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It’s preview time,

gentle readers. The
issues leading up to
E® are always

packed full of pre-

views, but this time it’s
out of control. We know

you salivate at the thought of get-

ting the inside story on the hottest new
games, but forty-five? That’s just crazy-
talk! Seriously, this is one of the coolest
issues we’ve ever done and even we're

excited about the amazing wealth of
games headed for 32- and 64-bit systems.
And we’re creeping closer to the full truth
about M2. You can read our exclusive peek
at the machinations behind the scenes of
the 3DO successor. But more important
than all of this is the fact that Mike is get-
ting worse at basketball. It’s true. As the
UGP play-offs prove, Mike’s outside shot is
waning and he can’t dunk. A little-known
fact is that Mike is just 4 feet tall.
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TOPICS

M2 IS COMING TO

An early mock-
up of the Matsushita

M2 Multipiayer — expect the
name and appearance

to change.

oY= e
The graphics are swest,
without a bit of draw-in!

(TOWN )

Finally, full details and software
are emerging for Matsushita’s super-system

hrouded in mys-
tery, M2 is a puzzle
which is expected

to be solved at the impending E3
show. Matsushita, the manufacturer, is
supposed to launch the console this year,
but surprised everyone by failing to launch it at the recent
Tokyo Game Show — the perfect launch pad for a new con-
sole. Weirdly, none of the developers involved in the M2
project seem to know any real release or price information
for the system. In short, although the machine exists (and
we've played it) it seems as though Matsushita is deliber-
ately keeping all information under wraps.

Let’s just take a step back in time for a moment, to
assist those readers who aren’t totally familiar with the his-
tory of M2. Trip Hawkins founded the 3D0 company some
years ago in an attempt to build the ultimate console. The
project, while technically pretty good, failed to spark the
interest of the mainstream public — it was too darned
expensive ($700 on day one! Yikes!) and possibly too early.
The hardware gurus who put 3D0 together also

M2 TECH SPECS AT

started work on a sequel — the M2. With twin 64 bit
processors (see tech specs), the machine could basically
kick ass. Matsushita (who had already suffered terrible
sales of its 3D0 player) bought the M2 technology from
3D0, lock, stock and barrel. The plan? To compete on even
ground with Sony and the PlayStation, with a similar busi-
ness model. However, since it bought the technology, it's all
been a bit quiet.

It is known that extensive development is taking place
in Japan. Very quietly and surely, Matsushita is assembling
a portfolio of games for the unknown launch date.
Companies including WARP, Konami and Capcom have all
done some research and development of titles.

Matsushita itself is known to have a racing game in
development, but like every other fact about the M2, it is
veiled in secrecy (or possibly arrogance?) and still untitled.
Even the name M2 is subject to change. M2 was only a
code name for the technology and there have been catchier
names for consoles. Expect the suffix ‘Multiplayer’ to follow
any new name Matsushita might give the system.

http: //www.ultragp.com
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INTEL F

© Activision has announced plans to return to
the flight simulation market. Screamin’ Demons
Over Europe will feature aircraft from the WWII
era and should be released for PC by this
Christmas. = Mindscape has undergone a transi-
tion by splitting its operations into two divisions:
Mindscape Novato and Mindscape Sunnyvale
(SSH). Novato will be working on consumer pro-

014 ULTRA GAME PLAYERS

jects while Sunnyvale will remain the heart of its
entertainment development. e In the week fol-
lowing the UK price cut to 129 pounds, Sony
sold more than 50,000 PlayStations. « Gateway
2000 purchased the patent and technological
rights to the now defunct Amiga. The Amiga is
still used heavily in Europe, but completely lacks
any US presence. Gateway plans to revitalize

the Amiga in Europe by allocating development
resources to the platform, but has no interest in
bringing the system to the US. e Activision is
repackaging several Mechwarrior Il and
Shanghai titles into special multipacks. These
packs should be available by the time you read
this. e Within three weeks of its release,
Microprose’s Magic: The Gathering sold over
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NEWS FEED continued from pg 14

Ul than Jis
2. » Novalogic has received an exclusive
endorsement from the Air Force Memorial
Foundation. All future Novalogic flight sims will

have the Air Force Memorial Foundation logo on
them. lat

bu

R . T ame:

and include such cla s as Doom, Doom 2,

Mor d other
rently has no similar pl: for the US mark
Analysts and executives at Bandai have sug-
gested that the Sega-Bandai merger will not
happen by the proposed October 1 date.

According to one Bandai executive ‘It is not that

A diabolical
product from

malofilm

continued on = =
interactive



TOPICS

from pg 15

we are expecting the merger to be delayed, but
rules on how to operate the new company are
being hammered out very carefully.’ » Rocket
Science, developer of Obsidian and Rocket Jockey
have closed its doors due to its inability to find a
publisher willing to subsidize future projects.
Currently a few administrative staff are watching

0lk ULTRA GAMIE PLAYERS

and may eventually restart development efforts if
the opportunity presents itself. e Nintendo’s US
installed base of N64s has passed the 2.7 million
point, shortly after the Nintendo 64 price reduction.
© EA has signed a deal with MPlayer to bring future
titles to the online service. EA is also investigating
the feasibility of beginning its own online service

has confirmed that Tekken 3 would definitely be
coming to the PlayStation at some future date.
Exactly how the conversion will be performed is an
entirely different question, but Namco hasn’t ruled
out an upgrade or simply releasing a less-than-
arcade perfect version. = Sega has announced that
Sega Touring Car would be out on Saturn by the

http: //www.ultragp.com
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TOPICS

Here are a few notes from
the uncerground... Load them
at your leisure...

Luke lWarm Something's Up M2's Sleeve

ue to massive
backlash from
consumers regarding

H ccording to one ex-3D0 employee, there are  opers are
nearly 80 M2 games secretly in develop- also suppos-

5 oL ment around the world. Supposedly, the vast edly working on
X-Wing vs. Tie Fighter, majority of these titles are logically in develop- games for M2
tzzzs::::mhg:;eagﬁ?y ment in Japan and have been commissioned as well.
together a patcl? for the primarily by Matsushita. Among the developers If half of these projects are in development, the

2 said to be actively developing for the elusive sys- M2 could be turning some heads when it finally

game. Complaints of poor tem are: Capcom, Konami, Warp, Namco, gets released. Exactly when that is no one really
Imemeat s_u pgon and'lack of 30 Panasonic, ASCII, Treasure, Hudson and even knows, but that same source has indicated that it
acceleration in a variety of forums has Enix. A number of US and European based devel- may be as early as this Christmas (Japan).

sent LucasArts into a tizzy. The patch is
expected to provide support for some 3D
accelerators as well as expanding the num-
ber of players who can compete online at
once. Furthermore, LucasArts is supposedly
putting together new multiplayer cam-

Saturn Upgrade Canned?

paigns which should feature new ships,

P . controllable m"’:ﬁﬁ:’;‘;
and otherwise. ccording to sources close to the project, the dadsisi
Millenium Saturn upgrade that was promised over a ol

year ago by Yu Suzuki for Virtua Fighter 3 has mdeﬁllely.
been cancelled. While the exact reasons for the
cancellation are unclear, there are a number pos-
sibilities. Firstly, Saturn’s sales have dropped

Falcon, please.

massively in the US and there are almost no third Costs, politics
: party titles slated for release after Christmas. and
Smooth graph- This is obviously bad news. Second, news of restructuring
ics could still Sega’s new system (Black Belt) is already filtering Sodil
use 3D through. VF3 may be Black Belt only.
card support.
And this

would look

much nicer

et Tekken 3 for Nintendo L4

H ecent rumors have indicated that Namco is effects to make

considering bringing its latest arcade the game
fighter to the Nintendo 64. The event would be look bet- Mmm,

% 3 ; 64-hit
actually a unprecedented given the animosity both compa- ter. Some Tekken
selectable nies (and specifically Namco’s Nakamura and sourc_es ~ goodness
craft in the Nintendo’s Yamauchi) have had for one another have indi- at last...
otherwise since the mid-80’s. If Tekken does go to the cated
stunning Nintendo 64, there would have to be a lower poly- that Namco is considering
LucasArts gon count for the characters but it would be using the 64DD for the translation, Namco might
game. possible to use many of the special Nintendo never take a chance on such a new technology.
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illions of Mortal Kombat fanat-
ics are finally set for another
round of fatalities, uppercuts,

and Senator Lieberman blasts. The two
creators of Mortal Kombat, Ed Boon and
John Tobias, have split up so they could
deliver two new MK games at once.
Boon has been creating a new 3D
engine for MK4, and Tobias has been
creating MK Mythologies: Sub Zero for
the PlayStation and Nintendo 64. MK 4
is set to suck in gamers’ quarters in
September (join our contest and
September will be the month you make
new friends), while Mythologies is due
for a fourth quarter release.
We give you a look at all the available
A % information on both these titles, an
s % exclusive interview with John Tobias, a
L look at all the screens, movies on the
disc, and a chance to win a bloody
arcade machine. Just
consider UGP your

2 number one source
A9
=

for Mortal Kombat

and stop
5 7, ) looking else-
i ) where, 0K?

ortal Kombat

4 has the usual
cast of weird
looking goons...




1-2 The only images
available are from an
awesome rendered

graphics. 3 Scorpion’s
eyes are just plain
freaky, easily night-
mare inducing.

“ 2 on the F isa
first for the Mortal Kombat series. Do you see
u this as a trend for the future?
0

Az We work for Midway Home Entertainment and
will do anything they ask of us, but it's most likely
that are games will continue to come out in the
arcades first. It's just that Mythologies lent itself to
the home console market.

@: How was working with the console hardware
when you're used to the open-ended arcade
architecture?

A: 1t definitely puts limits on what you can do, but
Mythologies is the type of game that relies on story
and gameplay more than processing power. Still,
we are managing to get a lot of performance out of
the PlayStation. Just check out the screen shots to
see the crisp graphics.

Q: This is the first time you and Ed have not
worked together on a Mortal Kombat game. Are
you still invoived in each other’s projects?

ot much is known about
this mysterious title,
except that you can have

one in your freakin’ house just by
reading your favorite game magazine
(that's us).

What we do know is that the game
will be fully 3D and will
have a look like no
other game out there.
The developers are
promising the same speed, gameplay, and gore
that have always been present in Mortal
Kombat games. Characters that are returning while the traditional pit and spike levels could
include Scorpion, Sub-Zero, and Raiden, butwe  be very interesting in 3D. The shots we have
also know that several other classic characters  indicate what type of graphical look MK 4is

th John Tob

Even in close, the
polygonal characters

look incredible.
A: Definitely! Ed and | are constantly talking with

each other about each of our games. You know,
making sure the stories are in line. He’s been a big
help with the fighting in Mythologies, and I’'m con-
stantly looking over his shoulder checking out MK 4.

will be in the game as well. going to have, but they aren't actual screen Q: Why did you decide to take Mortal Kombat
Use of the 3D world and camera should shots. We will be your number one source for Into an action/adventure game?
make for some of the goriest fatalities ever, MK 4 information, so check back next month.

A: Definitely! Ed and | are constantly talking with
each other about each of our games. You know,
making sure the stories are in line. He’s been a big
help with the fighting in Mythologies, and I’'m con-
stantly looking over his shoulder checking out MK 4.

Raiden looks to be buffed up a
bit. Look at the amazing detail
in his shirt.

An interv

Q: Why did you decide to take Mortal Kombat
into an action/adventure game?

A: The story of Mortal Kombat is constantly evolving
and really lends itself to this type of game. We think
the Mortal Kombat story can be taken much farther
than just a fighting game.

@: How much farther can the MK games go on?
Is it starting to get stale to you or the con-
sumers?

Scorpion looks like he’s going
to be back, and we can hardly
wait to see his fatalities in 3D.

s::;,h:,::; A: 1 don’t see any end to Mortal
Sub-hm; will Kombat in the near future. As long
all be back. as we keep making quality games

and the consumers want more,

we’re willing to give it to
them. As | said earlier, there

is a lot more we can do

Pm guessing
there will be

It’s a good
thing the new
MK characters
don’t have a

lot of

conversing to
do. Check out
that headgear!
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Using moves like the freeze in
closed areas changes the effec-
tiveness on the enemy.

Jumping from platform to plat-
form and running up ledges

should make Mythologies more
of an Aladdin-type game.

Interview continued......cccccee..

with Mortal Kombat and | think Mythologies and
MK4 both show that we haven’t lost any inspiration.

Q: This Final Fighi-type of game has been done
before. What can Mythologies do to imprnve
the genre?

A: 1 don’t really see Mythologies as being a: Final
Fight-type game because of the many classic plat-
form elements in the game. The key is the mixture
of in-depth fighting that Mortal Kombat is known
for, mixed in with exploration, puzzles, and good
old-fashioned platform jumping.

Q: Do the characters actually fight with Mortal
Kombat moves?

A: Some small modifications have been made to the
control to allow for moving around the screen, but
essentially the fight scenes will be very similar to
MK. The fights won't have 15 guys at once like a
Final Fight game, instead it will be one, two, or
three at a time.

@: Are there going to be fatalities?

A: Yes, there will be fatalities on certain characters,
but some of the larger boss characters won’t have
any fatalities.

Q: Is MK4 really going to be 3D?

A: Yes, the engine will be completely 3D for the first
time. The stuff I've seen is amazing! The polygons
are so nice that the characters still maintained that
digitized look of MK 3.

Q: Is the War Gods engine being used at all, as
some rumors have suggested?

A: No, the game is running on proprietary hardware,
with a completely new engine. | can’t give specifics,
but the hardware can perform all the tricks we nged
it to.

Q: What about the traditional speed and gore of
MK? Gan that be done in 3D?

A: If it couldn’t, we would have stayed 2D. We qre
going to make MK 4 a fast-playing game, and yes,
we will be keeping the blood.

0: Can you comment on new characters?

A: No, that’s still being decided, but many of the
favorites will be back, along with a few surprises.

Q: So what other fighting games do you adnﬁre,
or dislike?

A: I've always been a big fan of Street Fighter. It has
the lighting quick gameplay, and I've always like the
animated look of the game. I think SF lfis great,
because they went against everyone in the industry.
and stuck with 2D. The only 3D game | really like is
Tekken, because it manages better than any other. i
game to have the same responsive control. | just
never got into the whole Virtua Fighter thing. It's too
slow for my tastes.
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MORTAL KOMBAT
MYTHOLOGIES

his is definitely a
game Mortal Kombat
fans should be able

to sink their teeth into. The
game pits the player as Sub-
Zero and sends them on a
journey through the dark and

eerie outerworld. There are
plenty of platforms to jump
on, enemies to
wrangle with, and  yhe water
items to collect. effects are

What makes beautiful.
Mythologies so Platform riding
interesting is the Is always good
way the develop- fun if done right.
ers are using
actual MK fighting moves in the middle of
an action game, basically taking the fight
on the road. Coming face to face with two
or three enemies will require skill, timing,

and a few freezes as well. You'll also be
able to pull off fatalities along the way.
The ability to choose different paths
gives the game some depth and an
explorative feel.

There isn’t an MK fan alive who
shouldn’t be excited about Mythologies. So
get out that version of MK Trilogy and start-
ing working on those Sub-Zero moves, until
this game finally comes home.

Using classic MK
fighting
techniques make
each stage of this
game a completely
different animal.

Being rocked by
explosions while
platform jumping
should be exhilarating.

Using Sub-zero’s
freeze is key to get-
ting by more than
one enemy at a time.

4 Using classic MK projectiles to fight
. - ﬁ off enemies while jumping platforms
g is completely new.
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The effects in Mythologies are astounding
— or Subby here had frijoles for lunch
and the inevitable has begun!

Different types of traps, like these force
fields, change gameplay and maintain
that MK feel.

No rest for the weary — constantly
attacking enemies make for pure action,
as well as an aerobic workout!

Lightning and stormy skies set the tone
for most of the levels. What did you
expect — a walk in the park?

Slipping by traps like these swinging
axes will either keep you on your toes or
give you one big headache.

http: //www.ultragp.com

(MORTRIL

Toasted Bill says, 'Find me and win a Mortal Kombat
4 arcade machine! Plus, youwll also go insane! What a
great' prize combo!!!’

Ultra Game Players and Midway Entertainment are giving you a chance to have your very own
MK4 arcade machine. That's right, no one in the free world has even played the game and you
have a chance to win one.

There is a catch, however. In order to be eligible to enter, you've gotta find Toasted Bill
somewhere in each of the July, August, and September issues of ULTRA Game Players. Usually,
around here, we hide from Toasted Bill, especially around deadline time, when he’s just to the left
of psychotic, but if you can spot Toasted Bill, screaming ‘Toasted!’ (duh!) and write down all three
months page numbers, then your entry will be placed in Bill’s secret stash bag and, once we find

someone brave enough to place their hand in the bag, we’ll
draw the winners at random. If you miss an issue or can’t
for the life of you find Toasted Bill, then help is available
at www.ugp.com. So start looking for Toasted-Bill in
this issue. Hey, an MK 4 arcade machine is worth a
little terror, insanity, and a slow, painful death,
right? Heh, heh; heh...

or via the internet,
visit the Kontest page
at: www.ugp.com

Grand Prize

One extremely lucky winner receives their very own Mortal Kombat 4 Arcade Machine!!!

Second Prize

Three rather lucky winners receive a free copy of Mortal Kombat Mythologies for the
Sony PlayStation!

Booby Prize

Thousands will go blind searching for Toasted Bill. Hundreds will die of shock upon finding
him. But hey, at least you don’t have to work with him!!! The horror...

THE LEGAL STUFF
No purchase necessary. Contest is open to residents of the United States and Canada with the
of of Imagine Publishing and Midway Muttiple entries are

prohibited. All entries become the property of ULTRA GAME PLAYERS. All taxes are the
responsibility of the winrer.

No cash substitution is allowed. Offer void where prohibited, regulated or restricted by law.
All entries must be received by September 26th, 1997. The random drawing will be held
September 26th and the winners will be published in a subsequent issue of Ultra Game Players

Imagine Publishing is not for lost, misdi T entries.

Editor’s choice is final.
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FERTURE

his month, we take
you deeper into the
world of Crash 2,

and get a chance to go behind
the scenes and hear from the
people who are actually making
the game.

One of the major additions
to Crash 2is the new set-up of
the levels, where the player is
able to choose any of five levels
to go to first. The order the
player chooses to play the levels
is all part of the strategy,
because certain bonus items,
and secrets will aid Crash in
getting through other
tougher levels.

Another big difference is
the variety of moves the loveable
Bandicoot has added to his
repertoire. He is now able to

One of his new moves is this
hbelly-flop. Look out below!

Q: With Marble Madness, you created
what many consider to be the best A
control interface ever (a track Izall to

digital and, as a result itis easytouse, -
- but there is a smaller amount of !gchmqué.

. that the player can use. Hopefully, the
+PlayStation will be mﬁvmg towards an -

- analog controller. Itis poss:ble we'll see a

new.cofitroiler and some gamesthat take' . -

Y % advamage of saarly as ihls fall T

hang, climb, swing, crawl, belly-
flop, and duck. With these new
maneuvers, Crash 2is able to
incorporate a much more explo-
rative nature to the game than
the strictly linear original.
However, the developer’s main
focus is pure platform action.
Crash 1 had different path
choices, but they always
returned to the main path. In
Crash 2, there will be several
different paths and new ways

T:vf:s'srl One of the new char-

. acters In Crash 2is
Thereis s emented-look-
also going  ing monster they

Q: You’ve been creatmg
games since the age of 17.
Do you ever get burned
out or tired of seeing 2
the same games over
and over again’

', A Never At Ihe E3

‘show ast year, we had, :
< what, 1700 new .- S
games’l The develop-
.~ ment communlty iste %
- huge and varied, and- ‘o
_ each.year comes up with' -

tobea call N-Jin.

tighter ‘ in the last four-years, P ve ‘played
focus on secret areas and items. ot some really fun’c games, like: Star i
Both of these features - Control ll, Myst, Doani, X-COM. LIFO

Defense, Earthworm Jim, and Marlo 64.
" Of course, I dun't workin reiml ‘orata
“.game maqazlne, 501 can lgnure the ‘same
3 games that yuu seaover and over again.

should ensure that Crash
2is an even better game
than the original.

With all that’s new,
there is only one thing for
certain in Crash 2 and
that’s that it is going to be one
of the biggest-selling, best-play-
ing games of 1997. Keep reading
right here for the most in-depth
coverage of Crash’s return.

1 Effects like snow- R
fall have been added M A n K c En”y

way is Crash 2 taking a:lvanlage
of its 3D world? 2

heverything in'the-
] scene |s ylsmle In3D, the. player,ls acm-

to give the game an

even prettier look. % ' i

2 Take this, Mario! e lot your erdmary child, Mark * salso presents ‘all kinds nf problems
Crash has penguin . because the player —the ‘camera —

nomiss o8 wwel. - has to fit into the. scene in a way mat %

, Marb/e Madness His next stop was Sega X
in Japan -and devel-

_ afrustration free SD platform game. W
* do this by | resrnctmg the camerato
gaine play friendly’ dlrecrmhs, and mak-
1g the distance relationships as obvious.
s possible from these directions, .+
The 3D enhances gameplay in'some - X
cases, “as when'Crash is ndmg on top: af |
" the wild boar in the otiginal game, and‘the .-

player-can see far ahead-and anticipate:

‘the next' qhallenges.-We 1al e,advamage of .

o lhls even rnnre o Crash 2. - i

R genuinely nice'guy.
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Transparencies are used efficiently
to create smooth effects, like fire.

Q: Hai
ously have experience working on 488
sequels. What do you feel are the keys
to crealmg a worthwhile sequel? SRS

When ‘we create a; sequel ‘wearenur-
tunng the characters created by the first.-
.game. In a first sequel fike Sonic 2, if
*ehange too much, we'hurt the se
me same time, we need many mew fea-

1ures tointerest the players. creatmg a

first. seguel |s ding thls middle . groun X

« - Subsequent games, howeve

i alferthe ga ay-and, in

_ fact, good developmenf of the characters. -

demands that we do so. If, as in th '

of Sanm, the third and fourth games ha

basrcally identical gameplay 1o lhe first, .

gamers lose intere:

\ understand exactly what they need ROX

asier, by allowing the creation of these -

+ human figures, real trme I‘rac-

X systems that Sega, S

:memory, and quality of lighting:

g worked on Sonic 2, nu obvi- 4

8 th‘lendo 64 and (1 belleve) gheaper to
s manufacture It was mrtherrnore avarl-

g the developmentof software, so there erI o

atlaunch than the Nlntenddﬁtl had.

XY A. No.The concep! oi Crash Bandmeot
New technology has made this harder; nq iRy

omplex'3D worlds. The- ‘Crash camera is .

FERTURE

console wnmdhave real lime curved sui
. faces to reduce the ‘blockiness of .~

e next hardware
y and
‘Nintendo release w prubably X
.only increase the polygon count;’

0: Supposedly you had a hand
in the M2 technology. 45 A
Can you shed any light rm this

myslennus system? & 4

A. As hardware the M2 is excel»
~ Jlent. Itis morepowertulthantﬁe

Unfcnunately, ardware cannot ’oe
launched alone Large numbers of quality.

,MatSUSHrta has done very little to fosier ¢ Bandicoots always travel in coach or cheaper. They’re all
notorious tightwads!

robabry be'even less good tities avarla

Q: One of the criticisms of the first
Crash was that it was very derivative
of other platform games. Do you leel
there is truth to that?

‘With many more secret areas,
(Crash 2is going to be loaded with
replay value.

" was‘let's find oirtwhat happens to good -

platfurm gameplay when we bring it into |
the third dimension’. The resuft was a*
--game’ wrth Some great scenes — running

N resuit of our

arch for. goud

first arcade architecture and have

bit arena. Looking to the future, could
you descrlhe your ideal cnnsnle’l

- do:more that just increase the polygon -
cuun‘l’ 1 hope s0. An ideal next\-generauon

http: //www.ultragp.com

; Q: Ynu slarlerl wnrkmg on some nf the &8

seen technology skyrocket into the 64- &
platform genre farther?

. ‘. :A:Crash.gets some
AS new bonsoles are released wil they 3

" from a giant ;riding a wild boar,
and crossinga rickety:bridge in the
at hadn’t been seen before.

low is Crash 2 going to pusl

n fiew toys.in Crash.
2— top secret for now; but we'll tell you

With colored lighting and four
different sources for light,
Crash 2is going to have some
dramatic effects.

Crash and his loveable
expressions are back, and
he’s looking pretty damn
scared. path choice- With
more path choices, Crash 2
Isn’t near as linear as

the original.

1 Since Crash is
basically a rat, it
makes perfect

sense to have a
sewer level.

2 There will be many
more 3D areas in
Crash 2, but most of
the game will be on
narrow paths.

3 Hey, wait a
minute... Is that a
vacuum cleaner?

4 Big flying enemies
are no match for a
The polygon models for all the wily Bandicoot.
characters are ultra-smooth.
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 Triple Play Baseball, EA SPORTS, the EA sﬁoBTs logo, Ultimate Judge and “If it's in the game, it's in the game.” are trademarks or registered trademarks of Electronic Arfs.
= Computer Entertainment America for tise witf)PlavS(a\ion game console, PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc, Yer outta here.
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- WAY T6 TEW. 50,900
SCREAMING FANS T0

ST DOWN AND SHUT Uf-

" The Ultimate Judge® of baseball just re-entered the building shoulderin’ a hefty : o
new 3-D engine. And polygon players so real you can see sweat on a pitcher’s =
' om the two-man booth.
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We have deadly proof

that hxstorv repeats itself.
Xiahou Dun Taishi Ci = Zhuge Liang

Dian Wei DianChon shocEe

|

Zhou Yu Gaun Yu Xu Zhu

Lu Bu Lu Xun Cao Cao

« Traditional Chinese weapons dictate style, speed, range
& accuracy of attack.

« Dynamic storyline unfolds on legendary battlefields.

« Fast gameplay — ultra smooth 60 frames per second.

« Based on Romance of the Three Kingdoms and the Only on
PlayStation

legendary warlords who fought to unite 3rd century

China. 2
=
« Strategic combat — unique defensive moves including é {
multiple blocks, dodge & parry are as important as = o
2 4

E KOE!

2

PlayStation

Zhao Yun

Available at retailers nationwide.
To order, call 415-348-0500.

Dynasty Warriors s a trademark of KOEI Corporation. PlayStation and the
Sony Computer

http://www.koeigames.com o Ko G i oo
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OH, SWEET
BLESSED EHLCESS!

oohoo! If there’s one
thing we like more
than finding an
overturned beer

truck or a free lunch,
it’s having a big bunch of really
cool games to preview! You
know what preview means,
right? What it means is that we
get to play all the latest games
months before you guys even get
to drool over them in store win-
dows. To be honest, everytime
we think of you guys drooling
over games we’re already play-
ing, it really cracks us up.
C’mon, admit it. It is kinda funny.
Here we are, playing all these
cool games, and there you are...
drooling. Ha, ha, ha! Too much!
And don’t even think about com-
ing down here to storm the
office. After all, that's what
we’ve got Bill for — that, and
overturning those beer trucks...

http: //www.ultragp.com
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PREUIEW

system: NINTENDO B4
A

m @ e

Anyone up for a big, bad, bundle of speed
wrapped up nicely in a plastic case?

ith the general lack of software for the Nintendo 64, news of
w any game is good, but a great looking game like Extreme G
must be seen as a godsend. Currently, the only racing games
available for the N64 are Cruisin’ USA and
Mario Kart, neither of which can even Corkscrews and other dizzying track
compete with Wipeout XL on element are liable to leave the
the PlayStation. DBIMeY TALSEOUS.
There is no denying that Extreme Gis

a Wipeout clone, but if it’s done with the same or better speed, graph-
ics, and fun, we aren’t going to complain. There are 12 futuristic
tracks, set in four different worlds. Each track takes you on a wild,
twisting, turning ride. There are more corkscrews, loops, jumps, and
freefalls in Extreme G than you’re likely to find in any amusement
park. The
racers are
bikes that
are
magnetically
connected to the
track and, there-
fore, can defy gravity
for some amazing
inverted racing. Another
interesting twist in gameplay

The light-sourcing and smooth graphics
are just plain awesome.

is the ability to

ride up walls The weapons

around big cor- actually lock on to
ners to zip by other racers or the back of
avoid mines. The speed of the your bike.

game is already insanely fast, and the devel-

opers have promised even more speed and a

~ better camera that really gives the stomach-
churning feeling of a roller coaster.

By itself, E)(tremeﬁ'styould be an

routes that can be reached I exceptional . Climbing up the walls
by jumping or turning off makes thi { = on wide tums adds a
the track. . whole new dimension to

the genre.

bugs that will smash on your
windscreen. Very cool

This part of
the game

was
designed by
Evel Knievel

and comes
with its own
parachute!

1 Free falls like this are sure to
send many stomachs into
gamer’s throats.

2 Different lighting for the tin-
nels just adds more realism.

Well-designed weapons ik Wicked crashes send
this are great fun for the bikes fiying.
multi-player game.
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quare-jawed heroes have been a
staple for videogame designers
and cartoon animators alike for
years, but seldom do the two things come
together in as spectacular fashion as
Sony’s impending Captain Blasto! Sony is
going to be spending an awful lot of time,

These early graphics are
crisp and attractive, but
will be Improved before
the gamelis released.

money and effort ensuring that you kow.

exactly who this all-American Earth

defender is. Prepare for a

onslaught of epic proportions.
Fortunately, the gal

going to have epic qualiti

early materials we've se

be armed to the teeth,
and Sony promises
that his weapons will
raise standards and
eyebrows in the gam-
ing universe. Jump,
shoot, explore, and kill,
but make sure you're
home for dinner.

The transparency on this

show, it helps reveal a

he must be d yed.

e

hen Psygnosis first

released Formula One, it

came out to great applause
from the whole gaming industry. Finally,
a Formula One game with slick graphics,
comprehensive data and realistic control.
There were two jarring omissions though:
A two player option of any description and
realistic crashes. When the cars collide in
Formula One,

-

esults are less than spectacular.

~ Thankfully, Psygnosis has
addressed both theSe praglems, including
a fab new split screen mode for twe play-
ers, and making the cars flip, tumble, skid
and generally crash. Wow! Could this be
perfect? Psygnosis certainly hopes so,
adding that many of the little glitches and
bugs found in the first game are fixed for
this incarnation.

All the new data for the 1997
Formula One season will be intact (give or
take the fatal exceptions that occasionally
occur in the course of a dangerous.

sport!) and stat fans will find that the
tracks, cars and graphics are accu-
rate to the last detail. So if you
ught that Formula One couldn’t
* be topped, think again. Formula One
“97is more of a quantum leap than
- asequel.

One of the things missing from
 the original was realistic
crasfhies, a feature that has
been added for ‘97 - in spades.

034 ULTRA GAME PLAYERS __

tunnel section isn’t just for

fiendish bad guy. Obviously,

SYSTEM: PLAYSTATION
PUBLTSHER: ~ SCEA
DEVELOPER: ~ SCEA

RELEASE DATE: FaLL 15977

RN

SYSTEM: PLAYSTATION
PUBLTSHER: PSYGNOSIS
DEVELOPER: _ PSYGNOSIS
RELEASE DATE: FaL 15997

Hey! Thisiguy
drives]uﬁﬁe
Rogidoes! Who

knew parallel
parking

could be
'so dangerous?
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tion i threatening to ki
ka, qvg:r-hardened resistance
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on-stop action and excell
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__Another revelation that the makers of
Tomb Raider are a force to be reckoned with

SYSTEMS: PLAYSTATION, SATURN
PUBLTSHER: ETDOS

€ have been getting
updated versions of
Fighting Force ever since
we first reported about this hot new title
in our April issue. This month, we are’
finally getting a chance to see much
more of the game.
Al of the playable characters are
now in the

Big 3D worlds,
like this city level, are hegging

The only notable new weapon
is this bazooka, and man, does
it pack a punch!

..
Using the bazooka to blow
up the enemy’s vehicles
is awesome.

1 Other levels revealed are
this treacherous traverse
over a bridge.

2 Holding the enemies while
you pummel them with
punches is tops.

game, and they have all been
redesigned by Mark Silvestri

Mace is one of the female
characters and, judging from
“the bowncing, she could use

'some sort of sports bra.

of animation giant Top Cow.
There are a total of four
characters, two female and
two male, and they are all
completely unique in looks
and abilities. The two female
characters wear very little
and move quite a bit (if

you know what | mean),

while the male characters

engine blocks, vending
iﬁaéhines, and some vehicles
at the enemies, while the.
weaker characters have much
faster attacks and must rely on
speed and old fashioned guns.
We also got a chance to
see more levels, which all
have ornate detail and depth.
Not many of the enemies or
objects were in place, but
when the game is finished
nearly everything on screen
will be completely interactive. If
you see a piece of beef jerky
sitting on a table, odds are you
can pick it up and start smack-
ing bad guys upside the head
with dehydrated meat.
We'll keep you
posted with all the
information we get
until Fighting Force
finally comes out.

The underground
subway has lots of
possibilities, includ-
ing being smashed
by a train.

03k ULTRA GAMVIE PLAYERS

are each equipped with bulging

polygon biceps. Many of the moves.

(rumored to be well over 100) have

not been implemented, but the

developers explained how the game

would play differently depending on

the character you picked. For example,
the stronger character can heave

The redesigned Hawk is
much improved over his vest-
‘wearing predecessor.

It appears that Briice's: w
the

new weapon of chol
shoots Nerf balls

Lanais the other
femme, and she,
too, is only

lacking clothing.

Smasher is the biggest, stronigest,
character, and he can pick up
engine blocks to use as weapons,

htEpr 4/ www.ultragp.com
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SYSTENM:  PLAYSTATION
PUBLTSHE] SCEA

hy has Parappa The Rapper iew it i
received an awful ot of non that is Parappa.

attention from the gaming It's notreally a
press? Because it's totally bizarre and com-  of your memory an
pletely original. Parappais even fun, in a appear on the s
twisted kind of way. Sony has finally which you hav
decided to release it, and boy are we glad points for crea

they did. Now we don’t have to bust our and scary. Tl
brains trying to explain the
concept. So here,
for the last
time until.

Each ‘level’ is a songjabout
a different event — here
'we see roggy forgotto.

i
one hand, you

know he’s
packin’ steel
in the other!

1¥'s the East Coast vs. the
lMest Goast in a classic

SYSTEM: - PLAYSTATION
PUE_ISIE ACTIVISION

REL[ASE DATE: SEPTEMBER

ogether, Activisionand =~ i I
Eutechnyx have created one of  six unique worlds co

the most comprehensive rac- The worlds include 12 street tracks
ing games on the market. Grand Tour Hong Kong and Moscow; 12 rally tracks in
Racing features an unparalleled 3D world Egypt and Easter Island; and 12 off-road
that combines speed, graphics, vanely, tracks in Switzerland and Scotland. Each

and almost no pop-in. of these tracks can also be raced in differ-
- Players can choose from eight inter-  ent weather conditions and at different
national teams, three types of racing, and times of the day. The control is still being
tweaked, but this game is already looking
to be
a winner.




£

SYSTEM: ~SATURN
PUBLTSHER: - SEGA

- i DEVELOPER: SEGA
4 4 RELEASE DATE: AUGUST
I : N e e s e s e

E very now and then, Sega throws to its fate. Sonic Xtreme was na

a surprise our way, like Nights or time when marketing ‘geniuses’

Panzer Dragoon, but this time, vinced that America’s youth went
Sonic Jam brings back a familiar face: one on a jet-powered snowboard, naked, -
Mr. Sonic T. Hedgehog. And it’s a welcome painted blue and slammin’ a ‘Dew’. Tl

return, but perhaps not in the form you’d were ‘Extreme’ times, my friends.
imagined. Sonic was supposed to be back Too extreme, in fact. Sonic Xtreme
last year in a game called Sonic Xtreme. was not to be. A combination of factors led

The name of the game was the biggestclue  to its delay and eventual cancellation. The
Choose which game to 3D romp that was planned fell "
play, and Sonic canrun by the wayside. It's not all bad
around at his leisure, " news, though — Sonic has
" leaping, cavorting, and migrated:pacl?% Jap§n and his
enjoying himself. original creators, including Yuji
Naka, as well, seithe end resull
will probably be better anyway.
Mr. Naka and his team are 3
working hard on what they have
termed Sonic Project, a 3D
| Mario-style romp with (we’re
told) gameplay features that
have never been seen in any.
other game.

i ink it’s too late for Saturn?
-

This crazy new 3D stuff,

seems to suit Sonic.
Let’s hope that Sonic
0 Project lives up to this
2

early promise.

SYSTEM: PLAYSTATION, PC
PUBLTSHER: ASC GAMES
DEVELOPER: TOP_D0G
RELEASE - DATE: NOVEMBER

These shots highlight a
very early version of the

ith ASC’s TNN' Y1) an indoor stadi tyle track. You'll be

w HardCore 2, it seems as if able to race on all of the new terrains in
there’s a lot to look forward  your choice of ten different hardcore

to this holiday season for off-road racing trucks. The game will allow you to cus-

enthusiasts. This time around, there’ll be tomize your vehicle with the winnings that
a total of 16 competitive tracks, including you earn by competing.

The physics and
The tracks are wider handling of your
than in the original title vehicle seem very
| and invite the player to responsive to the
explore the terrain. terrain, with plenty of

spin-outs and rolling.
There’s even promise
of some challenging
vehicle damage. With
the wide variety of
tracks and vehicles,
this should prove to
be an involving
challenge with quite a
bit of depth and
replay value.

Head-on meef

other trucks, like,
shot, will af

vehicle’s damag
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The first-ever

LOO-polygon Gecko goes undercover:

SYSTEMS: PLAYSTATION, PC

CRYSTAL DYNAMIC:
RELEASE DATE: NOVEMBER

ex originally strutted his stuff
on the now defunct 3D0 and,
despite the limitations of the

system, it was a well-designed, original,
and fun game. However, Secret Agent
Gexis a complete overhaul of the original
and looks to be another impressive 3D
platform game.

Once again, Gex will be a wise-
cracking Gecko, with Dana Gould serving
as the voice, but this time the 600-poly-
gon gecko comes with a tongue and

With over 118 moves, he’s
only a couple behind our
own Mike Salmon.

Being chased by childhood
toys is a bit embarrassing.

However, being chased by the
undead is inherently cool.

Transparencies on enemies
like the ghosts show off the
PlayStation effects library.

2 Al of the enemies are a par-
ody of pop culture. Here’s a
mixture of Luke Skywalker and
Trent Reznor.

‘040 ULTRA GAMIE PLAYERS

moving lips. The parody nature
of the game pokes fun at pop
culture though eight differel

" Gex as a storm-trooper is techno-
logically impressive and pretty
damn funny to boot.

channels, each consist-
ing of two levels.
Different worlds include.
horror, martial arts, sci-
fi, circuit city (7ron), and
volcano. Each of

the worlds looks
completely dif-
ferent, is inhabited
with unique ene-
mies, and puts the
gamer through a variety
of mental and hand-eye tests.
Each level has three different
ways to be completed and a
new three tier
collect g
systemintro=
duces a new
importance
0 picking up

i a

The control is spot on, allg
ing for excellent maneuve

b4

Gex has been
animated to perform
118 moves! The usual
tail whack, jump, and
tongue lash are all
back, along with other
moves like a firetrail,
ice, and spitting pro-

Al of the back-

iec_tiles. Gex a!so has 3D The tail whip is

uniforms he picksup along  cgjj the main grounds have
his journey to help get weapon for any morphing textures
through certain areas. Inthe _self-respecting and a rich, detailed
sci-fi world, Gex dons a Gecko. 3D world.

Stormtrooper-type outfit, as
well as a space helmet.
The enemies are great. One
of them, Hucky, is a creepy
little doll (similar to Chucky)
that frantically chases you with a butcher
knife and when you hit him, his head falls
off; then the body and the head both
chase you. #
Overall, the control, personality;
and originality of Gex: Enter The Gecko™
are plenty to get excited about.

Hmm... Geckos can
climb trees in
real life...

‘Alllof the models.
in the game are
very well done,

including this

fearsome.
Pterodactyl.

http: //www.ultragp.com



syster: NINTENDO B4

PUBLTSHER: NIDuAY HOME ENTERTAINMENT
DEVELOPER:  MIDuAY

RELEASE DATE: NOVEMBER

Don’t toss out that N&Y!
Here comes the fun!!!

emember back when the
Nintendo 64 first came out?
Sure, there were only two

games, but both of those games were
chock full of gaming goodness, full of fan-
tastic fun... and then came the drought.
Suddenly, your N64 was relegated to the
‘Almost A Doorstop’ shelf. What
games were available either
didn’t offer much in the way of
fun or were so hard to control
that there were rumors of
emergency rooms filled to the ceiling with
gamers whose hands and wrists were
permanently spasmed. And then along
came San Francisco Rush...

It really isn’t fair that one gal

should have all the good
I R %%fm S,
, fantastic crashes, screaming

passengers, and exotic cars are just some

1 ... and youw’ll hit a ramp
that shoots you up towards
the roof...

2 ...of course, if you miss,
this is how you’ll end up!

http: //www.ultragp.com

of attractions this title offers.
This console version of the
arcade hit will offer eight
tracks (the original four, and
variations of those four), have
a split screen mode, and
should be fully compatible

Two Volkswagens duke it out
on the Golden Gate bridge.

with the Rumble Pak.
But now, let’s talk
about fun...
Imagine your-
self screaming down
e Embarcadero
way at 165 miles

es, hit
and you'll find your-
ough the air. if you don’t run
jagged rebar dangling from the

upper deck, you'll be hauling
ass towards the biggest foop.
ever built into an American
freeway system. And
that's on just one sm:
sectior

C’mon, drive under that semi.
You know you want to...

Forget these arrows! There’s a shortcut

AAAAAHH! The giant Clamato
tidal wave!!! Just kidding..

just ahead to the left!

This rebar isn’t the kind of
thing you want to hit at 150
mph, especially 50 feet off
the ground!

Get past the rebar and yow’ll
find yourself here...

'S
=




SysTems: PLAYSTATION

Ciamax
RELEASE pate: FaLL 19797

m Climax, who delivere scout out
Land Stalker and Dark Savior the sidewall
for the Sega, comes an excit- through police barricade:

ing new PlayStation game (its first) called  game is also
Felony 11-79. And as the titles suggests, blessed with real-

the object of the game is pretty much to istic controls
run, or more to the point, drive about. and a genuine
The idea is pretty simple. Instead of rac- sense of speed,
ing other cars around a track, the object making the

is to find your way through elaborate 3D intricate
environments, finding key check points maneuvering all

It may look like a racing game, but
Runaboutis an exciting, new, mis-
sion-hased driving game.

as you go. If that sounds too easy, con- the more satis-
sider the fact that everyone and fying. Keep this
everything is likely to get in your way. ~ one high on the

Among the many exciting features wmust-have list.

in the game is the opportunity to choose - When the
from a list of 22 vehicles, including some game finally
particularly interesting choices in the makes it to the
form of a Greyhound bus and a vintage US, it will be

Vespa scooter. To make your way published by
through the game’s tricky environments, Ascii. The name
you will need to master the strengths of at this point is still
your chosen vehicle and learn how to tentative (the game

was called Ruiabout in Japan), but
they will likely be changing it to. &

end, Felony 11-79 will
undoubtedly be one of the

Don’t be afraid to search out
cuts on your way to the game’:
check-points.

Avoiding obstacles on your way

through the 3D environments is

sometimes a matter of finesse, ‘- F
and sometimes it's not. = Choose from a
" g huge selection of
1 The cops are always after ] Y traditionai and
you, evel videogames. - ] e nol-se-adilional
2 The Austin Mini may look ¥ = cars, trucks

cool, but don’t expect a whole b and scooters.

lot of speed out of this baby. P
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rmored|Core]

If a heavy dose of colliding metal
gets you hot, then look no further

tfirst glance, it appears that

Armored Coreis Sony’s version

of Virtual On, but this game
has much, much more.

The robots were all designed by the
same artist who created the
Japanese Anime Macross (bet-
ter known here as Robotech),
and the results are stunning.
What makes Armored Core so
promising is its depth and vari-
ety. Players can create their own robots
by choosing from different heads, bodies,
arms, weapons, legs, computers, and col-

ors. The possible i of different

Effects, like the spray in the
sewer level, give Armored

statement) and gives the
player the opportunity to indi-
vidualize each mech. Once the
robots are created, there are
two completely different

Core a smooth look.

games to play.
The two-
player game is

robots is enormous (Ok, so we’re not so
good at math and we made a general

The split-screen battles are very similar
to Virtual On, but the teeny windows
could be bigger.

1 We’re just guessing, but

‘we think that the Japanese text
'says something like ‘you are
loser boy, go home’.

2 The interactive backgrounds
allow you to look for secrets or
just blow things away for the
fun of it.

http: //www.ultragp.com

Virtual On, a
split-screen

robot showdown
on one of several
arenas. The ability

DEVELOPER: FROM SOFTWARE

on the type
to create your own of robot you bull,
mechs really you have different
enhances this part fiying abilities.
of the game,

because you can
save a mech and travel the free world
battling other geeks (uh... | mean
players). The graphics in Armored are
even sharper, smoother, and richer
than Virfual On and the speed of the
game is actually faster.

The one-player game is where
Armored Core deliv-
ers the full package.

Yo 40 One of the coolest
‘ou have over parts of the game is
levels to explore, fiying your mech
including Doom-like through the levels.

narrow hallways and
MechWarrior-like
open areas, each filled with a variety of
mechanized baddies, gun turrets, and
armored vehicles. The 360-degree nature
of the gameplay has the player flying
through the air shooting down
planes and ducking behind
corridors to take out turrets.
It promises to be an
intense battle.
Overall, Armored
Core looks to have all it
takes to be one of the best-
playing, best-looking
games this year.

No, this isn’t a pre-rendered
movie, it's actual gameplay.

The variety in levels has your Mech
touring through hallways, flying in the

desert, and gliding through the sewers.

., o

great light-sourcing are the
norm in Armored Core.

The mother of all weapons
takes out everything in
its path.

703 113 1ol
5 0f delyse




There’s nothing like a cat fight
to catch a gamer’s attention!

Dee Jay was introduced in SSF I,
and immediately became one of
the more popular characters.

Super Street Fighter Il and all
it’'s options and modes will be Le [Lolur i

included in full. iy

(OTRURARELITES
ENH TS RIES

SYSTEMS: PLAYSTATION, . SATLRN

PUBLTSHER:  CAPCOM
DEVELOPER: CAPCOM
RELEASE DATI

Dhalsim and his crazy
fire-breathing antics are here in

http: //www,

their entirety.




hile the ‘A’ list of prospective
arcade games ripe for con-
sole conversion has steadily

been depleted, Sega has now turned to
some of its less prominent arcade titles in
the hopes of bolstering the Saturn’s game
line-up. This isn’t as bad as it may seem, as
even a mediocre Sega arcade game usually
outshines much of its competition, and fans
of Afterburner and G-LOC are sure to find
Sky Targeta welcome addition to the clas-
sic flight-sim/shooter genre.
Gameplay, as is
expected from
this genre,
focuses
more on

The ability to close in
on targets make Sky
Target a more
immediate experience.

SkygTarget

shooter than flight-sim, but the mixture of
high-tech jet fighters and real-time 3D envi-
ronments should appeal to general gamers
and ary techno-philes as well. The
player will be able to pilot one of four mod-
ern jet fighters, each featuring unique
performance characteristics, through 12
geographically diverse levels. There’s been
no final confirmation as to the types of the
pilotable aircraft, but these screenshots
seem to indicate that an F-14, F-15, F-16,
and EF-2000 will be the available rides.
SKy Target features a multitude of
enemies ranging from airborne jet fighters
and helicopters, sea-based battleships and
destroyers, to miscellaneous ground tar-
gets, like bunkers. Overall, the enemies
attack in wave after unrelenting wave in
real time 3D environments. Occasional in-
close confrontations with giant bombers
help to enliven the game-
play with an intimacy and
immediacy lacking from
similar flight games like
Ace Combat.

Somehow, jets versus
{ helicopters just doesn’t
sound fair... GOOD!

SYSTEM: SATURN
PUBLTSHER: SEGA
DEVELOPER:SEGA
RELEASE DATE: JULY

Locking on distant targets
is an important aspect of
gameplay as the numerous
-enemies approach quickly.

Fast-paced,
high power air
batties with
cutting-edge
jet fighters —
Sega’s latest
arcade con-
version looks
to be right

on target.

| Sea-hased
enemies, like
battleships and
destroyers, add

variety to
the shoot-fest.

SYSTEM: _PLAYSTATION
PUBLTSHER: ASCIT ENTERTAINMENT
DEVELOPER: ARGENT

RELEASE DATE: SEPTEMBER




qzel:|Rc
Dragoon]RP

Never mess with a dragon
equipped with lasers and missiles

One of the best track-
based shooter series

niquely conceived, and excel-
lently executed, the Panzer
Dragoon series is a favorite of

Saturn fans and could very well rank with
the best track-based shooters of all time.
But perhaps more impressive than the

i and the exquisitt
graphics of the Panzer games is the
allure of the seemingly backwards desert

Mushroom: riend or foe?
We say.shoot and ask
questions later.

04k ULTRA GAME PLAYERS

world populated by armed dragoons,
simple farmers, and massive airborne
assault vessels. In response to requests
from the cult-like following the series has
garnered, Sega has made the next game
in the series an RPG that will allow.
gamers to explore more of the fascinat-
ing world of Panzer Dragoon.

Shooter fans have no need to worry
though, as the ‘fly and shoot’ portions of
the game will apparently be retained. The
role-playing elements in the game will
take place in between battles as the
player is allowed more freedom of move-

ment to make discoveries in the full 3D
environment. Players will be able to
visit various towns, gather informa-
tion, and purchase supplies. These
elements also tie in with how the
player raises his dragon. The
dragon can take one of several dif-
ferent developmental paths,
depending on how he is raised. The
development of the player’s dragon
will effect combat, travel, and other
important factors during the quest.

The graphics engine
looks much the
same as the earlier
games in the series,

Although details are still vague, with the possible
there is also a new turn-based combat addition of a few
system added to the game. Similar to new camera angles.

will proceed to
on. Whether this wi

attack system isn’t known

The Stor

Thousands of years ago, before th
Golden Age, mankind was followil

road of decline. The race of mankind fo:
its former power and was soon referred
1o as ‘Aggressive Animals’. Soon, man
developed science and soon after, the
ancestors of man’s past were discov-
ered. Using its new found science skills,
man attempted to work on the ancestors’
gene and DNA reconstruction which gave

RPG or shooter, few game
the intriguing dragon-filled world.

The cities and villages of
Panzer Dragoon are no
longer relegated to FMV
sequences. Search, explore,
and discover 3D environ-
ments and discover your
character’s destiny.

http: //www.ultr




birth to hideous monsters, ani
were afraid of them, they live:
During this era, mankint
restoration of rights, and Th
its might, using a newly discove
This power was the lost power
Century’. The Empire took possession of ‘the
relic’ (which was found in the dead ruins of
the 0ld Century’s City and its military facili-
! ng with weapons and tools.

the man who spearheaded a

Kreimen, why he attacked thei g

shoots Edge and tosses him into the depth:

of the pit where the relic was discovered.
Plummeting to his death, Edge is saved

by an ‘Aggressive Animal’ — a dragon. The

dragon shows Edge his vision of a yet

unseen, strangely-shaped relic. From here,

the dragon begins flying. The ever-careful

Edge stands in front of the dragon. He climbs

onto his neck, mounts the dragon and begins

his quest.

rom the people who brougl
you Rayman, here’s an :
prettier game! Tonic Trouble,
sly known as Ed, is their latest
ic masterpiece. Featuring the
hical style that made Ray Man so
ctive, Tonic Trouble takes place in
ully realized 3D world.
- The screenshots here are indicative
f the kind of gameplay we've seen in
Matrio 64 and Doreamon, with a third per-

SYSTEMS: _SATURN

PUBLTSHER: SEGA

DEVELOPER: TEAM ANDROMEDA
RELEASE DATE: ST @R 1998

The Chara

Edge — Edge is a 15 year-old

belonged to a hunting party wh

is hunting fierce animals. Now, he pi

all of Kreimen’s group for the sole pul
killing them.

Kreimen — He is the leader of the Rebellion.
He plundered an important excavated artifact
containing ‘Azel’, and escaped with it.

Azel — A demi-human from the Old Times.
She was discovered in the historical ruins,
and was awakened by Kreimen’s hand.

As many an editor at UGP would know, golden

Take care of your little dragon buddy and watch
him grow. Care for another Happy Meal, pal?

UBISOFT
UBISOFT
RELEASE DATE: 1ST @R 15998

son perspective as the characters zoom
around in a 3D world. The game is ship-
ping for both N64 and PC, with a
DVD-enhanced version for the PC. The
DVD will be used to store higher quality
audio and video sequences, as well as
being a good excuse to buy a DVD ROM
drive for your PC.

The character, still known as
Ed, will have the usual range

of powers at his dis-

ight sourcing and trans-
parency effects will be

present in both PC and ¥
NB4 versions.

posal, and sharp-eyed
readers will note that
there are missing
arms and legs in
this game, as
P ;

ust have to
ait. We'll bring y
in a future issue.

arches do hold a strange allure...

ike the wait for

Why a guy wi
legs is smiling/|
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ster: NINTENDO B4
B1G

83
PUBLTSHER
DEvELopER: DIMA DESIGN

RELEASE pATE: FALL 1997

MA Design is a wee software
company located in the bonny
glens of Scotland. When not

wearing Kilts, cloning sheep, playing bag-
pipes or ‘acting like a right bunch of radges
and bampots’, these lads and lasses like to
create stellar games, like Lemmings.
They’ve been cranking away at this and
Body Harvest for the N64 for ages now and
the results are pretty nice looking.

Silicon Valley takes place on an aban-
doned space farm-type thing, now over run

Either this thing is the space station or
we’re losing our minds...

ossessing controls similar to
Twisted Metal and graphics
rivaling those of Warhawk,

Sony’s tank-sim game, Steel Reign,
seems to be a promising title. Featuring
weapons ranging from homing missiles to
multiple land mines, you’re able to choose
for yourself exactly what kind of death
you want to deliver from your 360-degree

with bonkers, self replicating cybernetic
animals. Your job is to take control of the:
i T i o e
these half-crazed, yet endearingly cute,
mutated monstrosities.

The in-game motion and appearance
is reminiscent of (AIEE!!!) Mario 64, but the
range of vehicles soon eclipse that initial
impression. You can run, fly, drive and
swim around the Valley. It looks cool. The
creatures are overwhelmingly cute, but the
game is tempered with unreasonably vio-
lent explosions and death — so it has
appeal for sociopaths and families alike.

Some questions have been raised about the
future of the game, given that the publisher,

BMG plans to stop publishing. Our guess is
that Interplay might end up releasing this
little number.

This is a bizarre

game for you.

rotating turret. With smooth arcade style
controls and a diverse set of landscapes,
you'’ll definitely be able to immerse your-
self in the action (just try the first person
camera perspective). Considering the
absence of any really similar games avail-
able to PlayStation gamers, Steel Reign
might be able to carve a nice niche for
itself in the market.

With flat, massive
terrains and more
enemies than you can
shake a stick at, Stee/
Reign’s got you
kung-fu fighting your
foes in a tank. You
Kknow, this has got to
the biggest beach
ever.been o

g‘ robot/tank/polar bear com-
bination. If you aspire to
becoming one, this is the

The split screen
antics available

Sheep are a popular target for
strafing runs in Silicon Valley.

..to the myopic, green, uh...
things. What the hell is that?

A garden variety of
backgrounds and
environments maintain
the game’s impressive
look and challenge.

' HIDDEN
 DESERT BASE

Youw’ll have more than your

share of government mis-

sions to conduct. It’s time to
1

1EAD NORTE TO THE €1TY, 003 break out the big guns!

JESTROY THE RADAR ISTALLATION
0 PREVERT THE EAERIY FROM
'EACKING YOUR BOYEHENTS.

With a fully rotating

turret, you’ll be able to
cream the bad guys

with an abundance of
different weapons.




SYSTEM: PLAYSTATION

PUBLTSHER: PSYGNOST
DEVELOPER: PSYGNOSTS
RELEASE DATE: FaLL 1977

ell, if you bought a and adjustable cameras, the sheer pace of
w PlayStation years ago, back the action and the pyrotechnic goodie:

when it was all new and around you make it a an immersive and
shiny, you'll have seen a picture of a game enjoyable ride. Psygnosis promise
called G Police from Psygnosis. You see, it range of missions and hidden; g&
was supposed to be out soon after the also promises that the gam rea‘f really
PlayStation launched, but after nearly three will come out this ¥ - S
years of development and unfeasible T he '} 4
amounts of cash, it’s danged nearly ready. = % : e . | —— -

So what is G Police, and why did it This top-down perspective not only looks pretty, it

take so long to produce? Well, it's a X < * aliows you to see the bigger picture, spinning round
reasonably complex, graphi- 1o take OUE enemies auproaching Euin belinil,|
cally stunning 3D shooter, T e
featuring futuristic police
helicopters and lots of
‘stuff that blows up’
Why did it take so
long to finish? Well,
let’s just say that if
you fill a room full of
people with long hair
and computers, then

things start to slow " %  The in-cockpit view
down, but the action in Is frighteningly real-
G Police doesn't. It's a e istic, with gaseous
blast a second. explosions going on

Although the game con- s all around. And yes,

the copter is a

i al clichés, like a it
tains all the usual clichés, e breeze to control.

radar screen, lots of different missile types

PLAYSTATION
PSYGNOSTS
PSYGNOSTS

RELEASE DATE: FauL 1997

This is Cerberus, in mythology,
the three headed dog that
guards the gates to hell.
Obviously, this is a different
Cerberus. He only has one head.

ometime in the future, sn the people wht
s boarding simply won’t bef brought you
extreme enough. WipEoutand
Snowboarding through bizarre, twiste their thirst for
alien landscapes on jet-powered hover- mind-numbing
boards will be a far more acceptable acceleration
sport. And that's why Psygnosis has cho- should make
sen Psybadeck as its sports game du jour.  this fast, if
Speed freaks will  nothing else.
be pleased to The character
hear thatthe  designs are

game is perhaps the

being coolest aspect of
designed the game, with

by some of groovy Anime style

characters that should
appeal to everybody. At this
point, the designers are hard at
work filling the courses with
whacked-out traps, obstacles
and enemies.
We've seen a very
early version of
Psybadeck, and we
fully expect it to rock the
world when it’s released
this fall.

Hey, he’s chock full
of anime attitude and

These hazard-filled snowscapes are fast, smooth { ‘f(
that’s, uh... cool. —

and sharp, thanks to the miracle of phong and
gouraud shading. Expect texture maps later.
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hile rumors abound regard-
ing a possible hardware
upgrade for the Saturn (or

even a whole new system from Sega) that
will be able to recreate the magnificence of
the Virtua Fighter 3 arcade game, games
like Last Bronx prove that there’s still life in
the Saturn until the next-next-generation of
gaming arrives from Sega.

Last Bronx is the latest in the long
line of arcade fighter conversions from
Sega, and it could arguably best the likes of
Virtua Fighter 2 and Fighting Vipers which
preceded it. Like VF2, Last Bronx will place

Last Bronx adds.
Sega’s all ready e
Tin

ILast|Bron

its emphasis on high-resolution graphics
over the effects-laden, but grainier graphics
of Fighting Vipers. The game engine itself is
basically a derivative of the engine used for
VF2. Despite its age, the engine is still the
premiere fighting engine currently available
on a home-console system. Programming
tweaks to the venerable engine will have
Last Bronx running at a projected 60fps.

In terms of gameplay, what sets Last
Bronxapart from VF2and Fighting Vipers is
that the each of the eight characters pos-
sess a unique hand-to-hand combat
weapon to compliment the character’s par-
ticular fighting style. With its high-res
graphics, smooth animation, and weapon-
based gameplay, Last Bronx
looks to be a major
player in the bur-
geoning
weapons

combat
fighting

. _ronments look

v

The bar;kgmuﬁﬂ envi-

RELEASE DATE: OCTOBER

sysTer: NINTENDO B4

DEVELOPER:  TNFOGRAMES
FaL 1997

Sega fighting gam
always been able 5

Go Hammer,
Go Hammer,




orrors! Capcm’s Resident
Evil 2is currently running
ate. Inmally, the game was
be & superior tpdate to the

. Capcom pulled it back a little

though, in order to ensure that the
sequel wotld be a vast

gaming elements
and even more

Flamethrowers
make for .

a foul-smelling
barbecue! Who’s
got the buns?

e o
u know, Ace Combat
showed a lot of promise. It
looked, on first appe:

- ance, like a cool, action-based flight
sim. Bill, our evil, all-powerful manag-
ing editor, was less than pleased,
however, He complained that it was too
shallow and there was too much php :

astonishing graphics.

Fans of the original

game (and apparently there

are millions of you) will

remember and appreciate the game’s
suspense filled and often terrifying
atmosphere. The good news is that the

sequel promises to be even

scarier. Capcom has thrown in

more puzzle elements than

found in the first game, mak-

ing exploration of the
zombie-filled levels all the
more entertaining.

You'll also have access to

ee, this is why your
tell you not to
tches.

ment in‘almost every
respect. The graphics are better,
re’ gmﬁre mphasis on strategy and

= the i shallow ground

have been beefed up massively. The

&

feeling of loneliness, often experlenced .

in the first game; has been replaced

up. Since we're all
Bill, we begged Namco 1o fix the prob:

~ fighting in two player
mode is enabled
“and essential to
. having a good
time. So strap on
your goggles, load
up your rockets
and feel the need
for speed!

The air to ground
iissions are more

‘détailed and fun than _
i

‘thefirst game.

SYSTEM:  PLAYSTATION

‘Scum-sucking zombies crawl
Tom the sewers, no doubt

flushed down there by chil-

dren who didn’t look after ‘em.

Look, he’s. dead, so stnp

= PLAYSTATION
PUBLTSHER:

[Enhanced graphics and sound take this a
step further than the original Ace Combat.
‘Smoother, faster and slightly more fun.

The EA-6 Infruder is perfect for

‘bombing runs when stealth and
ssecrecy is required.

Choose your aircraft carefully, its
performance will affect llle way
you fly a mission.

proaching small defenseless country,
. sir. Shall} blow them up now? - Over.”
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Wars

In effect, this is like the battle

a bviously busier than a big bag of
beavers, Psygnosis has been
churning out high-quality gaming goodness
like there’s no tomorrow. lts latest venture
into the world of 3D is Colony Wars, a game
that could be fairly compared to Wing
Commander or, if you're fifty, Star Raiders.

The premise is simple: You are a
crack starship pilot embroiled an a typically.
epic plot involving colonized planets, rebel
forces, energy shields and massive space
installations. Obviously, it is your duty to
blow up everything stupid enough to fly in
front of your crosshairs.

from Wing com-
pressed into a densely packed space
combat sim. The gameplay graphics are
much, much better than those seen in Wing
Gommander (any version) and the cut
scenes are all rendered, without resorting
to ugly and incongruous FMV.

Although this could be viewed as a
simplistic shooter, the freedom of move-
ment and complexity of enemy attacks
makes it a whole lot more. The addition of a
plotline is diverting, but fun. It looks like
Colony Wars might turn out to be something
special. With competition from StarFox

though, it could

- O

be eclipsed.

the sun!

Set the controls for the heart of

SYSTEM:_ PLAYSTATION
PUBLISHER: PSYGNOSIS
DEVELOPER: PSYGNOSIS
RELEASE DATE: FaLL 15997

Damn the photon torpedoes!
Full speed ahead!!!

The planetin |~ -
- isbad

ground may look pretty and peaceful

from here, but the atmosphere is

swarming with evil galactic scum..

SYSTEM: PLAYSTATION
PUBLTSHER: PSYGNOSTS
DEVELOPER: PSYGNOSIS

hile Twisted Metal hinted at

what could be achieved by
combining guns with cars, it

never really lived up to its full potential,

graphically. Shadow Master
may correct that prob-
lem. Iit's Doomin a

car. Well, not

Hey, stuff
actually
happens in

Shadow
Master!.

052 ULTRA GAME PLAYERS

1 , more of a bug on wheels, Bugs
could have wheels. They could, really they

could. Anyway, if you can get past that sur-
real premise, you'll find yourself in a big
scary tunnel network, chock full o’ bad stuff
that must be blown up.

There are a few things that lift it
above the usual Doom clones, like the fact
that cornering is trickier than when on foot,
and the range of weapons is interestingly
explosive. So far, the game is a graphical
showcase — with cool lighting effects and
big, big detonations.

There will be a wide
range of mobile bug-cars to
choose from and lots of secret.
passages and stuff to blast
down, but the most curious
thing about the game so far is
the name. Shadow Master?
What does that have to do with

bugs on wheels?
Nothing! Shadow
Master sounds
more like a
Ninja-based
platform game.
Oh, well.

No doorbell?
Just give ita
shot and...

RELEASE DATE: FALL 1997

..we're sure they'll just let
you in!

0K, forgive the cliche, but
Shadow Master really is like
Doom on wheels.

//www.ultrag




pular series rolls on with an

SYSTEM: PLAYSTATION, SATURN

PUBLTSHER: ELECTRONIC -ARTS
DEVELOPER: ELECTRONTC ARTS
RELEASE DA

 mooth graphics and classic
s gameplay made Soviet Strike
one of the more enjoyable
PlayStation games last year. Now, with
Nuclear Strike, EA is taking the same
proven formula, touching up the game-

explosive 32-bit update

the gameplay is an extension of the living
battlefield where the player actually gives
orders to other allied troops. You can set
up different attacks by sendingin troops
from the north while you fly in from the
south. This pure action and strategy

play, adding new vehicles, and
on the living battlefield.

Once again, the player works for the
undercover Strike Organization, but this
time there is trouble in Asia. The same
informative and well-executed FMV sets
up the story, and the main three charac-
ters, Andrea, Hack, and General Earl, help
you along the way. Like earlier versions of
the Strike series, Nuclear Strike allows
the player to man different vehicles in
order to accomplish his mission. Harriers,
jet planes, land vehicles, and hovercraft
can all be used during the game to break
up the monotony of €0
attack helicopter

el

ture
ATUTIeTYs

=421 (ons)

* KINETIGWEAPONS DE
WEIGHT (TONS) 36

1 Detailed reports on all enemy
vehicles give you an idea of
how to destroy each one most
effectively. 2 For certain mis-
sions, you can hop into land
vehicles and pianes to take out
the enemy. 3 The slick FMV and
presentation of Nuclear Strike
actually helps put the player
into the game. 4 The strikenet
organization is once again on
the rampage, but this time Asia
is where it’s going down.

" http://www.tltragp.com

isan prospect.

Nuclear Strike is running on an
upgraded version of the Soviet Strike
engine, which features a beefed up
frame-rate and a smootfier playing game.
The same aerial photograph look is here,
but now the water actually moves, so the
game looks less like a picture. New
pyrotechnics, animations, and terrain alst
play a key role in the revaqug look
and feel. S
The solid mix of timed mis-
sions, hostage rescues, and mass
destruction are setto make Nuclear
Strike one of the more exci

‘The moving water gives the environment a
much more realistic look.

New pyrotechnics light up the
battlefield and cause
rewarding mass destruction.

New environments
feature volcanoes,
water, and loads of
land to explore.

 everything on screen is
easily the best part of

The beautiful polygon
graphics really give
Nuclear Strike -

a sweet look, better, in
fact, than any

Strike to date!
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SYSTEM: _ PLAYSTATION
PUBLTSHER: TELSTAR ELECTRONIC STUDIOS
DEVELOPER: TEMPEST

RELEASE DATE: FALL 1997

. The storyline
blends the ep
myths of Mel
and the leg-

SYSTEM:_ PLAYSTATION

PUBLISHER: TBA

DEVELOPER: KALTSTO ENTERTATNMENT
RELEASE DATE: WINTER 1977

detail in the graj
ics adds realism to the
horror factor of the game.
- (Remember this guy




Literally gut-wrenching ga

for horror fans

yed a big
in ﬂ;e storyllnes of a bulk

S Ia}t

oI suc @mes But:

The areas are truly 3D-looking,
with a real sense of depth
and space.

That pesky Scissorman will
keep you on the run. Might be a
good time to invest in a mouse.

Little treats like this are proba-
bly what makes Clocktower
such a creep-filled terror-fest.

http: //www.ultragp.com

mgs ln e distant past with a
pair ofs?;issor ~wielding twins
(imaginatively called the
Scissormen) harboring a thirst
for cutting innocent folk up into
little bits. Your job exists in
the present day, decades

SYSTEM:  PLAYSTATION
PUBLTSHER: ASCIT ENTERTAINMENT
DE! ER: HuMan

E_DATE: SEPTEMBER

There will be items to collect
and puzzles to solve in order
to survive the game.

é% The big selling point for
~ the gameis the gore
. factor. This scene
loesn’t disappoint.

after the supposed death of
the murderous pair. But, nat-
urally, the Scissormen are
back and they’re up to their
old ways again. Your charac-
ter must convince the
ical bums in town about
‘re-animation’ of the leg-
Scissormen, while
the ever-present
ger of wearing your

e simplicity

and the most ‘BEAUR
blood-bathed 3-D Po

graphics.’ And the graph
look nice. From the brood
schemes to the character d
game is visually promising. Li
gives the environments a good
depth and detail. The soundtrack st
edly subscribes to the ‘atmospheric’
theory, utilizing well-placed mood m
and suspenseful silence, together,
gamers on the edges of their se:
worked well for Resident Evil,
Clocktower will take the im|
sound to the next level.

We'll still have to
overall playability and ¢@
are entirely up to stand!
the other cool features
it definitely looks
one of the more
the year.

The light-sourcing for each environ-
‘ment ensures an eerie experience.
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olsed for release in November
ASC Games’ high-action tme,
ONE. is structt

issues to deal with. While you're trying to

solve the riddles of your past, you'll have to

biast through sprawling 3D environments
crawling with bad guys. In fact, it’s Cain’s

this grapple
one of the many cool
you can do in ONE.

Three guys can. stam!

he king, Mario Kart, i
Long live Freakin’ Fast. Thatis
the kind of statement that good

journalists should avoid making, because
ii's typical of the hype infesting the
industry, but just wait a minute, because
Freakin’ Fast might actually make you sit
up and take notice. Sure, it’s derivative of
games like Super Mario Kart (and any
other battle-oriented racing
game), but the use of animals
_ instead of vehicles is pretty
vel. And yes, they
run.
Each animal,
whether an elephant, a
rabbit or whatever, is
possessed of different
handling skills, just like
a car. The relative weight
of each creature affects
how high it can jump or how
it takes corners. Yup, these are.
basically cars on legs. The
designers, a team called
Blue Shift, are big fans of
all our favorite racing
games and wanted to

U5L ULTRA GANIE PLAYER

whole game going.

ealth meter found in

ing on a ‘rage

uzzle-solving,

weapons. You'll be able to perform a Iarge
number of acrobatic actions to get through
e, including ditching your gun and

king it out with your bal
fists. The visuals are incredi-
bly sharp, giving the game
a super-intense
feel. With
ONEs speed
and graph-
ics as
impressive
as they are
at this early
stagein
development,
ASC may have an
action hiton its
hands.

ire is just

jake sure this was fast; fun and furious.
You can pick up weapons and bash the
heck out of your opponents, as well as out
race them.

The PlayStation is lacking a decent
alternative to Mario Kart, and this game,
with fun graphics and a cool spli
mode, should help make up that d
ciency. Freakin’ Fast will b be
making a splash on your
PlayStation later this
year, and it’s defi-

nitely one to watch.

e bunny rabbit is

st, with long ears.

Where’s his
puffy

Hey, check out the dirt
road! Wow, is this swell

Did we mention anything
about the spectacular
bosses? This guy is the boss
of the Monorail level.

SYSTEM: _PLAYSTATION
PUBLTSHER: ASC GAMES
DEVELOPER:  VISUAL CONCEPTS

REL

The rooftop level is
definitely not for those
afraid of heights.

SYSTEM: _ PLAYSTATION

PUBLTSHER: UNTVERSAL TNTERACTIVE
DEVELOPER FT

RELEASE pATE: FALL 1957

Cool! He’s hopping down
the Bunny Trail!

Just like in real life, big
platforms float on lava!

http: //www.ultragp.com




SYSTEM:  PLAYSTATION
Chpcot

[EX(Plus’

Capcom brings new depth to an old brawler

ust last year, Capcom
responded to critics who said
that the company could never

make the big jump into the 3D arena.
Star Gladiator, Capcom’s first 3D fighter,
put most of these claims to rest, but the
critics once again howled that Capcom
was too afraid to put its Street Fighter
franchise on the 3D line. To combat this
new onslaught on criticism, Capcom
commissioned the talented developers at
Akira to give its flagship title some depth.
Headed by Akira Nishitani, the original
creator of the Street Fighter series, the
development team’s main focus was to
give the gameplay all the benefits of a 3D
 fighter while retaining the the solid con-
| that has made the Street Fighter
i ssful. The game partially
ense that it was a good
ad distribution of the

polygonal, tend to look blocky at time:
i to the point where they're uni

- All six buttons, th

astating combos. New

characters have also

joined the cast to

add some original-

ity to the line-up.

What makes

Street Fighter

EX Plus better

than the arcade

version are its

new features.

Capcom, a com-

pany that never

seems to neglect

the ‘extras’ in its

console titles is giving

Street Fighter EX Plus:

new super combos for every

character, playable bosses, and the

added personalities of school girl Sakura

and ‘Mr. Fantastic’ himself, Dhalsim.
SFEXPis slated for release later

Beautiful lighting effects abound in this game,
especially when contact is made!

this year. Don’t be surprised if you
h 5 -

1-4 The 3D stages really bring
a new element of depth and
realism to this brawler.
Attacks can come from any

direction, not just from the left
or right side.

http: //www.ultragp.com




system: PC

PUBLTSHER: RAVEN
DEVELOPER: GT INTERACTIVE
RELEASE DATE: NOVEMBER

Magesiayer,

Dungeon crawlers may never
be the same again ,

you played a really good, top- own spells and attacks, as well as
down action adventure? If you  specific items that are only usable by
do, more likely than not, it was Gauntlef, certain classes. " :
more than ten years ago. Well, within the The engine itself uses sprite-based
: next few characters and ebjects set within a true
months, you 3D environment. ‘Lighting effects are
may be able actually very Quake-like.’ says Raffle. i 2 i “
to ask the Power-ups will come in the form of - e e 5 Puzzle elements, such as
same ques- artifacts which can generally be stored in & S 5 locked doors and required
tion and the player’s inventory and used at any. . keys, should be standard.
arrive ata time. Many of the relics are associated
different with one clan or another. So while any
answer: character can hold a given relic, some
Mageslayer. may only be used by a specific clan.
Mageslayer Multiplayer modes will include
has its roots standard deathmatch and cooperative
firmly set in modes, while also incorporating capture
the Gauntlet  the flag and King of the hill modes.
tradition, but  Another mode Raven is working on is a
obviously competitive mode, where players will
makes use race to find a specific artifact and exit the
of the latest level. Experience levels are set atthe
technology outset of a multiplayer game, which
and various determine what powers players will
multiplayer be able to use.
options. ‘We ‘We are trying to stress
wantedtotry  fast action, with an arcade
something a feel.” says Raffle. ‘It’s cer-
1 Spell effects like this little different tainly going appeal to all
purple haze are com- from first-per-  of the Doom and Quake

pletely light-sourced. son 5
games, players out there.’
2 You have to move fast but still keep

mm&?gﬁ that level of
3The 3D environments  action.’ says
are dark and eorle. Steve Ratfie, & be . B An Earth Lord about to open a can-o-whu-
president of 7 : pass all over a Rat Mage.
Raven Software. ‘We figured it would be £
cool if you couid see your player and
what sort of spells you were shooting out
and kind of get a feel for everything that
“was happening around you’. The pace of
the game is extremely fast and often has
the manic speed and shooting elements
of a game like Quake.
Because the game has some role-
playing elements, players will have the
choice of four different characters from
different clans. Each character has three

D 0 you remember the last time Demon and the Inquisitor: Each has their

These lightning spells come in
handy for lightly toasting rat men.

ers advance through game, allowing for
new spells and spegial abilities.

Among the four classes available
are: the Wartoqk, the Earth Lord, the Arch

Ghosts and evil mages will
assault you at every tum.
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Acclaim’s dizz,

SYSTEMS: PLAYSTATION, PC
PUELTSERS ACUATH - T i T e i

hen Interplay’s Descent
came out in 1993, it helped
redefine the 3D shooter.

Taking a page from Interplay’s book in
terms of game design is Acclaim’s latest
shooter, Forsaken.

While Descent focused largely upon:
narrow mines, Forsaken often has large
open rooms and loads of space to maneu-
ver. Also unlike Descent, there is more
gameplay in Forsaken than simply
shooting a few robots. There are traps and
puzzles in the single player modes that
require some thought to get past. In
multiplayer modes, the game shifts
almost purely to an action model, as play-
ers take on one another with a wide array
of weaponry.

‘There is a large variety of weapons
ranging from plasma and laser blasts to a
number of different missiles. There are
even two types of mines. The first kind is
similar to a pipe bomb that can be deto-
nated at will. The key is that the mine
itself has a camera in it, so that you can
be someplace entirely different on the
level, while still seeing who is near the
mine. The second type of mine is a laser
device that fires at your opponent when
he comes into range. There’s nothing
quite like the surprise one gets while

- rounding a corner and running
into three of four of these
nasty little items.

In addition to different

~weapans, Acclaim is fur-
nishing players with a
choice of eight different
vehicles. Each has its own
shield levels, maneuver-
ability, speed and other
characteristics.

Another excellent
feature of the game is an
amazingly detailed 3D map
system. The entire map is
texture mapped and light-

sourced and can be rotated

http: //www.ultragp.com

and scaled in a variety ofil
ways. While it’s easy to get
lost in the game, the m:
makes it just as easy to find
your way. .

The game features 16
single player levels and

player split- The camera windows shown in the corners indi-
screen mode cate a rear-view and a missile cam. Quite cool
for head to for seeing the look on your opponent’s face as a
hegd competi- huge missile bears down on him.

tion, while the
PC version of
the game sup-
ports up to eight
player network
games. The PC ver-
sion also supports
the 3Difx chipset
and provides
amazingly beautiful visuals. In the
3Dfx version, textures are far cleaner,
due to bilinear filtering and the
framerate is even higher than the
PlayStation version.

Lighting effects for both the
3Dfx and PlayStation versions
of the game are stunning.

1 Given the option, you don’t
want to be on the business
end of this torpedo.

2 Shields up whenever
there is a col n or hit.

3 Afterburners are key for get-
ting out of tight spots.

When a game looks this good, youw've
just got to give it a try!

Tunnels like this one betray the game’s
Descent-ike heritage.
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{Namco]Museum!

Yet another entry in the
‘where are they now?’ file

Sesete PUVSTATION -+ iR e e O

DRAGON SPIRIT:
Undoubtedly, Dragon Spiritis Namco’s
greatest attempt at the vertically scrolling
shooter genre . Although it borrows
elements from Xevious, the addition of
extra weapons and more complex boss
creatures puts it way ahead in
gameplay terms.
Versions of this proved very popu-

lar on the Japanese PC Engine system,

~ but never came close to emulating the
arcade perfection found in this
PlayStation emulation. You can enhance
your dragon by picking up magic eggs,
giving you more powerful flaming breath
and bigger, better bombs. There are lots
of hidden features and goodies; but you'll
get pretty far simply by switching aut-
ofire on and your brain off.

PACMANIA: Yep, it’s Pac Man’s first
foray into the world of 3D, thanks to the
scientific miracle known as isometric
perspective. Pacmania
is a fast moving
Pac Man variant
with a twist —
Pac Man can
jump over the
marauding
ghosts. Frankly
though, other
than that new
ability and
the crisp new
graphics, it's
pretty sim-
plistic stuff.

Baradukeis the laest
game in this bunch of
otherwise good stuff.

Leaping over
the ghosts is fun, but hardly taxing. You
can even jump around comers. Your
basic Pac Man skilis will be resurrected
for a brief spell, and learning the new
maze layouts is a lot of fun.

IMETRO-CROSS: Easily the weirdest
game of all. You play the part of a futuris-
tic pedestrian as he runs across town,
leaping over hazardous obstacles, avoid-
ing other pedestrians and hitching the

1 Yes, we know it’s just Pac
Man with jumping. 2 The
ghosts are smarter now.

3 Eat death, lizard-boys!

4 Simple, but pretty graphics
shine in Valkyrie.

00 ULTRA GAME PLAYERS

occasional ride on a skateboard. Metro-
Cross feels like a platform game, acts
like a racing game and looks like nothing
you ever saw before.

The fast action and almost mind-
less simplicity should appeal to most, but
Metro-Cross isn’t going to tax any brain
cells. And it really doesn’t make
much of sense.

BARADUKE: Ah, Baraduke.
This game faced stiff compe-
tition from Capcom’s
classic Section Z, but only
in Japan — the game had
a very limited release in
the US. That's a shame,
because it’s one of the
more challenging horizon-
tal blasters around. You
pilot a jetpack-clad soldier
of fortune through alien-
infested caverns, blasting
everything that moves and collect-
ing everything that doesn’t.
Graphically, Baraduke could be accused
of taking you a little too far back, but you
can’t knock the blasting fun.

As usual, Namco has gone berserk with all
kinds of amazing intro graphics. This
movie is beautifully done.

Metrocross is the
weirdest game of the
bunch and the fastest
paced. Kind of like a
cross hetween Mario and
Track and Field...

VALKYRIE: The sneaky-freaky game in
the bunch — Valkyrie never saw.a US
release, but the cool mixture of action-
RPG and shoot ‘em up makes a welcome
change of pace on
this disc. As a mat-
ter of fact, this
engrossing and
addictive little
romp should keep
you occupied more
than any other
game on the CD.
Plays a bit like
Zelda on the SNES,
but without all the
puzzle elements.
Definitely a

little gem.

ROUND 1 TIME ©° 357
SEES -

The Xevious-style game-
play of Dragon Spiritis a
welcome diversion from
the otherwise cutesy
stuff in this collection.
I¥'s all good fun, though.
Dragons like trucks.

http: //www.ultragp.com




SYSTEM: _PLAYSTATION
PUBLTSHER: CAPCOM
DEVELOPER: CAPCOM
RELEASE DATE: AUGUST

Psylocke and her psycho outfit
represent the only lady willing to
fight with the likes of the Hulk.

[Super/Heroes,

et another in the long line of
2D fighters from Capcom,
Marvel Supef Heroes retains

. *  theclassic bajanee and gameplay.of
Street Fighter, while adding the likeable
Marvel characters.
The characters in
Marvel Super:
Heroes include
Psylocke,
Juggemaut,
Magneto,
and
Wolverine
from X-Men

and Spiderman, Hulk, Captain America,
Shuma @orath, Blackheart, and Ironman
from yther popular Marvel worlds. Each
« Charagter has their unique special moves,
projectiles, multi-combos, and super
moves, which are all traditionally trig-
gered by the ever-useful fireball. As of
yet, most of the backgrounds aren’t in
place and the frames of animation have
been cut down dramatically, but Capcom
has assured us that by final code Marvel
Super Heroes will be on par with its other.
classic titles. 5
In‘the end, we’ve all seen and
played other, games exactly like Marvel
Super Heroes, but the inclusion of differ-
ent characters and the tried and true

1 Eat your heart out, Freddie Krueger. This Wolverine’s got a
jpair of claws and his

3 whole body hasn’t been
fried, either.

2 The Spidey crawl,
Jump, and web are all
here for your pleasure.
3 The Juggemaut super
kick is a devastating

gameplay are sure to make this a big hit.

amco had a fairly huge success
N millions of years ago, with a lit-

tle game we like to call
Xevious. Although characters, spaceships
and events from that game have
been sporadically used
throughout the years,
Namco never really got
around to releasing a
proper sequel (Super
Xevious didn’t really
cut it) until now.

The latest ver-
sion, Xevious 3D/G+
‘wins the award for
least catchy title and
the slightly more useful
award of coolest game,
thanks to the simple game-
play and brilliant graphics.
Aithough the polygonal landscapes:
and bad guys are simplistic, they look
more solid than any other PlayStation
game out there.

The game is so packed full of
options it's embarrassing. You can play
arcade-perfect versions of Xevious and
Super Xevious (two player version) as well
as a special remix that Namco threw in for
good measure. The two player co-op ver-
sion of Xevious 3D/G+ is as good as any

http: //www.ultragp.com

vertical shooter we've ever seen. New

weapons, amazing hosses and tight

graphics add up to a brilliantly conceived

update to one of the most influential
games of all time.

Aim for the doors! That's the
oniy way to knock out
this saucer!

RELEASE DAT

SYSTEM: PLAYSTATION
N

SUMMER

attack on incoming
foes, Ouch!

The water effect adds some depth

and color.

Hey, what is today? The fourth of
July? Where’s the Fresh Prince,
now that we really need him?

First you’ve got to shoot up the
legs of this boss...

...and then try to knock out the
body. Good hunting!

ULTRA GAME PLAYERS Okl
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eel|Eishing

So you catch the fish and then
you keep it?,’And name it?

See what we mean?!

&

S48}

1 Pick your fishing spot from
the Album. 2 It takes per-
fect timing to catch your
fish. 3 Catch him, and he’s
yours to raise. 4 Underwater
looks like an aquarium, but
the rolling water on top is
quite effective.




This is one big croc of
shi-ny, gaming goodness

ise-cracking reptiles they helped
aren’t exactly revolution- Nintendo with FX
ary (please see Gexand chip-based games

Radical Rex), but this wacky lizard is like StarFoxand

looking to be one of the best 3D platform Vortex. This
games this year. marks its first
Fox Interactive (publishers of Die effort on the
Hard Trilogy and Day) F ion and,
have teamed up with UK-based Argonaut  from what we’ve

to create Croc. Argonaut has always.
been at the crest of new

seen, it's having no

p for
Sony’s 32-bit sys-
tem. The screens of
the game show an
amazing clarity and
resolution for a
PlayStation title, and the
variety in levels is already
evident.

as

p!

W

The convoluted

the Gobbos from some sort
of cruel overlord. Along the

What platform game would be

travel and navigate over 40
complete without the ice level? 2

200 game arenas. The waddling croco-
dile can also run, jump,
swat, climb, hang,
swim and, with a little
help, even fly. And
from we've seen of
the treacherous land-
scape, Croc is going
to need all his moves
to get through this
game. However, this
isn’t purely an
adventure game,
since Croc
encounters more
than 30 different
types of enemies.
We're not
exactly sure how the
game is going to play,
but what we do know
is that Crocis an
amazing-looking
first entry into
the platform
game genre.

He looks like he’s a few clowns
shortof a us, if you know
what | mean.

The depth of the 3| pres-
sive. Now if the game has any
depth, we’re in luck.

Detailed
lighting, a
‘wacky Croc.
and a zany
sidekick —
what more do
you want?

1 We interrupt this preview
for the following TV show...
2 The key to the success of
Croc will be how well the lit-
tle reptile controls for all
these crazy platforms,

http: //ww

story has Croc (the hero and
the title) on a mission to save

way, our reptilian hero must

platform-filled levels congested with over

Giant Ladybugs
wouldn’t seem to
be a problem for a
crocodile, but most
crocs don’t walk
on two feet, either.

PLAYSTATION, SATURN, PC
SHER:FOX_INTERACTIVE

DEVELOPER:  ARGONALT

RELEASE DATE: FALL

SYSTEMS:

This is easily one of the best
looking PlayStation games
we’ve seen.

There’s no shortage of
platforms to be jumped upon.
(s
Rk 12

N

&

The water level is typical as
well, but at least it makes
sense for a Croc to swim.

The variety in levels has this Croc in places crocs
shouldn’t go, like this desert.

ULTRA GAMIE PLAYERS 0k3



Thixd time's 2 chaxm,
I3 yon consider death drarming,

* 10 all new arenas, and this time they’re enclosed.
* 30 characters. 12 completely new, each armed with their own deadly weapon.
* Select from an unbelievable 30 frames per second or an even faster 60 frames per second.
* Unique save/ranking feature holds your place between matches. * 2 player mode.
» Dozens of brand new fighting combos. * Improved game and control dynamics.

http://www.playmatestoys.com
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PIE™ is a trademark of Playmates Inceractive Entertainment. Battle Arena Toshinden 3 and its characters are trademarks of =
PlayStation, Takara Co. Ltd. ©1997 All rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation %,
™ game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. N




SysTems: PLAYSTATION, SaTuRN, PC
PUBLTSHER: ETDOS TNTERACTIVE

DEVELOPER: CORE

RELEASE DATE: NOVEMBER

E=

every sneak peek we get
anticipated sequels of the year It looks 3|
EIDOS and Core may have 1aken the ﬂgura
hve ‘tomb’ out of the title, placing Lara in

wider, more spa-

cious playing
fields (Venice, the

S 5 provide the player
Titanic, etc). I's % b conce of
also@pparent  yaginess and
that she’ll exploration.

have a gag-

gle of new
moves which will
enable her to navigate a
bigger variety of puzzling

terrains. Along with all

the new features, Lara

will even have the

option of changing into

a wetsuit while she

sections. Wham
TR2for the dreamy gameplay or simply for
the renewed company of a polygonal
female on a lonely night, we’ll let you know
all the details as they develop.

‘The backgrounds in
these shots really

The landscape of

ou’re anxmus!y awaiting

A

The refinement of the light-sourcing techniques
used in the nﬂgmal Tomb Raider seems in peak
‘psmmnance for the sequel.

storied buildings.

apcom is bringing home yet
‘ another arcade beat ‘em up.

Yes, it's a 2D fighter... yes, it's
aload of fun... yes, it’s been done
before... and yes, it’s still going to be one
of the better fighting games around.

X-Men vs. Street Fighter features a

battle between the martial arts style of
Street Fighter and the magical superpow-
ers of the X-Men. Yet Capcom still
manages to incorporate that magical bal-

tage

ance that gives each character an advan-

fights, like the speed and power of Ryu
versus the massive, slow, and powerful
Juggernaut, are what make this game
such a treat. You've played all of the char-
aeters in different Capcom games, but
X-Men vs. Street Fighters gives you a
chance to play them against each other.

ity game. The only question is how many

SYSTEMS: PLAYSTATION, SATUR

DEVELOPET
RELEASE DATE: OCTOBER

SF faves, like the lovely Cammy, take
on the superpowered X-men.

in some way or another. Classic

There’s na doubt that this is a qual-

2D fighters can you

possibly own?

Take your pick
— street sawy.
brawlers or hyper
steroid super
heroes. Victory is
in your hands!

are all in place for the

The monstrous combos of the ai
K home version.

(3

http: //www.ultragp.com
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SYSTEM: _ PLAYSTATION

PUBLTSHER: Sonv CE
DEVELOPER: SONy TNTERACTIVE STUDTOS
RELEASE DATE: AUGUST

ork continues on Spawn, Gameplay focuses around Generally, being in touch
but new details about the action/exploration, fighting, as well with your inner self is a 7 N\
: good thing, unless The Stopy

V. gameare slow in coming. as some platform game-type ele-
The game is @ hybrid third-person perA ments. Spawn evolves and you're a vengeful Spawn, once the mortal Al
spegtive adventure[ﬁghtmg game that changes in appearance as the am;h::':.‘:l:aw" Simmons, begins the
mcofpura’(es three different i ; game progr nm.* new i getting along game in Hell’s Orchard.
of Spawn (Savage - d E with others. The primary villain in the

game, the archdemon
Malebolgia, has granted
Simmons a second
chance to find and avenge
his murderer. However,
there is one condition: all
souls dispatched to hell
by Simmons will become
the property of the
demon, Malebolgia.
Returning to earth,
Spawn must travel
through four different time
periods to finally return to
Malebolgia. By completing
a prehistoric, medieval,
and modern level, Spawn
obtains the necessary
magic to enter the
demon’s castle, where the
final confrontation with

i Malebolgia awaits.

Spawn, and the contemporary Spawn),
some of the most popular villains from the
comic book, as well as a number of new.
es created especially for the game.

syster: NINTENDO B4
PUBLTSHER: MIDuAY
DEVELOPER: ATART GAMES
RELEASE DATE:  NOVEMBER

i The environment outside of the
ﬁglmngplatfonn is hazardous
health, but

um‘ ize the patented Voodoo Gra
to create envi § V
with il i clé baﬂlef eld is surrounded by various nasty
ity, and smoothness. Even at this super obstacles, like lava or quicksand. If a
early stage in the fighter. happens to fall off the plaﬁorm
they’ll be able to climb back up, , but will
in damage depending on how long
!hey remain i &&ouler area. This
" highly interactive feature, alongwith
the promise of ten playable char-
acters, two bosses, the possibility:
' offive hidden charactei
deadly fighting comi
plenty of crafty reversals,
makes Mace definitely some-
thing N64 owners should be

looking forward to.
Although these
shots were taken The special
from an exiremely. moves warrant a - -
early version of the second look. We. Each of the ten characters
game, check nultlie? = can’t wait to see S * will have a unique set

visuals on the weapnnrjl % more of
It's good stuff. this game.

http: //www.ultragi
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WELLCOME 7O THE MOST
COMPREHENSIVE REUVIEWS
SELCTION ANYWHERE!

you got it so damn easy. All you do is play
videogames all day long’. Let’s get one thing
straight, OK? Writing the best damn

videogame mag in the world doesn’t come easy. There’s
the long hours, Bill’s constant threats, the computer
glitches, Frank’s incomprehensible accent, Mike’s
spelling, Roger’s whimpering, Francesca’s, uh... well,
she’s gotta be doing something that doesn’t help. We
just haven’t found it yet. Plus, there’s the Art Staff, who
whine all the damn time like they haven’t had a week-
end in three months, and on top of all that, the cafeteria
only serves turkey on Monday! So we don’t wanna hear

rom time to time, someone will write us a
G letter or call us on the phone and say, ‘Yeah,

you telling us about how easy we got it, 0K, pal?!? WHY

DON'T YOU GIVE US A FREAKIN’ BREAK?!?
0K... they’re gone. Break out the
cold ones and let’s get back to our

Bomberman Tournament...

ULTRA AWARD

Only the best

pass this test!

INSIDE THE SCOREBOX

o GRAPHICS Howa
game looks is onlya small
part of the formula, but an
important one. Great graph-
ics can pull the player into a
world and make the experi-
ence seem all the more
real. Weighted by 4.

o MUSIC Again, music
won't make or break a
game, but if the soundtrack
moves you in an RPG, or
gets your heart pumping in
a fighting game, it adds to
the overall appeal.
Weighted by 2.

o SOUND EFFECTS
Good sound effects can
actually help you to ‘feel’
the game better. Just imag-
ine how much less of an
impact a heavy punch
would make if it only made
asmall ‘tick’ on contact.

TERACTION How
well does the game
respond to your com-
mands? How much influ-
ence do you have over
what’s going on?
Weighted by 4.

* BALANCE 1Is the game
childishly easy one level,
then frustratingly hard the
next? Does your opponent

have an unfair advantage?
When you want to save, do
you have to walk an hour
back to the village?
Weighted by 4.

o DEPTH Ever boughta
game, fallen in love with it
the first hour, only to beat it
in two hours? A great game
will take a long time to fin-
ish, and offer plenty of rea-
sons to come back for
more, Weighted by 4.

o EXTRAS Did the
game’s programmers go for
that ‘little extra’, tossing in
codes, hidden items, secret
screens, or other added
bonuses? Weighted by 1.

¢ PRESENTATION
Does the game create a
world that draws you in?
Do the intro screens and
menus reinforce this envi-
ronment? Weighted by 1.

o INNOVATION A
game can be loads of fun
without offering anything
totally new, but the classics
are always the trendsetters.
Weighted by 1.

o RATING The total sum
of all the categories, divid-
ed by 23.

http: //www.ultragp

REUIEWS

BROHEN HELIK . & P5 07

EOMAMNEHE 3?? =i ;3_,;.,; et
HERENBY ..~ ... ... _3. PG 079

IMARZ ABRAMS ........ PG OIA
MAMED MUSELM UIJL 4 . PO

PERH FERFORMAINCE .. ..PG 0718

STARFOHXEBY ........... PG ORA

TRILOF THESUN .......PGOT

TIE FIGHTER U5. H-WING . .PG OT4

THE RATING 5

The system is the result of hours
of gameplay and endless toil,
resulting in the most in depth
(and, uh... really complex) rating
in the industry

10 Extraordinary

9.0-9.9 Ultra

4.0-8.9 Very Good

7.0-7.9 Good

b.0-b.9 Average

5.0-5.9 Lacking

4.0-4.9 Seriously Flawed
.9 Unforgivable
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Fox McCloud is back, and ready to rumble!

he first game Nintendo used
to really show off a new
technology was StarFox. The

original game was developed in con-
junction with a British company,

1-2 This star chart maps your
Jjoumey and leads to some frantic
combat among the planets.

called Argonaut and the SNES cart
featured a built-in

known as the ‘FX’ chip. Frankly, the
technology was pretty backward, but
in typical Nintendo style. Full advan-
tage was taken of it and the result
was spectacular. StarFox was a
smash hit, allowing SNES players the
luxury of a true 3D environment for
the first time.

The gameplay was and is pretty
derivative of Star Wars Arcade, the
Atari vector smash hit. You travel
through a 3D world all right, but on a
fairly fixed path — and you always
have to go forward in the main levels.
A lot of people complain about this,
but it’s an important part of StarFox
gameplay. If you could wander any-
where you liked, the difficulty and
excitement would soon wane.
Keeping the game on such tight rails
allows the game designer to decide
exactly what's going to happen —
making it a much more fun experi-
ence. And these are Nintendo game

Sometimes
nothing helps and
you've just got to
bite the big one...

designers!

StarFox 64 offers several big
changes over the SNES version. The
first is the graphics. This looks awe-
some. Great explosions, super-solid
land/spacescapes and fantastic
frame rates. All the enemies are clev-
erly designed, brilliantly animated
and fully convincing. No flicker, no jit-
ters, just solid 3D goodness. Later
levels get even more spectacular,
with battles in deep space, inside
gigantic galactic installations and
over the surface of a white hot sun.

In StarFox 64, you're not just
limited to Fox’s spaceship, you also
get a chance to drive a tank on a cou-
ple of planets. This breaks up the
incessant flying and shooting and
adds a whole bunch of variety to the
proceedings. The tank can hover for
limited periods, giving those sections
an almost platform-like feel.

Boss

charac-

ters are

cleverly built and invariably spectacu-
lar. As usual though, it’s a simple
matter of finding the flashing weak
spot and blowing it up. What is clever
is that your wing men, Slippy, Falco
and the gang help you fight the boss
characters, revealing shield strength,
giving out verbal hints or showing
the way to secret routes (and there
are several).

The coolest thing of all? The
‘Rumble Pak’, a strange vibrating
device that gives limited force feed-
back when you collide with objects

1-3 The way that the plot interacts with the action is impressive. Each fighter pilot in your squad has both purpose and personality. Certain levels are impossible to reach without

the assistance of other characters. And they help when you fight boss monsters, as well as in the regular game. 4 The more difficult multi-player game. It's tough, but lots of fun.

0L8 ULTRA GAME PLAYERS

http: //www.ultragp.com




SPLIT
SCREEN
STUIMMNER

Mario Kartis a pretty good
reason for having four joypad
ports on the Nintendo 64, but
StarFox 64 is an even better
one. The four player dogfight
moade, while almost retarded
in its simplicity, is totally and
mindlessly addictive.

You can choose from a
couple of different arenas,
one in deep space or one
above a planet, and duke it
out against three pals. All
four players can use a
Rumble Pak (if they own one)
and the experience is
intense. The razor sharp
graphics make it easy to see
what's going on, even on a
small-ish TV, but a large
screen is recommended. You
can follow the action on one
of four tiny radar screens as
you zoom around trying to
blast each other.
Functionally, it’s identical to
battle mode in Mario Kart—
first to three wins takes the
match.

In two player mode, the
game still happens on a four
window screen, but two of
those windows are just cam-
era viewpoints of the action.
Why? Because the 3D nature
of the fighting requires a
square-ish playfield, giving
you as much vertical as hori-
zontal freedom of movement.

on screen — adding tons of fun and
tension to any game (it’s planned that
the Rumble Pak will work with most
new releases from now on). Even at
the steep price Nintendo is charging,
StarFox 64 offers tremendous value
and has to rank as one of the best
shoot ‘em ups ever conceived. Add to
that a four player split-screen

dogfight mode, and you’re

on to a winner. StarFox

is stunning.

o FRANK 0° CONNOR

Q@AUDIO & VIDEO

and you'll miss
some free energy
and a power-up.

Pick carefully.

in any previous
N64 title. Starfox
looks simply
amazing.

1 Your tank emerges from the
bay of your mothership.

21t is possible to hover for brief
periods using jet-lifters.

3 The tank is no way to avoid
encounters with boss monsters
— in fact, it's much harder.

Q@GAMEPLAY

@SPECTAL

GRAPHICS i

INTERACTION

EXTRAS

MUSIC i

BALANCE

PRESENTATION

SOUND EFFECTS

http: //www.ultragp.com

DEPTH

INNOVATION
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p-the playsrarion
enerarion gers irs
own Magazine.

coming
this
seprembe

» we know you're different than rhe average gamer. s a
member of the PlayStation Generation you have helped define a cultural phenomenon that histarizally,
is rivaled only by the introduction of Rock 'n’ Roll. = For you, we've created PSM-100% Independent
PlayStation Magazine. = 100% Independent means that you know our reviews will be honest and
straight to the point, no political pandering or ass-kissing. There will be no compromises, always the
full story. = 100% PlayStation means that you will see every page of PSM packed full of the most
in-depth strategies and codes, credible news and hottest previews. No multi- ﬁgM|

format magazine can compete. = Finally, the PlayStation Generation has a voice. (s rasaton fagaie|

Try the Premiere issue FREE! Call 1-B00-706-3500 to receive the Premiere issue of PSM-100% Independent PlayStation Magazine at no risk.
If you're pleased with what you see, we'll send you f more issues (12 in all) for only $12 - 83% off the cover price. Offer goodin US anly. Annual cover
price is §71.88. Canada US$Z6, includes GST. Fareign USS40. Prepaid US funds only. Please allow B-8 weeks for delivery of first issue. aPSAR

+
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Just another ‘caveman building a tusk tower’ kind of a game

REVIEW
PLAYSTATION

seems to be the Quest for Fire
version of Aquanaut’s Holiday. The
graphics are blocky, choppy, and flat,
with little to no collision detection and
a bad penchant for those pesky
visual pop-ups.

But then you begin to play it...
Suddenly, you’re upgrading your
around saber-
toothed tigers with a big nasty spear,

and gathering tusks from pink ice
mammoths, when you
begin to realize that
you’re experiencing
something that
resembles fun. The

ith titles like Aquanaut’s
Holiday and Carnage
Heart on American

shelves, Japanese game developer,
Artdink, has proven itself to be a com-
pany always ready to make games
that aren’t easily categorized. Along
comes Tail of the Sun, a game in
which you guide
of a growing tribe of prehistoric peo-
ple on evolutionary journeys across
a vast world in order to build
a ‘tower to the sun.’ At
first glance, the game

Rare food items can

boost your tribe’s evo-
Iution through the fact "'la( the
thatched roof. game’s ending
entirely depends

on how you live
and eat adds a cer-
tain level of realistic
depthrareina
videogame title. You must
hunt, eat, sleep, and propagate

The prehistoric world has
fots of caves that harbor
rare items that’ll help your
f tribe’s success.

(the latter isn’t  Throughout the game,
included in an you must monitor
FMV segment, if your character’s
you're sick physical progress.
enough to won- (Me not so smart!)

der!) in order to keep mankind around
for the long run. What's even scarier
is that your involvement in the tribe’s
evolution can almost become a cult-
like addiction. While Tail of the Sun
assuredly won’t appeal to the general
gamer, it’s recommended to check it
out if you’re in the market to expand
your gaming experience.

© FRANCESCA REYES

The more you feed your
tribe, the more the
population increases.

& 5000, it's the big,
‘scary, polygonal,
puffy, pink mam-

The mysterious Tattoo Rocks... | Scary to think that this is supposedly

moth, being all d
un-Dumbo-like and suppose it was a lot cheaper to get one of our distant ancestors. Not dis-
making for your one back then. tant enough, if you ask me.

noggin! Run!

Discovering mysterious
landmarks (like this pair
of stone lips) keep the
landscape interesting.
Youw'll stumhle over
everything from alien
skeletons to Stonehenge
to underwater temples.
(Sounds like a job for
Mulder and Scully, eh?)

THE L INE

@AUDIO & VIDEO

@GAMEPLAY @ SPECTAL

GRAPHICS b INTERACTION -] EXTRAS Gl
MUSIC 4 BALANCE A PRESENTATION ?
SOUND EFFECTS DEPTH INNOVATION
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REVIEW

These games are old, but they’re not all classics 5

reviously in the Namco
Museurm series, Volume One
was good, Volume Two

wasn’t. Volume Three redeemed the
series, but alas, Volume Four drags it
down once more.

When looking at competing
compilation discs, (like the Williams
collections) the majority of the games
are ones that, while primitive, main-
tain a level of solid gameplay that
made originally them classics.
However, Namco Volume Four pulls
out some antiquities that were never
great to begin with. Specifically, The
Return of Ishtar, a simplistic Zelda-
wannabe that leaves a player
bumbling with poor controls for two
on-screen characters.

The best of the five games on
the disc are Assaultand Ordyne.
Assaultis a classic top-
down tank game with
excellent control and,

While by no means
revolutionary for
s time, Assault

iis by far the best
game on
the disc.

cap, but the

gameplay is
Genjialso slow and fright-
sports this eningly stale. In
top-down view  gontrast, The
that pre-dales  gopyi and The

Gauntlet.

1 More annoying than exciting, The Return of Ishtar would have been better left out.

2 Ordyne is the only simultaneous two-player game in the collection. 3 The museum
features plenty of memorabilia and some surprising 3D graphics.

along with Ordyne, is the only bal-
anced game on the disc. Assault
rocks with Sony’s largely neglected
Dual Analog stick, while Ordyne
charms as a cutesy side-scrolling
shooter that enables players to
purchase a selection
of power-ups.
Many players
will recognize the
side-scrolling plat-
former Pac-Land,
which may trigger
some nostalgic
feelings for the ol’
Pac-Man
adorned in
Austrian hiking

Heike Clans is
the most inspiring (yet still
flawed) game in the group. In it,
one can see the roots of several
games, including Shinobi and
Gauntlet, but the pacing is poor
and the cheese factor is high.

Like real-life museums, some are bet-
ter than others, and with the
slow-loading times that have continu-
ally plagued the series, Volume Four

isn’t always

worth the wait. Become a side-scrolling

Game historians ~ °-urai In the unbal-
anced The Genji And

may want to The Heike Clans.

pick up this col-

lection for the museum bits, but
unless you’re an Assault-junkie,
there’s no real reason to buy it.

@ TOMN RUSSO

Stars, Pac Man made
i some embarrassing
appearances in the
‘waning days of
his career.

While the
characters don’t
move so well,
Genji's boss
battles were ahead
of their time.

THE L INE

@SPECTAL

Q@AUDIO & VIDEO

@GAMEPLAY

GRAPHICS @

INTERACTION 5

EXTRAS 9

MUSIC 7

BALANCE 5

PRESENTATION 7

SOUND EFFECTS
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REVIEW
PC-CDROM

The Force is strong in this one!

wo years after LucasArts
released its last Star Wars
dog-fighting simulation, X-

Wing Vs. Tie Fighter has finally
arrived. LucasArts has once again

1 It’s not a good idea to go one-
on-one with one of these. 2 Star
Destroyers pack more punch than
your conventional lasers.

ULTRA GAME PLAYERS

delivered, exceeding
expectations and, despite
some flaws, creating per-
haps what may be the best \
multiplayer game ever.

Graphically, the game holds
up well. The superb use of mip-map-
ping and light-sourcing gives the
beautifully detailed ships a cinematic
look which almost rivals their silver
screen counterparts. The ship texture
maps are rich with incredible detail.
This is readily apparent when
inspecting one of the bigger vessels
(such as a Calamari Cruiser) at close
range. While the graphics are nothing
short of spectacular, the frame rate is
a bit more problematic. A Pentium
200 MHz or higher is required in order
to have a smooth game with all the
high detail modes turned on. Anything
slower and things like resolution and
texture-map detailing must be low-
ered for adequate performance.
These steep system requirements are
XVTs biggest dilemma.

B xuTs ships
P sport some of the
most detailed

texture maps ever
seen on a PC.

Another flaw in the
game is the inability to
pilot other popular ships like the Tie
Defender, B-Wing, and Millennium
Falcon. It's highly likely that these
ships will be available later through
an expansion disk, which probably
means that LucasArts is shafting
players now in order to make more
money later. On the other hand, the
new addition of integrating John
Williams’ original score into the game
was an excellent decision. The music
sets the tone quickly and totally
immerses the player into the game-
play. Incredible.

The single player missions are
enjoyable, but they do lack the driving
storyline that made the original incar-
nations so popular. However, single
player action is something LucasArts
didn’t have in mind when making
XVT. Multiplayer is where the game

Luke Skywalker
must diel!!

RATING. KA © M.S.R.P. $54.95

—E -7

L Some asteroids

hide small

¢ Imperial outposts
filled with deadly
craft like this Tie

Interceptor.

truly
shines
and noth-
ing comes close

to reproducing the excitement
received when playing over the
Internet. Finding players with good
latency on Microsoft’s Gaming Zone is
easy (there’s at least 200 players
always playing), but the frame rate
does take a slight nose dive. It’s a lit-
tle annoying and control can get
sluggish at times, but other than this,
the gameplay is still solid and the
games are enjoyable as hell, espe-
cially the co-op missions. In these
team modes, players agree to take on

1 X-Wing Fighters are good all-around vehicles, but they tend to the lack the speed of craft like the A-Wing. 2 Tie Fighters have no shields, making the pickings very easy. 3 lon
Cannons are used to disable ships’ shields and disable their computer systems. 4 Be careful! When was the last time you saw a group of Tie Advanced flying in formation?

http: //www.ultragp.com




REQUIREMENTS

PENTIUM 90 OR HIGHER

WINDOWS 35

1b MB OF RAM

PCI GRAPHICS CARD

2X_CD-ROM

o000 |0 |6

JOYSTICK

certain mission goals, such as
destroying an Imperial Star Destroyer.
Here’s an example: In a four player
co-op game, two players have to take
X-Wings to fend off Tie Fighters, while
the other two players take out the
Star Destroyer in their Y-Wings. This
kind of environment not only pro-
motes teamwork, but it also creates a
sense of urgency to not let your
teammates down. This kind of feeling
is rarely produced in a game and is
indicative of network gaming at

its best.

In the end, Star Wars fans

finally have something to cheer about
it. XVTis Star Wars dogfighting the
way it was meant to be. The game
isn’t perfect, but being a Star Wars
game forgives a lot. Nothing else
holds the same appeal as piloting an
X-Wing or Tie Fighter. If you can get
past the steep system recommenda-
tions and somewhat stagnant frame
rate, you’re in for a whole lot of fun.
With the disappointing Shadows of
the Empire earlier this year, XVT
redeems LucasArts and restores it to
its former glory. Don’t miss this one.

o JASON MONTES

THE L TNE

Q@AUDIO &

player into the

Star Wars uni-
verse like no
other game.

1 Check out the awesome light
sourcing! 2 The Pilot Roster
keeps track of all your pilots’ sta-
tistics, from kills to missile hit
ratios. 3 The Tie Advanced Is the
only Empire ship to have shields
and light speed capability. 4 The
larger craft, like the Calamari
ships where folks like Admiral
Akbar reside, are visually awe-
inspiring and display significant
levels of detail. 5 Docking with
capitol ships isn’t recommended
until all ships have cleared.

6 Take care of your wingmen and
they’ll return the favor later.

7 Those pesky Tie Advanced may
have shields, but you have the
Force! 8 Flying in formation is
crazy insane! What are you trying
1o do? Get yourself killed?

_ Independence Day 53 ,»
Wing Commander IV k.0

@GAMEPLAY

@SPECTAL

GRAPHICS 8

INTERACTION

EXTRAS -]

MUSIC 10

BALANCE

PRESENTATION s |

SOUND EFFECTS
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. T o MSRP. $44.95

GENGE. Ane_o PLAYERS. 1 o PUBLISHR. Kown o DEVELOPER. Kowt USA o RATING
REVIEW 7
PLAYSTATILON

Finally., a real multimedia experience on your PlayStation!

hen you’re reviewing
games, you can never let
first impressions count.

Obviously, you only have to see a
movie once to know it sucks, but you
might have to play a game dozens of
times before you can be sure if it's
good or bad. My first couple of tries at
Broken Helix were frustrating and
annoying, but a couple of hours later
and | was totally engrossed.

It's unfair to describe this as a
cross between Doom and Resident
Evil, but that’s kind of how it works.
The actual gameplay takes place in
real time, in real 3D environs, but
puzzle solving, stealth and wits are
far more important than any of the

pyrotechnics you have at your dis-
posal. And frankly, some of the
weapons suck.

The plot is the usual half-crazed
sci-fi fare: you and a band of soldiers
are aboard a giant scientific installa-
tion in space, investigating an
experiment that has gone tragically
wrong, although just how wrong you
won’t know until near the end of the
game. The space station is full of hos-
tile humans and other, less cuddly
creatures, most of whom have to be
shot. But as we mentioned before,
random violence won’t get you too
far. The key to Broken Helix lies in
sneaking past security robots, talking
when appropriate, and mercilessly
killing if necessary. One of the more
interesting (not to mention hilarious)
features is the ability to change your
attitude from hostile to downright
ornery. The voice of Bruce Campbell
(of Evil Dead fame) serves up verbal
lashings around every corner, and the

1 The hero has a hilarious
Amold-like voice. Engaging in
verbal warfare results in some of
the best parts of the game.

2 Nice rendered FMV scenes set
up the deep, convoluted story.

3 One of the most disappointing
elements in the game are the

The actual combat isn'i as
intense as other pure action
games, but the adventure
elements do make up for it.

Pmt:' Chara“i's bullets. They look like little cereal
Crawiing around to 1N the game al pellets coming out of the gun.
avoid security cam-  have their own =
eras fulfills all those personality. serves as a great example of a ‘multi- - —
thieving fantasies. Broken Helix media’ game, with both audio and This ‘stool’ pigeon (’'m somry, |

couldn’t resist) provides some more

video playing a major role in
fun and information as well.

the game. Unfortunately, the
play mechanics can’t quite
match up to games like
Resident Evil and Doom.
Perhaps Broken Helix 2 will
be able to fix the small prob-
lems that could’ve made
Broken Helix a great game.
However, that isn't to say
that the game isn't fun,
because | had a blast playing
it. The sneaking around, and
great voice-work are enough
to keep anyone interested.
Broken Helixis a truly unique
game that | would recom-
mend to anyone looking for

somethingnew.
@ MIKE SALFMON

Picking up the
right items at the
b right time is key to
getting through
Broken Helix.

Blow nerdy scientists into bits and
your character gives a satisfying (and
sarcastic) bye-bye.

THE L INE
@AUDIO & VIDEO

GRAPHICS ?
MUSIC -]
SOUND EFFECTS 10

@ SPECTAL

EXTRAS -]
PRESENTATION G
INNOVATION

Q@GAMEPLAY

INTERACTION 9
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Dark Rift brings out the besl n people Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to
move Eve into the path of his axe. And you'll need your best, because Dark Riftgives it up. Dark Rift delivers more fight, more
ofien with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching
projectiles, hyper quick ten hit combos  blazing frame rates and some very unpleasam surprises for the competition.

NINTENDO®*

N64 ;
& VIC TOKAHNG

Nintendo® and N4 are trademarks of NINTENDO OF AMERICA INC. s Ll

Dark Rift™, Kronos™, their logos and characters are trademarks of and © 1996 Kronos. ,ﬁ“‘; ag ﬂ a bﬁ@ ?}@9?

Digital Entertainment, Inc. Al rights reserved. Distributed by VIG TOKAL ING.

Torrance, CA 90501
(310) 326-8880

22904 Lockness Avenue



GENRE. RACING
PLAYERS. 1
PUBLISHER. ATLUS SOFTWARE
DEVELOPER. Cave

RATING.
M.S.R.P. $59.95

eo|0|®|e|e

action, Peak Performance is a cross between

Need For Speed and Test Drive: Off Road. The
catch is, four of PP’ five winding, arcade-style courses are
set on mountaintops, complete with shortcuts and lots of
turns to powerslide through . The 21 cars aren't licensed,
but are easily distinguishable as Mazdas, Hondas, and
Nissans — nothing too high-end. Graphically, the game
offers good lighting, and pop-in is almost non-existent, but
the scenery, and uttimately the racing action, are strictly
middle of the pack. With loads of extras, including a ‘cre-
ate-your-own obstacle course,' this one is more amusing
than compelling.

o TOf RUSSO

B lending standard street racing with a touch of rally

Peak Performance can't really compete with the big
boys, but it Is an enjoyable ride.

@ AUDIO/VIDEO
GRAPHICS &
MUSIC b
SOUND FX ird

@GAMEPLAY
INTERACTION 8
BALANCE b
DEPTH

@ SPECTAL
EXTRAS o]
PRESENTATION
INNOVATION
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ENRE. FLIHT SIM
LAYERS. 1 10 &
SHER. NovALoGIC
PER. NovaLoGIC

KA

.P. $49.95

T hanks to its Voxel 2 Technology rendered
graphics, there are few games that can com- REQUIREMENTS
! pare ;o Comanche 3in terms of visuals. There © Pentium PC
is some questlon_asio @ WINDOWS 95 OR DOS
how accurate a flight @ 1k MB RAM
del Comanche 3
mo i i @ VGA CARD OR BETTER
Eresen S t(1 fsleemsa i @ SOUND CARD
qoea;y cLy)Z bl;t 4 @ 2X CD-ROM DRIVE
zggiheog:m%g:asol)aeen e e

flight tested by actual
army test pilots, we'll
have to take its word
for it. Gameplay is
entertaining, but the
enemy Al in general, and the

wingman Al in particular, seem lacking (enemies
always seem to be encountered in groups, and your
wingman seems to have an agenda all his own).

Voxel Space 2 rendering technology
delivers eye-popping graphics fo
Comanche 3.

= Overall, Comanche 3 s beautiful to look at
and fun to play, but seems to leave an impres-
sion that it's not as realistic as it should be.

© ROGER BURCHILL

@ SPECTAL

EXTRAS
PRESENTATION &
INNOVATION

@ GAMEPLAY

INTERACTION
BALANCE Ll
DEPTH

@ AUDIOVIDEO

GRAPHICS q
MUSIC -}
SOUND FX 8

© GENRE. Tan Sim
© PLAYERS. 1 10 8
© PUBLISHER. INTERACTIVE MAGIC
@ DEVELOPER. CHARYBDIS
© RATING. KA
@ M.S.R.P. £49.95
nown for the accuracy of its simulations,
H iM1A2 Abrams from Interactive Magic contin- REQUIREMENTS
ues its tradition of producing games that earn © Pentium PC
high marks in gameplay, but are graphically lacking. © WINDOUS 95
The graphics are certainly functional enough, but look © 1k MB RAM
dated when compared © 255 - COLOR SVGA CARD
to the graphics card B SOIDICARD L
accelerated, cutting- @ 2X CD-ROM DRIVE
edge visuals that are © JOYSTICK RECOMMENDED
quickly becoming the
norm in PC gaming.
Gamers looking for N Looks aren't everything ~ IM1A2
an arcade-type tank Abrams focuses on gameplay and
simulation should accuracy in its simulation.
look elsewhere, as
the sophisticated the challenge, few games can compare to

IM1A2' level of authenticity.
@ ROGER BURCHILL

challenge level of
iM1A2 makes it clear that it was developed with the
hardcore military sim freak in mind. Still, if you're up to

@ SPECTAL

EXTRAS 8
PRESENTATION &
INNOVATION

@ AUDIO/VIDEOD @ GAMEPLAY

GRAPHICS b INTERACTION 9
MUSIC 7 BALANCE 10
SOUND FX L] DEPTH 10
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Hexen rears its ugly head on the Nintendo b4

© DEV. Rave/mn/Sormure CReations @ RATING, M @ M.SR.P. $7.95

REVIEW
NINTENDO [k

hen Doom and its sequels
were in their heyday, a
little game called Hexen

joined the ranks of first-person shoot-
ers on the PC. New to Nintendo 64,
this game (which used the Doom

few of Hexen’s features stand out
even better.

Making use of the four-player
ports, Hexen is one of the few third-
party titles that attempts and, for the
most part, succeeds in creating
d

engine on the PC) di itself
from Midway’s Doom 64 in enough
ways that it creates an atmosphere
and mood nearly all its own.
Against the current crop of
games in its genre, a
Character animation is
super slow, with
minimal frames making
this ogre look like a
paper cut-out. Ouch!

Must... ... paper cut-out... of evil
monster... now!

@AUDIO & VIDEO

th-matches from one to four play-
ers (Gretzky and FIFA are the other
third-party entries). But the most
serendipitous aspect of
Hexeniis that it’s what
Doom 64 should’ve
been, with
options of
straight up
death-
matches, team
campaigns
against com-
puter Al, or
simple first-person
campaigns, rather than
just one first-person mode
(like Doom 64). The level of fun with
two or more players, despite nasty
slowdown, is engaging and compels
you to play more.
Gamers are given 30 whopping
levels full of Gothic landscapes, mys-
tical forests, secret passageways

The graphic

Fblements of this PG
port didn’t seem to
‘work, as exemplified

here in this ugly-
looking, two-
headed beast.

1 Class choice pro-
vides character
variation, some-
thing that neither
Doom, nor most
other Doom-style games, ever had.

2 Two player mode Is a biast, too, with split-
screen action providing more room to see
and play.

3 You can even play the four-player mode,
but only if you all have microscopes...

complete with stained glass windows,
castle portways, and a ton of hidden
items. Class choices from Mages,
Fighters, or Priests are provided, with
several levels of difficulty. Sound
effects are irritating, but the music is
perfectly suited for campaigns and
deathmatches.

Despite its choices and multi-
player features, it's difficult to forgive
the game’s blunt 2D sprites (regard-
less of the wonders of anti-aliasing),
or the general lackluster look and feel
of the game. The frame-rate is similar
to Doom 64, with enemy creatures
aspiring to militant, jerky nutcracker
dolls, their movements totally unfor-
givable and unimmersive. The game
is downright ugly,

with even the worst
N64 games looking
rather solid in com-
parison. Although
better looking than
the Saturn version
of Hexen, the
graphics can only
be considered
disappointing by
N64 standards.
Somehow,
regardless of its
almost un-Nintendo
64 look, gamers will
find themselves
playing this title for
hours with
their friends.

© DOUBLASS PERRY

Hexen has its own Gothic look and a gloomy,
mystical feel. The music Is especially effective at
setting this tone.

QGAMEPLAY
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RATED

months are tough, and that
you don’t always have the
ell out for
2 of ULTRA
s fill you in
on all of the gam Just
don’t worry about us, slaving away
each and every month. It's OK.

ey, we realize that even though
we b to show up for each and
every isste, some of you out there don’t
| the same way. We know that some

BA

Fight for dominance of
the Seven Seas with
this naval combat
action title!

When a game is really
good, we give itour
ULTRA Award. We 4§
don’t hand these
things out to just

any game — it's

got to get past the
most grueling

review system in the

biz and still come through
with at least a 9.0 rat-

B, 4, | ing. That ain’t easy!

Recent ULTRA Award
winners are shown
J below in a special
P/ blue bar with black
text. Don’t miss out on
these games!!!

CYBER GLADIATORS




Only you can save the
universe from the evil
alien menace!

TEST DRIVE OFF ROAD
PLAYSTATION - lssii #35




3D —
RornP Thrausyh Fick stan
Down Jaad the
Tntevactive Preview fAt:

wwiwinterplay.com

S
, USA

Official Redneck Rampage
Bl evels Camvin' Soon]

Pz sea B

www.engagegames.c

B2 e
By Rednecks. Fer Rednecks.

©1997 Xatrix Entertainment Inc. Allrghts reserved. Redneck Rampage and Interplay are trademarks of Interplay Productions. Al ights reserved. Interplay is the sole publisher and distrbutor. All other trademarks and copyrights are the property of thir respective owners,



ALL ACCESS

sun, basketbaii and Parappa, I'm still hard(ly) at
les of mail searching for the -
s Golden Banana (sounds kind of
but no one ever asks me...). If you think you’ve got
something | I
good enough
o UL
GP, send your submis-
sion to All Access IILTRA Gam

JET MOTO

PUBLISHER: SCEA B
SYSTEM: PLAYSTATION

(g T i i’ H
 PUBLISHER: i 1 - + + = 5 Un lﬂ:k"'lq -
T = . Vi the Tracks! .

| | | = Go to the Options Menu and set the diffi-
- 3 culty to Amateur. Set the Trophy Presenter
r these codes at ar t 2 I / . 1 to Male. Now return to
= . 2 > - i the Main Screen
and press Up, "';'
= Right, Down, Left,
Up, Right, Down, Left.
Head back to the Options
menu again. Now reset the difficulty to
Professional and the Trophy
Presenter to ‘Rider’s
Choice’. Return once
more to the Main
Screen and press Up,
+ | 2 Left, Bown, Right, Up,
. Ui E 4| Left, Down, Right.
If you entered the code
correctly, you'll hear
‘Cha-Ching!’ sound.
Now you can go back
and race all the tracks
in Practice mode.

uli he:

ing mode.

ke
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THE CHBW. CODE MBNKEY

All PlayStation and Saturn Code. GAME: _DIABLO
Monkey winners will receive a E s
UBLISHER: BLIZZARD i
GameShark Videogame o = T = |
Enhancer provided courtesy of Svstem: PC !
Interact Accessories, Inc. |
® Future Code Monkey winner 2 I
— PLAYSTATION who own an N64 will also The Diablo |
: receive a GameShark for their T

Duping Trick

First: you must place an item that you want to ot

system, but unfortunately N64

e | Nu ‘-'t ness GameSharks are not yet avallable. ULTRA Game

Players reserves the Right to substitute a prize of copy on the ground. et
equal or greater value for N64 owners until such Second: you need to have a potion or a scroll in ok
b Pa 1 | time that N64 Gamesharks become available. PC the belt area. e

owners won’t get jack! No, no, just kidding. PG R 2 AT
Tnangle X, Triangle, ownors will recelve a prize of equal or great Third: walk away from the item until it is almost =

Triangle, Circle, Square, value than a off the screen but still visible and it is near the
- Triangle, Square, X; Circle GameShark at scroll or potion in the belt.
: X% %, X X; Triangle; — the discre- Fourth: make sure the inventory screen
§ + Square, X; X, X; Circle tion of is closed.
- Tomb, +Triangle; €ircle; Triangle; ULTRA Fifth: click on the item so your character will e
: - Circle, Square; Triangle; Game start to walk toward it and will pick it up when

Triangle; Circle, X; Circle
+X; Triangle, X; Triangle,
Square; X; X; Triangle,

--Square; Circle-

+Triangle, Triangle;
~Triangle, Triangle, Circle;
-~ Square; Triangle, Square,
uare, Circle
Tr
' Square; Gircle; Circle,
X, Square; Circle =
. Triangle; Circle; Triangle,

Circle; Gircle, Triangle;
+X; Circle, Square, Circle
. X; Circle, X; Square;
- e L Square; X; Triangle;
: Triangle; Circle

<+ Triangle; X, X; X Circle,
Square, Triangle, Square
X, X; X; Circle, Square; -
Square; X, X;
Triangle; Circle

Level Passwords

he gets there. et
Sixth: while your character is walking, place the +
cursor on the potion or scroll in the belt. -
Seventh: at the exact moment the character

reaches the item you need to click on the potion
or scroll in the belt while simultaneously press- —
ing the | key for the inventory screen. !

If done correctly the item will appear in -4
the back pack and the potion or scroll that you
just clicked on will now list in the description
area as whatever the item was that you
selected. If you now drop the potion or scroll on
the ground in front of the character, it will turn
into an exact copy of the item in the back pack.
(Do keep in mind that if you happen to drop the
original item onto the ground as well, one of
them will disappear.)

This will also work for gold with the added
bonus that there is a way to be able fo put sev- 1
eral copied piles of gold on the ground without et
them going away because of the duplicated item
fix. When copying gold, do not copy a 5000gp
pile. Instead, remove 1 gp from a pile and copy L
the 4999gp pile. When the 4999 gets put back |
into the backpack, it will get added to the 1 gp e
making it 5000 again. Now take the 4999 and
put it in the pack. Remove a single gp from it
another pile and drop it into the 4999. It now =
becomes a 5000 pile that the system will not :

Io X lTranal
angle, X; Triangle,

To get the coordinates on
the screen, enter the follow-

| ing code on the Password

'screen: square, X, square,
circle, triangle, triangle,
circle, square, X, square.

To make all the enemies and
yourself into skinny little
stick figures enter: triangle,
triangle, X, square, circle,
circle, square, X,

triangle, triangle

For extremely long necks: X,
circle, triangle, circle,
square, square, friangle,
circle, X, circle

To enter a menu to view all
the game’s FMV sequences,
enter: triangle, triangle,
circle (six times),

triangle, triangle.

084 ULTRA GAMIE PL/

PLAYERS

see as being a duplicate item. You can do this to
make as much gold as you need and you can
drop the piles on the ground to share. All this for
just the price of a cheap scroll or potion.

NOTE: This trick may not work on all versions of
the game.

Code Monkey: Gene
K., Lowell, MA

http: //www.ultragp
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SONY

Jack FORCE
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Clip this coupon and take it to any Sears Funtronics Dept. for $10 off the purchase of Wild Arms™. Vali

10 OFF WiLD A
aears sz NI

Good for $10 off single Sears Funtronics Dept. purchase equal to or exceeding $10 reg. and sales prices. Valid 6/15/97 —7/31/97 only.
Offer not good on layaway balances, gift certificates or credit card payments. Not redeemable for cash. Not valid with any other
coupons or offers. Limit one coupon per transaction, one per customer. Void where prohibited by law. Cash value 1/20¢. © 1997 Sears,
Roebuck and Co. Satisfaction guaranteed or your money back.

Wild Arms is a trademark of Sony Computer Entertainment America Inc. © 1997 Sony Computer Entertainment Inc. Sony Computer Entertainment {ogo is a trademark of Sony Corporation

PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment fnc.




| Enter these codes in at the password
| screen to access different levels.

=LIBLISHER:

_ SYsTEM: PLAYSTATION

Ha us Cnrs am

To race in a Ford
Indigo, enter the

password ‘LILZIP’.

Enter these codes at the
password screen

08k ULTRA GAMIE PLA

For a souped up Pontiac
engine, enter the pass-
word ‘POWRUP.’

TUROK:
DINOSAUR
HUNTER

PUBLISHER: ACCLAIM

system: N4

Enemy
Locations |
At the Enter Cheat screen,
enter in to

enable a map with all
eenemy locations on it.

http: //www.ultragp.com




fiion and the PlayStation logos ;.e;trauemwks of Sony Gompuie Entertainment Inc. *RAYSTORM" is a trademark of Taito Corp., licensed by Working Designs. Original Game © Taito Corp. 1996
ransiatlon © Working Designs 1997. “Wolking Designs'{s a regiitered trademark of Working Designs, Inc. Al rights reserved. "SPAZ is a tradematk of Working Designs, Inc. Al rights reserved.




stats

3 enler name

D600 6
00000

mn 80 I » I8 o I G
B0 000 ]
8 _ dr

”#% 3 onti-ski
M power sieering
controller

maps

@ CTETTED @

i power steering J off
controller

HANGTIME

PUBLISHER: MIDWAY
sysTem: NBY

Cheat

Codes

Effect

anti-skid on

.. No Music

.. Baby Mode

.. Turbo Passing
Maximum Speed
.. Hyper Speed
Unlimited Turbo

. Tournament Mode
. Maximum Blocking
. Maximum Power

. No Shoving

. Stealth Turbo

. No goal tending

. Maximum stealing

Enter these codes at the
Tonight’s Matchup screen. The
red A button will enter in the first
number, the bottom C button will
control the middle number, and
the right C button will toggle the
last number.

Field of Dreams

I

To access the secret field, highlight
Credits on the Options menu and press
Square, Circle, Square, Circle, Triangle.
If entered correctly, you should be back at the
previous menu. The stadium name should now

have a green tint to it. Start a game and you’ll be
playing in a field of corn.

T

EASED DN STATS:
8015 PAVOREO BY 5

088 ULTRA GAME PLAYERS
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assurance that thi
“« meets the highe:

S@m 7 standards of SEG
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ALL ACCESS

DOOM 64

PUBLISHER: WILLTAMS
sysTEM: NBH

| e ol FETLE NOTE: YOU MUST HAVE A GAME SHARK TO USE
i 5‘!’-"’" P “5‘;“"-'"' d! i THESE CODES.

'GAME SHARK CODES

Mechwarrior 2
MasterCode. ........... 16000914¢305
b60028000000
Infinite Ammo . ......... 160301ba005a
160301d2005a
160301ea005a
160302020052
1603021a005a
16030232005a
1603024a005a
160302620052
1603027a005a
Never

Mega Man 8
Master Code.

............ 6000914¢305
b60028000000

Have Flash Bomb . .. . ... 160361e80100
Have Mega Ball.. .. .. .. .. 160361e40100
Have Water Balloon . .. .. 160361180100
Infinite Flash Bombs. 160361e22800
Infinite Mega Balls . . ... 160361e62800

Infinite Water Balloons. . . 160361fa2800

PLAYSTATION

|| Enter W33M 7H20 BCYO PSVB at the E .
| Password screen for 100% health, 200% SATURN
armor, all weapons, full ammo, the back-
| pack, and levels 29-31 finished! You'll also
,,,,, end up on the last level. Also, the password The crn w
s Yo W o4 posiaayara Tass that Master Code. ........... 16000914305
will power up your laser. 060028000000
Infinite Health . ......... 1606a82a007f
Doom
MasterCode............ 6000914¢305
b60028000000
BlueKey............... 1608937¢0001
Chainsaw.............. 160893c60001
Double Barrel Shotgun. . . 160893b20001
Infinite Plasma ......... 160893d205ff
Infinite Rockets. . . . 160893d605ff
Rapit Fire. . . 16089426 0001
Shotgun . .. .. 160893ae0001
Machine Head
| Master Code............ 6000914c305
| b60028000000
e i e Infinite Armor ..........
| | 0 160be37e00fh

. 160be50a000a
. 160be506000a
. 160be50e000a
.. 160be502000a

" NORSEBY
| NORTHWEST

e S Madden ‘97
- PUBLISHER:  ELECTRONIC ARTS Master Code............ 6000924¢305
+ b60028000000

SYSTEM: SATURN

= Away Team Scores 0 . . . . 160599bc0000
Home Team Scores 0 . . . . 1605097¢0000
Infinite Time Outs Away. . 160599be0004
Infinite Time Outs Home. . 1605b97e0004

| Viking Madness

Level| Password

L1STS |
L 2NDS
L TRSH

L SWIM |
. WOLF

Enter these in at the
Loading screen. Keep in
+ 55 s T I mind that these codes

- - - o | do NOT use the letters
‘P or ‘0’. Use numbers 1
and 0 instead.

Brahma Force

Both Hasler Rifles. ... ... 800e0c98ffff
Hensolt and Triple Barrel. 800e0c9affff
infinite Bullets. ......... 800e0c7403e8
Infinite Missiles......... 800e0c7803e8
Infinite Mertar Shells 800e0c7a03e8
Never Overheat .........

Rapid FireRifle ......... 800e0c9cffff
K-1 Arena Fighters
Infinite Credits. ......... 800b49d40003 .
Infinite Stamina P1 . . 800b44b40174
Low Stamina P2 . 800b44b80000
Master Ishii .. 80103b540008

80103b560008

Nanotech Warrior

Infinite Armor . .. 800cac801000

Pewersiave

AllKeys ............... 80084c02ffff

Amun Bombs. . .. 80084be2003¢c
80084be6003c

.. 80084bba00c8

80084c06ffff

Soul Blade

All Weapons/Mitsurugi. . . 800ea340ffff
800ea356ffff

All Weapons/RockK. . ... ... 800ea34effff
800ea364ffff

All Weapons/Seung. . . . .. 800ea342fff
800ea358ffff

All Weapons/Taki ....... 800ea344ffff

800ea35affff

http: //www.ultragp.com.
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Now everyone

who plays wins
a free six
month
magazine
subscription!! [
You can’t lose!

| e crmums

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,
butit's only the start. Each of five more puzzles get a little harder. But this time it's all
W to you. Stay in to the end with the highest score and the gear is yours.
ith whatever options you want. Do you have what it takes? Then play to win!

Computer Contest. Win a blazing fast computer with 200 Mhz MMX
Pentium, 24 meg. RAM, 4 Gig. HD, 8X CD-ROM, Windows 35, modem and more!

Video Game Contest. Play on the hi-tech cunin%edge with this line-up:
Sony Playstation w/ ASCII control pads; Sega Saturn; Game Boy Pocket; and
Nintendo 64! Get all four or trade the ones you don’t want for CASH! Bonus options
include: 33 inch monitor, $1,000in games, cash, accessories and more!

D 'he "“imate OVER 52[],[][][]@ N PR|ZES!
{Gaming Rig!

o~

Media Rig Contest. The Ultimate Gaming Environment, 60 inch monitor,
130 watt receiver w/ Dolby Digital Surround Sound, and all components shown.
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!!

We're tallin’ GAMING HEAVEN!

Directions. Fill in the Mystery Word Grid with words oing 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 will plan but typically 55% will have the
highest score possible score to Phase |, 43% to Phase II, 36% to Phase lll, 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.

CRUSH

'STERY Wi CLUE:
'WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT

Yes!

ENTER ME TODAY, HERE'S MY ENTRY FEE:
[[]($3.00) Video Game Contest

[] ($3.00) Media Rig Contest

[ ($3.00) Computer Contest

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

Name

IV ANY dITO.

Address

s

State Zip

ci
CASH, M.0., OR CHECK TO:
PANDENMONIUM, P.0. BOX 26247
L]

ity
[ o~
NEAPOLIS, NIN 55426-0247

VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY AUB. 22RD, 1997  ENTRY FEE MUST BE INCLUDED
Oriy one enty per person. You mest bo under 30 years old to win. Employees of Pandemonium, Inc. and it suppliers are
inelgible. Judges decisions aro inal Ifudges are n erta the sponsor's fabilty i fimited o entry fees paid, Not respansible
forlost or delayed mail. Open to residents o the U, and Canada, You can request Winners (st and Offcial Rules by witng
Pandemonium, Inc. 7204 Washington Eden Prairie, MN 55344, Merchandise names and models are trademarks of their
respective companies who, along with tis magazine, have no afliation with this contest. © 1996 Pandemonium, Inc.
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IMAGINE GAMES NETWORK

Our Affiliates:

STOMPED

VIDEO
GAME LINKS

www.vidgames.con|l

il

VIDEO
GAME LINKS

nation

wwvﬂ.psxnation.com
.

www.vfhol\:e.con.*
(;;:i‘ >

www.evansville.net/
~tyrant21/duke.html

RIOUS SAM

l.com |

www.next-generation.com

Calendar

CANADA DAY SPECIAL
Next Generation Online
investigates the creative
explosion in Canada and profiles
three of the leading developers.

QUAKE COMPETITION
Stomped sponsors "The Golden
Gibbs" quake competition. An
invite only competition, which
features prominent webmasters
in the Quake community. Check
out http://www.stomped.com
for details.

SCAVENGER HUNT

Join the Video Game Links
Scavenger Hunt. Be the first to
find everything on the list and
win free stuff.

VIDEO GAME LINKS CHAT
Chat about the outlook of gam-
ing for the second half of the
year at Game Buzz. Chat begins
at 7 PM. PST.

CAST YOUR VOTE
Videogamers.com asks: "What is
the best video game of all
time?"We'll be posting your
comments as well. Don't miss
out on this special poll.

TROUBLESHOOTING LIVE
Got questions? We've got
answers. The editors of
PSXPower will be on hand

in the PSXPower Palace room to
answer your gaming questions.

TALKING JAPANESE

Import games are a large part
of the serious Saturn owner's
portfolio. SaturnWorld gives you
the top fifty Japanese terms
every hard-core gamer needs to
know to play the games.

www.ultragp.com

(§8GAMER I

f Evenis

IMAGINE GAMES NETWORK

FOURTH OF JULY POLL

Win a "Third Generation Great
Gaming Stuff Box" in a special
forum poll.

FIRST PERSON Né64

Nintendo is seeing a massive load
of first-person games arrive on its
system. Are first-person games all
washed up? Will Turok 2, Unreal,
Quake, and Daikatana help to
revive this tiring genre. An
Né4.com report.

ONLINE INTERVIEW
PlayStation Nation interviews
Denis Dyack of Silicon Knights
(creators of Legacy of Kain). Join
us, as Denis talks about his new
project, his thoughts on the
industry, and how he got
interested in video games.

BOOT'S LATEST FEATURES

A must see event for all PC
fanatics. Read the latest opinions
and news from boot magazine
on bootNet.com.

MID-TERM REPORT

The best of '97 - thus far: A
mid-year report from Ultra
Game Players Online on the
games of 1997 that have
impressed us the most.

SPORTS EXTRAVAGANZA

Next Generation Online explores
the best forthcoming sports
games for each console with
exclusive screen-shots and
Quicktime movies.

JOIN OUR MAILING LIST

Sign up to get the latest
SaturnWorld news and buzz sent to
your mailbox daily.

PC GAMER'S TOP PICKS
Which games will you be playing
at the end of the year. PC Gamer
Online picks the top ten

| likely contenders.



Il you have to do is to check the times and the dates
of the events, and make sure you're there to enjoy
them. You'll find the urls of all the sites at the bottom of

very day, one of the seven sites in the
Imagine Games Network hosts a special
event. These include interviews, chat forums,
downloads and extra features.
And they're all absolutely free.

PERIPHERALS CONTEST
Improve your gaming with
PSXPower. Enter PSXPower's
contest and you could find yourself
with tons of great peripherals.

RPG REPORT
GEO Examines why RPGs have such
a great appeal, and how they have
influenced the gaming industry.
GEO editors feature all of the past
great RPGs, as well as point out
which ones look hot in the future.

MULTI-PLAYER MADNESS
N64.com takes a look at the
multi-player game library. Yes,
Mario Kart 64 was fun, but is it
still good in four-player mode?
We tell what's coming up, what
looks good, and how the four
player feature measures up
to gamers expectations.

IGN EDITORS DEBATE
See our editors duke it out in
streaming video in a battle for
console supremacy.

SUPER PALACE DAY
Join the IGN editors plus special
guests on the Palace for a
mammoth Q&A session.

HEAVY GEAR DIARIES
Starting today, Next Generation
Online will begin closely following
the development of Activision's
eagerly anticipated follow-up to
Mechwarrior 2. Expect to see anec-
dotes from the developers, new
screen-shots and concept art.

BOOT REVIEWS
Catch up on what's tops for your
PC with bootNet.com's latest batch
of reviews.

this page.

FRI. 25
[PCTAATEIONLINE]

THUR. 31
PSaE

SPOTLIGHT ON GAME MUSIC
GEO features game music with
insider interviews, reader polls,
articles, reviews, and more.

SATURN MUSIC DAY

Sega's games have some of the
best music in the business. Who
writes them and how do they do it?
Plus, download some great tunes
with SaturnWorld.

PC GAMER PALACE DAY
Join PC Gamer and some industry
stars on the Palace for a chat.

GENESIS TREASURES

A look back on some of the most
influential and well made Sega
Genesis titles ever made with Ultra
Game Players Online. Plus, how
these classics influence the games
of today.

SATURNWORLD POLL

The Saturn's in third place. Sega
makes fantastic games. Should Sega
make games for another platform? If
so, which one?

CONTEST

The GEO Contest For Free Stuff.
Check www.gaming-enthusiast.com
for details.

N64 ADD-ONS

A full report on third-party
peripherals from N64.com. Mad
Catz, Interact, and Nuby will just
a few of the companies whose
steering wheels, controllers,
Memory Paks will be rated.

ASCII CHAT

ASCII will be present in the
PSXPower Palace room to talk about
two of their hot, new games, Felony
11-79 and Clocktower.

<

SPOTLIGHT ON:

r\°

/ g 2 \No
4
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The Last Refuge for the True
Gamer. SaturnWorld brings
you the latest worldwide
information on Sega's
premier 32-bit platform,
the Saturn. Updated daily,
SaturnWorld reports on
Sega's triumphs and
struggles, where it's been,
and where it is going, with
news, codes, reviews,
previews, and the strongest
Saturn community this side
of the television screen.
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www psxpower com www.pcgamer.com

- www.saturnworld.com




withthe fam’ty Td how your dad always
hadtot hortcut that was e twic

P- er Check Point

gthejump (A) and
Pomt Two (B).
check point’s gate, startturmn
up for the el

groves Of trees an

0 be on target for Che

(D)

As with any racing game, you
need to learn the layout of the tracks:
before you can actually become com-
petitive. In Test Drive, this is especially
true, since the pop-up is so severe, it
is nearly impossible to anticipate the
next turn. You need to know the
tracks better than the back of your
hand. A good strategy is to use land-
marks to keep you oriented and just
ignore those annoying arrows that
appear. They can be a bit misleading.
To accurately control your 4X4
beast, you need to constantly bounce
between the gas and hand Brake.
With a lot of games you can get away.
with just holding down the gas button
the whole time, but with the condition
of the track, snow, sand, etc., a lead
foot will just send you into the trees.
What you need to do, especially if you
aren’t completely sure about the next
turn, is to tap the accelerator. This will
give you more control when you have
to react quickly to a situation. As for
making a turn, you need to become

with the use of your hand
Brake. Your regular Brakes won’t send
you into any kind of powerslide and for
the most part won’t be very useful. To
get the most speed and control in a
turn, you need to quickly tap back and
forth between the parking Brake and
the gas peddle. Learn this skill!

Follow your opponents! The

has no problem with cheat-
ing and will often take shortcuts.
Following them will reveal some of the
shortcuts, but there are more. That's
what this strategy is for.

Note: The main road or actual
tracks are marked in black and the
shortcuts are marked in white. The
check points which have to be driven
through are marked by numbers —
entry and exit points to the shortcuts
are marked by letters.
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ALL ACCESS

HORTCUT!

s only one effective shortcut.

Check Point Four, but bef

i, dri een the crop

(A). Follt slightly dar

ing right onto the bridge

L you Bpotcedd
grass on your left (A).|
he roadway (B).

inue strai

ust bef

o re-ent

e gorge (C). Follow t

he main road (D).

“Shortout A — This Is the
T onlyplapsmgn
| betwwen the barrels, £

dand | After Check |

barrels e right Point Five, turn.

ur vehicle to pass (A). | right onto the

e turnoff is almost a 90 degree angle and is easy railroad fracks

miss. Just as you're through the barrels, aim for. _between the two

e space between the little rock and ee to its. signals (C). Just past | |
ight. Continue straight in that direction, acrass the | the next signal, veer right, back onto the main ro
ield of snow, until you reach Check Point Three (B). - (D) and through the finish line.
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Test Drive
Off Road, the
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Check out VR Baseball '97 at www.vrsports.com
Check out the official Major League all™ web site at www.majorleaguebaseball.com
© 1997 Interplay Productions. All right reserved. VR Sports, VR Baseball and The Difference Is Real are trademarks of Interplay Productions. Al rights reserved. Major
League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties Inc. ©MLBPA Official Licensee-Major League Baseball Players
Association. Playstation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Microsoft, Windows and the Windows95 logo are registered

trademarks of Microsoft Corporation.All rights reserved. All other copyrights and trademarks are the property of their respective owners.




SPORTSLIMNE

Q0C D00 00

re you ready for some
| foothall? That’s right, my
) favorite time of the
” videogame season is
coming upon us this

month. Early looks at the first N64 ] -
football game, QBC ‘98, reveal the » =] ((eo_sts. Pusnmon
absolute best graphics I’ve ever / s y =
seen in a sports videogame. | also ] : 2 - ( o BB o
unveil the first screen shot of : £ ( © DEV. Sonv INTERACTIVE
Sony’s NFL Gameday ‘98. It’s the @
first PlayStation football game to . ( ° DATE. Ausust
go polygonal. Finally, EA’s first
crack at a 32-bit cpllege football [ X , /
t%:n::alroko_ks oL Byt o e o , “ . - @, rom the same talented
Lest we forget that football isn’t : o ' £ -roun afidevelopers
the only game in town, a couple — - )/ g‘a‘ b['f’“ggt you NiL
its newest hoops title for the amedayi9zaqdNiL
No word on how Face Off ‘97 comes one

of the last and most
promising baseball titles of the year.
MLB ‘98 features full polygonal

Saturn. Finally, | have found a new
favorite soccer game. Its name is Lt
International Superstar Soccer but hopefully it
and it is unbelievable. Gotta go, will change from s
the NBA and NHL playt_)ffs are last year. gm’;r:{:ﬂm‘gﬁ: 2in 2
starting to get interesting. : The big deal here is that the
i developers claim to have finally

© lMike Salmor T bt speeded up the game by taking
with polygons is
MSalmon@gameplayers.com o i oy out the annoying loading time
letter perfect uniforms. between innings and hitters. For a

long time, | have been preaching
about the need to speed up
videogame baseball and finally, some-
body is listening. What's even better is that all
of the strategy, stats, and simulations in the
game are going to stay intact as well. The
shots I've seen look promising, but the true test
is in the . Last year’s pi

showdown was a bit slow and boring, but the

pers have promised speed, exci
and control. If all of these promises come true,
then Triple Play ‘98 will have some
= L = -/  serious competition.
Fast paced gameplay is easily the most You can play either arcade style or true I’ll have more on MLB ‘98 and the whole
exciting prospect of MLB ‘98. baseball simulation. Sony sports line-up in a special feature
next month.

First Look!

NFL Gameday ‘98
Published by Sony Computer Entertainment
Developed by Sony Interactive Studios

The big advantage with polygons is

he first polygonal football game for the PlayStation is on its
I way. Last year, Gameday set new standards for gameplay
and control. Now, with the smooth animation and crisp With the polygonal graphics and
superb gameplay, i’s going to be hard smooth animation and letter
for anyone to catch Gameday ‘98. perfect uniforms.

graphics, Gameday ‘98 looks again to be the odds on favorite for best
football game of the year. P'll be visiting San Diego soon to get the full
‘behind the scenes’ scoop on this breaking fitle:

http: //www.ultragp.com ULTRA GANMIE PLAYERS 079




SPORTSLINE

Cuarterback Glab S8

00CHO0O0

NE4 football is here and it’s a thing of beauty!

ports fans that own a Nintendo 64
have been ignored long enough,
and with the sensational

© SYS. NINTENDO B4 ) International Superstar Soccer (see
review) and Quarterback Club ‘98,
© PUB. Accam ) they are finally getting something to
@ DEV. Tcuaa cheer about.
J Club has been improving dramati-
© M.S.R.P. SEPTEMBER } cally from year to year, and this could finally
be the year it delivers the complete
package. Iguana is once again
Yes, this is a close-up of a videogame

developing @BC and the same
D o B team that delivered Turok’s
(@) amazing graphics have been
helping out with the polyg-
onal engine. The end result
is a football game that just

(drop jaw here).

Even the stands look great, and the
sidelines as well.

looks too
good to be
true. The
polygonal N64 game to
players are use the
amazing and, system’s
high-resolu-
tion mode,

with the letter per-
fect textures mapped
over the bodies, QBC ‘98
could easily be mistaken as
an actual game on TV. If you
don’t believe me (although |
highly doubt that), just look at how incredible the graphics are, it is the game- Thls yoaiamitortace 14
the screen shots on this page play which will ultimately determine whether much sharper.
for proof. QBC ‘98 s the first QBC *98is a champ or a chump.

One area QBC has always
lagged behind in is features
and extras. This year, they

have caught up with full ros-
ter management, salary cap,
full stat-tracking, and even
play scripting. On the field,
the game is going to take full
advantage of all 14 buttons
on the N64, not to mention
the analog stick. | got an
opportunity to play a real
early version of the game
and the analog stick is per-
fect for football.

Most of the other play
mechanics were standard,
but with several months of - -
development remaining, it This pass is incomplete,
should finish up as my most just like all the other
anticipated sports game!

which is why the
game doesn’t look
blurry like other N64
titles. However, no matter

The gameplay isn’t complete yet, but
you can already get burned by a
strong defense.

Youwll have to make the big
plays youself or lose!

4 3

1 All of the stadiums were beautifully rendered in 3D. 2 The high-resolution mode
on the N64 makes all of these graphics possible. 3 Every uniform looks amazing,
so yow'll be able to see who's playing without anyone telling you. 4 The complete
features include one of the better roster management set-ups around.

HE PATRIOTS WERE HAVIN
11E0 Ta

1 All 30 NFL teams are represented,
including last year’s Super Bowl teams. f
2 With a memory card, you can save all 5 ;
the stats. 3 With the historical game 7 CREAT YEAR InCTL DHEY TRAVE
L L o ' A T S e ot
games and change history. - NT
i

http: //www.ultragp.com

100 ULTRA GAMIE PLAYERS




NERR Footballl 'S8

It’s homecoming all over again!

eeping up with its 16-bit tradition, EA
is preparing a college football game
based on the Madden engine. This

© SYS. PLAYSTATION ) marks the first 32-bit college foot-
ball game from the sports giant, and
© PuUB. EA ) also gives us a glimpse at what Madden ‘98
© DEV. TIBURON ) might be like. :
The graphics have been re-worked to give the
© M.S.R.P. Aueust ) players a college look, the sprites have been
cleaned up and now the players have

numbers on their jerseys. The
biggest change from Madden to
NCAA s the gameplay. EA has
promised no more money
plays, and a much tougher
Al. Other gameplay
improvements include
tighter con-

Classic college match-ups are the
essence of NCAA Football.

Every division | school is present,
meaning you can lead the Horned

trol (no more Frogs to the NCAA title.
slipping and
sliding) and a
host of new can take
moves. In other any of these
words, NCAA plays teams and
play through

like Madden should

have played, and adds all
the options and features a
college football game needs.

an entire sea-
son culminating
in a bowl game or a

Every Division One team is repre-

sented in this game. Every division | school is pre- playoff, that is, if you're
sent, plus a host of all-time great able to get enough victories. Al of this is stan- T enhilcs ey
teams become available as you dard college football fare, but the dynasty mode identical to Madden.
progress through the game. You is where NCAA really stands out from the rest.

The dynasty mode allows
you to take over as head
football coach at a University
for four consecutive sea-
sons. Players get lost to
graduation, while other
players improve their skills
from season to season and,
of course, you have to
recruit incoming freshmen.
Recruitment success is
based on your program’s
national power, and previ-
ous season. The dynasty
mode gives NCAA football
more replay value than any
football game around.

All of the players are rated
like their real life counter-
parts.

2 Sh et =) 2 s NCAA Football should be
exactly what college foot- The usual array of moves
1 Each team has its own stadium, right down to the architecture and type of field. ball fans are looking for. PR —

2 Hey, you can see the town back there!l! 3 The practice mode allows you to work
on plays against a defense or on your own to get timing. 4 The usual camera angles
will be present, but as always, | play from the standard behind the QB view.

1 Nearly identical mechanics to Madden
make NCAA instantly playable.
2 The replay allows you to get in close
and argue those interference calls.
3 The dynasty mode gives you a
chance to try your hand at recruiting
and rebuilding.
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SPORTSLINE

@F The NinEh

Take me out to the ball game

However, BON ‘97 is not

ust last year, Bottom Of The
going to come close to

J Ninth was the best arcade-style
baseball game on the games like Triple Play ‘98
in any simulation cate-
gories. Instead, it is likely

PlayStation. This year, the game
going to be the best two-

© SYS. PLAYSTATION

)
is undergoing the essential changes
to give it a chance against complete baseball
player baseball game this
side of World Series ‘98.

© PUB. Konamr )
© DEV. Konamr ) games like Triple Play ‘98.
The best part of this game is still the
© M.SR.P. Aucst ) pi that gives the player ~ When | get a finished
total control. The graphics have not improved version of the game, I'll give
and remain a major problem for the game. The  you the final word on The new cinematics before each at-bat look
this one. nice, but take way too much time.

lack of an MLB license means no real stadi-

1 All of the real players
ums or uniforms. The plan is to improve on

and stats will be in the
game. This year, they

will track correctly

2 The cluttered screen
isn’t pretty, but the bat-
ting cursor operates with 1'

near perfectios
3 The player ai

aren’t spectacular,
but they do get the

job done.

4 The graphics haven’t
improved, but the same
great control is there.

INBR fAction 87

the simulation elements of the game, stat-
tracking, and the depth of the season mode.

n.
nimations

Sega’s back with a fade-away!
more offensive moves than
any game on the market.

ega’s slumping basketball series is

:
finally readying for a return to the
rendered hard-court. Once again, The key to making NBA
@ SYS. SATIRN ) the features and moves are top- Action ‘97 a great game is
notch, only to be negated by going to be in the Al, which
© PUB. Seca ) sub-standard graphics. was the weakest part of
The players are well-animated, but the last years game. After | get
SRRV CONERTS ) chunky polygons just can’t compete with the a chance to play around with
© IM.S.R.P. SEPTEMBER ) smooth graphi?s of In The Zone 2, NBA Shoot Out  this game some
‘97, and NBA Live ‘97. The game will feature more P'll let you A variety of
one-button or icon passing as well as a useful, in on the moves, like
and long overdue, lob pass. Other key features full scoop. the hook, fade-
away, lob, and
leaner give the player
great control.

;z:;“::::‘:m include signature dunks for marque players. This
e do help some. marks the first time this has been done since the
2 All of the real players days of the Lakers vs. Celtics on Genesis. As with
and latest rosters allow last year’s game, the control is impeccable, with
you to try Patrick and the
Knicks against the
mighty Bulls (starring
Roster Guard).

3 The animation on the

fade-away is perfect.

4 Signature dunks for

marquee players gives

each team its

own personality.
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( SPORTSLINE

ISupeRstadSoceend

The best soccer game, period

(0]6)

urrently, . In fact, the level of control given to the player in /SSis bril-

game, but it’s my favorite sports kicks, tackles, and even vicious fouls can all be easily called on in any

c Socceris not only my favorite soccer  liant. Headers, lobs, through passes, give and gos, curves, bicycle

game and videogame as well. game situation. The realistic soccer Al means that simply pressing

()

SYS. Nnreno B4 ) Everything from the graphics  shoot whenever touching the ball will not work. Instead, you are

o

PUB. KONAMT ) to the control to the Al is done to near forced to use an offense to work the ball down the pitch.
perfection. The animation of the players is the This is currently the best N64 game available and easily the best

o

DEV. KoNamz ) best I've seen and the realistic motions can allbe  soccer game on this planet.

e

MSRP. 9.9 )

1The replays showcase how impres-
sive the graphics and animation are.
2 1SS isn't just a looker. It's got better
soccer Al and strategy than any
game around.
3 The graphics are gorgeous, but the
player’s movements are what makes
this game work.

AUDIO & VIDEO

GRAPHICS INTERACTION EXTRAS i71]
MUSIC 8 BALANCE 71} PRESENTATION 9 N
SOUND EFFECTS 1 DEPTH 3 TNNOVATION ol e

ai Baseballl

IEEctliRineliEcinkehiomes,

The Big Hurt does Q0D E©
ith the abundance of baseball hasn’t been done before. The sprite-based
games coming out for the players are sharp, but there are no tex-

PlayStation, it takes something tured uniforms on the players. The

pitcher/batter interface is no different

© SYS. PLAYSTATION, SATURN ) special to stand out. IS
Unfortunately, All-Star Baseball than the one used on the Intellivision.
@ PUB. Acclamm ) ‘97 is nothing special. ASB ‘97 is a decent game, but it just
The game has all the features, decent can’t compete with games like Triple
© DEV. Teuawa ) graphics, and some pretty good Al, but there Play ‘98 and is totally forgettable.
© MSRP. sy55q ) iswtanythingihat

1 With a few generic body types and no uniform
textures, ASB ends up with an anonymous look.
2 The swing animations aren’t bad.
3 The fielding control isn’t very good and every
guy on the field throws the ball like a girl (no
offense, just a generalization)
4 The stadiums in ASB look great; too bad the
players aren’t as nice.

AUDIO & VIDEO SPECIAL
GRAPHICS INTERACTION EXTRAS
MUSIC 7 BALANCE 7 PRESENTATION L

SOUND EFFECTS ] DEPTH. i INNOVATION 7
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NETWORH

CONNECTION

SQUARRE DANCE

WHEN THE HELL IS SQUARE GOING
TO MAKE GAMES FOR THE N647!? |
loved the Final Fantasy series,
Secret of Mana, Mario RPG and
just about all the others. My
second question is are there
any other RPG’s in the
works for N64 other
than Zelda?

Bryan Evans,
Evanston, IL

'hat a wondrous.

time to be reading the
Network Connection! Just look at all the
goodies you'll find. We've expanded Network
to six pages, because we’re bringing back
Reader’s Game Ideas! Hundreds of you have
written in (most of you illegibly), and asked that
we bring this back, so we have.

Not only that, but this month, we’ve also ‘;Ru::"‘e“h::n:f
allowed Francesca to answer her own letters! Now i -
: . actually comitted
that we’re sure she can take your punishment and e
dish it out as well, she's gonna be answering your nY(No% ganics:
i : o Sl but it is believed
(gaming questions and making fun of our ‘special’ that a Final

readers also!
So what are you waiting for? Send your mis-
sives (that’s missives, not missiles), to:

Fantasy game will
appear on the 64DD

— although Square
is admitting nothing.
Network Connections One of the ﬁ!lsr N64 "
ULTRA GAME PLAYERS RPGs will be Mother 3
150 North Hill Drive (known as Earthbound in
Brisbane, Ca 94005 the US), but you’ll be

pleased to hear that an N64
version of Super Mario RPG is
under consideration at Nintendo.

NO LUCK

P’ve been a loyal reader since the
first scrambled picture contest and
1 have some questions:

1. Maybe you should let people ask
questions in All Access. Most peo-
ple need help in games and will
rarely ever find their tip in there
unless they write you about it.

2. Is the Jaded Gamer writing from
an asylum?

Well, that’s all. You better put
this in the magazine or Pll abduct
Brian Grady of Schenectady, NY and
have him come play Time Killers
with Mike and Cosmic Race with
you, Roger.

Corey Lanier,
Norris City, IL

LETTERS FROM OUR READERS...

ROGER>>> If you’ll remember,
Corey, Game Players used to have a
column called ‘Game Slayers’ in
which Jeff ‘Lucky’ Lundrigan (now
deceased and departed to our sister
mag, Next Generation) would
answer questions on games from
the befuddled masses. Through an
in-depth scientific survey, we deter-
‘mined that 99% of people who
wrote into the column reached
puberty by the time they received
an answer in print. These individu-
als had subsequently discovered
something called ‘Girls’ and no
longer gave a rat’s ass about
videogames. In other words, it did-
't work, nobody cared, and no, we
won’t do it again.

Unfortunately, there is no asy-
Ium that would accept the Jaded
Gamer as a tenant. Instead, the
state has decreed that he be exiled
to the UGP offices in the hopes that
exposure to our sensible, calming
influence would allow him to devel-
op some ‘Family Values’.

CHAIN OF FOOLS

Me and my friends have been play-
ing Mario RPG: Legend of the Seven
Stars. We have five stars and all
the guys and we’re at the Land’s
End. We have nowhere to go. Can
you tell me where to go? This is not
a chain letter.

Tony Bruno,

Pitisburgh, PA

FRANCESCA>>> Are you sure
that this isn’t a chain letter? You
mean I ¢can’t make any money from
it? Then what the hell am I doing
reading this letter anyway?!?

HOT TO TROT

One question: my moronic friend
thinks that in Tomb Raider, you can
jump on the statue in Lara’s house,
dive into the pool and she’ll be

MEET THE TEAM

What makes you
really mad?

o,

Asking what makes me mad!

naked. Is this true?
Neale Byrmes
Brandenton, FL

MIKE>>> Do you honestly think
that if there was a way to get Lara
naked, we wouldn’t have already
showed it in the magazine? This is
a complete April Fool’s joke and is
by no means true. However, for
those interested in seeing what
Lara might look like without her
clothes, I suggest a comprehensive
internet search (‘nude raider’ might
be good key words, but that’s just a
guess. | mean, it’s not like we spend
the better part of our work day just

http: //www.ultragp.com




tracking down peach-colored poly-
gons... honest... ).

IT°S A SECRET

1 have noticed that you have been
printing hidden messages in Ultra
Game Players, such as the one on
the cheese on page 118 in issue
#96. Do these messages have any-
thing to do with your new plans for
world domination? D’oh! | wasn’t
supposed to say anything about
that, was I? ’m sorry. No, Bill!
Please! Not the Catholic school girl
uniform and haggis!

Your Faithful Servant,

Alexander, ME

BILL>>> You're about half
right, Faith (mind if I call you
Faith?), but the real Secret Orders
are generally issued only in the
small print on the last page. The
sacret message you’re talking about
was only for the St. Haggis of
Perpetual indigestion Girl’s Choir. |
know THEY got it, ‘cuz I've got the
photos! Heh, heh, heh...

BRCK TO THE
FUTURE

1 am a long time subscriber. |1 have
a few questions about the future.

1. In 2000, all TV’s are going to be
widescreen and DVD or HDTV. How
is that going to affect the
videogames of today? Are we going
to have to buy a new system, a new
adapter, or what?

2. | saw an advertisement for a
converter for Nintendo 64 and Sony

VISIT

OUR WEB SITE:

. HTTP://Nuu.uLtragp.con

frank: Foconnoreganeplayers.con

gILL: Bdonchueegameplayers.com

PlayStation for $15. Do they really
work or are they a hoax?

Tim Sargent,

Joilet, IL

FRANK>>> Don’t worry about
it. Even existing TVs will be fine for
years — adapters will be available
allowing them to accept digital TV
signals for the new HDTV standard.
As for DVD, that’ll work on either TV
system. Your console will see an
improvement in picture quality on
the new TVs, but otherwise will
work as it does now.

The N64 converter simply
allows you to plug in foreign carts
(which are a different shape) and
works just fine. PlayStation con-
verters are more complex and are
not really reccomended.

WHAT, A RUSH?

Thanks for the release list. Why
were only about half of the games
you said were going to be released
in March released on time? What
about Dark Rift and
Blast Corps?

Eylise Weary,
Cordova, TN

MIKe: msalmonegameplayers.com

Francesca: Freyesegameplayers.com

:_rburchilleganeplayers.con

http: //www.ultragp.com

ROGER>>> Well, besides the
personal enjoyment | derive from
misleading all the readers of UGP
every month, the reason that half of
the listings in the Release List are
wrong is that game companies
actually LIE to us! Maybe you can
chalk it up to companies being
imistic about the
cycle, but more often than not, the
dates they promise are missed. Just
remember to take the Release List
with a grain of salt (along with a
tasty Margarita — heavy on the
Tequila). You should be OK if you
Just take my advice.

STARE INTO
MY RING... YOU
ARE IN MY
POWER..
HEH, HEH,
HEH!

To, The UGP Team

Yeah, we know we look like
beggars, so just give us your
'spare change and shut up, 0K?

Lara’s breasts
Lara Croft exhibits the protrud-
ing pounds of polygons that
made her a household name!

er: Francesca
We’re pretty sure she’s not a
vampire or anything dangerous
like that...

B .eft: Dark Rift
Looks great, plays great and
it’s less filling!

1i: Zelda 64
k slices and dices; he even
makes Julienne fries!
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1. How come games magazines
get to play the games so early,
and we have to wait until a

lot later?

MARK DAY

2. Do you get upset if your
games get bad review scores?

MARK DAY

10k ULTRA GAME PLAYERS

EL CHERPO

1 have noticed a problem in all of
my N64 games: the graphics are
just plain cheap. Sure, they look all
silky smooth and pixel-free, but
have you guys noticed how cheap it
really is? Take Mario Kart 64, for
instance. All the walls and even the
ground look like cardboard! Another
example is Star Wars. This game
has every cheap looking back-
ground and blurry effect you could

Gee, Justin, you’re right! The Empire IS a
big bunch of cheap tightwads!

but you do have a point about the
blurry effect. The problem is that
textures take up a great deal of
‘memory, and the price of ROM chips
is so high that textures have to be
repeated. That’s why every world in
Mario has similar textures. The
64DD will solve this problem if it
ever comes out, but until then, this
is one of the few weaknesses in the
mighty N64.

FRANCESCA>>> No, Bobby, as
far as | know, there are no codes
available for the game. To tell you
the truth, there are seldom any
codes for RPGs — that is, unless
Yyou count Gremio’s super fire-ball
reversal counterattack. Just kid-
ding. As for the antiques in the loo,
well... they’re pretty, aren’t they?
Kind of like the fuzzy blue carpet
that your mom puts on the foilet
seat. They’re just for show, plus
they’re also totally non-functional.
You can at least make the peeing
boy pee. What more could you pos-
sibly ask for?

HE’S IN LOVE

Pm not writing in to talk about
games. | just want everyone to
know that I have a girifriend.
Brian M.,

Lima, OH

BILL>>> Gee, Brian, that’s
really great, but you DO know that
the blow-up kind don’t count, right?

SECRET SIGNS

On Pilot Wings 64, is there any
secret to the Nintendo symbols seen
on the top of the highest mountain
in Ever-Frost Island and in the sky

ask for. I just hope Nintendo doest  [ALL SHOW,

continue this (cheap) trend in their NO GO?

future games.

Justin Colombi, Are there any codes for

Nipomo, CA Also, what are the antiques for in

MIKE>>> | wouldn’t say that N64
graphics are cheap (and ’'m sure
Silicon Graphics could show finan-
cial reports to argue the opposite),

the bathroom and can you do any-
thing besides make the peeing boy
pee on someone? Thank you.
Bobby Smith,

Ellinwood, KS

in mini-San F and
in Manhattan?
Josh Laabs,
Detroit Lakes, MN

FRANK>>> Although the
Nintendo signs do nothing except

ow many times have
you gone over to a
friend’s house for some hot
racing action, oniy to be dis-
appointed when the littie
wuss insists you drive with
one of those ‘behind the car’
views?’ ’m sure it happens
all too often. Why, | hate to
admit it, but there’s even

| folks here at UGP that can

only race that way! Sad, but
true... Look, when you really

- drive a car, you're sitting
. inside, turning the wheel,

stomping on the gas, holding

~ on to that cold, frosty... cops,
_ OK, forget that last part. Let's
‘examine how hard it would be

1o simulate those ‘behind the

car’ views in real life!

First, you're gonna need
'someone else’s car. The rea-
son for this will be self-evi-
dent later, but for now, just
borrow a friend’s ride. Trust
me on this one...

Slide those long lengths of
pipe through the control holes
and duct tape ‘em to the ped-
als. Do not mistake the hom
for one of the pedals, as this
will cause control problems
later. Finally, duct tape a

Next, we're gonna need swim fin to the top of each
some tools. A Sawzall is best control rod.
for cutting the necessary Now we’re ready to rig
holes in the roof, plus we're up the steering. This is the
gonna need some assorted most important part of the
lengths of pipe, some rope, a ‘assembly, so don’t blow it! Tie
high chair, some swim fins your ropes to either side of
and a lot of duct tape. the steering wheel, run the

First, cut the all-impor- ropes out the windows and
tant control holes in the roof. up to the high chair. Voila’!
We'll need either two or three,  Now we’re finally ready for
depending on whether the that all-important first drive!

ride is an the point of
or a stick. this meaningless, destructive,
. After you cut the holes, and highly entertaining,

duct tape your high chair to demonstration would be lost

~ the back of the roof, making
~sure it’s pointing forward (I

know you probably got that
part right, but just remember
whose column this is, 0K?).

if we didn’t use someone who
liked that ‘behind the car’
view as our test pilot. Believe
it or not, this is where your
duct tape comes in handy

once again!

Line your ‘BTCV Fiyer®
up at the end of the driveway,
making sure that your ‘pilot’
‘will have plenty of room to

‘accelerate before turning onto

the open road. With the tran-
ny in neutral, start up that big
Detroit engine and call up
that little wuss for some real
‘behind the car’ view racing!

Once the ‘pilot’ has
been securely fastened to the
chair, ropes, and control
swimfins with duct tape, and
he’s stopped crying and
'screaming for help, you're
ready for the really important
part! Pay attention...

Scream ‘Here’s your
‘hehind the car’ view racing,
‘wuss boy. Enjoy the ride?’,
'slam the hoopty into gear, and
enjoy the hest ‘behind the car’
'view racing you’ve ever seen!
One word of warning: Make
sure you jump off before the
car gets going too fast, 0K?
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decorate the landscape, there is a
way to warp from mini San
Francisco to Manhattan without
making the cross-country trip. You
can also make Mario’s face morph
into Wario’s by using the cannonball
{o shoot yourself at Mario’s nose
(on Mount Rushmore). Aah, you
already knew that.

READ THE BOOK

My sister is a wierdo. When she
plays SNES she gets into it too
much. Like in Mario, when she
jumps, she lifts the controller up.
Then, when she gets mad, she
swears at it like this: ‘1 pushed the
right button! #$%”&*! To hell with
you all?’ It really drives me nuts.
What should | do? Oh, by the way, in
issue #96, who caught Bill (at the
place of lucky numbers) buying
cheap beer?

Jacohb Dickson,

Oregon, IL

BILL>>> Wait a minute, Jacob!
Your sister isn’t weird, She’s just

been reading ‘How To Beat The Hell
Out Of Those Damn Vit

HOW IT
WORKS...

Why do you have a
@gameplayer.com address after
having a hard to remember address
for so long? Where'd that ‘gm’ come
from anyway? Anyways, here's how
to access Blanka in SF3/

1. Buy the machine.

2. Break into Capcom.

3. Steal the software used to make
the game.

4. Reprogram.

5. Voila!

1 did, and he looks more like
bits and pieces of other graphics,
malnly Ken and the logo, and when-
ever | use a roundhouse kick, | view
Ryu's ending, and if you use the
electric move, he looks like Roger
(oh, the horror!), not to mention the
dancing goats, but it's pretty cool!
Austin the Plumber Boy,
suffering from arcade
machine electrocution,
Mayo Clinic

BILL>>> Wow,
Austin, since you
fo

by, uh... me. By the way, if your sis-
ter has finished Chapter 6, and your
folks can’t find the fish hooks, the
duct tape AND the chutney, do not, |
repeat, DO NOT play Mortal Kombat
with her. About the picture of the
Place of Lucky Numbers, you don’t
need to know who took it. All you
need to know is that I've been
sending them their damn black mail
money, OK?

ASK THE BIG
BOYS!

include the appro-
priate bribes, |
guess Pll have
to answer
Yyour damn
letter.
Let’s
get
stari-
ed!
Wwe

had to change the address to some-
thing simple, so ‘really talented’
readers like you could write us. The
‘gm’ was put in so that our mail
system would ‘accidently’ send
most of our mail to General Motors,
who would respond by making
some of the ugliest cars in U.S. his-
tory. As far as the story about Roger
and the dancing goats goes, yes, we
knew he’d probably had a few too
many margaritas, but we’d had a
few too many as well, so, when Rog
suggested we all take a little trip to
‘The Farm’, we all went along with
it. We didn’t realize that there would
be dancing involved, nor that some
idiot would turn on my... | mean, HIS
videocamera and record the whole
thing. We’re all really sorry and it
will never happen again, 0K?

NETWORH

i : Street Fighter

Austin figured out the code. He
should be out of the Burn Ward any
day now...

1tz Suikoden
Who needs codes, when you can
make the statue pee?

Pilot Wings
No, there’s no secret symhuls but
these guys sure can sing!

o ofi: Mario Kart 64
Hey, here’s more of those really
cheap graphics, Justin.

] ight: Roger
It’s either vamplres or goats; we
can't really tell...

OHHH,
WE'RE OFF TO SEE
THE WIZARD!

Do you have something to
say about a particular
game company? Say it to
their face! Write up your
question and send it to the
usual address, c/o Ask The
Industry.

JADED GAMER...

Even thought the Jaded Gamer
likes ‘In the cockpit’ views for his
racing games, he once talked someone
into riding a tricycle off a diving board,
just to see what it loocked like! Trust me, it
was cool! Very cool!!! Hell, it was winter...

BOMEK™

YN

1 YW In
YCKi
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NETWORH

Brett’s Gaming Page appears

MMM...SCION...

What does the fourth scion in Tomb
Raider do? In level 4, Tomb of
Zualopeg, | raised all of the gates so
1 can get to the scion. Then I went
into the room and shot the mummy
to the left of Zualopec. | took the
scion and went into the main room
and pulled the lever to see if the
door would open again, but it didn’t.
Matt Herington,

Kechikan, AK

FRANCESCA>>> [If] remem-
ber correctly, | think you have to
return down some hallway that you
‘made a left from, then pull another
switch, jump over the water, then
cross through the spikes. Make sure
not to get hit by the bloody flying
then do five
and grab a sandwich. Scions (espe-
cially the fourth one) go REALLY
well with ham and cheese, or so
Pve heard.

HOT TIMES

My room is really warm. What
should | do?

Mike Wolak,

Pittsburgh, PA

BILL>>> Wake up and smell
the bacon, idiot! You’ve fallen
asleep in the oven again!!!

BIG DERAL

Hey guys, what’s the big deal about
Mario? | mean, come on, this guy’s
supposed to be a plumber and his
butt crack doesn’t even show. And
let’s face it, the only way that fat
freak could hurt someone is to jump
on ‘em! Frank, with me and you
working together, we could take
care of this so-called ‘plumber!”
Raise your controllers in pride! Kill
the best! Kill the beast!

P.S. No, | don’t take medication.
Bradley ‘Batman’ Chacos

Temple Terrace, FL

How the hell were we supposed to know
that Francesca moonlighted for the LAPD?

FRANK>>> As you are no doubt
well aware, the Nintendo 64 fea-
tures hardware known as anti-
alaising, which removes jagged
edges from diagonal lines. What is
less well-known is that the N64
also contains anti-assing hardware,
which removes butt cracks from
games, too. It also features tri-lin-
ear cleavage mapping too, in order
to remove unwanted nudity.

IT’S TRICKY

in Issue 84, you guys said Resident
Evil had an extra gory ending if you
beat it in another three hours with
the rocket launcher. Is this true?
Because Pve tried it and it hasn’t
worked. | was just wondering if
there’s something special you have
to do to make it happen? Well, thats
all I have to ask.

Jason Predoehl

Detroit, MI

FRANCESCA>>> Geez, Jason,
how many times have you complet-
ed RE? I would figure that if you’ve
gone through it as many times as
Yyou have to in order to get the
Rocket Launcher, then you’ve had
more than your share of gore by
this time. But then again, you’re
probably one of those punks from
the so-called MTV generation, eh?
All desensitized to violence and
everything. Best advice, Jason: Let
it go. Life is scary enough.

FIGHT FAN

Your mag is pretty cool. It seems to
be informative and fair, and the new
format works well. Me and my

ﬁ;:ﬁ"s GAMING sITe http://memBers.aol.com/skinsfanis4/brett. html

The site currently has no worth mentioning is the trivia 1 Saturn owners: welcome to
to be ancther innocent fan frames, so old browsers section. Brett’s site offers. Brett's Gaming Site.
site at first, but upon further shouldn’t have problems navi-  some Sonic trivia so good -2 News is updated everyday!
inspection, one begins to see gai!ng. The site’s graphics that it even stumped us! 3 Breit’s site has a variety of
the great features and excel- load up very quickly. Bretit’s Gaming Site may  cool screenshots.
lent potential this site has to There are sections for not be as big as some of its 4 Be prepared for some tough
offer. The page is devoted news, previews, reviews, and competitors, but it has a lot Sonic trivia!

strictly to the Saturn platform,
so PSX and N64 owners need
not apply.

codes. The news section is
updated everyday with origi-
nal content. The other section

of character.

Send your fan-site ideas to: jmontes@gameplayers.com
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peeps have come up with some
questions that we debate over after
a session of Fighting Vipers. We'd
appreciate your consideration.

1. Does Capcom have exclusive
rights to X-Men titles?

2. With World Series Basehall 2,
World Wide Soccer, and Madden ‘97,
why isn’t the Saturn considered a
sport machine?

3. Can the PSX handle a arcade per-
fect translation of Tekken 3?7

P.S. Sega Rules Bahy!

Sport B

Detroit, Mi

MIKE>>> First of all, you
should stop playing with your
peeps, and talking to them after-
wards is just plain sick. Now onto
the questions:

1. No, but they do have
the exclusive rights to
the characters in fight-
ing games.

2. Because that is

all there is,
while on the
PlayStation
there are
solid

games in
every single
catergory.

3. I’'m confident that Tekken
3 will look every bit as good
as it does in the arcade.
However it might require some sort
of RAM card that’ll most likely
come packed in with the game.

SNOWED IN
First of all | would like to congratu-

late the ULTRA crew of this mag.
Well now, on to my questions:

SURFED ANY
LATELY?

GOOD WEB SITES

1. Are there special codes for Jet
Moto? If so, will you please tell me,
er... us Jet Moto fans?

2. Any news from Koei? Is Ark of
Time still coming out soon?

3. How about Wing Commander IV?
I've seen nothing for consoles yet
on this game. Do you have anything
for us? Oh well, it’s shovel time,
again! Keep up the good work!
Martin ‘way too much snow

up here’ Cloutier

Quebec, Canada

ROGER>>> Martin, you freakin’
Canadian, the Jet Moto codes you
covet are within this very issue. Ark
of Time is available in the US on PC,
with no plans for it to come fo con-
sole at this fime. As for Wing
Commander IV, it is out and avail-

mangle the glorious sport of
Football by adding an extra player
and playing it on a field the size of

New Jersey. What’s up with that?!? -

Au revoir, sucker!

HE'S MY PAL

Did you really break out of a mental
hospital? If so, we have something
in common...

Rekcut12@aol.com

BILL>>> Gee, that’s... great.
Why don’t you just wait right here
and I'll go make an ordinary, ‘not to
the police’ phone call... But first,
let’s play a little game. You're the
Pharoah and | have to make you
into the Mummy with this duct
tape, 0K? Wow, you look really...
ian. Uh... OK, I'll be right

able for the F But on
a serious note, Martin, is there
anything you can do about
this ‘Canadian’ condition? |
mean, you guys have way
too much snow, are too
fixated on back bacon
and beer, and
have man-
aged to

back... really...

NETWORH

Jet Moto
Codes? We don’t have no
stinking codes, Martin.

ii: Tomb Raider
0K, Lara’s got the scion. Let’s
see her find the deli!

World Series Baseball
Just one of a trio of sports
'games for the Saturn.

Wing Commander
It’s already out, Martin! Get a
clue here

B Mario 64
He’s no plumber! Where the hell
is his butt crack?

Drop us an e-mail with the
URL. If we feel that it goes
above and beyond the call of
duty, we’ll feature the page in a
future issue!

 GAME IDERAS...

That’s right, gang, the Game Ideas
column is back! We’re still trying to fig-
ure out what we can give to the winners,
though. Hey, how about a nice 8 X 10 glossy
autographed picture of Bill? And second
prize could be two of the damn things...
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See anything you like?
Don’t worry, it’s on us!

elcome, gamer! You have just entered the ULTRA GP GameShop. Here you’ll find many exquisite
w jtems that we’ve collected from all over the world, from the top gaming districts of Japan, to our
own Silicon Valley. We’re here to offer loyal ULTRA Game Players readers the chance to win
loads of cool prizes each and every month. We seek out the hard to find collectibles, the stuff that the average
gamer can’t get his hands on. We also offer many ways to win, so that everyone has a real chance to get in
on the action!

® HOW TO ENTER...

N\

Toshinden Mania
(5 points/3 winners)

 Gool Toshinden stuff!

t wouldn’t be fair to let just anyone enter our
contests. We reserve the privilege solely forreal  ULTRA GP GameShop / July
hard-core gamers, and we weed out the casual 150 North Hill Drive

players who just want to clog up our mail bin with
extra entries. So, to prove that you really deserve the
cool stuff listed on the next few pages, we’re going to
have to put you to the test. We’ve racked our brains to
come up with 15 videogame-related trivia
questions, ones that only serious gamers will
know the answers to. Each correctly answered ques-
tion will earn you one point, for a d of 15
points for 15 correct answers. You can spend your
points anyway you like — you can divide them up
between multiple contests or blow them all on one big
prize. The number of points needed to enter a contest

Brishane, CA 94005.

All entries must be received by July 10, 1997.
Winners will be notified by mail.
Now get to it!

Three winners get the chance to win a fantas-
tic Toshinden movie bundle from the good

is listed next to the prize name. To enter a contest (or
contests), write down the contest number(s) on a
post card, along with the trivia answers to prove
you've earned enough points (list the question number
first, then the answer), and don’t forget to also
answer our tie-breaker question, which
will be used in the event of a tie.

Send the post card to:

people at U.S. Manga Corps. The bundie
includes videos, animation Chroma-cels
MPEG video CDs and posters of hoth Art Of
Fighting and Battle Arena Toshinden. These action
packed movie versions of your fave games are simply
brilliant and not to be missed.

vg) CONTEST
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Think you're all cool because you can answer those easy-peasy questions
huh? Well check this out:
Who would win in a fight and why: Bill Donohue, our Managing Editor, or
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Bill Nye, the science guy?
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(2 points/2 winners)
« Froe loser systemstll o

literally, just in case lawyers are reading this). I’s the big
box of dead consoles. Some of these legends will be worth
a fortune one day...just not foday. There’s hours of fun
. away in this box for refro fans and museum
cura alike. We can’t reveal included in

And be afraid, be very afraid,

Dead Console Box
It's creepy, I's scary and it's wnrln its w»igh; in gold (Not -

is mystery box, but Boy, Cdi, 300.

Yaroze - The Legendary Black PlayStation

(5 points/L winner)
= Make your own games!

This prize is massive — truly massive. Sony provides excellent support for this
Yaroze is the name of Sony’s crazy program, with libraries of graphics and
black home game development sounds available on their Net Yaroze
PlayStation. Not only is this the absolute 'wehbsite. You can check out the site for
coolest-looking console of all time, it’s yourself at:

also the gateway to game scea,sony.com/net/
in the Nineties. Yaroze allows you io There’s tons of information
program (fairly limited) working there and you can fill
PlayStation games simply by attaching up your brain with

your Yaroze unit to a PC. The package Yaroze-related good-
ccomes with a PlayStation, cool black ness. And next month
accessories, all the cables you need and  we’ll take an even

the software (again, you’ll need a closer look at Yaroze
Pentium PC to use this properly) and the wealth of games
required to put together stunning home- emerging from this revolu-
grown PlayStation games. tionary system.

§53ZI1dd LSILNOI »

/

b

4
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America’s Lowest alge rrices

o7 4

9 5 . " 4 p G
e“““;"‘ GUARANTEE YOURSELF ‘4P,,';€le,,
sp‘S?‘\ﬁ o9 A COPY OF THE GHYS

< 9@&* HOTTEST NEW RELEASES q g N
Y CALL AND PRE-ORDER NOWS ' w2
Prices start at $19.99 ffes

(a few double disc titles may be more)

Blast Corps * Golden Eye 007 ¢ Lamborghini 64 ¢ Lethal Enforcer
Buster Bros. * Golden Nugget ¢ Kumite * Necrodome ° Grand Slam

Hexen ¢ MDK ¢« Rage Racer * Syndicate Wars ¢ War Gods ¢ Quake
Marvel Super Heroes * Alien Striker * Albert Odyssey * ManxT.T
Super Motorcross ¢ Sacred Pools ¢ Ultimate Football

50?“30%2; Call for our Weekly Specials! P$E~
“‘““Ag/e FACTORY SEALED $IS%
9
BRAND NEW g
AMERICA'’S LOWEST PRICED GAME DEALER
NOW CONQUERS USED GAME PRICES TOO!

Buy any game from us, get a guaranteed trade-in value of 1/2 the current retail!
We are now buying used games. Call for the highest values on your games!

Call now for a FREE catalog
'WE SHIP GLOBALLY!

SHIPPING: FedEx 2nd day service
1-4 games $6.50 5-8 games $7.50
Systems $12.00 Please call for International Rates.
California residents add 7.25% sales tax
Call 7a.m.-7p.m. PST 7 days
FAX: (415) 893-8190 or send mail order to:
P.O. Box 2708, Novato, CA 94948

PLAYSTATION ACCESSORIES
Core System 149.99
Converter 29.99
PSX Memory Card 15 Blocks 22.99
Memory Card + 360 44.99
Game Shark 57.99
PSX Standard Controller 14.99
PSX Advanced Controller 16.99
PSX Ultra Controller 1999,
Multi-Tap 49.99

SATURN ACCESSORIES
Core System 149.99
Arcade Racer Steering Wheel  69.99
Memory Back-up CD 49.99
Memory Card+ 39.99
Game Shark 57.99
RF Unit 19.99

Sega Virtua Stick 49.99
Eclipse Stick 44.99
Advanced Controller 19.99

ALL SALES FINAL. For Mail Orders, please include Name,
Address, Phone Number and Game Titles. All Cancellations
must be received within 72 hours of original order. Defective
merchandise will be repaired or replaced under the terms of
the manufacturer’'s warranty. All returns will be tested, non-
defective merchandise will be

Link Cable 19.99
MadCatz Steering Wheel 69.99
RF Unit 19.99
Sony Double Flight Stick 69.99
Ascii Joy Stick 39.99
Ascii Advanced Joy Stick 49.99

Maximizer Joy Stick 39.99 VI d eo G am e | D l SC O U NTER S customer’s expense.

MULTISYSTEM TRUE ARCADE
CONTROLLER BY MAS 119.99
Each additional system add 29.99

returned to customer at the

415 893 8188
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100tk |sirmHoay BasH!

Next month is the one hundredth fun-packed, thrill-filled
_ issue of Game Players and we’ll be celebrating in style. A
look back at the fear-filled early days of gaming and
some of the faces that have come and gone.
It’s a pants-wetting party of epic propor-
tions and an issue you can’t afford to miss.

NINTENDO’S BIG SECRET

Dream is the next big thing from Rare
and it could well be the game of your
dreams! We’ll let you take a sneak look at the
future of N64 gaming in our next ish!

MORE ON SEGA’S SATURN REPLAGEMENT

A sneaky update on Sega’s new 64 bit hardware. What is it?
Where is it? When is it? All of these questions will be answered
next month. Probably...

PLAYSTATION’S NEXT WAVE

New graphics techniques are bringing PlayStation and N64
graphics closer than you ever imagined. We’ll take a look at the
next wave of super-sharp, silky smooth, 3D PlayStation games
and show you why 32-bit has years of life left.

Yet more info on Matsushita’s re-emerging 64 bit monster. The
new games, the hot gossip and a launch date and price point
that might surprise you...

Issue 100 on sale July 22nd!
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He’s skinny. He wears a loincloth. He has no weapons.
(He’s the guy that you play.)
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Walk. Talk. Feel. Hide.Think. And take on the ugliest
bunch of carnivorous crustaceans this side of a baboon’s
butt in a new kind of game and a brave new world of
interaction.

From slave-laborer at Rupture Farms to Liberator of

ar

Megt

the Mudokon, it can all be yours. That is, if you can make
it through the most inexplicably challenging gameplay in
the known universe.

Communicate with real characters. But, not in some
cardboard RPG. Blow away your enemies. But, not in some

don’t get mad: get elum between a paramite and a hard place possession is 9/10ths of the law




8 s,

_— W ]

one-dimensional shooter. Solve wicked situations and you’ve ever seen and blends them into one seamless,
wicked enemies. But, not in some wallpaper puzzle game. surreal, sensory overload of pure gaming. So take your

ODDWORLD: ABE'S ODDYSEE takes every game genre loinclothed butt and claim your destiny. Savior. Or salami.

ODDWORLD: ABE'S ODDYSEE

IN 00D WEB TRUST
SEPTEMBER 1997

ALLVE. 0DDWORLD @ (e

Software

A Lifef |
ware doms I i INHABITANTS

Virtual Entertainment

ive Softvare Corp. PlaySiaion and the PayStation Logo are rademarks o Sony Compuer nte . A e ropety f thelrrespectie comparis,




- UnLeasH THE POWER OF ITlaGic
. orn PLaySTaliom:

GI

Thé thhcﬁnﬁ‘i

Welcome to the ultimate war of the wizards where a myétic armory of 220 spells and a supernatural
legion of creatures and powers await you! Duel real-time with a real opponent or wage a campaign
against an alliance of wizards in the vast uncharted continent of Corondor.

Discover the mystical attributes ~ Battle against a human opponent  Summon wondrous creatures and Terrain plays a key role
of all-powerful spells. in split-screen mode. artifacts to vanquish your foes. in your conquest.

AKiaim

" | wizanos oF THE consT. Magic: The Gathering, BatileMage are trademarks of Wizards of the Coast, Inc. All Rights
PlayStation | Reserved. PlayStation and the PlayStalion ago are trademarks of Sory Computer Entertainment,inc. Acclaim is a d, SRR
sion and registered trademark of Acclaim Entertainment, Inc. ® & © 1997 Acclaim Entertainment, Inc. All rights reserved. www.acclaimnation.com

Conquer the continent of Corondor
in Campaign mode.

OF THE COAST®




