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to Tokyo, to Paris. 



Tired of helplessly watching 
the other team make all the 

big plays? Want to know 
which sports games you 

should even bother playing? 
EGM's guide will satisfy 

all of your sports gaming 
ds with comprehensive nee . 

strategies, inteMews, 
in-depth previews and a 

hard-hitting review lineup 
of the hottest sports games. 
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IT'S TRIPLE THE EXCITEMENTI 
COLLECT ALL THREE OF EGMS 

SPECIAL EDITION COVERS. 

INSERT COIN 
Will a new system solve Sega's problems? 

18 PRESS START 
Sega·s 64-Bit system. Dural. may be the Boss of all systems! 

28 TOP 10 
Wild Arms (PS). Mega Man 8 (55) and Star Fox 64 (N64) are #1. 

32 GAMING GOSSIP 
Could Nintendo lose a part of its Dream to Sony? 

36 PROTO$ 
MK Mythologies. Tomb Raider 2 plus 23 never-before-seen games. 

SO REVIEW CREW 
See how Wild Arms and Hexen 64 rated with da Crew. 

S8 TRICKS OF THE TRADE 
If you have a need for speed too. then check out the vehicle passwords! 

68 SPECIAL FEATURES 
Check out all the E3 games BEFORE they're even at the show. 

98 NEXTWAVE 
Clay, a hedgehog and orcs_coming to a system near you. 

107 LAST-MINUTE UPDATE 
Mega Man Neo. Blasto. new Tekken 3 characters and morel 

110 TEAMEGM 
Pigskin lovers will drool over NFL Quarterback Club '98 for the N64. 

116 INTERFACE 
Find out why EGM is really on issue 2001 

YOU WANT THE GOODS? 

Tucked into this exciting 
July issue of EGM is an 
AERODYNAMIC poster: 
STAR FOX 64. You can have 
Fox McCloud and his zany 
crew hanging in your room, 
locker, work space, space jet 
or anywhere else! 

98 CLAY FIGHTER 63 1/3 CN64) 

100 SONIC JAM CSS) 

101 SHINING THE HOLY ARK CSS) 

102 WARCRAFT 2 CPS) 

104 TOBAL 2 CPS) 

106 EXCALIBUR CPS) 

107 WRECKIN CREW CPS) 
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+< In addition to all the other freaky 

creatures, you'll have to battle a boar. 

Which is anything but a bore. 

In Here's Adventures, unlike life, to 

have a happy ending, you' ll have to wind 

up in hell. After all, chat's where you 

must duel with Hades, god of the 

underworld, to save civi lization. 

STRENGTH OF 

CHARACTER. You'll go 

into baccle as one of three 

heroic, mythological characters, 

each one with unique powers: 

Hercules possesses super strength. 

Aclanta has lightning speed. And, 

Jason - savvy street smarts. 

WEIRD WEAPONS. Sure, you gee che 

usua l arrows, slingshots and swords. Bue, 

Ze us not on ly has to conquer Hades, ::-+ 

but also conquer ,he heart of Atlanta. 

(A H ercu lean task, indeed.) 

you can also arm yourself with ray guns, 

houses, sheep and inflatable cows. 

EVEN WEIRDER BAD GUYS. 

Freaky weapons are perfect for 

fighting even freakier enemies: 

The fo ur-headed Hydra, snake

haired Medusa, sword-swinging 

ske letons, crazy clowns , nasty 

Martians and more. GamePro 

says "Cha llenging bosses, humorous 

anecdotes, and gigantic landscapes - Here's 

has it all." In the end, it 's up to you 

to save the world in this crazy twist on 

Greek mythology. And, if yo u fail? Well, at 

least yo u ' ll die laughing. 

+< So many Martians, so little time! And, 

to make matters worse, they've gor 

Jason surrounded with ray guns. 

Unfortunately for Atlanta, the Cyclops ::-+ 

has a huge appetite for destruction . 

Not to mention beautiful warriors. 

http://www. I ucasa rts.com 

He,c's Adventures™ and© 1997 lucasArts Entertainment Canpany. All Rights AeseNed. He,c's Adventures is a trademaf1< of LucasArts Entertamment Company. The lucasArts logo is a registered trademaf1< of Lucas film Ltd PlayStat1on 

and the PlayStat1on logos are trademarks of Sony Computer Entenainment Sega and Sega Saturn are trademaf1<s of SEGA ENTERPRISES, LTD. The ratings icon is a trademark of the Interactive Digital Software Assoc1a11on. 
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B RE AK I NG NEWS 

NEXT 

CONSOLE 
Is it 64-Bits or Bust for !iega? 

E GM has learned from sources inside 
Sega that their next-generation game 

machine is already well under develop

ment in Japan. Code-named Dural, Sega's 

new top-secret system apparently is already 

in a noncondensed wired version, and Sega 

officials are meeting with "top-name devel

opers" both in Japan and the U.S. to line up 

killer software titles for release as early as 
late next year in Japan. 
HISTORY: 

Rumors of a new system began as early as 

January, but the first solid piece of evidence 

appeared when the company-3Dfx 
Interactive lnc.-filed an Intent of Public 

Offering 0PO) document with the Securities 

and Exchange Commission in Washington 
D.C. on April 17, 1997. In this document 3Dfx 

had to disclose all of its work-in-progress, 

and one of the items was an agreement 
dated Feb. 28, 1997, between Sega of 
Japan and 3Dfx whereby 
3Dfx was to " ... develop for 
Sega a semiconductor 3-D 
graphics accelerator ... for 
use . ..in Sega's FORTH
COM ING VIDEO 
GAME CONSOLE .. :• 
GAME SYSTEM: 

While most of the 

"revealing" specs of Dural were 
blanked out (privacy enhanced) 
from the SEC document, EGM 
has been able to learn from 
other sources some 

of the details about Sega's next console. 

First, there is the graphics processor. 3Dfx 

will provide Sega with a modified version of its 

already-popular Voodoo Graphics PC accelera

tor card. This is a " ... two chip [device] and has 

a 128-Bit 'dedicated texture memory' architec

ture that provides over 800 megabytes per 
second of memory bandwidth." 

Second, all indications are that Sega will be 

'DURAL' 
THE !iPEC!i 
!iD FAR 
1) 1ii!x !ipeed CD-ROM 
ii!) 16 Megabyte!i [EDD) RAM 

3) Hitachi 64 Bit !iH-4 
• ii!DD MHz Clock !ipeed 

• 350 MIP!i 
4) 3Dfx\Voodoo graphic!i chip!i 

• 1ii!B-Bit dedicated texture 
memory 

• BOD Mbyte!i/!iec memory 
bandwidth 

• At lea!it 1 megabyte of 
texture map memory 

5) Operating !iy!item 
• Micro!ioft A.PI 
• !iega cu!itom low level D!i 

• 3Dfx 'lilide' API 
6) Mi!ic. !ipec!i 

• Z-buffering (16-Bit) 
• 50 pixel 

triangle!i 

using the latest .c..e.u. 
in the Hitachi lineup 
of microprocessors. 
Currently code-
named the SH-4, 
this CPU will go into 
production this fall 
and it boasts a speed 
of over 200 MHz and 
an ability to calculate 
over 350 million instruc-
tions per second (MIPS). 
While not a true 64-Bit 
processor, the SH-4 has only a 
32-Bit address register but it 
does have a 64-Bit data path. For 
comparison sake, neither the M2 (dual Power 

PC 602 CPUs) nor Sega's own Model 3 arcade 

board (one Power PC 603e chip) have 64-Bit 

address registers. Only the N64 is a true 
64-Bit machine. 

However, in practice, both of the above 

systems are capable of calcu lating more 

floating point math operations than the N64 

and, more importantly, can calculate more 
MIPS than the N64's 4300 and, in the end, 

are more powerful. A second chip that Sega is 

considering is the Motorola PowerPC 603e. 

Already in use on Sega's Model 3 arcade 
board, this chip could become the main CPU 

of Dural if it wasn't so expensive. Sega will look 

at the costs and probably go with the SH-4. 

Third, for a storage device Sega will continue 

to use a CD disc drive. Gone are the days of 

the old, slow 2X drive, and, depending on cost, 

Sega will probably opt for at least an BX unit, 

perhaps as high as 12X. Again total system 

cost is of primary importance here and disc 

drive speed is one of the ways that Sega will 

look to keep costs in line. DVD will not be an 

option, mainly because of cost 
With a system as powerful and fast as Dural, 

there will have to be a lot of system memory. 

The 3Dfx chip alone will require at least one 

Megabyte. Best estimates to date put the total 

between eight and 16 Megabytes of EDO RAM. 

Again, cost is a major concern and the exact 

amount of system memory is the one item 
which Sega will decide on at the last minute

after the other costs are in. 
Lastly, there is the operating system (OS) for 

the machine. It's no big secret that developers 

were not pleased with the extremely difficult 

OS on the Saturn. This time around Sega is 

exploring a different OS. First, Sega has been 

working with Microsoft to jointly develop an 

applications programming interface (API) to 

allow for easy ports from the PC. Second, 

Sega themselves is creating a new OS. This OS 

will run at a much lower level, and will be the 

backbone of the system. Finally, Sega has 
contracted with 3Dfx for a new version of 

3Dfx's low-level "Glide" 30 API. "Glide" wi ll 

optimize the performance of software designed 

for .1!.!])' entertainment platform, and affords 

virtually seamless portability of game content 

to the Dural. Using one (or more) of these OS 

configurations, not only would the Dural enjoy 

a development environment that is even easier 

and more accessible than the PlayStation 
or the N64, but Sega could literal

ly have tons of successful PC 
titles (and the thousands 

of consumers that buy 
them) virtually 

overnight. What is 
even more intrigu ing 
is that this API is 
said to be the 
same software 
Sega will be using 
in their upcoming 
arcade machines. 
Sega's world
famous AM 

divisions could 
create games for the 

arcade and then reuse 
that same code for the 

Dural (with the Saturn, 
games like VF2 and Sega Rally 

had to be written from scratch). 
SUMMARY: 
Will the Dural really come about? That's the 

big unknown. Sega (and all of the hardware 

manufacturers, in fact) are constantly working 

on prototypes of new game systems. Yes, Sega 

threw over $1.5 million (to start) at 3Dfx for 

their technology, but that does not guarantee 

that there will be a new system. It does look 

promising though, with the many strategic 

alliances that Sega is setting up, that some

thing is in the works. That leaves the mg 
question-will consumers buy yet another 
Sega game system? The existing systems could 

dip under $100 quite soon and wi ll there be 

enough players who will pay $300+ for a new 

system that may not be significantly better than 

what we are using now? Time will tell. We'll 

keep you informed on this revolutionary system 

as more facts appear at E'. 

~YJJ Y ;.1 '.:.HJi.,! !JJJp-; 
With the Increasing use of polygonal 

graphlce In 3-D games, the graphics processor 
18 becoming the vital component In a game 
system. Mind-blowing gameplay doesn't come 
cheap anymore and an of the new 1998 game 

systerna are going to need one of the new 
super chips. While current PC games like 
Descent or NASCAR are doing In-software 3-D 
texture mapping. when the action gets hot and 
heavy, soflwant can't do It all Take a complex 
ecene which has to be rendered at so+ frames 
per second, 640x480 double buffenld resolu
tion, In 64k dithered colors, without the blocky 
textures and t8lClure aliasing and something 
staf1s to give • the current aystems can't 
handle the data manipulation In software. 

Enter the next generation In graphlca super 
chips. Currently, the leader of the peck 18 the 
Voodoo Graphics chip designed by 3Dfx. It 
already has developed quite a following of PC 
game developera, and thete are dozens of 
big-name PC games already designed and 
optimized for their 3-D graphlca accelerator 
boen:I. Check out the Tomb Raider compariaon 
below, and H you get a chance, watch the new 
generation of PC games on a k,aded.for-bear 
system at your dealer-yc,u'II have a gUmpee 
Into the future of coneole gaming! 

f h graph 

Voodoo GlllphJcs Chip Speclllcallone: 
Perapectlve-con texture mapping 
BI-linear and advanced texture filtering 
UMII of detail 0.0D) mappl'1Q 
Sup-pixel correction 
~ Gouraud shading and 

texture modulation 
24-Blt Internal, 18-Blt dithered RGB 

frame buffer 
Muhlple fonnat texture buffer (8-Blt 

and 16-Bi() 
1, 2 and 4 Mbytea of frame/aux buffer 

memory per plxelfx 
1, 2, and 4 Mbytas of t8lClure memory 

peraelfx 
45 Mplxels/aec IIUStalned ftU 1'818 for bi-linear 

or advanced filbnd textures 
Over 1 M triangles/aec for filtered, LOO 

MJP-mapped. Z-buffered. alpha blended, 
fogged, texbnd 25-pixet triangles 

Antlallaalng 
Depth buffedng 06-BIO 
Alpha: blending 
Per-pixel ilpeClat effecta: fog, transparency 

tranaluceooy 
Tax1ura COll'IPQlltlng. morphing. anlrnattoil 
IJfieit frame buffer 80118118 

1 



PRODUCT REVIEW 

PIRST NANDS•ON TEST 
OP GAME.COM 
E&M take& the Tiger hand-held fur a &pin 

F 
allowing up our initial look 
at Tiger's new entry into the 
portable gaming category, 

EGM recently got a chance to put 
the finished version through its 
paces. We first have to mention 
that although the system is fairly 
complete, there are still some 
minor details to be worked out. 
The software that was available 
for play included Lights Out, Indy 
500 and Solitaire which is built 
into the system. There were non
playable demos of Duke Nukem 
and Batman and Robin with short 
clips of cinema openings and 
gameplay action to give a small 
taste of what was to come. 

The first thing you notice is how 
slim the portable is in your hands. 
The view screen is slightly larger 
than that of the Game Boy and 
the resolution of the images also 
seemed to be an improvement. As 
mentioned before, the Game.Com 
has built- in functions such as a 
non- interactive calendar, phone 

:jffjjjff; ... 

WIii iiie Gale.(.am M llllpld on Ille portable pmlna mnet'l Tiger 
Sedronks Is pulling. lot of nude belllnd Its biggest product ..... yet. 

number directory, calculator and 
the game Solitaire. When connect
ed to a modem and a communica
tions cartridge, you can send and 
receive e-mail and browse text
only Web sites. Of all the built- in 
stuff we toyed around with, 
Solitaire proved to be deliciously 
addicting, especially for Review 
Crew member Crispin Boyer who 
refused to let the rest of the staff 
examine the other games until he 
was threatened with bodily harm. 

The Game.Com has a touch
screen interface you can activate 
with a pen stylus (included with 
the system) or finger. Tiger has 
gone to great lengths to ensure 
the durability of their touch screen 
and has gone through several 

revisions in manufacturers. The 
same effort was also implemented 
in the quality of the screen 
resolution. The games we tested 
and saw previews of (see boxes 
below) were a cut above anything 
we might've expected. Licensing 
power is what Tiger has in spades 
and it shows in their lineup of 
upcoming software. Everything 
from the new Jurassic Park and 
Batman and Robin movies to 
arcade/home console hits like 
NBA Hang Time, Madden Football 
and Mortal Kombat Trilogy. 

Look for a final review score 
when we have one that is off the 
shelf, including the launch titles 
that will be available. So far, 
so good. 



PIIO UCT R ••• 
HANDY WITH GAMES 
Reality Quest I■ ■et to ghJe gamers a better grip 

D 
id you ever think you could 
make a better control pad? 
Adam Ullman and his 

brother had those thoughts and 
followed through with what they 
believe is a more natural way to 
play games; still having a free 
hand to drink a soda or punch 
your sibling. They formed Reality 
Quest and proceeded to make 
their glove- like controller a "reali
ty:· Imaginatively titled "The Glove," 
the controller 
enables you to 
play video 
games with 
wrist motion 
for directional 
movement and 
natural finger 
buttons for 
inputting com
mands in an 
efficient manner. 

As expected, The Glove handles 
some games better than others 
with Doom-style games getting the 
biggest boost. Speaking of Doom, 
it works very nicely with The Glove 
in terms of movement and feel. 
There is a Simulated Analog Mode 
that allows precise control when 
aiming your weapon or just walk
ing around in general. It also has a 
mode that supports the "negicon" 
channel for true analog movement 
which is handy for racing and 
flight simulation games. When 

used with fast twitch games like 
Tekken 2 and Street Fighter 

Alpha 2, The 
Glove was a 

bit more 

awkward to use, but can be 
adjusted with enough practice. 
The coolest thing about using it to 
play SF Alpha 2 is that your hand 
is emulating a fireball motion 
which gives you the illusion of 
greater interactivity. 

One of the images that leaps 
to mind when contemplating a 
controller of this sort are the many 
failed attempts at this type of 
controller. Anyone remember the 
Power Glove or the U-Force? You 
can rest assured that The Glove 
had a lot more planning and is 
well thought-out from a gamer's 
perspective. Best of all, it really 
works which is more than can 
be said for those other products. 
The Glove is designed to be a 
controller that becomes second 
nature and while it might not be 
the ideal controller for every game, 
it's far from the worst. 

The Glove will be available for 
the Saturn, N64 and PS, with 

each getting a system-specific 
model. The PlayStation model 
will be available first with 
the other two released 
shortly thereafter. 

Overall , EGM was very 
impressed with The Glove 
and looks forward to 
seeing·santa put some 

in our stockings. 
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SONY VIBRATES PAS I 
THE COMPETITION 
I n Japan, Sony has 

just released its 
much-anticipated 

analog controller 
that also has force 
feedback features 
for games that 
support that 
protocol. The 
basic layout 
of the pad 

is the same as the standard model 
with the exception of two analog 
sticks on opposite sides of the 
Start and Select button. Also 
between the sticks is an analog 
toggle button that switches the 
functions of the pad from stan
dard, Analog/Feedback and Dual 
Joystick Analog Mode. Although 

Sony has gone out and 
aeaml one of the nicest 

colllrollers to come out 

the pad does not 
require additional 

in a long time. 

power from batteries, the vibrating 
jolt it provides is not compromised 
as the games we have tested thus 
far (fobal 2, Rally Cross and 
Bushido Blade) have shown. Like 
the Nintendo Rumble Pack, the 
Sony pad has different degrees of 
vibration and can vary greatly from 
game to game. For example, Rally 

Cross proved a much more 
rewarding tactile sensation than 
Tobal 2 due to the nature of racing 

games versus the constant light 
thumps of the latter. The Normal 
Analog Stick Mode offers complete 
compatibility with the double stick 

device which is also from Sony 
and made for games like Bogey 
Dead Six, MechWarrior 2 and 
Wing Commander IV. 

The analog sticks feel 
great and are comparable if 
not better than that of the 
N64's in terms of motion and 

feel. The thumb rest is "dimpled" 
like the Saturn analog pad, but 

the sensitivity of motion is far 
superior to Sega's effort Sony 
has done an excellent job on this 
pad and it is almost assured that 
there will be plenty more games 
available soon that will take full 
advantage of this wonder. 

BIO-GRIPE 
As many gamers have seen now, 

analog is the way to go when it 
comes to game controllers. There 
are still some gaming cate-
gories that aren't as ideal 
for that type of control , but 
flight simulator/action 
games are definitely not 
one of them. The Bio Grip 
digital joystick from 
Nyko seems like a 
huge throwback to 
the old days with its 
rigid stick that has a 
limited range of motion. 

The layout of the stick is rather 
awkward with the majority of 
buttons laid out toward the front 
of the stick and aligned with your 
thumb which mal<es accessing 
them an ordeal. You can easily hit 
the wrong one in the heat of battle 
or even for mundane tasks. As 
EGM put the stick through a 
rigorous test, some staff members 

actually liked the old-school style 
and likened it to the old Atari joy
sticks. Indeed when playing some 
of the classic game collections 
available on the PlayStation, the Bio 
Grip seems to have found its niche. 
If you are still interested in this type 
of joystick, we highly recommend 
you test it out first since it took a 

good while for us to break in 
the stiffness of the stick and 
work out the stiffness in 

our hands. 

I 

'I ONLY ll=OR EGM SUBSCRIBERS ... IT'S ALL GOOD 
I 

- - ~~- -- -=== ~- --~ 

Submit your ramblings via £-Mail to Sushi_}(@zd.com A guide to the weird, offbeat stuff 
EGM couldn't print ... until now! 

As a special treat for you Sushi-X Files fans, we 
have uncovered secret spy photos of Editor in Chief 

Ed Semrad in action. What is he doing?! What has 

he done?! Why is he so happy?! Help us uncover 
the mystery behind these 
pictures by filling in 
the word bubbles and 
sending them to us! 

Hey, send your guesses to; 
The Sushi-X Files c/o EGM 

1920 Highland Ave. 
Suite 222 

Lombard, IL 60148 

Sll()(~l{IN(;, IIIJ'l1 'l1lllJI~! 
UOY DOllN Wl'fB SA'l'UllN CON'l'llOU..Ell J10Jl A BAND! 

IN DIANA-Five months ago, a boy in Gary, Ind., was born with 

a Sega Saturn controller instead of a hand. Parents say all was 

normal in the delivery of the baby, until what was supposed be 

the emergence of a right hand from the mother's womb horrifically 

turned out to be the peripheral in question. "I thought it was pretty 

neat at first," says the nonchalant father. "I mean, you can plug it 

into the Saturn machine and it works just like a real controller 

except for the Z, C and R shift buttons which should grow in as 

the child develops." The mother, on the other hand, was a little 

more critical, stating, "I wish it could have been a PlayStation con

troller or that new Nintendo machine. At the current market rate, 

his hand will be obsolete by the time he's a year old!" When asked, 

for a comment, Sega 
officials said they 
were investigating the 
possibility of charging 
the boy licensing fees 
for the use of his 
hand. Sega added, 
"People can't have a 
free ride just because 
they're born with a 
contro ller for a hand:' i......;-'-'-;..._..:.....;...._.......,_ 

l~IllS'I' 'I'OAS'I'ED DO-DO A1'7Alll) EN'l'llY 
Sushi-X loves his fans, 
but sometimes they can 
send in some fairly odd 
stuff. Below is a map sent 
in by Tony Phosec from 
Florida. Apparently, this 
fearsome map is what 
Tony envisions what 
the next Doom game 
on the N64 should be. 
Can anyone tell us what 
those objects are? 

➔ r--C!a,:-------, 
L.:..:..=------p-=--

So what do you think about The Sushi-X Files? If you have any story ideas, lewd pictures, news of the weird or tor:-sec!'et info you'd like to share with the honorable Sushi-X. 

let him know. All materials sent become property of Sushi-X-so deal with it! The address: Sushi-X Files, 1920 Highland Ave. Suite 222, Lombard, IL 60148. Sheng Long Lives! 
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ONLY l=OR EGM SUBSCRIBERS ... AWWWW YEAH! 
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l~f,)l'S Sl~\TJ~N 
1)1~1\l)I .. Y SINS! 
Oh the horror! The world is rife with 
decadence and decay which corrupts the 

minds of the weak. Now, witness the 

spectacle of EGMs seven deadly sins! 
Can you name the identities of these 

wretched souls? Try your luck then read 
the answers at the bottom of the page. 

Don't cheat or you'll find yourself next to 

these guys in a place far from heaven! 

EG)l'S 'rot•~// 
(~AN(~EJ..J .. EI) GAIIES ! 

us I rev 
the developers 
under the rug. 

0 
0 

Union Strike: the intended "true" sequel to EA's Urban Strike. 

Take out those scabs before they cross the line! 

Bronco 4x4 Extreme Racing: Choose OJ., AC., Kato or the fuzz. 

0 Barney Fighter: Duke out that dino! "I punch you, you kick me .. :· 

0 Ellen 54••: Help guide the TV star to find her lost advertisers. 

C, Virtual Thumb Wrestling: Realistic motion-captured thumbs 

battle for appendage supremacy. Uses analog controller technology! 

0 P.C. Web Shooter: Jack into the Internet and shoot down all 

trashy Web sites you find for big political correctness points! 

0 Wal-Kart: Race around the store in shopping carts while 

avoiding falling prices. Clean-up in aisle 6! 

0 SimMag: Make money facing impossible deadlines and impracti

cal decision-making as the editor in chief of your own magazine. 

Heavens Gate: Similar to Lemmings, you assimilate and guide as 

many cult members as you can to catch the Hale-Bopp comet 

Beanie Baby Adventure: Join the quest to find all the popular 

toys while making a profit selling them to esperate parents. 

The Ina: Mike "Gluttony" Vallas, Crispin "Envy" Boyer, Dan "Lust" Hsu, Scott "Pride" Parus, Shawn "Sloth" Smith, Wataru "Greed" Maruyama, Ken "Wrath" Williams. 

er feel like driving a Porsche®? Want to? The Alps Gamepad fo 

ers you the power, performance, and handling you've been w 

nely-tuned and tested controller designed by professional game 

eeds of today's gamers. 

For •ore Info visit us at 
www.lnteractlve.alps.com 

800-720-ALPS 
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He's skinny. He wears a loincloth. He has no weapons. 

(He's the guy that you play.) 



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 

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 9/1 0ths of the law 

one-dimensional shooter. Solve wicked situations and 

wicked enemies. But, not in some wallpaper puzzle game. 

ODDWORLD: ABE'S ODDYSEE takes every game genre 

you 've ever seen and blends them into one seamless, 

surreal, sensory overload of pure gaming. So take your 

loinclothed butt and claim your destiny. Savior. Or salami. 

ODDWOHLD: ABE'S ODDYSEE 

A.L.I.V.E. 
Aware Lifeforms In 

Virtual Entertainment 

I N 0 0 0 W E T R U S T 
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The wait for Final Fantasy VII doesn't 
seem so bad now, because Wild 
Arms-easily the best PlayStation 
RPG to date-is more than enough to 
tide me over. The best thing about 
this game is how busy it keeps your 
three-person party. During the 
course of the game, you'll discover 
tools and special weapons, learn 
powerful attack skills, uncover "Crest 
Graphs" to learn new spells, nab 
runes so you can summon guardians 
(huge creatures similar to Final 
Fantasy's Espers), roam the land in 
three unique vehicles and solve hun
dreds of puzzles. Why, you even have 
to complete mini-adventures for 
each of the three characters before 
the game begins in earnest And 
while guiding only three characters 
may seem a little lame, Wild Arms 
actually offers one of the best party 
systems in RPG history. Each charac
ter can wield up to four tools, which 
you discover as the game progress
es, and each tool will help you over
come certain obstacles in the dun
geons. Bombs, for instance, will blast 
open walls to reveal secret areas 
Oust like they do in the Zelda 
games), while the grappling hook 
will carry your party over chasms. 
Most puzzles, therefore, require you 
to select the character who has the 
right tool for the job. You don't need 

to discover all 12 tools to beat the 
game, but then you'd have to deal 
with the guilt of leaving certain parts 
of dungeons unexplored because 
you lacked the right tool. The 3-0 , 
turn-based battles also force you to 
rely on the unique skills of the char
acters. Besides the standard sword 
attack, each character has innate 
skills that build throughout the game. 
One character is good with guns, 
missile launchers and other heavy 
gear; another wields magic (she can 
learn more than 60 spells in all); and 
the third is a wiz with blade attacks. 
Besides these special attacks, the 
characters can also cut loose with 
powers that become available when 
they take enough damage, giving 
you more combat options than you 'll 
find in nearly all other RPGs. Yet 
despite all the combat possibilities, 
Wild Arms remains simple to play 
0t's even ideal for RPG newbies, 
since the early part of the adventure 
is laden wi h hints). Wild Arms' 
graphics are much better than 
screen shots let on. Each character, 
including the residents of towns, is 
superbly animated and detailed. And 
the polygonal enemies in the battle 
scenes look phenomenal- especially 

the Bosses. Heck, Wild Arms is so 
good it might even give FFVII a run 
for its money. -QaSP1N 

Once in a while I can't help but want part about the game is that it has a lot 

to get into a solid RPG. Wild Anns of old-school RPG influences with 

was one of those titles. I really the 3-0 battle scenes from more 

enjoyed playing this one. The story recent RPGs. With all of the hustle 

was interesting (how the main cha~- / and bustle surrounding Final Fantasy 

acters come together) and the grapr VII, it's nice to sit back and play an 

ics were great The switch between RPG now- that's really good by the 

2-D and 3-D was weird at times- way-and not worry about what's to 

almost like two different games-but come. It's an all-around solid buy for 

nothing I couldn't get over. The best RPG fans. -SiHAWN 

Well, this winner sure makes up 
for Beyond the Beyond. It has all the 
traditional RPG elements that make 
for a classic: a simple interface, great 
music, cool-looking spells, a deep 
and involving story line and so on and 
so forth. I love the sheer number 
of offensive attacks that you'll even
tually get The little things make the 
game too. For example, the-shadows 

With the stream of games hitting an 
all-time low, it's refreshing to see a 
solid title like Wild Anns squeak 
through the E' firewall. Despite the 
deceptively complex party system, 
veteran RPG gamers will have no 
trouble adapting to the numerous 
commands and objects at their dis
posal. Luckily, you only need to con
trol three characters, but after you 

in combat change when a bright spell 
is cast about a room. Awesome! 
I would have liked to of had more 
than three c aracters and a story that 
wasn't so linear (but then again, eve,y 
RPG out there is pretty linear). Fans 
of the genre, pick this up. It may 
be the last great RPG for 
the PlayStation before Square's giant 
comes out -llAN 

get used to the setup, you'll be wish
ing you could have more allies. I 
wasn't very impressed with the back
ground music, but most RPGs have 
this fault The animation, however, 
was si!'!!J)ly beautiful, and the charac
ter/object interactions were a nice 
touch. Without a doubt, you'll enjoy 

this RPG until Final ~nJSj,I~ 
graces U.S. shores. -~---





Hexen 64 is in a bed of hot competition. You 
have the fancy-looking Turok in one corner and 
the new-and-improved Doom 64 in the other. 
Unfortunately, I think Hexen 64 will be 
squashed in between and left for dead. Why? 
It's just an old game with an old engine. The 
enemies in Hexen 64 are (and this is my biggest 
gripe of most "Doom" games) very predictable. 
It gets rather repetitive when you meet an 
enemy and On order): Shoot, step out of the 
way, shoot again Of necessary), step out of the 
way, etc. So what's left? The level design. But 
the generic medieval look of Hexen can 't com
pete with other first-person shooters' better
looking worlds. Hexen's stages just aren't that 
interesting to explore! At least the game gives 
you four-player deathmatch. This mode is fairly 
decent, but only because we haven't seen it in 
a console game yet. Having a four-player ver
sion of a lackluster game only makes it slightly 
better than lacklus er. The different characters 
and thei differen weapons also makes the 
game in eresting, l:lut I doubt many of you will 
want to play the game th rough with another 
character once you've beaten it already (I did
n't). So although many of you will buy Hexen 64 
due to th current drough , rrecomme a wait
ing for Duke Nukem 4 o Quake 64. -DAN 

Although action is part of my "Favorite Genre," 
sometimes one too many of a qirtain type of 
game comes out and I get bored. Tha 's how I 
feel about Hexen 64. Sure, the graphics look 
great and I like the inventory system, but when 
it comes right down to it, it's sti ll a Doom clone. 
The four-player feature is hat saved this game 
from a lower score. -SHAWN 

ssary enemy hits s1 ause strafing 
eh a pain in the bu bright-side, th 
ur-player Deathmatc is a nice touch. 

lso like that you can ur game at an 
e, anywhere in the d -a feature I wis 

Besides tile fact that this is an old game, I can't 
recommend this relic to anyone off hand. The 
Four-player Option, while nice, is not conducive 
to deathmatches in Hexen. Doom 64 needed it, 
not Hexen. Hexen is also an outdated first-per
son engine, as well ..as an unpopular one to 
boot. I'd much rat er ait for Quake, which 
should be awesome. -SUSHI~ 

Pandemonium! was a great PlayStation title, 
and it makes a stylin' debut on the beleaguered 
Sega Saturn. This past year has seen the emer
gence of the pseudo-3O genre, and 
Pandemonium! still leads the pack. Filled with 
excellent 2-D action on 3-0 backgrounds, 
Pandemonium! on the Saturn is a step above 
its PlayStation sibling. The control is not perfect, 
but it is tighter, which is a blessing on later 
levels. The only surprise, which isn't a bad thing, 
is the different color usage for the levels. On the 
PlayStation, the color was bright and happy ... 
happy ... happy. This version is gloomier, with 
darker foreboding colors that set a slightly 
different mood as you play. Basically, there is 
no difference between the two games, but 
months later, Crystal Dynamics has seen fit to 
fully optimize it for the Saturn (another disturb
ing trend in video games). If you are one of 
those lucky few who own both systems, this is 
the version o get, but if you already own 
Pandemonium! for t~e PlayStation, the changes 
aren't worth the money. If you only. have a 
Saturn, why are you still here? Go buy it! You 
won 't regret · Ah, it is refreshing to see the 
floundering 2-D side-scrolling platfo make 
the leap to pseudo-3-D in ort ler to remain a 
viable marketing option... ~~ 

OK, before you guys start researching old 
issues for my score for Pandemonium! on the 
PlaySt lion (which as 9.0) let me just say that 
the 0.5 difference comes from the slight 
decrease i graphic quality. I really liked 
Pandemoni ml on the PS, and I still like it now. 
It's a lot of fun to play and didn't find that it got 
old in the slightest I'll bu 1t. -SHAWN 

Crysta l Dynamics' parting gift to Sega 
(Pandemonium! is their last Saturn game) is a 
fine one. Th is visual and musical tour de force 
may not be the most original t ing around Ot's 
a simple side-scroller with very cool 3-D back
grounds and perspectives). ana the controls 
stink ~he original Super Mario Bros. had bet
ter), but I still ighly recommend it. -DAN 

ects and wild, windi 
nty of hidden areas). 
-0 side-scroller to boo 
ost part, but so etime 
hen the camera whi 

It's about darn time a compilation disc hit the 
Saturn, and you couldn't ask for a better starter 
set than this trio of Space Harrier, Out Run and 
After Burner II. These classics-created by 
Sega's Yu Suzuki-led AM2 development team
were revolutionary in their time, not to mention 
expensive (the sit-down version of ABII was 
one of the first games to cost a buck). So it's 
extra cool to finally play arcade-perfect versions 
without going bankrupt. Each game is true to 
the original in every way, right down to the 
Demo Screens. Even the music is authentic (a 
good thing, since ABII has some of the most 
kick-butt tunes ever, something I missed in the 
Genesis version). Of course, the games don't 
look so hot when you compare them to today's 
flying, driving and shooting games. Looking 
back, I find it hard to believe I was so impressed 
by their simple scaling effects. Still, the graph
ics do pack a certain personality that you don't 
find in polygonal visuals of mos modern 
arcade titles (the Space Harrier dragon remains 
a classic video game bad guy). Lam di appoint
ed in only getting three games. The oldies in 
this smal l collecti put me in such a nostalgic 
mood that I wanted to plar, othe Sega classics, 
such as Thunder Blaae a driang On. oo bad 
they weren't included, t . __,~:R!ISPIN 
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Cybersled meets soccer. Not a bad combina

tion. Being a big fan of the above two, I enjoyed 

Battlesport right off the bat. The action is very 

fast-paced, and unlike BallBlazer Champs (a 

similar game in concept, also reviewed this 

month), Battlesport's animation was smooth 

and superb. The graphics, however, could 've 

used some more pizazz. After all, we are used to 

light sourcing and other 32-Bit frills in futuristic 

sports games. Looking past the humble visuals, 

I thought the handling of the vehicles, to put it 

mildly, stunk. It's difficult to catch the ball at any 

time, unless it's sitting still, or you and it are 

heading toward each other in a straight line. I 

was frustrated when I was constantly missing 

the ball and power-ups because I wasn't quite 

in the perfect position. In order to make up for 

this, you may find yourself slowing down or out

right stopping to get your bearings straight. So 

what's wrong with that? The supposedly "fast

paced action" comes to a halt and you become 

cannon fodder (this problem greatly lessens 

over time and practice). Battlesport gets kudos 

for offering so many arenas to play in (though 

many of them are pretty much the same) and so 

many in-game op ions (variety is pood!). 

Battlesport is not g[eat, by any means, but 

Cybersled. fans should check it out. -DAN 

s ti tle to review! What' 

world coming o. have to say I liked thi 

ne a little better than Ball Blazer because it wa 

asier to get into. The graphics were a ste 
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inely anting to score on the ene 
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Battlesport isn't as fun as this month's other 

futuristic sports game, Ba !Blazer Champions, 

but it ain't bad either. You get plenty of options 

to set up before each match, as well as lots of 

nifty power-ups. The different types of goals are 

especially cool (you try scoring on a g0al that 

flies 20 feet above the arena's floor!). The slug

gish control needs tweaking. -CRISPIN 

By far my greatest kudos for Battlesport are for 

the immense optiolils setti gs. I wasn't terribly 

impressed with the vehicle graphics, et alone 

their paltry control. Then again, I'm not a big fan 

of these futuristic sports games, so I didn't 

expect much. I'm surprised at the apparent 

unfinished quality of the game, almost as if it 

were a fiFSt-generation PS game.-SUSHI~ 

Games like this are always at least a little fun for 

me even if they're half- rate. What makes 

Swagman even better is that it's hardly half

rate! Granted it's a bit of a kid's game but there 

isn't anything wrong with that-in fact, that's 

part of what makes Swag man so great. The idea 

behind the game is simple (as far as the fanta

sy type of story line) but a lot of fun. The graph

ics are pretty sharp (except for the occasional 

rough-edged sprite) with the different realtime 

lighting effects and shadows. The adventure 

aspects of the game are also done well. All of 

the different items were neat since they kind of 

matched what would be in a house-what kids 

could find and use. The switch to the dream 

world was also a very cool idea, although I have 

to admit I was a little scared of the different 

monsters ... OK, maybe not really scared, but 

they were eerie. The level design was pretty 

complex but really, what house is that big with 

all of those hidden rooms? I gues that's why 

the game is a fantasy. I liked being able to walk 

aroun~ a house with a ki tchen, bathroom, etc. 

Sure, it sounds weird, but it added a lot to the 

game. For example, in the bedroom, to go into a 

secret room, you can bat the clothes ou t of the 

way in order to find the secret entrance. Overall , 

it's a good buy. -SHAWN 

Never before has a game been so ... normal. 

Although I can't really find one concrete com

plaint about the gameplay, I can't find anything 

stellar about it either. It's just there. Wt,en you 

first play Swagman, you'l l swear that you've 

played hundreds of games like it before. The 

cartoon-quality graphics and creepy sound

track do create a great atmosphere. -DAN 

Simple but fun-tha\'s the best way to describe 

this vaguely Zelda-esAue action game. 

Swagm n's more than 15 levels-are large and 

imaginative, with plenty of puzzles and hidden 

areas. Most of the puzzles are easy to figure 

out. Throw a switch ere, move a box t ere and 

you 're all set. The g me looks spiffy, but some

times it's hard to see doors. -CRISPIN 

Swagman deals out the goods: powerful ambi

ence, deep story, Zelda-style controls, and 

backs it up with fa "rly decent challenges now 

and then. It's not too compl x, so learning 

gamers will want to pick this up. I had lot of 

fun rooting around in Swagman, and I know you 

will too, but I wouldn't recommend this to 

advanced gamers. -SUSHI~ 

Dynasty Warriors is a great fighter, almost at a 

par with recent hits like Soul Blade. Character 

detail and animation are perfectly smooth, and 

even the color choices are well-planned. My 

only real beef with this game is the relatively 

low number of fighters to choose from. I'm not 

sure if you're like me, but I tend to choose the 

female characters first, then branch out from 

there. This is the first fighting game to only have 

one female fighter to choose from in a long 

time. In other peeves, the backgrounds are less 

than inspiring, but are forgivable, as they 

remind me of Tekken sets. The control is very 

tight, and to accomplish some of the best com

bos, you 'll need to practice, practice, practice. 

You get very little room for error here. This 

becomes most noticeable when you attempt to 

use your special attack. Thanks mainly to the 

location of the buttons on the control pad, get

ting your special to work when you want it 

becomes the hardest part of Dynasty Warriors. I 

would have to say that if there weren't already 

a few hundred titles like this already, we could 

very well see a great series foll)l ing here. All it 

needs is a little tweaking to the character bal

ance and the backgrounds, and it would be far 

better. Dynasty Warriors is one of those games 

that reels you in after a while. -SUSHI~ 

This is my kind of fighter. Sure, games like 

Street Fighter Alpha 2 and Tekken 2 are incred

ible, but when you start having authentic char

acters from history, you get to kil two birds with 

one stone, so to speak. Of course, it may be a 

little weird to control players from the 15th cen

tury, but it's a learning experience nonetheless. 

Besides'lhis, it .controls very well. -SHAWN 

It's about dam time that a polygonal fighter 

offered more than tap .. tap .. tappin' the buttons 

away for a silly combo. Although a few of 

Dynas 's combos are done this way (ugh), they 

have many Street Fighter-style moves too. The 

best way to describe Dy asty is that it's a cross 

between Soul Blade and S EX. Good variety 

among the characters is also a plus. -DAN 

Dynasty Warriors lets those ho like and those 

who islike Block buttons beat each other up in 

peace and harmony. The game supports both - -·- """"" 

types of defense-you can pull back to block or 

use the two defensive buttons. But you'll' prob

ably want to make use of the entire b ocking 

system, since certain pauie_s will set up ene

mies for devastating counters. -CRISPIN 



It's been awhile since we first saw Broken Helix, 
but as far as I'm concerned, it was worth the 
wait. It may not be the premier game on the 
PlayStation but it certainly has some cool fea
tures. First, Bruce Campbell's voice-overs are 
hilarious and the whole intro with that jerk-off 
drill sergeant is great. Where's the chainsaw for 
an arm though? On the flip side of that, some of 
the other character voices were overdramatic 
and almost laughable. The graphics were done 
well, but often looked too polygonal (early ver
sions seemed grainy but cleaner than in this 
finished version). The non-linearness of the 
game really adds to its playability. You could 
walk in there, guns a-blazin', but if you do so, 
you'll lose. Eventually the bad guys (who are 
supposed to be good guys by the way) will kill 
you for not completing your "mission" properly. 
So listening to your objectives and taking time 
is worth it. The missions in the game are really 
fun to play through as well. The levels have dif

ferent paths, one possibly being quicker or 
more effective than another. The progression of 
the story (moving from vague instructions to 
top-secret Area 51 stuff) is inte esting. Strange 
how Broken Helix is coming out at a time when 
aliens are so darned popular. Good timing on 

Konami's part- or is there more ... - SHAWN 

This game is sassy\ I love the humor. Broken 
Helix is a potpourri of so many other types of 
games (Fade to Black, Overblood and so on) 
but has its own style and flair. The missions are 
packed with variety. It is a very challenging 
game, made more difficult by the substandard 
graphics Ot's ~ard to avoid security cameras if 
you can't see them too well!). -DAN 

Broken Helix may ack a cool story and excel 
lent voice acting, but it still falls well short of 
being a perfect shooter- mainly because of its 
graphics. The game manages to be too colorful 
and too dark at the, same time. You'll stumble 
into pitch-black walls and obstacles that stand 
beside banks of garish computers until you jack 
up your television's brightness. -CRISPIN 

really hate the graphics in Brok 
e thi rd-generation games almos 
ink the polygon count would be 

ut instead I'm forced to resort to 
nd "The Force" when playing. Th 
umor,ous dialog really save Broke 
·1hout them, I'd have o rank it 

Ah, memories. I remember playing BallBlazer 
more than a decade ago on my Commodore 64 
Ot was one of those games that kept us going 
during the video game crash). So I booted up 
this update expecting to experience the origi
nal's classic gameplay. I wasn't disappointed. 
BBC demands both quick reflexes and a little 
bit of strategy. The object is to nab and carry a 
glowing orb across obstacle-ridden arenas and 
launch it into your opponent's goal (which 
sometimes moves or shrinks). Trouble is, the 
ball saps your craft's energy, slowing you down 
just as your opponent gets ready to turbo boost 
into your sluggish keester. You can pick up 
mines, missiles and other power-ups to keep 
your opponent off your tail, but then he can use 
the same weapons against you too. Success 
depends on you learning the layout of each of 
the 12 huge stadiums, which contain scattered 
energy-replenishing zones that'll recharge your 
craft when the ball saps all its power. With its 
smooth, Gouraud-shaded vjsuals, BBC looks as 

good as it plays. It's packed with little details 
like blowing banners, bi llboards and snazzy 
lighting effects. The two-player, Split-screen 
Mode can be a little confusing at fi rst, but you 
get used to it. BBC also supports Sony's analog 

pad and its rumble feature. -<:RISPIN 

This one is sporty, but it is pretty fun sin_ce it has 
a sci-fi touch. Definitely a game where some 
strategy could be employed. The Selection 
Screens were sluggish, making character selec
tion, etc. annoying. The different Play Modes 
were fun (my personal favorite being Freeplay) 
and the competition was pretty fierce at times. 
The graphics were awesome. - SHAWN 

This is one game that could've taken it easy on 
the speed! It could've been an almost perfect 
futuristic sl)Orts/action title. The choppy and 
speedy animation combined with t~e loose 
controls make the game very difficult to follow, 
especially in the Two-player Mode. The confu
sion could lead to frustration, but you may get 
used to it with time and practice. -DAN 

Here's a nice solid game to play with your 
friends. The numerous stadiums, while similar, 
still give an individual feel about them. The 
music is best left off. The addition of several key 
strategic elements really round out this game, 
placing it a little ahead of the other many futur
istic sports/action titles like Battlesport, which 

lack this vital piece of game play. - SUSHI~ 

The idea here is simple enough, but I have to 
give props to Namco for not just throwing their 
old-school games onto a disc and shipping 
them out. Granted this is the fourth one they've 
put out On a series of five), so by this time it's a 
given that they know how to make a solid com
pilation, but the Museum area is still pretty darn 
cool. I like walking around looking at all the 
preliminary sketches, sounds, music, etc. of the 
games and then, of course, playing them. I 
especially liked the time line of Namco releas
es. My only gripe is that the games on this one 
were a little weird. Sure, Ordyne is a pretty neat 
shooter-very modern compared to the other 
titles on the CD-but the rest of them are a lit
tle strange (especially that darned Genji & 
Heike Clans). Pretty much three of the five 
games in Volume 4 are fun: Pac-Land, Assault 
and Ordyne. The other two, the aforementioned 
Genji & Heike Clans and The Return of lshtar, 
were pretty lame due to difficult control and the 
games being ... well, not very fun. The 3-D graph

ics whi le walking around the Museum are done 
well, similar to Jumping Flash! It's cool that they 
gave you control of Pac-Man, a Run button and 
the ability to look up and down. Honestly 
though, I would've rather been Dig-Dug as I 
walked around the place. - SHAWN 

The Namco collections are getting more 
obscure. I've played Assault and Pac-Land, but 
the others are new to me. Ordyne (the shooter) 
is the best game here, and besides Assault 
(awesome with the dual analog joystick only), I 
don't see much more reason to get this one 
except to have a complete Namco series. Not 

bad, but the earlier editions are better. - DAN 

Only two of this collection 's titles-Assault and 
Ordyne-are worth a darn. But that's OK, 
because Assault (one of my favorite arcade 
games) is nearly worth the price of admission. 
Be warned, though- you'll need Sony's analog 
pad or dual analog stick to get arcade-true con
trol in this classic. The other three games
although novel- aren't much fun.-CRl5PIN 

This museum really disappoints me with its irri
tating selection oJ games. Usually, you could 
count on at least three hot games you used to 
monopolize at the arcades, but this one only 
has Assault and O dyne as its main draw. I'm 
shocked at the meager selections offered here, 
but as always, t e behind-the-scenes inter

views and movies rule. - SUSHI~ 





On the Main Menu Screen 
highlight the Options and ' 
enter it Move down, highlight 
and enter the Password 
Option. Now put in the 
following passwords: 
LILZIP: Bonus car: Ford 

Indigo 
SHOTM E: Bonus track: the Options and enter It. 
Monolithic Studios 
POWRUP: Pioneer engines; 
faster acceleration for all cars 

0asts for one race) 

26 SECRET CARS: At the Main 
Menu, select Options, then 
Password. Enter the desired car's 
password. You can now drive one 
of 26 secret cars! Return to the 
Main Menu and select Race. It 
doesn't matter what normal car 
you already have selected. Note: If 
you want to use a secret car pass
word in Two-player Mode, simply 
replace the password's ME with U 
for the second player (example: 
ARMYU). 

ARMYME: Army truck 
BUSME: Yellow school bus 
BEETME: Car with sunroof 
BMRME: BMW 
BNZME: Mercedes-Benz 
BUGME: Volkswagen bug 
CITME: Citrogen 

Go into the Options from the 
Menu Screen. Move down to 
the Player Name Option. 
Enter one of the words 
shown below (highl ighted in 
red) on the Name Entry 
Screen. Then go back to the 
Main Menu Screen and press 
Left, Right, Square, Circle, 
Triangle, Triangle, Down. A 
new screen called "Cheater" 
will appear. Listed here are 

the codes that wi ll turn the 
different options on or off in 
this screen: 
FOX ROX: opens up CITY. Select 
any level, including bonus levels. 
MR HAPPY: opens up PLANE. 
Setting the plane to "BAC" will let 
you fly the alien craft on any level! 
GODZILLA: opens up KILL CIVI L 
0ocks onto civilian objects) and 
KILL WING 0ocks onto wingmen 

Enter the Password 5aeen and put 
In one of the codes as shown here. 
JEPME: Comanche pickup 
LCME: Landcruiser 
LIMOME: White limousine 
MAZME: Mazda Miata 
QUATME: Audi Quattro 
SEMI ME: Semi-truck cab 
SNOWME: Same as ARMYME 
different trailer ' 
TRAMM E: Monolith ic 
Studios tram 
VANM E: Cambi minivan 
VOVME: Volvo station wagon 
VJME: Jeep Renegade/Wrangler 
CRATM E: Brown wooden crate 

Enter one of the codes on the 
Name Entry 5aeen as shown here. 
and E3). 
GO POSTAL: opens up FAST 
RELOAD (quick missi le launches), 
DAM AGE BON US (one missile 
to ki ll enemies) and WEAPONS 
0nfinite missiles). 
TOURIST: opens up CITY, 
TOURIST (all aliens removed from 
the world), DEMO CAM (detaches 
camera from the plane. The game 
can't be played in this mode, 
but the camera is controlled by 
the control pad) and NO TIME 
(not timed). 

Your vehide wiD change Into one of 
these vehldes listed. like the T-Rexl 
LOGME: Long wooden log 
OUTHME: Small brown outhouse 
from North Country 
STDAME: Souvenir stand(green) 
STDBME: Souvenir stand (blue) 
STDCME: Souvenir stand (red) 
TREXME: T-Rex from 
Monolithic Studios 
WAGOME: Old covered wagon 
from Monolithic Studios. 

These passwords stay in memo
ry for one race. 



Here are some great tricks 
and strategies that will 
enhance Star Fox 64: 
Follow the Numbers: On 
the Title Screen, press the B 
button once and then start 
rotating the analog joystick 
around until the number 64 
on the end of the logo begins 
to move. Now you can move 
it anywhere on the screen 
and the characters will follow 

it with their heads! Let go of 
the stick and it will return to its 
original position. 
Go to Sector Y from Comeria: 
On the first planet, Corneria, your 
wingman Falco will be attacked by 
three ships. The easiest way to 
take them out is with a homing 
blast by holding the Fire button 
and then letting it go on the 
middle ship. This will destroy the 
others as well. After a little while, 
you will see arches made out of 
rocks. Make sure you go under
neath each arch. Falco wi ll then 
lead you into the waterfall (where 
you couldn't go before) and you 
will soon be fighting a different 
Boss. You may recognize him as 
the Boss from the first Star Fox 
game. After defeating him, you'll 
be led to Sector Y. 
Go to Aquas: In Sector Y, get 100 
kills or more to go to the planet 
Aquas. 
Go to Sector Z: In Zoness, you 
must shoot down all the floating 
spotlights in the stage. You will 
then move onto Sector Z after you 
finish this stage. 
Get a Warp to Titania: When 
you're in the meteor field Mateo, 
make it past the checkpoint and 
soon you will see rings made of 

As soon as the War Gods 
logo appears on the screen, 
use the directional pad and 
the buttons (not the analog 
joystick) to enter the follow
ing code very quickly: Right, 
Right, Right, B, B, A, A. If you 
did it quickly enough, you will 
hear the announcer say, "All 
too easy." At the Main Menu 
(Start/Options) Screen, high
light Options and enter it. A 

new option will be available 
ca lled "Cheat Menu." Choose this 
menu to get a new screen filled 
with options such as a level 

Stay left In Sector X ud shoot the Pass all the pies tD warp. Survive 
pies unlil lhey bn red Md opa this weird wortd tD So tD Sector ZI 

light blue triangles. Go through all grey/white rectangular gates. You 

seven of these, and you will warp must shoot these constantly until 

into a strange world full of power- they turn red, and then they will 

ups and then you'll end up on the open. This is nearly impossible 

planet Titania. with anything other than the blue 

Get a Warp to Sector Z: At double laser. Make sure you have 

around the halfway point of Sector this weapon before getting to this 

X, move to the left side of the point. Once you have passed 

screen and stay in that general through the last gate, you will 

area. Eventually, you will have a warp! Avoid the rotating shapes 

choice of the direction of two and shoot the enemies to survive 

arrows. Pick the left one and soon in this alternate world. Then you'll 

you will be faced with a few end up going to Sector Z. 
"Note: The trick was dona on a Japanese version of lhe game and• ~ 10 change on the pmdUdion American V8l'Sion. 

WIien the Wlr Gods logo appears, 
press Rlpt Jx, lllell B, B, A. A. 
select, timer opt ion and skill 
levels for players one and two. 
Depending on the length of these 
meters, your life meter in the 
game will either go down slower 
or quicker. Also, easy fatalities will 
be available. When you are about 

In Ille Options Screen, pkt ·a.eat 
Meau" tD set tllis SCJ'NII of lrkh 
to finish your opponent, make 
sure to stand the correct distance 
with your character, and press 
A+ B+ Top C+ Right C buttons 
simultaneously for the fatality. 

• Nole: Toe trick was done on a preproduction version o1 the 
game and Is subject to chan,ge on the production \l9fSion. 

Ben·amin Yavitz; St. Louis. MO 

) 
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Press Start to pause 
during the game and 
enter any of the codes: 
Stop your Ship enter: 
Triangle, Left, Triangle, 
Right, Triangle, Up, 
Triang le, Start. Stop your 
ship at any time by 
pressing Triangle. 
Enable your Memory 
Card enter: Left, Right, 
Left, Left, R2, Circle, L1 , 
X. This al lows you to 

save a game onto the memo
ry card. A memory card must 
be inserted prior to booting 
up for this work. Once the 
code is entered, you can 
save by quitting out. Then 
you will be put into the 
modified Password Screen 
from where you may save. 
To access Full Shield enter: 
Select, Circle, Right, Up, Up, 
L 1, Ll , X. This allows you to 
gain full shield capacity. 
To access Warp Sim enter: 
Circle, Square, Circle, Square, 
Triangle, Triangle, Triangle, 
X. This will allow you to 
simulate the speed burst of 
the warp zones. 

Go to the Resume 
Mission Option and 
then to the Password 
Screen. Put in these: 
For Improved Weapons 
enter: RUBLE 
For Minimal Gravity 
enter: SOYUZ 
For the hidden Sea 
Hunter game enter: 
SNEEG 
For access to Movie 

Menu enter: KIEV 
For the "Bugrider" Preview 
enter: BUGGY 
To begin at Debriefing 2 
enter:AKULA 
To begin at Debriefing 3 
enter: PASHA 
Begin at Debriefi ng 4 enter: 
MIRAS 

At the Character Select 
Screen, press and hold L2+R2 
simu ltaneously. While holding 
these, press X to choose your 
character. During gameplay, 
press L2 to shrink your char
acter and R2 to make your 
player grow! You can do this 
any time during the match, or 
replay of the game. To play as 
Mufu beat the game on Easy. 

Go to the Password Screen 
and enter the cheat enabler 
code as follows: Square, 
Triangle, Circle, X, Circle, 
Triangle. Then press Start. The 
screen will say you have 
entered an invalid code. Exit 
the screen and re-enter the 
Password Screen. Now put in 
Square, X, Circle, Triangle, 
Circle, X. You'll be brought to a 

To enter these codes, just 
begin your game and then 
pause. Then enter them: 
To Refill Weapons/Power 
enter: Triangle, X, X, X, Circle, 
X, Square, Triangle, X, 
Triangle, Circle. If done 
correctly, the spider will 
regain power and weapons. 
Do as often as you wish. 
To Turn into a Flea enter: 
Triangle, Square, Circle, 

Just go to the Password 
screen and enter any of the 
following for various results: 
For four attempts enter: 
SADISSA 
For Infinite fuel enter: 
EARIHFIRST 
For a Peaceful World enter: 
QUAKER 
For Infinite Ammo, Fuel and 
Invincible Chopper enter: 
MIDNIGHOIL 

le. Spider will then 
k down to the size o 
flea! 

. B Interactive 

Here are a couple of pass
codes to enter in your 
next game. Use the key 
below as a reference to the 
following passcodes. 
To Shrink the Rotofoil enter, 
at the Password Screen, 
the password: 

xoxxox 
xxxxxx 
XXTTXX 
sxxxxs 
xssssx 

To jump to the Master Dome 
stadium on Easy in the tournament 
with one previous loss on your 
record enter, at the Password 
Screen, the password: 

0 L1 L 1 Rl R2 L2 
X SS Rl R2 Rl 
R2 T L2 Rl L2 0 
L2 R2 Rl X L1 R2 
S L2 Rl X Rl Rl 

KEY: Mquare T•Tltangle o-cln:le 
X-X. L1, L2, R1, R:Z,,,top four buttons 

When you finish the game on the Hard diffi
culty setting, you get a lock-on lightning bolt 
special weapon. With this password, you can 
get it without beating the game. Just highlight 
and enter the Password Option from the Main 
Menu Screen and enter the button code as 
fo llows: X, Square, Triangle, Circle, Square, 
Circle, X, Triangle, X. You 'll be taken to Level 1 
with your ship all souped-up with spread 
lasers and the new lightning bolt weapon 
which can be used with the Circle button. 

Joe Cecchin; San Carlos, CA 

While at the Password Screen enter the 
fo llowing cheats to receive some helpful 
items in your game. You should see the word 
"Classified" if the code was entered correctly. 
For Unlimited Fuel enter: COLDPIZZA 
(Your fuel should then return back to 100 
after running out.) 
For One Extra Life enter: FREEBIE 
For Four Extra Lives enter: VOODOO 
For 4X Weapon power enter: 
GABRIEL (This cheat is one you definitely 
ought to try!) 
For Fuel Consumption at half speed enter: 
ALBATROSS 

· n Publisher: Lu s 

RIOR 



g N64 NFL CameDay '97 PS 

Projed Overkill PS Bubsy JD PS Pro Pinball 

De<Athlete SAT Star Gladiator PS Command & Conquer SAT 5. Puzzle Fighter II PS 

Die Hird Triloff PS Street Flpter Alplla 2 SAT Crusader: No Re■one SAT Revelatio■s: Peno■a 

Cun Griffon SAT Super Mario 64 N64 Dark Forces PS Shadows of the Empire N64 

PS Time Com■anclo PS Destruction Derby 2 PS Soul Blade 

Loaded SAT Tobal No.I PS Donkey Kong Country l SNES Tempest XJ PS 

PS Tomb Raider PS righten Megamlx SAT lWisted Metal 2 

Motor Toon Cran Prix PS Triple Play '97 PS Mario Kart 64 N64 Wayne Gret1ky JO Hockey N64 

PS 1WlstedMetal2 PS NBA Haq nae N64 

NFL Quarterback Club '97 SAT 
WlpeOutn 
Wave Race 64 N64 

PS O tti-J!t#IV?:J ...... -
· 16%-UUIWI NBA Jam Extreme PS Contra: legacy of War PS 

Bubble Bobble PS 
Re-Loaded PS 

2Eltretne SAT Pa■demo■ium! PS PS Soviet Strike 

Beyond the Beyond PS Power Move Pro Wrestling PS Space Jam SAT 

Cruis'■ USA N64 Spacela■ PS s. Punle Fighter II 

Daytona USA CCE PS Star Gladiator PS True Pinball SAT 

NM Street Racer PS TUrok: Dl■o. Hunter 

Mortal Kombat Trilogy N64 

N64 
Tomb Raider PS 

Wlyle Cmzky'SlD lllcby N64 O tti-1 !t§ltl.j P.5. Underground No. I PS 

NHL FaceOff '97 PS 

PS Perfed We.ape■ PS 

Cruis'n USA N64 Star Gladiator PS 

Flptiq Vlpen SAT Tempest Xl PS 
Crid Runner SAT WWF: In Your House PS 

This guide Is a reference to all of the game codes printed wfthin the last six 

months of EGM Note: This does not include Game Shark codes or any 

other codes that use a peripheral attachment. Look for the update in next 

month·s Trkks of the Trade. 

A.Ci.H. Aliri Colledio■ PS SaNI: TIie Disp. Assassil 

AMOK SAT Soviet Strike PS 

Dooa64 N64 Soviet Strike 

Brahma Force PS Street Fighter Alpha 2 SAT 

l■depenclH<e Day PS Test Drive: Off-Road 

lnt. Superstar Soccer N64 TNN M.5. Hardcore 4X4 SAT 

Marlo Kart 64 N64 TNN M.S. Hnc:ore 4X4 

MechWarrior 2 PS Turok: Dino. Hunter N64 

Meg1Ma18 SAT 

(3GG)Cii)Cf] [;)/]jg@ (!\]): $10,000 

[;:I□~ [;)G(ls@0 «~D: one-Yea, Subscription to EGM 

0C!J[ii)Cii)@r?i:Jc(!J(µ [;)~B@0 (100D: RAYSTORM Mouse Pads 

@~ 0COOJCflD□Ciil@ : Nov. 29, 1997 

To enter: Send a legible photograph or a videotape showing the Final Status Summary Screen (sample depicted at left) from the 

PlayStation arcade shooting game RayStorm in One-player Mode, along with a 3x5 card or paper containing your name, address, age and 

phone number to: RayStorm Contest c/o Working Designs, 18135 Clear Creek Road, Redding, CA 96001 . 

Once these ere removed. only the turret 
has to be contended with. Use your 

ship to lock on your targeting on the 

laser generator. 

Rula: En1er as often as )'OU With. but only the tingle highest acore submitted by any one lndiYldual will be entenld for final considerMion. llmk one IUbmlsslon per game save. Duplic:lte game tcreenl denYed from the 

same SIMI data source submitted by dilferent lod!Ylduals will be disqualified. rl!MI and linllh pe«;er1tages gained by using software modification oooe, and/Of hardware will be ddquahfled. Winner may be niquired IO 

demonstrate skill uted IO galfl winning time In order 10 claim grand prize. Entries must be receiYed by Nov. 29, 1997. AU entries become the property of Wor1<lng Designs, ll'IC.. •nd will nol be adfflowledged or retumod. 

WOl'tdng Oeslgna. Inc. assumes no responstbility for lost. mutilated. late. lnetigib6e. inoomp6ele, p(llil&Qe-due. or misdirected entries. Unclaimed prizes will not be awarded. Uml1 one prize per farmlo/, organization. or -Priztt: One (I) Grand Prize: Sl 0.000. Filly (50) Am Prizet: One year aublcription to Electronic Gaming Month¥ ~mate retail value S60), Fifty (50) Runner-up prizes: RaySlom1 mouse pads (approllimate retail 

value S8). Wlflnen will be determined on the basis of the highest l00lll (as reported on the status ..::,oen sent n an entry requifement). Judgel' decision IO be made the week of December 1 and winner will be notiUed 

on or about Oecembet 15th. In the eYef1l of I tie, I.led ~ WIN be ~ to play-off by viOeo tape. All judges deasionl aA1 fil\lll Grand prize wtnner VlliH be nolJfied by Fedefal bpreu ooce entry ha been verified 

as eliglble. RuMer-up prize wk'lnets will benotifl8d by mail. Real.Iha wiH be published in EJIJt:tronic Gaming Montfl+: on wonung Designs' web page (www.wonungdesignL(x). ■nd on Elocttonics Boullque·• lntemet Web 

~ No substitution of prizes ii allowed. except at the discn!tlon of Woritlng Dctigna. Inc, should one of the featured prizes bea:>lne unavailable. For• complete Nies Wsting. le!:_ld a sell•ad<lreaed. IUlmped envelope to· 

Raystorm Rules. c/o Woriung Designs 18135 Clelf C-reek Rold. ReddinG, CA 96(101. 

The covert missions in both 
disks: COVERIOPS. 

For levels with in the NOD 
mission disk enter: 
Level 2: C99MXKW8 
Level 3: RZNLQZ3NL 
Level 4:W1954XWLF 
Level 5: W150ASRS8 
Level 6: 8PH1MR53W 
Level 7: GDKWQJDK 
Level 8:YKK424KSD 
Level 9: 874l.CPUT4 

Level 10: ABSHPAHXW 
Level 11 : OX3UKOP94 
Level 12: QGDUMSK2J 
Level 13: SZP09VDSB 

ood tu i 

~RIOR2 

On the Main Menu Screen, move down and 

highlight the Password Option. Enter it with X. 
Now, enter the password: #/XO/M<J...Y. This 

will give you a new 'Mech chassis ca lled 

'Tarantula:· Now choose your clan and then 

pick one of the avai lable missions. After you 

do this, you may opt to choose your 'Mech 

with the Square button. Scroll down the list 

until you see Tarantula, the spider-looking 

'Mech. You may now use it in combat! 

Brett Schultz When you have the option to dloose or 
Elm Crove, WI change your 'Mech, saoll to find Tarantula! 

For the Superbike code, just go to the 

Bike Select Screen and then press: Y, Z, 

Right. Left, Down, Down, Up, Up. You 

should hear a sound like the motorcycle 
rewing up. 
To get the Sheep code, go to the 
Transmission Select Screen and press: Up, 

Up, Down, Down, Left, Right, Z, Y. If this 

code is done correctly, you will hear the 

sheep make a noise. Then begin your race 

and you will be on the back of the sheep, 

trotting along to the fin ish line! 







obody likes a smart-ass ... unless that 
smart-ass is the lovable lizard 
known as Gex. This wise-cracker is 
going to make his 3-D debut on 

the PlayStation (well actually, it'll be 
his only 3-D appearance). 

Gex: Enter the Gecko will be Crystal Dynamics' 
answer to Mario 64. Not only will the worlds of 
Gex be fully explorable with complete freedom of 
movement. but the mechanics of being a gecko 
will allow for twists on the 3-D platform genre. 
For example, Gex can climb vertically on certain 
walls. When you see this executed in a 3-D 
world, you'll come away thoroughly impressed. 

Perhaps even more interesting is the creative 
energy put into designing the worlds of Enter 
the Gecko. All of the humor, sarcasm and wit 
that put Gex on the map of success will be fully 
exploited (yes, comedian Dana Gould will be 
doing the voices again). Each stage of the 
game puts plenty of emphasis on mocking 
one thing or another. To meet those goals, 
each world will feature a TV or movie theme 
from contemporary media. 

We compiled a bunch of early screen shots, 
concept drawings and more for your viewing 
pleasure. Each world is briefly summarized, and 
where the information is available, we list some of 
the enemies and collectables that should inhabit 
them. To protect the innocent (and themselves), 
Crystal Dynamics has changed certain names for 
their parodies. We give plenty of hints, so try to 
guess what TV shows or movies some of these 
references (printed in BOLD) are alluding to. 

Please note: This stuff is the most up-to-date 
info available anywhere but is subject to change! 
Some of the early concept information has yet to 
be finalized, but for the most part, what you see 
and read is what will end up being in the final 
product. Make sure to stay tuned to upcoming 
episodes, ... er, issues of EGM when we preview 
the game in depth. 



, EA SPORTS, the EA SPORTS logo, Uhlmate Judge and "If it 
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new 3-D engine. And polygon players so real you can see sweat on a pitcher's 

temple. Plus play-by-play and color commentary from the two-man booth. 
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Here it is again: the fattest show of the year with a whole mess of games 
from a whole mess of companies. Where to begin? This is a good place to start. 

® ext to the Christmas 
season, E' is the 
biggest time of the 

year for gamers (and 
pretty much anybody 

in the industry) to see games-both 
good and bad. It's the time when 
we'll see a gigantic quantity of 
games from a bunch of different 
companies- pretty much all of 
the gaming companies have at 
least one game. Can you tell it's 
a big show? 

•JDO 
Army Men 

PlayStation 
Uprising 

PlayStation 
World Championship Racing 

M2 

• ACCLAIM 
Batman & Robin 

PlayStation 
Extreme G 

Nintendo 64 
Fantastic Four 

PlayStation 

This isn't the first E' to bless all of 
us with its presence, but this year 
the Electronic Entertainment Show 
is in Atlanta instead of Los Angeles. 

The following list of games is 
incomplete but that's OK .. .in some 
cases it's for the best Why? 
Because there are some companies 
that will have a few little gems hid
den up their sleeves- some great 
games possibly. After all, they can 't 
tell us everything they'll be show
ing-what fun would that be? 

Forsaken 
PlayStation 

Magic: Battlemage 
PlayStation/Saturn 

NFL QB Club '98 
N64/PlayStation 

NHL Breakaway '98 
PlayStation/Saturn 

• ACCOLADE 
HardBall 6 

PlayStation 
Jack Nicklaus Golf 

PlayStation 
Test Drive 4 

PlayStation 

Seriously though, Nintendo 
(along with a couple other compa
nies) really hasn't let anything out 
of their sight, so screen shots of 
their Nintendo 64 games are 
scarce-even with our digging! 

EGM knows th is list is a whopper 
but fret not, we'll make it up to 
you in upcoming issues On the 
next few or so) with plenty of E' 
coverage-both in screen shots, 
game names and who knows 
what else. 

Basically use this list as a guide. 
Readers may even want to mark 
off the games they are especially 
anticipating. The list is broken 
down by company name On alpha
betical order) and their respective 
titles (also in alphabetical order). 
Also shown are the system(s) 
the particular game is coming to. 
The last page is dedicated to 
upcoming peripherals. 

Remember that "The Games of 
E' '97" is not a complete list. 

• ACTIVISION 
Apocalypse 

PlayStation 
Grand Tour Racing '98 

PlayStation 
Hexen 2 

PlayStation 
Pitfall 

PlayStation 

• ASC 
Colliderz 

PlayStation 
Motor Sports 2 

PlayStation 
One 

PlayStation 
Ten Pin Alley 

Saturn 

TNN Outdoors Bass Tourn. 
PlayStation 

• ASCI 
Aqua Prophecy 

PlayStation 
Carem Shot 

PlayStation 

Clock Tower 
PlayStation 

Ogre Battle 
PlayStation 

Virtual Skiing 
PlayStation 

• BANDAI 
Dragonball GT 

PlayStation 

• BMG INTERACTIVE 
Courier Crises 

PlayStation/Saturn 
Major League Soccer 

PlayStation 
Monkey Boy 

PlayStation 

Moto Racer Gold 
PlayStation 

Silicon Valley 
Nintendo 64 

SpecOps 
PlayStation 

Tanktics 
PlayStation 

• CAPCOM 
Breath of Fire 3 

PlayStation 
Dark Stalkers: 

Jedah's Damnation 
PlayStation/Saturn 

Dungeons & Dragons Col. 
PlayStation/Saturn 

Mega Man Neo 
PlayStation 

Mega Man X 4 
Saturn 

Resident Evil 2 
PlayStation/Saturn 

Super Street Fighter II Col. 
PlayStation/Saturn 

Street Fighter EX+ 
PlayStation/Satum 

X-Men vs. Street Fighter 
PlayStation/Saturn 

• CAPS 
Kill Wheel 

PlayStation 

• CRYSTAL DYNAMICS 
Gex: Enter the Gecko 

PlayStation 

Akuji the Heartless 
PlayStation 

Pandemonium! 2 
PlayStation 

• DREAMWORKS 
Lost World: Jurassic Park 2 

PlayStation 
Skull Monkeys 

PlayStation 

• ELECTRONIC ARTS 
Madden '98 

PlayStation 
NASCAR '98 

PlayStation 
NBA '98 

PlayStation 
NCAA FB '98 

PlayStation 



PlayStation 
Nuclear Strike 

PlayStation 
ReBoot 

PlayStation 
Warcraft 2 

PlayStation/Satu rn 

• EIDOS 
Deathtrap Dungeon 

PlayStation 
Fighting Force 

PlayStation 
Lunatic 

PlayStation 
Ninja 

PS/Saturn 

redator 
turn 

turn 
AMmK 

Jeopardy! 
Nintendo 64 

Robotech 
Nintendo 64 

Wheel of Fortune 
Nintendo 64 

• T INTERACTIVE 
Bug Riders 

PlayStation 
Duke Nukem 

N64/PlayStation 
Hexen 

Nintendo 64 

Oddworld: Abe's Oddysee 
PlayStation 

Rebel Moon 
PlayStation 

Youngblood 
PlayStation 

• HASBRO 
Battleship 

PlayStation 
Beast Wars 

PlayStation 
Frogger 

PlayStation 
Monopoly 

PlayStation 
Risk 

PlayStation 

• HUDSON 
Bomberman 64 

Nintendo 64 
Dual Heroes 

Nintendo 64 

• INTERPLAY 
Carmageddon 

PlayStation 
Raze 

PlayStation 
SWIV 

PlayStation 
VR Football 

PlayStation 
Wild 9's 

PlayStation/Saturn 



• KAUSTO ENTERTAINMENT 
Nightmare Creatures 

PlayStation 

• KEMCO 
Top Gear Rally 

Nintendo 64 

• KOEI 
Majhong 

Nintendo 64 
R. Chaos 

PlayStation 

• KONAMI 
Bottom of the Ninth '97 

PlayStation 
Castlevania 

N64/PlayStation 
In The Zone '98 

PlayStation 
Inter. Superstar Soccer 64 

Nintendo 64 
Metal Gear 

Nintendo 64 
NBA In the Zone 

Nintendo 64 
Poy Poy 

PlayStation 

• LUCASARTS 
Star Wars. 
Masters of Teriis Kasi 

PlayStation 

• MGM INTERACTIVE 
Machine Hunter 

PlayStation 
Maximum Gauge 

PlayStation 
Return Fire 2 

PlayStation 
Rollerball 

PlayStation 
WarGames 

PlayStation 

• MIDWAY 
Bio Freaks 

N64/PlayStation 

Gretzky '98 
N64/PlayStation 

Mace 
PlayStation 

Maximum Force 
PlayStation 

MK Mythologies 
N64/PlayStation 

Rampage World Tour 
PlayStation 

Robotron 64 
Nintendo 64 

San Francisco Rush 
N64/PlayStation 

• MINDSCAPE 
Super FB Champ 

PlayStation 
Supersonic Racers 2 XS 

PlayStation 



Warhammer 2: Dark Omen 
PlayStation 

WarWind Megatac 
PlayStation 

• NAMCO 
Ace Combat 2 

PlayStation 
Namco Museum Vol. 4 

PlayStation 
Namco Museum Vol. 5 

PlayStation 
Time Crisis 

PlayStation 
Treasures of the Deep 

PlayStation 

Buggie Boogie 
Nintendo 64 

Donkey Kong Country 64 
Nintendo 64 

Earthbound 64 
Nintendo 64 

Golden Eye 
Nintendo 64 

Ken Griffey BB 64 
Nintendo 64 

Legend of Zelda 64 
Nintendo 64 

Tetrisphere 
Nintendo 64 

!..JlC£AM 
Mission: Impossible 

Nintendo 64 
Multi-Racing Championship 

Nintendo64 
V Rally 

PlayStation 

• PLAYMATES 
MOK 

PlayStation 
Soldiers of Fortune, Inc. 

PlayStation 

Discworld 2 
PlayStation 

Formula 1 '97 
PlayStation 

G Police 
PlayStation 

Overboard 
PlayStation 



Shadow Master 
PlayStation 

• READYSOH 
Jersey Devil 

PlayStation 

~ 
Bomberman 

Saturn 
Duke Nukem 3D 

Saturn 
Enemy Zero 

Saturn 
Last Bronx 

Saturn 
Lost World: Jurassic Park 2 

Saturn/Genesis 
NBA Action '98 

Saturn 
NHL Hockey '98 

Saturn 
Panzer Saga 

Saturn 
Quake 

Saturn 
Sky Target 

Saturn 
Sonic Jam 

Saturn 
Sonic R 

Saturn 
World Series Baseball '98 

Saturn 
Worldwide Soccer '98 

Saturn 

• SINCiLETRAC 
Critical Depth 

PlayStation 

• SIR TECH 
Excalibur 2555 A.O. 

PlayStation 
Joe Blow 

PlayStation 
Wreckin' Crew 

PlayStation 

• SONY COMP. ENT. 
Armored Core 

PlayStation 

Blasto 
PlayStation 

Bushido Blade 
PlayStation 

Crash Bandicoot 2 
PlayStation 

Final Fantasy VII 
PlayStation 

Legion 
PlayStation 

MLB '98 
PlayStation 

NBA Shoot Out '98 
PlayStation 

NCAA FB '98 
PlayStation 

NFL GameDay '98 
PlayStation 

NHL FaceOff '98 
PlayStation 

PaRappa the Rapper 
PlayStation 

Spawn 
PlayStation 

Steel Reign 
PlayStation 

Syn 
PlayStation 

• SUNSQH 
Riven 

PlayStation/Saturn 

• TECMAGIK 
Deadly Honor 

N64/PlayStation 

~ 
Dead or Alive 

PlayStation/Saturn 



Gallup Racer 
PlayStation 

Monster Rancher 
PlayStation 

Tecmo Super Bowl 
PlayStation/Saturn 

!....l!IIQ 
Bassmasters Classics 

PlayStation 
Bravo Air Force 

PlayStatlon 
Brunswick World TOC 

PlayStation/Super NES 
Dark Half 

PlayStation 
Dead Unity 

PlayStatlon 
Destruction Derby 

Saturn 
Disney's Hercules 

Game Boy 
Disney's Timon & Pumba 

Super Nes 
FIFA: Road to the World Cup 

Game Boy 
Ghost in the Shell 

PlayStatlon 
Krazy Ivan 

Saturn 
Lost World: Jurassic Park 2 

Game Boy 
Madden NFL '98 

Super NES/Genesis 
NBA Live '98 

Super NES/Genesis 
NHL '98 

Super NES/Genesis 
Ray Tracers 

PlayStation 
Speed Tribes 

PlayStatlon 
Vs. 
PlayStation 

WCW Nitro 
N64/PlayStation 
X2 

PlayStatlon 

Quest for Camelot 
Nintendo 64 

Superman 
Nintendo 64 

• UBI SOFT 
F-1 Pole Position 

Nintendo 64 
Tonic Trouble 

Nintendo 64 

• VIIGIN 
Freakboy 

Nintendo 64 
Hell Racer 

PlayStatlon 
NHL Powerplay '98 

PlayStation 

• WOIKING DESIG 
RayStorm 

PlayStation 
Albert Odyssey 

Saturn 
Lunar Silver Star 

Saturn 
Magic Knight Ray Eart 

Saturn 



J 
hat would the 
gaming world 
be without periph
erals? Not much, 

especially consider
mg everything these 

little technological devices do 
for gamers. 

Because of time constraints, 
we weren't able to show as many 
gadgets and gizmos as we would 
have liked, but we were able to 
get a list of many of the con
trollers, memory cards, steering 
wheels, guns and who knows 
what else. 

Remember that the term 
peripherals doesn't solely mean 
a "controller." A new addition 
to this group of gaming acces
sories is the rumble pack (or 
should we say "vibration unit," 
according to Performance?). 

Another new face to the 
PlayStation family of peripherals 
is the dual analog pad. Although 
it's not listed, expect it to be a 
big player at E' and with 
future games. 

Strange but true, the peripher
al areas at most big shows are 
usually overshadowed by the 

large, speaker-thrashing booths 
of gaming giants like Nintendo, 
Sega and Sony. But fret not little 
companies, that's why we're here. 

Count on £GM to show (usu
ally in our News section) what 
new peripherals are on their way, 
or what peripherals are available 
now and if they're worth buying. 

Like the gaming list that pre
ceded this page, the peripheral 
list isn't complete because of 
last-minute additions by compa
nies and the possibility of "top
secret" projects that not even the 
editors here know about. 

EIDOS BRINGS AN OLD-DME GENRE TO A KILLER 3-D EM/IRONMENr 

' 

t's easy for a company to bring what they're trying to do- we know they sticks, bottles and even rocket launchers. 
out a new game that's half- rate. wouldn 't just rip off an idea. But for that basic info, check £GM #94 in 

All they need to do is come up Let's break Fighting Force down a little bit the Next Wave section. 
with a novel idea, slap together into its features. First, gamers will be able to This feature focuses on what Core wants 
quick press release and .----------------------- to do to make Fighting Force some-

start the job. It's especially easy to thing special-not just another game 
do this when a fighting game is that is bought and put on the shelf 
involved-or at least one with lots with the rest of the duds. 
of fighting in it. Employing the talents of Top 

Fighting Force for the Cow comic artist Marc Sivestri (both 
PlayStation by Core Design (pub- for story line and preliminary 
lished by Eidos Interactive) could sketches), Core plans on giving 
have been one of these games, each of the characters his or 
but would the maker of Tomb her own story, vitals and, most 
Raider let this happen? Quite important. attitude. 
bluntly, no way! Fighting Force takes place right 

So what can gamers expect after the millennium. Dr. Zeng, a 
from Fighting Force with that said? Heaven's Gate-inspired madman 

In case readers don't know, with a very strong sexual desire, 
the best way to describe Fighting plans on ending the world himself 
Force, it's a 3-D Streets of Rage. since his premonition didn't come 
Gary Keith, marketing communica- true. He plans on polluting the entire 
tions manager for Eidos Interactive world with LSD. Eventually, everyone 
says, "It's a 3-0 beat-'em-up with will die and his apocalyptic forecast 
Tekken influences. Basically, it's will come true. 
Streets of Rage taken to a new level:' use 40-50 moves per character to beat the Luckily a person on the inside can't help 

Those are some strong words considering living who knows what out of all the enemies but want out of all this craziness (Snapper 
the popularity of both Tekken and Streets of in the game (from the suit-wearin', "men in is her name). Somehow she contacts some 
Rage On relation to when they were originally black" types to the uniform-likin ', assembly- of her friends on the outside and that's 
released). By the way, it's nice to hear compa- line rejects). On top of fist. knee or other body where gamers come in. By picking one of 
nies compare their product to other games part hits, players can also use a bunch of four characters (on the next page), they can 
from the past. That way, we can understand objects scattered about the ground, like start kicking butt and taking names. 
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HAWK MANSON 
AGE: 26 

HEIGHT: 6' 2" 

WEIGHT: 196 lbs. 

HAIR: BLOND 

EYES: BLUE 

BICEPS: 36" 

OIEST: 48" 

NECK: 20" 

IQ: 187 
Hawk is a vigilante with a good 
heart. He wants to do good for the 
community but often won't admit it 

BEN 
•sMASHER•JACKSON 

AGE: 29 

HEIGHT: 6' 5" 

WEIGHT: 280 lbs. 

HAIR: GREEN 

EYES: HAZEL 

BlaPS: 48" 

OIEST: 60" 

NECK: 26" 

IQ: 106 

Two words: big dummy 

KEN 
AGE: 17 

HEIGHT: 5' 5" 

WEIGHT: 108 lbs. 

HAIR: BLOND 

EYES: BLUE 

VITAIS: 28-20-28 

IQ: 240 
Some could call her immature, but 
don't let her bubble gum fool you. 
There are rumors th~ she has 
"special powers" of some kind. 

MACE DANIELS 
AGE: 21 

HEIGHT: 5' 7" 

WEIGHT: 126 lbs. 

HAIR: BLOND 

EYES: GREEN 

VITAIS: 38-22-36 

IQ; 200 
With her incredible fighting skills, 
she's easily as strong as any man. 
Not only does she know how to 
use her fists, she also ... 



Haw Attlvl■lan 
Tranafanned 
Bruce Willi• 

Fram MIJ\lle Star 
To &ame Bay Willis' character will cover you when you're in danger and hang bacl< 

when you're holding your own. He'll even race you to power-ups! 

o doubt about it-Bruce Willis is definitely 
in Activision's PlayStation shooter 
Apocalypse, due in October. He's not just 
some pretty-boy actor hired to fill a few 
minutes of dull FMV. And he's not some 

off-screen co-pilot who shouts the same 
sound bite every 30 seconds. He's your part
ner, your bodyguard, your friend. In essence, 
he's player two controlled by the CPU. 

Or so Activision claims. But to their credit, 
Apocalypse's developers have put a lot of 
effort into turn ing the action hero into an 
interactive game character. And it all started 
with two days of motion-capture sessions 
back in mid-January. 

CAPIUUDffAl 

career, but few were more bizarre than 
when he donned a body suit and-toy gun 
in hand-plodded around the padded floors 
of a Venice, Calif., film studio. Activision was 
putting Willis through the motions of motion 
capturing, a process that uses special cam
eras to record an actor's movements and 
reproduce them as 3-D animation. 

These cameras, which emit infrared 
beams, were placed in a circle around Wi llis, 
whose bodysuit was covered with shiny sen
sors, one at each joint. The beams bounced 
off these reflectors and were picked up by 
the cameras again. Willis' motions and the 
positions of his limbs were thus recorded 
as points in 3-0 space, giving Activision a 
moving model of the actor's skeleton. 

Why all the high-tech hubbub? Well , Wil lis' 
character-the nanotechnologist 
Trey Kincaid- fights alongside you 
through most of the game, and he'll 
react with several signature moves 
when things get particularly sticky. 
Activision wants Kincaid's reactions 
to remain true to Willis' own- hence 
the motion capturing. But the bulk 
of Willis' motion-captured acting 
will be seen during the brief in
game cut sequences, none of 
which are expected to last more 
than 15 seconds. 

Activision zapped more than just 
Willis' body. His face, too, was coat
ed with sensors, so that the devel
opers could map his expressions 
onto his video game counterpart. 
So don't be surprised if you recog
nize Wil lis' trademark smirk during 
Apocalypse's cut scenes. 

According to Apocalypse 
director John Spinale, Willis took to 
the motion-capture process quick
ly-at least after he got used to its 
multicamera approach. "Bruce was 

like, 'Hey, where's the camera?"' 
Spinale said. "And I told him that 

there was no single camera and he didn't 
have to act to any one in particular. He rea lly 
liked the freedom that gave him:· 

READY FOi YOUR CLOS~P. ML WIWS 
What good would motion-capture ses-

sions be if you couldn't recogn ize Willis? 
Activision turned to cyberscanning to get the 
most true-to- life digital version of the hero. 
Unlike motion capturing, which models the 
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""""- Trrlf Ru.use PRICI Tm, RH.LUC P IUCE TITIE 
NOW $29 Crypt Killer NOW $48 Incredible Hulk NOW $50 Primal Rage 

Alien Triloay NOW $51 0 & D Collection 08/97 $49 lronman/XO NOW $39 Pro Pinball NOW 
Alien vs Predator 08197 $52 ONA Imperative NOW $32 JetMoto NOW $44 Project Over Kill NOW 
Andretti Racing '97 NOW $49 Oare Devil Derby NOW $42 Justifier Gun NOW $32 Projec1 X2 NOW 
Area 51 NOW $50 Dark Forces NOW $49 K1 Arena Fighters NOW $46 RayMan 2 NOW 
Batman Forever Altade NOW $42 Dark Stalkers NOW $39 Kings Field 2 NOW $51 RazorWing NOW 

NOW $36 Deadly Skies NOW S52 Kumite: Fighters Edge NOW $52 Re-loaded NOW 
Battlestations NOW $46 Death Crusader 10/97 $54 Legacy of Kain NOW $52 Rebel Assault 2 NOW 
Beyond the Beyond NOW $50 Death Race NOW $49 Legends Football '97 07197 $50 Resident Evil 2 11/97 
8Ig Bass Wnd Champ NOW $54 Descent Maximum NOW $52 Lost Wond NOW $44 Revelations:Persona NOW 
Blasl Chamber NOW $36 Destruction Derby 2 NOW $52 Magic carpet NOW $49 Ridge Racer Revolutn NOW 
Blazing Dragons NOW $50 Die Hard Trilogy NOW $50 Magic the Gathering NOW S50 Shadow Warrior 08197 
Bogey Oead 6 NOW $50 Disruptor X NOW $51 . Mech warrior 2 NOW $49 SimCity2000 NOW 
Breath of Fire 3 09/97 $54 Dracula X NOW $49 Mega Man 8 NOW $44 Soul Blade NOW 
Bubble Bobble NOW $35 OragonHeart NOW $39 Monster Rancher 08197 $54 Soviet Strike NOW 
Bubsy 3-0 NOW $29 Dream 18 Golf NOW S52 Mortal Kombal Trllgy NOW S52 Suikoden NOW 
Bust•A-Move 2 NOW $36 Dream Knight 08/97 $52 NAMCO Museum 3 NOW $44 Syndicate Wars NOW 
Buster Brothers NOW $42 Duke Nukem 30 12/97 S54 NASCAR Racing NOW $46 Tekken 3 NOW 
C&C Red Alert 10/97 $46 FIFA Soccer '97 NOW $49 NBA live 97 NOW $49 Ten Pin Alley NOW 
Casper NOW $46 Fade to Black NOW $39 NFL Game Day 97 NOW $50 Tobal No. 2 NOW 
Crty Lost Children NOW $46 Fighting Force 09/97 $52 NHL Hockey 97 NOW $50 Toh Shin Oen 3 NOW 
Clayfighler 3 07197 $50 Final Ooom NOW $52 Nanotek Warrior NOW $45 Tomb Raider 2 11197 
Command & Conquer NOW $46 Final Fantasy Tactics 11/97 $56 Need for Speed 2 NOW $49 Twisted Metal 2 NOW 
Contra:Legacy of War NOW $46 Final Fantasy VII 09/97 S72 Obsidian NOW S52 Vandal Hearts NOW 
Crash Bandicoot NOW $46 Game Shark NOW S50 PGA Tour '97 NOW S50 WCWVs. Wond NOW 
Crash Bandicoot 2 09/97 $54 Gender Wars NOW $52 Pandemonium NOW $49 Warcratt2 NOW 

NOW $54 Hexen NOW $52 Power Slave NOW $46 Wing Commander 4 NOW 
$49 I04:lndependence Oay NOW $52 Pwr Mve Pro Wrstlng NOW $46 Wipeout 2 NOW 

VIDEO GAMES: SATURN 
NOW $51 Dawn of Darkness NOW $46 Legend of oasis NOW $46 Ottensrve NOW 
NOW $48 Oaytona USA NOW $49 Legends Football '97 07197 $50 Pandemonium NOW 
NOW $47 Dragon Force NOW $48 LostWortd 07197 S54 Power Slave NOW 
NOW $51 FIFA Soccer '97 NOW $49 Lunacy NOW S52 Racers Megamix 08/97 

Batman and Robin 11197 $46 Fighters Megamix NOW S54 Lunar Directors Cut 09197 $46 Ral~ NOW 
NOW $46 Fighting Force 09/97 $52 Magic Knight Rayearth NOW $52 Resident Evil 08/97 
NOW $52 Golden Axe The Ouel NOW $26 Magic the Gathering NOW $50 Return toZork 10/97 
NOW $52 Grand Theft Auto 07197 $51 Mechwarrior 2 NOW $49 Scud NOW 

Command & Conquer NOW $52 Incredible Hulk NOW $50 Mega Man 8 NOW $44 Soviet Strike NOW 
Contra:legacy of War NOW $46 lronman/XO NOW $50 NBA live 97 NOW $49 Space Hulk NOW 
Crow:City of Angels NOW $46 Jajamaru NOW $50 NFL 08 Club 98 08197 $52 Tomb Raiders NOW 
Crypt Killer NOW $46 Killing Time NOW $36 NHL Hockey '97 NOW $50 Virtual Pool NOW 

NOW $54 King of Fighters '95 NOW $52 Night Warriors NOW S52 Wipeout 2 NOW 
NOW $44 Kingdom O' Magic NOW S52 Nights NOW $46 XMen Vs. Streelf~hlr 10/97 

VIDEO GAMES: SNES VIDEO GAMES: GENESIS 
$59 Madden FB '97 NOW $56 Bass Masters Classic NOW $29 Hardball 95 NOW 

Breath of Fire 2 $62 Marvel Super Heroes NOW $54 Competition Joystick NOW S19 Head·On Soccer NOW 
Collge footbll USA 97 NOW $61 NBA live 97 NOW $56 Demolition Man NOW S19 Lunar 2 NOW 
o,rt Trax FX NOW $39 NHL '97 NOW $39 ESPN Hockey NOW S29 Madden FB '97 NOW 
Donkey Kong Cntry 3 NOW $64 NHL Hockey 96 NOW $49 FIFA Soccer '97 Gold NOW $56 NBA live 97 NOW 
Doom NOW $56 Street f ighter Alpha 2 NOW $66 Fahrenheit NOW S19 NHL Hockey '97 NOW 
FIFA Soccer '97 Gold NOW $56 Super Mario Kart NOW $34 Frank Thomas NOW $44 Scooby Ooo NOW 

NOW $44 Toy Story NOW $58 Genesis Nomad Sys NOW Sl69 Ultimate MK3 NOW 
NOW $56 WWFArcade NOW $59 Hardball 94 NOW S19 Vectorman 2 NOW 

VIDEO GAMES: NINTENDO 64 VIDEO GAME HINT BOOKS 
NOW $72 StarWars NOW $79 Beyond lhelleyond NOW S12 Mysl Official Secrets NOW 
NOW S69 Street Fighter 07197 $72 Dark Forces 2 06/97 $16 Pandemonium NOW 

$69 Super Mario Kart R NOW $69 Discwortd NOW $16 Playstalion Play, Gde NOW 
$76 Tetrisphere NOW $52 Fade to Black NOW S18 Playslalion Playr Gde2 NOW 

09/97 $76 Top Gear Rally 07197 $72 Final Fantasy? NOW S12 Star Wars Shad Empre NOW 
Mega Man NOW $72 Top Gun 07197 $66 Kings Reid 2 Unottcl NOW S12 Super Mario 64 Secrt NOW 
Mortal Kombat Trilgy NOW $75 Torok Dinosaur Hunter NOW $79 Legacy of Kain NOW $13 Super Mario Kart R NOW 
Pilot Wings 64 NOW $69 Wave Race NOW $69 Lunar 2 Guide NOW S13 Tomb Raider NOW 
Star Fox 64 NOW S74 Wayne Grtzl<y Hckey 2 NOW $76 Mortal Kombat Trilogy NOW $7 Wing Commander 3 NOW 

I BOARD GAMES COMPUTER GAMES 
Age of Renaissance NOW $42 Empire of Rising Sun NOW $41 Army Men 11197 $46 Myth 06/97 
Axis & Allies NOW $33 Great War at Sea 1 NOW $32 Dark Frees Jdi Knght NOW $53 Red Neck Rampage NOW 

$42 Hannibal NOW $32 Oiablo NOW $37 Starcratt 09/97 
$19 History of the World NOW $27 Elder Scnls Oaggerlll NOW $56 Unreal 08/97 

C1V11ization NOW $29 Samurai Swords NOW $35 FR Descent Undrmntrr 08197 $46 Wing Commander 5 08/97 
Colonial Diplomacy NOW $42 Settlers of Catan NOW $30 Gn Battles Alexander NOW $44 X-F,ghters 09/97 
Cnsis Korea 1995 NOW $29 Squad Leader NOW S23 Heavy Gear 10/97 $49 X•wing V Tielighter NOW 

NOW $15 Warhammer Fantasy NOW $50 Hexen 2 08197 $49 Zork Grand Inquisitor NOW 
NOW $55 World in Flames Dix NOW $90 Might & Magic 6 11197 $47 Warcralt Adventures 11/97 

I COLLECTIBLE CARD GAMES ROLE PLAYING GAMES 
NOW $2 MidEarth W,zard SO NOW $9 AO&O Core Rules NOW $54 HarnWorld 2nd Ed. NOW 
NOW $8 Star Trek Booster NOW S2 AO&O OM Guide NOW S16 Heavy Gear NOW 
NOW $7 Star Trek NG Alt Univ NOW S2 AO&D Monstr Manual NOW $20 In Nomine NOW 
NOW $2 Star Trek NG BP NOW $2 AO&O Spells & Magic NOW S19 Rifts NOW 
NOW $8 Star Trek Starter NOW $8 Ars Magica 4th Ed NOW S26 Robotech NOW 
NOW $2 Star Wars BP NOW S2 can of Cthulhu NOW $18 Shadowrun 2nd Ed. NOW 
NOW St Starwars so NOW S7 Conspiracy X NOW $20 StarWars Revised NOW 
NOW St X·FUes BP NOW S2 Fading Suns NOW S22 Traveller NOW 
NOW $2 x-FilesSO NOW S9 GURPS Warehouse 23NOW $15 Vampire 2nd Ed. NOW 
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'RAYSTDRM' This arcade style, shooter game takes place in 
three dimensions. Your ship has two different weapons, a 
forward facing cannon and a locking laser. Attacks are illus
trated in great detail, complete with building toppling explo
sions and appropriate sound effects. 
Working Design 
Release Date: 07 /97 PSX $56 

'NBA HANG TIME Soar through the air and slam 
on home against the big boys. Rock with special 
moves, burning hoops and high double dunks. 
All 29 NBA teams are represented. 
Midway 
Release Date: NOW PSX $52 N64 $76 

'WING COMMANDER IV' Fighting for survival is a hard habrt 
to break. Now that the bloody battle between the Kilrathi and 
Terrans has concluded, civil wars and unrest break out on 
the home front. Col. Blair is recalled to help the Terran 
Government and ~ won1 be easy. 
Electronic Arts 
Release Date: NOW PSX $46 

'MARVEL SUPER HEROES: WAR OF THE GEMS' 
Choose your favorite Marvel characters and battle 
Thanos, the most dangerous villain in the Marvel 
Universe! 
Capcom 
Release Date: NOW SNES $54 SAT $52 
PSX $52 

'THE LOST WORLD: JURASSIC PARK' Take on the role of a 
compsognathus, velociraptor, t-rex, or a couple of humans, as 
you make your way through 24 different environment and battle 
the carnivorous inhabitants of the The Lost World. 
Release Date: 07/97 SAT $54 

'CCNINII & CONQUER' Welcome to a re,, wof1d 
where the art of eledrooic intelligence and COYert surveil
lance reigns supreme. Where guerrila stra1ligies and sav
age combat are the norm. Build bases, muster forces and 
dominate your enemies. 
Virgin 
Release Date: NOW PSX $46 SAT $52 

'STNI TREii FUET ACADEMY' Before Gaptain Kirk, Commander 
CheltnY and Clplain Sulu were legends, they were cadets at the most 
celebrated school in the univerae, the Siar Reel Academy. Test your 
ingemity, ieadefship and courage and determine ff you have what rt 
lakes to graduate 1st in your class. 
Interplay 
Release Date: NOW PC CD $55 

'ALBERT ODYSSEY' Legend of Eldean, Masquerade of 
the Impostor. In this fantasy role playing game, there are 
up to five characters in your party, you never know what's 
going to happen. The only WJ to find out is to play rt 
through. 
Working Designs 
Release Date: NOW SAT $52 

'BATTLETECH' Where the United Star League once reigned, 5 
successor slates now battle for control fighting over water, 
machines & spare parts factories. Control of these elements will 
lead to final victory and the domination of space. 
FASA 
Release Data: NOW BG $19 

'MAGIC ntE GATIIERING 5TH EDmON' This deck contains 
60 tradable game cards, randomly assorted, plus a rule book. 
Each player must have a deck. This deck may be enhanced 
with more cards sold in booster packs. 
Wizards of the Coast 
Release Date: NOW CG $7 

'VAMPIRE: THE DARK AGES' takes you to the nights before the 
Camarilla, when kin truly had a reason to be afraid of the dark. 
The Kindred of this bygone age ride the dark as lords, play their 
games with the crowned heads of Europe and travel to the mys
terious lands of the east. 
White Woll Games 
Release Date: NOW RPG $24 

Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COO $8. Price. availability, otter subject to change at any time. Release sched· 
oles and shipping times are approximate, not q.uaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives 
replaced with same product. AU sales final. Call lor details. Shlpptng and handling charges calculated on a per order, per shipment, and per item basis. The "per order" charge ls 
charged once per order placed and the "per item· charge is charged once for each item ordered and the "per shlpmenr charge is charged once for each shipment we make to you. 
Each United States order will include a 12•month subscription to Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. 

Per Order 
Per Shipment 
Per Item 

Standard 
U.S. Mall 
Hlll!M 
$1.00 
S1.25 
S0.75 

u"s'."~1 
?fi.&f' ii'/:! 
S1.00 13.00 
$1 .00 $1.00 

O..r Mail To MaHTo Nif!1 t:anada The Wol1d 

~2'fft ~l!M '2.00 .00 
S7.00 $2.00 $2.00 
$2.00 $2.00 16.00 
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insides-specifically the skeleton- of an actor, 
cyberscanning passes a laser beam over the 
actor's face to map his or her appearance, every 
pimple and dimple. The result is a near- perfect 
portrait of Willis in the game. Players will see a 
high- resolution Bruce during the cut scenes, then 
a low-poly one- about 450 polygons from head to 
toe-during gameplay. 

On a side note, while cyberscanning works 
fine for grabbing skin textures, it's not so keen 
when it comes to mapping facial hair, which 
scatters the laser beam. So Activision had to do 
some touch-up work on Willis' goateed mug, and 
there's a good chance his character may even 
show up in the game sans hair. 

IIUCE ON TAPE 
One thing is clear from Willis' career-he likes 

playing a smartass. And Activision wanted to 
capture this bad-boy attitude for Apocalypse. 

'ID mptun WUU.' out-ar-c:untrul 
tumbla, tha actar w ■b ........ 
Into a body harne■■ and 
■u■palded fram tha ■tudlo'■ 
Dl!llllng. Ha than leapt Into the 
air and lat hi■ ........ tum cany 
hbn end 111181' and, ■aeamlng 
the whale time but al:flllau■ly 
eqJoylng hlm■elf. 

So when they sat Willis down to record dialogue 
from the more than 100-page script, they let the 
guy improvise. "Bruce would make suggestions 
for ways to make the dialogue more organic, 
more suggestive and just plain cooler," said 
Michael Kirby, Apocalypse's producer. 

Willis recorded several movies' worth of 
dialogue, so it's no surprise that his character is 
pretty chatty. Kincaid shouts warnings, asks you 
to cover him, tells you when he wants to split 
up-he even tells you not to be so greedy if 
you're shooting too many enemies. "If you're 
doing really well , he'll be like, 'OK, kid, you got 
it,"' said Lead Game Designer Chad Findley. "But 
he'll get a little jealous once in a while, too, and 
say something like, 'Hey, kid, leave some for me!" 

One thing Activision wanted to avoid is repeti
tious banter, and so did Willis. Consequently, he 

recorded each of his more common lines several 
times so that players wouldn't go to bed with the 
same catch phrases ringing in their heads. "It's 
not just, 'Nice shot, pal. Nice shot, pal. Nice shot, 
pal over and over again,'" Spinale said. "Bruce 
says, 'Shoot. Shoot! What's the matter with you? 
When are you going to shoot?!"' 

THE AfS THE THING 
Kincaid may look, walk and talk like a Bruce, 

but what good is he as a partner if he doesn't 
cover your back and can 't hit the barn 's prover
bial broad side with his blaster? Good news: 
"Bruce is the ultimate culmination of all the Al 
work that has gone into this game," Spinale said. 

In other words, Kincaid's intelligence system 
is built on three levels. Level one, written in C 
language, is made up of traditional if-then state
ments. For example, if your character is under 
attack, then Kincaid will come to your aid. If 
you're doing especially well , then he'll hang back 
for a while and let you get some. Level two is 
more mode-based. Depending on the circum
stances, Kincaid will switch into an attack, 
defend or other mode, any of which determines 
his speed, the distance he strays from your 

character and other characteristics. Level three 
is trigger-based, meaning that nearby objects 
will trigger his actions. If you both approach a 
power-up, for instance, he'll race you to it, mak
ing Kincaid a partner and a competitor at the 
same time. Few games pack such extensive Al 
routines into their characters. Most have either 
the low-level, C language routines or the high
level trigger-based ones, but rarely both. 

It's pretty clear that Activision did everyth ing 
they could to drop Willis into Apocalypse, to 
make him mimic a real second player as closely 
as possible. But does the action-star- turned
game-star have what it takes to join the ranks of 
plumbers, hedgehogs and bandicoots? fGMwill 
have a better idea soon, when we preview a 
playable version in the Next Wave section. ■ 

Durtng II hdl In 11111!! mat:lan-cap
bu'e ■et111lml, Willia jaklngly 
■narted, .. Apocalyp■e, fram 
ActMalan-go Sal@•l;lll buy ltl,. 
Al:thll■lan waa ""deo taping thl■ 
ln4■1 ma.pt:u cmnmen:tal and ■ent 
It, with other behlnd-t:he-9cene■ 
faatage, to !iiany far a lll!gilil!llt 
1111 Digit.al Undergruund. 







CLAVPIGHIE 
From Big 01' 

he fascination with 
stop-motion animation 
involving clay has 
been around for some 
time. Way back when 

Gumby thrilled audiences 
as he glided around on one 
leg, and more recently Jack 
Skellington sang his heart out' 
in The Nightmare Before 
Christmas. But TV and the big 
screen aren't the only places 
clay has dauled audiences. 

Clay Fighter 63 1/3 is coming 
to the Nintendo 64 and promises 
to be everything the other ver
sions were and more. Readers 
should be warned : The version 
£GM had was VERY early, so 
there are many things that 
may change when the final 
version comes out. 

Older versions of Clay Fighter 
had the same style of graphics, 

but because of graphic limitations 
(mostly on the 16-Bit systems). 
the true nature of these graphics 
usually wasn 't shown. Now that 
Clay Fighter is making its way 
onto a next-gen system, look for 
some great graphics ... with all that 
cool antialiased stuff! 

Although the actual game 
screens don't look quite as good 
as the stil ls £GM received from 
Interplay (check issue #95 Protas), 
the game still has crisp graphics 
and effects. This may be attributed 
to the earliness of the copy we 
were given, though. 

The same type of gameplay 
applies to this version of the clay 
saga as it did to the others. 
Gamers need not look for serious 
action like Street Fighter or Mortal 
Kombat Instead, look for humor 
and wackiness-like something 
out of a cartoon. 

Voodoo maslc or not. Houn11n wlll 
kick the llvln' day out of you. 

There are 12 main characters in 
the game, but there are supposed 
to be hidden ones as well. The 
band of fighters contains some 
old-school Clay Fighters along 
with others that are new. Check 
out the sidebar for a look at some 
of the new ones. 

The game has standard 
punches and kicks arranged on 
the control pad like Street Fighter 
(Low Punch, Medium, High, etc.) 
but the game also features combo 
systems and Situation Hits. 
These hits yield a different 
reaction from an opponent if 
a gamer hits them in a certain 
place 0.e., a hit in the butt causes 
them to moon you). 

The backgrounds in the game 
are as highly detailed as the 
characters. The 3-0 environments, 
over 20 a !together, have objects 
scattered about them that players 
can "interact with," according 
to Interplay. 

The music, at this stage in 
development at least, has a very 
Warner Bros.-mixed-with-a-circus 
feel to it. 

With all of this, can Clay Fighter 
63 1 /3 break the mold that it has 
made for itself? Many gamers may 
agree that the original Clay 
Fighters were 
fun at first but 
soon lost their 
flair. Check 
upcoming 
issues for a 
full-fledge 



ove over Mario All 
Stars. Step aside Namco 
and Williams Classics. 
Here comes the long
overdue Sonic Jam, a 

compilation of four of 
the most popular blue hedgehog 
games around. Sonic Jam for 
the Saturn features Sonic the 
Hedgehog, Sonic 2, Sonic 3 and 
Sonic and Knuckles. Sonic Jam 
also shows off a short 3-D level 
that should have Saturn owners 
drooling in anticipation of the 
system's future. 

Sonic Jam is a two-part disc. 
The first part is a Sonic fan 's 

Sonic Ja 

dream: four complete classics, all 
with new features. Each game has 
been slightly enhanced graphically 
and audibly. You can also enter a 
Time Attack Mode to see how 

quickly you can complete each 
of the levels. Sonic Jam will also 
allow you to go directly to the 
bonus stages. And for the paper
phobic, electronic manuals are 
included-you can read all the 
original instruction booklets 
right on your TV screen. 

Sega took more steps in 
improving the actual gameplay 
of these oldies but goodies. First, 
Sonic can now do his Spin Dash 
in the first Sonic game. Second, 
you can play Knuckles in any of 
the Sonic games (previously, the 
Sonic and Knuckles lock-on 
Genesis cartridge was only 

backward compatible with Sonic 
2 and 3). 

The most exciting part of Sonic 
Jam, however, may also be the 
most disappointing. Sonic World, a 

$oak's patatecl 5pla Dasll CH IIOW 
be perfonaed 11 Ille orlplal pat. 

virtual museum of sorts, is a fully 
playable, fully interactive 3-D 
world in which Sonic runs around 

and picks up rings while visiting 
key buildings. These locations will 
take you on a tour to see various 
Sonic paraphernalia. You can 
check out artwork, sound clips, 
toys, books, etc. Sounds good, so 
why is it disappointing? This 3-D 
mini "game" demonstrates that the 
Saturn has what it takes to com
pete directly with Mario 64. It 
looks and plays that good. But it's 
only one level and not a whole 
game. After testing it out, it'll only 
leave you hungry for more. 

The good news is that this 
Sonic World demo hints as to 

Notlllq worse I■ a Soak P• ._ 
loslaa all yow lln-eanied rlnp. 

what the next original 3-D Saturn 
Sonic game will look and play 
like. Sega says it's no longer 
going to be called Sonic X-treme, 
but it will be a true 3-D, free
roaming game that should 
silence any critics. 

EGM is pretty excited, but 
we can't help but wonder how 
much better the Saturn could be 
doing today if this potential killer
app came out two years ago with 
the Saturn's launch. Perhaps if 
this upcoming 3-0 Sonic game 
would've come out with the 
launch of the Saturn, it could've 
done for Sega what Mario 64 did 
for Nintendo 64's initial sales. ■ 

SHINING 

!ieries liets Back To 
t's wayback-machine 
t ime for fans of Sega's 
long-runn ing Shining 
series of RPGs, which 
began with Shining in 

the Darkness for the 
Genesis and continued through 
numerous installments for all of 
Sega's systems. The latest addi
tion, Shining the Holy Ark, offers 
the same turn-based, fi rst-person 
gameplay as Shining in the 
Darkness. Why, it even uses the 
same icon-based menus of the 
16-Bit originator. 

But story-wise, Shining the Holy 
Ark is no more a direct sequel 

than any other title in the Shining 
saga. You play Arthur, a merce
nary whose pursuit of a Renegade 
ninja named Rodi runs into a snag 
when the pair are buried in a 
cave-in. Fortunately, their broken 
bodies are saved by benevolent 
spirits, who merge with the adven
turers in exchange for their help in 
restoring peace to the world. But 
not all spirits are good-especially 
the one who has possessed the 
king. So Arthur and his party 
spend the rest of the game, which 
has as many plot twists as any 
Final Fantasy title, trying to restore 
peace to the world. 

All of Shining the Holy Ark 
takes place in a first -person per
spective, with you moving in steps 
rather than in the continuous, go
anywhere motion of most Doom 
clones. Your adventure will take 
you through forests, dungeons, 
sewers, towns, castles, shrines 
and other typical RPG locales 
(and the handy automap keeps 
you from getting lost). Combat 
occurs at random, and the battles 
are turn-based, making the game 
more traditional than most of the 
action-oriented RPGs that have 
come out lately. Your party can 
contain no more than four war
riors, but you can hold additional 
adventurers in reserve and ca ll 
them in when things get dicey. 

Although its story line will keep 

you hooked, most of Shining the 
Holy Ark's charm comes from its 
graphics. Every enemy in the 
game is prerendered, colorful and 
well-animated (and we could 
swear that some of the enemies 
are actually dancing to the 
music!). The monsters in this 
game don't just do a little hop 
when they attack; most rear back 
and spring their entire bodies into 
a fearsome strike, or they cut 
loose with screen-filli ng, pyrotech
nic spells. The members of your 
party, too, are prerendered 
bitmaps, as are the folks you 'll 
encounter in towns. When you 
converse with other characters, 
they react with facial expressions 
and body language. 

But although Shining the Holy 
Ark boasts these visua I perks (as 
well as some kick-bun pixie com
panions-see sidebar), it does lack 
the digitized voice and cinemas 
that grace many other modern 
RPGs. No big deal. It's still a solid 
game that's a worthy addition to 
the Shining series. ■ 



The Best Strategy 
ou'd be herd-pressed to still one of the most played online 
find a computer gamer games, 1 1/2 years after Its Initial 
who has not heard of release.) The game has you start-
Wercraft II. This cntlcally ing out playing as either the 
acclaimed real-time humans (the "good" guys) or the 
strategy game has won ores (.the "not-so-good" guys). You 

countless awards from PC mega- can play any one of 96 individual 
zines, end now it's coming . scenarios, or you can play one of 
to the PleyStation end Saturn. the vast and challenging cam-

The premise is so simple that it paigns. These campaigns weave 
will entice the most novice of play- en epic adventure worthy of a full 

rs. The depth of the game is so feature film and were taken direct-
involved that strategy game fans ly from the original PC Warcraft II: 
will be playing it for rs · Thies of Darkness CD 
to come. ,.__.-... and the expansion set 
(.Wercraft II Warcraft II: Beyond 
for the .---.- the Dark Portal 
PC is (whose story line 

1 continues after Tides 
finishes). Bottom line: 

The console version of 
Warcraft II has more levels, 

more maps and more cam
paigns packed in them then any 
other game of its kind. 

If you play as the humans, 
you will have to defend your 

wortd from the other
worldly ores, who are 
invading your lends via a 

mystical portal. At first. 
you'll build up basic 

towns end outposts 
to defend strategic 
locatlons about the 

countryside. In, 
the end. you'll find yourself hav
ing to destroy the portal itself; 
forever sealing off the tunnel 
between the ores' end your 
worlds. The second human 
campaign (from Beyond the 
Derk Portal) takes you into the 

I: 

AGA 

ore homeworld to bring the war 
to their front yard. You can 
also choose to play as 
the ores. Their path ' 
is as plain as day
light Conquer 
the humans. 

Each mission in 
the campaigns will 
very. Most of them 
involve establishing 
a home base, building 
military units and 
killing ell of the competition on 
that map. Other missions may 
be completed by establishing a 
certain number of key structures, 
or rescuing important prisoners 
of war. Eventually, you may find 

traitorous clans from the other 
side joining you to serve their 

own selfish needs. 
Some of 1hoae mis

sions will have ores 
and humans fighting 
side by side. 

All of your suc
cess In Warcraft II 
will depend on your 
abllh;y to manage your 

limited resources end 
your ebilitY to com

mend your forces. The 
basic resources are gold, 
lumber end oil. Your first unit, 
a peasant (human) or a peon 
(ore), Is also your foundation. 
These little guys build ell of 
your structures. From there. 
these buildings can produce 
your military units end 
upgrade them as well. 

You will have to direct 
your forces well. Every unit 
behaves differently. Some can 
fly, some only do kamikaze 
runs, some attack from a dis
tance, some are better up 
close. And for every character 
on the human side, an equal, 
but slightly different character 
exists for the ores. For example, 
a human Paladin Is about equal 
In power end defenae to an 

orcish Ogre-Mage. But 
they cast ve,y different 

spells-Heeling end 
Exorcism for the 
Paladin, Bloodlust 
and Runes for 
the Ogre-Mage. 

New to the home 
versions ere two 

features: auto-upgrade 
end auto-build. As 

their names imply, 
they allow players to 

take less of a role in 
managing their towns. 

For example, you can have your 
barracks automatically pumping 
out soldiers, according to your 

I • orders (you can select 
how many of each type 

you want, end as long 
as you can afford 
them, end as long 
as you have enough 
fenns to feed them, 
they'll be created). 
You can also set 
certain buildings 
to automatically do 
the upgrades and 
learn the spells. 
Warcreft II purists 

may frown upon this hands-off 
approach, but it certainly makes 
things easier on the player. 

Unfortunately Electronic Arts, 
as of this writing, is planning on 

taking out the Two-player Link 
Option (which was working on 
the early beta we were sent). 
Don't ask us why, but we do hope 
they'll change their minds- it is 
there, after all. 

Regardless, Warcraft II will 
supply individual players countless 
hours of entertainment Those 
of you who have beaten Command 
& Conquer and are looking for 
more challenges should look 
no further. Warcreft II is among 
the best the PC has to offer, end 
will hit the home systems soon. ■ 



quare demolished every 
doubt that they could 
make a kick-butt fight
ing game when they 
re leased Tobal No.1 , 

which packed the most 
innovative grapple system in beat
'em-up history. Tobal 2 delivers 
all the goods of its prequel, except 
this time Square didn't skimp on 
the gravy. 

First and foremost, Tobal 2 looks 
leagues better than No.1. And 
that's saying a lot, considering 
that the prequel-in all its hi-res, 
60-frames-per-second glory
looked boxy but good. Now the 
combatants have a higher poly
gon count and make better use 
of Gouraud shading, so they look 
more rounded and lifelike. The 
arenas, too, have been spruced 
up with textures and more-
detailed 2-D backgrounds, 
although they don't have nearly 
as many 3-D structures as in the 
first game. Best of all, Tobal 2 
packs some of the most amazingly 

fluid animation ever seen in a game 

To the moo■l Uppercut-happy Nork 
Is the cheapest of the Bosses. 

(but then that's one of those 
you-gotta-see-it-to-believe-it 
kinda things). 

Like the original, Tobal 2 was 
designed by Dream Factory, 
Square's team of former Sega 
coders whose credits include the 
Virtua Fighter games. As a result, 
Tobal 2 plays much the same as 
No.1. You're once again given 
Block and Leap buttons, and the 
pad maneuvers your fighter around 
the arena in complete 3-D freedom. 
Moves are still of the Virtua Fighter 
variety, while the combos follow the 

tap-tap-tap style established by 
Tekken (except now you can juggle 
opponents in addition to comboing 
their butts across the arena). Tobal 
2 also supports Sony's dual analog 
pad, which vibrates slightly with 
each enemy hit. 

Tobal 2's character roster 
includes the original eight fighters 
and three playable Bosses. Square 
has added two new characters to 
the fray: the bouncy space ranger 
Chaco and Arsenio Hall look-alike 
Doctor V. Numerous bonus charac
ters are hidden in the game, as 
well, including monsters from the 
Quest Mode and even one of 
Square's infamous Chocobos (who 
look exactly as they do in FF?). 

The most notable addition to 
Tobal 2 is actually anything but new 
to fighting games: projectile 
attacks. Yet Square has given these 
moves a twist to eliminate their 
innate cheapness. Your life bar 
drops each time you launch a pro
jectile, and the longer you charge 
an attack, the more your health 
falls. So now it's possible to drop 

opponents with a single fireball
provided you charge it up long 
enough. You 're in deep trouble if 
you miss, though, since you'll likely 
have little health left. 

Fortunately, one thing Square 
didn't tinker with too much is the 
grapple system, still the game's 
main claim to fame. As in No.1, 
you can grapple opponents from 
any side, except now grapples 
become mini tug-of-war matches 
between opponents, the winner 
being whoever's quickest with 
his/her buttons. You can counter 
grapples, and you can counter 
counters. But don't expect to 
become an instant master of these 
moves. Tobal 2's ultradeep game
play wi ll take weeks to master. ■ 

Some of the colored llshtln1 effects 
make thlnp seem eerie. 

caLIBURl:I:. 
If Lara Craft And King Arthur ... 

et's say Lara Croft 
from Tomb Raider got 
together and made a ... 
um ... game with King 
Arthur from medieval 

folklore. What gamers 
would get is probably something 
close to Excalibur 2555 AD. 

Players control Merlin's 
assistant against a band of 
futuristic thieves who have stolen 
Excalibur from its rightful owners. 
Gamers will have to travel through 
dungeon after dungeon, fighting 
enemies and talking to friends 
to get it back. 

The graphics in the game are 
simi lar to Tomb Raider in that 

gamers can roam around in a fully 
3-D environment, with realtime 
lighting effects. The differences 
come in when gamers see that 
Excalibur has plenty of action 
and over 50 characters to run 
into-both friends and foes. 

So is this adventure title from 
Sir Tech the PlayStation's answer 
to the long-awaited Zelda 64? 
That may not be what Sir Tech 
is setting out to do, but the 
game certainly seems to be 
going in the Zelda-esque 
direction-at least in looks. 

As mentioned, gamers control a 
young woman (who does resem
ble Link a little, by the way) but 

Your broadsword ea■ do lots of neat 
sta■ts. Qarp It up for utn power. 
the cast list hardly stops there. 
Players can run into thugs ranging 
from sword-wielding warriors to 
plasma-gun toting cyborg guys 
(hence the 2555 AD. date). 

Are gamers too lazy to read? 
Excalibur provides a way for 
players to just sit there and enjoy 
the sweet sounds of full -speech. 
There's a slight load time for each 
of the voices, but there's an option 
for voice with text for those who 
want to read ahead. Each of the 
game's 50+ characters has his or 
her own unique voice. Since the 
game isn't complete, however, 
some of this could change. 

Excalibur not only gives players 
a large broadsword to hack off 
enemies' limbs, but also the ability 
to cast powerful spells. Some 
damage the enemy while others 
give the main character more 
armor for a period of time. 

Another feature of Excalibur is 
the ability to "choose your own 
adventure," so to speak. By talking 
to certain inhabitants of the 
towns' dungeons, vital information 
can be obtained. Some info like 

which path would prove most safe 
might come up in conversation, or 
where to find an item. 

The game's inventory system is 
like Tomb Raider too. Items can be 
saved up for later use (whether to 
be eaten for more energy or to 
use for trade with a character in 
the game). By hitting the Select 
button, an Inventory and Map 
Screen pops up- highlight an item 
and then gamers can use it. 

Not only will gamers be finding 
items and fighting their way past 
all kinds of enemies, they'll also be 
solving puzzles. Some may seem 
simple at first 0ike hitting buttons 
marked 1, 2 and 3) but further 
snooping uncovers a far mcire 
intricate puzzle. ■ 



Kl 

!ihop With Thi 
layStation owners may 
or may not admit that 
they wish they could 
play a game like Mario 
Kart 64 on their 32-Bit 

system. They've had a 
few games, but have they really 
compared to Mario Kart 64? 
Wreckin ' Crew, published by 
Sir Tech, will be arriving soon 
and gamers will be able to see 
if this one does the job. 

A fun-filled racing title, 
Wreckin' Crew doesn't worry so 
much about stock cars and their 
performance. Instead, gamers will 
pick cars based on their weapons 
and special features Oike turbo 
power, jumping ability and other 

cartoon-influenced wackiness). 
The game has an insane cast of 

characters to choose from 
(another possible decision maker 

for gamers). Most are outrageous 
and fit their car well. 

Wreckin' Crew has plenty of 
other neat features as well, rang
ing from graphical delights to 
game options. 

Players will be able to compete 
in a two-player extravaganza in a 
Link-up Mode (using two TVs) or 
a split-screen Two-player Mode. 
The Split-screen Mode lends itself 
to a TV larger than 13 inches- it's 
much easier to see the Two-player 
Mode on 20-inch TVs or higher. 

The tracks in the game are 
huge and let gamers do a little 
exploring instead of confining 
them to a straight or circular 
path. For example, in the Egyptian 
level, gamers are able to split 
up the track-some paths are 
quicker; therefore letting gamers 
finish the race sooner. Others 
have far more power-ups and 
bonuses scattered on them, 
along with tunnels going through 
a pyramid. 

The levels also feature animat
ed parts like a moving elevator 
on a building in the city level or 
a rotating ferris wheel on the 
circus level, among many other 
neat- looking goodies. Some of 
the bonuses are hidden levels, 
drivers among others. 

Down the back streets or on the 
main roads, there are lots of paths. 

The game also has effects that 
make it look neat. Although the 
game is full 3-D polygonal, the 
cars and power-ups are sprites. 
The lighting effects are in real
time and Wreckin' Crew also 
takes advantage of translucency 
effects and other shading that 
makes the tracks look more 
realistic (as realistic as cartoons 
can look anyway!). 

The peripherals that are sup
ported are the standard controller 
(of course) but also the steering 
wheels (available from MadCatz 
and Gamester) and the neGcon. 

The version we saw was far 
from completion, so some of 
these features may change. ■ 

rom the sho ean comes their 
latest title for one or two players ca lled 
Multi Racing Championship. MRC fea
tures a selection of eight vehicles and 
the chance to push those vehicles to 
their limit on three distinctly different 
tracks. In-game options include player
specified engine and braking options as 
well as handlin n a · 
e playe 

of 
seaside 

The future of law enforcement has 
taken to the skies with Psygnosis' 
latest title, G-Police. Due to be 
released this October, G- Police fea

Capcom has relocated zombies 
to your neighborhood with 
Resident Evil 2. Staged this 
time inside Raccoon City instead 
of the boring outskirts, RE2 
al lows players to explore such 
places as police headquarters, 
parking lots, sewers and much 
more with two entirely new 
characters. Besides the 
unique environments and char
acters, an extra disc has also 
been added for more gaming 
thrills. From the slow flow of 
incoming pictures we have been 
receiving, it appears that the 

owntown for a consta 
changing thrill. This forces play
ers to custom tune their cars' 
performances to make the best 
of any situation. There are also 
on- and off-road "junction 
boxes" where the player is given 
the option to select different 

er or hin
der their 
winning c 
their cars 

number of onscreen undead 
have also been upped to near
intolerable levels. Let's just 
hope the ammo levels are 
raised also to compensate 
for this hindrance. Fire effects 
have also been added in 
great abundance to bring 
the element of heat into the 
second version. With eye
catching features like these, 
it's no wonder Capcom is . 
working slowly on this title by 
setting the conservative 
release date for 
early next year. 

tures unrestricted fly-anywhere freedom in a dark urban environ
ment. Staged in a biodome city on Callisto (a colonized moon of 
Jupiter), G-Police gives the player total free- roaming control of an 
advanced gunship with an awesome array of combat weaponry to 
use against the evil insurgents. G-Police is an excellent combina
tion of flight-shooter combined with strategic elements to keep the game entertaining as well as challenging. Graphically, although still 

early, G-Police appears to be a cross between Wing 
Commander IV and MechWarrior 2 plus it has some 
touches of Warhawk with Psygnosis' own unique style 

of graphics. Psygnosis is hitting this year's 
E' fast and hard with a strong showing of 
promising titles. We'll have more on this title 
in our complete E' issue. 



dimension with 
Capcom's latest title 
Mega Man Neo. It 
will be the first 
polygon Mega Man 
(next to Mega Man 
Battle & Chase). 
Besides the obvious loss 
of his helmet, not much is 
known about this sure
to-be-different title. 
Players will , however, 

have a 
chance to 
play it early 
in '98. 

Gamers who are famili ar with Neverhood 
(on the PC) should see the similarities to Skull 
Monkeys. Not only is Neverhood's main character in 
Skull Monkeys, but the same style of graphics is used. 
In Neverhood, players need to venture around in a · 
pseudo 3-0 environment rendered from clay. Although 
it looks 3-0 , it is still flat with FMV stuff, too. Although 
Skull Monkeys is also in 2-0 , it looks to be more of an 
action-oriented side-scroller 

Acclaim's reluctance to enter the forbidden realm of Batman titles 
may have finally come to an end with Batman & Robin. The game 
features a behind-the-character 3-0 perspective where Batman, 

Robin or Batgirl must act as a detective through 
Gotham using "projectile gadgets" to ensure his/her 
safety. The landscape boasts over 26 square miles of 

with lots of enemies and dif
ferent power-ups. This may 
appeal to console gamers 
because Neverhood has 
been ca lled cool- looking but 
slow-paced. Expect lots of 
neat graphic effects like 
flames and others. 

The game takes place in many differ
ent environments, some inside and 
others outside. Not losing their roots 
in nifty puzzle aspects, Dreamworks 
may implement some puzzles within 
Skull Monkeys. Remember, all action 
and no brain-work makes somebody 
something. Expect Dreamworks to 
release this one sometime in October. 

area to explore with 
plenty of thugs and 
Bosses along the way. 
Other noteworthy fea
tures include secret 
passages and weight
sensitive switches that 
take your character's 
mass into consideration. 
This is one title that 
may be better than the 
movie it's based on. 

The 3-0 action/a of 

developers have given Captain Blasto, his enemies 
and the interplanetary loca les a retro look, reminis
cent of a '50s sci-fi flic, so expect plenty of cheesy 
humor. Sony will launch Blasto in the fourth quarter 
of this year, although it will be one of the company's 
biggest star titles at June's E' show. We'll have much 
more on this hyped title in our next issue. 

Sony's best-kept s even 
known if the gam lasto. 
What is known is the 
burly, raygun-wiel 
take him through 
several expansive 
3-D worlds. The 
graphics will 
remain simple 
and cartoon-like, 
so they'll have a 
high frame rate 
and ultrasmooth 
animation. The 

Silicon Val ley, 
brought out 
byBMG 
Interactive 
later this year, 
features over 30 different 
creatures with over 90 differ
ent skills. The levels are huge, 
fully three dimensional and 
contain dynamic light sourcing. 
Silicon Valley is going to be DMA's 
(makers of Lemmings) first N64 
release. Bet on visual thrills and a 
fun level OMA has mastered in the 
past to be included in Silicon Valley. 

ghting series has been announced by 
apcom for a fourth quarter release for 

he PlayStation. This one- or two-player 
-0 fighter will feature four new charac
ers: Jedah (a Grim Reaper-type), Q-Bee 
a giant queen bee). Lilith (a demon) 
nd B.B. Hood (a mockery of Red Riding 
ood who carries Uzis). Each fighter wi 

The actual Kuma character hasn't changed much. His 
moves are basica lly the same, with the addition of a 
couple new throws and punches (that look like Pau l's, 
no less). They also have two taunts-one of which can 
hill Panda is just a "palette swap" of Kuma; his moves 
are exactly the same. It also seems that his original 
10-hit has been removed or changed. It is unknown 
if he has any new 
unblockable attacks, 
but he does have 
his old ones. 



Acclaim prepares to deliver the Nintendo 64's 
first gridiron game in grand fashion 

' 

t's no secret that the modest Nintendo 64 
software lineup has suffered from a 
shortage of realistic sports games. 
With the launch of NFL 

Quarterback Club '98 this fall , 
Acclaim will be the first on 
the block to give pigskin
starved N64 owners some
thing to look forward to. 

All of the requisite NFL 
teams and players are 
licensed in QB Club '98, 
in addition to quarterback 
Brett Favre's endorsement. 
Besides guaranteeing that 
the Packers will have an 
awesome team in the game, 
Favre will design some of 

QB Club '98 takes advantage 
of the N64's little used 

high-resolution graphics mode. 

the offensive plays and will probably 
have his say when it comes to 
the game's artificial intelligence. 

And speaking 
of artificial intel
ligence, the distinguished 
voice of Marv Albert 
will commentate 
during gameplay. 

As you might expect. 
QB Club is a fully 3-0 game, 
and Acclaim promises that 
it will take full advantage 
of the N64's polygonal 
power. Both the players 
and stadiums will be 3-D 
rendered. The players will 
be animated through the 
motion capture of Adrian 
Murrell, the New York Jets 
running back, while the 
stadiums will resemble their 
real-life counterparts. 

QB Club's feature list 
is an extensive one, and 
early signs show that it 
will be a very complete 
football game. There 
are plenty of Roster 

Management Options available for avid foot
ball fans who wish to try their hand at being 
an NFL general manager. Teams can be 
manipulated by the trading, signing or even 
creation of players. If you wish, you can 
build your own team from scratch. All of this 
must be done within the confines of the 
dreaded NFL salary cap, however. Hopefully, 
there will be an option to turn the cap off, 
enabling the creation of killer teams. 

The motion-captured 
animation was impressive, 
even at this early stage of 
completion (top). The 
playbook is being com
pletely revamped with 
many plays drawn up by 
signal caller Brett Favre. 

There will be plenty 
of play modes (such as Season Play)-the most 
original is QB Club's signature "historic sim" 
feature, which allows you to re-create some 
of the NFL'.s greatest moments. 

Being the only football game scheduled for 
release this year, N64 sports fans can only hope 
that QB Club '98 delivers on its promises. 

Activision takes you on a high-octane, 
multicontinental racing adventure ... cows included 

G rand Tour Racing '98 boasts so many 
options and racing variables that it's 
hard to believe they crammed it all 
on one CD-ROM. 

Forty different vehicles divided into three 
styles of racing- Rally, Sports and Buggy 
Off-road-will seemingly give you enough 
varied racing action to keep you busy for a 
long time. All the vehicles, the Dakars, the 
Dune Buggies or the Formula One-styled, are 
3-0 rendered and feature independent physics 
and stylings. Great care was taken to ensure 
the vehicles would handle as their true- life 
counterparts would in the same driving 
situations. One developer even went as far 
as taking the Earth's varied gravitational 
pull into consideration when programming 
the vehicle physics. Luckily somebody stopped 
the over-achiever before he actually tabulated 
the numbers. 

Another noteworthy portion of the sim is 
the extensive range of driving environments. 
Developers traveled to the actual countries in 
which the races take place On the game) for 
the sole purpose of taking in every nuance 
of the landscape and local environment- all in 
the name of authenticity. Race in Scotland, 
Switzerland, Egypt and several other countries 
complete with local residents and their farm 
animals as well. All this is done with absolutely 
no pop-up! That's what the producers say at 
least. and upon playing the game here at the 
EGM offices, it's evident that the claim is true. 

Several of the tracks will challenge 

No pop-upl Ifs hard to believe, but 1ecordin1 
to Adlvlslon, this same will be as tlpt as 1 
drum wllen It comes to the lntesrfty of the 

otenslvely detailed bacqrouncls. 

drivers with obstacles such as fallen 
temples, broken bridges and flooded roads. 
Spontaneous rock slides will occasionally make 
the driving intense as well. Along with the fun 
road obstacles, variable driving conditions can 
put you in the heart of a snow, ice, sand, shale 
or rain storm just to make th ings interesting. 
To top off the load of options. a race can take 
place in the morning, dusk or nighttime hours 
giving drivers the extra challenge of low- or 
no-light driving situations. 

Answering the call of 
racing fans everywhere, 
the game will include 
several unlockable short
cuts and alternative routes 
on many of the tracks. The 
alternate routes will add 
a dimension to the game 
that has been sorely lack
ing in the entire racing 
genre for a long time. 

Perhaps one of the 
most interesting options 
in the sim is still tentative, 
but if included, it will allow players 
to use a zoom-capable, 360-degree 
camera to view large portions of 
the landscape. Originally used as a 
programming tool, developers 
thought it would be interesting to 
leave in the camera for players to 
explore the detailed landscapes 

around 
the tracks while 
the game 
is paused. 

It's still unclear but hope
fully the cows will play a 

major role in the outcome 
of the races. Look for other 

obstacles such as floods 
and fallen temples to make 

things interesting as well. 

For multi
player racing, 
Grand Tour 
Racing '98 
leaves no 

stones unturned. Race 
in single, split-screen, 
linked split-screen or 

Bringing the detail in the racing environments to a new level, 
everything but the bugs on the windshields are visible in a race. 

just time attack. 
It's quite evident that Eutechnyx 

Ltd. have bet their bottom dollar 
that racing fans will appreciate 
the seamless qual ity that has 
gone into the backgrounds and 
exotic racing locations. The only 
question is: Will the actual racing 
gameplay live up to the standards 
the rest of the game has set...only 
time will tell. 



•om• It's a deluxe package deal-Mato and Grand Prix Racing 

'

t's about time we had some motorcycle 
sims come out for the 32-Bit game 
platform! One can only play Road Rash 
for so long, as good as it is. 

Moto Racer Gold hopes to slay its audience 
with flashy 3-0 environments and a whole 
lot of different bikes and styles of racing to 
choose from- 16 different bikes to be exact, all 
sport their own handling and performance 
characteristics dictated by the type of radng 
and the complexity of the track or city course. 

Having eight different tracks-some 
motocross, some Grand Prix and a few city and 
foreign locations-the game is attempting to 
cover all the bases. Whether or not it can pull 
off Moto and Grand Prix racing in the same 
game remains to be seen. Andretti Racing 
successfully delivered Stock and Indy Car 
racing in a driving sim but that was a little 

easier since it all took place on level, paved 
roads not to mention in automobiles. Hopefully 
it can be done for motorcycles as well . 

For multiplayer action Moto Racer will sup
port up to four players via link-up cables. Race 
in Practice, Single Race or Grand Prix Mode. 

While these shots were taken 
from a development computer, 
they give us a good idea of how 
this motorcycle racing bonanza 
will look when it finally hits the 
PlayStation. The game will also 
be available for the PC featuring 
3-0 acceleration capability and 
a new Stereo Doppler sound 
effects system as well. 

We can only hope BMG pulls it 
altogether to give race fans a great motorcycle 
racing sim. 

Sony gives their boys of summer 
a major 3-D facelift 

S ony's first baseball game, MLB Pennant 
Race, was the only weak link in their 
otherwise spectacular lineup of sports 
games. Hoping to improve upon last 

year's title is MLB '98-a game with a whole 
new name and 3-0 look. 

Sony claims that most baseball video 
games are too slow-and you know what? 
They're right. They promise that they'll deliver 
a game that plays fast, but also 
remains true to the sport by car
rying all of the nuances and 
strategies that make baseball 
what it is. 

As is the standard in most 

sports games, MLB will carry motion-captured, 
3-0 baseball players. This will pay off with 
colorful animations such as back-hand stabs, 
throwing the ball while on your knees and 
dramatic over-the-fence grabs. There will be 
many different batting and pitching stances On 
addition to different player sizes), allowing 
M LB '98 to re-create many of the baseball's 
more recognizable players. 

MLB will be robust 
with features, espe
cially when it comes 
to stats. Fifty cate
gories of statistics 
will be tracked 

The behind-the-plate perspectives of MLB '98 
already look much improved over last year's game. 

throughout the season, which might be a 
useful reference when it comes to trading 
players (you can create them too). 

Sony promises to deliver the fastest, 
most intense baseball video game experience. 
With any luck, it'll play just as well . 

Basebal 
an 

It's ne 
You may never go 

DlBA 

or In 

game again. 
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155 64, without a doubt, is the best soccer game : 
on the market (with PS Goal Storm '97 dose 
behind). Konaml's soccer game Is Incredibly 
reallstk, but It Is Still an easy game to play. It 
does a great Job of appealing to both casual 
gamers and die-hard fans of the sport. 1he 3-D 
graphks are Incredibly lifelike, .and are perhaps 
some of the best In a sports game. A variety of 
modes are available including extensive 
Practice, International Tournaments and even a 
Player Creation feature. lfyou want a soccer 
game, look no further-155 64 is the best one. 

I was really looking forward to this game, and I 
must say that I'm sadly disappointed. NFS 2 
offers an Incredible selection of supercars and 
concept vehictes, but that's about all It does 
right NFS was good when it felt more like a 
simulation. Now, It has been given an arcade 
edge that simply doesn't fit. 1he cartoony-look· 
ing graphics are subpar, because they ruin the 
reallstk feel of driving these real, exotic cars. 
Aside from having fun aashing mllllon-<lollar 
cars into station wagons on a busy road, Need 
for Speed 2 is unfulfilling. 

Rush Hour strikes me as a poor man's R.C. Pro 
AM (remember that NES game?). It's an Isomet
ric racing game that doesn't play nearly as well 
as it looks. 1he 3-D cars and tracks are well
rendered, but that's about the only good thing 
about this title. The gameplay Is monotonous, 
tacking any of the excitement Indigenous to 
most racing games. There's little interaction with 
the-tracks, and any small mistake (common 
because of slQPPY control) will usually cost you 
the race. Ultimately, like in real life, Rush Hour 
Is a frustrating and boring experience. 

Fonner! entitled Frank Thomas Baseball, 
Acdalm's latest baseball game may have a new 
name, but It still plays the same. And that's not 
a good thing. All-Star Baseball reeks o 
mediocrity. Not one, single facet of the game 
stands out. 1he 2-D graphics (with 3-0 stadl· 
urns) are bland, and the gameplay Is a little stiff 
and unexciting. lhere--are just enough features 
and options to make the game passable, but 
nothing to write home about. Whtie slightly 
improved over their last baseball effort, this title 
fails to live up to its prestigious All-Star name. 

Fresh off the success of Goal Storm for the 
PlayStatlon, Konami unleashes a soccer 
masterpiece for the N64. That's a big praise, 
but this one Is worthy of the accolade, believe 
me. ISS 64 Is the perfect blend of fluid 3-D 
animation, extremely competent gameplay and 
a host of options and teams to select from. The 
N64's analog controllerdoes a lot to give you 
more control over your players on the field not 
to mention more buttons for more functions. The 
downside Is ft takes a little longer tci1eam all 
the functions, but it is well worth it. 

CompletelyJebuilt from the original, Need For 
Speed 2 Is a different game altogether. Taking a 
tum toward the altilde side, the look Is a bit car
toony, plxelized and somewhat dark. Overa , the 
gameplay Is not nearly as precise as the first 
addition, and realism has been tradedJn for 
weak arcade elements. Reaching the highest 
speeds on your first time out on a given course 
(something that was very hard In NFS) Is actually 
easy. on the bright side, the ga Is very fast, 
living up to its name, and the selection of cars 
and tracks is large. 

I have to give this game some credit for being 
the first 32-Blt, top-down perspective racer. I 
scoffed at first but grew accepting of the bird's
eye view of the action. Overall 
sensitive gameplay dictates careful and 
conservative driving to be successful. It's a 
strange combination of intense slm-like driving 
and an unusual overhead view, but It seems to 
work for some reason, unfortunately not for a 
long period of time. While this is no Fl Pole 
Position or Rage Racer, it is somethin new for 
the ever-growing race genre. 

All Star Baseball '97, like VR Baseball, seems 
to be about three-fourths finished. In short, It 
needs to be polished up to make It competitive 
in a very crowded genre. As you can see from 
the picture, tfiere is some unwanted pixellzatlon. 
Extraneous things like the actual ballparks are 
in need of more detail as well. Gameplay Is OK 
but the Al is not qultellS good (or maybe too 
good). For example, it seems like the CPU play
ers are always In place to field your hits no mat
ter were they go. Not a bad game but not that 
great either. 





This Is Ill The o.Ni luue this year tllat 
you .D.mfi wat to miss! We wW bave 

dozms of pa,es tellins and sllowlns 
MRYJHINGI Every pme. M!r'f 

perlplleral wl M!r'f bitof paip
slralpt from Ille show floor! 

OUr editors MIit behind Ille scaes at 
PsftllOSls IID &'ll lbe lile5t slDry aa 
their new IDfHea'et pmesl 

It's coming! E', the biggest video 
game trade show in the world, is 
June 19-21 and £GM will be there 
in full force. If you thought our 
eight-page preshow feature was 
great in this issue (with dozens of 
never-before-seen game screens), 
you haven't seen anyth ing yet! 
Look for MAJOR coverage in our 
August issue. If the game or prod
uct is coming out in 1997 (or early 
1998), you will see it in this issue. 
You name it-Street Fighter Ill, 
Tekken 3, Resident Evil 2, Tomb 
Raider 2, Quake, Virtua Fighter 3, 
Street Fighter II Collection, Duke 
Nukem 3-D, Sonic TT-and we'll 
have it. 

In addition to our special show 
coverage, we won't be leaving out 

We broke Ille news on Star wars this 
Issue. Don't miss Part 2-tlle • ......., ,r 
IIAl,pst. 

all of the regular columns and 
features, including a behind-the
scenes look at Psygnosis and a 
detailed "making of' the new 
Star Wars fighting game! You 
definitely won't want to miss our 
August issue! 



Now everyone 
who plays wins 

a free six 
month 

magazine 
subscription!! 
You can't lose! 
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WORD LIST and LITTER CODE chart 
PINCH ..... W PRESS ....... K BLAST ... ... A WRECK ..... D 
BREAK .... .. z PUNCH .. ... S SPRAY ...... C TURBO ...... V 
STOMP ..... T STAND ... ... R PRESS ....... E DREAM .... O 
CRUSH ..... .. I SCORE .. ... H SLANT ...... L CHASE.. .... P 

MYSTERY WORD CWE: 
WORLD RULERS HAVE IT ANO IN THIS CONTEST YQI,! HAVE IT 

Yes! 

Name 

Address 

ENTER ME TODAY, HERE'S MY ENTRY FEE: 
0 ($3.00) Video Game Contest 
D ($3.00) Media Rig Contest 
0 ($3.00) Computer Contest 
□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 

City State Zip 

~ SEND CASH, M.O., OR CHECK TO: 
PANDEMONIUM, P.O. BOX 26247 
MINNEAPOLIS, MN 55426-0247 

VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY AUG. 23RD, 1997 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to win. Employees of Pandemonium, Inc. and ns suppliers are 
ineligible. Judges decisions are final. If judges are in error the sponsor's liab1lny is limited 10 entry fees paid. Not responsible 
for lost or delayed mail. Open to residents of the US. and Canada. You can request Winners List and Official Rules by writing 
Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
respective companies who, along with this magazine, have no affiliation with this contest © 1996 Pandemonium, Inc. 

BRE Software 
Credit Card Orders: (209' 432-2684 

24 Hour FAXBACK Information System: (209) 432-2644 1 E-Mail: iREINFO@UGHTSPEED.NET 

www.bresoftware.com 

BLAST CORPS 
BODY HARVEST 
CLAY FIGHTER EXT. 
CRUSINUSA 
DARK RIFT 
DOOM64 
FZER064 
FIFA SOCCER '97 
FREAK BOY 
GOLDEN EYE 007 
HEXEN64 

We Se! Used /We Buy 
44.95/20.00 
54.95/28.00 
54.95/30.00 
49.95/24.00 
54.95/28.00 
54.95/28.00 
54.95/28.00 
54.95/25.00 
54.95/28.00 
59.95/32.00 
54.95/32.00 

KEN GRIFFEY 
ALL STAR BASEBALL 

KILLER INSTINCT GOLD 
KIRBY 
LAMBORGHINI 64 
MARIO KART 64 
MISSION IMPOSSIBLE 
MKTRILOGY 
MONSTER DUNK 
MS. PAC MAN 
NBA HANGTIME 
PILOTWINGS 64 
REV LIMIT 
ROBOTECH ACADEMY 
ROBOTRONX 
SAINT ANDREWS 
OLD COURSE GOLF 

SILICON VALLEY 
STARFOX64 
STAR WARS 
SHADOW OF EMPIRE 

SUPER MARIO 64 
TETRISPHERE 
TOPGEAR64 
TUROK DINO HUNTER 
ULTRA COMBAT 
ULTRA DESCENT 
WAR GODS 
WAVERACE64 
WAYNE GRETZKY HCKY 
WILD CHOPPERS 
WILLIAMS ARCADE'S 
GREATEST HITS 

WORLD CHAMP WREST 

59.95/34.00 
49.95/25.00 
54.95/28.00 
59.95/30.00 
54.95/28.00 
54.95/26.00 
49.95/25.00 
54.95/28.00 
54.95/28.00 
49.95/25.00 
44.95/20.00 
59.95/30.00 
54.95/28.00 
54.95/28.00 

54.95/25.00 
44.95/20.00 
54.95/30.00 
54.95/30.00 
54.95/25.00 
54.95/30.00 
59.95/32.00 
54.95/30.00 
49.95/24.00 
49.95/24.00 
54.95/30.00 

$5.00 OFF 
Return this coupon with your next mall order (not valid on phone 

• or online orders) and receive $5.00 OFF your purchase. Please 
• list alternatives when ordering by mail. Not valid with any other 
• offers. Sales or Specials. This coupon is valid thru 7/31/97. No 

copies accepted. If we can1 fill your order wtthin 30 days. we 
• will return your order. payment and this coupon to you. EM7 ' . . . . . . . . . . . . . . . . . . . . 

)l,9!i14.00 
)IJ!i1Z.00 1HJNDER rRUCK 38 
34.11!(14..00 Tlf.JMOERSmll<E2 24., 

:=:: ~OOERBO 38 ~=~::c:stm~name,=:~~: 
2u,,=,1o.00 ~~TS 38.lll\'3!.oo lo speed ~ of 'fOOI order, ht an JWemawe !or each title 

,lll\'3!.00 THN OUTDOOR &US 4lt!il22.00 you 1111 ordering. 
TOBAL NO. 1 34.115114.00 2. Calcuate the total for the ~ Ci wish to order, indud~ 

~~r,: :=5 ~~:CPR.Jo:;P0,2~e:~ ~r,DEEP :=!: r·~ c:::~~~1~1::= ~ IO dear · send ~*w =: ::::::=::=days~r~ ~~aa:= 
TWISTED MET AL 21.15110.00 personal checks. 
TWISTED METAL 2 38.ll!ilS.OO 4, Send your order lo the lolowing address. 

~~=,., To Sell Games/Systems 
~EWFOINT 
W'£R 

)IJ!il14.00 Vl'R1UALPOOI. 
39.SIWJ.OO ,.__, 
31Ul5(20.00 

00 

.00 WAR HAMMER 
WAAHAWK 

00 WARRIORSDFFATE 
00 WON VS. WOAI.D 

1. On a ful sb:ed piece of paper, write your name, compltle address, 
phone number and a Nst ol ~I lhe canridges/systems v.ilh Iha buy 
bade prices yoo '" selling, 
2. II yoo wou~ ike 10 purchase car1ridges wi1h lhe mooey o, cradit 
received, »st the litles you woold like to order oo the same piece of 

00 ..,,., 
.00 W1WAMS 
00 

~ick yoo, car1ridges. all papelWO<k and any coopons ~ a bo, . 
Send lhl box IO the address below by UPS or registered mail. Be 
su-e 10 Include lhe 'Oepl I' oo lhe outside of your packaoe. Packages 
not addressed to the Oept r below wil be issued our Ment cataklg 

~1"-00prices. 

00 
29.i!il0..00 4. You wil no,mally receive~ dl8Ck within 7-12 bosines1 days 
34.ll!i14..DO after we receive 'f<:AX pack.age. =: Send your Games/Systems/Orders to, 

.:=: BRE Software a.oGOlf 
MS 
.IRC,ll)fGAllf 
NVOUR HOUSE 

POUCE 

NEMESIS 38. 

SUPER 
NTEND 

eB 
1 .. , 

·"" ... , ... , 
..., 

EARTMWORM .IW 2 ~ 

38.15120.00::: 44,1511 
FDW.FAHTASf2 41 

~~;, i~· 
KEN GRf'FEY JA 29,wl 
WINHIHG RUH 38.951 

IOABY'SSUPERSTAR 38, 
u.m 

2 
SUPERHEROE 

' X2 

" & MAGlC 3 
T"1.KOMBAT2 
ALK0MBAT3 

LM17 

HORl20l1S " · 

:tSaQ. Al.PHA2 

"· ... 
"·"" ....... 
54. 

"·"" ... ,.., ....., 
,ll!i10.00 SUPER liWOO 

·~i: ~ARS ::~~ 

.~.00 2'l'Q.SHII&.. :~~ 
SEC.OfSTARS 39.ll!il!OO 

38.9&'15.00 
38.~15.00 

· 111 :::i: 

Dept- EM7 
352 W. Bedford Ave, Suite 104 

Fresno, CA 93711 

Genesis 
Super Ninlendo 
Saturn 
Sony PlayStation (Price based on "'1ial numbll) 
Serial #USXXXXXX, U6XXXXXX, SXXXXXX $40 
Serial #U7XXXXXX, uaxxxxxx $70 

The serial number can be lound on lhe bottom ol your 

~~l~~~~s==~:= 
BEFOAE sar<ling yoo, system. 
Nintendo 64 $75 
Allow n ~pric,Nri,, $ys1em1 mJII idlde 1 Cnr.11 Plld, ACM.-

=: =-c.. ~c~ c;:::-:;.-:: 
($10.00l'l'lirinuw). $10.00'fllbede.i.lClldlorllC:tl~OldlNciYI~ • 
AC~«AV/Rf'cablt. 

s lor cartridge/disc only. · 

Nin1enoo e t,;t (canrldge only)" $1.00 
Game Boy fcanrldge only) $2.00 
Game Gear (canrldge only) $2.00 =:~ U.TNATEMK3 ::11: 

)U,5{14.00 SUPER PU12lf FIGHT. 311.95(15.00 t.JP+CHARTEDWATERS 311.~15.00 
38~.00 ~~RACERS==:: URBAH5mll<E 38.9&'15.00 

Gonesis (canridge onlyl $2.00 

:::
0
-
00 5"""""'wARS " ·'""·00 All Games ,...., 

38.9&'1 Include 

5'Jf)Of N'1191100 fcanrldge only) $3.00 
SalUm (disc only) $4.00 
PlaySlalion (disc only) 15.00 
N•lendo64fcanrldgeonly) $15.00 

• Al Nintendo 8 bit games except Soper Mario, Dock Hunt, Gyromite, 

~.;,:,..~::.·=_,i"'~~.=~/liritad =~l~~M~=~~~=::i~ 
boxes and Instructions will be purchased for $.50 each. Send 
your Genesis, Super Nintendo, Saturn and PlayStation games 
wi1hout boxes or instruaions to the adaess above. 







Sega is registered in the U.S. Patent and Trademark office. Sega Saturn and Sega Sports are trademarks of SEGA. The World Series is a trademark owned by Major League Baseball and may not be 
reproduced without written consent . Major League Baseball trademarks and copyrights are used with permission or Major League Baseball Properties. Inc . Officially Licensed by MaIor League 
Baseball Players Association MLBPA. www.mafor1eaguebaseball .com 101997 SEGA. P.O. Box 8097, Redwood City, CA 94063. Made and printed in the USA. AU rights reserved . www.sega.com 
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