animation. lntngued" Than lssten :

, five yws aﬂcr
e global economic collapse. As
Zalr an outlaw computer hacker on
mumave I;:"l: choices.
‘can in prison, or
undertake a suicide mission I‘rifﬂ
the secret installation code named
Cyberia. Once there, you must find
the mysterious superweapon that
may ftrigger doomsday... No pres-

Due out in January, the PlayStation version of

sequences of the computer game (11 in all), a

story lines with fork-in-the-road type multiple
plot paths (which provide different results and

' “ﬂia hit PC CO-ROM title, L'yberla is maklnu the
transition over fo the hard-core gaming consoles; in

e

#  The levels in Cyberia are a combination of pre-
; rendered action sequences (where you walk about,
talk to people, and solve puzzies), and various in-
cockpit shooting sequences. You can customize
‘ the difficulty of the puzzle sequences and the
shooting action. Whether you’ve got the
reflexes of a cheetah and have little in the

way of gray matter, or if you are a master at

puzzle solving but your twitching abilities

are a little dull, fear not; you can tailor this
. game to your liking. The easiest mode

Cyberia can be set for is either:

" 1) medium shooting difficulty with

easy puzzles, or 2) medium puz-
zle difficulty with easy shooting
(ah, ah, ah... no cheating).

If any and/or all of the things
mentioned above interest you at
all, you might want to give this

mmgmﬁc genre
stan te: ‘ { e

gamers? You be the judge.
-K. Lee




Critically acclaimed
by everyone and
their grandmother.
Maybe it's the cool
3D characters or
texture-mapped
backgrounds.
Maybe not.

You're overrun by
mobs of ravenous

Forget about fields of dreams.

28 TT - ™
Hordlings, each 3 ’?‘-‘;*‘-, M. T 1;} 341 31~
plssed with huge. With | i OL(E, it's more like

colon-blasting little slaughter-house on the prairie.

appetites.

See, we've injected arcade-style,
belly-slitting fun into that
sleepy-ass commune you call home. £nd
betveen digzing death PILS and
hiring archers, enjoy some
serious, gut-poppring swordplay.
'Cause man, these neighbors

really D1te !

35 minutes of
video explains how
piss-boy Chauncey
saves the King and

Is rewarded with
the old man’s
Grimthwacker
(It's a sword).

=
]
o=
=
]
—
wri
=
=
=
i
el
E
]
=
=
o=
™
5
S,
=
=2
W
on
(=4
=
2]
e
it
E
m
[
"
=
Lt
=
L
-
m
E
-t
=
m
a
]
aJ
=
B
=
it
=
=
=
=
L]
=
gl
=
w4
=
=
=
(=
=
v
=
=
L]
a
=
wi
o
E
]
[=
=
——
=
-
w7
=y
L

Sega and Sega Saturn are trademarks of Sega Enterprises, Lid. All rights reserved

Lvailable on Sega Satuun™.

This official seal is your assurance that this product meets the highest quality standards of SEGA™
Buy games and accessories with this seal to be sure that they are compatible with the Sega Satum™ System
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ners” ( for example)
with the names. Doom,
and Magic, Zork, Wing
.'.‘enunand gr, Myst, Wizardry, and,
, Descent. All are house-
mes It is because of their
pularity (and possibly the desires
of their publishers to make a quick
and easy buck) that, one by one,
each title is making the journey over
to dedicated video game platforms.
This time around the marriage is
between Descent and the lovely
Sony PlayStation.

I've only played arcade and home
console games my entire life (no PC
background here). Let me say this:
Even though I'm not supposed to
give anything close to an opinion in
this preview, | must say that I'm
intrigued and impressed by the
PlayStation version of Descent.

Like Doom, the PlayStation version
of Descent is even better than the PC
game. Descent PS looks as good
and runs just as fast as the Pentium
PC game; plus it has colored light-
source effects, all new levels in link-

= S l
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Jumping Flash know t
feeling you get in your gut while
ing a huge leap from a platform
ground rushing toward you.
suffer from vertigo, stay away from | .
Descent because this game destroys ==
JF in the nausea factor. You see, in
Descent, there is no preset up,
down, right, or left. In theory, any
surface can be a ceiling or a floor or
. a wall, depending on how you

manipulate your floating ship - a 3-D
game in the truest sense. Not only
that, but doors and hallways can be
on the floor or on the wall or even on
the ceiling. Process all these para-
meters in your brain, and not only
can you see how confusing Descent
can get, but it can also keep you
from getting up and walking in a
straight line after you've finished
playing it for hours and hours...
barf! Next month, we will give you
the full lowdown on Descent in our
PlayStation review.

-K. Lee

CONCUSSION O




! The evil Diablo has not only stolen Johnny's prized guitar, but
was so steamed he couldn’t play it the way Johnny does (JB’s
like the biggest rock star on the planet), he's kidnapped all the
heavy rockers and silenced the entire world! Even Snoop Doggy

Doo! So, like any jammin’ action dude, JB sets out to destroy the vil-
lian and restore tuneage. JB begins with you (the long lost cousin of
Blue Suede Goo from Clay Fighter, no doubt) fighting your way
through the dreaded “Sin Sin Penitentiary.” It's a cold, nasty place,
filled with wacky enemies and dangerous obstacles. Each level has
a tough end boss that will often require @ bit of practice to destroy.
After you beat a level, you'll rescue a captive of the Devil [Diablo].
Johnny must use his gun/guitar to do a lot more than just shoot. It
can he used as @ vacuum to suck things up (to be used later) and,
very frequently, as a vertical propeller when aimed downwards and
fired while airborne. Johnny can also attack with a spinning leap
with his guitar or charge up to deliver a huge burst of energy. It's
already evident that learning the play mechanics early on is going
to be vital if you want to see the hig man fall.
~~JB has over thirly sub-areas, and these are very often difficult to
~ master. A lot of harmless-looking things can hurt you, and almost
~every area requires a bit of reasoning (and trial and error) to pass.

- Figuring out how to get up onto the ledge that leads you out of a

- courtyard or how to avoid an underwater hazard is a big part of the

‘game. What makes JB fun and keeps repetition to a minimum is

that different stages require you to do extremely different things.

Some areas are relatively basic platform levels, with some sort of

‘obstacle or object being the focus. In water, you glide and shoot

dWards as your only means of propulsion. When you find your-

If in a ventilation shaft, you have to take the rushing gusts of air
ind massive light-source shaded fan blades) into serious consider-
atl _.- . There’s even a sequence where you relive Indiana Jones’

Temy ' of Doom mine cart ride... in a rockel-wheelchair.

& "JWW all kinds of graphtc technique. Johnny, the enemies

s ,int‘qhﬂl the other sprites are painted with bright, iridescent color-

inu The characters contrast beautifully against the drab, Ima-

ling | mnumunds There are countless ene-
m“les that Seale and rotate with amazing fluidity,

, usualiy with several other things going on in the

~ same scene. Things come bouncing in from the

.. background, fly out towards the distance and swing

_around in thﬂareground all with minute loss of

; ' 'the entire expenence home. I'm
ll_llﬂﬁ fal nl ]azz. but JB’s soun:ltracl is certainly

2z, you'll love the musb: in this game.
, somplelell and, with some tender tweak-
1sily put US Gold on the 32-bit at:tiunlplat—
q‘;ﬂm occupied by a choice few.

is an action platformer with more frash Idm—-i'
ased in the cnursag&umgle sama
nan Snlm‘ mpanies can muster in an entire series.

: Look for a review next
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Aliens are attacking the earth, and the only one who can save us all York? How ahout Tokyo, specifically in the “heart of the financial dis-
is @ hyperactive Russian colonel in charge of a pre-cold war battlesuit.  trict”? Sure, maybe | haven't been to the heart of Tokyo’s financial

Together with his slight loopy team, Krazy Ivan travels the world district, but I'm willing to bet that it’s made up of a hit more than
destroying aliens, and fighting for good ol’ “mom and apple pudding.”  craters, mountains, and trees.

Each stage has a number of bosses, awaiting in cratered arenas. The music has its moments, but it’s really nothing youw’d want to hear
Blow away minor enemies for power-ups between the hosses, and outside of the context of the game. The intermissions are actually
once you've destroyed them all, you can try to take out the alien’s pretty cool, with lots of groans but an occasional actual laugh. The
main shield... There’s a good dose of strategy in quickly changing actors (extras from Zhadnost, no doubt) deliver their best mock
weapons so they don't overheat, using el Russian accents, and everyone

involved earned the 6-pack of beer
they were no doubt paid for their
performances. The video’s all
spiffed up with some very impres-
sive effects, and run through crystal
clear, luscious PlayStation FMV.
Krazy lvan’s a lot of fun, but
the repetition sort of
kills it. While all of
the hosses are very
cool, there are really
only a handful of
v strategies to pick from
% when you fight them, and
+ aside from that, there’s not

your radar, and deciding what enhance-
ments to buy at the end of each round, but
otherwise, there’s not a whole lot to the
game. A bit more variety definitely
wouldn’t have hurt.

After Wipeout and Destruction Derby, |
expected Psygnosis to do a lot with the
visuals. Their command over the hard-
ware is, as usual, impressive, but the
graphics are of mixed quality. The boss
design is fantastic, and all the enemies
look and animate very well, but the back-
grounds aren’t so great... Even with the oh-so-popular mist effect that
blocks long distance vision, things tend to flit in and out of existence
when you turn around rapidly. There’s no pop-up on enemies, though,

-

- |

thanks to an ingenious little trick where the enemies don’t even @ "-"‘#-L > %= much to it. Fighting the
appear until they're fairly close to you. They appear as white outlines, gl same last boss shield
and then sort of phase into existence, as if dropping out of warp or thing in every level gets real-

something. There's a great variety of enemies, but almost none in the  ly tiresome, and the scenery never really changes. Still, Krazy Ivan is
backgrounds. Sure, rural Russia is made up mostly of craters, moun-  something you must at least check out, if only to see some amazing
textures and amusing video. -Takuhi
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BETTER ACTING
THAN GOLDENEYE!
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is your assurance that this product meets the highest quality standards of SEGA™. Buy games and accessories with this seal fo be Surs thaty thithe Sega Saturn™ System.



Saddle up. 'Cause at dawn you ride
me death DOIXLY. £nd it's gonna be
pure neck-snappring, retina-tearing

» oy
—hn " A Pick from a shiny collection of do-it-yourself death tools. E-Z
Sp&@di YOLl See, SO].&I ECllD he High Explosive Plasma Guns, convenient Thermal Tracking

Missiles, handy Pulse Laser Cannaons. (Tool belt not included.)

boasts third generation AL technology

d

for the highest frame rate ever. That means
tent-pitching veloce It'?' for our latest space
combat n' carnage convention. But hey, it's more

than some cosmic Speed t'rlp. Your mission's

Choose cockpit or chase plane view while screaming thru 3D

10 battle a CompuLEI %One H?L—«Jith all the texture-mapped worlds. Jagged asteroid fields, fiery planet
’ surfaces, lava filled caverns, and other sunny destinations
high-tech weaponry your top gun wet dream
can handle. And where are you dancin'
this metallic lambada? On the new
Se‘?fa Sat'tﬂﬁ“, of course. Oh yeah, you'll be

smokin' mister. But don't bother cracking a

Working around the clock, scientists in our speed lab achieved

st es it ovnr Tl i, S 1 i hyper-realistic Full Motion Graphics. Our secret? Ass-kickin
dlI.l.dOﬂI. 'Lt S 52 blts Of bo a"h n?np;::r:;;g:;e ;}:rlelﬂl?ei[paticetssﬁln;wSEEEEdE?;E Ffmtu%
- ~ o
WANADULTI out there.

Meet Claudia Christian as the tough Major Kelt—She's nursing an intergalactic grudge against
you the size of Uranus. 40 minutes of Full Motion Video let her hone her ball-busting ways.

IATING PENBING

RF Call 1-800-771-3772 for game rating information. @Iﬁg E S DALN
: Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Sega and Sega DYN AM lcs

[TERT LA B TR 3

[IUCEATIITN  Satumn are trademarks of SEGA ENTERPRISES, LTD. ©1995 Crystal Dynamics. All rights reserved
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Scavenger is host to some of gaming's Sl 3 !
most talented design teams, and their lat- SULTIETES §

grhe AN g

’. .

est offering, Lemon's AMOK, is one of the

hest third party Saturn games thus far,

Combining fluidly animated polygons and bit ;H{‘i’ ”‘ e 7

mapped sprites in breathtaking real time el s / o .
environments, AMOK will take you placesyou . . . 1
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DEVELOPER - LEMON y 7 i \ ter sub-craft by sea through each mis- '
g | Gaashy I
o L e . R
# OF PLAYERS - 1-2 .“‘u‘”‘:» = #f - -\k)\‘ Im?rlh:v" :Iis-goe':ls\hronmems in AMOK are ’ &"‘T_:v'““ e '.;"{;'
—— o e e ek ,L"'*’jv (¥
the enemies, even when b . \Al

MRLASLE - FESSOARY 1 : \ scaled all the way Ay
' in, remain very Q’” =N |

i f detailed, sumethlnu M
) i ! usually not afforded ; . ’
]

the 3-D action . Ll b
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E. STORM
THIS IS HIGH POW-
ERED 3D GAMING!
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: -? “Qﬁ - enre. I'd have to say that Lemon’s is the
LA \ est 3-D engine I've yet seen on the
‘ el | znung Saturn. The gameplay in AMOK is |
ﬁ-i 2 & - both complex and extremely challenging, y . EELL
: i T requiring much strategy, patience, and et .
g £ - ! shooting prowess. You won’t beat this S g e
: '+ game in one sitting; AMOK is the real s : ‘
k B s ihing The missions - which by the way - .
; aren’t timed, allowing r‘nu the Ireedom to explore - require memorization ul
enemy soldiers, and other hazards that lie in your path. The best on screen
- compass I've ever had the pleasure of following is in tow as well, to help
ou find your war The control in AMOK is, simply put, perfect. Never have
controlled a polygon character that reacted so well to its environment.
These hyper animated lil’ heasts look utterly fantastic when lha! re moving.
- The land crawler can climb small mounds, and romps around like a pisse
- off little dude, and the sea craft can float higher than the standard plain to
- reach power-ups, missiles and what not. And finally, bringing all this 3-D
]nv together, is a perfectly matched soundtrack. The music in AMOK really
, — in the mood of the game, adding
A an air of despair and paranoia. In the |
effects department, even though the Saturn
cannot do light source shading you'd swear

;
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||

-
0
!i i
i

Lo 9 ‘it’s in here; the explosions are transparent,
P and the scaling is, as | mentioned, excel-
~haweo o lent. The art and overall presentation of
- ‘ AMOK are also of the high-
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A est uality Quite simply, 3-D
| gaming doesn’ l get much better than this.
d f oy | AMOK is high action with wild shooting
WA~ TR and bombing, but it's not just mindless
: i mayhem. | can pretty much guarantee
you, if it says Scavenger on the box,
I there’s power inside. -E. Storm
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cousin h

“a= - steal the L
Luminic

7 As the city :df-tnmini:_‘ty mourns the death of its king, the heir to the
| throne must be on gua

the sinister Baron Dark. For the king’s
bt rumors that the Baron is plotting to
Star Crystal, the mystical source of
ower. In his time of sorrow, the
does not take notice of the baron’s

" ‘ young € ot ]
=3 \ shadowy figure gaining entrance to the Light

~ Star Chamber... As the crystal is torn from its
5. " home, sirens are triggered throughout

IT DOESN'T GET MUCH |

BETTER THAN THIS!
46

~ .4 Luminicity summoning the prince to save the

kingdom from destruction.
Prince Justice lunges at the
baron. The struggle splits the
crystal, unleashing its enormous
powers. The power of the crystal
has transformed Baron Dark into
a living skeleton. The heroic
€ Prince Justice has now become
Prince Light Star, the only mortal
with enough power to battle Baron dark
angd destroy his Skeleton Warriors.
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Plckmg up ' here we left nft in our Iasl sw updale n ylmﬂl
supposedly left to complete this ultimate

as some fine tuning... and tune they have.
1 adventure you

may ever take and is 2
in US gaming history. Tor

game soundtrack in L
deep a med a Soundtrack that goes I
straight ght unbelievable. Majc

aren’t scored this well. Skeleton Warriors i$igh drama. |
~ Accompanying this Conan-e music is a Eiissnsen

~ game full of rendered glory=Frince Justice, the

. g Skeleton Warriors, the bagkgrounds... They are all absolutely breathtaking. If

- . your Saturn dear, while"We wait for more power from Japan, thisisit.

““ . As previously stated, SW is sed of three play schemes: action/swordplay, platforming, and 3-D

N -‘ \9 shooting. The latter half of the adventure sticks mainly to solid mmure while the back half is laced wi

. "% zoomed-out high intensity pia g. You'll dangle over ¢ egions while battling both airbor

ol B and oncoming ¢ be required to pull off s

léiy accurate leaps of faith. This
- aspe W is welcome indeed =

ge areas lie
pressive 3-D
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shooting sequences over a vast
playfield.

When it comes to special
effects, well... this game is a
special effect. In literally e
and every level, you will
eye-popping visuals, such a:
scaling in and out of the env
ronment, transparencies
galore, snow, beautiful exp

sions, mega Ime scrolling,

e backgrounds translu-
‘enemies, huge scaling

* boulders, and, of course, truly

* demonic bosses worthy of the

 game'’s dark theme.

I do, however, believe it or

3 not, have one small complaint.

] Hay, it's my job. When the

~ prince negotiates downhill ter-
< rain, if you simply let him walk

AL g en ] Ele

“ \."‘

TR IR R T AT
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LR m e e

ST N g e 2

ing upright. This rea
slide maneuver mig

limitations that g li alnw with rendered

T e e

muls e e B s

i

only happens once durmg the mounlam lop scene I lust Ihou ht a
e in order. As a matter of fact, one of the princess idols is a :

Personally, | just Ieamﬂ the peaks anyway, in the interest of realism.

cters, especially this earl

”«'ﬁ
nd e

el 3 by ey N A
B ;L’ “'\* v"‘"\t\‘\-&ﬂ‘g_\ﬁ\ remepmat] B Loy

Shriek’s a nasty old bag o’ bones and she 's got an ev,
hello to Luminicity, a place of J!!rsh splendor and the toughest obstacles yet

Ad

ird in tow. Survive her su/mgmg cicle and say '?' »

down, he’ll simply slide stand-
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what Neversoft's ﬁd Saturn game will look
“F UUTREE L like? Scary. This is their first time out on the Saturn and'I'm aching for more.
ﬁ- W - *.  Playmates has definitely struck program-

s 3 | ming gold. As you can sn my hyper-
*‘ﬁﬂ‘ﬁ“ k o

| a‘%ﬁ“ H . fantastically narrated and anin

a"%i* - e R A ema that opens Skeleton Warriors.
:ﬁ b N & w3 full screen :? rivals PlayStation FMV.
“ﬁ : " } tely no low budget actors involved,

it's all SGI, and it's as dark as the game
itself and the evil that lies within it. If you
own a Saturn you simply must have

Pl tes' Skeleton Warriors. It's that
si%{. Storm

: l‘-‘l I-I ""'-%‘ .
!r it

In “Lum;mc: ty 5 scafmq p!at{orms test your s&ﬂs w!u (4
pattenq test your patm:;he Euwyone Wt a qun -

L-—mu_...-.y._.

cen acts an Ww off some steam.
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*" HEVIEW One of the main the nrlgma[ Tashmden had hlS father S deam and Eiji will nie
going for it was its ingly lovely visuals, and theSe ef. That just aimit right! Now | have §
have become somewhat mangled on the Saturn. It’s not that | ruined ese lives. Ah well
g

acter is, in all truth,

as if this is the b istem could*do." A much better  ®gaming...
version should be e. The new £
with the Saturn i " .

AtGanieFan we ames in comparison to othérs *was obviou
on the system, but I'have to'compare this incarna- mostly flat- elL -pathetic and her

e w ymlion ofgfeshinden to its predecessers First ofi, the heauti- . moves - the Gale r and are generic  »

fulGouraud-sha ters are gone, replaced with . o Ry 8 3

- SEGA SATURN. ggugh-edged doo Ellis’s translucentdacy - # Jmae~®**"% Tsukasa Kotobuki gharacter .
undergarments are usters of ....--d"‘ = i i i

- DEVELOPER - SEGA/TAKARA . pixels and the explosions
o, caused by speci

poxss PUBLISHER - SEGA _ #Ie no.longer tra
S -

...Q.,.-.. per -

-
= 5 polygonal ba
gy M 6 - have even been replaced
4 OF PLAYERS - 1-2 with VIF2-esque
- and Gaia’s mind- -
DIFFICULTY - ADJUSTABLE  donut stage has .
: reduced to the barrel effect
AVAILABLE - Now “in Castlevania | r
T S &hu% side, the ga
ws doln ea ' ’
sports many new samples, the and ie
gameplay seems ighter, = aspear: But hey! L4
and there’s a cool 7 ) www = EET Her ste ing.
intro... to say n | the 9o, with four layers of ¢
new modes and fe Dithe 35 aancs """ atransparent arena... an she has a ni
- ;Il" '»I.L' 1 | :“ B Neop Will m
slick Retsuden Mode and the somewhat cool new charac-  Lunar: Eternal Bine rami. | have m .
ter, the “Scarlet-Eyed Degenerate Angel” Cupido. The every chance I get!)
Retsuden mode is a story mode in which you only fight If you've never played or seen the Pl
. . four characters, plus the three bosses, but before and Toshinden or you're a Toshinden freak t
: NICK n&x after each match you hold a lengthy conversation with each character’s storyline you may think _
1 ponTkNow iFTHis  Your opponent. Often times these cinemas give you no pretty cool, but there’s a much b alternative: VF2. k™
~ WAS SUCH A GOOD desire to defeat your opponent - if you beat poor Ellis the pray n’t aw Tosﬂn%em - - N
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Capcom is getting shockingly fast at these home con-

gversions. Alpha in three months, and X-Men in less
T ﬁ half a year. This is all well and good, but they
s time the home releases with a new arcade
upgrade. Yes, we're getting near-perfect translations,
buiyit’s just not as exciting when the shiny new sequel
ut at arcades.

Still, X-Men is a must-buy for fans of the arcade
game. It plays exactly and looks relatively like the
coin-op: All the insane, twenty-screen-high back-

s are present, but the animation has suffered
tly because of RAM limitations. The cut-off point
vers somewhere around 2/3 of the original frames,

reduced to 50% frameage. ‘fere

that even the best Saturn programmess
ated a perfect arcade port, as ;
ain’t enough to store all the fr _
arcade original. | must stress, howe
play is 100% intact, and the game is,glil
the backgrounds alone display nops$
ingenuity, from the three-level
astounding Danger Room which shimg
between three holodeck-style backgre
complete with their own scener

swimming around your feet. I'll be hack
of this excellenl Saturn fighter next Issu

\G¥
‘
&S

CLOSE ENOUGH?







HE’S BACK! AND THIS
TIME HE BROUGHT

BB o

Along with the shimmering Skeleton Warriors ROM, we so
graciously received from our friends at Playmates, came
our second update on Saturn Jim; Jim 2 that is, swimmin’
pools-movie stars. Lemme tell ya, EWJ 2 is lookin’ mighty
fantastic. They've added quite a bit since last time as Jim
is currently at 80% completion (as of Dec. 16) and should
be ready for a January release. Take note, Jim fans...
New Peter Puppy, BIG castle in Anything But Tangerines
complete with mind bending parallax, gobs of scrolling
contracts in ISO 9000, and so many colors that if you “play
with it long enough, you'll go blind.” To top off all this
wormy joy, the soundtrack is sparkling in vivid CD sound
and the voices are terrific. Saturn Jim, Jim Saturn, there
you have it. I'll see ya next month with a big oI’ EWJ 2
Saturn review. 'Til then, remember, it's the size of your
worm that counts! -E. Storm
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It's 26 levels of
car-to-car combat.
Customize buffed
monster-stompers
with trick engines
and air-grabbing
jump jets.

""“\f\

Get a Toad of UL T=WOLIc
.LI ﬂe_*. u..eTﬁ.O E&Yue
the chaotic death- capade featuring wlclﬂd
4y4s ard a blood-thirsty arsenal.
Hate cheesy Red-line across the galaxy's most intense,
acting? Watch
v tas-takin 2=t texture-marved terrain,

jerks rip on the
gratuitous video. *ﬂtm on -the ﬂy bet«feen COCI}:I‘)I‘L
and chase view.Careful, though. Grabbing

massive air coud __
crush a kidney. Or t. =

With our unique,
head-to-head 2
player game, grind
a pal's ego into the
asphalt. It's cruel.
But there ain't no
2nd place.

Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc

Crystal Dynamics, the Crystal Dynamics logo and Of-world Interceptor Extreme are trademarks of Crystal Dynamics. ©1995 Crystal Dynamics. All rights reserved
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£vailable on the Seqa Satuwn™ and PlayStation™ game console. L

W This official seal is your assurance that this product meets the highest quality standards of SEGA™. Buy games and accessories DY NAM Ics'
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with this seal to be sure that they are compatible with the Sega Saturn™ System



Our doom will soon be upon us, unless you can
- stop it! Cyberia was one of the nicer FMV adven-

tures to hit the PC back in 1993. Now, as a two-year-old game

with a new eye-candy shell, it’s set for its debut on the Saturn.

Cyberia is set in May of 2027. You, Zak, are a prisoner being
held on charges of grand theft (you stole one-half-trillion dol-
lars). During your horrifying stay at the Pentagon’s prison,
you’ve been brutalized and left to ponder your own fate. One
day, for no apparent reason, you were suddenly taken out of
your cell and down to the local Free World Alliance comman-
der. He was all smiles as he announced that he had a job for
you. A mission... undercover.

From there on, the story unfolds. You are to enter a mysteri-
ous floating complex located in the middie of nowhere. Once
inside, you will find your way to the awesome Cyberia
weapon. When you asked what you were to do with it, you
were simply told to stay with it. You were also told that a
“clean up” crew is only 24 hours hehind you, so watch out.

Those who enjoyed the original VGA version will find this one
much more appealing than it was in 256 colors. The rendered
movement is much, much cleaner, and the visual effects have
been touched up to 32-bit level. In most places, everything
moves, animates, and basically “clicks” together to form a
smooth, continuous gel. Challenging puzzle and arcade ele-
ments make up the game.

The puzzle elements are excessive. One puzzle that comes
immediately to mind is the disarming sequence of a time-
bomb counting down to detonation. This sequence, like the
others, is ruled simply by the law of averages: fail, fail, fail,
pass... Eventually, you have to get it right!

More enjoyable are the arcade sequences, where you find
yourself in the middle of a shoot-out, defending the complex
from attack, or in the cockpit of an attack aircraft, actively
seeking the enemy. Your targets in the aerial attack scenes
are enemy ships and aircraft. Some areas can simply be
blasted through with a nominal amount of shooting prowess,
but some other areas require a bit of intuition and strategy.

The vast majority of the game is spent exploring in one way
or another. When you come to a proverbial “fork in the road,”
it's best to examine all options carefully. The “fork” can be
anything from a choice in paths to whether or not to kiss Gia,
your friendly female contact. Other areas will involve timed
actions, such as deciding when to pull your firearm and blow
away an enemy century. In the end, the choices you make will
have a big impact on the story and how the game progresses.

After playing through two versions of Cyberia, I'd say the
Saturn incarnation is easily superior to the PC version. You
get more of everything, and the ease of use that comes inher-
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If you liked the original version and want to see more of it, you should consider this one. Those with a short attention span and/or
an uneasy feeling ahout FMV-based games, however, may want to pass. This is one for the PC crowd. -Tho Shlker

el _";- = 57

A g o -1 - - .
o g R =
PAPLE = e, e A

et
¥y
el



. Just when you figure Sony a ? However, Sca
~has the 3-D battle for suprema- up, what looks
e .qﬂm here comes an ‘ =\ shading, and v
d : n - -\ Scorcher is, smply put, beyon

m luﬁ-mllllon dollar mega effects seen in the genre. Previous
" house, but from the yet undiscovered : ,) power from a coin-op.
- Scavenger. If | were Sega or Sony | would ’ ‘
be camped at their doorstep, but hey, what do =" assembling the final product now that zing
I know? Well, | know that the Saturn cannot do engine and rendering is complete. If all goes well,
light source shading, 3-D transparancies, and has major  we’ll have a review for you next month. Prepare for the
re-draw problems inherent in the hardware. ultimate in 3-D combat racing. -E. Storm




If you're a graphic designer/animator: 3D, the rewards of a terrific pay and benefits package.
SGl, sound designer.sound programmer: C, C++, We're looking for the most outrageously tal-

graphic/animation _‘“ Stammer: C, C++ assembly, ented people to come create in our state-of-the-art
. make the a lcaptoKonami@omputer Entertainment  facility just outside Chicago. So sendvour resume
iChicago Inc. Y& th of what real creative  and salary history to: Konami

Yeedom can do for: Computer Entertainment Chlcago

eeqac " We're agr _ Human Resources Dept: (code), 200 I

0 RED arm oF el B, Deerfield ParkaysBufillo Grove, IL.
v *Al LS 510 U £

A '- = j or f: KONAMI.

Konami is an equal opportunity employer, Konami ® is a registered trademark of Konami Co. Limited,. © 1995 Konami (America), Inc.



Upgraded from the PC version with faster frame
rate and better sound, Argonaut's Creature Shock is
on the way to Saturn, courtesy of Data East. This

- 3-D point, click, fly, and blast FMV
- corridor game was received fairly well
in its last incarnation, but many crit-
ics and players wondered why the
flying sequences were so... well...
lame. The good news is Argonaut
(developer of StarFox) is spend-
ing all the time necessary to
COMPLETELY redo the flying
sequences, so even if you've
played CS before, you should
view it with a fresh eye. g

Creature Shock starts off with =2
a killer FMV story segment, of
which there are many scattered thri
story unfolds. It's the 22nd century
overpopulation of Earth, probes h
to determine the most hospit:
masses. One ran into a nas
you're a solo pilot on a recon
what happened. After you
step out of your ship to explore on |
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play, but on foot. You Wﬂdﬂ!
up to three corridors/directions to ta

. ,wllon Argonaut finishes this one off.

From there it's nlassie m

game automatically plays the F
our mnvemmwmhm,_‘ '
site when danger-
take the form of b
diers, spiders, ¢
bosses. You have re

move, so there’s actually a b i &
more sirategy than just how fast
you can aim and press the but-

~ ton. Most of the larger ene-

.. ~~. mies have very specific weak
-~ ; points, so you have to be cre-
ative to bring them down.

The full-screen, light-sourced visuals are extraor-

in this game, but keep in mind that's due to
-rendered FMV, not generating graphics on

. We’ll be back with a more review,
ots of the forthcoming flying sequences,

-Slasher Quan
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NOw...

There Are Three Ways To Defeat Mortal Kombat 3...

IAL KIIMBAT ]
TR[IL ull

For SNES™ & Sega Genesis™ We Have
2 Kontrol Pads & 8 Different Kards!

¢ Version 1 includes 3 Kards with codes for
Cyrax, Sektor, Stryker, Kabal, Kung Lao.
Sheeva & Sonya Blade

¢ Version 2 includes 3 Kards with codes for
Sindel, Sub Zero, Liu Kang. Kano, Nightwolf

Favorite Codes Here
¢ Now program your favorite codes for any Sony™PSX

& Jax
¢Just plug in the supplied Kards & play!
4Use the Mortal Kombat 3 Kontrol Pad for all
your favorite SNES™ & Genesis™ games
with optional Kontrol Kard upgrades!

Mortal Kombat 3 Pad - Version 1 $49.99
Mortal Kombat 3 Pad - Version 2 $49.99
Optional Kard Set 1 $39.99
Optional Kard Set 2 $39.99
Bonus Kard Set: Includes all VS codes,

Smoke Moves, and Shang Tsung Moves

& Morphs. Only $39.99

game onto the supplied Programmable Kard.

¢ Program up to 32 special moves onto the supplied
Kard, erase & change the moves at any time!

¢ The Programmable Kard holds memory without a
battery. Customize you own fighting Kards or buy
preprogrammed Kards with the moves already made
for you.

¢ Comes complete with a code book containing
over 1000 moves for Mortal Kombat 3™, Tekken™,
Toshinden™, X-Men™, Dark Stalkers™, Primal Rage™,
Tekken 2™ & More!

Mortal Kombat 3 Kontrol Pad $49.99
Optional Programmable Kard - PSX Only $19.99

If you can’t find our Mortal Kombat 3 pads at your local dealer simply call:
To Order Call 203-395-3090 Or Fax Us At 203-388-0084
Or mail your order along with a money order for the total amount to:
Innovation
P.O. Box 360
Old Saybrook, CT 06475
Specify SNES™, Sega Genesis™ or Sony PSX™ versions when ordering.
Add $10.00 shipping & handling for the first item plus $5.00 for each additional item.

SNES™ is a trademark of Nintendo Of America. Sega Genesis™

is a trademark of Sega Enterprises, Ltd. Sony™ is a trademark of Sony Corporation. PSX™ & Playstation are trademarks of

Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MK3, and character names are trademarks of Midway Manufacturing Cu%\pany. MK3 Kontrol Pad distributed under

license by Williams ® Entertainment , Inc. All other product names are registered trademarks or trade names of their respective companies.
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? The beauty is lhal patterns can be mastered In oach area. The game is total-
1 ly do-able for hard core shooters. It just lasts a good long time... like forever.
| You w.rll play lhls game repealadly if you Inke shooters. Also, as you can see,
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the infamous multiple path scenario is ever present, giving you the opportunity
to make your own way through the game, many times over. Finally, Darius is
full of effects you simply will not believe and | cannot merely describe. Rolling
R parallax
B e T Lt T s T T W mist, levels
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Une gl the ma:w lost gems of the Iram Iugacy. it's nice fo issue, and wins hands down when cnmwnd to this ver-
e ~ see In the Hmrmnallv making the rounds on all th, llnme sion. The Saturn version has an unfortunate
ﬁ ~ systems. [f you have .’tnlaysd mmm unu shouldn’t  excess of choppy slow down, erratic ani- g S
~ assume from ﬂ? ots that it’s going to be another A-Type  mation on your ship, and no arranged 5
ﬂ ; -l ' | ,- - | - iy

or W l

- soundtrack. In return for these trade-
b otfs all  get is a nice little CG
at’s not a Iairlrada. a
Iynu ve gm t!pj;a aﬂﬂnly
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Neo!
the game )
if only to gape-
Quite lmpresswe eve ] ; |
scaling, and a line-scrolling flnunn lace. p

Happily, Sunsoft has ported Galaxy Saturn... with excel-
lent results. What you get is exactly the arcade game, with a ne
Toshinden-style mode that allows you to perform special moves will
button press. The game play system is based around three attack
increasing strength and a taunt button - there are no buttons specifically
punch or kick. Combos require literally no skill to perform in GF - slammif
the buttons will get you a devastating six or seven hit combo. In a way t

A0y

e 7




g 58 ‘;,*“*——-., ~
" 2% A "’m" e e e
gy T m’:" Iy .. . IR

1. L aﬁﬂ*ﬁw

pr——— ey

il e e

AP S
r“ 'al..lu.:l

i
%
1.

b ”‘W’q "

L '_.J ?h..il...___ sl

cool, but seasoned fighting enthusiasts will probably prefer a
talent-based system. The most interesting aspect of the game system are the
stages with no boundaries... corner traps do not exist in Galaxy Fight.

The background gr ;hics are gorgeous, replete with dazzling parallax, line-
scrnlIInT effects and Samurai-esque m:alinuB The characters are a tad small

robably so that the Neo could handle the BG’s), but the art is exceptional.

e music may be the best thing in GF next to the visuals. You'll find a hyper-
cool’ mlx of rock and traditional Japanese tunes that fit the game perfectly.

If you're searching for a visually mind-blowing 2-D fighting game for the
Saturn, or if by some strange chance you actually plare:l the arcade game,
Galaxy Fight is well worth a purchase. I'll be back with a review of the upcom-

A%+ ing Plavsultlnn version soon. -Nick Rox
-mc-q‘— e . v e
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Oh the loy! Flrsl there .-..A few hnurs into the game,
was Arc the Lad, whlch you come across the
was a great RPG... for all lleserled, monster-infested
8 hours it lasted. Then ‘m‘ Iower was the rebel’s army
there was Beyond the in days of old. If you can
REVIEW tsieyofdhp?; Imlfh conren- ﬂiclaim itﬁ you'll have a

ona with a long place where you can
quest, that was just so G E N s o % s U l K o n E N assemble an entire army...
incredibly dull and unoriginal | could barely take it for 4 Up to 108 characters. Now your task is to set out in groups
hours. And then there was Fujimaru (shiver), but | don't and look for society’s discontents, in order to persuade
even want to falk about that. But now, thanks to them to join your cause. Once your army is

g Konami, the PlayStation has its first epic ~ assembled, you can go to war... And the battle
< RPG, with plenty of length, plenty of orig- %y System changes to allow you to fight army to

o inality, plenty of 32-bittedness, and A army.
: the most enthralling quest I've / = A Visually, Genso Suikoden is
PlayStation played in a long time. i : - fairly impressive. The battles
As the son of Tao MacDonald, ey are cool, with lots of anima-
DEVELOPER - KONAMI the military commander of the P 3 ~ tion, a few awesome effects (spells
Red Moon Empire, you have a lotof are pamcularly impressive), and a
PUBLISHER - KONAMI expectations to fulfill. As the game , variety of camera angles. The over-
begins, your father is sent off to bat- ~ 4 ~ - head map, towns and dungeons are a
FORMAT - CD tle, and you begin your service to the \ bit weak, though. There’s almost no
4 OF PLAYERS - 1 emperor, taking over some of your _' - animation in the game’s world, and
i father’s responsibilities. The experi- ,__f - there’s little variety in the dungeon. It’s

ence proves to be an eye-opener, certainly not bad, but it pales in compar-
DIFFICULTY - INTERMEDIATE as vnumand your tmlmd: dis- / M » isunII tuh Arc theh Lad and Rayegrm.
: : cover the empire’s leader- | usically, however, the game is astounding.
AVAILABLE - NOW - JAPAN ship to be corrupt, immoral, ( Its only peer is Arc the Lad's stunning soundtrack.
and oppressive. When your close friend Ted is targeted Typical Konami.
by the empire because of a 300-year-old grudge, you must We got Genso at the last minute, so | haven’t had
stand up to defend him, defying the empire and bringing time to play it for more than 5 or 6 hours. But what I've
shame upon your family. At that point, your only friends seen so far is impressive: good graphics, great music, a
become the members of the underground revolutionary spectacular storyline, and an army of characters worth car-
movement, and after a series of similar conflicts, you find ing about. Ah, Konami... If only you made RPG’s
yourself at the head of their army, scheming to overthrow ~.more than once every 3 years...  -Takuhi
the empire, even if it means going to war with the father i g : R
you love and respect. . Hi (G |
Now that is a storyline with teeth. To back up this ¥ | S et
powerful plot, the game has an army of supporting { ¢ i |
characters, many of whom have actual personalities, 1
\
¢

1 .4’

and emotmns and character development. Characters
grow, ma!ure change, and even die (Odessa!
TAKUHI Noooo!), and, in a rare twist, you, the player, actually
KONAMI, PLAYSTATION HARD- care. Ah, lhe power of strong characters. It’s a shame
WARE, AND A GREAT RPG CON- We see it so rarely.
CEPT. HOW CAN IT FAIL? The first part of the game is your standard RPG quest, 3
as you run errands for the emper- |
@ or, and then the revolutionary « |
i army, meeting people and assem- |
L bling party members. You can only \
e have 6 at once at this point. Buta
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On your quest you'll
find a number of
sealed orbs, each il
bearing the crest of Sext
one of the 27 (!) types >
of magic. An atten- BATTLE ;
dant at a magic shop
will bind the contents
of these orbs to a
character you choose, and they will start accumulat-
ing the spells for that magical class. Each class has
about 4 spells, and instead of MP, you can cast each
spell a limited number of times, depending on your
level, until you
rest and regain
them. Fragments
of these crests can |
also be found, and §

Genso eliminates the
tedium of turn-based
combat by having all the
participants in the bat-
tles act at once. Give
them your commands at
the beginning of the
turn, and they’ll carry
them out simultaneous-
ly, and at lightning
speed. Strategic ele-
ments include a variety
of spells and attacks
that require more than
one person, a la Chrono
Trigger.

weaponsmiths will |
forge these onto |
your weapons to |
give you the bene-
fit of that magic.

When the game begins, you can have only 6 characters in your party g
at any one time. But when your headquarters is established, you'll %
have a place to store all 108 of them. You
can stop in at any time to get fresh party §
members, pick up a new vehicle, and . &
see the stats on your army. As
your ranks grow,
more floors of the ‘;{
tower are refurbished, « :
_and if you =Ll
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Somosiet=t=t=tw  Just few scant months after  certain cars in lime trials. %.'!_5_._._._. e L
i ! the American debut of the All this is well and good, but 1, A

2! original, Ridge Racer by far Revolution's best fea- 1, @ T
i & Revolution is almost here. ture IS the godly link-up mod. . :5

<~ . Was this upgrade neces- You simply haven't played
A4FS ) sary? Probably not. e two-player VS games 1,
T 1« IS it worth pur- W e _ until you've played 1,

o Chasing? Without - a link-up game of 1, .- .
o question. This ver- RRR. My only >
o' sion offers you fifteen gripe with the recent- 1
| cars, eight tracks, the " E———1 W ly-released Japanese 1

" version of Revolution § v
! - was the factthat  + _ -,
=== ing in, twice the ooth original -

™o music tracks of RR1 tracks from Ridge y
o [from the arcade Ridge  Racer 1 are only selec- 1,
1 Racer 2), a rear-view fable in link-up mode... 1
%, mirror, and vastly Why? Let's hope e
8 improved 3-D. Mostof  Namco changes this in ¥
a these features have to  the American release.

o' be earned by placing I'll be back with a
- first on all of the review next month!
.nlraclu, or by beating - Nick Rox
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VAMPIRE HUHTER RELEASES THIS FEB. IN JAPAH AND WILL HOPE
FULLY MAKE A BRAVE ATTEMPT AT MIMICKING THE COIN-OP’S

AMAZING ANIMATION.

STREET FIGHTER ALPHA =
WE'LL PREVIEW THE SATURN |
VERSION OF SF ALPHA IN NEXT ll |
MONTH'S ISSUE. AS YOU'LL |
SEEON F

GS. 24425, THE COM-
IS FIERCE. TUNE IN |
D HICH VERSION
REIGNS SUPREME.

] Ve T A..’.r :
Fﬁﬁumm-hmn _:,""-l

N+ BB |2am;
v

T = ' = \GIIWAX'S ULTINATE TSOMETAIC ADVENTURE DARK SATIOR
: AMAZING SEQUEL %mﬁgmg"ﬂgﬁgg HAS BEEN DELAYED AND WILL NOW APPEAR SOMETIME 1ST
WM aruEs i You TnoucouT e |2, 08, CASEY AND MCK HAD & CHANCE 10 FLAY DS AMD
U UPDATED ON P2 N THE MONTH'S AHEAD. SATURN YET. MUCH TO OUR DISMAY, A US VERSION HAS
NOT BEEN ANNOUNCED. I'M QUITE SURE HOWEVER THAT SOA
IS SIMPLY KEEPING IT UNDER WRAPS. THE US SATURN
NEEDS THIS GAME!

" GAME ARTS’ SATURN REMAKE OF THE ORIGINAL
LUNAR WILL BE COMING TO THE U.S. VIA WORK-
i ING DESIGNS. THE GAME IS DUE
| OUT (JAPAN) APR/MAY. A U.S.

| ,,_' ¥ RELEASE SHOULDN'T BE FAR
Ny | BEHIND!

!
|
|
i
|
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departed, just taken
temporary leave of
their senses.

PILOT:

4 TIEG

VESSEL:

STOT_

Reverthion does ooze
nosoft magic, incorpo-
pat detail, sound, and
erall game presentation. Still
ling their legs in a 32-bit world
gptive to the side
) scrolling shooter and practi-
cally dominated by the 3-D | ¥
polygon fighter, TS has com- =~
~ bined elements of the two
aforementioned genres in an
effort in an effort to atiract fans of |
hoth and has '
succeed-

f\'lOD
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ers with his fierce clasp and throw, which

is one of the many visual high points in

Revenhmn. If you mm to race tllmqgh i
. \ | T

tiful cmmm,-f_‘ | 2 memorable soundtrack
the equation is Rev’s simple play mecl
dspth You won'’t be llnlnu alm com| i
ones here. For their first true endeavor
in to the competitive world of 3-D poly-
gon gaming I'd have to say that
Technosoft has nearly redeemed them-

selves. Of course, to complete the heal-
ing process I'll need a 32-bit version of
Thunder Force. -E. Storm
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HDRNEEI l]WL from SCE e -y
SCE’s answer to Virfua Cop is coming Deg. 29th, and as usual they've spent >
a lot of money on their rip-off, with characters bv Masamune Shirow of
Appleseed fame,a gun by Kunami. and animation by a famous studio.

o 2 | 0 Y6 ) T
! CHICK_FIGHTING GAMES -

: PLAYSTﬁDIUM bl_.] BANPRESTO '
The two most popular chick fighting games on the Japa@ess 98XX  Banpresie ing at creating a series of PlayStation ba
series are«coming to your P8y in March and on Februa , respec- games a the lines of Namco’s Family$. m on Nintendosys- -~ . -
lwely Bnln aﬁ new features, like cinemas, line-scrolls, efc. tems. Play fadium is 100% qugnn-based is out in Qjmary '

. ~.

POLICENAUTS from KONAMI - o
Pom:ann the popular PC-9821 and 3D0 sequel to the mighty Snafcher will make nway to the Ps.,an January 19th. The graphics.

com ‘retouched for the PS version, new aﬁtc&have heen added and poggunaldrwmglﬂoqmg scenes havevhaen added. We

apu 2 review of Palicenauts nexl issue. _ ; 1
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;{‘ FIREFLY by PIONEER LDE SIDEWI DER hg Asmik -ﬁﬁ
.. Pioneer is planning on melding Jumping Flash with a Me game Asmik’s first tion title is the Air Combat-esque smawmder i Sl
* \and a shooter for release early-next spring, and the result is the due in January. This one uses the link-up cable a Sony S new ana- . | ‘(‘
happy fairy game Firefly. log flight stick. We'll review Sidewinder next mo -

= ALIEN TRILOGY from Acclaim- s
With the latest Aliens movie, Alien Ressurection, where Ripley is cloned via DNA (charred DNA) ] 1I1e wol'ks and
| a new high powered corridor game on the way, it looks like the greatest science siction adventure of all time will .
¢~ remain alive and well (despite the horrid 3rd movie) in the nineties. Alien Trilogy; based for the most part on the |
| entire film series, looks like it has a chance to become the biggest thing since Doom in the world of 3-D gaming.
| What | find most promising is the amount of time Acclaim is allowing Probe to make Trilogy all that it can be. If
| all goes well, we’ll-have an actual preview of AT real soon. Wow! That means yuu’ll finally get to see good
| screen shots.. lhese slides really sucked Bul they're better than the ones in..
" -
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You have the POWER. In this contest you don't rely on the luck-of-the
draw. You determine if you win or not. You win by outscoring others in a game of
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple,
but it’s only the start. Each of five more puzzles gets a little harder. But this time it's
all up to you. Stay in to the end with the highest score and the gear is yours.
With whatever options you want. Do you have what it takes? Then play to win!

Contest. Wina hla:illi:gofast computer with Pentium 133 Mhz
processor, 16 meg. ram, 1.2 Gig. hard drive, CD-ROM, 17" monitor, modem and more!

Video Game Contest. Play on the hi-tech cutting edge with this line-up:
Sony Playstation; Sega Saturn; Virtual Boy; 3D0; and Atari Jaguar. Get all five or
trade the ones you don't want for CASH! Bonus options include: 33 inch monitor,
$1,000 in games, cash, accessories and more!

Media Contest. The Ultimate Gaming Environment, 40 inch monitor,
130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown.
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!!

We're talkin’' GAMING HEAVEN!

Directions. Fill in the Mystery Word Grid with words going across that spell
out the Mystery Word down the side. Hint: use the Mystery Word Clue.

In the future. There will be four more puzzles at $2.00 each and one tie-
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve
each puzzle. We don't know how many wi pigrl but mlly 55% will have the
hi‘il‘hm score possible score to Phase |, 43% to Phase II, 36% to Phase lli, and 32%
to Phase IV. The tie-breaker determines the winner. If players are still tied they will
split the value of the grand prize they are playing for.
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WORD LIST and LETTER CODE chart
PINCH .....W PRESS K BLAST
BREAK ......Z PUNCH

Yes!

ENTER ME TODAY, HERE'S MY ENTRY FEE:
["1($3.00) Computer Contest

1($3.00) Video Game Contest

] ($3.00) Media Rig Contest

("] ($5.00) SPECIAL! Enter them all (SAVE $4.00)

TVIN ANY dI10

Address

City State Zip

ng SEND

\VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY FEB. 17TH, 1936 « ENTRY FEE MUST BE INCLUDED

CASH, M.0., OR CHECK TO: o/
PANDEMONIUM, P.0. BOX 26247

MINNEAPOLIS, MIN 55426-0247

Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final

STOMP
SCORE

CRUSH
MYSTERY WORD CLUE:
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT

Where judges are in error the sponsor’s liability 1s
stolen mail. Open to residents of the U.S. its territo
Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344, Merchandise names and models are trademarks of their
respective companies who, along with this magazine have no affiliation with this contest. © 1995 Pandemanium, Inc

limited to the amount of entry fees paid. Not responsible for lost, delayed or
and Canada. You can request Winners List and Official Rules by writing




| have to uhre Panasonic credit, they're really
the only hardware manufacturer who can brag
that they've domestically released nearly
every good Japanese game for their system.
And since they brought us Guardian War,
Microcabin’s first 3D0 game, | think there’s an
excellent chance that they’ll bring us Sword &
Sorcery, mmﬂbin's newest and most

e game y
llimelhm‘s 3rd attempt in the 3-
d (their 2nd being Saturn’s Riglord
1 . and bably their best.
3-D angles Riglord
& Sorcery has a simple-but-
a-n look. | can't believe
on’s Beyond the
p little 3-D overworld,
‘beat it out by 2 months
me in the same style,
: . While the
'ﬂ%&d lity 2 that
] quality (as if tha
‘impressive considering that
me to 3 frame-per-second
mmlﬂnu :lh&l;l ]|
ug| crocabin any-
- thing, it was that people like a little story in
their RPG’s. After a good but cliché-ridden
~ attempt at a storyline in Riglord, Microcabin
decided adnahm an overly dramatic save-the-
world kind of story, and came up with a light,
refreshing little quest.
You play Lucienne, a giggly young
lady with a lot of magic power but
not too much common sense. Her
master, the greatest mage in the
land, left on an assignment of
great importance, entrusting
the tower to Lucienne. When
Elgort, a man transformed into
a werewolf, comes seeking
Lucienne’s master for a cure,
" bored Lucienne takes the

A‘}.E.‘!.!.'.', nm one uest herself, and a series of
of the system’s few tml,{ adventures ensue. Instead
| o %?..'“'.._.‘.. of the usual mage-fighter-

~ thief party members, your

supporting cast includes a nharmmgiy welrd
selection of non-human species, including a
Molebear, Golem, and winged Lizardman.

Unlike their previous two releases, Sword &
Sorcery is a real RPG, and is the first
Microcabin game that’s been able to hold my
interest the whole way through. The battles
are well done, with lots of cool spells and
techniques, and a bit of strategy in dealing
with obstacles. And since the battles occur
only in set locations, they never become so
excessively frequent that you’re afraid to
explore the dungeons.

The music is, as in Powers Kingdom and g
Riglord, masterful. Believe it or not, all three |
were done by different composers... |think 3
the Japanese government should raid
Microcabin’s offices and force them to redis-
tribute their extra musicians to other needy
companies (cough, cough, CLIMAX, cough)...
No company should have that much genius
under one roof. Fortunately, Microcabin is
finally releasing soundtracks, and Sword &
Sorcery’s is definitely a must have.

One warning for those of you who don’t
intend to hope and wait for a US translation:
This is one of the few Japanese 3D0 games
that requires the Kanji Buffer RAM that is
found only in Japanese 3D0 systems. So if
you bought your 3D0 on this side of the
Pacific, you’re out of luck.

Sword & Sorcery is a light, cute (but not
childish) game that may not appeal to fans of £
the usual ham-fisted drama. But if you want a &

charming, well-designed, visually impres-
sive and musically-stunning RPG on ¥
your 3D0, write to Panasonic and

hope for the best. -Takuhi -

Or don’t! Mere minutes
before this page went to
press, we got the word from
Panasonic... It’s coming
here, it's gonna be called
Lucienne’s Quest, and it'll be &

out "round the time you read this. |
@ knew Panasonic wouldn’t
let us down!




Jucienne has a (()isitor...

& Elgort’s fellow townspeople
were slaughtered by were-
#= wolfs, and now Elgort’s

= been turned into one as
= = S well. He's not happy about
" this, and comes to

| Sl [ 1 | e,

#= Instead, he gets Lucienne,
8% and the two set off on a
quest to save him.

Head south from the castle, until
you get to the signpost. From
there, northwest will take you to a
small mining town where you can
get weapons, or keep heading
southeast for Papachop.

% Lucienne’s master for help...

(Next, to (J3aba

To get to Miradore, the land ¢
of the wolfpeople (how PC of
me...), you must go through =
the Chichibora cave. But
there's no getting through @
there without involving your-
self in the war between the
Molebears and the Ogres.

Help the Molebear leader
with his wounds, and he’ll
loan you his cowardly son,
Miminaga, and send you to
take care of the Ogres
that guard the cave. |

Miminaga has a pow-
erful earthquake attack,
and his bow can hit two
enemies at once, so
always aim towards the
back row.

Cﬁlchlbora Ca‘\?e The direct route to Miradore is blocked by stalagmites that can only be destroyed with the Ogre
leader’s bludgeon. To get to him, you'll need a pickaxe or club from the weapon shop in Babachop,
to smash the obstacles in your way. Before you fight him, make sure you get the Tsuchi no Mashin in the chest outside his cave!
This item can be used as often as you'd like, provided whoever uses it has the 100MP to spare. Since Elgort and Minimaga have
nothing else to spend theirs on, they should take advantage
= of the opportunity. After his defeat, Miminaga will join you on 8
your quest to Miradore, now that he’s past his cowardice. |

After a hostile reception at the town
gates, Elgort confronts the werewolf leader.
he claims that she turned him into a wolf

to save his life, as he was dying when he
found her. Although she claims she did not &
attack his town, she admits her people have ==
been invading other towns. They have no  §
choice, she explains, as a mysterious
assailant named the Black Warrior had
taken their children hostage, and were using
that to force the wolfpeople to comply.

Elgort is not impressed by her stories or
her affection towards him, but reluctantly
agrees to help save the werewolf childrenin & =
order to save other towns like his. et

Although the Black Warrior is now dead, he was not alone. Lucienne,
excited to have defeated one of the 3 great warriors of evil, begs
Miminaga and Elgort to join her as she embarks on a quest to destroy the
other two. Elgort declines the wolfpeople’s invitation to transform him back
® to human, in order to accompany you, and the leader of the werewolves

. gives you a spell that lets you summon a golem as your 4th party member. |
~ Head east to the desert town called “Wilderness,” for your true quest
. has just begun.
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This baby is so hot we had to code name it #2, just

to keep the competition off our backs. The brass

at GameFan Books has sworn us to secrecy so all

we can tell you is it's big, it's bad, and it will make

you the toughest video game player on the block.

And You Thought Our First
Fighting Book Was Awesome!

You Ain‘t Seen
Nothin’ Yet!

it's Coming!-

GameFan Books is proud to announce the
imminent arrival of our latest Top Secret
Fighting Tips & Strategies Book.
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y the time you read this, Dallas will be play-
ing the upstart, wild card Chargers in the
Super Bowl (my prediction), and a full ling-up
of 32-hit sports will have arrived for the naw
yeatr. So, in case you've missad GF over the past six
months (God forbid), this is the bast buyer's guida
you'rg go nna ge t. GF Sports mmull-,l piesenis:
GAMEFAN SPORTS MEGAWARDS '95
Chip, K. Lee, and | voled on sach ¢ ategory, hul as
you can see in re wasn’t much controversy! A litar-
ally GENRE-REDEFINING game was unveiled in

CAL'S C

s VIEW

Super Tennis defined the word
“addictive,” and the tennis
masters at Tonkin House have
kicked butt again. This is the
best-playing tennis game of
all time, destroying every-
thing in its path with nine
viewpoints plus the ability to
edit views. Don’t even stop to
think, just buy V-Tennis and

in. V-

Tonkin House has done it
Tennis is the defining 32-bit tennis

game with all the p lity and
su?gt?ﬁﬁl'l; a l:nlnp:ﬂw’ dtﬂ;“r-
ent pacl:aoe) and the 1

Pllpgmﬂoll m:nnl 1

(nlm edit mode) truly define this

oama. there’s just so many ways to

r.ay this game, | can't imagine am
nnis fan not flipping out.

every mea nlm;ml category this year, and sporis : X PCM musi

gaming has never bean hattar. Ir goes without say- explgrlenceuirl!'ai it feels like to PLAJ§¥A“0N and Ilml:::'ll‘ﬂ:?u:llll:nlllwo the
ing that we ean’t wait for '96. Sea you next month be “Wagassi. TO“K'N HUUSE announcer.

with more 32-bit power! 1-2 PLAYE

Football Game of the Year:
Unanimous -decision: NFL
(Sega Sports)

Baseball Game of the Year;

0660090

V-Tennis is clnrly Illl ehnln
among the two,

©660 090

| really wanted to like this
game (and | do), but it came

Gameday, PlayStation

Unanimous decision; World Series Baseball, Satuin up just a bit short. It's not the E:',:ﬁ"‘mmnlhmr'm"ﬂ‘m&
(Sega Sports) ) graphics... very nice texture- an amazing variety of shots plus
;;'1:;1<;:til:|J| Game of the rf I ! mapped polys. It's the game- ﬂn‘“.fﬂ!;mm oy ’l:.rll:;"
Inanimous decision: [n the Zone, PlaySiation |play. The controls are way e
(Konami) too touchy, and the feel is a ;ﬁ';:u“,ﬂ“ '}'h‘,uw"?:m
lce Hockey Game of the Year: bit off. Still, a recommended, polys are nice andtlnramm
Unanimous decision: MHL Face 0ff, PlaySiation |addition to your Saturn sports| | TN lllﬂf‘;s“:fh: hﬂwmm‘:
(Sony) library. The music is death, 4
‘..m Game of the Year: by the way; hit mute. VIBTUAIS.AQIII”IE{;‘TEHHIS m.}.:“‘g',.l::m |
\l HI\I[] 1'I I| Cis Pebble Beach Golf Links, IMAGINEER
S ] ‘3-|i e Year: ONORU), 0 @
Unanimous decision: Worldwide Soccer. Saturn

I'm not as much of a soccer nnnm“n outstandi

{Sega Sports) ’ i is i even more on the
barinla Gatan o : enthusiast, but this is defi- .
H‘:‘I:.ll'lli'f' "f"“"":,' el SlavSiation (Tonki, Mitely a quality title. The ....‘."“.':.’{.";(' gnlmlm The |
lous : " Sl nimation is nice (but a bit silnw doesn't mmn' au
Racing Gam ramey), the screen move- n the movement of the
Unanimous decision: Sega Rally Championship ent is generally smooth

aturn (Sega Sporis) - (but a bit choppy), the soccer
Ove .|\| snoris | of the Yea play mechanics are EA
i Championship solid... Not up to the 3D0

Rrarsuou but quite good.

0060004

FIFA SUCCEH '96

EA SPOHTS
1-4 PLAYERS

We’ve got an in-depth FIFA Saturn review this issue,
and the PS version just didn’t fit... So here's a qumk
g eek. This game is in all aspecis ‘identical to the
aturn version, right down to the amazing FMV,
solid uameplay and control, and amazing number of
leagues and teams to choose from. | still don't get

Fu'-‘me

VIRTUAL STATHLA

SOCCeR W

e why these versions aren’t -
a ® B close to the 3D0. Oh well... ang
— still an amazing game. I 02:07 |
ERT R N - — o o
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My two favorite

systems of all time, the
NES and SNES (in that
order), except for in a

gone yet? Could have fooled mel)
Anyway, if you ask a casual gamer to

time, not one will include Super

Tennis was the best-playing tennis game of its time,
despite the cutesy Japanese appearance (which | per-
sonally liked).

So, the GameFan office was brimming with anticipa-
tion for the next tennis game from Tonkin House, creator
of Super Tennis. Well, V-Tennis dropped the cabbage
patch kids in favor of a more predictable texture-mapped
polygon, fake-pros look. But without a doubt, the
superbly playable feel of Super Tennis has been cap-
tured, upgraded, redone, and quite optimized for the

€« PlayStation.
- First, | must discuss the insignificant details that mat-
PlayStation ter more than any non-tennis fan realizes. In V-Tennis,

you ARE playing tennis. Don’t believe me? Try out

these twao literally extraordinary details for size: To

decide service at the beginning of the match you SPIN A

RACQUET, and after a point, in addition to the many pre-

dictable animations you've either seen

before or could have anticipated, the

geniuses at Tonkin included the losing

player ADJUSTING THE STRINGS ON HIS

RACQUET. N
Now that tennis fans have recovered from

ate. There are nine unique different camera
angles, and yes, ALL of them are playable.
However, | would consider some just fairly playable

and others PERFECTLY playable, but each to his own.
The main point is, this is not one of those 3-D ten-

or forces an unbalanced match because the near
side is much more playable than the far side
(depending, of course, on the perspective you

Tennis. However, ALL diehard sports fans know Super

nis games that scrolls you off the screen at times, '\

choose).

The most shocking thing is that you can EDIT any of the
perspectives by adjusting the rotation of the camera
angle and its distance from the court, and then play
from a newly-adjusted version of one of the pre-set nine
views.

Many tennis games suffer from a lack of variety, but
not this one. There are four different surfaces (hard,
clay, grass, and carpet), with all the realism and varied
gameplay afforded by the physics of the surfaces. There
are 16 total characters to choose from, and they even
have the same phony names so you can identify with
them (“Wegacy” instead of “Agassi”). But, best of all,
there are seven different settings (ranging from stadium
to indoor to different countries), and this adds SIGNIFI-
CANT variety to the graphic images... the backdrops are
fully rendered.

The music surprisingly is also very impressive, for a
tennis game. The announcer is entertaining, and there

are some again extraordinarily realistic
effects, such as the horn for shots that travel
4 out on certain courts.

Gameplay-wise, other tennis games have
failed because they try to be too realistic and
Singie s S 3 dlienge (such as Fowe

true in Super Tennis, and fortunately this is also not
the case with V-Tennis. The game has just the right
blend of realistic challenge and video game playa-
bility, and a huge variety of shots plus dashing can
be executed with the PS controller. | wish that
dives were a bit more under your control, but |
won’t nit-pick near-perfection.
To my knowledge, No U.S. co. has picked up VT...

= yet. If it doesn’t surface soon | strongly recom-

CAL CAVALIER
THE NEW KING OF
TENNIS GAMES.

Wie u
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EDIT CAMERA VIEWS
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mend that ynu pn:k the lmpurt V Tenms is the ::urrenl pmnacle of tennis games, and
seeing as how Super Tennis is still the pinnacle of 16-bit tennis and it was released
back in '91, you might well be wise to grab this one sooner rather thaé1 Iaéer.

al Cavalier




REVIEW

PUBLISHER - S04
FORMAT - CD
it OF PLAYERS - 1-2
DIFFICULTY - ADJUSTABLE
1 RN
AVAILABLE - NOW JAPAN
S R

bea ? resemblance 1o the real pro’s, ell,we'l.
let’s just call ‘'em Waggasi. The cinema/portrait screens

apped polys. The one and only high-view camera angle
is very playable, but you never really get close enough to
the players to appreciate the graphic details... not even
during the replays.

Open’s gameplay completely satisfied me. The game uses
nearly the entire Saturn button spread with a variety of nor-
mal, slice, and spin shots. However, | felt that not every-
thing should have been so automatic, i.e. the player should

as a bug if | knew it wasn’t intentic

ROBERT |
SCHULDINER

me |
lounge music? In a tennis game? A word to the wise at

good move.

Lacking the many pleasing perspectives and ultra-tight
gameplay of V-Tennis, | would rank VOT second among the
three current 32-bit tennis games... of which only one, that
being the worst, is currently available on these shores.
Someone best pick these up before people decide to go
play the real thing. A very good game for Saturn, but if you
own a PlayStation, the choice is indisputable. -Cal Cavalier
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‘BREATH OF FIRE 2' Combine an orphaned
descendant of the Light Dragon with a stout heart-
ed warrior and you have the makings for this fanta-
sy RPG! Four new fighting formations! $59

‘VIRTUA
FIGHTER 2’
This revolution-
ary fighting
game is faster,
more realistic
and harder to
beat. Two new
characters and
texture mapped
graphics with
ever changing
3-D perspec-
tives make this
game outstand-
ing!  SAT $56
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300 Control Pad 2

300 M-2 Accelerator 5249
3DO Digital Vid Module $199
3D0O System Goldstar $299
3D0 System Panasonic 5299

Flight Stick Pro $69
Game Guru $29
3D Atlas 564
7th Guest 2: 11th Hour §52
Alone in the Dark 2 $46
Ballz: The Director's Cut 552
Battle Sport $52
Blade Force 554
Captain Quazar $54
Castle Wolfenstein 3D  $44
Clayfighter 2 546
Crash & Bumn $49
Cyberia $44
D £59
Death Keep 548
Descent $58
Doom 552
Flying Nightmares 554

Gunslinger Collection $28
Iron Angel Apocalypse Il $54

Jurassic Park 529
Killing Time 852
Kingdom: Far Reaches $46
Last Bounty Hunter $52
Myst 554
Mad Dog McCree 2 554
Need for Speed 852
Off World Interceptor 8§52
PO'ed $52
Primal Rage 549
Rebel Assault $52
Return Fire 2 $54
Samurai Showdown $52
Scramble Cobra $52
Seal of the Pharaoh $39
Shock Wave 2 $52
Slam & Jam Basketball $52
Slayer 49
Space Ace S44
Space Hulk: Vengeance $52
Star Fighter $54
Super St Fighter 2 Turbo $56
Syndicate 854
Theme Park §52
Top Gun 554
Virtual Stadium Baseball $54
Wing Commander 4 $56

World Cup Golf: Pro Ed $48
World Cup Special Soccer $52

CDi 200 Magnavox Plyer$349
CDi 550 Magnavox Plyer$479
CD-l Digital Video Cart $229

CD-l Game Pad $26
CD-1 Roller Controller 554
Axis & Allies £44
Burn Cycle 5486
Chaos Control $39
Creature Shock 544
Crime Patrol 44
Defender of the Crown ~ $34
Dragon's Lair 2 344
Kingdom: Far Reaches $38
Lemmings 532
Lost Eden 845

Mad Dog McCree & Gun $72
Mad Dog McCree 2 544
Space Ace 8§52

Genesis CD Backup Cart $49
Genesis CD Sstm 2 CD $229
Genesis System 2, Core 399

Nomad System 5199
Perdmer Steering Wheel $79
Battletech 852
Bass Masters Classic 546
Beavis & Butthead 542
Boogerman $25
BrainDead 13 CD 549
Casper $58
Comix Zone £54
EarthWorm Jim 2 62
Exo Squad S44

Garfield: Caught in the Act $58
Kamen Rider Zo CD 324
Lthl Enforcers wth GunCD$39
Lobo 556
Lunar 2: Eternal Blue CD 5489
Maximum Carnage 2 $56

Mortal Kombat 3 564
Mutant Chronicles £59
NBA Live ‘96 8§54
NFL Quarterbck Club 96 566
MNHL Hockey "96 558

Nobanaga's Ambition $29
PGA Tour Invitational ‘96 $56

Phantasy Star 4 S83
Pocahontas $59
Power Rangers 2: Movie $52
Primal Rage $59
Radical Rex CD $45
Rock & Roll Racing $49
Secret Monkey Island CD $39
Shining Force 2 $66

Spot Goes to Hollywood 554
Star Trek Deep Space 9 346
Star Trek TNG 549
Super Street Fighter 2 $34
TNN Outdoor Bass '96  $56
Tecmo Super Bowl 3 $62

The Ooze 544
The Punisher €49
Toy Story 266
Warlock $29
WeaponLord S64
World Heroes 546
X-Perts 3558
Zero Tolerance $29
Zoop S44
HINT BOOKS
Atari Jaguar Secrets 514
Chrono Trigger $16
Donkey Kong Country 2 $12
Killer Instinct 12
Lunar 2 $13
Mortal Kombat 3 512
Phantasy Star 2 512
Secret Of Mana $12

Virtua Fighter Strategy $9
Yoshi Island/Mario Wrid 2 $12

Brutal Above the Claw 542

Doom 534
Kolibri 558
Mortal Kombat 2 $59
Night Trap CD 546
Slam City CD $39
T-Mek $59
Tempo 534

Virtua Fighters 859

GG System Spr Column $109
Best of Mega Man 1-5  §34

EarthWorm Jim $32
Frank Thomas Baseball $38
Jungle Strike 332
Mortal Kombat 3 $39
Primal Rage 539
Samurai Showdown 532
Shining Force 2 $42
Sonic Drift 2 $30
Sonic Labyrinth $30
X MEN 2 $38
Zoop $34

Jaguar CD System $149
Jaguar Power Kit $149
Jaguar Pro Controller $24
Jaguar VR Headset $299
Alien VS Predator CD 556

Batman Forever CD £59
Burmn QOut 554
Castle Wollenstein 3D  $28
Doom 558
Dragon's Lair CD 552
Dragon: Bruce Lee Story $29
Highlander CD §52
Hover Strike CD 8§54
Iron Solider 2 CD $54
Kasumi Ninja $29
Mortal Kombat 3 $59
Myst CD 554
Primal Rage CD $59
Rayman 858
Space Ace CD 852
Syndicate $58
Theme Park 558
Ultra Vortex 58
Val D'lsere Sky & Snwbrd $38
Zoop S44

NG CD Arcade Controller $46
Neo Geo CD System  $349
Art of Fighting 2 CD $46
Fatal Fury 3 CD $54
Kabuki Klash CD $52
King of Fighters '95CD $59
King of the Monsters CD $69
Nam 1975 CD 546
Ninja Commando CD $46
Samurai Showdown 3 CD $59

SpinMaster CD 546
Super Sidekicks CD 546
Top Hunter CD 546
World Hero's Perfect CD $69
World Tour Golf CD $69
Ultra 64 System $269
Cruis'n USA $56
Donkey Kong Fantasy  $59
Doom $56
Final Fantasy 7 $59
Ken Griffey Jr. Baseball $59
Killer Instinct 2 $59
Mega Man $59
Robotech $56
Star Wars 862
Street Fighter $59
Top Gun 556
Ultra Mario Kart 550

‘KILLING TIME'

You are trapped
in a homfying 1st
person passage
through unspeak-
able evils in a 3D
world. Sumounded
by a host of long
dead but rest-
less beings, you
must use your wits
and weapons to
make your way
through the heart
of this termible
mystery. 3DO $52

‘WARHAWK® A
stunning  360°
flight adventure in
an amazing 3-D
world. Pilot the
prime  assault
craft of the future
against the dead-
ly forces of Kreel.
He controls the
power of Red
Mercury, a deadly
chemical that has
left the alliance
nearly defense-
less. PSX $40

PLAYSTATION

ASCII Fighter Stick

ASCII Flight Sim Stick 552
HORI Fighting Stick $47
Mad Cats Steerng Wheel $54
Mad Catz Cntrl Pad Dix $16
Playstation System $319

PSX Combat Cable 518
P5X Game Gun 538
PSX Memory Card 24
PSX Mouse with Pad 83z
PSX Multi-Tap S48
System Selector 510
3-Decathlon 852
3D Baseball '95 554

7th Guest 2: 11th Hour  $52
Agile Warrior: F-111X $52

Air Combat 546
Alone in the Dark 344
Assault Rigs 552
Boxing ‘96 $52
BrainDead 13 552
Casper 8§52
Castlevania: Bloodletting $44
Chaos Control 44
Chronicles of the Sword $54
Creature Shock 858
Criticom 556
Cyber Sled 846
Cyberbike: Shadow Race $52
Cyberia $52
DNA Imperative £44
Deadly Skies §52
DefCon 5 852
Descent 2 552
Destruction Derby $54
Doom £56
Double Header 556

Dragons Lair 1 or2ea  $52
Dungeons & Dragons $52

ESPN Extreme S44
Earthworm Jim 2 548
Extreme Pinball 549
Fade to Black §52
Fox Hunt 554

Frank Thomas Baseball $52
Front Page Football '96 $58
Front Page Sprt Baseball $58

GEX 852
Hi-Octane $52
Hive 354
Jumping Flash 554
Krazy Ivan $54
Last Dynasty $58
Lemmings Paintball $54
Loaded $52
Lost in Time 558
Magic Carpet §52
Mortal Kombat 3 559
NBA In The Zone $44

NBA Jam Tournament Ed $48
NFL Full Contact Football $44

NFL Game Day $52
NFL Quarterback Club ‘96 $52
NHL Hockey '96 554
PGA Tour Invitational 8§54
PO'ed g§52
Panzer General §52
Power Serve Tennis $52
Primal Rage §52
Psychic Detective 554
Quarantine 554
Raiden 544
RayMan $52
Resident Evil 552
Return to Zork 546

‘DONKEY KONG COUNTRY 2' Greater
graphics and faster action for this even big-
ger adventure! All new worlds populated with
new enemies and new friends. $66

PLAYSTATION

Ridge Racer 544
Road Rash $54
Sentient 554
Shock Wave $54
Silver Load $52
Sim City 2000 549
SimTower 552
Slayer $52
Solar Eclipse 554
Space Griffon §52

Spot Goes To Hollywood $54
Street Fighter: Animated $54
Street Fighter: Alpha $52
Super Bases Loaded '96 $58

Syndicate Wars $52
TNN Outdoor Bass 86 554
Tekken 547
Theme Park 553
Toh Shin Den £54
Top Gun: Fire at Will $52
Total Eclipse $34
Twisted Metal 554
Upper Deck Basketball $54
Upper Deck Football 554
VR Hockey 556
Virtual Pool $52
WWF Arcade $52

WarHawk: Red Mercury $54
Warhammer Fantasy $52
Wing Commander 3 $52
Wipeout 52
World Cup Golf: Pro Ed  $52
X MEN: Children of Atom $54
X-COM: UFO Defense  §52
Zeitgest $59
Zoop S44

Super Nin System, Core $99

Boogerman $58
Brandish 2 564
Breath of Fire 2 $59
Dirt Trax FX £50
Donkey Kong Couniry 2 $64
Dragon Warrior 5 §72
EarthBound 564
EarthWorm Jim 2 £62
Final Fantasy 3 $66
Frank Thomas Baseball 566
Gargoyles $65
Killer Instinct 369
Lobo 556
Madden Football ‘96 $56
Mechwarrior 3050 558
Mortal Kombat 3 564
Mutant Chronicles $59
NBA Give & Go $46
MBA Live ‘96 856
NFL Quarterback Club ‘96 $64
NHL Hockey ‘96 $58
MNew Horizons 564
Nobunaga's Ambition $29
PGA Ivitational ‘96 $68
PTO 2 862
Pocahontas S65
Primal Rage $64
Romance 3 Kingdoms 4 $64
Secret of Evermore $64
Seventh Saga 2 $62
Tecmo Super Bowl 3 562
Toy Story s72
WWF Arcade $66

Wayne Gretzky Hockey $59
Yoshi's Island/Spr Mario 2 $64

‘NHL 96" Strap
on your helmet
and cinch up
your skates
because this is
ICE hockey, not
NICE hockey! A
fast and furious

all out assault on
your senses
where break-
aways are met
with bone quak-
ing body checks.
Updated teams
and players! $58

SATURN

Saturn System w/Game $349
Mad Catz Basic Ctrl Pad $12

4X4 Gears & Guts $52
Tth Guest 2; 11th Hour  $52
ADA&D Fighters 46
Agile Warrior: F-111X $54
Alien Trilogy $52
Alone in the Dark 552
Astal 524
Batman Forever 552
Battletech 852
Blackfire 8§52
Blazing Dragons 852
BrainDead 13 552
Casper $52
Clockwork Knight 2 $54
Congo $52
Creature Shock 556
Criticom 554
Cyberia $52
Dark Legend 852
Descent 2 552
Double Header 556
Dungeons & Dragons 552
Earthworm Jim 2 $48

FIFA International Soccer $52
Frank Thomas Baseball $52

GEX 8§52
Ghen War §52
Hang-On GP S46
Hardball 5 $54
Hi-Octane $52
Iron Storm 852
Kingdom O’ Magic 554
Last Bounty Hunter 554
Legacy of Kain:Bid Omen $54
Magic Carpet 552
Magic Knight Rayearth  $52
Maximum Surge 552
M Thompson Supercross $52
Mortal Kombat 2 548
Myst $52
NBA Action 852

NFL Quarterback Club "96$52
NHL All Star Hockey $59

PTO 2 $58
Panzer Dragoon $£52
Panzer General $54
Primal Rage 552
Quarterback Attack $52
Rally $52
RayMan $52
Retum to Zork 546
Riglord Saga 62
Virtua Stick 554
Sim City 2000 554
Solar Eclipse $52

Spot Goes To Hollywood $54
Street Fighter: Alpha $52

Toh Shin Den $54
Virtua Cop with Stun Gun $69
Virtua Fighters 2 $56
Virtua Racing $52
WWF Arcade $52
Wing Arms 845

Wing Commander 3 $59

VIRTUAL BOY

Virtual Boy System $149

Galactic Pinball $38
Golf $40
Mario Clash $38
Vertical Force 340
Wario Cruise 546
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PO Box 234
Dept 10571
Rochester,
VT 05767

OVERNIGHT SHIP-
PING in US $4 per
order. Mail to Canada
PR, HI, AK, APO, FPO
54 per ardel
Worldwide airmail $6
per item. Handling $2
per shipmenl
Hardware orgers may
additional
shipping charges. L.aill
for details

require

Vvisa M( and
Discover accepled
Checks held 4 weeks
Money orders same
as cash. COD %8
Defectives raplaced
with same producl
Most items shipped
same day. Shipping
umes may vary
Price/availability may
change. All sales tinal
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I've been a loyal fan of
the New Japan Pro
Wrestling group out of
Tokyo, Japan for the last
ten years. During that
time, NJPW spawned
three Super Famicom
games, and one PC-
Engine Arcade Card
game Much to my hor-

Y

- Toukon Retsuden is without a deuhlﬂla most mlll-
cally intense, perfectly realistic wrestling game ever

conceived. Besides the obvious heauty visible in still
shots, the player will see that the wrestlers are unbe-

vably well animated and responsive. Every featured
estler has his own host of signature moves, and to my
shment, his own range of personal quirks, man-
erisms and movements. The wrestlers play to the
crowds breathe heavily when knocked down, flail
around In pain and do everything else a real wrestler
does when in a real match. All of the top twelve names
in NJPW are represented here in all their glory, each
rendered in excellent detail.

You can enter one or two player competition in a G1
round-robin tournament or quest for the IWGP
(International Wrestling Grand Prix) Championship, and

save your progress along the way. You can even save
your best matches to memory and replay them (from any
angle) exactly as they happened. One ¢an toggle
between any of four camera angles at the touch of a but-
ton and even choose between “normal” camera mode or
a more panoramic “second floor” view. There's just an
astounding amount of realism to this game.

Toukon Relsuden’s astoundingly perfect control is what
ultimately made me decide it’s the greatest wrestling
game ever. Instead of using the traditional lock-and- g
struggle wrestling gameplay engine, this game gives the
players complete control over their actions. Different
buttons are used for different techniques, and the player

THE STALKER
90

always has many choices in which maneuver to use

Tenzan

B AN [12:31  Ad AN

Choshu

® next. Using the directional
pad in conjunction with the
buttons will yield various
results. You can also per-
form different attacks based
on where you are in relation
. o an opponent. There’s no
end to the number of moves
and maneuvers you can do
once you've learned how to
control your character.
Real wrestlers, real con-
trol,
a wrestling fa _ ‘
r seen a video game as

L SRAT

to the

space to spare to
show you more of
this incredible
game. -The Stalker
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« The number one choice for

all diehard gamers H EAD FOR GAN1 E FAN '

» The first and last name in the

video gaming industry!

- In-depth reviews, previews, the
from Japan, interviews, entertain-
ment, the hottest exclusives, and
the best graphics this side of a frog
taco! I

- Eye poppin’ coverage!

- Sony PlayStation

« Ultra 64

.. - -

+ Sega Saturn

SAVE OFF NEWSSTAND

J 65"

enesis

« Arcade

- 3DO

- . o e e e e - e

- M2

-

GET 12 ACTION PACKED
ISSUES OF GAMEFAN FOR ONLY

$99

1-800-494-2637

for VISA or MASTERCARD orders
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Once again it is Samurai fime. | must
hardware wouldn't be able ll}z‘lle
and of course | was wrong.
i i mmm:' - 'l'::.,:.. gy
alm ncies '
/60 times per second) and line-scrolls that
jumps up. Combine i
..and backgrounds that e completely ;
have visuals beyond compare in the 2-D real
But how is the game play? There are many ne traditional
Samurai system, opinion, it's overkill. Let me
- /umnna e bt uration... bear with me: A, B, ¢
E are now slashes. is an unblockable top-down M
Forward, down- neutral, back + D are
: Kicks. A+B is a KOF-style dodge. A+B+C
™ the rage gauge. Forward and A+B when close
=38 \ allows you to get behind your opponent to face
* = his back as in VF. Forward and B+C breaks
. through crouch blocks. C when close is a
out tactic. n%pu get all that? Me either.
can't adjust to all that
w‘:1| n%: \4';;“ ) mm;%"%"k
o oIy gameplay
B ':, SNK problem: oulrageous
Al aue If you're hit during a
& special move, double the damage is inflicted; because of
llll;. any enemy can be defeated with three well-timed
] button presses. Oddly, normal “C” slashes take
off more enemmanusume suners anll spe- .

. o your super at 3
= o lime. Most human epponents fall
s~ A brey lo this dishonorable tactic.

B Samurai 3 has one unbe-
~ lievably cool gameplay #
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" The returning characters are H:

. Nakoruru (Why?? She DIED in her Samu
and Kyoshiro. The new fighlers are
}In.r Imrn, Nicotine's grandsen Caffei

ng Kubiriri (“Neck-Cutte
Shiro Tokisada, the SS1 boss, and i
ter, a little boy named Hisame Shizuman
- umbrella. Of these, Basara and Shi
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As you can see, th
lievably detailed.

grounds may net seem very cool in

e
!
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needs some S¢

- i shots, but they are gorgeous in motion.
o Each back completely changes at
least once a match, and some

e ceasing

\11 mundane ct
Y, denly becoming stormy to

flame or
FeazBC 1p‘p Wb supernatoral oddness like darkening and
becoming plagued with spirits, or com-
pletely changing, like going from a ghost-
" jown to a vast desert with us red clouds color cycling overhead. This effect
ly cool and adds much to the game. The music is typical Samurai,
: * with list biwa, shakuhachi and koto aplenty. *

ite my t:nmnlaills, this game is definitely worthy E&

¥
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Samurai name. As I've said, it’s visually the hest-
ing Neo*Geo game of all time, and is well worth
chase just o stare at the breathtaking art. For gameplay,
however, you should probably stick with KOF '95. I'll
be hack with more joytul Samurai unnﬁness sunn,
when the Samurai RPG is released! r .

- Nick Rox
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As I'm sure you already .

equivelant of MegaMan. The abse

sion urged me to whip out my release i
perhaps the last and best MegaMan on 16-bit.
argue that the original MegaMan, in all his Pillsbus

n of MegaMan cannot posslblv
ument; the cartoon series is |
S starring Capcom’s new,:k
e originals, but honestl

e —

" loss of his companions after the
destruction of Sigma, encouraged by
his friend Z they go up against
a new foe, Doppler. During much of
you can select and play
as Zero! Dr. Light, MegaMan’s
creator is also along for the
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I's depressing how much cool stuff Japanese gamers get that we don't.
Check out these game toys... just a minuscule sample of all the joy avail-
able in Japan. You can get anything from stuffed Mogs and Chocobos
from Final Fantasy to the Donkey Kong on the left. Unfortunately, such
premium joy-items don't come cheap: The DarkStalkers characters below
cost 9800 Yen each, or about $100, Ellis from Toshinden
on the left is 7800 Yen ($80), and Donkey Kong is 6000
($60). You may be able
to find a Japanese toy
store in your area that
can special order these,

roduct: Ellis is b
akara, the DarkStalkers

it's the 4-Meg Lunar: The Strolling School, a side-
layne which “strolls” ran-
o new students in the
| |ayne Magic Guild, Eri
= and Lena. The game
)| system is entirely
Lunar, but the battles
are now first-person.
Lunar is out January
12th... look for cover-
age in our next issue.

No, it's not Lunar II'I,
story to Lunar on the constantly floating island of
r ns of Lunar. You play a

LINTET
S N

The Neo+Geo game you see here is Shin Oh
Ken, or Fist of the Pheonix God, by Saurus.
The first in what is sure to be a ?amut of
Killer Instinct-inspired rendered fighters,

> 1 Shin Oh Ken combines Night Warriors
= J & . + 4 chain combo system with X-Men's super

= + gu =z-- = ==1jumps. What | don't understand is where
e M.lki -~ .~|Saurus, a third party that until now has

e 4 . -| ported Neo games to 16-bit systems, obtained

this CG

G< 5 Another interesting aspect of
Real Bout is SNK's announce-

power. Shin Oh Ken has no release date. appearance in any game.

|1 SNK’s new Neo-Geo themepark opens
| on December 23rd, and features rides,

| restaurants, karaoke and bowling in
addition to many, many Neo units.
Think of how cool it would be to have
game theme parks inthe US...

I've believed for
many years that
Capcom has THE
most talented artists
in the industry, and
this book proves it.
Go to your local
Japanese bookstore
and special order it.
The publisher is
Shinseisha.

(APCOM -7 Zn
LLUS RI.-\]‘IUNS

As of 11/24, the PlayStation’s Japanese retail price is 24800 Yen, or
about $250. This was probably to counter Nintendo's Nintendo64
announcement. Sega immediately retaliated with a cash-back campaign
that requires you to buy a Saturn at full retail price. When you buy your
system, you are given a mail-away coupon redeemable for 5000 Yen.

Game Arts, the maker of the Lunar series of games, has announced
that the entire staff of Lunar: Eternal Blue is working on an original Saturn
RPG. Game Arts has stated that this new project is not a Lunar game.

Namco has announced that they are currently porting their popular
arcade titles Rave Racer, Air Combat 22, and Tekken 2 for a PC polygon
accelerator board by NEC. These games will run under Windows 95 and
are due out in May. The board itself is due in March.

Virtua Fighter has been officially announced by Sega for the Game
Gear. No kidding! VF has no release date.

Oh boy! The fifth Fatal Fury game

is almost here. This is basically

Fatal 3 with new backgrounds,
Duck King, Kim Kaphwan and
Billy Kane. There are new
features like... uh... ring outs.

ment that this will be Geese’s last

are Am
Super
bring you mor

N
AM2 seems to be getting fruitier and fruitier: first
Fighting Vipers and now Fighting Sonic. FS is
extremely early, and has only two complete
characters. The gameplay is supposed to be iden-
tical to Vipers, but you will now have the ability to
bounce off the ropes to perform spin attacks. The
Model 2-powered Sonic has no release date yet.
Characters that will supposedly be in the final game
Rose, Dr. Robotnik, Knuckles, Metal
onig, and, of course, new fighters. We'll
e as information develops!
y 3

b

onic,
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¥ 1S A TRADEMARK OF W1P3'OUT"

AVAILABLE NOW ON CD-ROM AND PLAYSTATION

"This is the single best racing game ever'" - Game Players 96

"More flash and substance than most games were ever meant to have'" - Next Generation 5/5
"Best home racing game ever' - Die Hard Game Fan 937

"Will Lleave you drenched in sweat and grinning" - Game Pro

AGES 6+

"The best reason to own a Playstation" - Ultimate Gamer 9/10

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ is a trademark of Psygnosis Limited. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company.
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Bralqon uest | ion is out; I'm having trouble believing it mvsell Al ﬂle
time I'm vnlilng this, I’ Ve ( i DQVI for about eight hours... nowhere near long enough to
write a review. The DQ sa lavnrlle gaming series of all time, and | can say without
question that this uam ln the uem Dragon Quest name. With over 5,000 pages of
text (some villagers’ quotes change up times during the course of the game) and a con- _

Ilrmr.-ll slm hnnrs of gamonlav (V had t thirty), this may turn out to be the longest and most
R R story-driven RPG ever. According to Yuji Horii, the creator lsz
-T"’ az92] | the m n RPG and the man behind all of the Dragon Quest
LK 27 H a3 g me doesn’t truly begin until you raacn the §
rebuilt Shrine of Dharma, at which point the
« game becomes 100% nonlinear, as in the
\ Romancing Sa*Ga series. _
<2 1, Other new adllllinns to R\ 1Y
0g .T DOVI include fully animat-\| SN/ 7~
- ._ed enemies and refined "3 ..;;
ersions of the L I
lass-change and
n- narlv mnnslsr
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-. have been vastly improved, UII;II mal! cool eﬂasls )\ 4% v
| like lens Ilares transparent, | srolling ), B\
f s, and |
e
neg
descrlhe lhe musu: This is proba-
bly the best SNES sound program- | .
_____ ming I've ever heard, and of course A T
— the Koichi Sugiyama composition is NICKbROK? -
T X _inl Yo __ beyond belief. | wish I could tell you 2~ Gt VI e rclly oot Pt
; e == ' s Nore, I"-“ I'm l‘lll'llllllﬂ out of Sllal':ﬂ... . " k- . you if it's the best RPG of all
DA LS 2 e 'Ill be back with an in-depth review = o mneﬂ month...
{: next month! -Nick Rox_ < .-
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Ghost in the Machine’s getting a lot of attention
these days, and Manga is wise to capitalize on that to
sell Mamoru Oshii’s earlier effort, the Patlabor
‘ = movies. Although it's been around in Japan for years,
' Patlabor 2 has lost none of its timeliness or impact,
L E P U LODCLE gnd its ammatlnn quality is no less stupendous than it was
! I've heard a Iew peop[e brand Patlabor as painfully slow, and the
sequel is sure to get the same complaints. But despite its lack of
action, Patlabor 2 is packed with intensity. The powerful dia-
logue, drastic camera angles, and constant tension
have far more impact than the usual non-stop gun-
\ \ fire and explosions.
~/ The story takes place 3 years after the original,
and the Special Vehicle Division of the Tokyo PD
7 (now headed by main character Nagumo) is caught
in the middle of an internal conflict between Japan's
police and military forces. You have to be paying
pretty close attention to understand all the intrica-
cies of the political situation, but if you’re willing,
you'll be rewarded with a brilliant storyline full
\ of clever plot twists and deep dialogue. If
& you're in the mood for something with teeth,
| can’t recommend Pat/abor 2 enough.

&b 708 Minutes, parental discretion
| advised

$19.95, dubbed or subtitled

By Manga Video, available now

e I -

You probably know The Secret of Blue Water hetter as Nadia, the name
under which it was released here a few years ago. Now, as the first
Streamline release in a long time, Nadia and Jean are back in affordably
priced, well-dubbed 4 episode sets.

Nadia is a late-80’s Japanese TV series that enjoyed great popularity
and became an instant classic. Although it's primarily for chil-
dren, serious anime fans won’t find it as preachy or ridiculous

as American cartoons... Like last year’s big child-oriented

success, My Neighbor Totoro, Nadia is free of all the archa-

ic ideals and ham-fisted morals most Americans are used to.
Instead we get a believable world, filled with emotionally

deep characters that must cope with many of the harsher
» aspects of life that Disney prefers to sweep under the rug.
) Although basically light-hearted and fun, there are ele-
ments of tragedy and depth that give Nadia an unex-
pectedly serious undertone.

The series is a chronicle of the adventures of Jean,
a young French inventor, and Nadia, a mysterious
young woman of unknown origins. As they attempt
to escape a trio of bumbling fiends who want
Nadia’s amulet, they end up far away from Jean’s
native France, and in a constant string adventures.
: The setting is late 19th-century Europe, and the cute
+ | accents and archaic inventions give the series a
i~ charmingly original mood.
' At only 15 bucks for 4 episodes, everyone can and
should give The Secret of Blue Water a chance.

94 minutes (4 episodes), fine for all ages.
$14.95, dubbed.

By Streamline/Orion,

Volumes 1 & 2 available January 10th.
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The latest from manga god Yuzo Takada (creator of 3x3 Eyes and All Purpose
Cultural Cat Girl Nuku Nuku), Blue Seed is finally coming to the states this February.
Our heroine, Momiji, is in serious trouble. She’s the unknown twin sister of the heir
to a famous Japanese mythological figure, and all of a sudden everyone wants a piece
of her. Her school’s being taken over by a gigantic, many-tentacled tree, and the only
one who can save her is sort-of-hero Mamoru Kusanagi, who actually just wants to kill
her himself. Worst of all, she’s drawn by Yuzo Takada, who has a serious panty fetish,
so she has to deal with being partially exposed in nearly every frame of the 2-part
pilot. Her only chance is to join the Japanese government agency that’s responsible
for such things (the ones that coordinate the defense whenever
Gamera attacks, | suppose), and fight back in whatever capacity

they’ll let her. [

or a TV show, the animation qualityon ,. ) ] =
the pilot is astounding, although it slips =~ ;] =¥ &=
a bit in later episodes. Fortunately, the 7 4

soundirack is great the whole way
through, and Takada’s eccentric sup-
porting cast never really gets old.
Definitely a series to watch for.

60 minutes (2 episodes),
some parental guidance suggested.
Price TR
unknown, g A
dubbed or
subtitled.
By AD
Vision,
Volume 1
available
Feb.
There are two exciting Devil Hunter Yohko-related events this issue. It yeu 're not yet familiar with the Devil Hunter Yohko series, you 're

On the left, we have Devil Hunter Yohko 6, the first of the new style  about to get a second chance. AD Vision is releasing a duhbed spe-
episodes that is actually worth watching. | loved DHY, but after the cial edition of the classic Devil Hunter Yohko, featuring new ieutage
ultra-cheese, ultra-cheap, presented-by-absolutely-no-one-who-had- and a special low price.
anything-to-do-with-the-original sequels, | rapidly lost interest. The new footage is around 12 minutes that was cut from both the
Another victim of the Project A-Ko syn-

drome.
But the series has been pulling up in n E v l / “1 ‘ j ﬁ $ h
quality, and after a not-so-bad part 5 1”7

-.,

found myself actually impressed by
part 6. The animation quality was
excellent, and they managed to-
retain more of the humor from the
original, without reverting to the
just-plain silliness of 2 and 3.

In this episode, Yohko meets
Ayako, her whip-wielding cousin,
from a branch of the family that
believes they should be the true
devil hunters. In her quest to
destroy her cousin, she accidental-
ly frees a sinister demon, thor-
oughly ruining Yohko’s day.

Every frame of Ayako and Yohko
is pure beauty, and the final con-
frontation with the demon was
especially well done. Let's hope
this trend continues.

. 'r"
-,'h.

45 minutes, parental guidance sug-
gested. $29.95, subtitied.
By AD Vision, available now.

original American and Japanese
releases No whole scenes were cut,
hut there’s a lot more dialogue and
character-building this time around. |

haven’t heard the duhhmg yet,
but it’s too bad that there’s no
subtitle version of the rere-

# |ease planned. After all, you

| can never have too many ver-

‘ sions of a classic.

& Yohko mixes demonic war-
fare with some fairly risque
humor, all of it excellently ani-
mated. Though many elements
of it have long since become
 cliche, Yohko is one of the best
in its class, and its premiere
was by far the best in the
series.

50 minutes, parental guidance
suggested.

$19.95, dubbed.

By AD Vision, available Jan.
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plus possible hidden Supers. Another big
addition are throws and throw combos.
Stay tuned for an immense hlowout on this
Ultra sequel very soon! (P.S. KI 2 should
be making its way to the Ultra 64 at the
time of its U.S. launch or soon thereafter,
stay tuned!)

Well, it's official: the Ultra 64s U.S.
launch has been delayed yet again due to
manufacturing constraints. The date is cur-
rently approximated at somelime between
May and August of "96. The April 21st
Japanese date has not changed.

Japanese developer is listed in the credits.
Second, in a recent interview conducted by
another publication Away Team members
made comments that would lead readers to
believe they created or were in some way
responsible for the creative direclion of
these games. We are here to clarify this
giant misconception.

In the case of Japanese-developed games,
the Away Team/Sega of America (or any
other U.S. publisher of Japanese games,
for that matter) does the following things:
1) translates the text, 2) suggesis extremely
minor changes such as making bosses/lev-
els more difficult, 3) invariably creates hor-
rendous, degrading box art, and 4) once.in
a while, censors anything that would be
“inappropriate to the U.S. market.”
Developing is a thankless job as it is. The
real heroes seldom get the credit that is
due them.

ot WHOS o

Konami has confirmed that Conlra for
PlayStation and Saturn is well into develop-
ment, and will be released in the summer
of '96 for both systems. The latest on
Castlevania is that the US Saturn version is
now cancelled, and the PlayStation edition
is about 20% done. The game will hit
Japan in May and the U.S. in October. Also
in development from Konami is a new 3-D
fighting game for the PlayStation that will
mix 3-D graphics with Street Fighter game-
play.

Sometimes we just have to speak out
against injustices in this industry. Sega of
America has been perpetuating the myth
that its in house developers have been in
some way responsible for the content of
Japanese-designed games such as
Clockwork Knight 2. In the U.S. manuals of
games such as Sega Rally, not ONE

] o On December 14th in Japan, Nintendo
onn” held a development conference for the
Nintendo64 (Ultra 64) to solicit third-party
support. According to sources, some 85
developers who attended (including
Capcom, Konami, Warp, Enix, and Namco)
intend to sign on.

K12 will hit arcades across the country by
the end of January. The game has 11 char-
acters (10 playable and one boss). Only
seven of the original fighters made it to
the sequel (Jago, Glacius, Orchid, TJ
Combo, Sabrewulf, Spinal, and Fulgore).
The 4 new characters are: Kim Wu (a mar-
tial artist), Maya (a Mayan warrior), Tusk
(a Barbarian), and an all-new final boss
(not Eyedol). The 12 backgrounds are all-
new, and there are rumors of up to three
hidden stages.

As for gameplay, the combo engine has
now been enhanced. Each character is
capable of doing (technically) 1 million
combos, including big Ki-style combos i i
and more traditional SF-style combos. No % il \ .-

Mercies (fatalities) are completely gone, Choose to play a man or a woman in a game combining real time 3-D graphics with fully rotating, rendered,
replaced by a multitude of Ultimale com- | yexture mapped environments. All shadows and lights are ray-traced on the textures to give each scene a realistic look. The characters
hos where you finish the enemy during are built as 3-D models, then motion captured for the ultimate effect. This amazing third person game uses an engine that alone took a
game play, There are also now Super year lo develop! We'll have more Terminus news next month, Including the twisted story and ingenious game scenarios. How 'bout
moves; each character has FIVE Supers | that rendered geaul for an action character? Wait 'til you see Terminus.

E

SINGLETRAC PLANNING TO
DEVELOP NU64 GAMES

SingleTrac Entertainment
Technologies, Inc., recently
announced that they will be
developing software for the
Saturn, Windows '95 and the
Nintendo Ultra 64. Based in
Salt Lake City, Utah, SingleTrac
developed Twisted Metal and
Warhawk for the Sony
PlayStation. According to Todd
Kelly, chief financial officer,
“SingleTrac’s evolution as an
entertainment provider will be
evident as we move toward the
publisher role and take advan-
tage of opportunities in the out-
of-home market. Our strategic
relationships in distribution and
technology will accelerate our
growth and leverage our
strengths.”

SingleTrac's Warhawk for the PlayStation

PARADIGM SIMULATION TO
MAKE PILOTWINGS 64
Paradigm Simulations, Inc. is
currently developing Pilotwings
64 for release on the Nintendo
64. The original blockbuster hit
was created by Shigeru
Miyamoto for the SNES. This
fully interactive 3-D game
includes several aircraft and
characters to choose from, as
well as first and third person

views, lush landscapes, and
variable skill levels.

ACCLAIM LAUNCHES 50 TITLES
WITH A $10 MILLION MARKET-
ING CAMPAIGN

Acclaim Entertainment, Inc.
will launch more than 50 titles
this holiday season with a $10
million marketing campaign,
which will include broadcast
commercials, print advertising,
radio promotions, cross-promo-
tions with on-line services, and
direct marketing. The president
of Acclaim, Robert Holmes,
says, “With games covering
every genre from sports simula-
tions and arcade translations to
movie adaptations across all
the new 32-bit formats, PC and
16-bit systems, we believe this
will be a successful holiday
selling season for Acclaim and
the industry.”

SONY PLAYSTATION HOLIDAY
SWEEPSTAKES

Sony Computer Entertainment
America and Sony Theaters
have teamed for the “Sony
PlayStation Holiday
Sweepstakes.” In this promo-
tion, theater-goers at 75 Sony
Theaters nationwide will have
the opportunity to win one of the
PlayStations to be given away
at each locale. There will also
be PlayStations displayed in the
theater lobhies as well as a 30-
second frailer which will run
before selected movies. “By
working closely with SCEA’s sis-
ter company, Sony Theaters, we
are able to expand theater
patrons’ entertainment experi-
ence by providing an opportuni-

ty to win a PlayStation,” said
:SGEA‘s vice president of market-
ing.

NINTENDO
ANNOUNCES 2

Nintendo of America has
announced two sports titles for
the Nintendo Ulira 64:
Electronic Arts’ FIFA Soccer and
Time Warner Interactive’s 3-D
hockey game with Wayne
Gretzky.

The FIFA Soccer title will be
an NU64 exclusive version.
Nintendo expects it to be “one
of the most realistic video game
soccer simulations ever, featur-
ing hundreds of international
teams, amazingly fast game-
play... and game control func-
tions only possible on the
Nintendo Ultra 64.” The game
should be released for the 1996
holiday season.

Based on their coin-op hockey
game (due out in spring 1996),
this 3-D rendered hockey game
will be a 3-on-3 plus goalie
competition with “visually stun-
ning, immersive, lightning fast
game play.” The National
Hockey League Players
Association has already agreed
to allow the use of players
names, statistics, and likeness-

es to add that extra sense of
realism. Gretzky's own skating
style was digitized to reflect
real skating and competitive
hockey moves. Time Warner is
planning on a fall 1996 release.

3DO0 SELLS 64-BIT TECHNOLO-
GY TO MATSUSHITA

3D0 Co. announced that the
company will license its next-
generation video game technol-
ogy to Matsushita Electrical
Industrial for approximately
$100 million.

The deal specifies that 3D0 be
paid the money in two install-
ments by June, 1996 - and that
the company receives royalty
payments of $3 per CD game
sold for 3D0’s M2 game tech-
nology. 3D0 will retain rights
to license M2 for use on PC’s
and coin-op arcade games, and
will also maintain control over
advancements beyond the tech-
nology.

Matsushita Electrical, a manu-
facturer of the Panasonic 3D0
REAL game machine, will sub-
license the M2 technology to
other corporations in addition to
also manufacturing the game
platforms, which will debut in
the US market
in the latter part
of 1996.
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And now...THE WINNERs of The Killer Instinct Mix 'N Match
Contest. Let me just say that the art we received for this one
was just amazing! And there was a lot of it! All of us here
were truly overwhelmed. Thanks to all who entered and now

enjoy these 2 pages of bliss!

N e R T

GRAND PRIZE WINNER

And it's Vuck Kremar Grkavac of Vancouver B. C.
Canada, Age: 15 (15!) that takes all the loot; lhe T,
the SNES, Killer Instinct for the SNES, a years suh. to
GameFan, and G.F. T-shirt! Wheeew! Congrats, you
earned it, you do awesome work.

1ST PLACE WINNERS
19 & UP

Nick Zuccarello
Cattawissa, MO

Mike Vary, Phoenix, OR
Age: 20

Vo Tran
Ontario, Canada

Mlchelle Sinsel
Miami, FL
Age: 18

a %, 1 L k- 2\
Drew King . e ™0 2 o Rick Brown
St. Albans, WV % 5. | Berkeley, CA S Lu\'{ (::stle, PA
Age: 18 ARl  Age: 18 ge: 1
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1ST PLACE WINNERS TS

: Artiiro Ramirez
'l 3 'l 5 S e South Gae, CA
E.:.mu, 'r fAge: 15
Kenneth
Morrison
Marion, TX
Age: 14

Hal Forsstrom
Peabody, MA
Age: 14

1S'I' PLACE WINNEHS
8 -12 8 & UNDER

B Richard | " L Jeff Warren
‘- N Saethang = T

City, CA”
Age: 11

Scoft Green Shaker ::ttmcl':::::l
Heights, OH Ana: - :
Age: 12 -

Ryan
Mulholland

Jordan Coon
Vineland, N.J.

Richardson, TX
Age: 1.5

Hau Hoang Garden
Grove, CA Age: 8

|
i - 4
L 1

]

Pmil k Florissant,

el 7= (o 0% Robertom Pimentel
E Jaisyn Huss Daniel Botella Miami, Il. Age: 21
. } Greenville, PA Albany, CA. Age: 13 Yoosuk l:hung San Jose,
Arturo Ramirez L Age: 22 CA. Age: 19
South Gate, CA N coo
Ane: 15 |LL Davenport, @& . " &7
- Jeff Henderson ﬁ 0K Awe: 22 P &
R u\!‘: W., NV. Age: 22 B ¢ A%,
sl Roberto Rodriguez
el New York, NY Age: 20

3RD PLACE WINNEHS '::':r;:u

Age: 22

Cory Cares
# Meadford, OR |
=% Age: 17

Craig
=Y Cochrane
pPe| Belfast, N.
ireland
Age: 22

Orlando

: Moore
Jimmy Ng

New York,
N.Y. Age: 19




He.'la and welcome to yet anather exc;ring
Pastmeister. | know you're all upset that |
got only 1 page last month (you are upsel,
right?), but that’s no excuse for the many
desperate and, yes, pathetic techniques

writers have been aét#mpﬂng to get their
letters in. Tcall special attention fo‘yﬁung -

“Daniel Patao,” or “Keith Axe,” ar “M.
Gonzales,” or whatever your name is. You
poor, misguided youth. Did you really think
that | wouldn't notice that all of your le
came from the same printer, addressed in
the same handwriting, with the same pen?
Like | wouldn't find it suspicious that I got 4
letters about the PC-FX, all from different
places in Anchorage? We've gof the foren-
sic evidence to put you away for good,
friend, so just back off. Screwing with the
Postmeister is, after all, a federal offense.
If you want PC-FX news, go buy Zenki, it's
a Final Fight-style fighting game, looks
‘good, out now. There you go. Now get
help before your growing interest in white
collar crime becomes a life-consuming
obsession! Now back to the regular folk:

Dear Postmaster [that’s MEISTER! -PM]
First of all, please print more letters, this

is a great source of info and it seems to be

getting smaller. And now for the Ultra 64

guestions, please answer them fo the best
If your knowledge, and pleeeeeeease, |

begging you to print this letter so that
my questions get answered, thanks.
1. When will Cruis’n USA be released for

he Ultra 647 €
~ 9. Aimost certainly. We should have had
- pictures by now, actually.

In the September issue of your maga-
ne, you mentioned a game under devel-
ment by Angel Studios and Shigeru
Miyamoto titled Real Time Renegade.

When will this come out and will it be bet-

ter than Cruis’n USA?

3. Will KI 2 make it to the Arcades? How
many megs is it?

4. What RPG’s are planned for the almighty
Ultra?

5. Will Golden Eye really be coming to the
Ultra 64, and if so, when?

6. Will SF 3 really be a one year exclusive?
7. Is Ultimate MK3 really going to be an
Ultra exclusive?

8. Is the Ultra really more powerful than
the M2?

9. What about War Gods, will that be an
110

@ m» -
i’

Evidently Sony couldn’t argue with your
logic, ‘cause, a da, they're both coming
out here. Look for "em first quarter '96,
‘round March-ish. That’s a kind of long
wait, but in the meantime, might | sug-
gest Kings Field Il (just Kings Field

X y here), coming here from Ascii, probably
. January-ish? Review next month.

Dear Posimeister!
Please help! All NINE of us are in the
process of video game decision making.

~_ First of all, our ages range from 22 to

SHESS 26, Also we don't lik

Ultra title, and when will you gel plctures
of that? P

Thank you very much, | love your magazine
and read it 4 times a day.

Mike Lauter

Boca Raton, FL

1. Cruis’n USA should be a launch title
here.
2. Real Time Renegade (tentative title, |
pray) has no connection to Miyamoto or
Angel Studios. It’s actually by Evans &
Sutherland, the military contractor that
Singletrac’s staff came from. Singletrac,
makers of Twisted Metal and Warhawk, is
now making games for the Ultra and
Salurn, by the way. Anyway, we don’t know
much about RTR... We saw it running on

il hardware and it is ASTOUNDING, but

re and when it’s coming home is not

yet known. All we know for sure is that
they're currently evaluating hardware for-
mats for it
3. KI 2 will probably be in arcades when
you get this issue... 64 megs for Ultra.
4. Outside of Zelda 64, Final Fantasy VI,
and Dragon Quest VII, | don’t know of any.
But when you have those 3, who needs
more? They're all Bulky Drive, BTW.
5. Really yes, look for it later this year.
There will probably be driving scenes in
addition to the Doom-ish scenes.
6. We're not supposed to say, but... um
Yes. Didn’t hear it from me, though.
7. No. It isn’t even planned for Ultra.
8. Only time will tell.

Dear Posimeister,

In Volume 3, Issue 12, you said Arc the
Lad and Beyond the Beyond would probably
not come out on the U.S. PlayStation. |
want to know why not? It would be stupid
not to bring them out over here, because
the people who make the games would be
making lots of money from sales of the two
games because U.S. gamers like RPG’s
just as much as the people in Japan dqaﬂ
there someone we can write to, to |l
them to bring those two games out
here? Please help!

Dan Bahman &
San Diego, CA

v

- Mario, Sonic,

Rayman, or even Earthworm Jim! To
help us, our mutual interests are RPG’s,
fighters, side-scrollers, @action, and shoot-
ers. All with great game play and some-
what serious action and plot. Last, we col-
lect Japanese anime, action/sci-fi movies
and import games (Megadrive and
Famicom).

What systems (because some of us are
going to buy two) would we qualify for?
Will all systems have a converter for import
games? Finally, | have some questions.
Can we have an update on Turok, Final
Fantasy, and Robotech for the Ultra-64? An
update on Lunar, Lobo, Guardian Heroes,
and Steamgear Mash on the Saturn? An
update on Gundam, Faleata, Metal Jacket,
Goemon, Gunner's Heaven, Bounty Arms,
Z-XED, and Toh Shin Den 2?

| am confident that you can lead all NINE
of us to the right systems!

Todd Raymond
Kansas City, MO

Hmm. Well, it’s always a treat to get a
letter from the Borg empire, or someone
with multiple personality disarder, or whai-
ever you, uh, “nine” are. Personally, |
don’t buy this “nine” stuff. | doubt you
could find 9 human beings anywhere who
dislike like Mario, Sonic, Rayman, and Jim
(I mean, all four of them!?). But as | aim
to please, I'll do the best | can. The
Postmeister can’t endorse specific sys-
tems, but I can tell you about the games
and hardware and let you pick which sys-
tems’ games appeal to you most. The
Saturn has a nice converter for Japanese
games, but I've yet to hear of a reliable
PlayStation converter. No news on an Ullra
converter yet, of course.

Turok: It's'coming out, probably a launch
titte.

Final Fantasy: December '96, or later, for
the Bulky Drive.

Robotech: No news on release, but | hear
it will be action/adventure.

Lunar: Proceeding smoothly, it's coming
in spring, new graphics, new mini-quests,
new music, new intermissions.

Lobo: Not yet announced for Saturn... 16-
bit versions out within a month or two, tho.

Guardian Heroes: IT'S COMING HERE!
Yes! It plays like Yu Yu Hakusho, except



with spells and level ups and stuff.
Graphics are stunning. Great anime intro.
Review next issue!

Steamgear Mash: Atlus bought it for
American release, so look for it 1st quarter.

Gundam: Came out in Japan, and seemed
pretty lame. No U.S. release planned.

Falcata: Ugh. Looked pretly bad. Same
as above.

Metal Jacket: HIDEOUSLY bad.

Goemon: Coming early next year in
Japan, no US release planned.

Gunner’s Heaven: No US release
announced yet, but with companies like
Atlus quickly buying up and releasing all
the cool unreleased Japanese game, it’s
definitely a candidate for a quick release.

Bounty Arms: What happened? This was
supposed to come out last March.
Canceled, | suppose.

ZXE-D: Bandai’s mysterious plug-the-toys-
into-the-PlayStation fighting game. No
date in Japan. _

Toshinden 2: December 29th in Japan,
probably not 'til mid-year here.

Dear Postmeister,

I’'m writing to say that | “love” your maga-
zine, and to ask you a few questions.
#1. | own a Saturn and | would like to know
why Sega isn’t bringing out all these sweet
RPG’s. Magic Knight Rayearth looks amaz-
ing because of the drawn anime, Legend of
Thor looks cool as well.
#2. How is Fighting Vipers? Do you know if
they have started the Saturn version of it?
Oh, and Desert Tank, | played that in the
arcade, and it was wicked. Is it coming for
the Saturn anytime soon?
#3. Are these games coming out on Saturn
in America?
a. Virtual On
b. Ayer’s Adventure
¢. Dragon Force
d. Dark Savior
e. Guardian Heroes
f. Indy 500
Thank you for your time.
Paul & Dan Summerhill
Stouffville, Ont.

¥
1. I don’t know why Sega isn’t, but Working
Designs is bringing out a ten of 'em,
including Rayearth. Sega might bring out
Story of Thor, since they braugM out
Beyond 0asis.
2. Fighting Vipers plays and looks fantas-
tic, it's just that the characters are so...
s0... SO LAME! Actually, it is currently in
the warks for Saturn. I have no idea about
Desert Tank. | mean, recently Sega’s been
announcing the Saturn versions of their
games before the arcade games are even
out, but we’ve heard nothing yet about
Desert Tank. Still, I give it an 80% chance.
3 a. Virtual On is in the works for Saturn in

Japan, and __H;m no doubt come out here. b.

Ayer’s Adventure; no word on that yet. c.
Dragon Force; no word yel. d. Dark Savier

just got pushed back for a while in Japan, |

don’t knew about an American release. e.
Guardian Heroes; coming our way March.
How uncharacteristically prompl... . Indy
500 was announced in Japan, but oddly
enough, not here. I'm sure it’ll come out
here, tho, especially if Sega Rally does
wen e

Dear Postmeister:

Is it just me, or does it seem that some-
thing in the video game industry is becom-
ing more and more scaree, sort of like the
rainforest? | believe it's the extinction of
the classic video game feeling, which is
dying out in the post-fighting and 3-D game
era. Didn’t you feel it when you saw the
Mr. Do! remake for Neo Geo? But things
were fine even a couple of years ago.
Could somebody please tell me what in the
hell has happened to Wolfteam/Renovation
Products? Gaiares and Whip Rush should
be featured in “The Graveyard.” Where
are Falcom, Game Aris, Technosoft,
Hudson Soft, and Gnmplle‘? Ah, like |
haven't been waiting more than EIGHT
years for a sequel to Galvellius: The Valley
of Doom. Even if these old companies
never rise from their graves, | am starting
to lose that feeling that got me playing
the first place. Astal and Jumping Flasl
are good, but what | really want are SO
and Streets of Rage back! Alll want is for
things to be the way they were. Why does
it have to be this way? Why don’t they
make great games like Valis anymore? Or

Y's? Or Herzog Zwei? Or, hello, Monster

World?

Finally, a suggestion, or more like a
thought. The parent company of “Diehard™
seems like it has the financial ability to
become a small software publisher in the
likes of Working Designs and Vic Tokai and
Atlus. And there are so many games out
there that are passed on by Sega of
America and now SONY - and these games
are perfect (except for the fact that they do
not fit into the “fighting” or “3-D” catego-
ry), and we deserve them, badly. Just
imagine, “Diehard Games.” Nice day-
dream.

Sincerely,
John Dalem
San Antonio, TX

Ah, John, you and you alone know the
only sure-fire way of getting a letter into
he Postmeister. Ask about Golvellius 2.
T HAPPENED? Okay, 'twas so many
yearsiago, but I remember it clearly, the
hero, Goelvellius, and Golvellius’ sister
walking off into the sunset for their next
adventure. There’s no reason Compile

5
“

-

can't make that promised sequel... The
only danger Compile is in is from drowning
in all the money their Puyo Puyo series
pulls in in Japan, but what about
Golvellius? What about their Aleste series,
which included 3 of the best shooters ever,
M.U.S.H.A. (The Postmeister shows off:
Metallic Uniframe Super-Hybrid Armor. Bet
you didn’t remember!), Spriggan, and
Space Megafarce, and many others. What
about Manster World? Did you know they
made 3 different Monster Worlds (in addi-
tion to the 4 we got) that never made it
here, for the Master System, Megadrive
(excellent game!) and PC Engine CD-ROM?
Their last non-Puyo Puyo effort was the
brilliant looking Shadowrun for the Mega-
CD, but that was canceled only a week
before its release. I'm sick of Puyo Puya

. dosamething new! . " .

Most of the companies you mentmned are
still around, though. Let’s see.. -
meam/Renovatmn/lasersaﬂ/TeIenet is
v* very dead. | miss the Valis series
toa. Falcom is making “renewal” versions
of all their classics for Japanese PC’s, and
Y's V (from them, not Hudson, like IV was)
will be out just before Christmas for the
Super Famicom. Game Arls is very busy,
and are hard at work on Lunar for Saturn,
another RPG by the Lunar team (Lunar 3,
mayhap) and a polygon robotech-ish kinda
game. Technosoft has a hit with
Reverthion, but, hello, Thunderforce V, and
| want it now. Hudson Soft is also very
alive, and we can look forward to Super
Famicom, Saturn, and PC-FX Tengai Makya
games in the next few months.

And hey, as much as | miss the past, | just
know that 5 years from now I'll be looking
back and whining that, “ya know, Panzer
Dragoon, Soul Edge, Virtua Fighter Il,
Jumping Flash, Skeleton Warriors,
Resident Evil... they just don’t make games
like that anymore...” New video game
eras don’t come very often, so enjoy it...

As for your final comment, well, what can
we say, ‘cept that we've been thinking the

@xact same thing... &

?Mﬂe to file off I’ll Mun soll] Allet idelﬁ‘l

, ke PoShiles
5137 Clareton Dr. Suite 210
Agoura Hills, Ca. 91301
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