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2 Al’cdde Arcane takes a look at Ace Driver and. . oh,
what's that other game.. that's right, MORTAL KOMBAT liI!

T-AN K

Virtua Racing Deluxe 32X
Rocko’s Magic Life SNES

Road Rash 3 MEGA DRIVE
SeaQuest DSV SNES

Theme Park MEGA DRIVE
Toughman Boxing MEGA DRI
Mickey & Minnie: Circus My EGA DRIVE
BC Racers MEGA CD

50 Return Fire 300

Alone in the Dark 3 PC/PC CD ROM
Rise of the Triads PC/PC CD ROM
Hell PC CD ROM

Dragon Lore PC CD ROM
Discworld PC/PC CD ROM

always
We go throdg

> Pratchett .vrerl
m with Terry Pratchett, the creator of Discworld, 258
‘mew PC adventure from Psygnogimthat s based on his com

lyerse

ic-

Byte Size

Demolition Man 3D0O
Shockwave: Operation Jumpgate 300
Cannon Fodder MEGA DRIVE
Guts SNES

Smash Tennis SNES

Virtuwoso PC/PC CD ROM
Hokum KA-50 PC/PC CD ROM
Retribution PC/PC CD ROM
Star Reach PC/PC CD ROM
DesertStrike PC/PC CD ROM
Warcraft PC/PC CD ROM
Whaky Wheels PC

On the Ball PC CD ROM
Soccer Kid PC/PC CD ROM
Marathon MAC

Under a Killing Moon
Relentless: Twinsen’s Adventure r.. 2

Cheat Mode

Letters/Hypermart
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I've been trawling the et quite a bit yecently
and it's given me guite a few [ ashbacks
to the early days or videa gaming. Back when |
was a youngster (ike about 12 or sa) all
adventure games were text-based Zork was the
pinnacle of my gaming life ‘apart From frantic
bursts at Pitfall and River Raid an my Atari
2600) and | never even dreamed that ong day
Zork game would reature l(]ltlSE
actars. €b quality sound and Full-mation
video. Times, they gerpainly are a changiny..

But eneugh ar my OTd IT{Eln l‘aﬁ\ble
flet’s Face it, I'm only 23), what I'm getting
back ta is the Net and how games are played
there. In the MO0S and ! UDs that 1ve
been ta there have been all sorts af characters,
plots and happenings and while it's all text-
based, it's a F\ell of a lot of Fun because
instead of solving a pre-programmed puzzle or
talking to a standard ngn-playing character,
you're act alri ta kmq and playing
with rear gﬂ @ irom right around
the world. And as we always say here at HYPER,
it's mot the graphics that are important, it's
the gamenpiay.. / 'ﬁ

Net games are obviously gaing to increase
in sophistication and na douby we'll pe logging
in'to play Descent or nua @ with
strangers rrom the other side of the globe
sametime soon. In the meantime, game
producers are increasingly looking at MU ti-
player options for new titles, and it's about
time taa because let's race it, playing with
yourself for taa long is not much Fun
Galthough ) do knew some people whe can't!get
enough of it) Check ous oyr article an multi-
player games for our ple af the bunch.

As you might be able to tell from our COVEr,

w vy alsargot the, lanest LucasArts errort,
FUE” Thl‘Othe For you to perve at
as well as the mast excellent Raad Rash 3
from Electronic Arts. Apart from these hard=
core biker rests there's tonnes of ather hot
games, cheats and news inside, so grab d
friend and read it together fand don't forget
to enter aur amazing COMPEtitions either)..

Stuarft

The United

Outrageous! Fantastic! Unbelievable! The Colour Game Boy is
herel Hang on a sec...lemme read that press release again... Oh,
um, well, the cases are in colour (like, grey isn't a colour?). Well,
| suppose this is still a good thing...sigh.

Actually the new plastic looks excellent and your favourite
porta-gamer is now available in yellow, red, black and a funky
transparent case. Who could have imagined the Game Boy could
look so sexy. It's time to donate your old and unfashionable
Game Boy to a younger relative, and get happening with this
must-have new accessory.

But wait, there's more! As well as a sharp new look, the Game
Boy is about to be furnished with a host of extremely hot new
titles, including a specially converted version of Donkey Kong

‘Country - Donkey Kong Land. The big N claims that the game is

fh,!ly rendered! That'll be interesting to see on a low-res LCD
screen, so we can't wait! Also coming are Kirby's Dream Land 2
and Mario's Picross. Seems there’s a bit of life in the old dog yet.

EA Buys Bullfrog

\ General Motaors, General Electric, General Pants - General
" Games? The world sure does seem to be heading towards a state

of multi-national Super-Corporations, so why should games miss
out on the fun? Accelerating their rollercoaster ride towards
global\gaming domination, Electronic Arts have purchased the
English outfit Bullfro

These é{pver laddies are responsible for such gaming gems as
Syndicate and Magic Carpet. The buy-out fits in well with EA's
portfalio of \gaming genius. Recent take-overs include Origin
(Wing Commander, Ultima) and Distinctive Software (FIFA
International Soccer, NHL Hotkey).

\ Conspiracy thearists might suggest it all smells a bit like the

Big Brother syndrome, but we don't care. With EA’s massive
budget and the freedom they usually give designers, we'll
blissfully ignore any evil side-effects\and happily look forward to
bigger, better, faster, more.

..and gives us cheap games

Meaawhj}é, in these harsh economic times, it's refreshing to see
Electror]jé Arts doing their bit to help out cash-strapped gamers.
To make life easier, they have re-released some very attractive
oldigs"' at truly stupendous prices...Actually they probably just
want to squeeze every last cent out of some older titles - but hey,

good games are good games.
/ PC'ers get Strike Commander, Privateer, Syndicate Plus,

Jordan in Flight and Ultrabots - a mighty respectable collection
and the prices start at just $19.95, pretty good for an almost
current CD game.

For the Mega Drive, each of the Strike and Road Rash games
start at $39.95, while for $49.95 you could pick up NBA
Showdown 94, PGA European Tour Golf, FIFA Soccer 94 or
Andretti Racing. Cor! Go get ‘em!




Kombatting on PC

You can stop practising fatalities on your baby sister, because
the long awaited Mortal Kombat 2 is making its debut on the PC
anytime now. Critics who wrote the PC
version off, claiming the game will never
make it prior to MK 3 hitting the arcades
will sure have blood...er, egg all over their
faces. From what we have seen, the game
has been well worth the wait. Acclaim have
tweaked and enhanced all aspects of the
game to such an extent that it promises to
give the SNES/Mega Drive versions a real
run for their mone

Not only are the graphics larger, crisper and
more defined, the sound has also been given
a facelift to add a new dimension to the
game. For example, don't expect the stock-
standard “You Will Diel" vocals from Shao
Kahn. His vocabulary also includes new gems
like "You weak pathetic fool” and “You are
nothing”. And the blood! Forget about any
bloodcodes, the game comes equipped with
buckets of it. Not for the squeamish.

Unfortunately, the game will require some
serious hardware to run on. Anything less
than an 8MB 486/DX 33 and you can for
forget about playability. Prepare for the
ultimate beat em up to hit your PC! Full
review next issue.

L «d3dAH
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Oh Yeah! PC players are
about to experience a fun rush
previously reserved for console
freaks, for Micro Machines 2 is
coming to the PC. It may only
take one play session before
they leave their flight-sims and

Micro Machines 2 goes PC

strategy games alone for
weeks.

As a single player game
it rates as ordinary, but
plug some chums into
the action and Whoa
Mama! The caper is to
race teensy racers
around areas of an aver-
age house, average
except that it's seen in
extreme close up. Rip
around the pool table,
skirt around the sink,
blast through the bath-
tub. It's amazing
fun...no, really, it is,
There are 51 tracks and
17 different land, sea
and air vehicles to play
with.

Race rules are a little
unusual, but quickly
become addictive. In multi-player mode the points are awarded
to the first player to “leave the screen”. This happens several
times a race, with points tallied at the end. The end-result is a
frantically paced race of desperado techniques and fierce concen-
tration.

Micro Machines 2 is coming soon on PC and PC CD-ROM, and
believe us, you just gotta get it

Slip Into The Glove

The quest to find a better
alternative to the control pad is
surely mankind's most hon-
ourable and worthy pursuit,
right up there with the search
for alien intelligence and a 100%
score in Donkey Kong Country.
It is with immense pleasure then,
that we announce the imminent
arrival of what could well be the
salvation for long suffering
gamers everywhere

The Glove is more than just an exceptionally sharp looking
fashion accessory, it is a gaming interface that provides both
intuitive and RSl-free fun. The concept behind its function is
beautifully simple. Positioning your hand in a handshake-ready
position, the thumb is used to tap your fingertips, each of which
corresponds with A, B, C and start. Movement comes with a
quick wrist movement for left, right, up and down.

Fast-paced and complicated games like MK2 and SF2 show off
The Gloves advantages best. This is not just another gimmick, it
works well and deserves success.

Available for both the Mega Drive and SNES, The Glove should
be appearing in your favourite game shop soon

Sega in Deep Water

After years of knowing all there is to know about games, Sega of
America has finally come to the momentous realisation that it's not
just kids that play video games. The shock of this revelation has jolted
Sega into action. Some bright spark at Sega HQ figured that if a whole
new market of grown-up gamers are hankering for more mature
games, then perhaps a few billion dollars more is out there to be made.

The end result of a no doubt intensive market-research cam-
paign is the Deep Water label, The logo shows a sinister looking
shark in silhouette, with the connotation being that kids aren’t
allowed in the deep end because it's mysterious and dangerous.
Sounds like a magnetic enticement for kids if ever there was, and
the first game on the label will be Eternal Champions on the
Mega CD which isn't exactly an “adult” game.

The label will be seen on a new generation of “mature”’ games
though, and will appear across all platforms in the Sega stable -
including the Saturn. Sega says they're not trying to replace the
current ratings classifications system, merely supplementing it with
a more identifiable way for consumers to buy appropriate games.

We think this is a good thing, For years adult gamers have been
patronised by ignorant game houses stuck in a mind-set that assumes
only kids play games. Grown-ups have to spend thousands for a
decent PC setup to access .
electronic entertainment more
in tune with their tastes. Sega
of America's move is a
refreshing though overdue
one, we just hope that their
words are followed up by
products that make the grade.
And that all the Deep Water
games come to Australia...

Out-freaking HYPER #15's Raiden is a tough ask, but these
two have a certain special quality that makes them contenders.
Probably because of their most freaksome faces - which they're
not afraid to hide.

Ross and Thomas like listening to Abba Gold on repeat, don't
mind a bit of dress-up and think Karaoke to John Denver is a
cool thing. Tupperware parties and the study of Gerbils also rate
highly on these lad's list of fun things to do.

Their friend, Paul Abad sent us the photo, but didn't say where
they're from, which is probably sensible. So wherever you are
Ross and Thomas, please stay there. But what the hey, we love
you guys because you're freaks!

Exhaustive scientific tests have proven that these dysfunctional
misfits aren't the only bizarre beings out there. If you have what
it takes to qualify for freak supremacy, then send in those happy
snaps with a few words proclaiming your freakability to

HYPER

Freak of the Month
PO Box 634
Strawberry Hills
NSW 2012



Virtual Fiction

Snow Crash - Neal Stephenson
(Roc -$14.95)

Vurt - Jeff Noon
(Pan - $12.95)

Literary ideas about virtual reality have by and large been domi- does with some
nated by the “goggles and gloves” approach first described by gusto. That the
William Gibson and later developed into systems such as Virtuality.  book attaches the
Some new literature, however, is throwing up new visions of VR. katana wielding

Jeff Noon's Vurt gives us the most improbable VR medium yet  Hiro to an incredi-
conceived: feathers. And while the idea of experiencing VR by  bly hip skateboard
putting a feather in your mouth is patently absurd, Noon's vision  courier, her artifi-
of VR as part drug, part television, part shared hallucination and  cially intelligent
part hyper-reality makes a lot of sense. skateboard, a * —

Noon's ‘Vurt feathers' are ‘programmed’ to some degree, and  Mafia run Pizza delivery franchise (Pizza in thirty
you take them by putting them in your mouth and tickling your ~ minutes or a personal apology from the Godfa-
tonsils. The novel crashes through an incomprehensible Mancun-  ther), a homicidal maniac with a nuclear bomb in
ian landscape of psychic cops, hybrid dog-people, ecstasy inducing  his trousers and a megalomaniacal Christian
bullets, incest and the adventures of a naive young man called  evangelist who has bought a nuclear aircraft car-
Scribble trying to penetrate the inner mysteries of Vurt and swap  rier, just adds to the fun. Snow Crash is a swash-
an edible alien for his sister, who somehow got sucked inside virtu-  buckling romp through a thousand great ideas,

SNOW CRASH

g ‘Refreshing,
insi _ disturbing
b and original’

al reality. It may sound silly but Vurt is well worth seeking out. and demands your attention. ; The |ndependent
Neal Stephenson's Snow Crash is a bit more sensible, creating a Slinon Sharwoad .
Virtual Street which can be visited by anyone with access to a ter- -

minal. The Street is a fully rendered graphical metaphor, in which
your computer enables you to build a house or an office, as well as
any graphical representation of yourself that you desire.

On the street you can talk to people, exchange data, even indulge
in sword fights, as the book's main character, Hiro Protagonist
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Irsantly save your
poaltilon anywhere in the
gane (real time save). What is
"real tims save®?.

This lunction will mllow you %o
save your position anywhere in the game
and then go back amd play it from
aaved position. Unliks other .
still get to play the

same speed
oVerseas counte
It will also give » L
sareen picture with HO n‘iy s
horizontal borders (no more dre 4
"lettarbox" effect) AND you will al
‘be able to play those ETSC ONLY game
. (games that come up with "this
‘gamepack is not desigred for use with
your Super NES" ...etc, or those
converter to run). This will net
oartridges or disk systems, and
guarantes on all work perf
STEALTH, INFRARED JO¥
Stealth inirared Joypad &
provide gamers with a seolu
tangled-up cords & more
mansuverable game play.
With an eifective distances
of up to 18 meters & high
speed turbo controls, this
.~ is the ideal joypad ifor
1 350 systems. Two
pads & inirared receiver.

] BBORICS agents:

5

.
« s [

589

SPRINT;

VIO - Sprimtronics video games, Richmond 03 427 999% Sia = Tunz A Games, Ut Gambier Q8T 254 439 f

VIO - Game Cellar, lildura 050 221 799 T45 = Game Cellar, Glemorchy 00z 732 167 ]

B5W = Virtusl Reality games AQ, Bondi Junction 0z 369 5700 TaS = Game Oeliar, Launceston 003 347 240
||| | ELECTRONICS I Bpten A i el % 314 1650

QLD & Other - lail Order & Wholesale enguiries 03 428 9630 WA =~ Tumz R Games, Osborme Park 09 344 4150
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Embracing all that is new and unusual is a fundamental part of the
HYPER lifestyle, So the arrival of Stereoworld from gamesters
Psygnosis had the crew enthusiastically pressing noses to the screen.

For the uninitiated, these seemingly meaningless, yet somehow
attractive images are more than they seem. Each holds a secret
3-D image, accessible by an unnatural but easily mastered
technique. The caper is to blur your vision and focus on an
imaginary point a few inches behind the page, if the image does
not appear then try gradually moving your head away from it.
Hopefully the hidden image will spring out at you in a sudden 3-
D flash - this is the appeal. Have patience Grasshopper, all will
be revealed with time and practise.

Now, apart from being suckers for things pretty and completely
useless, we do like to look for some inner substance to all this.
Psygnosis have obliged with some (debateable) functionality
within their new product - it's not just a collection of nice pictures
on disk. Apart from some mundane uses like personalised greeting
cards and the like, users can play some classic games in 3-D via
this strange medium. Lunar Lander like you've never played
before is just one treat. Escape (a Breakout clone) is another.

Provided you can train yourself to comfortably view these
images consistently, true 3-D gaming is available without
expensive paraphernalia. Sure, this is probably just another
trendy flash in the pan, but what the hell, it's fun and different -
and that's what we like best about it.




BIOFOR 85.00
STAR TREK GENERATION 114.00
WILD BLUE YONDER . 114.00
HUGE RANGE OF CD TITLE‘* NEW
& USED. PLEASE CAL
JOYSTICKSJ'ACCESSOHIES

CH JETSTICK 89.95
GRAVIS ANALOG PAO ..

GRAVIS PC G.&M» PAD ..
THRUSTMASTER

SOUND CARDS & CD HOMS
SOUNDBLASTER 16 199.00
SOUNDBLASTER AWE 32 ... 399.00
ULTRASOUND MAX CARD .. 399.00
CD ROM DRIVE .. L

SUPEFI NINTENDO i
CONTROL PADS & JOYSTICKS
SCOREMASTER JOYSTICK 5
ARCADE PRO JOYSTICK ....
CONTROL PADS FROM
ﬂCCESSOHIES
AV CABL 25.00
MULTI MN 'WAY ADAPTOR . 50.95
PRO ACTION REPLAY MK2 ... 99.95
US CONVERSION ADAPTOR 25.00
SUPER GAME BOY ... 99.95

ES
BARKLE?’ SHUT UP/JAM 104,50
BATTLETECH ...... 10
BATTLETOADS 5 D"‘JBLI: DR&GUI\E
BL.»'—\U*Y& THE BEAST 95.00
BEASTBAL
BRUTAL FA'.’VS OF FURY .
CHAOS ENGINE
CHOPLIFTER 3 ....
DESERT FIGHTER 5
DONKEY KONG COUNTRY
EARTH WORM JIM
FULL THROTTLE RACING
ILLUSION OF GAIA ..

INDIANA JONES
INDY CAR NIuE' .‘IANSELL 13.: DD
ES‘:U

ITCHY & SCR,

JUNGLE BOOK

JUNGLE STRIKE 95.00
JURASSIC PARK 2 .. 85.50
KID CLOWN CRAZY HOUISE .. 76.00
v(IRBYCEDREAN‘ COURSE ... 66.50

sunner 1600
. 114.00

20.95

85.50
114.00
85.50

85.50

104.50
95.00
114.00
104.50
TE

ARIO KART e
MAXIMUM CARNAGE .............
MEGAMAN X
MICHAEL JOF‘DM ADVE r\TURE 85 aU
MICKEY M
MICRO MACHNES R
MICRO MACHINES 2 ...,

MORTAL KOMBAT 2

NBA JAM 2ND HAND ..

NBA JAM TOURNAMENT .

NBA LIVE '95

NO ESCAPE

PITFA 114,
REN & STIMPY TIME WARP 1045
RETURN OF THE JEDI .. 114

RISE OF THE ROBOTS
SEA QUEST (DSV)

SECRET OF MANA .
SHAQFU-SHAQUILLE ONEILL
SOCCER SHOOTOUT

STARGAT

STAR TREK DEEP SPACE §

STAR TREK NEXT GEN

THEME PARK

SUPER BATTLETANK 2

SUPER BOMBERMAN 2

SUPER DROP ZONE

SUPER INT.L CRICKET .........
SUPER MARIO ALL STARS L
SUPER METROID .. 95.00
SUPER MORPH ..

STUNT RACE FX (TRAX)

SUPER PINBALL

SUPER PUNCH DL .6
SUPER STREETFIGHTER 2 5
THEME PARK 5
TRUE LIES
UNIRALLY
VORTEX
WOLVERINE .........
X-KALIBER
WARLOCK .

f)C
ZELDAD ... . 76.00

T

CGALL FOR ANY TITLE YOU ARE AFTER.

HUGE RANGE OF NEW & USED.
CALL FOR ANY YOU ARE AFTER

Hardware and Accessories
Friendly service & expert advice
Toll free order line

* % % % % % %

Free members card on purchase of a control

Hundreds more titles available on all formats ¥ Best prices
Huge range of import titles from U.S.A. & Asia

We trade & sell used Sega and Nintendo, 3DO & IBM CD
New titles arrive daily, all at discount prices

deck, hand held unit or once you have spent $300.

LION KING

MADDEN NFL '95

MAN QVERBOARD

MAXIMUM CARNAGE

MEGA BOMBER MAN

MEGA TURRICAN

MICRO MACHINES 2

MICKEY MANIA

MIGHTY MAX

MLBPA BASEBALL ...........
ORTAL KOMBAT ...

NBA LIVE ‘9

NEWMAN HI\AS INDY CAR

NBA TOURNAMENT

NHLHOCKEY '95 ......

NIGEL M.‘\'\ISELL INDY ..

I NINJAS GO TO JAPAN

SEGA
G I' EGEA R

GAME GEAR CONSOLE 179.00
CALL FOR ANY TITLE YOU ARE AFTER.

MEGADRIVE & 6B CONTROL 148.00
CONTROLPADS/JOYSTICKS
ARCADE PRO JOYSTICK ... 79.95
CONTROL PADS FROM ....... 29.95
SG PROPAD 2 45.00
SGPROGRAMPAD 2......... 79.95
ACCESSORIES

4 WAY ADAPTOR (EA.)
AV CABLE (MDII) ...

PRO ACTION REPLAY MK2
UNIVERSAL ADAPTOR
TITLES
AWESOMBE BAB
BALLZ
BATTLETECH
BEAVIS & BUTTHEAD

39.95
LEGEHOOPS 12

BUBEA N STIX ..

BUBSY

C;‘-\NNO’\ FODDER
CAPTAIN HAVOC
CLAYFIGHTERS

E 2
EA SPORTS TENNIS
EARTHWORM JIM ..

o GAMES AVAILABLE NOW !!
BLOODEHCT .......... 1450 * SUPER NES %MEGA CD

% SATURN % SONY PLAYSTATION

<h) = *JAGUAR *3D0
00 PH (09) 227 9991 FOR LIST OF NEW &

SYNDICATE .....
TAZMANIA 2 ...

THEME PARK

THE SHADOW
TOUGHMAN BOXING
TROY AIKMAN ..

URBAN STRIKE
WHIRLWIND SNOOKER

888

=
=

RADICAL REX ..

RED ZONE ..

RISE OF THE ROBOTS .
ROCK 'N ROLL RACING
ROAD RASH 3 WOLVERINE
WWF RAW

SHAQ FU 11400  ZERO KAMIKAZE

SHINING FORCE 2 . T
EEEIEHONKREW ZERO TOLERANCE

nch Sl ehchieh

245
SLLEIRLR

SONIC

SPARKSTER

STARGATE :

MEGA CD WITH GAME
ANOTHER WORLD 2 .

AVB3 HARRIER ASSAU
BATTLECORPS .

BILL WALSH FOOTBALL .....
BRUTAL PAWS OF FURY ..
DRAGONS LAIR . i
DOUBLE SWITCH.

DUNE .

ESPN BASEBALL ...
EYE OF THE BEHOLDER .
FIFA INT. SOCCER 5

C
-'ORMIULA 1 RACING .
FRANKENSTEIN . 85.50
GHObND ZERO TEXAS ..... 104 50
LINK
MARKOS MAGIC FOOT IE.‘\LLTES aG
MEGARACE 95.00
MICKEY MANIA

COMING RELEASES AL HOGHEY %4 -

LINK ’

GENERATIONS LOST
HURRICANES ....

[TCHY & SCRATCHY .
KAWASAK] SUPER BIKE
LA RUSSA BASEBALL '95 ...
LAWNMOWER MAN 5 PITFALI
LEMMINGS 2 PIRATCS Or DARK\?.'ATEH
LETHAL ENFORCERS 2 POWER D !

PAGEMASTER ... 104.50
PIN E i 4 70 00
95.00
90 00
95.00

NO ESCAPE ..
NOVASTORM

POWERMONGER
REBEL ASSAULT
ROAD RASH ..

SOUL STAR

STAR WARS CHESS
TERMINATOR

STAR TREK NEXT GEN
STORY OF THOR
STREETS OF RAGE 3 .........
SUPER S/FIGHTERII ..........
SYLVESTER & TWEETY

.. 123.50
85

TO TRADE SEGA/NINTENDO
CARTRIDGES OR IBM CD SOFTWARE
1. Call (09 227 9991) for trade value of your games.
2. You will be given a quote. (valid 14 days)
3. Use this value toward purchase of any software/
hardware we sell.
. Pack your software, with your name, address, phone
number and software selection.
Mail via registered post/courier to our address.
. Yourorder will then be despatched within 24 hours of
receipt of your traded games.

TO BUY SOFTWARE

1. Call ORDERS ONLY PLEASE (Toll Free 1800 801 047)
Please don't ring toll free if you're not ordering.

2. Credit card payments despatched same day.

3. Payment by cheque/money order must include your
name, address, phone number and your order. (Allow
7 days for cheque clearance).

DELIVERY CHARGES FOR SOFTWARE

Under $50 (85) $50 to $100 ($2.50) Over $100 (free)

Delivery usually 2 days by courier or registered mail

(Hardware standard delivery charge will apply).

AN YN
Ll RS LY

YV e W i

No. 1 IN AUSTRALIA

POSTAL ADDRESS & RETAIL SHOP:

94A ROE St, NORTHBRIDGE WA 6003
TELEPHONE: (09) 227 9991

PHONE TOLL FREE:

(STRICTLY ORDERS ONLY) 1800 801047
SOFTWARE TRADE-IN QUOTES & QUERIES:
TEL: (09) 227 9991 FAX ORDERS: (09) 227 1114
HOURS OF BUSINESS (WA times)

Mon-Thurs 9am - 6pm Friday 9am - 7pm

Saturday 10am - 3pm

CALL FOR ANY TITLE NOT LISTED

795.00
120.00

PANASONIC 3D0 (NTSC) .
PAL ADAPTER

FIFA SOCCER ... 95.00
JOHN MADDEN FOOTBALL . 95.00
JURASSIC PARK 69.00
LOST FILES: SHERLOCK HOLMES 95 00
MYST CAL
NEED FOR SPEED
OPERATION JUMPGATE .....
QUARANTINE ...... ‘
ROAD RASH

SAMURI SHOWDOWN
SHOCK WAVE ..

SUPER STREET FIGHTER .. 119.00
SUPER WING COMMANDER 95.00
SYNDICATE Sl BEOD
THEME PARK 95.00
WING COMMANDER 3 ........ 95.00
TITLES ARRIVE DAILY, CALL FOR MORE

95 []G
57.00
CALL

Limited quantities. No rainchecks or
lay-bys. A delivery charge applies.
8aM
THEME PARK
PACIFIC STRIKE

JLTRA BOTS
II.I H NINTENDO

75.00

BATTLETOADS
BRETT HULL HOCKEY

l) 05T
le.hr OI\NOHS TEMNIS
JUNGLE BOOK
IFRASSIC PARK

ND

LOST VIKINGS
ISSING

UM CARNA
| JORDAN ADVENTURE
MORTAL KOMBAT
MYSTIC QUEST LEGEND
NIGEL MANSELLS CSHIP
PAC ATTACK
PILOTWINGS
PINK PANTHER
PLOK
PUGSLEYS SCA
SHAOFU
STARWING
SPECTRE
SUPER BATTLESHIP
WOR

V. HUNT

Al
s

c,up:p TEIFH‘-\ DR MARIO

TERMS NAT-"‘P

ALISIA DRAGOON
BLnCI:S OoF 3

OCH
l‘ RY MANSION
E SOCCER
auf_m« OF BEAST 2

Tr)l\‘ L,-ﬂ ALLEY

88.95
WOLF CHILD 66.95

NBA JAM
MEGADRIVE
$69.95
Includes

free delivery'
Limited stocks

Some items may not be available
or be out of stock at date of
printing. No rainchecks on sale
items. All software, new & used
carries a 30 DAY WARRANTY
Dealer & Video Store enquiries
welcome. We reserve the right to
refuse any sale or trade. Prices
subject to change without notice,




The Next Generati
of PC Games

We like the Trek here at
HYPER, and we're not afraid
to admit it. But even we
didn't expect ta be campletely
overcome by the Next Genera-
tion PC game that has been on
the release schedule ror what
seems like years. Blown away,
we were though. The dema CD
Spectrum Holobyte sent us of
their almost complete game -
A Final Unity, is no less than
remarkable. Shaping up to be
maore than just a run of the
mill adventure game, Final
Unity looks to be mare an
Enterprise simulator, com-
plete with away teams and a
vast universe.

The bridge replicates the
various stations in incredible
SVGA detail, the complexity
and depth of the starship con-
trols is superb. Gamers will
definitely have their wark cut
out For them with this one,
although that's going to be
exactly how they like it.

Final Unity is an impressive
technical achievement, the
game seamlessly cuts fram
bridge, to planet surface and
back ta full-screen movie
without skipping a beat You
have various resolution
options - including a stagger-
ing 640x480 in 64,000 colours.

Even more impressive are
the crewmembers, some
scenes show them in the tra-
ditional digitised form fwhich
looks magnificent), but others
use a real-time rendered
technique which means char-
acters can react according to
situations - instead of to a
pre-set script.

Official release isn't rar off,
and fram what we've seen, A
Final Unity promises ta be one
of computer gaming's Great
Events. We'll be running a big
competition in celebration so
tell all your Trekker friends.

12 »HYPER




”

is danger | it there is also custard

around the place. Because Discworld is a
fantasy world with a low reality threshold.
The real world keeps breaking. through -
but Discworld changes it.

things that you sort of

iofld has got photography (tiny

mps paint the pictures) and movies (tiny
imps paint really fast) and it's even
getting a second generation of computers

now that the'old stone circles don't work: | '.

@ fast enough.

Terry Pratchett’s

However, Decause it's a fantasy world & .

there aré'some things it has to have, and
one of them is a ‘certain tendency to
. experience some trouble with dragons.

Unfortunately a dragon is now ravaging

B Ankh-Morpork, the worlds-leading city, §

Many. people Would consider that this falls. .
g under the heading of Civic improvement, 21

but what Ankh-Morpork needs right now

18 a hero. All it's got, however /s

Rincewind the wizard, whose only talent
is that'is not in fact dead yet. He also has
the Luggage. the nastiest piece of travel

» ware in the Universe. With that at his‘%s
side, there is probably no limit fofthe.

thing he can fail to do...
'. Oh, did I say he? I meant ...you.

Beware of anyone who TALKS LIKE THIS S

& and carries a scythe, and remembep that a
B loaded pun sometimes goes off..4 =

....and have fun.

Terry Pratchett

- W U! y -

* Sega<Dzisoft. -
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Contact Shockwave BBS for Screenshots and Demos on (02) 669 6041 or phone (02)317 0000 for your closest retailer
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tin. the_ post World War Three
- ﬁﬁi lof Nes-Tokyo ﬁﬂlv}gAKTRA

qent:es on the sto
motoﬁcyclfgang (led by Keneda),

R ok 1 Moo
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CIRALis stored’in nyogyﬁc
doriﬁ‘d sta“alum

ribe ngergare scerles in thg rncwle that to thls day | make my st
\  drop, |§E[udmg the opening sequences of Keneda's gang riding
gh: the ity in a blur of aftersimages. Katshuhiro Qttomo’s
lRﬂLcnnﬁc book is one of the most cinematic pieces of
,«s\gguengal art | have ever seen, influencing the new:generation of
comic book creators in the west, the most noted being Frank
4 rr {The translation to animated feature was the next logical
. p; the end pmduct being an all time sci-fi classic.
% If yodthaven't seen AKIRA before, then now is the perfect
cf_‘rn_ance 1fyou have, then see it again!

g &
o =
Lensman

ack in the late eighties Manga Anime started to make its
spearhead into the west. Riding at the crest of this wave were
two Anime's; AKIRA and LENSMAN. Now, after several years
of cinema release, LENSMAN is now finally available on
commercial release on video in Australia .

So what is a Lensman? According to the film they're a special
breed of warriors from different races around the universe.
Empowered by special crystals set in the back of their hands, the
Lensman fight a battle of good vs evil against the sinister
Boskonian Empire.

The story centres on Kimball Kinnison, a young farmboy on an
agricultural planet who “rescues’ a dying Lensman pilot from a
crash. The pilot, chased by the evil lackeys of the empire,
transfers the Lensman crystal onto Kimball in order to keep it
from his pursuers. After a desperate escape from his home planet,
Kimball joins the Galactic Patrol of Lensman in order to fight the
tyrannical Helmuth, the leader of the Boskonian Empire.

Based on the third of E.E. "Doc” Smith's Lensman sci-fi
novels, which are also cited to be a major influence on the Star
Wars series, LENSMAN is an Anime sci-fi original, with great
animation and character designs. Huge in scope, the story tends
to move pretty slowly in several areas, with the action scenes
well thought out but lacking in suspense. But what LENSMAN
lacks in speed is more than made up for in the intricate and often
weird characters and concepts that are encountered during the
adventure, The backgrounds and special effects are sometimes
breathtaking, setting the backdrop to an adventure in the
tradition of STAR BLAZERS and MACROSS.

An entertaining Anime that is a must for any animation buff.

14 »HYPER
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Devil Man
% Béfore the c‘ommg of man, powerful and savage demons
roaped the Earth vying for power in a cannibalistic frenzy,
%tearmg each other apart or blasting at each other with nuclear
.. bomb like blasts. But the coming of the Ice Age destroyed the
= stthglehold the demons had on this planet, and they were
banishedsinto a long frozen slumber within the bowels of the
Wearth. Fast forward to the late twentieth century, where
2 envitonmental catastrophes like the Ozone decay and global
warming are raising the demons from their frozen hibernation;
W to awaken into a world dominated by humans....

And thus the stage is set for DEVIL MAN. I'd been hearing
about this particular series for a while; with sweaty and
desperate friends raving about seeing the non-translated
““versions. And what a cool piece of work it is!

Based on the successful Manga comic of the same name by Go
Nagai, DEVIL MAN is one of the best Gothic horrors I've seen
come out of Japan for a looooong time. It centres on Akira (not
the Akira), a young school boy with a “pure” heart and mind
o whesre-encounters an old friend; the not so pure Ryo Asuka.

Ryo, twisted by his fathers suicide, shares with Akira his fathers
F §My secret; that demons are threatening to awaken and consume
“ humankind. To fight a demon you must become one. Ryo's father

* had'been possessed, and as a result lost his soul. Only one pure of

heart can possess the body of a demon, someone like Akiral

I' Full of action packed horror, DEVIL MAN had me glued to the

screen with it's with it's dark script and beautiful backgrounds. The
" plot'ls full on surprises at every turn, with demons leaping out from
i shadowed corridors everywhere in all manner of horrible guises.

" A truly entertaining Anime that'll have your heart pounding.

Genocyber

| remember this series being touted as part of “The Cyberpunk
Collection”, and | remember goosebumps crawling up my arm.
The same sort of goosebumps that occurred when Billy Idol
released his “Cyberpunk” album (dooming the “real” Cyberpunk
culture to the dancefloors of industrial Gothic niteclubs and the
pages of Mondo 2000); and we all know how successful
Cyberpunk culture became after that ...

Well, imagine my pleasant surprise in GENOCYBER, the
newest techno-beastie horror anime to hit our shores. Although
more cybernetic than cyberpunk, this violent little series is one of
the best sci-fi horrors |'ve seen for quite some time (with the
exception to DEVIL MAN); full of violence, action and graphic
gore that had me gripping my seat in a slack jawed stupor.

Although based on the comic by Tony Takezaki (of AD
POLICE fame), it has it's feet firmly placed on manga and
Anime predecessors. Set in Hong Kong, GENOCYBER revolves
around a special project to tap into the powerful forces hidden
inside all human beings - the Mind Shadow, known as "Chi"
(focus young grasshopper! ).

Of course there are people like Dr Morgan of the
Morgan Institute who want to develop this power
into "the ultimate human being with enough power
to destroy the universe”. Fortunately someone has
enough sense to shoot the guy. Unfortunately, he's
succeeded by his assistant Dr Kenneth, who
mutates and operates on Dr Morgan's surviving
children to turn them into Genocyber. What follows
is a twisted tale of horror and bloodshed, as victim
after victim meets grizzly and gory deaths in the
wake of the Genocyber.

The machine and monster designs, not to
mention the animated Cybernetic
transformations are totally wild. Heads expand,
faces split and limbs contort to rude and horrible
shapes. The narrative story-telling techniques in
Genocyber are probably the weirdest I've
encountered for quite some time, but are
definitely strong enough to make this anime
work...and then more!
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HYPER’s

charts are
supphied by
The Gamesmen

Mega Drive

. NBA Llve 95
. FIFA 95
. Andretti Racing
. NHL 95
.PGA Tour 3
. NBA Showdown
. PGA European Tour
8. Rugby World Cup
9. Earthworm Jim
10. Jimmy White's Snooker

SNES

1. Donkey Kong Country
2. Super SF2
3. Super Mario Kart
4. Nigel Mansell's Racing
5. FIFA Soccer
6. Mortal Kombat 2
7. Super Punchout
8. The Lion King

=i = & - - P
9. NBA Live 95 B s cad)
10. Stunt Race FX

PC

1. TIE Fighter:
Defender of Empire
2. Master of Magic
3. Nascar Racing
4. Doom 2
5. SimCity 2000
6. Hardball 4
7. Colonization
8. Transport Tycoon
9. Street Rod 2

10. Rags to Riches 1. Lethal Enforcers
2. FIFA Soccer

PC CD ROM 3. Formula 1

1. Wing Commander 3 4. Mickey Mania ;
: 5. Ecco the Dolphin
2. Nascar Racing

3. Doom 2 300
1

4. Under a Killing Moon . Neud for Speed

5. US Navy Fighters Return Fire

2.
3. Theme Park
4. FIFA Soccer
5. Supreme Warrior
6. Shockwave:
Operation Jumpgate
. Super SF2 Turbo

. Crime Patrol
. Rebel Assault
0. Demolition Man

HYPER’s 1DO
charts supplied by
Sprint Electronics
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David Bowie - Ju-mp

Interactive Music

It's not often that a new bit of software comes along that has a
perfectly appropriate name. Headcandy absolutely nails it. The
idea behind this new CD-ROM is to provide a deep cerebral
experience, one on par with the alternative that can give you
brain damage and a prison sentence.

The CD doesn't have much point to it, which is what we like
best about it. Headcandy is simply a highly trippy collection of
surreal, absurd and fascinating graphics. Mostly the show is a
constantly moving and changing set of patterns, the style is all
70's kaleidoscope-vision and acid-psychedelic.

Suitably apt music is provided by Brian Eno, it's a constantly
shifting techno-herbal-ambient backdrop to what's on screen
and it fits perfectly. It's dead easy to just lose yourself in it. Eno's
music has that effect anyway and the graphics provide an
enhancement that boosts the experience to new heights.

To further the thrill, the pack includes two prismatic diffraction
glasses. If you 've never tried them, they produce a rainbow effect
: from whatever light-source you look at,
in this case the cosmic images on-
screen. It's not really necessary to use
them with Headcandy, but especially
freaky freaks will never take them off -
look for them on the bus.

At a minimum, Headcandy is
probably the world's coolest screen
saver. Practical uses for the disc are
more limited, but when did things
practical ever appeal? The manual
recommends either solitary use or the
full-on party-crowd treatment. Seems
to us the hordes of party kitchen-nerds

will have a new p\ace to hang out instead of actually talking to

people - look for them in the computer-room with the funny
glasses on, and ignore the strange smell - it's incense, really!

For fans only, we say. Full-on, hardcore David loving fans. Fans
who don't care how mundane, ordinary and dull he can be, or
more to the point - has become.

Let one thing be clear, the HYPER crew gratefully acknowledge
the spiritual effect Bowie's music had years ago - the man is a
genius. Why then, we wonder out loud, was the need felt to produce
a lavish CD-ROM built entirely around what is possibly his most
boring song ever? Jump They Say is the centrepiece of the disc,
with it you can play mixer with either the video or the song itself.

The video fun has five video sources running, you choose which bit
comes in where, just like the Mega Drive's Make My Video series,
except with only one song. The Music Mix console is the second half
of the fun equation, here you can increase or decrease the seven
instruments in the song - as well as a master “David" control.
Maximum amusement comes from turning David right up and
everything else off, you ha\.re no idea how bad it sounds without
hearing it, just believe us.

Wow, the fun just doesn't stop.
Also included are four other music
vid's, alas non-interactive. For a
final treat you get an interview
with the great dude himself, Dave
explains the philosophy behind his
Black Tie White Noise album, he
speaks at an agonisingly slow
pace - probably to save disk space
while maxing out running time!

Sorry fans, but there just isn't
enough here to hold your
attention for more than an hour
- and that's pushing it. A
compilation of his finest works with commentary would be
infinitely better, even a non-interactive version




Bands don't get much stranger than The Residents. For starters,
they're anonymous - a fact made even more remarkable
considering it's been over 20 years since they formed. Secondly,
they're just plain weird. If something is new, unusual or undefinable
you can count on The Residents having something to do with it.

Embracing CD-ROM and twisting it's capabilities to suit their needs
is becoming a Residents trademark. Their Freak Show CD-ROM was
both bizarre and compelling, it placed you in a circus wonderland with
some of the craziest beings ever to grace your screen.

The trip continues with Gingerbread Man. Nine new songs are
included, each is typical of the audio wallpaper style that the
Residents have perfected, it sucks you into a trance without you
even realising it. Playable on any home stereo, the CD offers
special treats to computer owners. Each song has its own
interactive video clip - although any resemblance to
something you would see on MTV is purely coincidental.

Each of the nine songs/clips focuses on a particular
character, like the Confused Transsexual or the Dying
Oilman. The video rolls along its merry way if left
untouched, mostly showing random graphics against an
ever-changing background. The idea though, is to
explore, interact and discover. Certain keystrokes will
produce audio or visual effects, but because the Residents
are evil and twisted the keystrokes randomly change
throughout the show. A key may do something wicked
once, then an altogether different effect the next time. It's
a truly bizarre system which surpassingly holds your
interest instead of the expected madness which should
ensue. The end-result is that you're guaranteed a new
experience every time you run Gingerbread Man.

There is enough variety to keep you enthralled for a |
few hours, but keep in mind this sort of fun is the late-night,
darkened room variety. Ultimately it'll wear thin, but hey, you
get an audio CD as part of the deal too!

Sega Mega Drive 32x and Sega Saturn Consoles and games purchased overseas or from
unauthorised importers may not be compatible with Sega Australian standard products
and systems and will not be serviced by Sega Australia.

SEGA

HPB7595 Sega Orzisoft Pty. Ltd. Unit A 200 Coward st Mascot NSW 2020 Tel: (02) 37 0000



The Hyper/Phoenix imports

ULTIMATE

Sit down because this

Panasonic B

We’ve teamed up with Phoenix imports and the
Zone to offer you the following awesome prizes:

Q: How many bits do the Playstation,

Saturn and 3DO run on?

PHOENIX

IMPORTS
Send to THE Hyper/Pheonix Imports Ultimate Givaway

¢/- The Zone PO Box 27 Willoughby NSW. 2068 1800 62 62 33



GIVEAWAY

competition may make you feel a bit dizzy...

2]
3]
4]

5]

Panasonic 3DO

Sega Saturn
Sony Playstation
Sony 68cm

years subscription

TOO EASY, so just do it!
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Free Infra Red

To really appreciate the graphics and sound of the  controllers to death (on Road Rash and FIFA in
3DO you have to sit back a bit. You can't reallydo  particular) and we've been forced to give them the Big
that with a normal controller as it only has abouta ~ Rubber Stamp of Approval. They work fantastically

metre of cord. That's why we have Infra-red and the extra good bit is that the play/pause button is
cordless controllers, | suppose. now directly above the control buttons.
HYPER have been playtesting these Stealth 3DO Normally retailing at $89.95, we've going to save

you some cash because we've got 5
to give away thanks to the very
attractive people at Sprint
Electronics. All you need to do is tell
us where the play/pause button is on
the new Stealth infra-red 3DO
controllers and you can win them.
Send your entry to:

3DO Infra-Red

HYPER

PO BOX 634

STRAWBERRY HILLS
NSW 2012

wingman
Extreme Joystick :
The Wingman Extreme is a very sexy new joystick c IaSSlc

from Logitech that's perfect for all PC pilots. It uses the ° ®

same interface as the Thrustmaster, working as either a A A t

two or four button joystick and is compatible with all nl me c Ion

your fave games and flight sims, like Comanche, Strike Akira is generally acknowledged as THE CLASSIC

Commander, Falcon 3.0 and X-Wing. of Japanese animation/anime/manga - call it what
The extra special features are its beautiful you will. Katsuhiro Otomo’s masterwork on post-

ergonomic design, a four way view switch, a heavy apocalyptic Tokyo redefined what animation could
base for serious flying, rubber encased buttons for do and it is just as impressive today as it was in 1989.

accurate firing and a seven foot cable so you don't Lensman is another classic, being loosly based on
have to have your nose pressed up against the "Galactic Patrol”, the third of E.E '‘Doc’ Smith's
screen. It retails for about $95 in the shops. Lensman sci-fi novels. You'll find some great

All-in-all the Wingman Extreme is a winner and is  animation and an excellent storyline in this one.
another product to earn the HYPER Big Rubber HYPER gives you a chance to win both videos
Stamp of Approval. For your chance to win one (thanks to Festival video) just by getting your
(thanks to Logitech) tell us (on the back on an pens/pencils/textas/crayons out and drawing a
envelope) one of the games you can use this small Manga drawing inspired by a gaming hero.
joystick on. Send your entry to: Send your drawings to:

Extreme Stick of Joy Akira/Lensman Comp

HYPER HYPER

PO BOX 634 PO BOX 634

STRAWBERRY HILLS STRAWBERRY HILLS

NSW 2012 NSW 2012



You like video games.
You're reading a copy o HYPER.

These are bOth\goo things.

I you t to make a good thing 5

even better i you
should subscribe because not only
will you get the magazine easier and
cheaper but you'll be in the running ror a

hot video game 16 ,
This manth we’ ve

copies of the hot

new Road Rash 3

rrom Electronic Arts to throw |
to lucky subscribers. So |

there no excuse. (5 n]Rg\e -
surfimg on asp

and get HYPER cheaper! Taa much!

B B N I D O .- - ]
Fill out this coupon and mail it to HYPER, Reply Paid 634, PO Box 634, Strawberry Hills, NSW. 2012

Name System
Address
I Suburb/Town Postcode
Enclosed is my cheque/money order, or debit my credit card for $44.95 [] Bankcard (] Mastercard [] Visa
cravo [T TTI[TTTICITTILITT]  epinoae

Signature
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me things in life are b ind. Why Nowadays a modem is an
ourself when yot e essential component if your P!
ate)? It has been ; is predominantly a games
of the future - machine. Most new games offer

athom. Yol o a modem option, provided th

laying again s . gameplay suits it. Even mod
line. Plug e s players are ca
alive. O 5

and they '€
There's more ' : ines now have numerous 4-way
beat your friends, and™ g i le and lots of compatible games.
take your fun depends mos . up to eight people duel in the
gaming platform put any tricky equipment or con-
ceto. : s. Tis' truly God's gift to the

ly be played against another

Theri il Street Fighter 2 are
lack of decent spli o
based multiplayers for the PC. 0

Only one exception springs to 0 "ia

mind, which is Links 386 Pro live out thei
from Access. Golf translates action is all text=h
beautifully as a computer game, ating much like early"a8
and with a huddle of competitors ture games, but with real peg
around the screen, the fun is ple. They'll happily pretend
tense but at a civilised pace. with you that you're a Thun-

Modem equipped players dergod, a Witch or whatever
though, have the world at their you want to be. Some outra-
finger tips. There is quite simply geous stuff happens here, so
nothing more fun than death- be ready with an attitude and
match Doom. Slinging rockets some imagination.
and abusive messages over the A slowly emerging standard is
line is pure joy, whether it be one- appearing on the Internet, j
on-one by modem or eight death- for multi-players. Calle
freaks by network. Generally Internet Headut@
you'll need a well equipped mod-  mon
i . -

" multi-line BBS which allow
player Doom as well as many
other on-line games.
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Terry Pratchett '

- The Man (ana the Hat] Behind Discworld

There is a bearded
man with a hat.
Beneath the hat lies
magic (plus a bald
patch). Not your
average pull-a-coin-
out-of-your-ear-
kind of magic — this
is the real thing. It
is the magic of
dragons and wizards
and spells and
goblins. The magic of

the imagination. )

) 3



Beneath the hat lies eight million words that have populated a mythical planet which is as flat as a pizza- and takes
about as long todigest- called the Discworld. And the bearded man who’s to blame for it all is Terry Pratchett.

With the release of yet another best selling Discworld book (“Interesting Time”) comes the game based on the
series, by London based but Australian populated game company Teeny Weeny Games .

HYPER got an exclusive interviewwith the hat..sorry, the man himself about the game.

As the Discworld game is a license agreement, how much influence have you had in the final product?
| know nothing about how to write a game so my involvement was fairly limited although | did get quite involved in the script'and, as
there are a few Australians working on the project, keeping kangaroos out of the game

| think my credits, as they will appear on the box, will include shouting at people.

Computer games are known for their lack of subtlety in the humour department. Does the Discworld game have any?

| have to say, maybe because of the large Australian input (laughs), there is a level of subtlety in there. It's about the

same level of subtlety as the tactical nuclear weapon. There are some subtle gags but there aren’t that many from the

books. It is rather more like the very early Discworld books, the ones with Rincewind in. There isa large amount of

conversation and there are a fair amount of puns and gags and irony and things in the conversation.

But, | mean, it's not a book. In a book an author can do all kinds of verbal tricks that you can't do on a screen ne

matter how well you do it. It's a game and has to obey different rules from a book. This is why | have been careful
not to get too closely involved. | think |'ve got involved to level of my expertise and not beyond that because the
last thing.any competent games designer wants is a book author wandering around, peering over his shoulder and
saying "Don’t do it like that”. | wouldn't put up with it from him if it was the other way around and | wouldn't
expect him to put up with it from me.

S0 how much Oz content is there?

Funny you should say that. |'ve come down to Australia or up or around to Australia quite a lot, four times in the
last five years, and | really love the place, in fact we are coming over for a holiday again this winterand it really is
my second favourite place to be. So in the very latest book, called “Interesting Time" (shameless plug) I do
actually manage to get Rincewind the Wizard on the continent that which we know so very little about: | think1'm
just about sophisticated enough not to have wizards with corks around their hats but don't hold your breath.

How much of the game have you seen and which parts do you like?

It's very hard for me to know because ['ve had disk and video after video of bits and pieces. | know what the
script is so | know how it will fit together. |'ve seen animation samples, characters and backgrounds. | haven't
seen it infull yet although | have seen large parts of it. But | can always think of changes.
We started off making sure things like the Librarian were right. |'ve dealt with this one way or another for well over
a year, I'm now very happy about the Orang-utan/Librarian. There are a whole range of things that don't meana
lot until you play the game. | like the secret handshakes and the way the Librarian swings through the place.
One of the reasons | went to Teeny Weeny Games is because the people concerned knew about
Diseworld. They knew what it looked like and how things were done.

Will anything be lost in the change from book to screen?
Well, first of all plenty of books and movies have made into games with varying degrees of success,
| don’t think it takes anything away from the books. | don't think they become more or less
interesting or engrossing because of the influence of the game,
| take the game seriously, as one should do if you are going to put a decent project on the market; |
hope it will enhance the books. But | think my job is to write the books and that is what | will continue .
to do. | dont think it is going to spoil the books. My experience here where we have just done Mort as a
graphic novel is that while people may have their own ideas quite firmly fixed about what characters look
like they are very interested to see what someone else thinks they look like.
There is also another point which may sound very cynical, but I'm in a no lose situation anyway, Either
they'll say that it's not as good as the book orthat it is as good as the book and | win gither way. .,
So, what new material can we expect from you?
I've just finished another Discworld book which has operatic overtones. Then I'm doing another children’s book -or
one that will be marketed at children. [ don't know, | might just see what s happening on the contlnent of XXX
Well, you have a large fan base here.
| know. Some of the queues at the signings are longer than the ones in the UK. | met someone who had travelled 600 miles 233
to be there. I know that's not far over there. You (in Australia) travel 600 miles to go to the lavatory but | was dead lmpressecl :

Aptionall D:Lscworld_li'reaks §

Have we got a

competition for you!
Psygnosis and Clarecraft have
teamed up to offer HYPER soma
excellent Discworld prizss in
celebration of the release of the
excellent computer gana The
winner of our competition win
receive a Ps;rgnosis duffel bag
(very trendy) which ‘be
packad trith a nis




X-Com: UFO Terror From The Deep

For PC strategy gamers, 1994 was a [N U C0ls TR
golden year. Amongst the stand out T T Pc
titles were Masters Df Ofion, Harp-:)on II RICHT SHOULDER LEFT SHOULDER BRACK PRACK . _— Avallable APRIL
and UFO - Enemy Unknown. Arguments [ESSCIN. ) EFT fAND s Cat : STRATEGY
rage over which game engine is superior, i - New P V: s = Egory:
but UFO is accepted by all as one of the Pl&?yers. ONE
truly great games. Publisher: MICROPROSE

Playing was an evolutionary journey
through a mammoth world of pure
design genius, the further the player pro-
gressed, the bigger and more complex
the game became. Strategy games usu-
ally do it the other way around, you start
out with a major war on your hands,
slowly whittling down the enemy until
victory is assured. UFO offered no such
clear-cut path, besides immersing the
player in a plot of evil skulduggery, it
spanned the entire globe for the most
part, ultimately moving off planet to the
front line of an alien world.

Recognising the cult classic they had
on their hands, Microprose worked hard
on bringing a sequel to the market as
quickly as possible. The end result is X-
Com: UFO Terror from the Deep. Big
name, big game. The game engine is
fundamentally identical, tweaks and
enhancements have been limited to
graphics and the way statistics and data
are presented.

In this round, the foe are an advanced X e ' % r
(aren’t they always?) alien race who » j

LEFT LEG

Zir:’sh[ Iabnded here while we were still just : - W Cudrun Erou=se
ple but happy amoeba. Over the ages Eacsgas 25 = =L L
.

the aliens remained in hibernation while
the ship's computer attempted to repair
the damage it sustained in the crash
The aliens are now awake and are pick-
ing for a fight.

Being an aquatic race, the combat
takes place underwater with a hefty vari-
ety of high-tech subs and associated
weaponry. Microprose know what we
like and UFO No 1 hit the mark. We
have no doubt that UFO Mark 2 will be

just as good.

SN i I gl 31 (G e—
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Available: APRIL

Category: ADVENTURE
Players: ONE

Publisher: PSYGNOSIS

Tir Na Nog

Way, way back in the dark ages of 1985,
there was a computer game called Tir Na
Nog. It first appeared on the venerable
Spectrum, later being ported to the far
more powerful C-64. It was a quaint RPG
which combined elements of puzzle and
beat '‘em up action. It was pretty
advanced for its time, using the C-64's
high-res mode and two-colour sprites.
Yes, times have certainly changed.

Great news gamers, it's back!
Psygnosis have given the aging classic
the full Zork treatment, transforming it
into a game of astounding graphics but
with the original's charismatic gameplay
intact. Naturally this isn't just a visual
enhancement, the original version's
gameplay style is a common thread
throughout the new game, but with
about a zillion new things to do.

Psygnosis describe their new version as
“brooding and atmospheric Celtic
mythology”. Well, we just can't wait to
check it out, the screen shots look
superb, but brooding? A particularly
huge main character is one standout
point, as is the artwork - this individual
style looks like lots of fun to get lost in
for a few hours.

With a shortage of decent RPG's to
plunder through right now, Tir Na Nog
could be just the ticket. The strange
phrase actually translates as "Land of
the Young” in Celtic, and what it actual-
ly means is that none of it's citizens
reached any respectable age because it
was such a dangerous place to live. Sure
sounds like a more rich and colourful
premise than some of the crap we're
putting up with now

LT «d3dAH




Full Throffie

When Ben of the Polecats fires up his
bike, seismologists worldwide probably
think the big one has finally arrived. It's a
gloriously ridiculous cacophony of sam-
pled cool sounds that seems to go on for-
ever. There's a bit of Batmobile turbine
in there, most of the 500cc F1 front row
and possibly the sounds of Bondi Beach
on Saturday night. It's both absurd and
utterly cool - which is what you can
expect from the rest of Full Throttle.

The game revolves around the life of
Ben. His gang (the Polecats) have disap-
peared, leaving him alone with his bike
and a plot that can only thicken. Luckily
for Ben, he is the most incredibly cool
dude that ever there was. Hard drinkin’
and hard fightin', for Ben there is no
such thing as a problem violence or alco-
hol can’t solve. Fortunately the world
LucasArts have created for him suits
that attitude perfectly.

It looks like your typical post-apocalyp-
tic/Blade Runner world of the future,
except it all seems a tad friendlier than
usual - due mostly to the fantastic car-
toon-style graphics. People you run into
look suitably vicious and talk to match,
but Ben comes out on top in most situa-
tions just by acting tough, or if need be,
mashing some face.

The usual pop-up interface icons con-
tain fun new actions like punch and kick
- as well as the usual look and talk. The
game uses the "hot box” mouse cursor,
it lights up whenever something can be
done and saves you having to click on
everything likely-looking. Loads of click-
able stuff fills most screens, mostly unre-
lated to gameplay - it's just plain fun.
Check out a picture in the bar for exam-
ple. Ben asks the barman "“This your pit-
bull?". The barman replies “nah, that's
my baby picture”. Love it.

Gameplay is far more that the usual
adventure gaming fare. To be sure, it's
there in all its LucasArts glory - very
Sam & Max in style too (a great thing),
but Full Throttle has you doing things
that would be more at home on a con-
sole. There's lot's of bike action, like a
Road Rash style combat sequence which
makes for much fun.

We were completely blown away by the
interactive demo that LucasArts gave us.
It could be one of their best games ever.
We can't wait for the real thing and a full
review should appear in the next issue
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PC CD ROM

Available: APRIL

Category: ADVENTURE
Players: ONE

Publisher: LUCAS ARTS
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Available: MAY

Category: ACTION
Players: ONE

Publisher: SEGA

Desert Demolifion _MEGA DRIVE

Beep, beep! If you, like the HYPER
crew, have fond memories of the antics
of Wile E. Coyote and Road Runner then
you'll be very pleased to know that a
game based on their escapades is coming
to the Mega Drive very soon.

You can choose to play as the hapless
coyote chasing your prey, or as the light-
ning fast Road Runner trying to avoid all |
the traps and obstacles while getting
away from the devious dog. Wile E. has
lots of ACME tools to help him (or hin-
der him, as the case may be) and the
Road Runner has bursts of speed to help
him escape.

The animation looks great and the
game looks set to be a real interactive
cartoon which will no doubt please fans
of the show who have always fantasised
about controlling the action and finally
catching that smug Road Runner. Full

review soon,
" W MEGA DRIiVE
X-Men 2: Clone Wars _
M Available: APRIL
The ever-popular X-Men just keep on i Category: PLATEORM/
popping up everywhere you look and in BEAT 'EM UP
this new Mega Drive game there's more Players: ONE

of them than ever before, because Publisher: SEGA
they've been cloned by evil DNA pirates.
Apart from the old faves, such as
Wolverine, Nightcrawler, Gambit and
Cyclops, X-Men 2 allows you to control
Psylocke and even Magneto! You get to
use your mutant super-powers on such
enemies as the Brood, Apocalypse and
Magneto's Acolytes

Apart from that it looks like your typi-
cal X-Men platformy beat ‘em up, with
lots of mutant power-ups, 12 levels and
bigger sprites. There's also time travel
and non-linear gameplay (whoo!) with
different outcomes dependent on player
actions. A head-to-head fighting mode is
also included so you get to find out
who's the toughest X-Man of them all.
Mutant freaks should start saving now
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See films like Pulp Fiction before they get released

You canibe part of the growing band of 25 million

Internet surfers, send and receive e-mail, access the
50,000'World Wide Web'sites, the 8,000 topics from

UsenetidNews, download infofrom anywhere on the - e y §
‘Net andichat inireal time to people all over the: - o ' d 7
globe! Alllyouneed is a computer and a modem. *

Who needs After Dark? Log on and
download the real thing via FishCam
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wat?
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7
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Visit the Rolling Stones web site
R

Let Next Onlim';_ be the first Internet stop on ey
your trip around the world:Next Online, vias 7
Silicon Graphics servers, gives you constantly
updated local info like:

> S

¥ Vi

™ Check out the graffiti in Brazil

S the hot new games from Sega first

|

» the Sydney sig suide » sames previews and reviews, demos,
» Indic Oasis - whold songs &artistinfo - cheats, scréen grabs and shareware
o previews and (;R'ce?pts"fmiﬁ& e "gamés to download

Rolling Slunc\, Hlyper & o freebies

Simply Living magaznes PLUS
» Australion Music Industry Directory. s direct links to the best of the other
o 'Zincexcerpts e W % pterpet music and gamessites
s NEWS around the world

» reader forums andlive chat areas

Callinow to reéserve youriplace your place on the Internet

02 310 1433

or e-mail info@next.coni,.au



but one of the best has to

There are plenty

Mortal Kombat iii

Welcome readers! This month we take a sneak peek at
what already has been slated as the hottest arcade fighting
game of all time. Forget Streetfighter, Virtua Fighter and
Killer Instinct, the buzz on the street is for the most eagerly
awaited game of the year - Mortal Kombat IlI!

At this stage, MKII! is hoped to be released
simultaneously with the live action Mortal Kombat
movie which is coming later this year to Australian
shores! The changes to be made to Mortal Kombat llI,
are not only going to be cosmetic, but the entire
gameplay will challenge the very foundations that MK
was built on!

The following information | have gathered is based on
information from many different sources, including
spending many gruelling hours on the Internet. As to
what changes happen between now and when the final
version appears, is anyone's guess. For now, read on to

L
find out the story in the third chapter of the Ultimate
fighting game saga of all time.

After the events of MKII, it is Shao Kahn that reigns
undefeated. His rule of the Outworld and the world that
we know has left everything in shambles. Entire cities
and familiar landmarks now crumble to their
foundations and the days have been plunged into an
eerie darkness. So, friends and enemies of the last two

drool-wo

cée

Dri

Df course, ARCANE cap’t ignolime 'th: most

great wars come together once again to face, and | doth
quote the big man himself, “The Wrath of Shao Kahn"
once an for alll Many of you will be pleased to know
that Kano and Sonya (looking rather foxy) are back to
show Shao Kahn, a thing or two about chaining them
up (or perhaps are they on his side after brainwashing?).
Kung Lao is also back, as is Jax.

Character changes include the once mighty Jax whom
is back with Cyborg Arms - a replacement perhaps for
someone performing his own fatality on him? You can
bet your butt that there will be more moves, secrets and
fatalities than before and a great new combo scheme
(Midway did write Killer Instinct....) that will have you
spending all your money, your time and your life at your
local arcade to defeat all weary combatants that cross
your path. But wait, there's more! There will be more
secret warp levels, more secret characters and more
finishing moves than ever before!

Another exciting thought is that you will never know
which version of MKIII you are playing. As Midway
tweak and finalise, add and change, upgrade ROMs will
be sent to all arcades, so just when you think that you
have learnt every special move, defeated all opponents,
completed the game, and found every secret MKIII can
offer, something else could be added. Another boss?
Another ending ? Even MORE moves? Who knows.
More questions get raised with every possibility.

Now kiddies, get out your bibs, as fresh from the
Internet, is a list | have compiled of the hottest goss of
what may or may not be in the final version of the great
Mortal Kombat Ill...Take a deep breath and read on..

e There will be an extra button that changes the
gameplay completely,

e Midway wrote Killer Instinct, so some Killer Instinct
characters will be in MKIII....

e What ever happened to those Nudalities, Animalities
and Ren & Stimpyalities...
maybe we'll find them in MKIIL.
There will be the ability to sidestep those pesky missiles...
There will be in-game fatalities...
You will be able to play as Goro and Kintaro or even
Shao Khan?7!!

Well, | don’t know about you lot out there, but | am
frothing at the mouth, convulsing in shorts and skipping
with an new vigour for the game ahead. |'ve said it once
and I'll say it again - forget Streetfighter, Virtua Fighter
and Killer Instinct - Mortal Kombat Ill is it! Keep
reading HYPER for regular updates.




coin-ops in the arcades

e new Namco racing game.

eagerly awgited games of gll time

Ace Driver

Namco
Well, it seems to be that each company’s new racing
game is the very best in new technology - that is, until
the next game comes out! For Namco to outdo their
groundbreaking game, Ridge Racer, is an achievement in
itself. Their new game Ace Driver, is without a doubt the
smoothest driving you can get your sweaty palms on.
The graphics are an interesting hybrid of all the top
latest racing games. Grab some beautifully rendered,
extremely fast graphics, some fantastic gameplay and
sound, improve on them tenfold and there you have one
helluva fast, good-looking game! The gameplay is
different in the way that you are not locked out of the
race if you choose auto. The advantage of choosing
manual is that you can take corners a little better with
some sly gear shifting, and if you have chosen Auto,
you'll find that you have to brake a little more often.
The standard features are all in Ace Driver, different
views of your track are available, but also you can choose
what car you want, each one has it's strengths and
weaknesses. Most of all, Ace Driver is just so darn v, -
smooth! It really is a joy to play and will have you and o eXTEND UNE
your mates back for another ride in the hotseat. For the - . ’ ; ;
ultimate challenge, Ace Driver can be hooked up to allow
8 people to play each other. Something that | have yet to
experience, as most arcades only have 4 driver facilities.
To end this review, | won't say that this is the
smoothest driving game ever, but it is the smoothest
driving game yet...the ball's now in Sega’s court.
What's next - Virtua Daytona?
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Available: NOW

Category: RACING

Players: 1-2
i This is the racing
— game that amazed the

| world a couple of years

-y ago- y
”dh how times

" special 4
Rusty"™ RUSSEL?_E o VErsig?—, X has a
HOPKINSON o though .and
for a virtua riJr.a_P_S 1in

ne console upgrade that allows Mega Drive users to

he budget (apparently]. An innocuous, mushroom
ou to access a world of 32 bit processing, 32, 768

Ah, the 32X. It's a brilliant little idea, a genui

increase the power of their units without blowing out t

shaped thingy that you slot into your machine, allowing y
simultaneous colours, and DOOOOMMM!

But | digress.... I'm not here to praise or damn the 32X, | am here to have a look at something that

you can stick in it. one of the 32X's flagship games, Virtua Racing Deluxe. As one of Sega's pre-emptive

only buy the software itself but to also invest in that

strike games, designed to lure the consumer to not
Is:tle bit of hardware it slots into, Virtua Racing Deluxe has to be good. And it is, but....

T J WP - - L
Not the Total Experience ‘
g games tend to look best in the 'a‘fﬁaﬂoé'f’zi;np'le as that. Unless you ve got 2
de with surround sound, you're just not gonna get the total experience. Sitting

s but tends to interfere with other day to

Arcade car racin
day necessities

o telly, three foot wi

stere
two inches away from the screen help s to.
ileptic fits are rather debilitating as well.
ble to change the perspective 50 that you can treat the game how
e right behind the

like..um..vision, and those ep e
The thing | like about V.1t is being a i ;
i i i View 1 and you'r

ant to treat it. |f you wanna be Alan Moffat or Mario Andrettl, choose L
Evc;\l:e:and mixing it with the best of ‘em. If, like me, you want a bit of emational detachment, choose anews 2&3
to obtain a Virtual Scalextric sort of vibe. View 4 allows you to get 3 Robert Wadlow (the worlds' tallest man,
trivia freaks!) pla ing Scalextric perspective. ' : :

—— gnc}a 5og'vegsorted out where you stand vision wise, you il notice that the game itself |
good as you thought it might, the polygons rotate with fluidity andlgrace and backgrounds look

inematic. But what's that awful buzzing noise? Oh, it's the s.yound effects! .
- Virtua Racing Deluxe has the shittiest sounding engines of any racing game. I've hear:li \awnmo:erls at
that sound less annoying and my mum's Hyundai has more of a gr h is nice and clear
and other sounds like crashing into barriers are up to scratch but whoever
Some of the between game music sounds like reject Toejam and Earl 2 funky SRR it's the type of
{ E,filn#’«“':i‘bpﬁ;{bated sipge (I\}ﬂgt{l?ﬁad Outrun ati&imeﬁgng. and you cant turn it off). s

HE10NSa VPLIONiS

L { . -
VM LLUIL b | i
The manual transmission is the same as Super Monaco. | personally dislike using the D-pad for

changing gears, especially when there's seven, but you can learn to live with it. Still don't feel inferior if you find

yourFseIf going back to Jutomatic especially if you're like the outside view, it's infinitely more fun. The choice of cars
are ornjlula One, Stock and Prototype. The Stock car is the most realistic, the Formula One handles like a dog and
sounds hYke a sewmhg maclb'nne and the Prototype just looks too stu pid for words!
ou can choose between Virtua Racing Arcade where you have to race 15 oth i

. et titors and beat the
clock. Time Attack, a training mode and Two Player; i i
¢ . y yer; another take on the Split i thi
T o tniary neAE Yo e Split screen thang....No sir, | don't like

"Il have to record your fastest times and best results i
ik h%;l et on a piece of paper and

ooks every bit as
almost

Tam

le Easy, Normal and Hard setting.

aant _replay_ function is o
vailable, if you complet

LONG TERM
all to wat;h the race as if Cha

if car raci
mlﬂg is i
n your char ; n i

ﬂlonyoll il Rvis bloog St ming diversion but e ":";| Seven had been there f
i want to i It must be sajd at you get t e |‘rl'?ll'lg' A
f ! brilliant, aid that the variety of |r£'c|l of pretty quickly

an

So there you have it Vi gles look especially

- ,d'd sy
J lookin" drivi
vin, 7 rtua Racing ie :
8 8ame. Racing enth 3€INg Is just another snazzy

OVERA
LL approve (apart from th ! usiasts and \/;
Another notch in the b'e";{.'v;!f will have 3 go;de:ngme sounds) 3ndn.'nn\:)"t“a Racing fans will
32X’s bedhead, but not calextric set in the world, "E *"Idhood bt i
< es playing the
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cartoon show fr

1 om
werlca- We mightn't have the
=

FEERERRLRREL.

sh \
oW~ but we've got N7 = e

he game. o
5 LI .
to figure itogut,i].:.SH tries

avie & Butt-Head, here’s another
how none of us have yet seen. From the home of

Nickelodeon who brought us Ren & Stimpy, Rocko and Spunky are a wallaby and pet dog
respectively. They're from — wait for it — “Down Under, Mate!" . Yep, those Americans love that
sort of stuff, don’t they. Well, we can all thank Crocedile Dundee for that. Anyhow, from the looks
of utter stupidity on their goggle-eyed cartoon faces, it'd be safe to say that Rocko's Modern Life is
a wacky, zany cartoon on MTV or something, and it's such a big thing in the old US of A, that
they've decided to force feed it down our throats here in Oz, whether we like it or not. Or have seen

ook Out: for Spunky

Well after such a cynical i :
Spinky's Dan ynical introduction, I'm going to e
gerous Day (don’ at my own words b . ;
romp. If you could imagi):n(z ao Zr:z:’;:ti::et: T_Se long game titles?) is actually : fa?flayu;zoljiostgz?e?}o?egp kit
game with big sprites and frustrati emmings, the Peter Puppy stage on E 2L AFronmer
type ut the whole ). rating controls, then you'd have, er... RML:SDD (1l DA T s
ou take the rol going to
getting into danger — mi :l: E::kg :r: Wall_llaby and the aim of the game is to stop your pet d
Just keeps on walking till he hitsymmagﬂ:gelﬁmm;]ngs in Lemmings from walking off !eé);es e?fil Eptilnkg frol:n
situation or not, The onl , then he turns around and walk iy s
: , y way to get Spunky to reach alks the other way. Life-threateni
manipulate your su . unky to reach the golden fire-hydra €ning
hofes.yto ﬂipl;)rirr‘-;’;I g?;gg:;}:ﬁefﬁzg Spl;?i;y on the right track a):\d 0':|tt ?::‘ :il;i;:f Etot:f Fr-tage:' Is.10
air ; ? :
VOR OO ir off deckchairs to punching out bulldogs, the ga"‘ﬂpalljﬁg;lgh:g
You can stall spunky by droppi
looks suspici : ¥Ry -Oiopping bones, chilli pe :

5 platfor:?:,osl::? Illkfg nose-goblins) which he stops to Za':?;ii:;d Osght'_“oct (which

b o ick%'y igure out what to do next. And if Spunky's \:afk' lmehto tope;

P im up and drop him in the other direction. All up it'I:§ Eo?c s

; ) a very

iginal cpncept, ong thatigbeen d
%m < ?at Suprinoieﬁlghsbetter already (Lemmings for one).

What certainly doesn’t make thi .
c?i:(;z;"d as if you're playing the ice stages 5n"%50$(‘;;h}(:]5|e& is the way Rocko slides
et i::c':‘ogngirhvftt!'lout a doubt, that big dumb, fat Spriti Country. Jump in a certain

. This is not a good thing i ' rite just doesn’t go where you
However, with a bit i g in such a frustratingly frustrati X
manure for t it of practice you'll get used to it. But then, if ing game as it is.

wo weeks, you'd probably get used to tha{ 5 en, if you bathed in horse
g back for another crack at celrtain levels, so
ss about it. Graphically, things are very
some crazy looking enemy
little Spunky who you're
h only four levels, each
| can't imagine the

Well, just like Be
conversion of a cartoon s

o

| did find myself comin
ain addictivene
t facial expressions, and
d chunky too, except for
t. But wit

All this aside,

the game does have a cert
entertaining too. There are some grea
sprites — all nice an
trying to protec ;

level contain four sections, _
game lasting 2 terribly long time. It's hard in spots,
but usually that's because of the unresponsive
controls more than the puzzles. I'd put my money
down, that this cart is best suited for a younger

sudience — a young audience that's good at

games, that is.

Very wacky, crazy, zany
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e Not much to write h
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Available: NOW

11 : —— = isher: VIACOM NEWMEDIA
‘

OVERALL

Hmmmm, not bad. it
makes you like to see
what the TV show’s
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Phew, finished the
review, now i can get
back to my Superbike
and the life of a rebel

living outside the rules of
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MEGA DRIVE

Available: NOW
Category: RACING
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stifle 2 barf then that's a pretty an??rzzgue st%ategy game in the
This is actually a com ic. It also combines some 0
- h a little less frantic. ber.
Strike?), althoug | ue game you may remem : :
Suhterrania, another cool resc What's good about seaQuest is the wealth of
options and vehicles that are available to you as you set about tackling the long list of missions facing
you if you wish to progress through the ranking ladder to become Admiral in the United Earth Oceans
organisation.

Your prime vehicle, of course, is the seaQuest dsv 4600 itself, but lurking in its bowels are a bunch
of other vehicles which you will have to carefully select and courageously pilot. From the small, tough
Crab and super-speedy Stinger right through to the Sea Speeder and gargantuan Truck, each has its own
weapons, armour and special features that you'll need to factor in before embarking on a mission. All this
fun and I've yet to even mention the Hyper-Reality Probe (I think my doctor has one) and Darwin the
EHi%ofi‘rlyoﬂ-nﬁmoséntel i eg f the seaQ swlgv both of which are also at your disposal.

ncredibly Violent
Out on missions you'll ffick between the action itself and the Strike-
latter screen you’ll receive information updates (ie clues) and have access to navigational information, your
other vehicles and a wide array of weapons, The action divides itself between diagonal, top-down
perspective in the main, flicking to side-on Subterrania-style views on many of the sub-missions. In
both cases the graphics are fine and detailed. if not mind-blowing. The missions, some of which
have time limits, involve all manner of activities from the old classics like killing loads of

enemies, saving stranded crew, shutting down bomb threats, saving the ocean from chemical

spills and even preventing the destruction of the Great Barrier Reef. Yes, you get to be

environmentally aware and incredibly violent at the same time - an all too rare mix of
enjoyable activities.

Apart from the minor quibbles that it will be over a little too quickly and will
be too slow for some (if those two make any sense), this is a fun
game that is well worth...ahem, immersing

; i ies (Aquatic
in of EA's Strike series (
:E:Eeonice look and feel touches of

style control panel. At the

Damned enjoyable

3 - 4
un stegtegic fun. | 4 <
&

- 7 yourself in.
| aliles F —" - e
dis -2 £ _—E =y y =
. - e = e ——n e o x
1= - - - 3 = - - F‘ ¥ - E A - “-'_: - :*-.
- - - “ , " L,
'i." h: ; -'{ -, . e - - - - e
.2.." - - - - - - :‘1‘” "5 . s L el |
= - N - 3 - (T = e s A
o ~ - - 5 N % o 4
—r -~ - - - - o - - .
e P » - - - . - o
e T e - - » ol *:;- -
A . - - - - - r -
» - -
"
-
' o0
¥
-~
o~
-

LTRSS




;;.,’:;:;:fju‘:uu.J_a

0 BELL

oL

,,g_ﬂ HORSTED

RHIMNO Mol HOO
DY :

J KENF

it sounds like... @ 'I‘hetpe
park! Lucky that. Buzzing

ds and other festive
e e LONGTERM

quality. Building the game effects cqmplete thel
world from scratch will be atmospherics of a truly Narrow minded blast- By its ve
ry nature, you're

a new expetignc t n e freaks will quic i
MegalDFivers. / dq / the in'l'ricc::e d:lfya::?;:: ! Iﬂ':':: ::: ::ng haut if you
. & t:;y::: :‘:t m l-ll‘gle which can eaysl:; Abeg a::e
ordstidiin : e dozens of times 'zmyed
ougit. sfa o6
i ‘

A shiny, rendered look
reeks hard work and




Available: NOW
Category: STRATEGY/SIMULATION

Price: NO RRP

Hallelujah! At last the Mega Drive gets a truly excellent sjrategy/empire buildin_g game: T_rad1t'ronal|y
- the realm of the PC, it's finally being recognised that Mega Drivers want more than just variations on-the
R ion ting theme. :
s i acr';'ohgsbhi:cstugmbiing block to this sort of conversion is the interface. The F_‘C ha; a mouse ang
hundreds of keyboard combinations; control pads are far more ergonomic but are farrly primitive \.\llh_er;II
comes to big time strategy. The good news is that someone at EA is thinking, as playing Theme Parkl \mtha
control pad is simple yet effective. The buttons bring up-menus, items from which are selected with the
direction pad. Laying foundations and building happens with a tap of the A butﬁnébautrful

Micro-economic Mana ement e fFun

igni ildi - wait for it -
ou designing and bu1|d|_ng a-w t
born yesterday, Theme Par as y g e s
P F?J E!E\lr? b:'l;er:;?; ttc';1 ?::ioo:ilr'lgyv\'here to put the rlde? ?n'd sh::::;l;:’:ggag: rfi::nconsidet A exﬂmPIed-
Theme Farkt.’ e don’t let that put you of, it's mi Factors to contier for S E
by micro-ecoﬂ':)mICaTigaF;g::}in:ﬁ:::’& drink (more = hyperactive, bigger spending visitors,
R o te-type giveaways. . L
g e azpwptﬂpf }Leurg:u::atnge iif) ergnployee types must be carefully chosen; security g
The game is deep. i 0
4 bles
must to keep out "undesira ;
Ei%téler?ear;? ﬂ]on-essemial but hi

LRI

and similarly essential are hordes of maintenance workers and
ghly desirable is an army of goofy clowns and entertainers to-entice-the kiddies.
Overdoing it staff-wise will quickly drain the bank, and éven a perfectly balanced budget can be thrown into
disarray when your miserable employees strike for better wages. They must be placated quickly or it's bye-bye
fun park.
The whole idea is to make your park as attractive as possible to the punters, that means balancing their.
needs for food, drink and fun rides - not forgetting basic sanitary amenities. The ultimate drawcard are the hot
rides - some of which you design y.

ourself. A rollercoaster is a must and you assemble it to your liking meccano-
style to make it the highlight of the park. If it all comes together well you graduall

Bank loans are available in times of either dire need or brash over-confidence. Your
performance and economic status are displayed beautifully on colourfil and detailed
graphs. Ultimately you want to establish your park as a cash cow and look to the big
picture. New parks can be built almost anywhere in the world - including Antarctical

As with any healthy free-enterprise, there's competition too, the CPU is actively
controlling other parks in a race for customers. Economic skuldu

ggery is vital, you
can buy out other operators, while fending off their attempts to b

uy your outfit.
Theme Park was incredibly successful on the PC and almost sesms

better suited to the Mega Drive. It's 2 game that appeals to just about
- anyone with patience and a brain. Looking fantastic and sounding spot on
Mega Drivers never had

are major virtues; big, bright and richly detailed graphics are
ii: so good. Come and complimented perfectly by boisterous crowd nofs_cs and ch;gtt% -
wod::?:: :e::fc::i::?or The only off-putter for °°"Sszt t,::i”:ﬁ:i":t:q:e
EROIAS! yEAT. Fis-te one gl mthijn%om !Zr;‘;?td::n?::i:gr and ccrneript;gsthe
= ”':“ ' fma:n:r?itr?: both %he idea behind the game and i
greatest virtue.

y-pump- up the ticket prices, =
being careful not to over-do it and drive the fans away.
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boxing game? Could it reall
be?
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Power-
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rutal Head-Bashin o4 e T
There reall : 4 s o
- , y truly is a > i Pouér Ponch 2 H
i o r S olbiat Head Bulf
= ity. It's not sport, it's brutal head-b gﬁ'_"g by the name of Toughman Boxi i : 5 % 2 e
e comfort of your favourite cosy chai ashing and guess what, now you ca SXH}E. right here in STRRT Fege Ponch

o ql-‘,-;;; Fapl;l' i& & bladety yourl\:ray RS n do it at home in "'“ n ready

to the top of}"trll-nge tc:;:*:;?:]g--:ague of biffo and hgoP:fuslT;;tkjﬁ”es Q‘;_regionar 2outs,

S ddiciie Bin s indless thuggery. In g -smashing your wa

: Wl desi . a primal sort v

control pad for many a ni Ehslgned with enough features to h S vaY.ouctimen s

The traditional l:r:%; tbl ave you pounding the
sible-you i
Y ‘ format is used, ‘and the opponent faces you,

_ _ utline of your body. It's the only way to do a boxing
game effectively. The show is set against different backdrops, reflecting the informal
nature‘of t_he real contest. You fight in pubs, sawmills and the like, and it all looks
fantastic with heaps of detail and colour. Some scenes though are less than parent-
Il";]:_nclllyi, :!s;hg pub hﬁs ;l;:trons hammering away at each other in the background, while

ikini-cla t 3 iddi inki is i :

" :ige:t.s roll about. We don't want kiddies thinking this is what Daddy gets up

‘ Luckily the gameplay redeems this in a big way. Probably due to the unstructured
and 1nf?rrpal nature 9f the contest, your moves are varied and interesting. Aside from basic
r;lat ggatlfymg moves like smashing hooks (A and C buttons for left and right hooks), there are
ancéaHg; ur[:pir-cuts amlil ful!l;c_m s_peedball rolling Eunches. !_Special moves include the Super Hook

ymaker, as well as big-time knockout animations if you manage to hit your enemy clean

t of the ring.
%Ough
and Di
rt
Each bout lasts three fairly shortyfounds. with the old faithfu
on the state of play. Fighters regain a little of their strength after
make life unfair if you're succ lar. Dodging and ducking work well if you're going to
approach a fight with any timidity, but best results come from going in full bore with an
unstoppable barrage, any hits you take being written off as a calculated loss. That's how Stuart
plays Doom, it's a crude but effective technique. This is Toughman, it's rough and dirty
with no room for style.

Toughman combines downright sil
competition. The end result is a ripping good time. We played an
almost complete Beta version and not a rough edge was to be

found. The bad guys were just a smidge too easy to beat, but
methinks the final version will have tougher toughmen to round

FE Y

looking through the silhouette o

| power-meter keeping tabs
a TKO, but not enough to

lyness with serious

Lush. The backdrops add @
suitable thuggish mood,
while the thugs themselves
are a perfect caricature
of every back street bully
- B-F 4




MEGA DRIiVE

Available: APRIL

Category BOXING Players: 1.2
ors: -

Publisher ELECTRONIC ARTS

Price: NO RRP
Rat-mg_— TBC

e W

— ~ =
R Tl R AR AT

g i Shekiig
et i
g ssmnas mea o Sy ) -
‘;?.:.,'_:_“.:uuvauvl-u- - LAAS.
FMPEREAT ‘PALACH
ST gﬁ,ﬁ'ﬂﬂ’ﬁﬂ’x’r“ﬁ Fere o) o ]
L B TR " ¥ ‘i‘ ‘"“'—"'-'-"."".’:

= = " - . - . vk

White noise is barely

discernible as the crowd Boxing games bore me, but A ctassic i@ Cidbeic. B0

bustie it should be. Better Toughman has a base Enoy b o D ter how shoi-livid
are the grunts of your appeal which keeps any ‘s ng it is. Toughman is.

primal opponents and the tedium well at bay. o Nake y, & noncst: #6 mukking

s i ¢ nt
_compressed flesh when Combo’s and special moves OU achion w
| you getlit right. are pleatiful-and fin. Nirvang ': © Toug, - qy

BELLIICER Fiovorro Bl ovesas




o

Mick : =
planned toey acr‘d f”l ]
3t the CiPrcus but whan eq aay
there all_the rfor'mé’lj"seﬁladthey got

@0« RUSSELL
all

Ove them away

o
spﬁ_’; 51 B e

N savi ding u
yine nera Pla{'.Por'mp .
Game Approaching”

Why do |

h get the feeli

game fast"? Maybe it’s ibf:?:f;%gse;htitem
stily a

Indeed, The Great Cji(rcusssembhd i

Being the ; em with gh as i :
g the heroic sorts that. her "% Not only that but Donald and Plee e clc", 2! the
it th h Minnie set off on a jour?n:yrettTlssmg e
tt just call th vd ' thus returning la rough five
13'1 aeflfor'i‘cipsnltgwwmpmé"fa @ﬁe earﬁer ‘(Mmei‘:g igglij;etdo)the and: =
The game tries to : :

really there's nothin promote itself as a mystery that needs to be :
attempt to kill your egnm’iit:got{s about a game where you go from |ef:°t|:eg (’:‘te"}:e the title) but
up quite quickly and bestow n’:i;::t’s:ll% on their heads. As for the missing Don§|d<ajnudm|fl otn plat"forms and
changes th P s upon you. There are th : uto, well they turn

g roughout the “action” depending on which suit is feqU?::doffotrTl-.s:jZl[j; its and you can make quick

The first is a "sweeper" outfit that includes a Bruce Springsteen style headband and a vacuum

cleaner. The vacuum cleaner sucks up ghosts and changes them into shiny coins. The second suit is a safari
style suit complete with a grappling hook for those hard to reach places (unfortunately those hard to reach
places don't seem to lead anywhere) and the third is a cowboy outfit that includes a magic hobby horse and a
pop gun. Each suit will help in various situations and can be changed at anytime but the suits special power
has a finite life and must be “refuelled” by finding the appropriate icon along the way. Besides these items, you
can collect lives, coins, health and extra points, usually hidden in gold boxes (just like in Alex the Kid). When
you get enough coins, it's time to find one of the stores that are hidden in each zone. The shops sell the usual
platform game bits (lives, power ups, health etc) as well as magic outfits that use half the power.
There are two bosses for each zone, a minor one which can be killed by jumping on it's head and a major
end of level boss that usually requires the use of a magic suit to kill it. All of the bosses are relatively easy to kill
but require hea hitf to K.O. and-miost drove mesniad in the processy
The game itself plays like a dog. Mickey ain't tha i ! _
all manner of interesting rude names every time he over jumps a platform and falls to his e e e s 2z
death. Each level is fairly short and after some you'll be wondering, “Is that it?" and i ail ' |
although the instruction book goes on about wonderful things you can do during this
game, for the most part it's yet another average platform experience. The magic suits
are helpful but they're not the most wonderful innovation in the platforming genre
and compared to some of the newer games (or even games from a year and a half ago) it all seems
fairly yawnsome. The two player mode allows you to play as a de-facto couple with Minnie
joining the fray. [t makes some areas easier but also highlights how little there is to do in other
levels, All in all the game is fiddly, pretty short and quite dull.
Of course the Mickey Mouse cycle of games have always looked pretty snappy and
he Great Circus Mystery is no exception but | think anyone over the
d this to be a minor plus. As per usual, the in-game music is totally

e
1 g o= |
P il wd o

t responsive and you will call him

for the most part, T
age of two would fin
twee and very annoying.
In an age where the release of Disney games like Aladdin or the Lion King
are an event in themselves, Mickey finds himself way back in the

field......retirement time perhaps?
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Available: MARCH
Category: PLATFORM

Publisher: CAPCOM

Price: $99.95
Rating: G
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Average with some very
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E”U /. It's quite short, and you'll Yawn. We've seen it all
no doubt get through after before - check out

Y By
1st password: GooFy/Donald/Mickenyinnie ® o

2nd password: Min nie/Mickey/ Donald / Goofy.
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3 Winning for the

to victory, even on the lower difficulty levels.
the cheating the game almost encourages.
gh of an edge to finish in
_winner that any iota of
gnoring the track

jeft into the bush

o-frills racing style is a tough way
, by making the most of
Fred and Barney's front yard usually gives enou
the top three. It's perfectly legal (in game terms) and is such a reliable race
challenge is forever lost. More radical rule-bending can be had by simply i
completely, and thrashing it straight across the turf. Just hang a sharp
and keep g0Ing until you find another bi i kes it possible to lap opposition cars
i referring to hidden routes

without ever seeing them. Th
through the scrub, in reali n" routes are pretty damn obvious, provided you cruise a
i i1l reveal all, and with only

couple of reconnaissance laps. Indulging i
eight tracks it won't be long before you can win every ra dest level without even
trying. What fun.
To be fair, this game is spot on for younger playe
tearing around the cartoon fantasy |and, super simple controls and short races further
enhancing its appeal. The scenery usually rushes past too rapidly to appreciate the Bedrock
atmosphere, but the glimpses you get are enough to generate 2 nice cartoonish feel.
The eight tracks each wind their way through some radically different scenery - not
that it matters much, the road surface seems common throughout. There is a night course in
which everything is pitch black, except a tiny te directly ahead of you
illuminated by headlights. That's as tough as it gets. A couple of other courses have
bridges which jaunch you high into the air, there's no special <kill required, as the
bike can be steered while airborne. Lame and just too easy.
Road Rash style punching in a regular part of the show, at least
at the start when things are more congested. The two player mode
lets player 2 do the biffo while player 1 has the helm. No head
to head option is Jvailable though.
While younger players will just love it, BC Racers
holds little appeal for more discerning gamers other than
an hour or two of mindless time-killing.

Adopting a N
Life gets a little easier
Cutting most corners via

ce on the har

rs, the toddlers will have a hoot

Chunky-style and stightty | SOUND 3
GAMEPLAY

and
jerky. The Mega CD's limited
colour palette doesn’t :a ve-man music is _
matter to0 much though, as Rty a mix of R o
style ki clvele
i Wt.“n, ‘"’D':ﬂtf uccordiag'::?: i down and just mbumn NGTERM
sign. it’s incessants 4 races are over too quick for BC Racers wiy
y maddening frustration to waste q raij comfortabj
J set but what ﬂ:‘:y afternoon y
you goiﬂg f;

» ‘: Tenopdeic iy whicyis some retif
B S T



Available: NOW

Category. RACING
Publisher: CORE DESIGN

Price: $99.95
Rating: G

Not challenging, not fun,
not good. Wee kiddies
will just love it, but only

for a 151.;5 ./.




Deatha destructions
devas atlon-{'

: . fan=TtiR =t
Rating: NA 'FOI"' fans Of

cO t - ROGER

BOLT 1s one of those

et
PUpp1 elSl Eotf}eegot

thi
IS-game to review.. .
rs seem to have a habit of taking old Amiga

motion video, CD quality sound, fan
e since the 3DO has that sa

games and souping them
cy texture mapping and

3DO develope
h the power of the 3D0: full me cutting edge quality

points. Makes sens

up wit T |
continuously changing view

ich attra evelopers o the Amiga imits day. -
Fhlhr‘ttedﬁoupért‘ On S‘Eeyr\OJ. ds s. The gameplay is nearly identical, you

“Fire Power" on steroid

eep and attempt to locate the enemies flag, destroy the

rything in the game can be
y the excuse for doing so

urn Fire is

inuing this trend, Ret ! -
Continuing 3 cippaT e

i rmoure
c:ont;c: ?e‘::l:'::.ip:trl;:rag:i‘:nces guarding it, then bring it back to your base. 5\:‘ i
gi::i"-iwlrnlru buildings, gas tanks (nice mushroom cloud) walls, gates,deyen tre:za >
b That 1€ our way and you couldn’t bloody well be_bothered to drive aro e
O fine he flag you're rewarded by a nice little zoom-in sequence and 2 4 e
‘On ﬁndmgfr::r: H:&d)::l's “The Messiah”. If you manage to return the flag to b;sz\b:’or: o t%\en
Hanal::é;":clfa:c;‘r’gj get a ticker tape parade. Hey, it's only a piece of cloth guys! As an added bonu y
!éoe:rto pick a maﬁ from the next level where they g€t pigger and the defences get tougher.
Each vehicle has a role to play; you use the helicopter to scout out the area and find the flag, the
d the jeep to bring back the flag when you've

tank to wipe out the opposition, the ASV for defence an
cleared the defences guarding it. Each vehicle has it's own theme music too, and it's all classical: “Ride of

the Valkyries” (chopper), “Mars: Bringer of War” (tank), “Hall of the Mountain King" (ASV) and
he Valkyries” blaring out in Surround Sound

“Elight of the Bumblebee” (jeep). The effect of "Ride of t
while you strafe gun turrets and helpless foot soldiers certainly did something strange to me, but then
" “ too many times. Mmmm, | love the smell of charred pixels

|'ve probably just seen “Apocalypse Now

ishe Morging. .
Uishy Bits

q My favourlyte bit about “Fire Power" on the Amiga was running over all the little men with

the tank. It made a wonderful squishing noise and left a lovely red stain on the ground. Well now

you can hear that squish in Dolby Surround™ and the blood stain is 3D texture mapped and

scaled. Isn't advancing technology wonderful?

The way the game zooms in and out and changes viewpoint while you spread carnage is

quite nice, but it almost seems to be done just to prove they can do it, without adding much to

the gameplay. The game is quite simple really, and doesn't change at all in between levels, the

maps just get bigger with more guns to take out and places to explore before you find the flag.

In fact it's far too simple as a one player game, as you get an ample supply of vehicles and it

doesn't get really challenging even on the hardest level. However, just add an extra control

pad, convince a friend to come over (which should be pretty easy if you've got a 3DO!) and this

ame really shines.

ead to Head Carnage

In the two pla
yer game, you get splj ;

who ¢ get split screen sj «
scope af:rﬁ;::af::d th? flag and return it to your HQ. r:'llj'g:e:" Eorl:‘ziﬁhon and Tace 1o sae
opponent. Use migy since you can choose to either find the fla e e and
The tensione; a_?dd minesweepers for extra excitement € or gun down your
. n bu - .
in the search for the ﬂazl. :nzsyyt::u'l:’g:.: leave a trail of carnage and charred ashes behind you "
yourself gripping the joypad with white knuckles ::d Simple but effective. Nice Eerfectchotes of :I ;'; >
mple . for the game, an e

levels the flag is randomly pl ; attl
aced in e over, and on the bi . .
one of many flag towers, so you'll be battling away m;grﬁf; M'7°8 ves.  theme for each vehicle is
appropriate. Plus of
@

for quite "a‘1 whilT without replaying the same game.
¥ only complaint about this game
course there’s those lovely

is it's lack of appeal as a one player game

They s .
cont:ollesou!d have put a computer Tty
_ opponent to race against |
than just let i T L]
Yo go against gun turrets and ;. o, - /
.. P - . - .

the occasional chopper. The
zan thmkﬁ of_ is that they .eitherogi'Zn?rms:vJ
ou:rdor didn't ba've time to program the Al
{::: < :;e::lncv:ea lsl fo;give Silent Software
a
reck?n this is second :.T;—T:ﬁf?::ﬁ:
3DO s best head to head battler. Highl
recommended if you're into two pla 4
mass destruction. b
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GAMEPLAY

The controls are a littie
awkward at first, but it
feels great when you

an

L

Lots of maps, gs long as
you've got a frieng you'll

dlle'i edach
egto ar atch.
5

OVERALL

A great head to head
action game, but not
much at all as a one
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PC CD ROM

; LE SPEED CD
Min Requirements: 386DX33; 4MBRAM: 35MB HDD; SING

Available: NOW
Category: ACTION/ADVENTURE

Players: ONE & Publisher: INFOGRAMES

Price: NO RRP S
Rating: M15+

VISUALS

Real character and style
in the design. Polygonman
needs a bit of polish
though - but at least it’ll

run smoothly on a si
maehiné, v

Crisp, sparkling 16-bit

musig. gl':nshofs thqt go

bang and creaky hinges
that creak. Footstep plods
sound the same regc_lrdless
o ou'r.wcllkmg on.

My Godt I'm going to diet

Some thinking required -
but not much, A
murderous attitude is far
more likely to yield results

than any perceptive
detecti PIS /
B i

Better than its
Predecessors, although
still no Six-month epic,
Enjoyable while it lasts,

but it’s doubtful yoy would
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can you do in the darka

re one? What possible fun
could a gent get up to is such

ircumstances? BEN MANSILL

foc the d
. oor. t
out tﬁe S‘llg ts and-'finlt.:l'; Tft

Are Infogrames going the way of Sierra? Can we expect a steady 'stream‘of s;quel;
to their cash cow, Alone in the Dark? Sure looks like it. Well, at least the mno'vat:ve? renc
design group can be counted on to do something fresh each time around, can't t eyl, e =
Edward Carnby, upstanding Englishman, shiny shoes, supernatural super sleuth an fn'\tan -
action. Ed Mark IlI, slow Texan drawl, dirty boots, gunslinger. Slaughter Gulch, movie-perfect wi |

west town. A dangerous place to be, even for tough man Ei i ty |

Style Over Practica

If you've played either of the first two Alone in the Darks, then first things first - no, the
graphics haven't been improved one little bit. The bizarre Polygonman still struts his fluid but
strangely unnatural way around the screen. He even seems coarser, blockier and of -noticeably
less detail than the characters in Alone Il. Infogrames went with the Polygonman look in the
original, because it was a practical way of achieving smooth and believable human movement,

with the limited processing power available at the time. Now though, the only explanation for

keeping the look is because they want to stay faithful to the style. Better results could have

been achieved with more modern techniques, but since when did the French give precedence to
practicality over style?

Speaking of style, this game simply oozes it from every screen. The backdrops are hand painted
and look superb, somewhat low-res and grainy, but hey - it's art, man. The camera angles shift every time
you move a few paces, with any semblance of conventional viewpoints non-existent. Surprisingly, the
movement and functionality of the character is unaffected by all this perspective jumping. Even.in heavy
running combat, a sudden switch from above and behind to ahead and below isn’t the least bit

disorienting, providing a situational awareness that is useful and necessary.

For the uninitiated, the Alone series combines action and adventure elements in roughly equal
proportions, with the heroes task to unravel mysteries of supernatural proportions, as well as kicking a
fair amount of butt. Set in the sepia-tone olden days, Alone 3 homes in on the surreptitious skulduggery
afoot in the pleasant backwater of Slaughter Gulch. This quaint little picnic spot is infested with
murderous evil, some of Earthly origin, some not. Behind it all is an evil scientist (yup, that old cliche)
who plans to set off a massive natural disaster in the California/San Fransisco region, by detonating a

weapon of mass destruction not due for another hundred years. Hope | didn't spoil it for you.

haracter Interaction

EV!dE' ce comes togetl €r most Y by way of va 5 WIIIC come | |}£0 s "‘lyOUI possession
/ "

y symlpat'hetic do-gooders. Character

f&_wwbu.ngh different locales to make life interesting
or being to short. Fun they were, but it I
: | was all
e Eew effort addressgs this problem- and little else. [t's bigger
If ut features_nothmg Néw or innovative in the gameplay
_ocus{on action over adventure/puzzling. This is not an
interface copes with it. Big Ed can swing his arms around
sa;eeu:;:aliy |_rteffec;ual, best left for emergencies, like when
g : ! Mor re the variety of prodding i :
p,‘stoigm;ght aswiséilstflﬁ:s;\;::ﬁ: }JeveryI{:tlsE:hTétered for. For serious blood~fettinpg thougghEmngii:i;n;i:::ztirEd thro;'%h
I | Bl tered . : 4 ig gun. The
i St written on it, for all the good it does, but pack a Gatling gGun and
A nice touch is the point in th i
( € game where you die (really!
KR t y!). It seems to be part of th i
= fanatiecr;tﬁlnslmngga;l; Arr(wjulet. a sequence follows where you are re-born as a Iion? The runziﬁIOanrg:;deE' e
; y 1 and realistic, it's a buzz to play and you can't help wishing it would | : e
traight action /adventure gaming that look TR Al R AN

_ The first two Alone's were fairly criticised

OVver just as you got into your stride. Th

and Ipnger (thats gotta be a good thing)
Indeed, if anything has been altered it's the
altogether good thing, considering how poorly the
and perform a rather tasty spin-kick, but these blows
you screw up and run out of ammo. More useful weapon

:;;?lﬁhlpg about it s
he o) Jifferent from
norm, but that's the
French way of g,
things. A pjt

| ; s pleasing is what to f i

T 3. Nothing remarkable or new, but the ame expect from Alone in the Dark
. . tyl

nofmngp ing that there's a reason for that - simple, uncor%:p!icaieﬁ ?’uhas el Kb
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DPos

Yet another in a
ong line of Doom clones-

ise of the Triads comes to
M3 from Apogee-

RIS WHEELER pack i :
and goes huntinEg fors'crhi]rﬁn lzsl..StO]'S

s w

i me

Just when you thought it might be possible to venture ba<|:‘k mt? fzj gtame rss;:r:hir:: !zz:c:::e_aRig; e

> : G .

idn’ ine, along comes the latest in a long line of first > I Ll

:::El'dr;:;st :::ieoi ?}?: hme:I:guf Hereti: Descent, Dark Forces isﬂ _;che re::,;a:e:ft;ls: ;l';:;‘isﬁ{v Eosuffe)rlfrzm

sh-i t success story that is Doom. ile mo e

anothe{gz:sh;g#% ti:ed::anr:ﬁ;ir;h such style that it is hard to fault it beyond the grounds of total lack o
comparison,

eriginality. . | ead Just ice
o h e 10C 1 t e vk wors jate violent law
. bduceYby Apogee gamesywu play one of five “triad buster (insert appropriate

i ivi i d. Surprised?
job i i i living Triad member you can fin
types. You job is to... wait for it... kill every ;
%nfgl:?: r:::;:flﬁ:vzrzd;pthroughja Doom-esque landscape dodging t:culie:s :;r;i ::agp:na;nil :;siear}ls;nag

g imi ront © g

i i justi |s hapless enough to stray In
high velocity lead justice to any crimind o el

i i far as plots are concerned... but then again, Wha 2 e

S Pq'ztfev::':;ﬁ:ca:a:e exc‘:elient, with a really sinister, moody quality; enhanced by dim lighting

and flickering shadows. The gore factor is not as high as Doom but there is sufficient blood and
guts to satis%y those spree-killers-in-the-making that lurk amongst us.

The game-play is completely Doom based; with the same controls (including the strafe)

and weapon selection keys. What is new in the game is that there are more in-game obstacles and
traps to overcome than in the other games of this style. Lethal pit traps, spears, crushing walls,
teleport puzzles, fire jets and others, are liberally spread throughout each level. Another
interesting factor is that the game is (loosely) based in reality. As far as | could see (though |
didn't finish all the levels), there is no supernatural or magical element to the game; foes are
various kinds of Triad bad guy equipped with different weapons and skills. Seasoned Doomsters
will find themselves challenged by the odd surprise (watch the corpses, some Triad goons play

possum) and excited by the trap orientation of the levels.

Double Pisto]s & Chaos Missi] TR

As f; i i
S ga:‘;fsa:eh;gosnry;_s concerned, you start equipped with only a pistol, fmmehere
S hsu machine gun, bazooka, or a rocket launcher that fires various
g gl t‘:: i ::tb !seei_qrtlgl, or a chaos missile called the “drunk rocket” ). The best
! € pis ; i i ‘
St ol i }-h_mr:lg ;0 option. You'll be enacting you favourite scenes from a

ool Bt ng-style action flicks as you distribute leaden death to

I pite the other high calib i i
used the two pistols whilst wandering arougndf:ah ! enge g

Other feat_ures that work for the
allow you (with or without 3 modem i

T T

Match option for grown-ups; not only do you have to hunt down

and kill your opponent, but you also have the games goal to
complete also. This can lead to some nasty ambushes and

encounters as your opponent waits for
g you near the

All in all this is a good game. Its

4 dcm!y rgal dzwn-side is the fact that it is so
erivative. Any game of this style is always ]
going to be compared to Doori, and untyil VASUR St

Programmers start doing something new and

innovative within that engine, the comparison

: Sound design and good
will always be negative.
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PC/PC CD ROM
Min Requrements: 386DX; 4MB RAM; lZMBHD
Available: NOW (SHAREWARE}

egory DOOM LIKE Players: 1-2 {MODEM)
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PC CD ROM

Min Requirements: 386 SX 33; 4MB RAM: 20MB HDD; SINGLE SPEED CD

Available: NOW

ennis Hopper!

race dJones!

Stephanie Seymour:
There's no doubt that

Hell has an all-

star casts put does it have

five star

tri gameplay?

fﬁgs to-avoid a] ¥ ttL’-éLIAN SCHOFFEL
and brlmstOne_.plts of

Hell is.a CD'ROM ad
Crusader and adventure from TAKEZ2, the
TymE ik Denlililsre;z;.se_r\fz:geét doesJ utilise the talents g?igﬁewl;\i; :;?:;Jeg}.ll-'l:otllf Sta;l
ytimed race Jones, it isn't really i ywoo
T“}LL :_eg-?.:'a-éen?y-a'!r"‘a”zg’gffqm, Origin, LucasArts and Srleally in_the same league as the
ciciiva l“} 1 Hals 1erra.

Category: ADVENTURE
Price: $89.95

Rating: M15+

It is the future (2095
und - )-and Washington D.
Thi erworld. The USA is now ruled by a reli i%)u C. has become an outpost of the fier
te }:5 Teans that you don't just go to jail if%‘ou sbeﬂi:en;m SRR HATL Gog
chnology abounds (he reak the law, you go strai e
been outlawed by the (I-Iar?({:l:eop(’;eo;)’;erpunk reference in the title), jugst a};g:}gih;"tcﬁll?:@f\{t"héle
. - I
Hand of God is run by a rather nastysi:c?ilirig:;?; :;‘eoia::ee}gdsuop becomes obvious that the
political party a cértain amount of irony (hint, hint). RIS e S
In the game you can play one of two characters; Gideon Eshanti or Rachel Braque. It
doesn't really matter which character-you choose because you always travel together
anyway (why bother giving you-a choice then). Both Rachel and Gideon are actually
agents for the Hand of God's Artificial Reality Containment division (who are basically
there to stop people having any fun with virtual reality). At the start of the game your
character finds his or her name on the Hand of God's black list, so your goal is to find out
why while eluding arrest and perhaps discovering the true agenda of this sinister regime.
ot ' R vy & P T

- ¥ =t e Bfics alofif WithH1o®
|| features some Very tasty graphics @ i
o d myself sitting in front of the screen getting

B s i i ice-acting varies from QK to very
The qualit of the voice-acting v
IS o fo qt'ne ts\‘nri'.ight of her_modelling career). The-game

game activities; goto location A, talk to afore\ mt_a;\trllg?ei
. - :
character, get jtem, solve puzzle etc. Unfortun?tely ;he pl(;t 15‘:?05; gqia‘arl“a;\?agﬁzftnfg?;u n
. ' » ; there
isfyi i+ could have been- Let's face the scts here; thel
Sa?iglzgrzse rhe { | of the actors {many of

i hadow Stevens bonehead who hnsted
i ke e +o identify with

e of digitised speech (00 much
very pored while the characters

itself consists ©

them soun v -
American top forty) made 1t hard for me
ery
any of the characters. e cenes-ate v
cut-sC ooth 28

e e
ositive no & oth,
P «ed an no o the city s

a
% \etter-
attracthi o V] an.The30 3”6:32 o OK but
they coU d : uch. Must nd s\?udoesn't have @
jgo 3 11 oy, AR 2 e s t0 U1Y
not‘n"-ng p\ei‘ O‘I:E for i‘._ y add\E:’Ehﬂ‘: poth
L oodNet Qnie:ha Hell out it Vi Very clear, sometimes too
i - ISUALS clear especially when you
Some really lovel have to wrap your ears
animations andy qround t:‘::s ofubo:;:l%d
backgrounds, definitely up dialogue. ";:‘n ::' Ses
there with the best of effects are yavengge:

them. The many denizens of
the underworid you
encqul'rl’er are fantastically
bizarre and colourful.



GAMEPLAY

Too linear and Unexciting.
TAKE2 reaily should have
come up with a more
innovative approach better
suited to such an original
plot and cyberpink theme,
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Dragon Lore is a stylish new RPG from Cryo, the same guys who brought us the original Dune
game and the forthcoming Lost Eden. The game comes on two CDs so you can expect the usual

rioys graphics and plenty gf spggch and it'sstotally mouse-controlled which makes it a cinch to play.
EERTCS and Destiny

As is the trend these days, Dragon Lore opens with a magnificent intro sequence. It sure looks
good anyway, but the sound is a little tinny. Thankfully the high visual standard is maintained throughout
the game. The plot of the game is that you are the son of a Dragon Knight and your father has hidden you

away in the countryside to avoid the unwelcome attention of another particularly nasty Dragon Knight.
Now you've grown up it is your destiny to-also become a Knight, but first you must complete a series of
quests to prove your worthiness and attain the votes of other Knights. In order to get the required
number of votes you must choose the right course of action in various situations ie. if you kill
everything in sight there is no way you'll get the required number of votes, so there are plenty of

ethical considerations to be made. ; ;
The game itself consists of moving around the gaming onrld s:;l\::legg:;sfgzra}md

completing mini-quests. Movement is of the stepped variety (a-la- yeto; e

ithough there are plenty of pre-canned animated movement sgquepce?_ e

Zld ocgiar muscles. The puzzles are of the standard RPG variety 1e. in g

ill deranged troll to get sword of Zog etc.
Lk Egin;rz ED-only game you would expect Dragon Lore to 'na\.ril cb
quality sound to back up the great gralphicT. L}nfortk;.}@:ﬁgh;hrzsio:fn -
little scratchy and really don't gel very we wi
:ie(;t:r:;e;;d while the mouse-controlled interface is €asy to use, |
still prefer being able to take shortcuts using the keyboard from time

tg'_'&irne - but you just can’t do this in Dragon Lore.

he NEXt ”yst?

The h i

Dragon Lore isy [ifmeoge;l;eMb:s: “;ees”tcftgwelyou s

b ' lyst. after playing th
their I;::{ rae:lg; agree w}:th them. While th):e ggrapf:cgsa?ri T:;C-‘v_ome
: od as those in M o

b ¢ yst. The puzzl
mplexity of those found in Myst. This bringz meeti aalrs:cir:'»a.cucoktﬂ-le
rtant

conce
rele::;gtﬂeozr:tactual gameplay again. If Rebel Assault wa
bl v;ould probably score a 50, because the gamepl ;
standard; govrst;';:s \goufd be fairly average by tosz:fys
- 90 while Dragon L
gameplay is really nothingsmcigir_e jesmiiek 8000 the
aIthoug:'ni;:osrﬁltzslséogr?gag;)nbLorJe is a fairly solid RPG
ably be classified as m :
arg:zat:re game really. After all there are no st:triZt‘i)cfs E‘1';{]
i b:acund with. The reason | classify it as an RPG a?t
;o ause you do mould the personality of
cter and this does affect the game as a wh o i
you oned Myst you’ll probably b ot
quite like Dragon Lore.

ViSUALS

Great animate’d'é’ﬁt—
scenes and lovely scénery
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iy expect more
7::0';:10111 apvisuqlly .
stunning CD ROM titte;
sound-effects are
scratchy and often sound
out of place, speeehbm
acting is very ordinary

—B0%

GAMEPLAY

Nothing particularty

innovative here i'm afraid;

just point and click your
way through the usual
array of RPG puzzies and

707

Min Requirements: 486DX; 4MB RAM; 8MB HDD;

Available: NOW

Category: RPG

Players: ONE
Publisher: MINDSCAPE
Price: $99.95
Rating: M15+

DOUBLE SPEED CD

Another CD ROM visuaqy
extravaganza with

mediocre gfamepiay
. " dand sounds

If you can adjust yoyr P

mindset to deal with the

Puzzles, then the game

pl‘obubly 'tdas |°ng
enou yf price.
s




PC/PC CD ROM

Min Requirements: 486SX; 4AMB RAM; 10MB HDD; MOUSE

Available: NOW
Category: COMIC ADVENTURE

Players: ONE Publisher: PSYGNOSIS

Price: $89.95
Rating: G

Great background

n
ple a.a Excellent effects and
° background music. Then
thg voices... Starts easily and it
gets harder S an advent ;
as ure, it
q You progress. Addictive meant to last q long ‘Il:"nie

. 5/ EaY
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funny have been written in America and are thus, not funny. Well, maybe 3 little bit funny to some
ten year old who doesn't get out much. Discworld is genuinely funny for these three reasons. One, the
direct interaction between the characters is good. Secondly, plenty of visual gags go on in the
background that you can miss the first time you play. Thirdly, and most importantly, the voices of the
characters are superb. They are (in no particular order), John Pertwee (a former Doctor Who), Tony
Robbins (Baldric from Black Adder) and Eric |dle (Monty Python- but you knew that already). Not
putting a too fine a point on it the voices really make the game something special. Eric Idle’s timing and
delivery are fantastic and really suit the role of Rincewind to a tee.

The plot of the game is an original story that's not based on any of the books. Pratchett helped
with the script but that's about where his influence stops. It yses the Discworld characters such as
Rincewind the Wizard (failed), the Luggage, Death and locations such as the city of Anhk-Morpork and
the surrounding lands. [t also draws from references from the books.

A group of people, who are initially unknown to the player, have summoned up a dragon. As
any fan will know, dragons only exist on the Discworld if someone believes in them. Part one of the
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No home is complete without the
complete collection of HYPER.

But don't despair. For a mere $7.50 an issue (including
postage and handling!) you can regain your street credibility.
Be warned, there are only limited stocks of issues #1 and #3.
New Zealand readers please pay AUD$7.50 per issue.

Issue #1 SF2 Turbo and SCE,
Aladdin, Jungle Strike Play
Guide and Virtual Sex!

Issue #2 Sonic Spinball and
CD, Super Empire Strikes
Back, Pocky and Rocky Pla)f

Issue 74 Virtua Racing,
Clay Fighter, Tournament
Fighters, Sonic 3, Doom,
NBA lam Play Guide.

E:is‘bi'f|'_w'|i|‘--r| lir 8

B, Sonic 3
Play Guide plus Music Video in
the 90s.

Issue $#7 Streets of Rage 3,
Mega CD Special - Tom Cat
Alley, Double Switch - Turn
and Burn, Super Battle Tank 2,
PC Sub Sim Special.

Issue #8 Sold Out

Issue #9 Mortal Kombat CD,
Mortal Kombat 2 Preview,
Stunt Race FX, Theme Park,
Clayfighter Play Guide,

Jungle Book.

Issue #10 Super SF2, Mortal
Kombat 2, TIE Fighter, Shining
Force 2, Harpoon 2,
Subterrania Play Guide & CES
Report.

Issue #11 Sold Out

Issue #12 Sold Qut

Issue #13 Donkey Kong
Country, 32X Preview, Shaq Fu,
Mickey Mania, Rise of the
Robots, System Shock, Doom 2
& Urban Strike PlayGuides
Issue #14 Sold Out

Issue #15 Top 100, Wing
Commander 3, Doom 2 Poster,
Ecstatica, Super Punch Out,
Magic Carpet, FIFA 3DO,
Rugby World Cup, Brutal.

Iss :16 Heretic, Super
Consoles, Earthworm Jim
Playguide, Beavis & Butthead,
X-Men, Corpse Killer,

The Need For Speed,

Enclosed is my cheque/money order for HYPER i

O#1 Cl#2 O#3 Clxa
O#9 Oxwe Ox1z HE

at $7.50 each (including postage and handling).

Send to HYPER Back Issues, PO Box 634,

Kings Quest VII,
Samurai Shodown, Cyberia




Shockwave:

Operation Jumpgate

Available: NOW
Category: SHOOT 'EM UP
Players: ONE
Publisher: ELECTRONIC ARTS
Price: NO RRP
Rating: TBC

The original Shockwave was one of the first
games available for the 3DO and really showed
what the machine could do as far as FMV, and
some pretty damn fancy texture mapping.
Shockwave: Operation Jumpgate is not a sequel
and doesn't really develop the concept much fur-
ther, it's really just an add on mission disk. Same
game engine, same gameplay.

As in the first game you play a pilot thrown into
the deep end of defending Earth from the mysteri-
ous alien invaders that were successfully repelled
seven years ago in the original Shockwave. After
being taught a lesson by the surprise appearance
from outer space, the United Nations special forces
division puts together a fleet of probes throughout
the solar system to give advance warning of a
future attack.

Unfortunately it’s a little too late and the probes
arrive on various planets through out the solar sys-
tem just in time to witness a few shots of the
invaders three legged vehicles trundling around on
Mars before being sent a few friendly laser beams
by way of welcome. Off you go to Mars to clear the
Red Planet of the cowardly mechanical swine, and
from there you jaunt across the solar system deal-
ing with the foul menace wherever you find them.

The game looks nicer than the first, mainly
because of the spectacular back-
grounds. Skimming across the plains _VISUALS
of an alien infested Mars while battling
flyers and walkers on all sides is quite a 5
spectacular. Jumpgate is also substan-
tially harder, throwing you right into SOUND
the deep end with aliens bombarding
you on all sides. As in the first B 3
Shockwave the dramatic FMV cut
scenes are well produced and do a lot
to add atmosphere to what is basically
Jjust a very fancy version of Battlezone.

Beware, you must have the original 5 ].'
Shockwave to play this game, it needs
to find a saved game of Shockwave in  onGTERM
the 3DO's NVRAM, so you can just
borrow a friends copy and play it once E 5
if you don't have it. If you played the
original Shockwave and want more of
the same then Operation Jumpgate is

for you. ? &

Roger Bolton

Demolition

Available: NOW
Category: ACTION
Players: ONE
Publisher: VIRGIN
Price: NO RRP
Rating: TBC

This is a game that shows how versatile the 3DO
can be. It's sort of an interactive movie, as it takes
action-packed gameplay and mixes it with full
motion footage from the Sly Stallone movie of the
same name. You play John Spartan (Stallone) and
your mission is to pursue Simon Phoenix (Wesley
Snipes), find his underground supplies of weapons
and artillery and then foil his plans to devastate
the greater Los Angeles area.

Demolition Man makes use of the 3DO game gun
as well as the joypad. The gun is used in shooting
scenes reminiscent of the T2 Arcade Game, and
the joypad is used in fighting scenes which are sim-
ilar to Mortal Kombat. There are also tunnel chas-
es using first person perspective (Doom) and even
a fast and furious car chase!

The shooting scenes are cool and the 3DO gun
performs really well. The options screen has a
shooting gallery for practice, although the gun can
be calibrated anytime during the shooting frenzy.
The digitised fighting scenes look great and have
authentic sound effects from Stallone and Snipes. All
the basic moves are there (kicking, upper cuts,
blocking etc) but the controls are a little fidgety. The
tunnel missions are very impressive though. They're
similar to Wolfenstein in gameplay, except you have
a motion tracker (like in Aliens) to locate Phoenix.
It's dark and scary. The car chase adds
yet another dimension to the game, and _VISUALS
your aim is to catch up to Phoenix's car
without running out of fuel or hitting 5 5
too many civilian cars. You then get
into another punch-up. SOUND

There are three difficulty settings
available and the game can be paused
at any time for a password so you can
continue the game at a later date.

So, Demolition Man is really four
games in one, and the movie footage
really does work in making you feel
involved in the action. Although the
combat and driving sections aren't L oNGTERM
quite up to scratch, the tunnel scenes
and shooting scenes are mad and 5 E
make this one of the best movie to

game conversions around.

Andy Hodgson B E

Cannon
Fodder

— B
MEGA

Available: FEBRUARY
Category: ACTION
Players: ONE
Publisher: VIRGIN
Price: $99.95
Rating: M15+

On March 16th 1968, a US marine platoon under
the command of Lt William L Calley Jr. massacred
over 300 South Vietnamese civilians in the village of
My Lai. Calley was subsequently tried and impris-
oned for murder by a US military court. While it
may seem strange to comment on these horrendous
events while reviewing a computer game, a quick
glance at the tasteless and barbaric game that is
Cannon Fodder will soon dispel any such wonder.

Ostensibly the game is a standard shoot 'em up,
where you control between 2 and 5 marines in a top
view environment as they wander around blowing
away enemy soldiers. The game starts with a group of
sixteen civilians lining up outside an army base; they
form a long queue outside the gate, in front of a large,
featureless hill. As your men die in the various mis-
sions, their unit is replenished from this long line of
recruits as small, white gravestones begin to appear
on the hill-side. Each recruit is named and a list of
both the survivors and the dead appear at the end of
each mission in a screen decorated by red, remem-
brance poppies. During the game you throw grenades
and fire machine guns at the enemy soldiers. Usually
one shot will kill an enemy, but sometimes they will
only be maimed; this leaves them screaming in pain,
lying in a pool of their own blood until you execute
them with a final shot.

One screen, titled Super Namtastic,
has your squad of marines wander _ViSUALS
into a Vietnamese-style village, blow-
ing up the straw huts with grenades ? 5
and then shooting the people who run
from the ruined buildings. SOUND

If it was a good game (and | know
lots of people actually think it is), you
might be able to excuse all this as an
unwitting oversight, but | reckon the
game is deadly dull. It is interesting

GAMEPLAY
only to the kind of closet Nazi's who
get off on playing this kind of lowest 5 5
denominator trash. | like a good shoot

LONGTERM

OVERALL

‘em up as much as anyone (Doom is
my favourite game), but this kind of
garbage only serves to ruin the video
game industry's reputation. While |
won't support censorship of computer
games, | will encourage consumers to
give this game the finger.

Chris Wheeler
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Guts

Smash Tennis

Virtuoso

Available: NOW
Category: SPORTS/ACTION
Players: 1-2
Publisher: VIACOM
Price: TBA
Rating: G

Guts is obviously a crazy TV show in the States
where kids put bike helmets on and run around
obstacle courses, throwing balls in hoops and
climbing ropes. It may be an exciting game show,
but as a video game it sucks the big one.

Primarily a two player game (one player is called
training mode — yet it's the same game), you
guide your chosen player through a total of four
different games. You have to win 700 points in the
first three to be able to play the fourth game called
the Aggro Crag.

The gameplay is like this — press jump (the play-
er jumps at the basket, suspended by bungee
cord), press throw (the player makes a feeble
attempt at throwing a ball into the basket). Now
repeat this for the three minutes or so allocated to
the game. Now remove your foot from the televi-
sion tube and wake up your friend who you invited
around to play video games. Next, guide your play-
er through an obstacle course. Marvel in wonder as
your sprite climbs a rope (push up on the control
pad). Gasp in astonishment as your player jumps
over a block (press jump). Reach the finish line and
the far reaches of human mental torture. Hey!
Wadda ya know! You didn’t get 700 points. So
now what? Play it all again!

About the only reason for playing this game is to
appreciate the rotoscope style anima-
tion of the contestants. The sprites
are big and move like the real thing.

You can even run them into walls and B E
bang their heads. It's more fun than
actually playing the game. OK, with SOUND
two players the excitement levels
creep up the scale a tad. But ulti- ??
mately this is a stinker. | hope we

never have to watch the TV show.

VISUALS

GAMEPLAY

Eliot Fish 5 E

LONGTERM

4

OVERALL

55

Available: NOW
Category: SPORTS
Players: 1-5
Publisher: NAMCO/VIRGIN
Price: TBA
Rating: G

Well folks, it's very cute. Maybe way too cute for
some of you to stomach. But in a crazy way, | find
Smash Tennis to be quite charming. Remember
Micro Machines? Teeny sprites but big, whopping
gameplay when you round up a few friends? | reck-
on Smash Tennis would probably slot in quite nice-
ly with the same description. There may be some
better tennis games around for your SNES, but
some of them take it all a bit too seriously. Smash
Tennis is all about pure, simple fun.

The controls are very simple, but | found myself
playing it over and over. With a huge range of
playing options — involving up to four players
(singles, doubles, combinations of computer and
human players) an exhibition and tournament
mode, a variety of different tennis players to
choose from and nine different courts, Smash
Tennis performs the honourable function of being
a nifty multi-player game. Playing against the
computer isn't bad, but having the opposition sit-
ting next to you on the couch makes for a more
aggressive and fun game.

The sprites are weeny, teeny things with big
heads (y'know these Japanese games), and they
run around, dive for the ball, cry when they lose —
it's all very cute and certainly aimed at the tennis
virgin, but us pros can enjoy it too. Trying to out-
wit that babyfaced little sprite was
just too enticing. There are a million _ViSUALS
things that could be improved upon
with this game, but somehow it's cap- E 5
tured something. Something strangely
endearing. Er.... SOUND

Eliot Fish ‘? E

GAMEPLAY

PC/PC CD ROM
Available: NOW
Category: ACTION
Players: ONE
Publisher: ELITE
Price: $89.95
Rating: GB+

There are two dodgy looking guys sitting in a pub
somewhere in Europe, one of them turns to the
other and says: "Hey Trev have you seen that
Doom game for the PC yet?"

“No mate, what is it?”

“Well it's this sort of really cool shoot-em-up
game where you run around blasting things, it
looks great, sounds great and has made the pub-
lishers a bundle.”

Trev stares ponderously into his beer for a while
and farts quietly before replying; "Hey I've got an
idea, why don't we come up with a game that
cashes in on this Doom phenomena, people will
buy it thinking it's like Doom and by the time they
find out how crappy it is, it will be too late.”

“Hey that's a great idea mate, lets give it a rock'n
roll soundtrack and call it Virtuoso.”

Yes I'm afraid Virtuoso is yet another incredibly
poor Doom rip-off. This game is one of the worst |
have ever reviewed. The graphics are extremely
poor, the purported rock soundtrack sounds like
airport toilet music and gameplay really stinks.

You are a rock idol who is sick and tired of having
to sleep with adoring fans all the damned time.
Yearning some kind of escape from this hellish
existence you don a VR helmet and are instantly
transported to the world of Virtuoso.

The game itself is a third person
scroller (third person because your _VISUALS
viewpoint is from behind the head of
the long haired, bearded rock star). ].' 5
You move around shooting very poor-
ly animated creatures which promptly SOUND
explode into numbers representing
your score. Not only is the game 3 D
hideous audio-visually, but it lacks the
fluidity of movement essential for this
type of shooter. This problem stems  SAMEPLAY
from the fact that you stop every time
you shoot something, which means ].l D
that any Doomlike strafing tactics are
out of the question. LONGTERM

In conclusion, don't buy this game.

It promises little and delivers nothing. ].l D
Not only that but it also comes at an

obscenely expensive price. Avoid it
like the plague.

Julian Schoffel ].l 5



KA-50 Hokum

Awvailable: NOW
Category: FLIGHT SIM
Players: 1-2
Publisher: VIRGIN
Price: $79.95
Rating: G8+

About time! A proper helicopter sim is way over-
due in PCland. Gun Ship 2000 was the last serious
heli-sim, and that's almost four years old.
Beautiful as it is, Comanche doesn't cut it for
dynamic realism, action thills being its forte.

The KA-50 Hokum (as Comanche freaks would
know), is the Russian equivalent of said hot
Yankee gunship. Your task in this sim is to pilot it
in an anti-piracy campaign over the South China
Seas. Apparently cargo ships are still regularly
plundered by speed-boat equipped nasties. Your
goal is to protect the interests of free enterprise
and democracy - this blight must be stamped out!

Most missions involve rapidly speeding to the res-
cue of a slow moving super-tanker, then taking out
the offending pirate-boat with rockets, guns or
missiles. Your base is a frigate, centrally located
amongst the islands which are scattered through
the area.

Other heli's are available for you to fly, but the only
reason you would want to is if your supply of
Hokums has been wiped out. That said, the Mil HI-8
troop transport is a choice toy for finishing off unde-
fended areas, thanks to its extreme weapon load.

Some air-to-air fun is involved, the only serious
threat though are the enemy Apache's. Big, fast
and potent, they are usually found making a bee-
line for your base ship.

Hokum looks as good as it needs to, VISUALS
but sounds incredible. The turbine
start-up sequence deserves max. vol- E 5
ume and should be shared.

A superb flight-model is the centre- SOUND
piece of the game, with repetitive mis-
sions being its weakness. Still, it's the
first interesting heli-sim for years, and

that makes it worth a look, at least.
GAMEPLAY

Ben Mansill 5 E

Retribution

PC/PC CD ROM

Available: NOW
Category: ACTION
Players: ONE
Publisher: GREMLIN
Price: $§79.95
Rating: M

Taking the worst elements of Wing Commander
Il (a great game) and the best of Cyberace (an
abysmal game), Gremlin have given the world
Retribution to play. This space epic mirrors Wing
Commanders ground based interaction and general
mucking around, adding to it action sequences
that have you flying over some very Cyberace 3-D
landscapes - but there is a point to it all.

As usual, the Earth is living under the veil of
imminent destruction by an alien species. This
time round it's the Krellans that need a taste of
your lasers. Retribution has you taking out their
ground installations and air cover, all set amid
some rather attractive Comanche style 3-D terrain.

As with most fine looking games though, the
gameplay lets it down sadly. There just isn't
enough here to do. Microcosm/Novastorm fans
will love it, the rest of us will get just a tad bored.
Worsening the problem is the dicky space fighter
you're supposed to “pilot”. There are severe limits
to what it can do - like going up or down to any
reasonable extent. Limited movement on all axis is
possible, but it feels like a rubber band is holding
you back, the end result being that it just ain't fun.

Compounding the problem is the need to spend
an irritatingly large amount of time travelling
around your base, before the mission starts. A lot
of work must be done before show
time, people need talking to for mis-  VISUALS
sion requirements and suggested
approaches. That's OK, but having ? B
them spread around opposite points of
a huge space base is pure annoyance. SOUND

Inexperienced gamers who just want
a quick blast after work/school will ? Ll
probably take to Retribution, but

more discerning consumers know bet-

ter, and will save their gaming dollars GAMEPLAY
for quality.
Ben Mansill
LONGTERM
OVERALL

L7

Star Reach

PC/PC CD ROM

Available: NOW
Category: ACTION/STRATEGY
Players: ONE
Publisher: INTERPLAY
Price: $99.95
Rating: G8+

There is more than one way to conquer a galaxy.
There are actually two officially recognised (by
me) ways of going about it: the strategy approach,
or all-out action. Two leading examples of each are
Masters of Orion and Wing Commander lIl.

Combining both elements has been tried, but with
little or no success. Now Interplay has a stab at it
with Star Reach, with surpassingly successful
results. The appeal lies in its simplicity - this is a
“training wheels" strategy game with action in its
most basic form to keep you awake. Any of seven
alien races (including human) can be played by you,
with as many of the remaining lot becoming your
foe as you choose, Certain races display particular
fighting characteristics, and this is great for long
term value, as it makes for wildly differing games.

Action stations and it's a-conquering we go.
Steadily moving outwards and claiming planets is
the basic go, with a simple selection of resource
management and facility building for each new
world. This is not a big galaxy and before you have
a chance to consolidate your power base, it's under
attack from the little green men.

Here your joystick wielding skills come alive,
there's no in-cockpit view, instead you control the
action from an external view of the battle. | hated
it and preferred to play Star Reach purely as a
strategy game (there is an option to
do just that), but others may thor- ~ VISUALS

oughly enjoy it.
An easy interface and straightfor- E ].l

ward set of objectives make this a
breeze to pick up, while the game SOUND
offers surprising depth and variety.

Masters of Orion still rules the genre, ? ?
but Star Reach is a contender for
newcomers.

Ben Mansill
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Desert Strike

PC CD ROM

Available: NOW
Category: ACTION
Players: ONE
Publisher: EA/GREMLIN
Price: $79.95
Rating: G

A Mega Drive conversion for the PC? Some may
say it's like putting a Volkswagon in a Grand Prix
or even vegemite in a foccacia but hey, there aren’t
that many shoot'em ups around for us PC types so
as they say, beggars can't be choosers. For those
unfamiliar with the game, it takes place some-
where in the Middle East (that's Arabia), where
General "Extra Hommus and no Taboulie” Kilbaba
is causing all sorts of bother with those shiny new
weapons we sold him last year.

Your job, of course, is too utterly lay waste to his
entire nation without letting any of those nasty
journalists take unpleasant photos which might
make us look bad back home. To facilatate this
you are provided with a chaingun and light and
heavy duty missiles. Oh, and an Apache strike heli-
copter as well. Ammunition and fuel are limited
but can be replenished by picking up supplies with
a winch. Scores of your own troops have managed
to get themselves lost behind enemy lines,probably
lured by tales of fakhari rug liquidation sales in
downtown Baghdad, and they can be picked up
and returned to base to boost your armour points.

The graphics aren't that great by PC standards,
but really good if you're trying to convince a friend
that you have a built-in Mega Drive converter for
your PC.The audio is similar. The action is enough
to keep your mind off these things
however as you fire salvo after salvo ~_VISUALS
of missiles screaming “this one’s for
the dodgy spinach triangle | bought
last week you b*stards!”

George Soropos

Warcraft -Orcs
and Humans

PC CD ROM

Available: NOW
Category: STRATEGY
Players: 1-2
Publisher: BLIZZARD
Price: $89.95
Rating: M

Westwood's Dune |l brought the previously inac-
cessible strategy genre to the masses. The pre-
Dune 1l world of strategic conquest was one of hex
grids and turn-based complexity. Post-Dune Il saw
even Mega Drivers launching vast military cam-
paigns, loving every minute of it.

The secret is simply brilliant game design.
Westwood have a knack for it and nailed it with
Dune Il. The game engine proved to be so good that
it's been licensed out to third-party developers
Command and Conquer is due anytime now and
Warcraft is here for more immediate tactical warring.

The games dynamics are identical to Dune Il,
right down to the all-important need for resources
to keep the show rolling. This time it's gold and
lumber that fuels your war machine, instead of the
spice Melange. As the resources roll in, your base
can be enhanced by either building new structures
or upgrading existing ones. Also carried over is the
hidden world map, you still have to send recce units
out to reveal your battlefield, and this is the game's
only flaw - it's more annoying than fatal though.

Being fantasy/medieval, the game’s units don't
have the sex appeal of the techno-toys in Dune II,
but the net results are the same. Archers replace
missile launchers, Grunts or Footmen your basic
close-quarters combat unit and Clerics and
Conjurers the special ultimate units.

Playing as either Orcs or Humans (no ~_ViSUALS
practical difference), the idea is to

fight through a campaign of missions ? ?
in which the difficulty steadily

increases. A scenario designer is new SOUND
and should prolong the fun.

Dune Il freaks will love Warcraft, 5 ]J
their tried and tested tactics will carry
over perfectly, while some interesting
new twists will keep them alert and

challenge in fresh new ways. B 5

Ben Mansill

Available: NOW
Category: RACING
Players: 1-2
Publisher: APOGEE
Price: SHAREWARE
Rating: TBC

A Mario Kart clone has finally made it to the PC,
right where it's least welcome. If you were unfortu-
nate enough to be born without a brain, or have
one that's only a few years old - you'll love this.

Apogee's new shareware/rego for more levels
racer, is a game typical of most from their stable -
it's just plain dull. Wacky Wheels uses the Mode 7
style that the SNES does so well, but with a com-
plete lack of character. The little carts hurtle
monotonously around short circuits that offer little
in the way of challenge, even the old-faithful fall-
back of nice graphics is a non-starter.

Cute seems to be what Apogee have aimed for,
but at the sacrifice of all else. Teensy animals
perched atop go-karts are your foes, you can go
the hammer with cuties like the moose or a peli-
can, or there's a Jabberjaws shark and a delightful-
ly whacky dolphin. Groan...

The business end of the gameplay has you turn-
ing left a few times each lap, while trying to stay
on the track and ahead of anyone else. Yep, that's
a racing game for you, but the usual tweaks that
make this basic stuff fun are utterly absent.
Nothing these speedsters do resembles anything
reality has to offer in the dynamics department.
Most tracks let you hold accelerate down for the
duration, making open eyes the only pre-requisite
for success.

Power-ups come by way of hedge- _VISUALS
hogs, ice-cubes and fireballs, which
are lying around everywhere and can LI. E
be launched at baddies once collected.

What fun. Ultra-littlies (under 5's) will SOUND
find much joy here, but for more

mature readers, you've been warned. 5 E

Ben Mansill




On the Ball
- World Cup Edition

Available: NOW
Category: SPORTS SIM
Players: 1-4
Publisher: ASCON
Price: $69.95
Rating: G

Talk about missing the boat. If Ascon Sports
were trying to cash in on last year's soccer fever
they're following a cold trail indeed. On the ball
they are not. And they haven't really hit the mark
with the game itself either.

O.T.B. is a management game with only token
player involvement in the actual matches. Your
team starts at the qualifying stage of the World
Cup and it's your job to guide them through to the
finals and, hopefully, to glorious victory as well.

As manager you are able to plan a timetable for
your team and yourself which includes press con-
ferences, family days (?), and the inevitable train-
ing sessions which are divided into various types:
tackling, heading etc. and can improve or worsen
your teams performance.

Training is one of the most annoying parts of the
game as you are forced to sit through “exciting”
graphics depicting your pixelly blokes running
about on a lime green skating rink. This is typical
of the gratuitous nature of the so called detail in
the game. The press conferences are a simple mul-
tiple choice mouse clicking exercises, something
the Federal Labor party would no doubt be envious
of these days, and to top it off, your only input in
the actual matches is to take penalty shots at goal
by using your mouse button a la Links or any other
golf game.

Please stay away from this one if you _VISUALS
have a weak heart!

George Soropos
SOUND
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Soccer Kid

Available: NOW
Category: PLATFORM
Players: ONE
Publisher: KRISALIS
Price: $69.95
Rating: G

Bleedin' heck, not the World Cup again? Yes, it's
the World Cup, again. But this time the emphasis is
more on a traditional platform type game where you
are the "Soccer Kid", roaming about in search of
all the missing pieces of the aforementioned World
Cup. The World Cup is in pieces? Why yes, you
fools, it was broken and thrown to all four corners of
the world by an alien pirate named Scab, of course!

Your main weapon on this quest is your mighty
soccer ball, which can be kicked, headed and
jumped on to destroy or avoid the many adver-
saries you will face. The graphics are...um, cute.
Sickeningly cute, in fact! If you've seen Marko's
Magic Football on the Mega Drive then you'll
know exactly what | mean. Soccer Kid was actaully
around before Marko though, and the game is
actually an Amiga conversion and still has a bit of
that look about it. The programmers haven't both-
ered to make much use of the PCs' extra audio
capabilities giving the game a bit of a drab and
dreary feel.

Not very inspiring, really. | woudn't reccomend
this one to anyone but the terminally bored.

George Soropos
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Marathon

MACINTOSH

Available: NOW
Category: DOOM-LIKE
Players: 1-8 (NETWORK)
Publisher: BUNGIE
Price: $89.95
Rating: M15+

| know you're all waiting to hear it, so here goes. .
. Doom, Doom, Doom, Doom, Doom. Sheesh!
How much longer are we going to have to go on
about that game? Mac owners have been praying
at the foot of their beds every night for Doom to
go Macintosh. Well, their dreams have finally
come true — Doom should be out in a few months.

However, Bungie have beaten Doom to the shelf
with their own brand of 3D ammo-laced action. It's
called Marathon and it's Sci-Fi Doom. And it's good.
Very good. But of course, by now, we've all played
Doom and the thrill is starting to wear off. Marathon
manages to re-ignite that adreneline pumping spark,
and do it in a way that is original (read on) and uno-
riginal (I mean, it is just Doom in space).

Imagine that now famous 3D smooth-scrolling
action, threatening atmosphere and jack-in-the-
box surprises. Now add a cool sci-fi environment,
insectoid aliens, a huge space-station and an Al
computer that you can interact with. Ta-da! You
have Marathon. You play the role of a security offi-
cer that must defend a massive colony ship called
the Marathon, from an Alien invasion. The ships
defenses are down, one of it's core computers has
gone rampant (just like HAL in 2001: A Space
Oddessy), and the colonists are in danger.

After managing to sneak onto the Marathon, you
log on to one of the ships Al comput-
ers, Leela, who instructs you on your VISUALS

mission. Each level involves a different
objective that Leela will explain, giving
you useful information and warnings.

It may be to shut off some airlocks so SOUND

that Leela can open a dock and suck
out some aliens into space. It may be & ?
to re-initiate the Marathon's defense

system. Or it may be to simply throw
yourself into the recreation area and
save a group of colonists under attack
by the aliens (I love the way the
colonists run around screaming
“Arrrgh! They're everywhere!" .
Spanning 40 levels, with gameplay
to match Doom and a creepy atmos-
phere all it's own, Marathon's defi-
nitely a winner.
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Check fax.

Get and read all mail and then
complete credit card application.
Use found stamp on application
Lock at crime computer.

Leave your office and

mail application.

Go to Pawn Shop and speak to
Rook and take case.

Enter alleyway and get glass
shard and examine. (clue)

Look at footprint in alleyway, look
under garbage can and get key
from alley. Get batteries from
ghetto blaster near dumpster.

Go to news stand and talk to
Chelsee. (clue).

10) Get newspaper from in front

of the door of the Brew and
Stew, examine and read article
about burglary,

11) Go to Police Station and talk to

Read Mail.

Travel to Electronics store and use
credit card to enter, then use card
on Blue Light special to get new fax.
Return to your office, get fax #1
and examine.

Travel to Countess's Mansion
and talk.

Travel and talk to Chelsee.
Travel and talk to Mac Malden.
Travel and talk to Rook, then
enter alley and open recyclable
garbage to get trade paper,
examine.

Travel to Allambra Theatre, talk
to Franco and give him jade, then
ask about "Mysterious Artefact”.
Return to office and get fax #2.

Talk to people about mugging,
take Francesca's case, get note
from her.

Go to Brew and Stew and talk to
Louie about Sal.

Go into street and find the
garbage can and open it, get
note scraps and assemble them.
Combine note from Francesca
and assembled note to get the
following message

WE HAVE CONFIRMED YOUR
APPOINTMENT WITH CHASTI-
TY AT THESUITE IN THE
GOLDEN GATE HOTEL AT THE
USUAL TIME THE PASSWORD
TODAY IS SILICON.

Travel to Golden Gate Hotel and

YA Y

Mac Malden and reminisce about
Martian Memorandum case. (clue)

12) Go back to the alley and talk to

chocoholic and get him to talk of
his addiction, go to Brew and
Stew and get chocolate pie and
return to alley and talk with bum
and get another clue.

13) Look under garbage cans for the

key from the alley.

14) Go to Rusty's Fun House and move

mat, enter and look at employees
room, look up on the wall for the
key, enter and get the balloon from
the sink, get the suction dart from
the wall. Look at acid tank. Get the
toss ring, crossbow, Inspector Burns
mask, and the Rusty doll. Combine
the dart and crossbow, batteries
and doll and then fill the balloon
with helium from the nozzle. Look
at screen and watch tape.

10) Travel and speak to Mac Malden.
11) Travel to Knickerbocker

Apartments.

12) Travel to Electronics store and

talk to Hamm Underwood
(fraternise) continue until he
reveals all about security.

13) Use credit card on Blue Light

special and get laser blade.

14) Return to the Knickerbocker

Apartments, open closet door and
get trap and fish food, get
“Through the Looking Glass" from
the top of the book shelf, open
aquarium and fill toss ring with
water, examine book to get key.

15) Enter hallway and look at power

box, use loaded crossbow then the

wear the Inspector Burns disguise
and use helium filled balloon,
enter Hotel and talk to Ardo
Newpop use Authorative and Get
right down to business tone.
Enter “SILICON" get foil from
table, enter Hot Tub room, move
towel from the drain and look. Look
at mounted vase on right of door.
Enter bedroom and open closet
door and take champagne glass,
return to hot tub and use glass
on water then vase, get cork
and examine.

Return to bedroom and use wire to
unlock desk drawer, get shoelace.
Go to Piano room and get
deodoriser magnet, the combine

g Moon

15) Go to your office and input clues

received into crime computer,
read file on Mick Flemm.

16) Talk to Chelsee about Beek Nariz.
17) Go to the Coit Tower, give

Surgery Gift Certificate to Nariz
and then talk to him about all
(he should have been the Ele-
phant Man). (clue)

18) Go to warehouse and go upstairs

and get key, use key on power
box turn on, attach Rusty doll to
the pulley and then hide behind
crates and wait.

19) Flemm is spooked and leaves

bracelet, get it then open crate
and get fireman's uniform and
combine it with the Inspector
Burns mask, use Flemms keys to
open locked compartment and get
strongbox and open it to get jade.

20) Return to office. (cutaway)

toss ring to turn off the laser net.

16) Enter library and get birthday fax,

examine, get geigger chow from
behind the marble obelisk, move
mirror and use key on switch lock.
Move painting and look at safe,
open using combination 101412,
get security card and list of bid-
ders, examine both. Look at geig-
ger then combine geigger chow
with the trap then use to capture
geigger. Get capture noose

17) Go to library and enter secret

11)

room, look at statuette, move
the painting second row on right,
use security card, move empty
crate and then use capture noose
on statuette.

with shoelace.

Return to Hot Tub and use mag-
net on a string on the drain to get
the screwdriver, use screwdriver
on drain and get roll of film.
Travel to Electronics store and
use card on the Blue Light spe-
cial to get developing kit, com-
bine with roll of film.

Give photos to Francesca and she
talks about Pug

12) Go to Coit Tower and talk with

Beek Nariz, end conversation,
Talk with Pug (ominously).

13) Travel to the Colonels office

(cutaway)

14) Talk to Eddie Ching (surprise,

surprise - a cross dresser).

e i e R




In the Arboretum look at door.

Look at smoke alarm on the wall
te the door.

Look at pile of leaves.

Open the wall panel

Get the lighter fluid, find and get

the rake, stone and flint,

g of leaves, use

lighter fluid on leaves, combine

stone and flint to create sparks

Travel to Countess's Mansion,
look at bird, use foil on bird and
get cigarette case, examine, get
note pieces from waste paper
basket. Get watch from mantel-
piece and examine.

Travel to Colonel's office, move
the vase to get emergency di
turn on computer and use disk.
Move face down picture on table,
look at photo, open desk drawer
(third on left)and get greeting
card, examine.

Travel to Melahn Tode's apart-
ment and talk, give her greeting
card, ask about Colonel and key.
Return to Colonel's Office and use
key on locked cabinet, get coded
documents, move magazines and
get UPEX receipt, examine.
Return to Melahn Tode's apart
ment and talk about receipt,
examine paper she gives you.

Examine assembled note and
travel to Bastion of Sanctity.
Look at Chameleon and the
expensive vase on the ledge, get
bungie strap from wall, the gem-
stone from the work of art with
the face, get the clamp from the
coat of arms, combine all.

Use match on lethal cigarette,
then use loaded slingshot on

and then use on leaves. (gumby
comes in lights out, watch th col-
umn Tex, oops)

Find the Stasis Room, enter,
switch on, slide temperature, o
gen ratio, push Adrenalin, electric
shock, slide temperature, push
Pentothal, Adrenalin, slide

gen ratio, temperature, slide

gen ratio, push adrenalin and

6) Go back to the Colonel’s office

and move painting (aircraft) open
safe using combination (5, 7, 1).
Get code book and combine with
coded documents, examine.
Travel to Roadside Motel.
Travel to G.R.S., enter Research
get pen-
nant off wall, examine, use pass-
card on Dubois' computer. Get
hex wrench off floor, get mini TV
from desk
Go to Supervisor's Office and use
wrench on vent, then use
geigger on vent, get mini disk
from desk drawer, get passcard
from under Eva Schanzee's desk
(right leg) use passcard on her
computer then mini disk

10) Go to Tucker's office and open

desk drawers and get match and
combination to Supervisor's safe.

11) Return to supervisor's office and

vase, go to the ashtray and use
lethal cigarette on it.

Look at Alaynah, move the shield
and the switch, talk to Alaynah
until she mentions Ferrel Puss.
Go to Broken Skull and talk to
barkeep (where's Superman).
Travel to Roadside Motel and
talk to Alaynah, get Susan B sil-
ver dollar.(Susan who?)

finally bicarbonate to revive Eva.
Examine mission paper and get
key off Eva, access wall panel and
get linkup computer, combine
with winter chip.

Go to the Observatory and get
cocktail glass, examine, then
find and move plant to expose
floor panel

10) Go into the hallway and find pipe

open safe with the combination
(142235) get viral powder and
combine with cigarette.

12) Go to the Conference room open

desk drawer and get laser disc
player, combine with mini disk
and TV. Get cabinet key and use
on cabinet look at VCR.

13) Return to Tucker's office and

look at safe and access panel, use
A/V equipment, enter safe and
get shredded note from waste
paper basket, video cassette and
Buddha statue. Hide behind
bushes in office until clear, exam-
ine Buddha and combine winter
chip with watch. Assemble shred-
ded note.

14) Go to Conference room and use

video cassette on VCR

15) Return to office.

7)

Return to Broken Skull and offer
silver dollar to Barkeep

(still no Superman)

Talk to Ferrel Puss, play Fer
relette until you win

Talk to Barkeep ( no stereotype
role for Margot) and order manly
drink (Nightee Night).

and return to Observatory, use
pipe on floor panel and get cable
combine with link computer.

11) Use straw on recessed button.
12) Use virus link computer on Moon

Child computer.

SIT BACK FOR THE FIREWORKS,

So long crusaders.

Mark Harris

69 «KJd3IdAH
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The first thing to do here is follow
the pirate's instructions. You'll end up
in front of a museum and someone will
ask you if you're another treasure-
hunter. They'll also give you a coffee
pot. Take the pot to the house inside
the fenced area (just above your boat)
and give it to the Grobo [1]. He'll give
you a keypad which will come in
handy later in the game. The next
thing to do is to get yourself arrested.
Just go to the museum, buy a ticket
and enter the building. The Rabibunny
will set off an alarm and you end up in
jail. Once in jail just stand in front of
the grate on the wall and press the

Go to the prison complex and make
your way to the cell on the right hand
wing of the prison. You'll have to do a
quite a bit of gratuitous killing to get
there. Now talk to the Rabibunny
through the bars [3] then head back
to Proxima island.

Go straight to the caverns under
Twinsen's house (the easiest way is
but heading up the rocks at the base
of the cliff to the right of the pier)
[6]. Now open the door in the
cavern and take everything inside
(the horn etc.). Now you can open
Sendell's seals.

After you have attached the black
flag to your boat you can approach
Rebellion Island without fear of being
shot at. Once you have landed talk to
the Rabibunny on the dock [7]. Now
go to the trench and talk to the
Rabibunny there, he will tell you to
visit the rebel camp in the centre of
the island, to get there use the car

spacebar (in normal mode). You'll end
up in the city sewers. Now exit the
sewers and head back to jail. Nail the
whitecoat and talk to the Grobo
electrician. He will boast about the
museum alarm system. Get your stuff
from the locker and crawl down
through the small doorway, you'll end
up in the sewers again, look around
and read the sign. It should tell you
about a sewer entrance to the
museum can only be accessed from
inside the museum. Exit the sewer.
Now make your way to the screen to
the left of where your boat is moored.
Enter the house with the hole in the

Go back to the Rabibunny under
house arrest, tell him about his
brother and take his red card. Now go
back to the museum and enter via the
door which requires a red card. Go
only into the first room and then hop
onto the sewerage grate. Now exit the
sewer and go to the jail. Once in the
jail, push the button near the Grobo
electrician, this will set off the
museum alarm [4]. Now go to the
museum's normal entrance, a Grobo
will tell you that the museum has
been closed because the alarm went
off for no apparent reason. Now go

Once you've got all the stuff from the
pirate caverns under Twinsen's house
you can break open Sendell’s seals.
Sendell's seals in the Southern
hemisphere are located in the following
places: the pirate cavern under
Twinsen's house, there is one which is
accessed from Proxima island (make

nearby. Once you have arrived at the
rebel camp talk to one of the
Rabibunny commandoes there, they
will ask you to help them free their
commander who is being held captive
in a fortress in the Hamalayi
mountains. Follow them back to the
harbour and take your boat to the
Hamalayi mountains.

Relentless

Twinsen's Adveniure

wall and talk to the Grobo [2]. He will
tell you to find a particular part for
the Proto-Pack he is making. Just go
to the salesman near the museum and
buy a hair-dryer. Take the hair-dryer
back to the Grobo inventor and he
will give you a Proto-Pack. Now go
to the other house in the same screen
as the inventor's house and try to
open the door. Kill the guard that
appears and get his key. Open the
door and talk to the Rabibunny. He
will offer you a red card if you visit his
brother who is being held captive on
Principal island. Take your boat back
to Principal island.

back to the sewers and enter the
museum via the sewerage grate you
lowered earlier. Don't step off the
grate without first using your Proto-
Pack (remember what the Grobo
electrician told you about the alarm
sensors in the museum floor). Now
hover up the stairs and search the
museum for two things: the black flag
and the pirate's treasure (avoid the
guards at all times) [5]. Once you
have the black flag and the key from
the pirate's treasure you can leave the
museum (via the sewerage grate).
Now head back to Citadel island.

sure you go to the first rune stone and
get the password before you visit the
second one behind the seal), the
White-Leaf Desert and the last one is
on Principal island. To break the seals
just stand in front of them and use the
horn. Once you have broken all the
seals you can visit Rebellion island.

Follow the Rabibunnies as they make
there way up into the mountains, let
them move to each new screen before
you do. Make sure you destroy the
radio transmitter as well. Eventually
the Rabibunny commandoes will
capture a tank, jump in and fairly
soon you'll find yourself inside the
fortress on the mountain.
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Once you're inside the fortress, kill
every clone, soldier and whitecoat
you find there. Take every key and
open every locked door you come
across [8]. Make sure you search any

lockers as well, you should find a key
in one of them. Eventually you'll find
the commander (he is the Sphero
locked in the cell), release him and
make a note of his instructions. Now
follow them by going up the screen to

Take the snowboard on your right
and walk through any of the sets of
flags you can see. Twinsen will
snowboard down the mountain to the
chair-lifts. You can use the chairlift if

To get to the mutant factory you
have to dispose of the Grobo guard
out the front. Take his key and then
talk to the first Grobo you see inside.
He will tell you to stand in front of
the transporter while he turns it on.
Do as he says and when the gate
opens jump in the transporter [13].
You will now find yourself in the
mutant factory. Make your way to
your right and kill the whitecoat
before he operates the alarm. Now
continue towards the right until you
see a clone, kill the clone, go up the
stairs and then take a left. You
should find yourself in an area with
some tables with mutant parts on
them. Destroy the mutant parts [14]
(using your trusty magic ball) and
then continue to your left. Speed is
of the essence here so use athletic
mode and run towards the guard

Tul »
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your right, kill the Grobo guard and
crawl through the small door you find
there [9]. You should now find your-
self in an area outside the fortress.
Make your way to the screen on your
right. There is a nice little animated
sequence where Twinsen gets lost
and collapses in the snow, thankfully
he does get rescued and awakens to
find himself in the ski-fields.

you want but it does nothing to
further the game (just a diversion
really) [10]. From the chair-lifts make
you way to the right and move to the
next screen,

In this area you will come across
strange insect-like creatures, kill
any that you encounter [11]. Make
sure you rescue any Rabibunnies
being attacked by these creatures
and talk to them (they supply you
with important info). Now go to the
village and talk to the head
Rabibunny. He will tell you that the
village is being terrorised by
mutants and that if you can destroy
the mutant factory he will open the
door of the sacred carrot (No I'm
not making this up and | haven't
been doing hard drugs). Follow the
female Rabibunny and she will open
up a hole in the ice. Jump through
the hole [12].

before he sets off the alarm. Kill him
and then destroy the green eggs in
the pen [15]. You'll know when
you've destroyed all the eggs
because the screen flashes red. Once
you have done this make your way
back to the area where you initially
boarded the transporter (just use
the transporter to get back there).
Now get yourself arrested by
walking up the steps to the left of
the transporter. When the whitecoat
comes to release you from your cell,
kill him and take his key. Use the
key to release the EIf in the cell next
to yours. Talk to EIf and take the
clovers he gives you [16] (using the
card you got from the EIf you
released when you broke the
Sendell's seal in the White-Leaf
desert). Now make your way back to
Rabibunny village.

RABIBUNNY VILLAGE (AGAIN)

Talk to the head Rabibunny and
follow him, once he has opened the
door of the sacred carrot walk on
through.

TL «¥3dAH
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Relentless Twinsen's Adventure

Move to the screen on your left and
kill the guard. Take his key and open
the gate. Now kill any guards you see
and make your way across the bridge
to your right. Open the gate using the
appropriate card and again - kill the

Once you're on the island climb the
ladder and talk to the Sphero, listen
to what he says about you needing a
Dino-Fly to get to Fortress island.
Now Talk to the Grobo guard and
remember what he says. Now make
you way to the right until you find the
Elvis lookalike Rabibunny. Ask him
about the Teleportation Centre and
the Clone factory [18]. Now make
your way to the left until you find the
fisherman Rabibunny [pic21.pcx].
Talk to him and take the key. Now
use the key on the locked gate to the
left of the Elvis Rabibunny. Make sure
you don't get too close to the two
goons outside the Cafe, use your
magic ball on them and they will run
away eventually. Now go into the
Twinsun Cafe and talk to the

(While your here, you might as well
get the clover box Julia told you
about, just use your proto-pack to get
across the water near her friend’s

house). Make your way back to the
fortress on Principal island. The
easiest way in is by killing the guard in
the trench to the right of the main
entrance (sandbags etc.), kill all of the
clones and guards then use your
access cards to get through any locked
gates. Eventually you'll find a locked

Go and talk to the Rabibunny
architect in the first screen (the one
who told you about the secret exit
from Twinsen's house), the father will
appear and let you into the house,
talk to the architect again and look at
the plans, now take the ID card, go
back to the Hamalayi mountains and
take the Dino-Fly to Brundle island.

guards and take the key. Now make
your way down the ladder and open
the gate at the bottom. Kill the
Grobo guard and walk past the
motor-boat [17]. Now take a sharp
left and you'll find yourself near the

musician and the bartender [19]. To
get the guitar for the musician you
have to go back to the White-Leaf
desert and talk to the hermit. You can
get back to the Southern hemisphere
by going back to the Rabibunny
village, jumping through the hole and
then going around the ice ledge. Just
kill the soldier with the machine gun
and jump down from the ice ledge
next to the sandbags [20]. Then just
keep moving left and you'll find your
boat. When you're back in the White-
Leaf desert (use your proto-pack to
get across the water as a shortcut in
the first screen) give your flute to the
Rabibunny hermit and he will give you
his guitar. Now take the guitar back
to Tippet island and give it to the
musician, then talk to the bartender

door being guarded by a clone, kill it
and then a Supergro will appear. Kill
the Supergro and take the key, use it
on the door and you will be inside the
fortress. Once inside take out the
whitecoat before he sets off the alarm.
Now make your way down the stairs
to your right, kill the whitecoat you
find and take his key. Then go back up
the stairs and down the other side, kill
the clone and open the door at the
bottom of the stairs. Run up the stairs

Once you're back at Brundle island
make your way up the path into the
next screen. The whitecoat will ask
you for some |D, whatever you do
don't give him Twinsen's ID - use the
architect's instead and he will let you
into the complex. Once inside make

frozen lake of clear water. Use the
flute and watch the animated
sequence. You now have the flask of
clear water. Go back to the motor-
boat and take it to Tippet island.

again. He will open a trapdoor which
leads to the sewers. Once you're in
the sewers kill all of the crabs and
mutant blobs and then use your
proto-pack to get across the sewerage
(make sure you're standing on the
lowest step before you use it or you'll
fall in). Now follow the stairs and
ladders until you reach the area with
the locked gate. There is a hole right
next to it. Jump in the hole and you'll
find a key as you crawl out. Open the
gate and then jump up the gravel pile
(in athletic mode). Now avoid the
centipedes and climb the ladder to
your right. This will take you outside
and you'll see the Dino-Fly nearby
[21]. Talk to the Dino-Fly and then
get him to take you to Fortress island.

Talk to the Rabibunny to your left
and he will tell you to find the plans
for the Teleportation centre. Now
make your way back to Tippet island
(Take the Dino-Fly back to the
Hamalayi mountains and the power-
boat to the island, it saves you having
to backtrack through the sewers
again). Talk to the guard informant
[22] and pay him 50 kashes (to get
kashes just beat up the goons near
the Cafe). The guard tells you that
the plans are locked in a safe in the
fortress on Principal island.

and wait for Funfrock to kill the guard
and telepbrt out. Now go into the area
where the safe is and open the cell
door, the Grobo will give you the key
to the safe, open it and you'll find a
note and Funfrock's saber [23]. Read
the note and then take your boat to
Citadel island (the easiest way out of
the fortress is through the secret door
in the cell on the other side of the
building - near the where the second
whitecoat was) [24].

your way up the path and to the left.
You will see a ladder - climb it. A
Rabibunny painter is trying to paint
over one of Sendell's seals, stand in
front of it and use your horn [25],
now jump through the opening.
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Remember the keypad the Grobo
gave you back on Proxima island;
now is the time to use it. Go around
the fenced area and to the left, you
will see a locked door with a square
aperture next to it, use the keypad

on the aperture and the door will
open [26]. Go inside and take a
Meca-Penguin, now go back to the
area near the guard (not the
whitecoat, the Grobo-Clone) and use
the Meca-Penguin. Once the Grobo-

Keep moving straight ahead up
through all of the construction scenes
(avoid construction workers and

-bulldozers). Eventually in the farthest

screen (in the top left hand corner)
you'll find a bulldozer that is not
working. Talk to the Grobo nearby
and he'll give you the key to the
bulldozer. Go back to the dozer and
use it. Don't panic when the dozer
seems to be taking you back the way
you've come; you need it to get
through the rocks blocking the
entrance to the next section. Once
the dozer stops make your way up
the path which goes up the hill.
You'll have to avoid other bulldozers
and nail a few guards. Eventually

29

Clone is dead take his key and open
the locked door. Make your way up
the corridor and kill the next clone,
now continue up the stairs (ignore
the exit to your right) and search the
barrels, you should find a key [27].
Open the door and go into the main
control room. Once inside run
towards the guard and kill him as
quickly as possible (to stop him
calling more clones), it's probably
best to use Funfrock's saber because

D
Good luck!

Avoid the spurting geysers and
jump up till you reach the section
with all of the barrels. A big roly-
poly creature will emerge out of a
hole and attack you. Kill it using the
ball or the saber and then make
your way up the steps in the top
left-hand corner of the screen. Here
you will find a key. Now go back to
the area to the right of the ladder
and turn the wheel [30]. This will
drain the pool in the next screen
[31]. Now go up the ladder, open
the gate and proceed to the next
screen. You should see a drained
pool with a sharkfin mechanism
moving around in it. Jump into the
pool and head to the top right of
the screen. Here you will be
attacked by some flying Grobo-
Clone soldiers, nail them with the
saber and climb out of the pool via
the ladder. Now move to the next
screen and kill the guard. Take his
key and open Zoe's cell [32]. Once
you've watched the animated
sequence [33] you'll wake up in a
cell. No you haven't done anything
wrong and the game hasn't thrown
you back to the beginning again,

you'll find yourself on a narrow road
with a lower section directly in front
of you. Jump down onto the lower
section (do it quickly before the dozer
gets you) and kill the construction
worker. Take his key and make your
way to the locked gate. Kill the
construction worker, open the gate
and go through.

Follow the path and watch out for
more construction workers. One of
them will jump down on you as you go
past [35]. Kill the ones above you
using your magic ball in discreet
mode. Now climb up the green rocks
until you reach the top. Here you will
find Dr Funfrock and the real Zoe. Kill
him using the saber [36] and then use

it kills clones with one or two hits.
Use the saber or the ball on all of the
teleportation devices, they will break
and the screen will go red [28]. Now
move down the stairs, kill the
whitecoat and destroy the computer
terminal. After the explosion move
to the broken wall and jump over it.
Now exit the teleportation centre
and go to Fortress island.

Talk to the Rabibunny and follow
him into the next screen. Kill the
guards and destroy the armoured
vehicle, then follow the Rabibunny;
he will dig a hole and this is your way
into the Clone Factory [29]. Jump
into the hole.

you're still on Fortress island.
Escape from the cell by killing the
guard and using the moving
platform. Now kill the whitecoats
and take the key. Go through the
locked door and kill the Zoe-Clone.
Now take the key and move through
the locked door to your right.
Search the locker and get all your
stuff back. Avoid the grate in the
floor (it's a trap and doesn't lead
anywhere). Go through the doorway
to your left and you'll find yourself
in a room full of inert clones [34].
Don't touch the clones, just go to
the wall in front of you (to the left
of the tables) and wait for Sendell's
seal to appear. Use your horn and
jump through the hole. Now stand
in front of the rune stone and use
the flask of clear water. This will set
off an animated sequence in which
the Clone Factory is destroyed.
You'll then find yourself outside the
ruins of the Clone Factory. In the
top of the screen you should find a
sort of path, Proceed into the next
screen and you'll find yourself on
the road to Polar Island.

your horn on Sendell's final seal. Jump
through the opening and into the final
screen. Make your way down the
rocks and prepare for the final
confrontation with Funfrock (| don't
know how he recovered from the last
bout of combat). Kill him and the
large door will open. Go through the
door and you've finished the game!
Now you can sit back and enjoy the
Endgame sequence.

Julian Schoffel
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Start With 99 Lives

Having a bit of a problem with this amazing
platformer? Having 99 lives to start with just
might make things a bit easier.

Play the first level of the game (Jungle Hi-jinks).
Finish it and then go back into it and kill yourself
(yes, really). When Cranky Kong appears after the
Game Over screen take control pad one and press
Down, Y, Down, Down, Y [the same code we told
you about last issue). You'll end up in the bonus
rounds where you can practice and then exit with
all the lives you collect. Touch three of the same
animal icons and you'll go to a Bonus cave. You
can collect as many lives as you want, up to a
total of 99. When you think you've got enough
(don't be too greedy), press START and then
SELECT. You should now start the game with all
the lives you just collected.

ZERO THE KAMIKAZE SQUIRREL

Cheat Codes

This is a very decent little platformer from Sunsoft and here are
some codes that will hopefully make it even more enjoyable.
Simply press START to pause the game and press these buttons:
Level Select ........ A, C, Right, A, B
Unlmitet SEars. ...i.ionnimiininnsiesisiimminna D OWR, A, B
Unlimited Hit Points ... B, Up, B, B, A
Unlimited Zeros ........cccviiininns weennnaB, AL A, Up
Huge Power Up.......Right, Up, B, A, Down, Up, B, Down, Up, B

m

S

Versus Mode
The Mighty Morphin’ Powers Rangers suck. How about that for

[GHTV IMIORPHIN POWER RANGERS

controversy? It's true though. If you've bought one of their games,
we're sincerely sorry, but you may want to get a bit more out of
the SNES game than just the platform bits. Here's how you go
straight to the fighting robots (thanks to our good mate Peter
"“Brodes” Brodie from Cronulla NSW who also hates this game)
Go to the Option Screen and enter this password...er, number - 1
00 7. Then bash the living metal out of your opponent.

Mrcro IMACHINES 2

Mega Drive

Level Warp

One of the most playable and fun games around is this little

beauty from English company, Codemasters. Here a tip from
Peter Brodie that will allow you to skip levels.

During any race |eave the track and drive around until you see a
grey square with a star on it about the size of your car. Drive
onto it and you'll be warped to the next level. Cool!

Demovrtion Man

3D0

Blood!

You want blood, we'll give you blood! When you see the
title screen, press the top R button on the first controller.
Then rotate the direction pad 360 degrees counter
clockwise until red splotches of something that looks
remarkably like blood appears on the screen. Now whenever
you blow away an enemy you'll get to see red bits. Cool!



EARTHWORM JIM
SNES /Mega Drive

Level Skips and Other Codes

We've already given you the Debug Codes that enable you to do

just about anything in this game, but if you just want to skip a
level that you're having problems with, press START to pause
and enter these codes (fairly quickly):

SNES... WA B, X, A, A+ X together,
B+ X together B+ X together A + X together
Mega Drive ..............cocceeens A, B, B, A A+ Ctogether,

A+B together A B together A + C together

You can use these codes on any level, and can skip right to the
end of the game

Here are some other codes we've found for the Mega Drive
version. Press START and enter these ones for some fun:

Plasma For Weapon ................. TR et R C,A B CABAC
One Free Jim .. i e B R R
1000 Rounds ofAmmo TR L. Wy T - 5 T S et Vi 2
Extra Continue ..............................A, B + Left, A,B,A, B,C, A

PITFALL

Meg

a Drive

Bug & Level Select

Sony Electronic Publishing faxed us to report
that there is a bug in the Mega Drive version
of Activision's most excellent Pitfall. The
game may crash on Level 8 - the Runaway
Car Level, so this is how to avoid it.

The bug should only come into play if you
have selected control pad configuration 2 or
3. If you have left it on the pre-selected
setting (setting 1) or changed it to
configuration 4 you shouldn’t have any
problems. If you have no control over your
character once the opening animation is
finished, then you're in trouble. You should
reset the game, and make sure you are in
control pad configuration 1 or 4. Now use this
cheat on the option screen to get a level select:
B, Right, A, Down, Right, Up, B,

Left, A, Up, Right, A

You should hear a beep and you'll be able to take yourself to any
level (including level 8)

Cheat Codes

Here are a few more codes for the Mega Drive version. Enter at
Title Screen:

99 of every weapon ... A B Up, CACA
Credits ... +G; R|ght Down € nght Down C, Right, Down
Nine lives at start.......Right, A, Down, B, Right, A, B, Up, Down

SNES/Mega Drive
Play the Atari 2600 Version

If you want to go straight to the old classic buried within the new
adventure and play with the original Pitfall Harry then you'll have
to press the following buttons:

SNES: At the title screen as the boomerang is flying around the
START option, press SELECT, A, A, A, A, A, A, SELECT and
you'll go back in time.

Mega Drive: Do this at the title screen.

Down, A (26 times), Down.

VORTEX

SNES
Cheat Codes

We've already told you the level codes for this spunky polygon

shooter but here are some more juicy codes just for the hell of it
Infinite lives JTTS] Invulnerability HVZSM
Level Select CTGXF Infinite Ammo WSVTQ

HARD CORPS

Mega Drive

Arena Combat

The ever reliable Peter Brodie sent us this tip: In the level where
you are attacked by the vipers, DON'T take out the guns and the
big door you'll come to, but instead go all the way right and
climb the scaffolding. At the top there's a guard who will ask you
“In the battle arena?”. Say yes and you'll go to a special battle
arena mode where you'll take on a number of hard boss types.
Fun, fun, fun!
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coLonrzaTion

Cheat Menu

Go ahead and spoil all the fun,
we don't care. Rory Innes
doesn't either,

At game screen, hold down
ALT and type WIN. A cheat
menu will appear at the top of
the screen.

WarcRAFT

Cheat Codes

Having trouble subjugating the
hordes? Aaron Bilger doesn't,
that's because he's cheating!
Press enter at the game screen to
bring up the MSG prompt at the
bottom, then try these codes:
POT OF GOLD

- thousands of gold and lumber.
SALLY SHEARS

- reveals map.

IRON FORGE

- max. shields, weapon
strength and animal speed.
EYE OF NEWT - all spells.
HURRY UP GUYS

- speeds up construction.
CORWIN OF AMBER

- enables secondary cheat
codes, these are:

THERE CAN ONLY BE ONE
- invincibility to everything
except catapults and workers.
CRUSHING DEFEAT

- ends current mission in victory
IDES OF MARCH

- ends current campaign,
showing final victory scene.

ToTAL ECLIPSE

Practise Range & Level Select

"Deadlock” sent these in, we don't know what form Deadlock
takes - it may be male, could be female - it may not even be
human. Whatever, Deadlock knows a good cheat.

To enter a practise zone with no baddies trying to toast you,
PAUSE the game and with PLAY GAME highlighted press: B, A,
C, A, B, A, L then press L and R simultaneously, then X, X. A
skull will then appear in the window. When it does, press L, A, B,
LA B X X X

For the LEVEL SELECT cheat, highlight QUIT /PREVIEWS at
the options screen, then hold down X and press B, L, A. Now
release X and press B, L, A, B, L, A. Now you should see a level
select menu in a new window.

KILLER [NSTINCT

Play as Eyedol

Bob likes a good cheat, he does. This one lets you pummel your
opponent as the fearsome Eyedol.

Pick Riptor while holding buttons 1, 2 & 4 and holding the joystick
to the left. When the V.S. screen comes up, hold 3, 6 & 5 while
holding the joystick to the right. You'll hear “Eyedol” if it worked.

MorTAL KomBAT 2

Raidens 3rd Fatality

More fun. Chris Clarke knows what he likes, and
that's spilt guts.

Do the "Test Mode" cheat and set it on Och
Nasty and background 6. Play as Raiden and

when you get the “finish him" press BACK,
BACK, BACK, then BLOCK.

Secret Asteroids Game

There are two gamers out there who call
themselves "Paris & Cab", we know this because
they told us. They also told us this cheat.

Enter CABABABACCC as your password, now you can
play the arcade classic - in two player mode if you want!

DavTonA

Weird Stuff
Derrick Ellis likes to make the
Jeffry statue do fun stuff when
he should be thinking about
winning races. Onya Derrick,
great attitude,

JEFFRY BREAKDANCES -
Come to a complete stop in
front of the statue, then hit
START to make him boogie.

INVERTED JEFFRY -

Drive around the expert track
backwards to see Jeffry do
a handstand.

PLAY THE SLOTS -

On the beginner track, hit the
START button to play the slot
machine wheel. Three 7's gives
7 seconds, three bars gives 5
seconds and three cherries
gives 3 seconds.

Sim TowER

Lobby Bonus

Mac players are usually des-
perate for decent games,
they're even more desperate
for decent cheats. Arabella
Clauson e-mailed us from
Texas with this one.

When creating the first
lobby, push OPTION and the
mouse button to make it a
double decker.




UnDER A KrLLinG Moon
PC
Access all Levels

Unbelievably lazy? No sense of adventure? That's John Bormann
and if it's you too, then simply call yourself "EASY" when
loading a game, a save game for every level will now be available.

PRIMAL RAGE

ARCADE
Hidden Bowling Game

Weird one this. John Fisher tells us of some non-viclent fun
(there is such a thing!) hidden within.

In two player mode with any background, both players must play
as Armadon. Each must do three simultaneous Spinning Death
attacks (HIGH QUICK and LOW FIERCE, then AWAY,
TOWARD and DOWN in one fluid move). You should now be
able to bowl two frames with the humans as pins and Armadons
Spinning Death as the ball.

BLACKTHORNE

PC
Level Codes

This gem of a PC platformer was
reviewed in full in HYPER #16,
we liked it and so did Jeremy

Sharples - he even sent us the
level codes to share the joy

STRT - CGDM-8
START TJIF-9

DBQ7-1 GSG3-10
FBWC-2 BMHS - 11
QP7R-3 Y4DJ - 12
WITV-4 HCKD - 13
RRYB -5 NRLF - 14
ZS9P-6 J6BZ - 15
XJSN -7 MJIXG - 16

Level Warp

Matt Ebb sent this DKC cheat in, the one millionth DKC cheat
will probably win something, were not far off!

On the Kongo Jungle level, go to the bent path between Cranky's
Cabin and Reptile Rumble. Press "B" when you're right on the
corner to warp back to the end of Ropey Rampage, where you
can drop down a gap to get a free life. At the second bend, do the

same thing to warp straight to Orang-Utang Gang

MARATHON

AC
Level Select

This issue nearly didn't get
finished in time, because the crew
spent too much time playing this
awesome DOOM clone in
deathmatch mode. Thomas
Keraitis knows the feeling, so he
sent us this cool cheat.

Hold down the COMMAND
and OPTION keys while
clicking "Begin New Game”.
For Network deathmatch

games use levels 27-35,

SunDICATE
MEGA DRIVE

Lotsa Moula

Two HYPER readers have been paying attention to their fun,

we've got a couple of hot cheats to share thanks to them.

Martin Venning says the password 39X4FMOOQOOIXQ5 gives
sixteen agents, $3,500,000 plus version 3 weapons and
modifications.

While "Milligrub” Mills reckons 24KFOTOOO0O0O000000074
gives $10,000,000 plus level 3 goodies and sixteen agents, as well
as all but four territories completed.

Ll «¥3IdAH



78 ®HYPER

LU S

We've had enough of
looking at our ugly
Mugs so we thought
you might like to have
another look at Toh
Shin Den from the
Playstation. That's
much more attractive.
isnt if? Dont forgef fo
enter our huge
competition and you
can win it

Controversy. Burning social issues.
Change and evoluftion. The role of
the games media and its
responsibilities.

Most people have something fo say
and they’re not afraid to sayit.
Sure. buckeftloads of the usual
‘what’s a good game?” and “which
system is better?” letters still pour
in. but these are punctuated more
and more frequently with
intelligent comment. We love it.
welcome it and encourage if.
Elecfronic enterfainment is a
medium growing af an unbelievabie
pace. and happily the quality and
quantity of your letters has
mirrored this growrh. Crificism and
observation is and should be
direcred ar all arcas. developers.
distributors. us. everything.

Think it then put it on paper (or e-
mail). Say something or just rant.
Don’t keep those sparkling neurones
to yourself. share the fun.

Spill Your Guts

HYPER Letters

PO Box 614

Strawberry Hills

NSW 2012

e-mail to: freakscene@next.com.au

MIXED BAG
Dear HYPER,
| will not say how much your
magazine rules, | can leave that
to every one else. But | do have
a few questions on my mind |
would like you to answer.
1. Is there any news of Capcom
producing a SF3 instead of just
another SF2 (I think most peo-
ple would agree The SF2 Series
has gone on long enough).
2. Is there any news on how well
the new systems are selling in
Japan? Which system is the
most popular?
3. When is the expected release
date of the Nintendo Ultra 64.
| hope you can answer my ques-
tions and thankyou for not
treating you readers like kids,
you would be surprised how
many mature or adult readers
you have accumulated so far.
Congratulations on the great
mag, and keep up the good work!
James in NSW

1. Capcom are producing a new
SF2 using digitised characters
from the movie 2. 3D0 is selling
very well, and both the Saturn and
Playstation met a big response
when they were launched (which is
typical). It's still too early to know
who's in the lead 3. End of

1995.. .but it'll be 1996 before it
makes it Down Under

SEGA vs NINTENDO
Dear HYPER,
| would like to get right to the
point because you already know
that you are legends and | don't
have to repeat it. Me and one of
my friends keep on fighting
about which company is better
Nintendo or Sega. In the end we
decided to send a letter to the
one and only HYPER to answer
a few questions for us.
1. Can the Saturn produce
effects like the ones in Killer
Instinct and Crus'n USA?
2. Which machine is technically
superior the Saturn or the Ultra 647
3. Are Sega or Nintendo going
to be releasing any games to the
arcades that you know of?
4. In terms of games which com-
pany makes better ones - Sega
or Nintendo? OK that's it.
From the No.1 reader of HYPER.
HYPERboy

If you really are HYPER's No 1
reader you shouldn't be asking such
stupid questions 1. Yes, pretty

much, although those games won 't
be on the Saturn 2. | haven't seen
any final specs for the Ultra 64 yet
but it will no doubt be a more pow-
erful machine than the Saturn 3 &
4. Eeediot! I'm not even going to
bother with these two.

POWER RANGERS SUCHK
To HYPER,

You all suck. You should all be
shot. You must be the most bias
magazine the face of the planet,
Just because a game is based on
a little kids show you say the
game sux as well. Eg. Mighty
Morphine (sic) Power Rangers.
The show is really crap to most
people (not me though) but the
game is classic. | own an Atari
2600 and a Mega Drive. The
game was action packed and had
the best gameplay (but you guys
don’t know what gameplay
means). This game is really hard
too because it's so good it keeps
you hooked. | have just finished
the third level and it took me
about two months. | will never
buy this magazine again after
that review. | mean who reviews
these games, my mum?!! Who
wants a 3DO anyway - | wouldn't
swap my Atari for anything. Just
because its got crap graphics the
games are top notch.

Go to hell

Jade Andrews

Jade, we didn't hate the Power
Rangers game just because it
comes from a kids show. It's just
that we thought the gameplay was
a bodgy pile of something that
resembles poo. If you like it that's
fine...stupid, but fine.

STIFLING THE 3DO?

Dear HYPER,

I'd like to say that HYPER's
reply to “Heavy Breign" (issue
15, p.78) was not only pissweak,
but full of shit. You said: “.. lots
of people like platformers.. and
one on one fighting games and
we have a responsibility to tell
readers of the weaker ones so
they can..” blah, blah, blah,
barf, wheeze, spew. Well this
could be true - “lots of people”
may like platformers, but | bet
there’s also “lots” who hate the
bastards as well.

Perhaps the question HYPER
should be asking is: are the
majority of people who like plat-
formers and fighting games (a)
old enough that they can read;




(b) If so, are they able to under-
stand a HYPER review; and (c)
if they can, are they going to
take any notice of it anyway?
Because | for one am certain
that if a 9 year old is told repeat-
edly by 5 of his school mates
that the MD version of Power
Rangers is the best game ever,
he's not going to pay an awful
lot of attention to a HYPER
review giving it 22%.

So while it seems HYPER is
doing the right thing by PC own-
ers (i.e. reviewing most of the
highest quality games regardless
of what style they may be), when
it comes to reviewing console
games, you would rather suck up
to the fad followers by restricting
yourselves to certain types of
games which you hope these
"lots of people” might like to see
in a magazine - regardless of
their quality.

Another ridiculous statement
was that you only review a small
number of 3DO games because:
“until more people switch to the
‘next generation’ machines then
we can't really do much”. Well
after this, | wouldn't have been
at all surprised if the next line
were to read: ' and | can't get
off the potty till Mummy comes
and wipes my botty'. Did you
ever think that perhaps the
majority of people interested in
seeing a greater number of 3DO
reviews are (like myself) stuck
with a crummy old Mega Drive
or similar, yet would find a full
2-3 page review of 3D0O SF2
Turbo or Off Road Interceptor a
hell of a lot more interesting
than seeing 4 full pages wasted
on drivel like The Pagemaster or
Kid Klown.

And contrary to what you might
say, HYPER DOES NOT “have
a responsibility” to tell MD and
SNES owners of the “weaker
games" so “they can steer
clear”. Because if this group of
gamers aren't trialing games by
rental before buying (regardless
of what rating HYPER might
give a game) in this day and
age, then they're not only rich
but stupid too and so deserve all
they get. How about showing
some of this responsibility
towards 3DO owners who don't
have the luxury of renting games
before they buy, and if you've
really got an overwhelming
desire to publish detailed reviews
of every crap 16 bit game you

can find, for God's sake put
them in 'Byte Size' where they
belong. This might give you
room to include full reviews of
some of the quality console
efforts.
So next time you're overcome by
the overwhelming generosity of
cheery games reps bandying
about a 16 bit game produced in
the relentless pursuit of eternal
mediocrity, do us all a favour
and turf it straight out your
office window. But in the long
run it won't matter how much
magazines such as HYPER try
to stifle the meteoric rise of the
3DO (and the incredibly rapid
accumulation of outstanding
new games for this system) by
shamelessly promoting only
those second rate freebies.
Because the fact is that at half
the price of the Saturn and the
Playstation, with well over 50
titles already available, and the
64 bit add-on costing a mere
$A250; the 3DO has already
won the “battle” of the next
generation consoles before the
others are even out of the blocks
- and anyone with half an eye
can see that.
Yours Sincerely,
Phil Smith
Armidale, NSW

The 3DO has nowhere near won
the battle of the next generation -
ask Trip Hawkins and he would
agree (if he were being honest ).
It’s had a fairly tough time of it in
fact and while there are some out-
standing games, the money being
thrown around by Sony and Sega
is definitely a threat to 3D0's
market share. We love the 300
though and we are now reviewing
basically all the titles that are
released, as we do for the Mega
Drive and SNES. We don't choose
to review platform games over
“quality console efforts”- the sad
fact is that sometimes they are the
only games that are being
released. Your point about renting
is almost a good one, but where
does that leave us? If we can't
review a game because it's avail-
able for rental then we 're not
going to have much to put in the
mag (PC CD ROM and 300
games are available for rental in
some places). Anyway, we mostly
get games before they're released
locally so they aren't even avail-
able to rent. Basically, it's really
hard for us to cover all bases (we

do our best) and while your opin-
ion is valid (believe me, | know
exactly how you feel ) you 're only
one of our many thousand readers.
I'm sure we'd get lots more hate
mail if we didn’t cover Sega and
Nintendo titles in detail.

THE KITCHEN'S
BURNING DOWN

Dear HYPER,

Re Pagemaster review: Naked
Uma Thurman huh? I'm sorry,
but even that isn't going to
entice me to read a review of a
game in anyway related to that
execrable little shit Culkin (and |
like reading reviews of crap
games). Next attention grabbing
ploy please.

In reference to the pathetic
group of whining
equipped PC owners, don't feel
bad, I'm one too (we are
Legion!). It breaks my heart
every time | bare-boot my sys-
tem just to play the most spas-
modic, slow-motion game of
Doom 2 ever witnessed (and
that's even with a teeny-tiny
window size too!). To make
matters worse, HYPER con-
fronts me every month with
copious reviews of drool-induc-
ing, exquisite-looking PC CD
ROM titles, seemingly designed
especially to inspire me to hold-
up a PC shop (‘Gimme that CD
ROM discovery kit, and all the
megs of RAM you got | NOW!).
Alas however, most computer
businesses | know are folding too
quickly for me to rob them any-
way ... (let that be a warning to
anyone buying a PC in Queens-
land that promises a ‘lifetime

under-

service guarantee’. Sheesh).
Enough complaining!
Obligatory congratulations on
the magazine, the mix of pre-
views, reviews, and industry tid-
bits is a pleasure to behold.
However, | would like to see a
wee bit more arcade coverage
(it's where | spend my lunch
breaks).
More Manga and Music reviews
please! | know it's a video game
mag, but if | can find everything
| want in the one place, I'll save
a heckuva lot of money buying
other rags. Money that could be
put to buying Sam and Max and
deadlock for my door, just so my
room-mates don't interrupt my
gameplay with annoying inter-
jections like ‘"You've got an
essay on Post-Modernism due
tomorrow’ or ' The Kitchen's
burning down'.
Sigh.
Sinclair St Sinclair
Bray Park QLD
P.S. Almost forgot my list of
annoying numbered questions that
always concludes HYPER letters:
1. Is Courtney Love a money-
grabbing, no-talent, limelight
hogger, or is she really just a
mixed up kid?
2. Is the Political Correctness back-
lash just an excuse for people to be
racist, sexist, and homophobic?
3. Is it morally acceptable to
throw the Liberal Party off a
cliff because with Downer gone
they've ceased to be funny?

Thanks for that Sinclair. Your sug-
gestions are duly noted. 1. She's
both, but she also writes some
pretty cool music 2. In some cases

3. Howard's pretty funny too -
look at him!

NOTHING TO DO
Dear HYPER,
| am writing this letter in regards
to your feature: ARE YOU
NORMAL?
Well | don't think | am, person-
ally. Let me explain... | am 17
years old and go to school. | live
in a very boring son of a bitch of
a city. There's absolutely noth-
ing you can do here, and when |
say nothing, | mean it. It's so
boring out here, that there's
only about 10 people turning up
to see the latest movie on a Sat-
urday night.
So what else can | do, but play
video games? So, when a new
game comes out, and | really like
it, then I'm capable of playing it
for 18 hours on an average Sat-
urday, when | rent the game
overnight. On Sundays | play
about 8 hours, (recovering from
a late night takes a few hours
out of my free time). And since |
am on school holidays, | can do
this almost every second day for
the next few weeks, until school
starts. Tomorrow I'll call my
friends over again and the same
thing goes on and on.
By the way, I'm a B+ student,
have a girlfriend and socialise a lot
when I'm around the people |
know. What do you think of this?
Jimmy the Codemaster
QLD

| reckon you're pretty normal Jim-
my. It's not your fault you live in a
boring town.

JONATHAN SOEMARTOPO SUPPLIED US WIiTH THIS MOST ATTRACTIVE PIECE OF ART
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ULTRA 64
Dear HYPER
| have some questions about the
Ultra 64:
1. Will it have more Zelda and
Mario games?
2. If fighting games like Mortal
Kombat Ill come out in the
arcades, will they come out for
the Ultra 647
3. Will it have many RPG's?
4, About how much will it cost?
5. What games are coming out
on release of the system?
6. When will it be released
over here?
T. Jones
Charnwood, ACT

1. Yes. Both those games will
make Ultra 64 appearances 2. Yes,
you can almost guarantee it 3. It'll
have its fair share 4. No idea, but
Nintendo are talking cheap 5.
Probably Cruis'n USA, Killer
Instinct and maybe a Zelda, a
Mario and Pilotwings 2...not a
bad line-up 6. No word as yet.

BITS AND PIECES
Dear HYPER,
| really like the magazine, and |
buy absolutely every single issue
released, and as such | was hop-
ing you could help me answer
my questions...(please).
1. Which system will the next
Streets of Rage game come out
on? (I hope it's not a dud like
S.O.R.3)
2. What are the three best mul-
ti- player games on the Mega
Drive besides the brilliant Micro
Machines 27
3. Which games do you like best
out of: Gunstar Heroes, Chaos
Engine, Probotector, NBA Jam
and Gauntlet?
4. Do you like the Beatles? If
not, what type of music gets
played in the HYPER office?
5. Didn't you guys get a break
over Christmas? You keep
churning out these magazines
without a stop! Where do you
find the time for R&R?
M. Foster
Hobart, Tas

1. No word as yet. | would hope
the Saturn 2. Mega Bomberman,
Pete Sampras Tennis and just
about any EA Sports game - FIFA,
NHL Hockey, Madden etc 3. NBA
Jam - read our Multi-player May-
hem article for more 4. | like the
Beatles, but they're not exactly
office music. Nirvana, You Am |,

Magic Dirt, Sabres of Paradise,
Itch-E & Scratch-E and Massive
Attack all get a spin though 5.
R&R. What's that? No, we're con-
tinually working here (sniff). If any
readers want to show us a good
time, just drop us a line.

iDO RELEASES
Dear HYPER,
| am thinking of selling my
SNES stuff to buy a Panasonic
3DO, but recently my friend and
| hired the console and we had
to convert everything from the
power supply to the TV and we
had to convert everything from
the power supply to the TV sig-
nals, cords were everywhere! We
could only get a black and white
reception with an occasional
flash of colour and after stuffing
around with every lead and port
on the back of the 3DO, the pic-
ture quality was still crap.
The sound buzzed until we con-
nected a stereo speaker, then the
room came alive with the sound
of Ken's shadow “Super Combo”
from SSF2 Turbo (it kicks arse
against MKII)! Now, could you
please answer my guestions.
1. Since my bad experience with
converters and 3DOs, will Pana-
sonic locally release it or the
Bulldog soon?
2. If | bought a 3DO from Eng-
land will it work in Australia, if
not what differences will there be
(plug connections, leads, etc)?
3. Are there any new Panasonic
3DQ's being locally released in
production at the moment, |'ve
heard of a HZ-10J version, is
this true?
4. Is Return Fire any good on
the 3DO?
5. Will there be a Bomberman
game on the 3DO? What about
one in the “Strike" series, Urban
Strike would be really excellent?17!
Hope you can help,
Willie Ong
Benalla VIC

1. Panasonic will apparently refease
the Bulldog locally 2. An English
3D0 will be an PAL one, so yes, it
should work in Australia 3. The
new model Panasonic 3D0, the
FZ-10 is now available on import -
it's cheaper and top-loading 4. Yes.
Read our review inside this issue 5.
| would love both a Bomberman
and a Strike game on the 3D0.
Let's both cross our fingers.

i CHEERS FOR
GOLDSTAR!
Dear HYPER,
Firstly, | just want to say that it's
great having a games magazine
that doesn’'t assume that it's
audience is all under the age of
18. I'm 21 and still an avid play-
er, so keep up the great work!!
| wrote this letter because I'm
sick and tired of video game
manufacturers, under-estima-
tion a market; namely Panason-
ic and their 3DO rejection of
Australia. America and Asia got
their first glimpse of the 3DO
more than 1 1/2 yrs ago, yet the
only 3DO's available in Australia
are imported. Why isn't Pana-
sonic releasing this machine,
when there is a huge market for
the product? In Asia, Panasonic
is releasing a second 3DO with
Mega-CD style flip top, yet
again we are neglected. If Pana-
sonics’ excuse is that it is wait-
ing for the 64-bit version, than
my question is why? The current
version is upgradable.
Last month | heard that Gold-
star would be releasing the 3DO.
3 CHEERS FOR GOLDSTAR!!
After inquiring with Goldstar |
was told that the 3DO will be
released APRIL/MAY, but they
were still deciding on whether to
got for the NTSC or PAL ver-
sion of the system.
I've been considering whether to
purchase and import or wait
until Goldstar release theirs.
What | am worried about are
not only price, but compatibility
problems.
| have a few questions:
1) Does the PAL version offer
letter-box style gaming?
2) Will the NTSC version play
on any TV?
3) Why would Goldstar be
deciding between the two, and
not just going straight for the
PAL version?
4) Is the software for the
NTSC version compatible with
a PAL machine?
FRUSTRATED
Victoria

| have no idea why Panasonic
aren't releasing the 3D0 in Aus-
tralia. It's an extraordinarily short-
sighted and ill-informed decision.
Thank goodness for Goldstar
though 1. Yes 2. Not all TVs.
Make sure you've got a TV that
either accepts NTSC, or if you're
using a converter, that the TV has

a V-Hold (because the screen-
refresh rate is different between
PAL and NTSC systems) 3.

They re releasing the PAL version
4. Most software is, especially by
EA and Crystal Dynamics, but
some people are reporting prob-
lems with some games

HOT CHILE
Dear HYPER,
This is your Chilean subscriber
writing and |'ve got to admit
that when | read your magazine
| get the same feeling that | get
when the screen goes dark in
MKII (when it means | finally
got the Fatality right). And it
should because |'m paying about
double the price for your mag!
And as the local magazines can't
answer my needed questions, |
have to ask you:
1. What happened to Japanese
Final Fantasy VI?
2. Is the Lord of Rings a good
game and when will the second
and third part come out?
3. Anything on Zelda Il
for SNES?
4. What's better, a 386 with CD
ROM, Sound Blaster, etc. or a
486 with nothing?
5. When do you think it will be
worth selling my SNES to buy
an Ultra 647
6. |Is there much difference
between PAL games and Ameri-
can ones? (i.e. some of the fin-
ishing moves for MKII that you
printed needed a different but-
ton for the American games).
| hope you answer me, and
many greetings from this side
of the world.
Camilo Klein
Temuco, Chile

Camilo! Can we stay with you next
time we're in South America? 1.
Final Fantasy Ill is the English lan-
guage equivalent 2. No, it's not a
good game (on SNES anyway) 3.
It'll be on the Ultra 64 4. Tough
call. If you want to play some
games immediately get a 386 with
accessories. Just be aware that a
lot of games won't be able to run
at their peak performance. It
might be better to get a 486 and
then save for the add-ons you
need. 5. Maybe when the Ultra 64
is released 6. There's usually hard-
ly any difference but sometimes
you'll get different codes etc

THIRD TIME LUCKY?
Dear Eds,

Just what's the matter with you
guys? | wrote in two perfectly
good letters (better than some
of the letters you've published
anyway) and they haven't been
answered to when | ask ques-
tions, | want answers! Answer
these ones please.
1. When's DOOM and DOOM 2
coming to the SNES? And will
they be the same price as the PC
version?
2. When | finished DONKEY
KONG COUNTRY, in my save
slot it said 55%. Does that mean
half the games made of secrets
and | found bugger-all of them,
or what?
3. When DOOM comes to
SNES, will it have the same
codes as the PC version?
On a finishing note, I'd like to
say Up Yours to all those PC
freaks who reckon PC doesn't
get enough reviews. | did some
research and PC gets heaps
more reviews than SNES or MD.
We're getting screwed, not you!
Naa naa na naa naaalll

See you later,

A.Fuller

You might think your letters were
good but it doesn't mean | did.
Anyway, you've finally been pub-
lished so here are the answers to
your fairly dismal questions 1.
Don't know. Don't know 2. Good
guess. 100% means you've found
all the secrets 3. No, you need a
keyboard to enter the Doom codes
ona PC.

MORE TIMMY ABUSE
Dear HYPER,

Hope you don't mind but this
letter isn't to you but to some-
one else, | refer to, of course, lit-
tle Timmy Edwards of Bathurst
- the walking coma boy.

Before | do the inevitable |'d
just like to say that not all
Bathurstians are total proctolo-
gists, as Spaceboy proved in
issue 15. No doubt this man is a
complete stud. Anyway...down
to business.

Well Timmy-boy, it seems you
made a big mistake in writing
what you did. So I'm challenging
you to write in again and prove
to all of us HYPER readers the
superiority of your brain clots.
Perhaps you'd like to say how
you think the graphics of MK2 is
inferior to that of Ms. Pacman
or Pong. Or maybe you'd like to
simply enwisen us all on the arts




YOU CAN ALL THANK ROBERT BEATTIE FOR THiS ONE

of masturbation. That is, if you

can take your hand off your dick
long enough to write a letter.

Thankyou for your time as | no-

doubt inconvenienced you get-

ting off the toilet whilst holding

all two inches of your reproduc-

tive anatomy.

Love

THE GOAT.

Mooloolaba QLD

Thanks for all your very funny "l
hate Timmy" letters but this is the
final one to be published. Do you
really think he's going to reply?

CONGRATS. WHINGES
& QUESTIONS

Dear HYPER

Here's a selection of my congrat-
ulations, whinges and questions.
To start, it's great to see a top
quality Australian publication,
so it's hats off to the HYPER
crew and their magnificent mag.
There are two things that
REALLY get up various ori-
fices of mine in your mag, first-
ly the bloody fools who write in
and say “consoles are leg-
endary, but computers are
crap”, and vice versa. | own
one of each (an IBM PC and a
SNES), and they both have
damn good games on them.

Losers who say the above

statements probably haven't
tried both formats

Secondly, the Wayne Kerrs in
the HYPERmart section that
start Mortal Kombat 2, or some
other cool game, and then say
“now that I've got your atten-
tion”, or a similar phrase, and
go on to say that they are selling

something you wouldn't wipe
your butt with! Please don't
print my crap. And now for
some questions:
1. Approximately when will
Doom for SNES be released?
2. Will Road Rash be released on
the SNES?
3. When will NBA Jam T.E. be
released on SNES? Will it be a
lot better than its predecessor?
4. How good a joystick is the
Battlestation 2, in terms of qual-
ity, durability and price (from
#13, p35)7?
5. What would be your top 5
SNES games?

Nick O'Shea

1. Not sure. There's been no news
on it 2. Not in the near future 3.
Very soon, if it's not already. We'll
do a full review next issue. 4. Not
bad, but there are better joysticks
out there 5. Super Metroid, DK
Country, Secret of Mana, Mario
Kart, Starwing...l think. There are
heaps of good ones.

STOP PLAYING DOOM
Dear HYPER,

| wrote this letter while playing
DOOM 2. Mum was screaming
at me to stop playing or my eyes
will hurt and one day I'll go blind
(and so on). | just slammed the
donr and kept playing. Anyway |
think your magazine is the best.
Your reviews are fab and the
news you tell us about things to
come in the future is great.
(Anyway that's enough sucking
up). I'll just get straight to the
point. | own a SNES, PC 486
with CD-ROM and would like to
get Mega Drive with 32X. Now

to those questions.
1. Do you guys think | should
buy a Mega Drive and 32X
or just buy more CD-ROM
and SNES games? Now |
know you're most probably
going to say that's really up
to you but please say what
you think is the best option?
2. Is there going to be any
more great Silicon Graphics
games like Donkey Kong
Country on the SNES?
3. Is there going to be Don-
key Kong Country 27
4. Will Mortal Kombat 3 be
on the SNES when it comes
to Australia?
5. When will the Nintendo
Ultra 64 bit machine be
released in Australia and how
much will it cost?
6. What does the future look
like for SNES, because of all
the new consoles being
released in the next 10
months or so?
Oh well, | better go because
mum is screaming at to stop
playing Doom 2 and come to
eat tea (can't resist Pizza
Hut's Pizzas).
Thank you
Peter Doomz Merlo

1. Buy more CD ROM and
SNES games 2. You bet.
Uniracers is the next one 3. |
would say so, given the enor-
mous success of number one 4.
That's not confirmed 5. |
DON'T KNOW!!! Please stop
asking this question. It'll be in
the mag as soon as we know
facts 6. The SNES still has an
excellent short-term future

For Sale
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GIGA®pPUS

The New Album GIGAPUS
14 new tracks including “Heart of the Party”, “The Importance of Hair”, “Dollarex” and “Animal”. Voltcd/c80 - $29.95

Also available in two specially priced limited edition packs
GIGAPUS + METAPUS CDROM

The new album + a multimedia interactive history of Severed Heads
(over 100 music excerpts of tracks + 40 minutes of digital video) PC format only. Voltcd80rom - $39.95

GIGAPUS CD + VIDIPUS VIDEO

The new album + a long form video featuring 12 classic video clips from 1987 to 1994. Voitcd80v - $39.95

Also available

"Dead Eyes Opened" 1994 Remix
The special re-issue of the 1983 electro classic with remixes by Robert Racic and Paul Mac. Volt/cd/c90 - 12"/ cd / cassette

2 -
Information on all releases available via internet: tome@twister.apana.org.au. D
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