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Some superhero. He doesn’t
even know the definition of
fearless and courageous.

-
Paystation

No x-ray eyes.

No fancy-schmancy
belt. What's so
special about

this guy?
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Change is Good

By John Davison ¢ john_davison@zd.com

s you look through the magazine this month, you may notice one or two changes
around here that you won’t have seen before. For a start...who the hell is this
guy? A new editor in chief? After some considerable time without anyone at the
helm of EGM full time, the post is now filled...by me. Hello. You may have seen
my name discreetly slipped into the masthead last month (I arrived in the
States fresh from the U.K. just as our Tekken 3 issue went to press), but this
has been my first full month working on the longest-running and best video game
magazine in the world.

So are things going to change much around here? Well..just a little—and to be honest
the changes that will become apparent in the coming months are simply a reflection of
the way the game industry is evolving. As has been said before in these editorial pages,
as our industry continues to grow at the current startling level, we need to reflect the
changes that occur. Financially we are already in the realms of the music industry... but
as time goes on, | have every faith that video games will continue to mimic the movie
industry in terms of both production values and blockbuster release patterns. How long
before we see the gaming equivalent of Titanic? Can things change so quickly that we'll
see games taking a billion dollars worldwide?

In the meantime though, we’re going to see more short-term, but still fairly important
moves in the industry. For example, in the coming months we will see Sega re-invent
itself with its new machine—the as-yet-unnamed “Katana” project is scheduled for a
Japanese release before the end of the year. Hopefully we'll also see Sega flexing its
franchising muscles by announcing products along the lines of the latest incarnation of
Sonic or maybe even home versions of Rally 2 and Virtua Fighter 3. Even further down
the line, how about House of the Dead 2, Virtua Cop 3 or even Daytona 2? Who knows?

Elsewhere we’ll see Nintendo continue to acknowledge the Game Boy as the most
successful video game product of all time with yet another revision to the standard
package in the shape of the Game Boy Pocket Light. We will also see the Big N make a
decision about the global release of the much-anticipated 64DD and any associated
game releases. Super Mario 2 anyone?

On top of this, Sony is taking a bold step into the handheld market with the
PlayStation memory card-based PDA whilst at the same time actively encouraging both
first- and third-party developers to push the envelope with the existing technology.
Games using the PlayStation’s Hi-res Mode shifting polygons at high frame rates will
continue to amaze— pushing the system above and beyond anything that anyone ever
expected of it.

Elsewhere both software technology and content issues will be addressed compre-
hensively. In this issue alone we have early shots of games that push the envelope
technologically on the existing formats: Konami's Castlevania 64, Crystal Dynamics’
Legacy of Kain: Soul Reaver, Nintendo’s Zelda: Ocarina of Time and Square’s Parasite
Eve all push their respective systems in terms of sheer processing requirements.

Our main cover feature tackles, amongst other things, the changing tastes of
consumers for the actual content of a game. Little more than a year ago, RPGs were
big in Japan—but as far as Western tastes were concerned they were nothing more
than fringe, “enthusiast”-led products, often only seeing the light of day on import.
With the release of Final Fantasy VI last year, though, they have become “acceptable”
and mainstream. After years of fighting games dominating the video game market, we
are seeing the emergence of a high-profile genre—a genre that is no longer stuck in
the traditional swords and sorcery days of yore. Believe me, 1998 is the year of the
RPG and our feature illustrates how the big games this year will mix traditional RPG
fare with science fiction, horror, mysticism, action and even other more adult themes.
Gaming is growing up...high-quality storytelling is moving to the forefront of design
and games are increasing in quality at an exponential rate.

Change is good...and Electronic Gaming Monthly will continue to evolve to ensure we
stay on top of changes as they occur.
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The RPG Revolution

Not only does It feature a hottie
named Aya, Parasite Eve is also
one of the most innovative RPGs.
to date. What other upcoming.
games in the genre are
going the same
route? Find out
on page 78.
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Light Burn, most commonly

brought on by prolonged exposure
to arc welding, brightsnow,
tanning lamps and

intense 3-D game graphics.
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Light bur. Its the silent injury. Severe pain may not
‘occur until up to six hours after inftal exposure to
s games lie Deathirap Dungeon and Ninja. At

whch pont, deopho o prolest, e plyer et siop
playing and be put to rest in a darkened room. Bacause
It allfun and gameplay unti someone loses an oye.
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But there is Milk. It can help
. Areal must.
Especially if you plan on sticking your neck out.

MILK

Where's your mustache?”




Astrod Lives...
| made Astrod! The game is made in Klik and Play,
and it includes both Astrod Classic and Astrod 2qoo. |
basically made it as a joke. The URL is:
http://www.fortunecity.com/skyscraper/eudora/172/.
It's freeware, so anyone can have it. Have fun!
Travis Skare—travis123@geocities,com

Well, it's a different Astrod 2000 from the one we
previewed last issue, but hey...Astrod is Astrod (Mr.
Skare’s version was actually created before our pre-
view of Monkeyshine’s version saw print). If you have
a PC, try out Astrod today.

In your April issue, you incorrectly stated that
Astrod 2000 is an update to Astrod. Actually the
original game takes place in the year 2041. Also, you
guys got your dates screwed up! Astrod was released
in 1986 as an answer to the popular Spaceenvaders
[sic] released by Techine entertainment after Enline
Int. filed for bankruptcy.

Astrod 2000 (by Skare)...

EGM )= egm lette rs

120 of last month’s issue for a hint). We're a bit
sneakier than you give us credit for!

Video Games And TVs

| would like to publically thank Sony Computer
Entertainment America \for releasing PaRappa the
Rapper in the U.S. It is a game for everyone, no matter
what their gender, race or lifestyle orientation is.
| am, of course, referring to Mooselini, the cross-
dressing moose on Level 2. Everyone knows that only
male moose have antlers, yet Mooselini sounds deci-
sively feminine and wears a skirt. | applaud Sony for
portraying this moose with an alternative lifestyle in
such a positive light. | hope other companies can fol-
low their example.
Chris Hoffman—Goleta, CA

Pretty good observation! No one's really thought
of Mooselini in this light before, not even his/her
father, to whom we showed this letter. “I didn’t know
he was a cross-dresser!” said a laughing Rodney

Jesse Langanki—MACOP@prodigy.net ..and Astrod 2000 (by Greenblat, the multimedia artist who created the
Monkeyshine Interactive). PaRappa cast. “But...why not? | think that'd be great!
OK, I happen to have worked at Wal-Mart for two Which is the real deal? 1 wasn't really aware of this, but | guess it

years, and | can positively tell you that the arcade file
says that NO update for Astrod will ever be released. Therefore, your
page 62 preview for Astrod 2000 [issue #105] must be an April Fools’
joke. I am sure about this. | have contacted the publisher, Monkeyshine,
and they said that because of the game's failure on the Odyssey 2000,
they will not be releasing any more Astrod titles.

Chris Calvert—clcwolf@mindspring.com

In the past years, your April Fools’ jokes were indeed interesting, with
Sheng Long being by far the best. But on page 62 of this April’s issue,
you sure did outdo yourselves. As if the readers from the two previous
months (Mr. Astrod: Desmond Johnson, Jr. and Mr. Saturn Rings: Eddie
Mclintosh) haven't suffered enough, you lay the final blow, turning their
horrible lack of arcade history (even with the Wal-Mart arcade file!) into
a freak show for the EGM world to see.

I love it! Those screen shots are the best—absalute genius! Live long
Monkeyshine! May Astrod 2000 rule the cosmos!

Tim McConnell— columbus.oh.ut

0K, OK. We really do have to put this Astrod business to rest. It has
gone on for far too long (but it was a fun ride!). Pretty soon, new and
casual EGM readers aren’t going to know what the hell we're talking
about (in fact, we're not even sure many regular EGM readers know
what the hell we're talking about). So if you're tired of hearing about
Astrod, don’t worry. We're done dragging this one out! And to think, all
of this came out of one innocent little misspelling (see EGM #103, page
14 if you want to see where it all got started).

By the way, if you think Astrod is the April Fools’ joke, then you've
missed something (you may want to check out the fine print on page

Make sure you have plenty of

What doyou ¢y sicie'the modem avail

Question of the Moment

The only way Sega is going to
make their new system sell is if

could be true.” As for PaRappa
2...we trust Mr. Greenblat will do a little bit of
research this time around.

Parenthood

OK, | just got my April issue of EGM and read
the letters from Bonita Grabinski and Sharon Stewart.
What!? Are these the kind of people that put those
blocker-thingies on their TVs because they are afraid
their kids might see Elmer Fudd blow the crap out of
Daffy Duck? Really, they said that their kids are teens,
and (as far as I'm concerned) the vast majority
of teens are mature enough to handle the content in
the magazine.

Pornography? What did | miss? Has EGM
started printing pictures of
Lara  Croft and Crash
Bandicoot, er, “going at it” so
to speak? These people are
just too damned overprotec-
tive of their kids. They're prob-
ably going to grow up, single
and living with their parents at
34, doing nothing but eating

Hey
Mooselini!

Bon Bons and watching talk Whatcha
shows all day. Er, no wait, the packing
Bon Bons are evil... underneath

ToxicTrash@aol.com that skirt?

| want to see Sega listen to
theinfans and actually

Sega’s next system must
be programmer-friendly in

think Sega  ableatlaunch. Get the people  they let Nintendo market the release the types of games ~ order to have larger sup-
needstodo “homade the original SEGA!  systemfor them. we want for this new sys- port from third-party com-
commercials back. Get exclu- PELUDO@aol.com tem. It would definitely panies. Incorporating the
to make their sive games from: EA, Konami, save all the hardcore Sega  Windows OS will be a big
next system Capcom, Travelers Tales, Eidos, fans like methe effort of  push in the right direction
Midway, Crystal Dynamicsand  Four words for you SEGA: Take  importing cool, but expen-  because many PC games
asuccess?  of course, Working Designs. your time, please. sive games. can be easily ported over.
com com net C 7 .com

Next Month’s Question of the Moment: Don’t You Hate It When...? Give us some of your least favorite moments in video gaming.
Send your short (very short, please), but sweet, responses to: EGM_Mail@zd.com with the subject heading: HATE
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Fighters Destiny will take everything

you have, and throw it right back at you.
> More Fihing Opions than any of the compeiiion. Period!
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By Chris Johnston chris_johnston@zd.com

After nine years, the Game Boy shows no sign of slowing down

Game Boy is king. Originally introduced in

1989, the Game Boy was propelled to suc-
cess due largely in part to its first title, Tetris. In
the years that followed, the Game Boy went up
against competition from Sega, Atari and oth-
ers, emerging victorious each time—even when
up against color screens and flashier graphics.
Still going strong, the only competitor Nintendo
has nine years after the Game Boy originally
launched is Tiger's Game.com.

But with 32- and 64-Bit systems now the
norm, the &-Bit Game Boy may be underpow-
ered, yet it still dominates the market, almost
unchallenged. Surprising? “I think if you allow
yourself to get immersed in the technology of
what this business is, then yeah, you're sur-
prised,” Steve Lux, vice president of marketing
for Acclaim Entertainment told us. “Six years
ago if someone had said that six years from now
you'll be on 64-Bit systems, Pentiums that run
at 333 MHz and you'll still have Game Boy you
probably would've said, “I don’t think so.™

Nintendo’s original plan may not have been
for the Game Boy to last this long, but the fact
that it has is a testimonial to Gunpei Yokoi's
fantastic design of the machine.

The release of the Game Boy Pocket in 1996
and its variety of colors a year later created
another surge in the system’s popularity. At the
time of the Game Boy Pocket Colors launch,
Peter Main, Nintendo of America’s vice president
of sales and marketing, said, “Game Boy just

l n the world of handheld gaming, Nintendo's

The Challengers

games like Battle Wheels

Died: Lack of software support, higher price

@ Original Price: $160

Atari Lynx - 1989

The first color portable,
the Lynx had a 16-Bit
graphics processor and
you could link up as
many as eight systems
together for multiplayer

gets better with age.” Maybe he was onto
something. Having sold more than 50 million
units worldwide, the launch of different colors
was just icing on Nintendo’s cake. Since that
time, two limited-edition colors, gold and ice
blue, have been introduced to impressive sales.

Is the Game Boy’s black-and-white screen
really that much of a disadvantage anyway? Lux
doesn’t think so. “It's like watching a good old
black-and-white movie. Two minutes into it, you
don’t really think that it's no longer color; you're
in the middle of battle.”

After the second resurgence in 1997 with the
Pocket Colors line, Nintendo began rereleas-
ing their older titles so new GB owners could
partake. Joining in on the idea, companies
like Acclaim, THQ and Sunsoft were soon
releasing titles too, like Disney’s library of
GB games and the Final Fantasy Legend
series. This year, the U.S. will be exposed
to the most popular Game Boy game
ever—Pokemon, which will be making
its debut in North America in the fall.

The Game.com, released in 1997, is
the Game Boy’s current competition,
and Tiger respects Nintendo as a
credible competitor. Set with a
lineup of software for 1998 that
includes games based on major
Hollywood films and licenses plus a
handful of original games, the
Game.com could be hitting its stride this year.
“Nintendo isn’t approaching the marketplace

Turbo Express - 1991
The first portable to
play home games on
the road. It used
TurboGrafx HuCards
and had a super-sharp

optional TV tuner so
you could watch the
game on the go.

Died: High price, death
of TurboGrafx
Original Price: $299

backlit screen and an “m

Sega Game Gear - 1991
Basically a portable Master
System, the Game Gear had a fairly
big library of 8-Bit games, all in
color. The price tag on the system
is what killed it

Died: Lack of software, price
Original Price: $149



Check out the latest gaming news at www.videogames.com

Preparing For Launch

Sega revs up its launch campaign for the next system

ega’s next system, whether it's called
S Katana or Dural, has generated a lot of

interest among Sega fans. With the
Tokyo Game Show in sight, it won’t be long
before we know more concrete details on the
system. Here’s the latest:

Ready for Launch

Sega of America COO Bernie Stolar
told a trade magazine that the
September 1999 launch in the U.S.
will be backed by a $100 million-
plus marketing campaign.

“Sony has never gone
through the downward
curve and | assure you
they will,” Stolar told
BrandWeek magazine. “We
will recapture the 50 per-

cent market share [versus

5 percent now] because we

will have the third-party commu-
nity back, along with competitive
pricing, [and] full retail distribution.” In
the same report, Stolar confirmed the sys-
tem will launch with 10-15 titles, with 30-40
total planned for release by the end of 1999.

summer, utilizing the same Hitachi-built
processor the Katana will have.

The board will cost almost half of what the
Model 3 does, and offers a 20-30 percent
increase in graphics performance, with the
ability to move over 1 million polygons
per second.

Toward the Millennium
Newly appointed Sega Enterprises Ltd.
President Shouichirou Irimajiri spoke
to some of the major Japanese
gaming magazines, giving them
- some insight into the compa-
ny’s future plans.
“Technologically speak-
ing, the consumer, arcade
and PC markets are closer than
they've been before. | want to
steer Sega in a direction an entertain-
ment company in the 215t century
should be headed.”
Admitting that the Saturn’s showing in the
U.S. was much less than that in Japan, Irimajiri
says that Sega Enterprises will continue sup-
porting the Saturn in Japan anyway after the
next system has been released. “We have 5
million users out there, and a responsibility
to continue to support Saturn. We'll release a
certain amount of titles for it—we want Saturn
users to continue enjoying their Saturns.”
www.sega.com

Coin-operated Katana

Areport from Japan in mid-February stated
that Sega Enterprises is planning to unveil a
low-cost, high-performance arcade board this

the same way we are,” says Sandra Schneider,
vice president of Tiger Interactive. Features of
the system Tiger plans to promote in a big way
this year include
its Internet con-

Sega already tried to with the Game Gear. Sony,
while they do have an entry into the handheld
market (see our International News for more

details), it's unlikely

@ that they would try to

nectivityand the I Nintendo, Sony or Seqa released a color  enter Nintendo's teri-
ability of gamers . tory anytime soon. If
to post high scores  portable for under $100, would you buy it?  intendo did make a
and download color, backlit and
codes through the backwardly compati
e erescver | 80.2% YES e cotor Game oy
a Giga Pet car- they could probably

tridge coming to -]g Bﬂ/ N[] do it to some suc-
.070 soutce: videogames.com pol /3/98  cess, But why try to

the Game.com,

likely in time for fix something that

Nintendo’s impending U.S. Pokemon invasion.  isn’t broken, that would tack on a sizable addi-
Could Sony or Sega enter the portable mar- tion to the system’s “under $50” price tag?

ket and defeat Nintendo at their own game? www.nintendo.com, www.game.com

Game.com - 1997
A game machine and a personal digital assistant of
sorts, the Game.com is a black-and-white portable
that can also access the Internet.

Alive and kicking: New games are planned for ‘98
Original Price: $69 (now $49)

Nomad - 1995

A portable Genesis. While the screen was nothing
to shout about and RPGs and games with a ot of
text were sorta hard to play, this is a cool idea.
Died: Price, death of Genesis

Original Price: $199

Tidbits...

5 Million Bandicoots

Sony Computer Entertainment America
says that its mascot, Crash Bandicoot,
and his two games for the PlayStation
have together sold 5 million units world-
wide. According to Sony, Crash is now the
only PlayStation franchise sold in North
America to have hit over a million units
sold of both the original game and its
sequel (take that Lara and RE!!).

The original Crash Bandicoot, released
in 1996, sold 1.5 million units in the U.S.,
610,000 in Japan and 725,000 in Europe.
Its sequel, released last year, has sold 1
million units in the U.S., 800,000 in Japan,
and 340,000 units in Europe. Those
numbers are for the game’s life to date,
as of Feb. 27.

Get Some Clay...Again

Interplay announced that it is releasing
a special edition of Clayfighter 63 1/3
for the Nintendo 64 called Clay Fighter
Sculptor’s Cut. This version includes
brand-new characters, moves, taunts
and improved camera angles for a better
overall feel (why didn’t they just do this
from the beginning?).

New characters include Lockjaw Pooch,
High Five, The Zappa Yow Yow Boyz and
Lady Liberty. Several of these characters
were shown in concept drawings and pic-
tures of the game during development.

Gamers may remember that Interplay
had a similar deal with Blockbuster a few
years ago on the Super Nintendo with
Clayfighter: Tournament Edition, an
enhanced version of the original
Clayfighter game.

The game will be available for rent
at Blockbuster Video exclusively, begin-
ning this April; it will not be available
separately for sale.

Hasbro To Buy Game.com Maker
The two companies announced an
agreement that will see Hasbro take over
the operating assets of Vernon Hills,
Illinois-based Tiger and its affiliates.
Hasbro will pay approximately $335 mil-
lion for the company, “subject to certain
closing adjustments, plus the value at
closing of inventory, tooling, equipment
and certain prepaid assets,” Hasbro said
in a statement. The handover should be
completed early in the second quarter.
Hasbro already owns the rights to the
Playskool, Kenner, Tonka, 0ddzOn,
SuperSoaker, Milton Bradley and Parker
Brothers brands.

Midway Offers N64 Values
Midway is launching a special Gamer’s
Select Value Price program for a few of its

older N64 titles. The new program sets
the prices for each title at $39.95 or less
(some of these were already available
near that price). The titles included in the
program are Mortal Kombat Trilogy, Doom
64, War Gods, NBA Hang Time, and
Mace: The Dark Age.
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Video Game Gossip & Speculation

uartermann

he build up to E has already begun, and despite many of the

I software companies keeping tight-lipped about what will be on

show, the Q-Mann has been keeping his ear to the ground for all

of the latest gossip and rumors. Back with an all-new format (but just
as much juicy info), the Q is ready to roll once again...

LucasArts is rumored to have five games lined up to show at E*
Although nothing is confirmed yet, there are strong indications that one
of them will be a new Tomb. Raider-style Indiana Jones game. Right
now the format is unknown, but an Né4 version would make sense—
especially since Sony’s got Lara Croft sewn up exclusively for a while.

Speaking of Tomb Raider, the “real-life” Lara Croft Rhona Mitra is no
longer playing the part, opting instead to pursue a movie/pinup career
as a famous gorgeous person. The “new-and-improved” Lara is now
played by French model Vanessa Demouy and has already been spot-
ted in French magazines sporting a number of sexy outfits including a
wet suit and even a bikini. Can anybody say “babe?” Rumor has it that
Paramount have just picked up the movie rights too.

Shiny Entertainment has been experiencing a number of problems
with their forthcoming Messiah...it seems that a number of more, shall
we say, “loony” religious people have been writing in claiming that the
word “messiah” is copyright of the Christian church. Elsewhere in the
Shiny camp, the seemingly troubled Wild 9’ is being thoroughly re-
worked prior to any showing at E. Industry tall person and Shiny
President Dave Perry is now heading up the project personally in an
effort to get the thing out on time.

Madden NFL 99 for the N64 will sport the NFL team license that
Acclaim had exclusive rights to last year when it hits this fall. EA is well
aware of the fact that a large part of QB Club’s charm was its revolu-
tionary high-resolution graphics, so they will be doing everything in
their power to match—if not surpass—QBC’s amazing visuals.

In other pigskin news, apparently both Sony and EA have been
wowed by the success of Midway’s NFL Blitz—so much so, in fact, that
both of the game giants are releasing competing products. Sony’s can
be seen in this month’s Preview section. We're awaiting news from EA.

The new Gauntlet arcade machine is being developed by Atari as we
speak, and both PlayStation and N6é4 versions are rumored to be on
the cards from Midway early next year. Very little information is avail-
able at present apart from the fact that the game is in 3D and will
include two brand-new character classes.

Acclaim is rumored to be working on a 3D action game based on its
comic book character Bloodshot. Details are sketchy, but use of the
Turok 2 engine would obviously make a lot of sense.

Once Westwood has finished up with Red Alert: Retaliation for the
PlayStation, the next game in the series is expected to be a 3D
action/combat game tentatively titled Commando. Making use of the
rich C&C background will no doubt make an absolutely incredible
action game. Watch out for more news on this....We'll also be keeping
an eye out for any news concerning Tiberian Sun hitting the consoles.

It is almost certain that Sega’s new machine (code-named Katana)
will only be shown behind closed doors at E* in May. No details on
launch games are available at present although Sega has acknowl-
edged the importance of high-caliber sports titles in the U.S., as well
as acl their high-profile franchises, such as
Sonic, Daytona and VF. Did somebody say “Sonic 307"

Square has confirmed that Final Fantasy VIl (that’s 8 to all you
non-Romans out there) will be out “before the end of the
century.” No details are available yet, although Square will
be making announcements about this, their new PS game
publishing deal and the U.S. fate of their new “Zelda-bash-
er” Brave Fencer Musashiden before the end of "98.

That's all for this month. His Q-ness will be packing his Qg
bags shortly and heading off to Tokyo to meet up with Terry
Aki to storm the Spring TGS. Be sure to check back next month

for all of the latest gossip from the land of the falling yen.

The “Q”
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Sega Gets Animated

Two Sega characters come alive on the small screen
T wo of Sega's characters will soon be coming to TV in
brand-new animated series. The first is Sonic

Underground, a new syndicated cartoon series which
will follow Sonic the Hedgehog and his twin brother, Manic,
and sister, Sonia, as they try to foil Dr. Robotnik’s plans
of world domination. Reprising his role as Sega’s blue
hedgehog with the ’tude is Jaleel White, best known as
Urkel from Family Matters.

It's expected that the format of Sonic Underground
will remain similar to that of the previous Sonic series,
with Robotnik and his goons up to their old tricks.

Maybe this new “Underground” series hints at the
ushering in of a new era of Sonic games on Sega's next
system. Let’s hope so.

The second series stars Bug!, Sega’s unlikely
insect hero. Alliance Communications will produce
the 13-episode, 30-minute show, which will star
Bug, Kibosh, Kerfuffle and the Super Videots.

According to Alliance, each episode will be divided into
three short cartoons and described as “stand-alone
character driven comedic” stories.
‘Alliance’s other projects include
ReBoot and Beast Wars ‘
Transformers. Mainframe
Entertainment, the animation s
tudio that produced both series will
produce Bug! as well.
One can only guess that
Sega might be working on
a new Bug! title to go along
=~ with the series.
www.alliance.ca
www.sega.com



Get a Free Duke Nukem Action Figure AND
a $10 rebate with the purchase of Duke Nukem 64
or Dutke Nukem Total Meltdown at

TARGET!
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MAIL IN OFFER ONLY - NOT REDEEMABLE AT RETAIL STORES
Buy Duke Nukem™ for Nintendo 64 or Duke Nukem'™ Total Meltdown for Sony PlayStation from your local
Jarticpatng Tergt siore rom 001198 through 05/17/98 and GET a Duke Nukem Action Figure AND a
$10.00 rebate from GT Interactive Software.
To receive your Duke Nukem Action Figure AND $10.00 rebate, send us the following:

1. A photocopy of your Target store receipt dated from 04/01/98 through 05/17/98 from the purchase
of Duke Nukem for Nintendo 64 or Duke Nukem Total Meltdown for Sony PlayStation and

2. This Original coupon completed with al requested information below.

Place item 1 and 2 above in a stamped envelope and mail to: GT/Target Duke Toy & Rebate, PO Box 52908,
Depti#13420 Phoenix, AZ 85072-2908. Completed requests must be received no later than 06/30/
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Virtual Pet in my PDA!

Sonys answer to Pokemon comes in the form of a pet PDA

ony’s February announcement
s of a PDA (Personal Digital
Assistant) to be introduced

by the end of this year turned
more than a few heads, mainly
because it uses PlayStation
memory cards as its format
du jour. But don’t begin cele-
brating just yet, this isn’t a
portable PlayStation. Instead,
its main target is Nintendo’s
extremely popular Pocket
Monsters series and Bandai's
Tamagotchi line.

More Tamagotchi than PDA,
the unit's tiny screen (32x32
dots) won't allow for varied
gameplay, or even many of the fea-
tures of a true PDA. The scenario is that
developers could make a fighting game
(or RPG, or any character-based game)
where the player could train his fighter
using both the PlayStation at home and
the PDA when he’s out and about.
Gamers could then plug it back into the
PlayStation and duke it out with a
friend’s fighter in color on the big screen.

Through the unit's infrared communi-

cation capability, players can exchange data

with friends quickly and easily.
One interesting aspect of the
machine is that software for it
comes on a PlayStation disc.
You then “download” it to a
memory card to use on the
PDA. The front flips up so that
it can fit into the PlayStation
memory card slot.

It's currently unknown
whether the unit will be
released in the U.S., but it
will be available in Japan
later this year, probably
around the range of $20-30.

WWW.S0NYy.co.jp

True Colors Shine Through
Sony releases Dual Shock pads and memary cards in rainbow colors

ony recently announced it wil release
Dual Shock analog controllers in a
variety of color

The first, the diamond-patterned black

and-white dual shock controller will be on
sale on March 18. Sony will re ystal
(clear), emerald, island blue and smoke
gray-colored controllers beginning in April.
Sony also plans to release multicolored
memory cards. There will be a total of eight
color options for the cards: black, candy
orange, cherry red, crystal, emerald, gray,
island blue and lemon yellow.
These new memory cards will be available
in retail shops in Japan beginning Feb. 26,
Sony's response to the future possibility of
choice of colors when it comes to the
PlayStation console is: “There’s no such
plan.” At least there’s always the black

Net Yaroze PlayStation. The Dual Shock

analog pad should be available in the U.S.

in early summer. Whether or not it will come

in these new colors is still unknown.
WWW.S0nY.co,jp

Tidbits...

Adding Color to Game Boy

Just as we were going to press,

Japanese newspaper Asahi Shinbun
reported that Nintendo has decided to
release color version of the Game Boy.
This time, “color” means not only its body
but also the screen. This new Game Boy,
tentatively called Color Game Boy (what
else), will utilize the Super Mobile Liquid
Crystal Display from Sharp Co. Ltd. It will
be almost the same size as the current
Game Boy Pocket, but will use two AA
batteries, and thanks to Sharp's energy-
saving LCD, battery life will be longer than
that of the current Game Boy Pocket.

Nintendo is preparing several games
including a Pokemon title which is com-
patible with the color LCD. Games will
retail for the same price as current games.
You can also play existing games with new
Color Game Boy.

According to the report, Nintendo plans
to release Color Game Boy around August
for the Japanese and overseas markets
simultaneously. As for the price, it's
expected to be around 9,000 (about $70,
at current exchange rates) yen.

Punch Out Comes to Japan
Nintendo recently released Super
Punch-Out!! for the Super Famicom via the
Nintendo Power system located in Lawson
convenience store locations. If you want
to buy the game, first you have to buy a
Super Famicom Memory Cassette (3,900
yen), and then ask a shop clerk to write
the game to your cassette (another
3,000 yen for new titles, 1,000
for older ones).

The 10 Best-Selling
Games As of Feb. 15

Xenogears (Square)-PS

Bio Hazard 2 (Capcom)-PS

Gran Turismo (Sony)-PS

Bust A Mave Dance & Rhythm Action (Enix)-PS
D Gundam G Century $ (Bandai)-SS

Hyper Olympics in Nagano (Konami)-PS
Winter Heat (Sega)-S5

Bomberman World (Hudson)-PS

Chocobo's Mysterious Dungeon (Square)-PS

Everybody's Golf (Sony)-PS




THE GREATEST RACING GAME
OF ALL TIME IS COMING.

wwwplaystation.com
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The horror of global combat is coming to your 1living room. Twenty
years ago, the WOPR, the deadly military supercomputer, nearly ignited
the Cold War. Now the WOPR is back with & new mission: Exterminate
humanity. You command NORAD's forces on land, at sea, and in the air
as you plunge into battle against the WOPR's mechanical legions. The
world's future hangs in the balance. It's not a game anymore.

Launch strategic attacks with over 32 different assault units.
Command up to 8 killing machines at once and blow the WOPR's drones
into silicon dust.

Turn friends into enemies in the PlayStation™ game console’s first
split-screen two=-player combat game.

Feel the terror of combat as detailed graphics and a true 3-D environment
bring battles to life.
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1080°

he fact that so
many people are
going crazy over
the extreme
sport known as
snowboarding
these days prob-
ably goes hand in hand with the
recent barrage of snowboarding
games being released on nearly
every game system. Some of
them are just for fun, others
capitalize on the trend by being
flashy with no substance, while
still others are a solid, more
realistic  product.  1080°
Snowboarding from Nintendo
is one of those solid snow-
boarding games, but also
incorporates plenty of fun.
The elements of this N6
cart that make it so darned
good are many. First, the
fact that the game is devel-
oped by the same team that
did Wave Race 64 (with Shigeru Miyamoto as pro-
ducer) speaks for itself. Next you have the virtually
flawless graphics, awesome sound effects and
smooth control. Chris McGill from Nintendo puts it
like this: “It’s like real snowboarding without the
snow down your pants.” That's saying a lot, but at
this point we have to agree.
1080° sports six modes of play: Match Race, Time
Attack, Trick Attack, Contest, Two-player Vs. and
Practice. The Match Race is the meat of the game
where you compete against a series of computer
opponents across three difficulty settings on a num-
ber of tracks. Next we have the Time Attack Mode
which lets you race against the clock, trying to make
it down the track as fast as possible. Similar to this
is the Trick Attack Mode where you not only have to
make it through gates to increase your time limi
you also have to perform tricks for points. Theres

mAmAGE

Trying to catch up to your opponent can
leave you smashed against the side of a
mountain with loads of damage.

+1080° Snowboarding
« Kobe Bryant's NBA Courtside

Release

Apil
1998

Publisher/Developer Players/Genre % Done

Nintendo of America 12 90
Nintendo of America Sports

Web Adress: wwwintendo.con

The game’s graphics are simply stunning—complete with
snow effects, lens flares, reflections and plenty more.

also a Contest Mode where you compete in five differ-
ent “events” including three slalom courses, a half-
pipe course and the Air Make jump (which is this HUGE
skijump ramp). Then there's a Two-player Vs. Mode
which is just that—two-player split-screen action.
Lastly, there’s the Practice Mode where you can learn
how to do some mondo snowboarding tricks.

My 2 Cents

It looks like we'll be reviewing this one
next month, but | thought I'd give you a
preview of what | think of the game. This
one is by far my favorite snowboarding
game on the market, across all systems.
The only one that comes close is Steep
Slope Sliders on the Saturn. Everything
from the control (once you get the hang
of it) to the graphics in 1080° is near
perfect. The main things to watch for
are the overly tricky Al opponents and
the difficulty of understanding the
control system.

=Shawn Smith




NINTENDO 64

Thilz

In the Match Race, there are three difficulties to complete:
Normal, Hard and Expert. These aren’t like difficulties that you
can set though; these difficulties represent the kind of courses
that lie ahead. The Normal difficulty mode includes Crystal
Lake, Crystal Peak, Golden Forest and Mountain Village. Hard
includes all of the courses in Normal and a new course,
Dragon Cave. Finally, Expert Mode includes all of the cours-
es in Hard and another new course, Deadly Fall. Even
though you race the same courses in each of the later
modes, the difficulty and time of day changes. In each mode,
you get three boards which act as your lives.

The game has a total of 15 different courses to race on, although
you don’t race on all of them in one mode. Out of the 15, a total of nine
of them are unique. These courses include: six downhill courses, a
half pipe, the Air Make and a practice course to learn some moves.
The practice course consists of both a half-pipe and a series of jumps.
The two are connected so you can go back and forth between them.

All of the courses feature different kinds of snow to board on—well,
actually some aren’t snow at all. Certain courses will have you snow-
boarding on pavement, grass, ice and quite a few others. On top of
this, look for nifty effects in each of the courses like falling snow, lens
flares, tracks from your board, snow sprays when you hit a patch of
powder and helicopters flying above as you go down the course.

Without characters to choose from, the game might get a little bor-
ing. That's why 1080° allows you to choose from five racers, each with
his/her own nationality and attributes like Technique, Balance and
Power, among others. On top of these five, there are three hidden
characters to unlock. All of the characters’ moves were motion-

Most
objects

in your
path are
welcome
since you
can launch

26862

captured ensuring realistic movement
when they're doing their authentic snow-

boarding moves. Some characters are better at
certain moves than others due to their abilities. A constant with all of
the racers is that they all have a damage meter. For example, when
you smack against a rock wall or don’t land right, your board sustains
“damage.” When it gets all the way down, that board is done—you
lose one “life.” If you don't finish a difficulty mode in three boards,
then you have to start from the beginning. Choose your board wisely,
too. Certain boards are better at downhill action than they are at
stunts. There are eight authentic Lamar boards to choose from, some
that are essentially the same board just at a different length. Like the
players, each board has its own attributes, except each includes
Acceleration, Control and Stability, among others.

EGM Factoid

1080° Snowboarding features both real Lamar
Snowboards (www.lamarsnow.com) and authen-
tic Tommy Hilfiger (no official Web site) snow-
board clothing. So when you see your racer
speeding down any of the courses in the game,
know that they are using and wearing authentic

snowboarding gear. What's that you ask? Yes,
this info does help us sleep better at night.

changes depending on

make it to.

Each course’s time-of-day

what difficulty level you




NINTENDO 64
Kobe Bryant's

intendo isn’t
known for realistic
sports games, but
they've been
somewhat forced
into making them
due to the need to
plug some gaping holes in the
N64’s sports lineup. Even more
surprising is that NBA Courtside,
their first foray into basketball, is
actually very simulation-
minded. It isn’t the
arcade-style fare you
might  expect from
Nintendo but perhaps
that's because it is devel-
opers  Left  Field
Productions who are
responsible for what
you see on screen. And,
indeed, what is
on screen

Nintendofs First
NBA Simulation

Publsher/Developer _ Players/Genre % Done _ Release
4

Nintendo 90 M -
Left Field Sports 1998
Web Address: www.nintendo.com

) is pretty
impres-
sive.
NBA Courtside was deliv-
ered to the EGM offices, and
short of a few bugs, it is
almost complete. The 3D graph-

' ics are as good as those found on
basketball games on any system,
though they don't seem to raise
the bar in any way. The polygonal
players are well-constructed, and
move fluently around the court—
there’s very little jitter between the
motion-captured moves. Better-known players
have their faces texture-mapped, and there are
varying player sizes that make them roughly the size of
their real-life counterparts. And as you might expect,
there are a variety of selectable camera angles, and
even some that automatically flip to the view that best
captures a particular dunk.

Courtside’s gameplay seems to be well-balanced,
and smart. In various playing sessions, the computer
defended well and played good offense. There are a
ton of moves to learn and are executed by presses of
the C buttons. There are post passes, alley-oops,
cross-over dribbles, calls for a pick and various dribble
moves that can be used in conjunction with Turbo

speed (Z button). When you get the hang of them, you
can really make your player scoot like a jitterbug as he
flies to the hoop. For beefier, less nimble NBA players,
there is the ability to post-up (by pressing R) and back
in toward the bucket, something rarely offered or done
correctly in basketball games. The one glaring omis-
sion in the version we tested was the ability to pass
while jumping in the air. Such a move is crucial for
faking shots, and is something that just about every
basketball video game has.

While not as anally retentive as EA’s NBA Live series,
there is no shortage of features. Players can be creat-
ed and extensively edited in appearance and abilities.
There is full stat tracking during the season that
includes individual stats, and those on overall team
performance. Hardcore players will undoubtedly make
use of those in addition to the playcalling on the fly. If
you're not sure what a certain play does, just pause the
game and read the play descriptions provided.

As you can see, NBA Courtside looks to be on track
to become a great addi-
tion to the N64 sports
lineup—especially for a
first-time effort. At the
very least, it will definite-
ly top the horrendous
NBA In the Zone 64 that
is  (unfortunately) the
only N64 hoops game
currently available. @
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AeroFighters Assault
Owners Give Game
val Ratin

"The missions areld iverse and' interesting,
and ! the'enemy AI’1s very nicely dcne.

® "You'd be hard pressed to find
explosxons, flames, and fighting
aircraftas pretty as these."

- Ultra Game Players -

"It is rare that a console gets a title that

2 stresses realistic flight control over
#"“ - arcade-style action, but this is exactly
what Aerofighters Assault does."

- gamepen.com -

.a very satisfying game playing experience

that shouldn't be missed by any N64 owner

that is even remotely Lnterested
in flight combat games."

- bird.taponline.com -

"Aerofighters' best qualities lie in
, its six realistic, highly maneuverable
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 X-Men vs. Street Fighter « N20: Nitrous Oxide

* Mega Man Legends « Einhander

« Warhammer I « NFL Xtreme

* WarGames: Defcon 1 « Akuji the Heartless

« Vigilante 8 « Team Losi RC Racing
itfall 30 « Unholy War

Publisher/Developer Players/Genre % Done Release

X-Men vs.

Street Fighter

espite rehashes and rehashes of
rehashes, Capcom 2D fighting games
continue to thrive. Lately in the
arcades, tag-team fighting seems to
be Capcom’s hook to keep players
interested in an aging genre. The first
game to feature tag teams is the
immensely popular X-Men vs. Street Fighter. We've
waited patiently for a home conversion, and finally it's
here...almost.

Because of the PlayStation's poor sprite-handling
powers and low RAM, X-Men vs. Street Fighter isn’t
exactly a picture-perfect arcade port. You can find little & Skl
sacrifices (like missing animations) everywhere, but ~ KeSai SIS
the biggest disappointment is the lack of the tag-team | '\
feature—the very feature that made the game so
popularin the first place. Unfortunately, in this version,

Capcom USA Inc. 12 75
Capcom Co. Ltd. Fighting

Web Address: www.capcom.com

May
1998

NEIY HERO

513
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Your partner will only
come in to help in Tag
Team Supers and Variable
Counters. You're stuck
playing one character
throughout the game.

S~

you can only fight as one member of
your team (the other only shows up for
special situations).

X-Men vs. Street Fighter is a flashy, dou-
ble-digit-super-combos type of fighter. Its
playing style is more akin to X-Men:
Children of the Atom or Marvel Super
Heroes rather than any Street Fighter
game. Each of the 17 characters has a
host of regular and special moves. You
can build up your combo meter, however
(by attacking and taking hits), and per-
form super combos. These supers are the

screen-clearing,
multiple-hit-dish-
ing types you've

Since we're almost definitely not going to see an American Saturn
X-Men vs. Street Fighter, we're going to have to be content with a
PlayStation version. Here's a brief summary of the PS version, and
how it differs from the Japanese Saturn version (which benefits
from a 4-Meg RAM cartridge, mind you).

You can't switch between partners. Your teammate
only comes in for team super combos and variable counters.

The PS version can only go up to turbo speed 4,
while the Saturn version can go up to 8. Even on equal speed
settings, the Saturn game is faster.

The PS game lets you build up your combo meter
almost twice as fast. For example, Saturn Ken takes 73 jabs to fill
one level of the meter. The PS Ken only needs 37 jabs to get one
level filled. This makes the PS version of the game a bigger super
combo-fest than the game already is.

Since you can't switch out your fighter to let him rest and
heal, the PS game lets you heal while you're fighting.
Icons now show how you won each round (including our
favorite, the cheese).

Capcom cut a lot of corners to make this game
work on the PS. Missing are tons of frames of animation, including
trivial standing animations, like Magneto's “trippy” hands.

PS has exclusive Training and Survival Modes.

In this version, you can cancel out of supers early
and link in new ones, as first seen in Street Fighter EX Plus c.

seen in other superhero fighting games. If you don't
block the initial hit, you can usually expect to take a
good deal of damage.

If you can build your power meter to Level 2 or high-
er, you can perform Tag Team Combos. Besides
Variable Counters (this game’s version of Alpha
Counters from the SF Alpha series), this is the only
time your partner will step into actual play—remem-
ber, in the PlayStation version, you cannot switch
between characters. Tag Team Combos have your main
character and your sidelined teammate performing
their supers in unison. Ouch.

Capcom, realizing this version lacks in some areas,
has made sure to include a few extras, like a Survival
and a Training Mode. The coolest new feature is the EX
combo system (named after the now-famous 3D Street
Fighter game). You can now end super combos early
and link them with another one for many extra hits.

Needless to say, X-Men vs. Street Fighter is a loud
and action-packed fighting game full of flash and
combo overkills (this game almost puts Killer Instinct
to shame in those regards). Ifit's finesse you're looking
for, look the other way. This game is all about brute and
overwhelming force. And while it's missing the key
ingredient that made the original so much fun to play,
it has plenty to offer on its own. Fans eagerly awaiting
this game shouldn’t be terribly disappointed. @
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Join a companion on a quest to
defeat Diablo and his dark minions.
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Tekken 3 Producer Hajime Nakatani
told us last month the gameélwould
pack never-before-seen extfas. Talk
about an understatement. Trns out
Tekken 3 features a 3D sidesscrolling
mini-game reminiscent of Fipal Fight.
Called Tekken Force Mode, it's four lev-
els that pit you against e"ﬁi y soldiers,
.aswell.as regular. gamecharacters.
Each round ends with a Boss stage,
and you get a special ending when you
beat the final Boss.

Imagine Psygnosis’ Psybadek as a
Crash Bandicoot-type 3D platformer
played on a hoverboard. In the game,
you speed through fairly linear levels,
performing tricks to pass obstacles and
kill enemies.

All we know on this strangely named
game known as Soldnerschild is that
it’s an RPG/simulation reminiscent of
Dragon Force on the Saturn. Coming
out later this year, this Koei title has a
huge cast of characters and spacious
worlds.

0.D.T. (Or Die Trying)
is a futuristic 30
action-adventure
game by Psygnosis.
You can select one
of four characters;
each with his or her
own special abilities.
You can also cast
spells from four
different realms.
Expect awesome
lighting effects and
smooth animations.
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N SOME ARENAS INTIMIDATION COMES.
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Unleash the power of Fire Blostand 50 Choose your allies wel. Gain experience  Release the dragons inside...
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embarks on a great journey. One of discovery...and danger. g
An inner power of uncertain origin forces Ryu to become a

:t‘,_;g warrior. Unwillingly driven by this power, the young hero is led down
£e%% a pcnh to discover his history. Whut lies 'here is shrouded in mystery...

.
z yel‘ strangely familiar. . e del

Now you possess the power to cunfrol his destiny... nnd yours.

CAPCOM

www.capcom.com

CAROM €O, 1D 1998
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World Cup!

Forsake

Master of Monsters

Mega Man Legends

Running Wild

Team Los RC Racing
den3

Vigilante 8

WarGames

X-Men vs. Street Fighter
Agure D

Saas Wasiers Cassic: PE
Cardinal SY

Py

Gran Turismo
Granstream Saga
Hardgall 6

Heart of Darkness

Hot Shots Golf

MKy

20
OffRoad Challenge
Constructor
Rediine Racing
Silhouette Mirage
WWF Warzone

SATURN

Buring Rangers
Wagic Knight Rayearh
Shining Force Il

Want to own one of the
best-looking PlayStation
games to date? Then get
ready for Forsaken from
Acclaim Studios. This
Descent-style shoot-'em-
up is also on its way to
the N64. Both versions
are due out in May.

Sony Computer Entertainment  May  Shooter
Working Designs May  Shooter
€A May  Sports
Acclain May  Action
Ascil May  Action
apco May  Action
Universal Studios May  Racing
Fox Interactive May  Racing
Namco May  Fighting
Activision May  Adion
MGM Interactive May  Acton
Capcom May  Fighting
Konami June  RPG
THQ June  Sports
Sony Computer Entertainment ~ June  Fighting
Interpla une  Action
Sony Computer Entertainment ~June  Racing
THQ une  RPG
Accolade June  Sports
Interplay June  Act/ Adv
Sony Computer Entertainment June  Sports
Midway June  Fighting
Fox nteractive June ~ Shooter
Midway June Racing
Acclain July  Simulation
Accolade July  Racing
Working Designs Iy jon
Acclaim July  Sports
Sega May Action
Working Designs May RPG
Sega May w6
Mega Man Legends puts
you in control of the
blue hero, except this
time he’s in a true 3D
environment. The game
has action, adventure
and even some RPG
elements. Check out

the preview on pg. 44.

The arcade smash X-Men
Vs. Street Fighter is
being ported over to the
PlayStation with some
major changes. See what
they are in the preview
of the game in this
month’s PlayStation
Preview section, pg. 42.

One of the most
anticipated baseball
games of the season is
MLB Featuring Ken
Griffey Jr. for the
Nintendo 64. Yes, it's
been a long wait but the
game’s almost here.

NINTENDO 64

Alltar Baseball 99 Accaim May  Sports
Acclaim May Pz
Deadly Arts Konami May  Fighting
Soticaos €A May  Sports
Acclaim May  Adion
|x!ys ek sl Acclaim May Racing
Mike Piazzats StrikeZone GT Interactive May  Sports
MLB Featuring Ken Griffey I Nintendo May  Sports
Quest 64 ToH May RPG
Cruis'n World Nintendo june Racing
Fiying Dragon Natsume june  Fighting
Mission: Impossible Ocean June  Act/Adventure
Mortal Kombat 4 Midway. June  Fighting
Wetrix Ocean June  Puzzle
Banjo-Kazoole Nintendo Juy  Acion
Superman 64 e Juy  Action
Tonic Trouble Joy  Acion
World Grand Prix Vide Sys!ems Iy Racing
WWF Warzone Acclaim Jay  Sports
Legend ofthe River King Natsume My RPG
Harvest Moon Natsume June
Disney's Mulan T'HQ July  Acton
Montezuma's Revenge Take 2 July Acton




that you had rid the

. world of evil monsters,

Game Boy.” By the way,
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The future is Forsaken:
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oy T a v hacn:
the control is impeceable

VLI GAME PLAYERS

“Fast paced, cutting edge gameplay
nixed with eye-popping visuals in
a %0 degree 3 world

Download the demo at www.forsaken.com
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with Zelda 64 and Parasite Eve leading the
pack of more than 12 innovative role-playing games,
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As with FFVII the camera angles

change to best accommodate the
action. Transition from exploration
to combat is smoother, though.

powerful creature—often a combination of numerous animals
or even plants that are instilled with Eve’s malevolent intent.
As the game progresses, Eve’s parasite sets up a “nest” in
the Central Park Zoo, and before long snakes, bears, birds
and monkeys all get horribly mutated, as Eve continues to
rampage through the city.

Fortunately though, with all of these mutations hell-bent
on destroying the world, Aya is armed with a fair amount of
weaponry. Starting the game with an automatic handgun, she
later picks up more powerful weapons. Control of the combat
has evolved quite significantly since FFVII, too. Although the
system used is fundamentally the same—with Active-Time
bars filling up as you prepare for each attack—Aya can move
around the battleground in real time to avoid taking damage.
And just as Cloud can increase his abilities with Materia in
FFVII, Aya soon learns to manipulate the Mitochondria (or
“Parasite Energy” as it’s referred to in the game) within her
own system. Just as you'd expect, battles can get spectacular.

What really sets PE apart is that it's a true international
collaboration between noted Japanese and U.S. talent. Script
writer and game designer Takayuki Tokita has previously
been responsible for Chrono Trigger and FFIV, while battle
designer Yoshihiko Maekawa was the director on both Super
Mario RPG and FFVI. U.S. artists Steve Gray and Darnell
Williams are both in charge of much of the CG work through-
out the game, and Gray is noted for his work on the movies
True Lies and Apollo 13. Finally, musician Yoko Shimomura
composed for Super Mario RPG and Front Mission.

This broader, collaborative approach to development along
with the adoption of a more mainstream sci-fi story should
help push PE into as many homes as its predecessor. The
game hits Japan on March 29. Let’s just hope we see the U.S.
release soon after.

Dragon Warrior
NES, 1989

Phantasy Star Il
Genesis, 1989

Shadow Madness, due on the PlayStation by the end of
the year, also lets gamers get more down and dirty on the
RPG battlefield. Created by Crave Entertainment (one of the
very few American console RPG developers), the game bor-
rows a few combat style points from Super Mario RPG. As in
that classic, success in Shadow Madness combat demands

quick button taps at just the right moments. “We want to

make fewer battles that you have to think about more,” said
Ted Woolsey, Crave's VP of marketing. “You're not gonna get
through the game's battles as easily as just tapping the

@ Final Fantasy
NES, 1990

Also Squared Away...

Parasite Eve may
be getting the most
hype, but it certainly
isn't the only Square
RPG that could hit
U.S. stores by year’s
end. Chocobo’s
Mysterious Dungeon,
which came out in
Japan in December,
is a strong contender
for U.S. release.

The game—actually
the third in the
Mysterious Dungeon
series—stars the
familiar feathered
Square mascot (and
a moogle sidekick) who you guide
through miles of dungeons that
change in layout each time you play.

Another hot Square property is
Xenogears, which hit Japan in
February. Like Parasite Eve, this
traditional RPG offers a sci-fi setting,
and its incredible polygonal land-
scapes and sprite characters make
Xenogears Square’s answer to
Grandia. The game’s story revolves
around huge robot suits called gears,
which your characters can slip into
during battles to unleash super-
charged attacks (the suits are best
saved for Bosses and other tough
enemies, since they have a limited
fuel supply). The battle system is
especially innovative; instead of
plowing through menus, you
perform button combos when your
attack gauge is at its peak. With
more than 20 minutes of FMV
created by Production IG (the folks
behind the Ghost in the Shell
anime), Xenogears is yet another
highly polished Square RPG.

And finally there’s the attention-
grabbing Brave Fencer Musashiden,
due for Japanese release this sum-
mer and reportedly compatible with
Sony’s Dual Shock Controller. This
action RPG—seemingly Square’s
attempt to take on Zelda 64—is set
in a 3D world in which the hero can
wield swords in both hands and
slash enemies while running and
jumping (it's heavy with platform-
game elements). Unlike most action
RPGs, the game is composed of lev-
els, with a huge Boss guarding the
end of each stage. Square has high

Brave Fencer Musashiden is a hot
contender in the first-PlayStation-
game-to-look-like-Zelda 64 contest.

hopes for this fantastic-looking
game, and it may even become
the first in a series.

As with Parasite Eve, neither Sony
nor Square have announced when
and if they'll bring any of these RPGs
to the U.S. But chances for stateside
release are extremely good, consid-
ering the booming success of the
genre in America.

Square’s stunning Xenogears (top) and
Chocobo's Mysterious Dungeon (bottom)
are both highly likely to hit the U.S.

¥ PSS 4
_t__ Which character from the
Street Fighter series made a
cameo appearance in a
SuperNES RPG?

Dragon Warrior Il
NES, 1990

same button over and over to skip through menus, like in
other RPGs. You have to time buttons both on the receiving
and giving end of attacks so that you either amplify or
change their effect. It's not just endless battles, but fewer
of them, they make more sense and you have to work a
little harder.”

Square’s most recent RPG, SaGa Frontier, throws a few
new twists into traditional RPG combat, too. Instead of bat-
tles popping up randomly (as in Final Fantasy Vil and nearly
every other non-action RPG-except Earthbound-over the
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SIGNS AND SYMPTOMS
OF DEPRESSION

W | Persistent sadness and or irritability.

B | Recurring thoughts of how much
better life would be if you had
Fighting Force or Tomb Raider II.

® | statements such as, “I'm bad.

1’m stupid. No one likes me.”

When depression strikes, immediately seek the help of a
trained professional at your local video game store.




Wiping secretions

Research shows tha th leading cause of depression
amang gamers is a noticesble lack of idos games
Fortunately, this deficiency can be treated both safly

and effectively with games like Fighiing Force

eallystupid, ke g0 to herapy

or Tomb Raider 1. But earlyintervention i crucial. O else

s only a matter o time befoe they theaten o do something

EiPos
You've been warned.
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Even though the story is based on the Japanese
anime series, there are several events and sub-
quests that are exclusive to the video game.

t's been in the works for more
than two years now, but finally

it looks as if Magic Knight
Rayearth is nearing completion.
This gorgeous-looking Saturn
action RPG (which has been
delayed numerous times, mainly due
to licensing problems) is coming with
a host of enhancements over the
Japanese original, which already was
one of the best games of its kind
when released in August 1995.

Rayearth, which is based on a
popular anime series in Japan (the
manga is available in the U.S. from
Mixx Publications), tells the story of
three teenage girls who, while on a
field trip to Tokyo Tower, are sum-
moned to a faroff world where magic
and fantasy collide.

We've previewed Rayearth before,
50 you know the basics of its game-
play—just think Zelda-style action
with bright, vivid graphics and lots of
anime flavor. But in the latest version
we received from Working Designs,
we found some interesting new fea-
tures. One fault with the Japanese
game is it's a bit on the easy side, so
WD has enhanced the enemy Al—
making them faster and more lethal,
and Bosses are much more danger-
ous than they ever were. Another

change is that a lot of the pointless
audio in the towns throughout the
game (not the important plot stuff,
but the less critical banter) has been
taken out so that WD could add
voice to the Diary entries that each
character makes throughout the
game. The whole diary thing is
already a creative and useful way to
go back and see how the story has
progressed through the eyes of each
main character, but now you'll be
able to hear the characters read their
diary entries. Even the diary text is
improved—it’s all hand-written!
Rayearth looks like it's going to be
the final third-party Saturn game,
and if you've stuck with the system
this long, you'd be foolish to pass up
this little gem.

Each of the
three girls
will learn
powerful
spells during
the course of
the game
that are
essential

to victory.

Each main
character
keeps a diary
of events as
the journey
progresses.
Some of
their entries
are rather
hilarious.

e stuck in Hyrule’s
Lost Woods in the original
Legend of Zelda. Which route

@ Lufia I Rise of the Sinistrals Y

@ Relevations: Persona @ Darksavior
Super NES, 1996

do youfollow to escape?
PlayStation, 1996 Saturn, 1996

Suikoden
Playtation, 1996

come to one of the consoles here. Whether it's the
PlayStation or Katana remains to be seen.

At the same time RPGs are making these new strides,
we're also seeing a fundamental change in the way the
games themselves are developed. “There seems to be two

other RPGs, explained that the blockbuster-type titles are
the RPG equivalents of Hollywood event flics. He's talking
about glitzy, hotly marketed, hotly anticipated games like
Final Fantasy VI, Parasite Eve and next year's epic Dragon
Quest VII. The less-flashy titles ar ell, everything else.
These are the more traditional, no-hype games such as Saga
Frontier and Tales of Destiny, which do not present every
plot point through a cinema or voice-over.

Die-hard RPG fans will always tear into these solid but
lesser-known RPGs. But can such games achieve market-

trends in the genre,” Crave Entertainment’s Woolsey said.
““One is the sweeping cinematic blockbuster trend, and the
other is the more sublime story-and word-driven type
games.” Woolsey, who before coming to Crave worked for
Square, where he translated Final Fantasy Il and several
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RAMPAGE: WORLD TOUR

I always loved Rampage in the arcades, as it
was one of the first games where you could
be the bad guy. World Tour does a great job
of not changing the gameplay a bit from the
original while sprinkling in some welcome
additions. | do wish they could think of other
ways to spice the game up a bit, but it seems
they did do just about everything short of
making the game 3D (and I'm glad they didn't
do that, since that seems to be the trend in
retrogaming). New to Rampage: World Tour
are various locales around the world, bonus
levels, three-way play (they should have
made it four), lots of secrets (moves, bonus
items) and plenty of different things to
destroy. There’s even hordes of new adversar-
ial good guys to eat, punch and stomp on
Even with all of these lovely additions, some-
thing still seems missing from World Tour, but
it's hard to put a finger on. Perhaps my gam-

§-1:s19kelg 3O 1aqUINN

519427 4O 5107 24n3ea4 3529

ing tastes have changed over the years (this
isyafterally basically the samegameplayas
the original Rampage that | used to love), but
I only like'to play WT in small amounts of say,
30 minutes or so. Unless | do that, or play
cooperatively with friends, it quickly gets
boring to me. So, unless you just really love

Rampage, this remake of the short-lived, but
fun gameplay seemstailor made to be a
al. Play it fora while, and enjoy.  Kra

Yes the original was a classic, but as tastes
matire, you have to acknowledge the need

for more substance in a game. Smashing
buildings and eating people may sound fun,
but theway it's implemented here s just

plain boring. As a one-playe game you grow
tired of it in'seconds. As a multiplayer game
itstakes minutes, Dull, dull, yawny, snore,
boring. I'd like to say it's a good party game,
but it's not. Save your money. John D

Kejdaweg snonnaday A1ap ainyeay 3510

Besides the Three-player Mode and the abi

ty to changethe color of your monster, Whis
basically the same old thing. The game is fun
but level after level of doing the same thing
just getsold. It may be refreshing once in a
while to play a game that doesn’t have a
complex plot, busy interface system or flashy
graphics, but Rampage just doesm’t hold my
interest. Luckily the Three-player Mode adds

a bitaf replayability to the game. - Shawn!

Rampage starts off rather slow but it quickly
‘grows ofl you,until its difficult fo put down.
Thegg's really nothing innovative about the
gameplay—it's hardly different from the clas-
sic arcadeoriginal. Still, somehow it's very
playable and like Robotron 64, you can just
Zone out with it for hours at a time. There are
tons of stagesand power-upsybutadmittedly
there's little variety between them. If you

liked the original, check out WT. - Jofn R!
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YOSHI'S STORY |

Publisher: Nintendo
Developer: Nintendo

Featured In: EGM #104

I can't begin to tell you how disappointed |
am with Yoshi's Story. The Japanese version
had me
begging for more. How could they make it
S0 short and easy? Why was the gameplay
simplified 50 much from Yoshi' Island? Why
were there so few Bosses, and why were they
5o dam easy? | figured the U.S. version might
be improved a bit, but alas—it's here, I've
gone through it all (again, in the better part
of a day), and unfortunately, the changes are
minimal at best and do not affect gameplay
whatsoever. Fans of the original Yoshi's
Island (one of the best platformers of all
time) are going to be shaking their heads at
the simplicity of this sequel. This game is
very obviously aimed at the 6-and-under
crowd, and while | can definitely see my niece
or nephew enjoying it for its great graphics,
overwhelming cuteness and ease of play, I—
as a huge fan of Yoshi's Island—am utterly
disappoinited. Aside from the graphies, Yhwas
bettef than this game in nearly every way:
gameplay, variety, depth—yo name it, The:
little coin letters hidden on each stage (new:
to the LS. version) are a diversion at best,
and the message they spell outisn't worth
the effort, Rent t for your kids, enjoy it fora
couple.of hours yourself—but don't get your
iopes up. This is noYoshi's sland. johp R
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Well, after a lot of anticipation, this game has
really le me,down. It's not thatthis is a bad
game—it's not. There just isnit enough of t.
Yout can literally beat the game in under two!
hours, whichis utterly ridiculous. Nintendo
would rather have you go through the game:
and choose multiple paths (thus beating the
game several times), and find a bunch of
lame letters to get more playability. I say just
make a better game, and more of it. - raig

This is, hands-down, the cutest game on the
planet. And it's close to being the greatest
platform game, too, if there was just more to
it. Nintendo got nearly everything right—the
control,graphics, music and sound effects
are allbrilliant. Now why aren't there enough
levels, Bosses and secrets to keep me busy
longer than a weekend? Stilllike the original,
YS is awork of art:Butone rentalis probably
all you'll need to appreciate it. rispil
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Being a fan of old-school 2D side-scrollers, |
had high hopes for Yoshi. While the graphics
and sound sure lived up to My expectations,
the gameplay didn't. Don't get me wrong=it
plays great, but with only 24 levels it's over
far too fast and the Melons and coin letters

don't offer any real reward for finding them.
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It's great for kids, but for a vet like myself,it's
just not enough. | Waht more challenge, more

secrets and more depth. Sorry N

Sushi
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BLOODY ROAR

<

Featured In: EGM #104

Bloody Roar's animal appearance may give
the impression of a gimmicky fighter, but this
is far from the truth. Not only does this game
possess depth but it is as fast and furious as
the creatures it portrays. Visually speaking, it
definitely looks good, but to see these char-
acters engage in flashy combat is even more
impressive. The engine borrows some of the
best features from several fighters. The
speed and wall juggling is reminiscent of
Fighting Vipers. Quick attacks and bouncing
walls make for corner traps and cool juggles.
Passive blocking, sidestepping and counter
attacks are similar to Tekken 3. Al of these
defensive options add a great amount of
depth and keep BR from being “just another
button basher.” Still, it's not a tough fighter
to get into. For the most part the moves are
simple taps or familiar half circles. Also, the
controls are precise and require lttle practice
to get the timing down. Furthermore, there's
thegafiiéSimain attraction: thesmorphing:
ability, Beast Mode gives you unique moves,
enhanced range and the ability totegain
some health. For those who want optionsyit's
got them! Everything from Practice Modes,
Secret rewards and even an art gallery. | have
{to admit beinga sucker for its animal attrac-
tion, but it could haverused more characters
and unique fighting styles. Sushi
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Bloody Roar is the fighting game for every-
bodyi Its massive moves list borfows from-
jlistaboutevery fighter (althoighits Super-
fastengine is most similar to Fighting ipers),
makingit easy to get into. While random but-
toft mashing will work fine againstinexperi-
énced opponents, the counters and beasts®
f-mdous juggles make BR surprisingly deep!
The game is also flashier than Soul Blade and
starGladiator put fogether. Crispil
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Playing alot like Fighting Vipers, Bloody Roar
featilfes enblugh new ideas to midke it s6me-
thing worth checking out. Thelarena system.
hasn't really been seen on the PlayStation:
before,Whilst'the addition of the Beast mode
makes for sofme interesting combat.
s.nnhlngymopponem into @ wall before
tearing into them with your claws is con=

veyed very convincingly, making this a very
satisfying tWo-player.game. .lolm D

‘Gameplay.wise, BR exhibits straightforward
movesahidshort-but-sweet cdiibos Sifice
mostofthese moves are directional-based
(i.és Forward + X), rather tharimotion:based
(ite,, Half@irele Back + X), it's real easy to

jump in'and have fun. On the'down side, only
W0 or (when morphed) three buttons are
Used in BR which limits your options duringa
fight. It you're a casual fighter fan, this is t.
Hardcore fans should look elsewhere. @]\
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DEAD OR ALIVE <

Featured In: EGM#104

Dead or Alive in the arcade used Sega's
Model 2 board (which powered previous hits
VF2, Fighting Vipers and more). Therefore,
DOA has the look and feel of a Sega game,
but with depth challenging bigger hits like
the Tekken series. The gameplay is compara-
ble to Soul Blade and Mace—where button
tapping gets you some cool moves and com-
bos—but more experienced players wil get
higher combo strings. I'm weary of any fight-
ing game that has only one punch button
and one kick button. DoA, however, offers
the most variety possible with this “limita-
tion.” The characters flow extremely well,
and having only two attack buttons actually
makes it easier to chain attacks. The third of
the three buttons is a counter or reversal but-
ton. This is the same as the “hold back and
throw” reversals found in Tekken, but now it
is an integral and easily executable part of
theicombataTwoicharacters havesbigen.
added, raising the total cout o 11, and the
old charadters all have new/animations and
moves. D0A packs numeroUs secrets, incluc-
ing two eharacters, new outfitsand other fea-
tures thatare unlocked as you beat various
modes. DoA's simple fighting enginelis fun,
but hardeore fightifigifans may. pass it up for

Sushi

a gamewith greaterdepth.

What this lacks in character design it makes
upoFin tWoother areas; namelythe pefidu-
10US nature of the young lady characters'
chests and the fantastic revefsal system.
slockinga move and pushing back against
yolir opponeritis extremely satisfying when
you can pullitoff. This may not have the
style or flair of say, Tekken, but the use of a
ht and inertia blazes a trail
for other games to follow. John

D!ad or Alive just isn't my cup of tea, It's a

olid'game, with lots of technigé, buis
ot ‘terribly exciting. The best part of the
game is the féversal system (Bouncy mam-
maries dside). But after thiowing a few here
and thére, | found myself looking for more;
exciting fighters, like the Tobals: I you're:
lookifg for something that ilghttake a while

You ca love this better-than-arcade port for
itsdsautifllomen and their physics-defying
physigues, but DoA’s got brains, too. Its
rapid-fire fighting engine is infiovative, com-
bining thé intutive moves of Virtua Fighter
wih the blitton. lapping frenzy ofTekken
(and the counter-block system of Tekkef 3).
You get the standard extras—including an
excellent Training Mode—and lots of secrets.
The new soundtrack rocks, too. ““CriSpin
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DIABLO 4
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Partly responsible for the resurgence of inter-
estin RPGs on the PC, it's ironic that Diablo
has more in common with Gauntlet than it
does Final Fantasy. Basically it's an isometric
“run around hitting and zapping things"

game that features huge, sprawling randomly
generated levels that take you all the way to
the very depths of hell. There are hundreds of
bad guys to smash throughout the game, and
loads of items to pick up, use, sell or throw at
the monsties. Using the basic game setup,
the control system can seem fairly cumber-
some. Wandering around and attacking stuff
is fine—but manipulating inventory items and
taking advantage of the extensive magic sys-
tem (fireballs, lightning spells, healing, etc)
can slow the game down a lot. Fortunately
you can customize the control setup, and
using some button combos worthy of Origin's
Wing Commander Il (the fiddliest PS game of
all time) can speed up gameplay enormously.
As asinglesplayer experience Diabloisfine;
blit not the greatest game ever. Playitasa
two-player game though and you'll be well
and truly hooked. Team up a duo of Wizard,
Warrior or Rogue and | guarantee you'll be
completely addicted. Diablo looks great,
sounds fantastic (cool musicl), and as long as
You've got someone topplay with, its possibly
the best co-op game outthere. . John D
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it may look simple. It may look choppy. It may
logKftotallyiion-RPGish. But Diablo s a sur-
prisingly deepaction RPG that has ported
wello,the PlayStation. What makes Diablo
stand out are its hundreds of jtems=armor,
weapons, spells, etc.—you can find or buy,
and equipping your character just right
demands an amazing amountof strategy. But
make sure you play it two-player, which is 10
times more fun thangoing solo. is|
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Sure, console Diablo only lets you play with
twoiplayersyand doesn’t let yous trade items

ferent breed of action RPG that puts a heavy
eiphasis on party balance and item usage.
Although the game is somewhat repetitive!
and boring as a single-player game, there
isn't anything quite {ike it when you clear its
duhgeons with a friend. Give it a'try, ll'ﬂl 0

Ifyou didn’t get a chance to play this on the
Peglfecomifiend picking it up. THis action
RPG has alot going for it: funwo-player Co:
apMode, great graphics and addicting game:
play. Thifik of this game as a 30 Gauntlet,

Wod'BIMMM

with @ few RPG elements (inventory, magical
items, experience points, etc) thrown in. |
highly recommend Diablo for two gamers
with a lot of time on their hands. Crispin and

| had'a blast'for hours. Dan
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JUDGE DREDD <t

Ahh...I've always dreamed of a Judge Dredd
video game. After all, movie/comic book
games always turn out well (note the sarcasm
here). Seriously, you can be the biggest
Dredd fan in the world. You can also be the
biggest light-gun shooter fan in the world

71 1s19ke|q §O aquinN

But | doubt anyone can enjoy this dreddful
game (sorry, | couldn't resist there). First of
all, this is a big knockoff of Midway's FMV
light-gun games, Area 51 and Maximum
Force, two very mediocre games to be
cloning. Second, many innocents look like
enemies—you'll be frustrated after you kill
your first dozen or so. Third, you can't always
tell what you're supposed to be shooting at,
or what's shooting at you (because the
screen can get so cluttered at times). This
isn't exactly bad (everyone can't be wearing a
big sign that says, “Shoot me!”), but some
bad guys are too subtle to be noticed. Fourth,
and most frustrating of all, many of the tar-
gelsidré Way:too tiny. You betterHiopeyour
light gun is extremely accurate, and you bet-
ter'sitabout two feet from the TWIF noty
some_of those tiny, hard-to-hit guns will drive
you absolutely nuts (especially those that
take a million shots to kill and have friends
who are shooting you at the same time). Save
your energy for something better; J0 isn't
worth straining your rigger fingeron. . [)gp
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Maybe two years ago this would've been at
therpinnacleiof, mediocrity. NoW thiouigh in
light of other games that handle the genre
infinitely better, it's fortunate to fall just this
side of térrible. The backgrounds are well:
rendefed but mushy, the character designis
Topy,and the whole thing fails miserably to:
convey the action of a classic.English characs
ter. Add to this a sluggish feel and you have a
fired and ultimately sad litle game. Jofyn D

| was never a big fan of Area 51 or Maximum
Forcé, and seéeing as how JudgeDredd isa
third-rate ripoff of those lame shooters, | like
this game evén less. Its blocky graphics are
cluttered, making it hard to see targets (the:
developers apparently noticed this problem,
to0, becaise affows point out targets in Easy
Mode); The tacked-on FMV storyis pointless
and certainly no incentive to keep playing.
Worst ofall, 1D frustratingly hard. Grispin
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Yawn. With games like Time Crisis and Point
Blarik out there, | can't imagineg@nyone but
the hardest of the hardcore Judge Dredd fans
(if they even exist) would want to play this
gamegiihie rendered backgrounds don‘t mix
well with the characters, making targets often
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hard to place, and the collision detection:
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When | played the previewable version of this
game, | was optimistic. Al of the ingredients
seemed to be in place, but the gameplay
needed some tweaking. Unfortunately,
ShootOut 98 didn’t come together the way |
thought it would. In fact, there's a whole ot
of things about this game that bug me, so let
me just spew them out in no particular order:
Al the players look ridiculously thin (Sha,
etc.); in fact, most of them make supermodel
Kate Moss look overweight. The control but-
ton layout is unintuitive, and (strangely)
there's no option to configure it. You can
repeatedly hit the spin button rapidly to
make it to the hoop for a lay-in or a dunk. |
think they tried to counterbalance this by
allowing the defense to steal the ball (too
easy to do) and by making lay-ups and dunks
hard to make. In fact, | don't think I've ever
seen more blocked lay-ups, blown easy shots
or more broken-up dunks than in a game of
ShootQuig. The 3D graphics move prétty
smaathly, bt there are annoying bits of slow-
down, especially when you play with more
tHan two players. Also, some of the anima-
tions seem to happen at the wrong time,
stich as afinger:roll three-point attempt | wi
hessed. These problems are only a sampling,
but we think you get the.idea that this is a
very disappointing hoops game. Krai
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‘ShootOut g8 is somewhat improved over last
year's gdmepbut there are still some prob-
lemsfin key areas. Defense is unrealistic
(blocking and stealing are far {00 €asy), and
multiplayerswhich is why mostof us play

Sports games i the first place—is not very
much fun atall. You can spin through just!
about anyone, watering down,gameplay.
tremendolisly: Jcon Ciitting is a cool addition,
but ShootOut still needswork.  Jofin R
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For me SO 98 seems a lot like last year's

particulaglybad thing. While the polygonal
players@are a bit too skinny-looking, we can
maybe/assume they were streamiined to
speed up the gameplay because 50 g8 plays
fast. With eool additions like leon Cutting
and more, there’s ot really muchifor me fo
complainabout.

Unlike last year's game, ShootOut g8 is quite
challenging. Sadly it's for all theiWrong fea
sons. Finger contortions are required to hit,
tirbo and shoot simultaneously. What's
wWorse is it noy-configurablel Even then the
game has stich a tendency to slow down it
doesn’t mattermuch. Steals and blocks are
sogampanitit’s comical. To topit off a touple
of cheap maneuvers work over and over
again. Disappointing to'say the least. §yishi
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NEED FOR SPEED Il |

Publuhzr Electronic Arts

Developer: lectronic Arts

Featured In: EGM /104
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Need for Speed III: Hot Pursuit. Is it an ultra-
realistic sim like the frst? A cartoony-looking
arcade child like the second? Neither! Forget
about stacking it up to previous additions,
Hot Pursuit is a whole new ball game. If | had
to draw comparisons, this game has the
plush-looking 30 backgrounds of V-Rally, the
smooth frame-rate of Test Drive 4 and game-
play similar to Cart World Series with one
exception—incredible power-sliding. Cutting
loose the back end via the hand brake is as
entertaining as it is effective. It's actually one
of the top attributes of the game. Many of the
speed-friendly tracks were designed with
long sweeping curv
perfectly to a well-placed power-slide. Get it
right and it's poetry in motion. No longer
plagued with poor car control (see NFS 1),
mastering many of the eight remarkably long
courses becomes an obsession which, to me,
the mark of a good racer. As for depth and
optiois; the:game is loaded butioEWithout
some minor dings. Pursuit Mode turns out to
be more novelty than anything else. Getting
run offitie road by Kamikazé cops gets stale
really quick. Two-player playis solid though,
asiis the Practice Mode. It's obvious a lot of
thought was put into making NFS Ii1 and the
resultis a quality racenworthy of the once
prestigious Need For Speed name. . Syshi

T
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Finally, a good NFS sequel! Presumably, EA
learfied fromithe mistakes made/in everyiNFS
game since the 300 debut and finally deliv-
ered the complete racing package. The 30
graphicsiare fantastically firstrate, and live
up'to the spectacular supercars that grace
the game. Just about every play option you
could imagine s included, making the game's
replayability seemingly limitiess. It's good to
see the NFS franchise back on track. " Kraig
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While | enjoy a good race car sim, when it
comiés to stiéet cars, | prefer dfcadesstyle
gameplay. NES Il has everything | look for in
a street racer and more. Detailed 3D enyiron-
ments, a'super-fast sense of speed, sublime
pidyer controlitons of variety, ool looking
¢ars, it's all here for the taking. My only gripe
{8 with the super-cheap Al. Dieshard NFS sim-
heads might want to ook elsewhere. Every-
bodyielse, step rightiup:

Because of the recent drought of decent
areade racers,| wasn't expectingimuich ffom
NFS Il As you ¢an tell from iy score, fam

sharp graphics, lots of cars and tracks, solid:
¢ontrols and smooth animation. The different
modes of play (Two-player, Purstiit etc) give
NFS il excellent replay value. All around, this
is avery good title worthyour dough."“[)an
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Here's what bugs me about ReBoot: Even
00d graphics, nice control and well-
des\gned levels, the game remains sadly rep-
etitious. It's hard to believe, with all of the
good points that stick out, but it's true. Why
does it have to be this way? ReBoot could've
been 50 good! Here's how it breaks down: A
level has you mending tears that the head
bad guy sends out. In between taking care of
these, you must explore the environments to
find three key cards. While you're doing th
you can take out bad guys and collect power-
ups. Once you find all of the key cards, and
take care of any unmended Tears, the exit
opens up and you're done. Guess what the
next level has you doing? You guessed it,
mending more tears, etc. Granted the sur-
roundings change, the levels become increas-
ingly tough to navigate through and larger
amounts of enemies fill the screen, but level
after level of nearly the same thing becomes
extremely tedious. On the positive side;the
levels are'truly'3D, in that yod can pretty
much go anywhere. A well-placed jump can
{and youloR top of structures seemingly
unreachable, where hidden power-ups lie.
But even with this freedom of movement, the
levels,stillhave a path you should follow to
complete them. It looks good and controls
well, but I say rent ReBoot irst. . Shawn
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This is an admirable attempt at capturing
the spirit of the TV series, mainly due to the
excgllent quality of the visuals, That said
thoughy the gameplay doesn't offer anything
particularlymew. You glide around 3D loca®
tions, shootingbad guys and performing set
tasks. Yippee. Never seen that before.
Control gets a bit weird in placesyand the,
camera has a habit of getting in the way. The
weapons do look coel, though. john
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ReBoot just annoyed the heck out of me.
Maybe itsjlistime, but | spent miore time
struggling with the sluggish play controland
jerky camera movements thaf I did destroy=
ifg enemies. The overall thefe of ReBootis
ifteresting enotigh but the execution is abit
lackluster. This €ould have beena pretty cool
‘gamewith more fine-tuning. An analog pad
helps somewhat, butit’s not enough to save
this sinking ship. Kell

If you're a fan of the TV show, you'll be
pleased o know that EA painstakingly re-
created ReBoot's atmosphere, The game has
safe cool elements, such as thefully.30
landscapettosfool around in with your fancis
rocket-powered “skateboard.” The polygonal
graphics are detailed, and move quite fluent:
Iy Unfortunately, Reboot getstoortedious
and boring once you get over the novelty of
scooting around its vivid 30 world- " {raig
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SAGA FRONTIER

n

If you look at SaGa Frontier purely in terms of
its bang for the buck, this innovative RPG
can't be beat. You get seven separate adven-
tures for seven lead characters (whom you
pick at the game's outset), and each quest
lasts about 15 hours. Surprisingly, the seven
plots are quite different from each other—
thanks to the game's huge world (which
packs everything from castles to cyberspace).
But don't expect Resident Evil 2-style inter-
minglings of the stories when you replay with
a different character; each has a self-con-
tained adventure. The huge world needed for
all these stories does create one problem—
SaGa Frontier is too non-linear. | got side-
tracked a few times when | battled through a
dungeon that turned out only to be pertinent
to another character's story. Difficulty varies
wildly between characters, too. But these are
minor gripes. The graphics—a mix of preren-
dered backgrounds and sprite characters—
arg oftéfiopar with FFVII (althoughilike in
FRVIL, it's oftendifficult to discern a path
through the background). SaGa Frontier's
combat system is especially innovative.
Forget about Hit Points (which recharge after
éach battle); you must save Weapon Points,
Which you spend to unleash more powerful
attacks. You can also chain party members’
attacks for spectacular combos. c'is

SaGa Frontier's seven quests make it hard to
for RPG fans, but regardless of that—

it's'a very solid game. Aside from some of the

gorgeousfmagic attacks, the graphics are
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and you have the definition of “ugly”), but
the musicis great and the gameplay (What

counts) excels. If yoiiidon't mind lots of bat-
ties (Hdon'D), you'llreally enjoySE.- John R
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SaGa Frontier is an RPG to buy. It may not
havéinredible FMV or crazy polygonal
graphics, butwhat it lacks in aesthetics Tt
makes up for in originality and story line. |
love theifact that you can be different charac-
tefs with completely separate plots, and then
$ee how each of his/her stories intertwine.
On the down side, | wish that,battles weren't
50 frequent, and that the graphics in them
weren't 50 two-dimensional. n

There’s a lot to like about SaGa Frontier,
espécially theariety of charactéf and
weapons. In fact, each one has his/her own
quest. The weapon effects are outstanding,
and theiattack system that features combos
isd@ nice twistBut strangely enough, a big:
blemish is the obvious lack of character ani-
mation dufing combat. | mean, can't they do
better than two frames? Aside from these
aestheticnitpicks, thisis.a solid RP6. Kraig

INGENUITY

8

wo>uoneyshejdmmm

REPLAY

8

VISUALS

7

SOUND

7

SHADOW MASTER

<

z
Z

3

- g

Publisher: Psygnosis =
Developer: HammerHead =
Featured In: EGM #101 &

‘Shadow Master looks fantastic but just ends

up being slightly more than average.
Granted, the game has a load of different
enemies, nicely designed levels and fancy
cinemas, but | always find myself saying,
“Oh, this type of thing again.” Another possi-
ble problem to be weary of is the overall feel
of the game. It's obvious that it's a Quake-ish
type of game, but unlike Quake you're inside
a heavily armored vehicle. Because of this,
the control comes off as being weird. It took
me some time to get used to the way the
craft moves. And if you don't get used to the
control, the next problem may be even worse.
The game only allows you to save every few
levels or so, once a “world" s taken care of.
This translates into long frustrating hours sit-
ting in your bedroom all by yourself. Besides
the saving thing and goofy control, one more
little problem exists: the doors. When you get
close to them, they open. As you back away,
theyclosezNow if an enemy liesibehindthe
door, you're sure to get blasted every time
youtry to enter. Where's the strategy?
Undoubitedly, the best things about Share,
the game's graphics and music. The graphics
are some of theinicest on the PlayStation. In
fact, even though theyre polygonal they
hardly break up or become pixelized at close
range, and the music plain rocks. . §awn
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In the eye-candy department, Shadow Master
truly delivers, The nifty lighting éffects afid
detailed environments draw youin at first,
buf gameplay-wise, SM is not so appealing.
Althougitiie,game has an auto-aim feature,
the futuristic buggy-vehicle bounds around
50 much, its a challenge justto shoot asim-
pleenemy, letalone drive in astraightline. In
the end, SM comes across as more of a
graphics showcase thana fun game. . @]l

SIARS |9A27 |ENPIAIPU] ON :2iNJ3] ISIOM

0000...I'm so angry at this game. [t only lets
Yol save every few levels, meaning i yotidie,
you could lose a lot of progress (which hap=
pened to.me). Also, where's the mapping sys-
tem? What's With the misleading sound FX?
(Phe QSound is way cool, but for some rea-
son, it always sounds like you'fe surroiinded
byenemies) Your vehicle also tends to get
stuck in certain areas. This game is a show-
case for cool technology..nothing more. fgn

Shadow Master looks good, sounds good,

door~and they always nail you, 1o mater
how/muieh you strafe or juke. Where's the fun
injplaying a game in which its impossible to

wo'sisoudAsdmmm

level—but that's a\s6 whien the dl’ﬁtukx
curve shoots through the roof.
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SPEED RACER

Publisher: Jaleco

Developer: Graphic Research Company, Ltd.

Featured In: EGM #105

| :s19ke| §O 1aquiny

When | first booted up Speed Racer and wit-
nessed a perfect re-creation of the TV series
intro, | knew | was in for a good time. As
expected, Speed Racer is  blast. At first, |
thought the game was nothing more than
Ridge Racer with gadgets and a cool license.
My initial suspicions were only half correct;
the journey turned out to be much more
enjoyable and less derivative than | first
expected. Although there are only three
tracks to choose from, there are lots of short-
cuts and hidden areas in the game which can
only be accessed by certain cars. While this is
nothing new to racing games, the way it's
implemented in SR is both challenging and
fun. Although some of the techniques
required to win the later races are a bit too
demanding for my tastes, at least it's not
impossible. The graphics are about par for
the PlayStation. There is no slowdown or
Pop-up to speak of and the control is very

(done by,the group Alpha Team) is played
during feplays. Some of thevoice samples:
are annoyingly repetitive (“Hey, catch him!®),
but it’s no big deal. For me, SR is appealing in
that it offers a solid (albeit straightforward)
driving experienceycombined with a campy,
cartgon-like personality: Kell

“Here it comes, here comes Speed Racer.” It's
a verybad déal. It's a bad deal and it's going
to really piss off someone. The game s real
short so you better be careful. After wasting
your moniey you might be tearful. And when
you beat it in'30 minutes, and there’s nothing
more, youbetyour life you'll want to...return
it:soon. No/Speed Racer, no Speed Racer, no.
Speed Racer..NO!

waste time on this game.)

Aejdowen payseyay :21n3eaj 35100

‘After the warm fuzzies wore off from seeing
vintage Speed Racer clips, | began to get
bored with this retro racer. While Spead
doesn't suffer too much from any one mala=
dy, it's just tod.01d and simple to warrant my
praise. With variations of one track being the
meat of the game, | simply leamed the short-
cutsand won consistently. Furthermore, the
graphics appear to be a few years behind
compared to what's available now. - §ishi

If one morning you got up and said, “l want
Sy

then it's beat. Sure, some secret cars are

[FPSs———

unilocked and you can beat yourexisting.
times, but howlong is that going to last? On
top of this, the Speed Racer license seems
more or less tacked/6f, and there's anotice-
able amount'of pop-up.

VISUALS SOUND  INGENUTY ~ REPLAY
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Publisher EA Sports

Developer: EA Canada

Featured In: EGM /105

OK, first—the good stuff: Triple Play’s overall
presentation and feel are top-notch. If | were
reviewing the game based on presentation
alone, itd get a 10, easily. From the intro to
the game interface to the menu graphics and
sound effects—everything is done perfectly.
The play-by-play is astoundingly good (even
better than NHL 98's), and the crowd interac-
tion is without a doubt the best I've ever
heard. Also, the stat tracking is second to
none. You can play an entire career and track
the stats of every player, and the game will
even bring up interesting stats from time to
time based on your overall playing experi-
ence. Impressive. Now, the bad stuff. The oth-
erwise excellent gameplay of TPgg is marred
by one severe problem —the frame-rate. It's
50 choppy that it not only makes the game
look bad, but it affects fielding, often result-
ing in botched plays. There are some minor
problems too, like baserunners going too fast
(making double plays unrealistically infre-
quent), but nothing truly drastic. Overall it's
too bad i , because if the game played
smooth@R itd be nearly flawless. I'm stillvery
pleased, but this one glaring problem really
does affect play and absolutely needs to be
fixed next time around. As it stands, Triple
Play 99 is a very goodigame that coul

and should've — been great. M" R

1 don't think I've ever seen a sports game
loadedWith so many cool options, but with
suchflawed gameplay. This is like playing
baseballin mud. The erratic frame-rate and
choppyplayer. animations make it difficult'to
field and judge pitching speeds (among other
things). The intro, deep stats, features and
sound (particularly the two-mancommen=
tary) are great, but it doesn't change the fact
thatthis game isn't veryfun to plav. rai

We've all played games like this before:

games tfiatlook sharp standing StillbUt

onceyou see them in action...forgef about it!

iple Play 99 suffers from some God- awful

frame-rates which adversely affects

game plays and to a lesser extent; huwllmn

frols). The stadibms look nice, the play-by-
are awesome and the gameiis extreme:

ly easy to get into. The poor animation, how-

ever, keeps the game from stardom.. [Jan

Triple Play,99 could bring around the warm

feelingof Summertime ball playdithits

decefit graphics, interesting afid fuiny com,
mehtary and slick interface, but the game’s

choppyaanimation and graphics femind me all

00 much of the rigid, cold winter. If you can
manage to overlook the animation, you're

left with a fun baseball game with 2 Ioad of
options,and a goodiilimber of m

play:Hlike Two-player Made the best. IWI'I
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REPLAY

Featured In: N/A

It's an overwhelmingly average addition to
the Castlevania saga which fails to excel in
any particular area. Yet again you jump from
platform to platform, killing bad guys and col-
lecting objects with no apparent use. But
what's this? Unless I'm mistaken the game
uses almost exactly the same engine Castle-
vania II: Belmont's Revenge made use of. No
wonder it all looks so familiar. The main pro-
tagonist may be a woman this time, but aside
from a gender swap there’s ittle here to dif-
ferentiate CL from its predecessors. The level
design is unimaginative at best (lft-right
scrolling, jumpy-jumpy action prevailing
throughout) with attacks coming from bats,
snakes and zombies, each with predictable
attack patterns. Even the now-familiar whip
power-ups offer little excitement in the quag
mire of mediocrity. It's a shame really; GB
game design has come along so far in recent
years but it seems that Castlevania has failed
tocateh up: Even the Bosses failto spice
things up. Learn their fairly simple attacks
and you can sail through each confrontation
relatively unscathed. Doesn't look good, does
it? Add to all of this some fairly ropy collision
detection (grabbing ropes and avoiding zom-
bies can bea hit-or-miss affait), and you have
something that can only be described as a
disappointment. Suchashame. . John D

The Castlevania series has made huge strides
on every console but the Game Boy. While
this newest Installment packs the basic
Castlevania ingredients (familiar monsters
and level design, etc.), it’s too short, and the
control is often unforgiving. | died too many.
times simply because | missed what should
have been a simple jump. At least you get a
decent remix of the Castlevania theme (sdme
thing | missed in SOtN).

Legends is moderately amusing for the three
or four hours it takes you to play through it,
but overall | think it could've been much bet-
ter. The game engine is archaic (it the same
one; more o less, as the GB Castlevanias
from seven or eight years ago), and there just
isn't much depth to the gameplay at all. The
Standard/Light Mode idea is pice; but either
way—with ust five stages, you'll be done
with this one in a mere day or two.- Jofin R

I can sum up this game in two words that go
togetherall too well: short and easy. The
game may give you a standard Castlevan;
type adventure with its spooky levels, music
and inventary system, but that's about where
it énds. This installment in the Castlevania
series is best suited as a training course for
aspiring Castlevania gamers. If you've never

| is10ke)d 30 12quInN
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WARIO LAND Il
o

Featured In: N/A

Wario Land Il demonstrates how coupling
traditional side-scrolling gameplay with a few
new ideas can work wonders. Wario Land Il
reminds me of so many old-school platform-
ers, yet it’s like nothing I've seen before. The
primary feature that sets this game apart
from others before it is your invulnerability.
You can't die i this game; you simply get
squashed, set on fire, turned fat and a whole
host of other unfortunate conditions. The
cool part? You can use these maladies to
your advantage to access secret areas (for
example, fat Wario can break special blocks).
1 can't recall a recent game where | wanted
to get hit by enemies. Speaking of secret
areas: They're everywhere. Eventually, | was
driven to obsession trying to find every coin
in every level so | could play the minigames.
1 have two minor complaints. First, some
secret areas seem impossible to get to (I
could see them, | just couldn’t visit them—
maybe Ijistlack the skillz). Second, the
game should've included more than just the
two minigames, But overall, Warlo Land Il is a
very satisfying experience. It’ fun and full of
technique. Itwill provide hours of fun plat-
form jumping and puzzle solving (and | mean
his game is huge!). Wario Land I}
may go down as one of the finest titles the
Game Boy has to offer. Dan

This is easily one of my favorite platformers
onthe GB. Controlling the grumpy hero is a
joy throughout and the non-linear and varied
gameplay was enough to keep me wander-
ing the office, GB in hand, trying to get to

the next chapter. What better recommenda-
tion do you want? Best of all, the Bosses are
cool and there’s so much varietyto the crea-
tures that you encounter. A refreshing change
from the pattern-based norm. John D

If you're going to take the time out to sit

down and play.a game on a tiny screen, you
might as well have fun doing it. That's where
Wario Land If comes in. Games like this.

make owning a Game Boy well worth it.

Sufe, the graphics are pretty good for the GB,
but that's not what makes this one a winner.
Wario Land Ii gives you gameplay that great
games are made of. Don't overlook this one
just because it on a handheld.  Shawn!

Wario Land Il is the first “must-own” Game
Boy game of 1998, and frankly, it’s one of my
favorite Game Boy games to date. Fans of
the old Mario platformers, where exploration
is emphasized and secrets abound at every:
turn, are going to be in love with this vast,
VERY nicely designed game. The levels are
huge, the varied gameplay is top-notch, the
minigames are cools.t honestly have no
complaints at all. Great game.
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HOW TO READ THE TOP 10 CHART Run for your lives! NFL Bltz puts

Crispin on the f

Fresh off a touchdown and deep into third-period overtime on

) ) the office NFL Blitz machine, Crispin—pitted against Blitz guru
_ditors'Cholce Award___ 4 John Ricciardi—opted to go for the two-point conversion for
# Consecutive Months On The Chart the win rather than settle for the free point and a tie game. He

picked a simple slant-right running play, zinged it to a running

Rank Number back, then fumbled a mere yard from the goal line after spin-
ning one too many times. Cris’ response: He picked up the
orange safety cone we keep near the machine—dubbed the
Cone of Violence for just such occasions—and lobbed it
through a closet door.
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BLITZ BOWL RULES
NO PURCHASE NECESSARY

Who May Enter: The Bliz Bowl Sweepstakes is
apen toalllegal residents ofthe Urited
States, except residents of Tennessee, employ-

ees
of WMS Industries Inc., Midway Games Inc.,
or thei subsidiaries, related parties and their
immediate families. Al federal, state and local
laws apply. Void where prohibite

Contest sponsored by Midway Games Inc.,
3401 N. California Ave. Chicago, IL 60618

Deadline: The Bit2 Bowl Sweepstakes begins
on February 1, 1998.To b eligible, all entres
must be received no later than 11:59 pum.
Central Standard Time o June 30, 1998.
Sponsor is ot responsiblefor mechanical
erors, typographical

orprinting erors,lost tolen, ate or misdi
tected mail third-partyinterference or electi
cal,network, computer, hardware o software
maifunctions.

To Enter: Participants may enter the Bitz Bowl
Sweepstakes in two ways: (1) By prining on a
3.x5 card or an officia entry blank (available
at participating arcade locations) a score the
participant achieved by playing the BLITZ
coin- operated video game (such as Bears 28,
Packers 24), the location where the game was
played and the date the game was played,
along with the participant’s name, age, valid
ress and phone number, and sending that
entry to BLITZ BOWL ENTRIES, PO. Box 52990,

National Football League teams and a score
selected by the participant

as f those teams had played a football game
(such as Bills 35, Cowboys 17), along with the
partcipant’s name, age, valid address and
phone number, and sending the card to: BLITZ
BOWLENTRIES, P0. Box 52990, Dept. 11976,
Phoenis, AZ 85072-2990. Enter as often as you
s

Prizes: Grand Prize (1: A ipfor 2, ncluding
overnight accommodations, to te 1999 Pro
Bowlin Honolulu, Hawa (Approximate Total
Retal Value: S4000) FirstPrize 0): Digitization

Monthly/ EGM* magazines (Approximate Retail
Value: 524,97 each) otal prize value: $4599.75

0dds: Odds are dependent upon the number
of entres received.

Selection: A computer vs. computer game of
Blitz, the BLITZ BOWL will be played at the

offices of Midway Games Inc. on July 7, 1998
with randoly selected NFL teams, All entries
with the same score willthen be placed into a

availabl, emaining winners willbe chosen
randomly from the remaining entres, All deci-
sionsof the judges re final and binding inall.
respects.

Notfication: Winers will be noifed by
ovemight courie and)/or telephone on or about
July 10,1998,

No mecharical reproductons o etres by fac-
simie or electronic transmission. Winners wil
be required to complete affidavit of eligibilty,
waiver of iability and publicity release, which
 be returmed within 15 days of recelpt or
any prize reward will be void. If winner is
under the age
of 18, winner must provide signed parental
consent, in a form provided by the Sponsaor, in
order to eceive prize. Limit one per house-
hold. Allprzes will be awarded. No substitu-
tion or transfer of prizes, Taxes are the respon-
sibilty
of winners. By partcipating winners consent
o use of their name, address and lkeness for
advertising, promational and publicty purpos-
es without additional compensation, except
where prohibited by law. All enties become
he

it
property of sponsor and willnot be returned.
Winners' List: For a winners'ist, please send
a self-addressed stamped envelope by June

30, 1999 to: BLITZ BOWL WINNERS LIST, PO.
Box 52912, Dept. 11977, Phoenix, AZ 85072:
2912
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Strategies To Get You Started On The Hottest Games
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@ Ghost in the Shell

LEVEL SELECT, ANIMATION SELECT AND HIDOEN PICTURE
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Extreme-G
PROGRAMMERS' FACES

Beast Wars
POWER-UP WEAPONS, MISSION SKIP

There are a couple of

tricks you can do
while you are in a
mission to help you
out right from the
start. You have to do
these codes quickly

to pull them off.
To power up weapons:
Pause the game, hold  Pause the game and enter one

L2 and quickly press
Up, Down, Left, Right,

of these codes very quickly!

ARMORED CORE
Hidden Abilities.
800087200004
80039d200004

AUTO DESTRUCT
Infinite Armor
800a86a00800

GEX: ENTER THE GECKO

Have All Remotes

80097550707

8009755€0707

800975600707

800975620707

800975640707

800975660707

800975680707

800975720300

800975740707
80097580ffff
800975820fff
80097584ffff
800975861fo0

MARCH MAD-
NESS '98

Full Momentum
Home Team
801081980064
MARCH MAD-
NESS '98

Full Momentum
Away Team
801081980000

Triangle, X, Square Connnue to hold L2 and

unpause the game.

To complete the current mission:
Pause the game, hold L2 and quickly press Up,

Down, Left, Right, Triangle, X, X, Triangle, Right,
Left, Down, Up. Continue to hold L2 and
unpause the game.

Bloody Roar
MULTIPLE CHEATS

There are several cheats you can get for this
game. Follow the directions for each to get the code.
Big Head: On “Normal” setting while on the Character
Select Screen, hold L2 and
choose your fighter with the
Circle button.
Large Arena: If you beat 10
opponents in a row in the
Survival Mode, you will be able to
increase the size of the arena.
Regenerating Life Bars: Finish
the game with Bakuryu on Level
Four or above.

Big Arms: Beat the game Do the requirements to get the
without continuing on Level codes such as Big Head to work.
Four or above.
Small Fighters: At the Character Select Screen, hold

R2 and choose your fighter with the Circle button.
School Girl Alice: Beat all the opponents in Time
Attack Mode in under 10 minutes.

NASCAR 98

VARIOUS GAME CHEATS

There are a few tricks here that will
affect the type of car you have or add
some kind of effect to it.
EA Sports Car: This trick can only be
done in Exhibition Mode. Go to the
Race Setup/Car Select Screen and

In Exhibition Mode, you can now
race as the cool EA Sports car.

highlight the Kenny Wallace car.

Then hold X and press Up and Down.
Faster Car: To build a faster car you must go
into the Car Setup Screen. From there put the

®

pressure all the way up, the wedge all the way
down, the rear spoiler all the way down and the
gear ratios all the way up.
Pinnacle Car: This trick only works in Exhibition Mode as well.
Go to the Race Setup/Car Select Screen and highlight Bobby
Labontes’ car. Hold X and press Up then Down.

GameShark Codes €

RAY TRACERS
Infinite Nitro
80058a4003b6

RESIDENT EVIL 2 (CLAIRE)
L1+L2 Health Restore
dooc623c0005

8ooc7c4200¢8

RESIDENT EVIL 2 (CLAIRE)
L1+Triangle For Grenade Launcher
dooc623c0014

8ooccg3offog

RESIDENT EVIL 2 (CLAIRE)
L1+X For Grenade Launcher (Fire)
dooc623c0044

8ooccg3offoa

RESIDENT EVIL 2 (CLAIRE)
L1+Square For Grenade Launcher
(Acid)

dooc623c0084

8ooccg3offob

RESIDENT EVIL 2 (CLAIRE)
L2+Triangle For Bowgun
dooc623c0011

8oocco30ffoc

RESIDENT EVIL 2 (CLAIRE)
L2+Square For Spark Shot
dooc623c0081

8ooccg3offoe

RESIDENT EVIL 2 (CLAIRE)
Ra+Triangle For Submachine Gun
dooc623c0012

8ooccg3offof

RESIDENT EVIL 2 (CLAIRE)
R2+X For Rocket Launcher
dooc623c0042

80occo30ff11

RESIDENT EVIL 2 (CLAIRE)
R2+Square For Gatling Gun
dooc623c0082

8oocco30ff12

RESIDENT EVIL 2 (LEON)
L1+L2 Health Restore
dooc646c0005

8ooc7e7a00c8

RESIDENT EVIL 2 (LEON)
La+Triangle For Magnum
dooc646c0014

8oocch68ffos

RESIDENT EVIL 2 (LEON)

L1+X For Custom Magnum
dooc646c0044

8oocché8ffob

RESIDENT EVIL 2 (LEON)
L1+Square For Shotgun
dooc646c0084

8oocch68ffo7

RESIDENT EVIL 2 (LEON)
L2+Triangle For Custom Shotgun
dooc646c0011

RESIDENT EVIL 2 (LEON)
L2+Triangle For Custom Shotgun
8ooccb68ffos

RESIDENT EVIL 2 (LEON)
L2+Square For Submachine Gun
dooc646c0081

8ooccbé8ffof

RESIDENT EVIL 2 (LEON)
R2+Triangle For Flamethrower
dooc646c0012

8ooccbé8ffio

RESIDENT EVIL 2 (LEON)
R2+X For Rocket Launcher
dooc646c0042

8ooccb68ff11

RESIDENT EVIL 2 (LEON)
R2+Square For Gatling Gun
dooc646c0082

8oocch68ffi2
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Electronics
Cool Places
New Media

T Cool stuff you could probably live without, but shouldn’t you could probably live without, but shouldn’t

Chimp Handlers
The idea here is simple: Stick
your hand in the chimp's rear
and do your best primate imper-
sonation. What could be more
fun than that? This ape is just
one of many in Mask llusions’
line of puppets called Hand
Critters. Others include a cat,
a buffalo, a rhino and a doctor.
They're strange but very cool.

@ Board Your Keyboard
Taking interactive to a whole different
level, the Millennium Falcon playset from
Hasbro lets you take control of the Falcon
WA in the privacy of your own home. By
4 o %\ strapping the device to a standard
computer keyboard, installing the
included software and working
the levers and buttons on the
miniature cockpit, you can
watch your monitor as you

cruise around at warp speeds.
T price Around $12

Price Around $50 For More Info N/A
For More Info Phone (800) 266-6275
www.hasbrointeractive.com
Phone (800) 400-1352

@ A Whole Lotta Manga
McFarlane Toys easily has the coolest action figures on
the market today. To keep the ball rolling, they have a
load of action figure lines due out this year. Pictured to
the left is Manga Samurai Spawn and to the right,
Manga Freak, both from Manga Spawn Series 2. Other
lines to look for are Spawn Series 11, Movie Maniacs
featuring Jason, Freddy Krueger and Eve from the
upcoming movie Species 2, plus many others.
Needless to say, it's time to get your wallets prepped.

Price Around $15
For More Info WWw.spawn.com
Phone (888) 99-SPAWN or (888) 997-7296

@ 1t’s Never Too Late

The first Resident Evil may have come
out more than a year ago, but that isn't
14 stopping Toy Biz from bringing us a
All of the i whole line of action figures based on
items in this . ( characters from the game. And really,
month’s Get = 3 we can't say we mind! Each detailed
Some! are some of LY character due out in June comes with
the products shown at > 2 " different weapons and a monster. Also,
this year’s Toy Fair in New . look for RE2 figures later this year.
York. Toy F: .
show like E, except it’s just A Price Around $10
for toys. Look for more For More Info
products from the show in www.primenet.com/~btn/aft.htm
upcoming issues of EGM. Phone (800) 634-7539



ADVERTISER INDEX

CAMIN
S ONTHIVS

ACam . ..o 7,76-77
www.acclaimnation.

Activision

www.activision.com

www.advfilms.com
ASCII Entertainment
www.asciient.com

www.atlus.com
BRE Software
www.bresoftware.com

@)) All the Latest and
Best Video Game
Gossip, News and
Info...24 Hours Day

or Night!
All By Phone!

www.cdmag.com)/chips. html
Eidos .

www, uansmleudwe com
Electronic Arts.
www.EA.com
Electrosource
www.electrosourceinc.com
Game Express.
WWwgexpress.com

GT Interactive Ent .
wwwgtinteractive.com
Interact Accessories.
www.gameshark.com

) Listen to Quartermann
Gossip Before It's
in EGM/

) Call and Record
Your Own Reviews
& Tricks!

) Get the Latest
EGNP Tricks, Codes
& Strategy!

wwwjaleco.com
Japan Video Games

www.midway.com
Milk Processor Promotion Board
wwwwhymilk.com

) Listen to Actual
Review Crew
Game Ratings!

Be sure to get your parents’
permission to use the
PRE-VIEW line if you are
under 18 years of age.

ELECTRONIC
[ ]

www.sega.com

www.sony.com
Sony Music-Columbia
Tecmo, Inc.
WWW.Aecmo.co.jp

Working Designs
‘www.workingdesigns.com

Videoame nvasion!
CALL 1-9'-PHE-

VIEW FOR

RECENT
WINNERS!

Game.com Sal Lavato, NJ,
Christopher Winter, OR, Gregory
Hard, MA » Peter Matia, IL

Brain Warp Andy Kiser, TX

Andrew Donovan, IN

Light Wars Frank Harvey, VA « Travis
Blackburn, OR * David Garlow, NY
Lights Out Cube David Drucker, SC
Chris Howard, IL » Zack Stamp, MI
Jesse Bergamy, GA

Last Out Josh Cunningham, IL »
Steve Tranholm, MA « James
Eldridge, MA Travis Fernandez, Wi

Winning is really fun! To play, just
enter our contest area and answer a
series of cool and easy video game
trivia questions!

HERE"S THE STUFF

LightsOut® Cube

L\

g
Light
Wars™
TOYS PROVIDED BY TIGER ELECTRONICS!
TIGERET™

RS,

www.tigertoys.com

Brain Warp® Laat oite

& Shirt Front and

Shirt Back
EGM Hat!

Emblem Detail

roduct Names Are Trademarks or
Reg)slemﬂ Trademarks of Tiger Electroncs, In.
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Computers have changed the way we work,
play, and now, vegetate.
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BRE Software [ gy EXIYSI

Credit Card Orders: (209) 432-2684 e S o o P s s
24 Hour FAXBACK Information System: (209) 432-2644 '"“"

5/31/88. No copies accepted. If we can' fill your umw within 30 days, we w-u
-Mail: info@bresoftware.com . e your order,payment,and his coupon to you. EMS _ 1

Send us your old games/systems

Receive a check back or purchase other titles of your choice
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1080 SNOWBOARDING
GAUGE

HE 34,
INTL SUPERSTAR SOCCER .00
KILLER INSTINCT GOLD 44.95/20.00
LAMBORGHINI 64 49.95/22.00
LEGEND OF MYSTICAL NINJA
a‘CEYHE DARK AGE n
s i PlayStation .
WSCH\EF AK 34.95/14.00
G mmm“ 3 RSO bl ] £ ol I MWNOLOG\ES SUBZERO. 4852400 | | Sony e o Carﬂ 1695
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US N64 Titles
Mission Impossible
Mystical Ninja 64
NBA in the Zone

**Yoshi's Story

Art of Fighting Twin

Dead or Alive
Dungeons and Dragons
*“Magic Knight RayEarth

Hybrid Heaven
Kirby's Air Ride
Legend of Zelda

Ninja
Zor0 Divide: Final Conlict

Ash to Ash
Crisis City
0.
Enigma
Fighting Spirit
Gal Act Heroism
The Hou:
Keriotosse, Loose J K?r:;uu-nun [
Princess Maker 2

Sakura Wars 2
Shining Force Iil - Senario 2
Super Advanturs Rockman
Super Robot We 3
‘Toki Meki Memorial m- a .‘,.‘3':.
Winning Post 3
World Soccer RPG

arasite Eve
Playstadium 3

-type 4
Super Adventure Rockmay
Shining Forces Il (US) *TEKKEN 3

Tower Dream 2
**Soundtrack Available

Bloody Roar
Breath of Fire Il
Dead o Alive
Need for Speed il
Newman/Haas Racing
Pittall 3D
Point Blank
Power Boat Racing

Redlin
[Resident Evil 2 *soundirack avall

of y
King of Fighters ‘97 (KYO)
st Swor

: ‘\ev

Gundam BattleMasters 2

Orders
| 212-290-0031

NYC area_Inquires call:

| 212-290-0426

New Location!
136-04 Northern Boulevard, Flushing, NY 11354
& U Agbieazniarer

Ty
/85 L
N AR
ey
e v

Adfl(?&:&:ﬂ

' and Creberys

Wolverine vs. Al
Magneto vs. Ryu

EMAIL US AT: order @ gexpress.com
Direct all Inquires & Payments to the GE Headquarters at: 126128 W. 32nd St., New York, NY 10001 Tel. 212- 290 uo:n Fax‘ 212.290-0432
Showrooms:167 Gien Cove R

OVER 2500 TITLES IN STOCK, LOWEST PRICES
Carle Place, NY 11514 _Tel 516:2484911 +
557 Bocaiur Ave. Brome, NV 0455~ To 716.095 4886 -

Ave, Quoens, NY
§2.50 Steimway S, Astora Ky 1103
aow
s Y

Tol 7187395045+
ol 716781513

1464 Rodaway Py, Brockin, NY 11236
+"534 86th St., Brooklyn, NY 11209

St. Brockyn, NY 11209 Tol 718.8330508
ol 718.635'0588

FF VI n G. Keychains 14 Characters; $9.99 for a set of 2

Action Figures

Sailormoon
117 Dolls #1-9'$29.99 ea.
TP Tuxedo Mask 11" Dols $29.99 ea.
T Chibimoon Super S 8" Doll $29.99 ea|
Sailormoon Super S Doll $29.99 e

Posters: 15t $7.00; o3, add. $5.00 ea.
Petite Figures v.1

Tt OB $76.98 e,

r Belt $24.99 w/B discy
g-up Compact $24.99

[FSUPERBATILE GOILECTION |

RAmiRinank
wunm*

ACTION FIGURES sus.w
082 upe i Cotecion 127 NEW 111 v.27

**Model Kits Also Aval.

#1Vakyrie VF-1J#2S. Vakkyre VF-1S #3 Vakyrie VF-1D

|
#4'S. Valkyrie VF-1A #5 5 VIIKWIB

ST

1A Max Type

#8.G
v 0

o
#12 Super Genvalk
Milia Type.




“YOUR #1 SOURCE OF AMERICAN AND JAPANESE VIDEO GAMES

] NINTENDO 647

IMPORT
IMPORT Tekken 3
Sim City 2000 New Japan Pro Wrestling 3
Wild Chopper Samurai Spirits 1 & 2
Mahjon Master Parasite Eve
Puyo Puyo 64 Bushido Blade 2
Dual Heroes Dead o Alve
Hiryu-No-Ken Twin Zero Pilo

Virtua Prowrestiing 64 Gumjam Banle Master 2

Doraemon
Zelda

Chord 0 Jet Rainbow Wing
Namco Museum Anthology
Ultraman

Choro Q'3

Gunbike

Chocobo Dungeon

Tales of Destiny

S.
Xmen vs Stoet Fighter

g = Bloody R
Dead or Alve 3
KO Now you can play import N64 games on U.S. Nod system with Nod| Bgz;"zf%gé‘e’}fg"" y
all |comverter $15 Klon
*Please Cll o any it no isted above. =
] San Faniscofush T oo b
3

Breath of Fire 3

Point Blank : s F P
<~ SEGA SATURN iegaman Neo Y : ! Pa
Saga Frontier ¥ (
- i | PravoN rALL;
- ; v ae Sl i §

 NEDCD 569 WITH ANY GAME OF YOUR CHOCE.
W cayNeo GenCD nd e Go i games. King of Fighters 97

Dragon Quest 3
Dragon Ball Z3
Yu Yu Hakusho 2

Cloud, Tif Aerith, Barrett set of 4 for-$49—

B ]
) | m..,.,..q:.m BRAGONDST 8588 Vincent, Sephiroth $20/ea.
DBZSupevBme "
Collection Action
ovav | [ A i*’k‘x il * oo A
s32Price From | | e i f. .. 01
$1210$18EA. | |wywy mu mn womn| | mH wSWE WU WMEWE W3 mAMRWAWNWS -. YR TRE TR TR

g ORDER HOT LINE:  pegler & Wholesalers Welcome Lzl —|
626-281-9282 7101w Las Tunas, San Gabriel, CA 91776 / Fax: 626-456-6845 [TO | [N
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Day 42.The standoff continues. Suspect presumed paranoid. Has been known to roam dungeons and consort with bardits and sprites in Shining Force 111 i :
Believed to be mutilating and blowing heads off zombies in House of the Dead. Purported member of Panzer Dragoon Saga cult, which claims that
ancient, morphing “dragon friend” holds the key to salvation from evil. Approach with extreme caution: suspect knpwn to use thumbs when threatened

For more info or to order call 1-800-SEGA-SALES or visit www.sega.com v ; o -



