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Close Combat

Microsofit comes out to play

Pilotwings 64

Nintendo’s ultimate plight sim

H_BANDIE,DDT

Guardian Heroes
Sega’s multiplayer pight jest



OK boys, this is the racing game
of your dreams...where all of your
fantasies will come true. This game
goes beyond hair-raising racing
action to offer you some HOT relief
from your feats on the track. Yes,
your personally chosen co-driver is
one of 10 gorgeous babes dying to
please you. So in between death-
defying circuits of the course, enjoy
some thrills of the other kind...
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Race at breakneck speeds across
10 challenging courses with a
powerful array of weaponry at
your disposal and an endless
supply of bloodthirsty, psychotic
roadhogs determined to wipe you
off the face of the planet!

SA

One of the most violent, explosion-filled firefights ever seen. Return Fire allows
players to wipe out everything on screen, plow through buildings, crush civilians as
they run and trample trees with three types of ground vehicles. The top selling PC
title is now also available on Saturn and PlayStation.
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Phygla(bn AUSTARALIA

One of the most innovative titles
for the Sega Saturn to date.
Players choose from a massive
database of fishing terms and
range of tackle to entice your
victim to the hook! Watch close up
while your fish fights and the
perspective zooms in on the
underwater action uniquely
illustrating each fish in rendered
3D graphics.




Kick start your engines...Wrestle with sheer drops, tackle vertical climb-outs
and plunge down muddy banks. Misjudge an approach and you could lose
more than your place in the championship! From parched deserts to snow-
clad mountains, there are over 30 tracks from 4 continents to master.

BIGGER, BETTER, FITTER,
HARDER...The King of Sports
simulations is back - on the
PlayStation. Thirty opponents,
each with their own unique fight
style - some with individual
attack techniques, some with
huge stamina who look for any
opportunity to wunleash a
powerful blow, the variations are
infinite.
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AUSTRALIA

wiNn INTERNATIONAL MOTO X

To win one of five International Moto X games for PlayStation,

fill out the coupon in full and return to WIA MOTO X Competition,

PO Box 500 Crows Nest NSW 2065. Entries close 27th September 1996.
The first five correct entries drawn on 30th September 1996 will be
notified by mail. Good luck!

The judges decision is final and no correspondence will be entered into. For further information on any of these games,
call WIA on 02 9950 1555.

Your: games machials: o i i R SR i s

Q: How many tracks can you master in International Moto X2 ........coceinicicnicicinnnncacne
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AUSTRALIA These games are yet
to be classified by
GAMES HOTLINE 1900 857 BB5 The Offce f i
ITM calls charged at 5S¢ per minute. Classification Board.

A higher rate spplies from public and mobile phones.

Sega and Saturn are trademarks of Sega Enterprises, Ltd. All Rights Reserved.
The “PlayStation” logo and “PlayStation” are trademarks of Sony Computer Entertainment, Inc.
©1996 JVC Musical Industries, Europe Ltd. All Rights Reserved. ©1995 Graftgold. ©1995 Silent Software. All Rights Reserved.
Distributed by Wamer Interactive Australia. A Time Wamer Company.
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Did the eadle move for yow’,
We've been quaking in expectation ofj the new iD
Sojtware game for what seems like years now, and it's}
pinaily arrived. The UV AKE shareware is out
and about on the Net and the full commercial version
i3 just around the corner. So what do we think? We
think it KICKS ASS. A truly wonderjul 3D world has
been unveiled fjor your gaming pleasure and while for
me it didn’t have the shocking impact of seeing noom -
fior the jirat time, there's no doubting that this is a*

technical masterpiece with gameplay second to none. ’ﬁ &i .f" N
Of course, the big debate is already raging - which is St

better, Duke 3D or Quake? Like all debates o} this c bel’SWIl‘Ie

kind, it’s fairly pointless as we're talking about two ] AUS"‘I"G"OI‘I Made Game

distinct games, each with its own individual Wf& It 3
: - . Hero Gets Set To Rock
all comes back down to personal prefjerence - the \ _ -
Comic fans and regular HYPER readers will

colourful comic action ofj Duke or the dark, dangerous = already know Cyberswine, the ereation of
world of Quakeﬁ)th games will keep first person o : Australian eomic publisher Issue One. He's

action fans mighty a indeed, and the ¢ half pig. half eyborg but he’s all cop and
d o k isal d | definitely one 1e coolest comie creations

oot et iom i-4s MatQuake 2 is already in recent years. Sega Australia obviously
underway and now the 3D engine is junctioning well et saw the piggy potential and almost two

it shouldn’t take as long to arrive this time... ¥ Jears aso now énapped up the rights to

; : 5 1 make the video game.
In other matters, we ve suddenly arrived at the tail z Sinve il the tanm wi-SAND (5oha
end of the year, Christmas is rapidly eoming into | Australia New Development) have been

view and release schedules are suddenly getting 1 working hard in creating a game like no
NG other. If you're expecting a simple

> 5 - :
CHUMNKY again. And there’s going to be some ittt platjormer or a beat ‘em up then you'll
hot gaming chunks blowing your way over the next REssaon be mistaken. as the Cyberswine game is
pew months. It’s still not copjirmed whether the. /W8 A FEOIEY: COTMIG & WRole 1EY SORIE JOp

l n i—en d O llkéet o losal | itself. The term "interactive movie” comes

; / 4 8 { % closest but if you're picturing the recent

release this year (they haven’t even Deen able to send 4 g Commander games here then put it

us a machine so they obviously aren’t thinking about S r BUL B) your minil Decatge it Teally ko

¥ : e —— quite different. There's no cuts between
marketing and promotion yet), but we take a look at . il s e it

: 4 : ; : ; full-motion video and gameplay - the action

Pdotwmgs 64 which is one of the amazing titles that vou see is all controllable to some degree.
will be available at the system’s launch.| 4 :
Sony have iot a huge line-up on the way, including 4 e s mm.m.‘nfe
example, you're asked a

o o 3 4 a : .
duch gems as lpeout 2097, F1 and question you could reply politely dely depending ps ) hat simple

(rash Bandicoot. We take a look at those in our though and the talented team of mmers and designers are still working gh several
preview section, but Sega can't be discounted cither [ NIIMMRIRMARIHIS A e
. . { me de gaming & in a whol 8t f same w 3 to be giving yo e -the-

as Flghflng leers on SATURN is close to seene > game’'s creation in ne. sue. So get prepared for that and get prepared for

completicn and the very surreal “]ghts should be JESTEZ Same, before the end of the year (we hope).
here any minute now. £ven Aussie comic star,
Cyberswine, is getting his own Saturn game. It Winners

looks like we’re going to have a very busy few months PlaysStation Perymer Wheel - John Banks from Tasmania
ahead of us, packed with hot new games. Mmmmm Ravin Rayman - Liam Wallbridge (Vic), James Moore (Vic), Stuart jones (QLD), Kylie Williams (WA)
; i : . Beat 'em Stoopid - Niwat Phoonasee (W.A.), Kurtis Poniewierka (NSW), Steve Albert (Vic),
that’s just that way I like it...

Martin Smith (QLD), Wayne Bridges (NSW)
JEudrk



The Roswell UFO crash. A package. A serial killer.
A government cover-up. A mysterious woman. A missing man.
~ A terrible secret. And you need to shave “% =
It can’t get any worse - |

=ACCESS

= SOFIWARE INCORPORATED
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What’s Shakin’, What’s Bakin’, What’s Quakin’?

As many people discovered, Doom was great single player, but was amazing when played multiplayer against other human opponents. iD certainly
haven't overlooked this, and Quake really caters for multiplayer action in a big way. In fact, Quake will often run better in a multiplayer game since there
are usually less creatures about, and less Al to deal with.

So how can you play deathmatch Quake? Well, if you live in Sydney, QuakeZone are there to save the day. QuakeZone Sydney runs off of a server set up by
RealNet Access, and went online to the public on the 1st of August. We've been playing deathmatch games on the QuakeZone server, both over TCP/IP
connect and by modem dialup, and it runs wonderfully.

Unlike many other multiplayer games, Quake ensures that everyone’s frame rate is not jeopardised by other people’s poor ping times, or line noise, so unless there's a
problem with your machine, there’s no slowdown. QuakeZone Canberra will be online at the beginning of September, and there is development going on in Melbourmne,
Brisbane, Adelaide and Darwin, so it's only a matter of time before games, and competitions will be run nationally. For more information on QuakeZone, either check out
the wet: site at http://www.quakezone.nf/ or alternatively call David Urquhart (Managing Director) on o411 155 564, Or Jeremy Barnett at RealNet Access on (02) 212 4900.

Multiplayer Magic Kings of Quake

we've looked at Kali previously, and gawked at it's wonderfulness, but some If you want to prove your Quake deathmatching skills in public and
people find configuring Kali confusmg or difficult, and really get put off by theyou live in, or can get to Sydney, then we've got the place for you to
whole act of registering, setting up, etc, etc.. e. It's at the Well Connected Cafe in the Sydney suburb of Glebe (35

Microplex, a company who have been involved in UNIX and TCP/IP communicationsGlebe Peint Rd) and they're starting a big Deathmatch comp on the
longer than almost any business in Australia, have announced MAGE (Microplexé6th of September. The eomp will be run on a heat/semi-final/final
Advanced Games Experience), a service established that provides a user friendly waybasis and the exact amount of rounds will be determined by the
to get into online gaming for PC owners. As far as access goes, users will purchasenumber of entries.
cards from retail outlets such as newsagents, computer distributors, etc, with twg What's the catch? Well you're going to need some friends for a start, so
twelve digit numbers which will grant the user access time when they key in theiyno Nigels need enter. It's going to be a team based comp with two teams
numbers. Current rates are $40 for a ten hour card, with the potential to alter rates andop jour going head-to-head for the glory. Of course, i you can't find four
time amounts in any combination in the future. The card system is a godsend forpeople check it out anyway as there’s certain to be a few individuals left
parents whose children have run up enormous bills for excessive amounts of timeover for the helpful Well Connected stafl to rope into a group. All teams
online, by use of credit card, etc. ust be submitted by the 15t off September and there’s an entry fee of $10

The cards will come with an up to date collection of demo software, and sharewareper person, with your rounds being pre-scheduled so you'll know when
games 50 users can see what multiplayer games are out there. A starting kit includesyou're on. The set-up at Well Connected is great and each team will have
a 10 hour card, and a CD which contains playable demos, and all those softwareits own room with 4 Ninja PCs to go tonking on.
required to get things running, without any internet experience necessary, all for] The HYPER erew will be there on occasion and who knows, we might
$49. For those that don’t have modems, there’s a package which also includes aeven get into the action to uphold our legendary reputation (haha). As
V34/33.6Kbps Simplemodem for $429. The MAGE package also allows standardfor prizes. well there’s HVPER subscriptions up fior grabs as well as other
Interne: access, and relevant software applications are on the starter CD. The MAGEgroovy same related prizes. The main aim though is to prove your Quake
system can be played from all major cities in Australia, and a couple of regionalprowess to the world.
areas. For extra information email Microplex at info pmx.com.au, or check out the To get yourself into it or for more details call Jason at the Well Connected Cape
web site at http://www.mpx.com.au/ m (02) 9566 2655, jax (02) 9566 2467 or e-mail cafeawellconnected. com.au



Lo 91 . i n il‘l g Ithe ae $a

For further information phone Activision on (02) 9869 0955, email them on activis@mpx.com.au, or look them up at http://www.activision.com.

All fitles are available on PC CD-ROM. Muppet Treasure Island is available on Windows® 95 and Windows® 3.1, Time Commando is available on Windows® 95 and MS-D0S, Mechwarrior 2 Mercenaries
is available on Windows® 95 and MS-DOS, Interstate ‘76 is available on Windows® 95 only, Hyperblade is available in Windows® 95 and MS-DOS, and Blast Chamber is available on Windows® 95 only.
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Design The Future

Fancy yourself as a bit of a brainiac? Like to design a device
hat makes your life easier or more enjoyable? Want to go to
ew York? Then it's time to enter the vast horizons of Sony,
nd their Brainstorm competition.

Have you ever watched Star Trek on TV and wondered what it was like on the other side of the The basic rundown on the comp is this: Sony have a somewhat
view-ecreen from the guys in the punny looking pyjamas? Picard and his cronies have that reallysignificant interest in the future, and thry are channeling their
clean, almost boring looking bridse, backed up by, well, the really clean. almost boring soundinginterest through the generations of today, by encouraging
Federation. The Klingons on the other hand... all that dirt and rust combined with starships thafyoung people, from 5-25 years of age, to use their imagination

lock like they can really kick some freckle. Ahh. the Klingons... head-butting guys who hold honou

to create the entertainment systems of the future.

above everything, and who think a good stoush with the Romulan military is the best thing sincg Sony have won mass popularity in the past throughout
sliced ‘denebian slime devil’. Curious, aren't you? Funnily enoush [ wouldn't blame you if you'recreations such as the Sony Walkman, the Sony Handycam and

not. but if you really want to find out. the Klingon Holographic Simulation is jor you.

This is the third CD ROM that Simon & Schuster Interactive have released in their Star Trek range,
the previous two being the Interactive Technical Manual and the Omnipedia. Star Trek Klingon goes|
a step further and turns your machine into a holodeck running a simulation designed to teach you

how to be a good Klingon warrior. Jour host and mentor in the aimulation is the leader of the

Klingen High Council, Gowron (a character from both TNG and DSg). Once the simulation atarts you
find yourself in the role of Pok. a youns. soon to be orphaned Klingon, who hasn't even become a
warrior yet. The game, as such. is a quest for vengeance, in search of your fathers’ killer.

The timulation conaista off long pieces of video, which are directed by Jonathan Frakes (Riker on
ING). All the sets are real, the make-up and costumes are firat rate, and many of the extras have
appecred on Trek programs in the past. In other words, the production values are what you
would expect from a million-dellar-plus-an-epiaocde television program. In between long period
watching Klingon opera and beating up on your ship-mates. you get a chance to make a choice
in how the plot unfolds. In reality thoush your choice deesn’t actually alter the gsame at all. I
you are right, the simulation continues; iff you are wrong, the simulation stops and Gowron gets
mad at you. If you continually acrew up. he sets upon you with a pain atick. This does slou
down gameplay considerably, but remember. this is not a game. but a learning tool. It i
designed to teach you not only the Klingon culture, but also their lansuage and history.

Included in the 3 CD package is The Klingon Language Lab, a dise that serves purely as a way tq
teach you the lingo, and a fine dise it is; a jull phonetic alphabet, games to test your
understanding of Klingon. and of course the language itaelf. divided into eight sections including
Commanda, Food, Weapons and more. Helping you understand the grunts & stuft are Gowren and
Mare Okrand, the linguist responsible for ereating Klingon as we understand it today.

Of course, due to the nature of this game/simulation, it really isn't fior everyone. In fact,
doubt it would have very broad appeal even to moat Star Trek fana. but for the die-hards who
want to know how to insult their jriends in Klingon. or those jans who must know everything
about Trek, this is a must. On a technical level, the same is very pretty to look at, with a greaf|
sounctrack. but it really will atretch the capabilities of your machine. The box states that it will
run on 8§ meg of RAM on a 2x speed CD drive, but that's only if you den't mind watching the
video at about 10 frames a minute in parts. Also, the game takes a tremendous amount of apace
- get ready to dump everything you don't absolutely need off your hard drive, and then aome.

Being the die-hard and know-all Trekkie that | am, I really liked the Klingon Interactive Adventure.
On the game side of things, it's not ao great, but as a reference work. it's really quite comprehensive.
covering many facets of the culture not revealed on television. And. after a while. you do actually
pick up the language. but heaven help your friends and jurniture if you atart picking up the habita.

Quapla!!

DAYID HOLLINGWORTH

one of the latest, the Sony Playstation, and now they want you
to attempt to expand their horizons with your ideas. There was a
similar competition held a couple of years ago, with the winner,
Benjamin Ting, designing a portable fold-up television.

There is to be three categories, Junior (5-12 years), Intermediate
13-18 years) and Tertiary (19-25 years), and the lucky winners
will receive a trip to America, to visit ‘Sony World' in New York,
500 education scholarships, Sony Walkmans, Playstations,
‘Brainstorm’ caps, and collect-a-stickers.

For more information please call-

Entry Form Request Hotline: 1800 803 470

Entry Form Request Faxline: 1800 804 471

Entries close September 30, 1996.

Sprint-Mania!!

Sprint Software are releasing a whole new ransge of Shareware
discs for your PC CD ROM. This range will include a Desk Top
Publishing disc. a must for art orientated PC-ers and Super Oz
Shareware Volume 4. a general interest CD. covering Games &
Entertainment. Business & SOHO. Sound. Music and MIDIL.
Education. Graphics, hundreds of utilitiea and more! Other
diacs include Internet, BBS & Comunications Compilation. a
helpful hand for surfing the net, web browsing ete; Windows
Programming Collection. the most comprehensive collection of
Windows programming tools available: Sound. Music & Midi
Clloection 2. including music compoaition programs ranging
from CDOS based tracker style software through to Windows
and Windows g5 MIDI sequences and Clipart Volume 2. which
is pull to the brims with high guality colour images.

New ready to run titles including Speed Freaks. housing
popular gaming titles such as The Need For Speed. Manic
Karts. Lamborghini- The USA Challenge. & many more. and last
but not least, the Sportz Crazy dise. the modern sports janatic
will go ape over this. with titles including FIFA g6. John
Madden Football, Actua Soccer. and more.

Sprint Software retails for $19.95.
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* SEGA MEGADRIVE

* SEGA MEGA CD

PADS

PLAYSTATION % 3D0 %

* Hundreds more titles available on
all formats #* Best prices * We trade & sell used
Sega, Nintendo, Sony Playstation, 3D0O & IBM CD
* Hardware and accessories % Friendly service &
expert advice * Toll free order line % Orders from
New Zealand, Asia & the Pacific are welcome
& delivered by air mail.

§ TOY STORY ...

ROAD RASH ..
WATERWORLD TIC

STARFIGHTER 3000 .....
STREETFIGHTER ALPHA
STRIKER 96

ot

MEMBERS
CARD
Simply purchase a
control deck, hand held
unit or spend $300
Members are entitled to
7 - 10% off Software.
(Sale items & specials not
included.)

REVOLUT I"'\lx
ROBOTREK(RPG) ...
SECRET OF EVERM
':PA"».

YOSHIS ISLAND

CEIETT)

COLOUR GANE BOY.
eri

FIRE FIGHT .

GENE WARS
HERETIC:SERPENT RIDE
HEXEN:DARK CITADEL .
MW 2-MERCENARIES
NEED FOR SPEED SP. ED.
PGATOUR'S

PRIVATEER

SP&CEHU L K: VENGENCE
SYNDICATE WARS .
TERRANOVA ..

MEGADRIVE & CONTROL PAD 159.95
VESATRIE B 52 GAVE PACX ...
UTTON =

E

D 10 D 0

SONY PLAYSTATION
5 Su\“f’ CONTROLLER ...
ROLI

o & en o

ANDRETTI RACIN!
A ALiAN HUGBY LEAGUE

90 MINUTES
AM

ECCSET{I‘TA? j e i SATURN
& Price Drop

399

INCLUDES
DEMO CD

TRILOGY
AGURNAUT S HOLIDA'
#Sa U&T RIGS

CHHON[CLES OF SWORD

IBM GCD *x MACINTOSH

CRASH BANDICOOT ..
L-YB:F!‘:LFD

FORMULA 1 (F1)
GALAXIANS

ORTAL KOMBA
MOTORTOON?

3 MUSEUM PIECE
MYS

RAPID RELOAD .
RAVEN PROJE
RESIDENT EVIL .
RETURN FIFE ...
RETURN TO ZORK
REVOLUTION X .-...

10 D D o i 0 o o 0 o o
EGEREREF SRR EREREREEETE

20%0FF ALL 3DO TITLES LISTED
INCLUDING SECOND HAND

ACTION PACK

o BATT SPCPT

C
NE ED :-O‘-‘-I SPI

* SEGA x NINTENDO

T T T R I

\lAl] ORDE llS

FREE CALL 1800 801 047 (Orders only)

TO TRADE:

{Sega/Nintendo Cartridges, Sony. 3DO Or IBM CD Software)

Perth customers - please call your nearest Hitech World
{See below for phone and locations).

1. Mail order customers call (09) 227 9991 for trade value

2. Use this value towards purchase of any thing we sell

3. Pack your software, with your name, address,

phone number and software selection and mail to us

4. On receipt of your games, your order will be despatched

TO BUY SOFTWARE

Perth customers - please call your nearest Hitech World
(See below for phone and locations).

1. Call Toll Free 1800 801 047 (Strictly orders only)

2. Credit card payments despaiched same day.

3. Payment by cheque/money ordsr must include name,

phone, address, order. (Allow 7 days for cheque clearance)

DELIVERY CHARGES

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}.

OVERSEAS AIRMAIL DELIVERY: APPROX-$10.00

POSTAL MAIL ORDER ADDRESS

94A Roe Street, NORTHBRIDGE WA 6003

SOFTWARE TRADE-IN QUOTES & QUERIES

1. Call (09) 2279991 Fax Orders: (09) 227 1114

THE FUTURE IS HERE

CANNINGTON
1/1236 Albany Hwy, CANNINGTON WA Tel: 09 451 1340

MYAREE
U6, Marshall Road, MYAREZ Tel: 09 330 8313
ROCKINGHAM
2A Livingstone Road, ROCKINGHAM Tel: 09 592 8033
NORTHBRIDGE
94A Roe St, NORTHBRIDGE WA Tel: 09 227 9991

MORLEY

NEW STORE OPENING
Ring 09 227 9991 for location

BUSINESS HOURS (WA)
Mon-Frid 9am-6pm Sat 10am-4pm Sun 12pm-4 pm
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Peripheral Power overflow

There seems to be a pattern in game controllers when a new
system comes out. The company that developed the system makes aSSSREY CLECTEUL TRV T-AGT 8 L IS ER G & T R LRI T
pretty good controller, then a dozen bodgey back yard companiesETERE UGG U ER-S T TR (D BT EL GG LR L EEDR LT T
make crap controllers for the same system... and then onef -ER-LTU T TEE W-10 T8 CRCLT TR 00 ) CRCTD B 1R TR
company gets it right. That company that gets it rightEE= G T RS TS PO a8 U8y ER | ER a8 1
seems to be Phase g9, because we've been road B8 L@ = CLEER (0T WA LR LERTL T T TR T T RGBT
testing two of their control pads, the Cyclone forf LTIS"R» L VEECTCORR VLT DS & TLERG DM T
PlayStation, and the Odyssey for Saturn.. andGLTR=T1T 8 G {EERT R (G TR 1T 1. Ty (o
they're both a marked improvement on thefSSRCRIOR 1oL )8 ELREN ) LD bs (ol B ETE IS LR L
other controllers we've used for bothEERITEREHEVIsTEEINI VI i) () WL ELE I I EE (o) @ (01
systems. We've also hopped into theSSaBTERIRI GRS PR Gl i1 )OI iAo 08 (E1R V8 I VT B 1
LRSI SRELERAES (ol IR I W EMeERed  full $100 million up front license fee from Matsushita.

steering wheel controller a burl. The $40 million fee was received on completion of the
M2 core technology. “Today's announcement validates
CYCLONE: our expertise and strength in the 64-bit technology

There's one particular feature that makes thefSEEYCERECEIVBINE) 0 EV1 )RS LR TS VA0 J0R0) 8 8 ReTe]0]
LT AN W ORI T e e (AW W LAl  Company. In December 1995, 3D0 signed a definitive
and that's the way most of the direction pads arefEICERNENRIHEEVSIH NER OB H SR TENNER )il [o]e4%
comprised of four distinet buttons. which make it harder to hit thefS{e) GEEE) (1o18 1s 111 ITe) o B 1T (108 (1-08 o 1V ERR-To o VR #Te) 4L IS (0) W NE LS
diagonal directions. The Cyclone not only overcomes this problemEEea il talile @1 BLIER I RUERETE T AEITEVEIH e
with the eireular pad. but also proves to be a great deal sturdier B8 IEER(AITINGE fls| AR (RTECR1 N PR 1o 01 1] [Ty 28 (o o101 0706
and chunkier than your averase PSX controller. There's also oSl aute(31 ERi (ol M ele) sLIh i) -V ls Male rd il (M EV B ) (o To LTS
turbo button which you can use to assign other buttons as rapicEEEtalITiisleRFEd JI@Y Lo ol £ RELS  EREI T fL GV RV Te [-10]
fire buttons, and a slow switch located underneath. The CycloncEESNHEENINEJEWEREVT B LGN E Y {0 B e (4] )
retails at $39.95 and is dejinitely a worthwhile investment for any BN CEYETE (THEREIRTR EERTI TR iTe] L CR T ok THH R | T
PlayStation owners that want a controller that handles diagono/EEIERCH1e(0] (ols @R {oH /b eANEb{-Rols15) s V) [-LRE-81 (o QT3 44 1803

movements more effiectively. developers. 3DO has the rights to develop and
distribute software and peripherals compatible with M2
ODYSSEY: hardware products, and to use the M2 technology for

SRl aR R (Gl ER R i Il software and hardware products, and software
just feel better than others to use. SeveralvEE sl REEI Tl [ RSEI(= LR
Saturn controllers seem to have buttonsE El LI T [ TSR R (- Y.L DL B LT T ] o
il AR Gl @lEduls  graphics processors, announced support from
TRl A LR T ATETANG O ER Y ddy Psygnosis, Ltd., the largest European developer of
IR SEe A T R -ty interactive entertainment software. Psygnosis has
turbo/auto-fire switch, even the twolSSJ -ty TEL-T- BETAT-TL TR L LTl Bl AL T VT T- S0 (R dT-E08 {1
i s e L I Gl e Rendition’s Verite 3D graphics engine. Rendition will
I R L SR il supply quality acceleration for some of Psygnosis’
slightly thinner than the standardERUIERETT- RER L (T-1e T g o Ly JCT LR ST 1T - B B
Saturn controller, it jits in th Maxis, the software publisher best known for its "Sim”
(TN Nl T e Ll line of games, has announced that it has signed non-
RIS LRI e i dliut@eai  exclusive agreements with three on-line gaming
ERT N ICIEAR T A Tty services to put Maxis® hit game SimCity 2000 on-line.

e R R R MR R e L e T g latels the development and distribution of computer

= ‘.:_'

TOP: PHASE 9

A L UL e favourite Saturn controller thus far. The agreements with Mpath Interactive’s web-based
ABOVE: PHASE 9 A Mplayer service, Total Entertainment Network (TEN) and
el r o £ MAD CATZ: ENGAGE Games Online are part of Maxis’ strategy to take
LAVSTATION s 8 WA R e I ad  advantage of the Internet and on-line game services as
v wincavs r you may well have gone out and p'latfprms for multi-player computer gaming. To play

3 I IR NI e Rl da [ ST el BaRe  SimCity 2000 through the on-line game services, users
ANALOG STEERING 2o g GV Y (GRR T A Rz will need to purchase SimCity 2000 Network Edition.
WHEEL AND PEDALS RIANEATR S Wl BTN LML Although this multi-player version will be available
£0R PLAVSTATION. - AFR T R IR NGt iollde:  soon, it will not be compatible with the on-line gaming

(e (AT (el I ate il Il Lol Maelnl=  services until later this year. For this new version, Maxis
true. It comes complete with a footpeda EEECRERENT ML CRUTRO T W EV T (BRI LR E S e B 0)
CRRTeT T RIS (R B T TY M Nele  consideration the elements which make multi-player
a= el i Ter I T T W LR Eadl: gaming enjoyable. Like the single-player game, the
SRt e T R T T et Tt lel; - Network Edition challenges players to plan, build and
TR T e WA T el ldel] manage an on-screen city. The multi-player version,
T B [ e (e AT  however, adds an element of cooperation and
gears. On the up side, the wheel feels MEoInNo=Ril0)(REE I EDT) SRUTR (oRelo) 11 (o) B o To e GV [0 o1 1
CRCL T B B TR RN I AY M S ST el most land. New multi-player features will include
. complete range of buttons on the wheel. EEIEVISEETI G AEB{S1Ele RSB IN (Mo | [T T
_,// RGN T AT R TR R a Rt Rl voting on city ordinances and chat facilities to hold
5 you really need to secure both the wheelSESGTECTINTalES T ih(0iH
unit and the foot pedals so they don't move Finally, some sad news for Saturn owners.
) about whilst you're playing. It's well worth the effort tofatS-T-To T T8 38 U TUCE LT R Tl T D G T TG Tt T
g immobilise the Mad Catz, as it's one of the best ways to ployER LG IIPET-12 4 L LRI LR T I, T3 o - -1 a g T T2 |
a racing game on the PlayStation. The Mad Catz control set (sREE=TATNSTT R LI G TR LRGP B T T T A TR -1
retailing at $169.95. which may be steep for most. but shouldECIRALYEIGILL DGR IGICH LLECCE T ELGG LT
prove to be worth it for the hard core racers out there. Quake 2 is already starting production.
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Tekken 2 is ARCADE PERFECT and visually one of the first true
second-generation 32bit games.

NAMCO has done some major tweaking on the original smash
hit to come up with a game that runs at a blistering 60 frames per
second with: new moves, new backgrounds and most importantly
25 characters. Real-time light sourcing has been favoured over
gouraud shading; giving the overall look of the game more depth.

All of the original characters are still here but they all have new
combinations and moves that will take months to master. Each of the
characters has a 10 hit combo that will take your breath away and thc)’ have throws-within-
throws that really hurt.

The opening sequence is stunning and gives you insight into each character. These full motion
video sequences are a real treat to look forward to during the game.

There are plenty of game modes to keep you busy: ARCADE,
SURVIVAL, TIME ATTACK, TEAM BATTLE, VERSUS &
PRACTISE. There are also some really cool hidden specials
like first person perspective.

Tekken 2 is - as Hyper says - “the fighting game to have...”

“...Tekken 2 provides one of the most compulsive gaming
experiences you could hope for.”

9 out of 10 - EDGE (UK)

“At the end of the
dav...VFII has had to
\LL:[) down [rom the
throne, Tekken 2 just
has too many
characters, moves and
options for any other

game to come close.”
95% - HYPER, July 96
Available: Sept 96
RRP: $99.95
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PROPOSED CLASSIFICATION

For hints ’n tips call the: PlayStation PowerLine 1-902-262-662"

soNy

TM & © 1996 NAMCO Ltd. All Rights Reserved. Proudly Distributed by 4 »

The __‘% and PlayStation are trademarks of Sony Computer Entertainment Inc.
* ITM calls are charged at a rate of $1.50 per min. A higher rate applies from public and maobile phones.

A DV ERT O R I AN

With two massive theatres of war, Persian Gulf and Central Europe, plus the choice of arcade
mode or full simulation, Gunship is a landmark game in the growing flight genre.

Features include:
* Choice of 5 state of the art helicopters, including the Apache AH-64!

* Full mission briefings with video sequences of actual combat.

* Massive 3D landscapes all rendered in real-time.

* Variety of camera angles, including cockpit, chase, tracking and even a missile cam!

* Large array of mission types, from search and destroy, reconnaissance to troop rescue missions.
* Wingman speech to let you know of impending missile and troop artack.

* Intelligent enemy vehicles who punish those who get lazy on the throttle.

RATED 90% - “SonyPro”

90% - “Play”

8/10 - “The Official PlayStation Magazine.”

This is an awesome, ‘no-holds-barred’ military
air-sim!!!

Gunship - The hardest and fastest Helicopter sim
yet seen on PlayStation.

Available: NOW
RRP: 589.95

An international crime organisation has emerged! A full scale military air operation has been
planned on a scale which is certain to threaten air safety in our skies world wide.

To make sure their threat is not carried out, a speciaI air force unit has been employed. These
high]:.‘ qualiﬁcd Pilnts (that’s you) are the elite of the world.

Features include:

* Choice of 6 different aircraft, plus 4 extra enemy aircraft, each with their authentie ﬂight
characteristics & weapons

. .\-'hﬂtiplt: missions to complr:tc on the way, all with great code names like: \\b]\-es.'\wakening,
Darknight Assassin & Desert Fox

* Full compatible with the new ASCII Analog Joystick,
providing unprecedented sensitivity & precision
control

* Vs Battle Link Up mode. Link up two PlayStations
for full screen dog fight acton.

* Featuring fast and smooth 3D polygon graphics,
Raging Skies provides and intense and immersive
sensation of flight.

Available: Spring 1996
RRP: §99.95

PROPOSED CLASSIFICATION
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Organic Art Saves Screens

William Latham impressed a lot of people with his last project, the cover for The Shamen's album “Axis Mutatis”, videos for all
three singles taken offf the album and the Screen Saver package which came with it. It was the first time Latham had taken his
work cjjj of the graphics mainframes he normally uses and put it where everyone could see it and be amazed.

Latham and his partner Mark Atkinaon, along with Stephan Todd and Chris Jones have been king with each other on and off
fior the last ten years developing offshocts of chaos theory, what they call Organic Geometry. In essence this is all about ereating
computer graphics which recreate or imitate nature in the way that it grows and changes in real time. Graphies which have a life
of their own rather than being the totally pre-rendered static creations ¢f old.

Those of you who've seen Latham's work plastered all over album covers and magazines (he's done lots) and wanted to know
where they could get some fjor themaelves will be pleased to know that he and his company. Computer Artworks have come up
with a pull blown product to showcase the wide range of graphic weirdness that is possible with their "FormGrow” engine. Organic
Art ia the name of this beast and it comes in the form of a very reasonably priced ($40) screen saver package for the PC.

This is no ordinary acreen saver however! This screen saver comes with a ‘Designer” which allow to manipulate a very wide
range of parameters. enabling you to create an almost infinite variety of animations. Organic Art comes with over 150 3D
shapes, textures and backgrounds. The shapes are animated by over 3o different mathematical ‘seneratera’. wrapped in the
texturz of your choice (you can load your own textures into the presram too - try wrapping a picture of Homer around a larse
doughnut. moat amusing) and placed over a background of your choice also.

All the features can be randomised by a programmable Mutate funetion and you can save your creations to be replayed by the
prosram. or as a BMP file. Wallpaper or even as an RGB 3D image. The speed at which the program runs varies sreatly depending
on the complexity of the animations involved but should run 0K on anything from a 486DXi00 and up. but if you want to run it
in high res/ high colour mode you'll be wanting 16Meg off RAM.

This is as about as much jun as you'll ever have with a screen saver! Highly recommended.

GEORGE SOROPOS

PLAYSTATION

1. Fade to Black

2. Toshinden 2

3. Ridge Racer Revolution

4. Need For Speed

5. Alien Trilogy

6. International Track & Field
7. Descent

8. Gunship 2000

9. Adidas Power Soccer

10. Psychic Detective

SATURN

1. Streetfighter Alpha
2. Virtua Cop

3. Panzer Dragoon 2
4. Wipeout

5. Need For Speed

6. Shockwave Assault
7. Gex

8. Toshinden §

9. Sega Rally

10. Shellshock

300

1. Shockwave 2

2. Killing Time

3. Need For Speed

4. Primal Rage

5. Samurai Shodown

PC CD ROM

1. Duke Nukem 3D

. AH-64D Longbow

. Warcraft 2

. Need For Speed - Special Edit
. Settlers 2

. Civilization 2

. Spacehulk 2

. Afterlife

. Advanced Tactical Fighters
10. Cyber judas

O e~ W e W

MEGA DRIVE

1. Shane Warne's Cricket
2. Phantasy Star 4

3. NHL 96

4. Mortal Kombat 3
5. NBA Live 96

6. Sonic Compilation
7. Soleil

8. Vectorman

9. Madden gé

10. Sonic 3

SNES

1. Donkey Kong Country 2
2. Secret of Evermore

3. Doom

4. Yoshi’s Island

5. NHL 96

6. Earthworm Jim 2z
7. Mechwarrior 3050
8. Megaman X 2

9. PGA Tour 96

10. Cannon Fodder

HYPER’S GAME
CHARTS SUPPLIED
BY HI-TECH WORLD
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Newsagenis driving yvou mad always ruHHing ouf of HYPER??? Why not do somiething about
it and show that smart ass down the road who’s boss when vou’'re the first lucky bugger in
the area with a copy of the greatest Ausiralasian games mag. Yep, It vou subscribe you’ll

get the next twelve issues off HYPER por the price of nine. taik about maat
And we’re also giving away THREE aﬂalug

iHcluding pedals, gear shitt and controller for vour
PlayStation (courtesy of HES), 1o three lucky suhscrlhers.

BTN Rics

Jou gotta be in it to win it!!! e

-----------.Ji”_

Fill out this coupon and mail it to HYPER, Reply Paid 634, PO Box 634, Strawberry Hills, NSW. 2012

Name System

Address

Suburb/Town Postcode

Enclosed is my cheque/money order, or debit my credit card for $44.95 (1 year/12 issues) Bankcard Mastercard “Visa
| | .

carabo| | [ | J[ [ [T [T T T[T TT] Expiry Date

Signature
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QUAKE LINKS
Yeah, yeah, yeah. Quake rules.
Wkatever... if you don’t know
where to find what you're after
in the land of Quake, then
bookmark all the links you want
at this big list of Quake Links.
http://ids.usnetworks.net/net
2_o/quaklink.htm
There are all sorts of Quake
oddities to be found around the
net... from bizarre hacks to offi-
cial ID Software editing tools. It
just rocks so hard.

SATURN BITS
Saturn owners seem to be such
organized people... [ don’t
understand it. Here's a very
nice Saturn page with every-
thing on the machine you could
possibly ask for, including
Quicktime clips of the games,
preview screen shots and hot
gaming gossip. Absorb it all at
http://www.pathcom.com/~r
na/sssaturn.htm

Boot up your browser and cruise a tube on the digital sauce.
Just remember to floss your brain afterwards. ELIOT FISH serves it up...

- E

Are you a very messy PlayStation owner? Have you spilt baked beans on your
Alien Trilogy box again? The dog chewed up your Tekken cover slick? Well, you
wouldn't believe it, but there’s someone out there who cares! If you visit
http://www.sn.no/ldaniels/covers.html you can peruse GIFs galore of Official
PSX game covers and a whole stack of “home-brewed” game-cover artwork! If
you think the cover to Firestorm: Thunderhawk 2 sucks, then just grab one o
these instead. Interesting idea.
JEDI KNIGHT

It's going to be a bit of a wait for the awesome sequel to Dark Forces, so indulge
your curiosity at the Jedi Knight Outpost at Attp://www.3dg.com/Jediknight/ at
the moment you can download a small film that displays the animation quality
within the game, check out lots of pics of the in-game and cutscene splendour,
and drool at the cool polygon characters (very Quake-like). The game is going to
be HOT, you can count on it.

SHAREWARE GALLERY
As you'll all know very well, the hot new games come out first as Shareware

(Doom, Quake, Hexen, Duke Nuke 'em 3D) and this is where the frenzy begins.
Unless you search things out, sometimes you may be missing out on some
damn fine Demos. At http://www.clicked.com/shareware/games

index.html{ they have a top 20 Shareware list that'll have you downloading
like @ madman. It's nice and convenient to have all the best pieces of Share-
ware happily bookmarked in one spot, eh? There's a few games here I'd neve

heard of... so get clicking.

VIDED GAME YELLOW PAGES
Here's a comprehensive listing and search engine for absolutely anything even

remotely to do with the wonderful world of computer and console games...
http://www.gamepen.com/yellowpages 1t's all here and it's a breeze to find all
the latest patches, hacks, walkthroughs... anything. Handy indeed.




PlayStation

MORE N64
I just can’t get enough info on this mysterious machine (which is no longer a mystery really, now that half a
million or more people own one - except me), and if you're the same then you’ll also be keen to know where you
can download Quicktimes, view screen shots and get the latest news. Now that the Né4 is pumping in a stack of
ouseholds, the info is flowing more freely and there's some pretty cool stuff to discover. Drop in at http://our-
hworld.compuserve.com/homepages/néshpage/nés. html and check out this dude’s hard work. Good job!

MOVIES ON THE WEB
There's nothing quite like the visual and aural intensity of a trip to the movies... if only we could run Descent on

a screen that big! Well, did you know that all the big cinemas have WWW sites? At http://www.
lereaterunion.com.au you can check the times for any session at any Greater Union Cinema anywhere in the coun-
ry! Not to mention drop in on a Chat room (where you can crap on about Mission Impossible or something), a

movie quiz, a gossip-news section and links to all the major movie studios. At
http://www.village.com.au/INDEX.HTML it’s a visual treat. This is one hot website full of Java and tasty graphics.
here's a lot on offer too... not only can you check all session times, but there’s excellent gaming links (Village
Roadshow publish games remember?), Demos to download, a Galleria, info on Movie World/Sea

orld/Wet'n'Wild, all the specs on Intencity and all the movie info you'd ever need all in one spot. Of course,
good old Hoyts are up at Attp://www.hoyts.com.au where you can yet again check out all the session times all
ound 0z and follow some pretty cool movie links. Check it out people!

ERRAN CONFEDERATE UNDERGROUND

Wing Commander fans go to Red Alert! Here's a place all you freaks can go to enjoy each other’s company. If
you feel the need to live out your Confederate fantasies, then jump to http://acm.ut.edu/bryantpe/under-
ground and polish up on your best Kilrathi insults. Just don't expect to bump into Mark Hamill on the Chat line.

Geek: "Hey, you're Mark Hamill aren’t you?!"” Hamill: “You're going home in a box!" or something...

UNSOLYED MYSTERIES
So I have this friend of a friend, right, who knew this guy who ran a corner shop who employed someone who

lent his camera to someone else who took a photo of the Loch Ness Monster! True! Does Nessie really exist?

http://www.scotnet.co.uk/highland/index.html check it out for yourself... or maybe Bigfoot is more your fasci-
ation? http://www.serve.com/shadows/bf.htm Check out the crazy photos! Perhaps you'd like to browse
hrough a whole stack of unsolved mysteries at Attp://www.explorenet.com/23.htm! Soon you'll be trying
our best to convince your friends that the Abominable Snowman is real... REAL [ TELLS YA!

S

“It may look cute, but JF2 is

an incredibly intense and,

at times, a palm-sweatingly
frightening game. 94%”

Available: Sept/Oct
NN $99.95
Expected Classification: G8+
Low Level Animated Violence

JEDL KNIGHT: DARK FORCES 2 - PC

,@g i ﬁh ‘ﬁn Y 4
m:[ﬁ& PlaySt '.MARKS OF SONY. ccunﬂmx ENT‘ERI‘MNM ENTINC.



18 »HYPER

Giani Robo 3&4
You cannot imagine how much i love this series. This is the ani
ation on the tip of my tongue when I recommend anyone to
et into Anime. The quality of the animation, the incredible
Bfunky designs and the absolutely brilliant storyline makes me
Ecream my pants every time [ get sent a new episode.
| Based on the Manga and the TV series created by MitsuteruOv
okoyama, Giant Robo is a classic narrative of good versus evil.s 1
hen the world is brought to the brink of destruction, a ne tur ¢ from this ex g g
Wenergy source is founded. Clean, efficient and environmentallyfind out that I was i.rnpress=-u v t: the latest release of JRGJR; DGI‘ ; The LEGE MJ O P DEMON WOMB.
iendly, the Shizuma Drive has revolutionised the world, and After getting tied up with the censorship board for over a year, Demon Womb has been released wit
brought it into a new era. However, a dark side of the energythe more ve" scenes cut out of 1ip or not (and believe me,
source emerges. Big Fire; the evil organisation seeking worldl do t i t

(

t), the new ¢
domination, sets out to exploit this weakness. They clash withto the changes.
Interpol, the worldwide police organisation, and their most UROT 2 pick
powerful weapon, GIANT ROBO! come again. Meanwl

This is the series that's making everyone stand up and takecentury. His plans? To destroy the Overfiend and
notice around the world. Not since Macross Plus has any series Demon rape, h raping machines and super powered charac
come out with such quality and imagination. The best thing outthe standard for this Japanese pornographic horror. However, decent anir
on the market at the moment. Giant Robo will set the standardsryline and well thought out action sequences make UROT 2 something w‘O!l'r! looking at }-.|gn,y offen-
for many years to come. sive, so be warned.

10 F 1 O nareo M. 0ISTRIBUTED MY MANEA VIDEQ F &1 0 rateo 8. 0ISTRIBUTED BY MANGA VIDED.

r, where a teenage boy is reveale
ist, Myuhi Hausen Jr
e the world throug
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Bandicoot
THE DEEINITIVE PEATEGRVIER
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Yampire Princess Mivu (Part 3&4)

What is it with Japanese schoolgirls? They seem to be the most animated characters in manga
fhistory. With the limited selection of Anime we've seen in the West, we've already seen them jump evil clutches of
fmissiles, destroy robots, kick all kinds of arse in martial arts fests and star in horror pom.
[Disturbing. Now, you can see one actually suck blood for a living, and at the same time hunt the :
ost viscous and scary Demon Gods that walk the face of the planet. I'm talking about VAMPIRE DR NED CORTEX?"
IPRINCESS MIYU, a young girl that's been given the powers of a vampire, to give eternal life to her 3 25 e
ictims, but whose job it is also to hunt down all the demons that have escaped from the abyss.
And I'm also talking about one of the quirkiest and entertaining animes available. Truly creepy
and totally weird, the big plus for MIYU is the well written narrative that accompanies each :
episode. The animation is cheap but is used well, with great backgrounds and character design. i s shie
Something to watch when your bored of cyberpunk action and Ninja martial arts. RS e e,

T & 1 D pateo pe. DISTRIBUTED BY MANGA VIDED.

TAWNA from the.

destined ta

Ghosi in the Shell

Just a quickie since I already bECﬂm.E anﬂﬂ:er
reviewed this beauty earlier this
year. Problem was, it was only being :
distributed through the cinemas; ) I I o
and I know a lot of you Anime freaks H’PPER Rﬂﬂ. ¢ .5 i
didn’t get a chance to see it back S : r
then. Finally, GHOST is available on

video, if only through the rental ' - e
market for the time being. YBU HBLB r k‘;l}-

This is the one you want to see if
you've been hanging for a good
action Cyberpunk Movie since AKIRA :
(Though Angel Cop, and Macross THE ANSWER?
Plus have kept the gates open!)

Beautiful animation, jaw dropping
backgrounds and full on, hard core
tech makes GHOST something not to
be missed. YOU MUST SEE THIS!

10710

RATED M. DISTRIBUTED BY SIREN

Available: Spring 96
RRP: $99. 95
Expected Classification: G8+
Low Level Animated Violence

For PlayStation Game Info  *%"
< Call the PlayStation \i,
© . PowerLine 1 902 262 b62 meios
ITM calls charged at a rate of $1.50 per min.

A higher rate applies from public and maobile phones.

THEIR] 5 PlayStation ARE TRADEVARKS £F SCNY TOMPLTER ENTERTANMENT INC.
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Handheld Worms

PYNAMITE €13

Worms is a great little game. Iff you want some
puzzling aetion with gratuilous violence thrown in
fior goed measure then this game is for you. Sure,
the graphics won't make you wet yourself but the
gameplay is hot!! The game haa proved so0 popular
that it has even made it over to the Game Boy:

- We've got 5 copies off Worma on Game Boy to give to
5 lucky HVPER readers (thanks to Roadshow New
Media). All you gotta do is answer this question: :

Name a weapon you can use in Worms.

Send your answer (along with your vital stats) to:
Worms, Worms, Worms
Hyper, PO BOX 634, Strawberry Hills NSW 2012

J L
That's what you won’t be doing if you're the lucky winner of this wonderfu l.O'l'S Of A'l'mOSfeal"

freebie. Wamer Interactive can't help themselves, they just want GIVE you 3 Remember Nightmare? How about the Gatekeeper? Sure you do. it
copy of their action packed futuristic wargame.. Z! What more could any PCiwas the Australian video board game that swept the world a couple of
wargamer want eh?? Wamer have been kind enough to hand us five copies...[years ago. Now it’s a PC CD-ROM game, and thanks to the generous
and we're going to hand them out to these that can answer this question... ature of Roadshow New Media, yon can get your hands on one of the
Who’s the publisher of Z? e FREE copies going, as long o You can dnewer this question..

tonlibataneveofito Name the hosi of the Nighimare video board game..

I Need Some Z’s Comp, Hyper, PO Box 634, Strawberry Hills NSW zoiz Send that one in to...
\This Place Needs Atmosfear

Hyper, PO Box 634, Strawberry Hills NSW 2012

Blowin’ Things Up!

Talk about senerous! Warner have also taken
time out to ensure the Saturn owners of this
world have a chance of getting their hands on
some free wares, by giving us jive copies of
Return Fire for the Saturn. This game is a must
for pecple who love squishing people with
tanks and blowing things up! So quil
bouncing, and just answer this queation....

What are iwo of the vehicles
vou can use in Reiurn Fire?

If you know, mail the answer to..
1 Love Blowing Things Up Comp
Hyper, PO Box 624, Strawberry Hills NSW zor2



OAAERS has never really
8 the Game Boy much
after looking at

t our recent
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Gator Kirby’'s Dreamland 2 Donkey Kong Land Road Rash
Hal/Nintendo Rare/Nintendo Ocean

as the first pinball The old pink marshmallow from the Although surpassed by the With few exceptions|the majority
e Game Boy and in ancient NES game has recently been splendour of Donkey Kong Country of driving games oh the Game
le’s minds it is still the resurrected to star in its (who can tell on the Super NES, the Game Boy Boy have been| dull and
e action is quick and what gender Kirby is?) second Game edition was no less of anunimpressive affgirs, with
but there is surprisingly Boy title and, for someone whose achievement and, judging from the distracting graphics and a poorly
reen blur, something the main form of attack is to suck like a long delays in getting it out, DKL conveyed sense of motion. Road
Boy is notorious for, vacuum cleaner, Kirby manages to caused the programmers at Rare to Rash is an exception to this, and
ly in fast moving games. As clean up the competition! have many sleepless nights! The adds to the excitethent with the
| sim, Revenge of the Gator Although basically a linear platform graphics are amazing! You’ll ability to interaft with your
uite well and is more game, Kirby offers far more than wonder how they managed to opponents on a mgre personal level
to play than most PC or most thanks to the versatility and cram so much detail in without the - you can hit thenf and they can hit
inball games. The main freedom of control given. Many of screen becoming a blurred mess, you. You can gfso hit oncoming
into upper and lower the enemies Kirby encounters can be but they have. Admittedly, it looks traffic and roagdside obstacles, and
ith a set of flippers, inhaled to give pleasing results, for much better when played through this makes Rglad Rash all the more
ing to reach the example spiky critters tun Kirby into a Super Game Boy, but even in exciting. Speeding around a blind
here is also an a pin cushion, electric enemies let mono one can appreciate the work hill crest fas never been so tense,
yer mode Kirby spit sparks, and so forth. Rather that has gone into it. Fortunately especigy when you know there’s
s link up than being just another feature to the quality of the gameplay hasn’t a copon your tail who'll end your
onent keep you occupied until you reach been neglected and while DKL isn‘t ragfng career the instant you slip
to the end, these abilities must be quite of the same calibre as Mario dp. One of few Game Boy
t mastered and chosen with care if you or Kirby, as an overall packageAt conversions that stays faithful to

ish to find all the hidden surprises shouldn’t be missed. the original.
ffer. Furthermore, Kirby receives
ce from animal friends: an Metroid 2: Zelda:
and Rick the hamster; who Return ofj Sgiftus Link’s Awakening
with much like Mario Nintendo Nintendo

the so on the easy side, but Space b, Samus swings to the This game took a lot of people by
you in the face® le nonetheless. rescue of Game Boy owners surprise. Everyone had been
Game Boy just for king for a bit of alien-stomping waiting for a new instalment in

and action in this scaled down version the Zelda saga, but no one
Teiris of the Super NES classic. expected it to turn up on the
BPS naturally one Graphically it's not much to look Game Boy! What’s more, this isn't
Tetris has to be one of the for the Game at, however it's the absorbing a scaled down version of the NES
popular and highly played gam gamers world nature of the gameplay that titles, but a new full-sized
in existence - more people have reatest test of warrants Metroid 2 a place in adventurs to rival the amazing
had contact with Alexy Patchinov’s th d-held had to HYPER’s top ten. If you're sick of Super NES version. The intricately
block stacking classic than even the bette he footsteps of all those boring platform games drawn graphics work the Game
mighty Doom! Now available on they’ ular Super Mario that take five minutes to zip Boy to its limits, but objects on
just about every format invented#10 creat the NES, many through, Metroid 2 will tickle your screen always appear clear and
was the portable oy version graphically i e Game Boy version synapses with a huge playing area well defined, leaving you in no
that Tke a virus across the titles to date. Th ow the tradition or be a that will take ages to work doubt as to what’s going on.
globe, infecting the minds of adults characters does d Game & Watch-style affair. through. And it’s not all “run to Link’s Awakening offers lots of

who would otherwise never admit delayed, but speed of the game Happily, Super Mario Land delighted the right all guns blazing!” short but engrossing missions
to liking, let alone playing, a video isn‘t so fast that you don’t have the masses with Shigeru Miyamoto’s mindless violence, either, asthat allow you to pick up and
game. Psychologists say that the time to react. There’s no hope of magical brand of gameplay. The there’s a lot of creative violence to play the game for short bursts
satisfaction of creating order out of an arcade or even a Super NES graphics appear limited by today’s be had, too. If this all sounds too while still giving you a sense of
chaos is why people find Tetris so quality beat ‘em up ever appearing standards, but the combination of much, take heart in knowing progression, thanks to the battery
addictive, and they’re probably on the Game Boy, but this is about challenge and enjoyment more than there’s a battery backup to save backup which saves frequently.
right - it's certainly not the music!  as close as you'll get. outweighs this minor quibble. you at bedtime. Definitely a classic.



NEW FROM NEA VIDED

The most powerful video yet from the best selling
sports video star in history. For the first time Michael
Jordan speaks about his controversial retirement
and surprise return to the NBA. See and hear a new,
rededicated Michael Jordan, and discover what
drives Michael Jordan to his achievements Above
& Beyond every other athlete on the planet.
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TEAM USA

This summer, the eyes of the world will be on the
Olympic Games in Atlanta where the US Team is
set to prove once again that when it comes to
basketball, the US rules! This must-have video
features spectacular career highlights and intimate
behind the scenes portraits of the NBA greats who
T*argg USA.




Well, it’s been hyped for so long now that vou
could be forgiven for thinking it might never
come out, but Quake has finally arrived...
well, the shareware version at least. It was
let out of illV’'s vauli on the 22nd of June, and
it would be fair o say that many aun Internet
Service Provider had its bandwidih choked
due o0 people dowHloadiHg as sooH as they
heard the news. ill Soffware even sef up
their fip server o handle 2000 logins at
once so folks could get their hands on it.




)) Has it been worth the all the hype? Well,
that really depends on whai you were expecting
doesn’t it? If you were expecting Doom, but a
whole lot better, then you're in for a really big
treat. if youo were expeciing something that was
going to completely blow away all your concepfs
of what a video game is, then you may be a
little miffed. Quake’s got that same immediaie
playability that Doom had, but it's gof that much
more depth to it that you'll never bother with a
first person game that isn't frue 3D ever again.

Setting A New Standard

Quake has taken the first person action genre
and set a new standard, just like Doom did back in
1993. Jow do you set a new standard in this field?
Well, what makes these games special is the
feeling of being immersed in the game, which is
really determined by how the graphics are
handled. Doom was a 2D game that looked 3D. If
you don't understand how Doom is 2D, try
considering that in Doom there are no corridors
that run over other corridors. True 3D games are
the ones like PO'ed, Duke Nukem 3D, and Quake,
which have no such limitations on the co-ordinates
of all the objects within the game. What Quake has
done that the other games haven't is make
EVERYTHING 3D, including the monsters, and even
the bullets! What's even more impressive is that
the game engine is so smooth, even though it's
handling a large, true 3D environment, with 3D
polygon creatures moving about within it.

Most people will remember being amazed by that
dark, eerie atmosphere that the scenery in Doom
created. This was all due to the well drawn textures
which made up the walls, floors and ceiling. The
textures in Quake are truly amazing, making even
the cool environments of Duke Nukem 3D look
datec. Even the water, slime, and lava has been
improved dramatically. Not only do they look much
more fluid from above, once you plunge into the
depths, your vision becomes distorted in a way
which truly conveys the feeling of being
underwater... you really have to see it running to
appreciate it. Quake is really just that much closer
to locking like a real world than a computer game.

The light sourcing is incredible, with much
more subtle differences being obvious. When
something is lurking in the shadows in Quake, it
looks right. If the light is really low, creatures
can move about freely without being seen... and
as it gets brighter, it gets proportionally easier to
see tiings moving around. In previous games in
this genre, there was usually a much less realistic
interaction between light and movement.

The Monsters We’'ll Always Wanied

The step forward in the backgrounds will cause
jaws to drop, but so will the creatures. No longer
are we up against a bunch of sprites that make
an attempt at looking like monsters... Quake has
finaly eiven us the 3D polygon monsters that
we've always wanted. Now the monsters look
more like a cross between the creatures from
Doom, and the characters from Virtua Fighter IL.
They move so fluently and realistically that it's
often tempting to get up real close to fight
things, just because it looks so damn cool.

iD Software have made the most of having 3D
polygon monsters by having them not only move
and attack realistically, but fall over and die just as
convincingly too. Hit that grunt with a shotgun
blast to the stomach, then watch him double over
and take a couple of seconds to regain his
footing... it's amazing. Even more fun, after a
couple of blasts from your double barrelled
shotgun, watch the poor ogre fall flat on his butt!

Something else that will further impress is the
improved Al (Artificial Intelligence) of the
monsters. If there’s a knight who sees you, he's not
going to walk up to you... he KNOWS you've got a
gun, and knows that his sword will really only be
effective up close, so he'll charge you! If that same
knight was around the corner, but he heard you
coming, you can be assured that he’ll be swinging
that blade of his at neck height as soon as you
show your ugly mug from behind that wall.

Some of the monsters vary their attacks
depending on what range you're at. For example,
the ogres throw grenades when at a distance,
but when they're close, they take big monstrous
swipes at you with their chainsaws! More deadly
are the immense Shamblers that can send out an
arc of lightning which always hits if you're in line
of sight (just like the Arch-Vile in Doom I1). Being
close is perhaps worse, as they take great
powerful swipes at you with their huge clawed
hands. Some monsters have cool features added
in which really bring more life to the game, a
perfect example being the zombies. Taking down
that zombie with your shotgun won't do... give
them a few seconds, and they're back up! You'll
have to scatter their limbs, so make sure you
have a rocket or grenade handy.

The shareware version only contains some of
the monsters, which is a good thing, since we
really don't want to see everything the game
has to offer just by the shareware. The current
nasties are: Grunts (guys with shotguns),
Rottweilers (just like in the Omen), Ogres (big
guys with grenades and chainsaw), Knights
(guys in armour with swords), Scrags (weird
floating torso things that zap you), Zombies
(these undead must be completely blown to
bits to finish off), Fiends (fast hunched beasts
that leap at you), Shamblers (huge deadly
beasts that wield lightning), and of course the
final boss, who we won't mention, so when
you make your way through to him, you can
get as much of a surprise we did.

Nine Inch Sound Effecis

To complete the audio-visual experience, you
need professional musos doing the sound, and
who more appropriate for a dark, nasty game
like Quake than Trent Reznor of Nine Inch Nails?
No one really, so when he approached iD
Software and offered his services, they were
quick to agree. There's no music with the
shareware version of Quake, since all the music
will be CD Audio. Word is, the music that Trent's
being working on is a wonderful array of chilling,
dark ambient tracks, as opposed to the relentless
industrial assault that you'd expect from the
mastermind of NIN. The sound effects are lovely;
nothing like the sound of some poor Grunt
gargling on his own blood as he eats two loads of
your buckshot. They really haven't missed a beat
here: if you blow someone up with a rocket, and

their arm flies off into a nearby pool of water, it
will make an appropriate splash! The only thing
that shocked everyone about the sound was that
it's mono! We're all praying iD fix this one before
final release comes out.

Quake’s got the usual powerups around that
one would come to expect in this sort of game.
In addition to the ammo and health that are
sitting around there are Pentagrams of
Protection (which render you impervious to
damage), Biosuits (so you can make your way
through slime and so forth), Rings of Shadows
(which make you virtually invisible), and there
are Quad Damage icons, which, as the name
implies, multiplies the damage you do by four.

For those who were into playing deathmatch
Doom, you're going to love Quake. Now you can
designate yourself a name, shirt colour, and
pants colour. What's more is that you can easily
play teams by matching the various players
pants colours, and then you've got a virtual
game of skirmish! Playing via Windows g5 is
dead simple and with only basic modem or
TCP/IP knowledge, you can log onto a Quake
server and join in an already existing game!
When playing deathmatch, the players look
every bit as good as the monsters do in the
single player game. If you're watching someone
who's looking down over a ledge, you'll see them
bending over and actually facing where they're
looking. If someone is resorting to using an axe,
that's what you see... not a gun, an axe.

Now we've played through the shareware
version, we're dying for the final release. New
monsters, and no doubt some new features that
will probably spring to iD's mind are what
everyone will be looking forward to. If iD make
Quake get progressively better as you go
through the game, like they did with Doom, then
we're really in for something more than special.

To sum up Quake in a nutshell... the new
standard in first person gaming.

DUKE ¥5 OUAKE
Big guns and lois of ‘em... that’s what vou
wanti isn’t 1?7 Well this is probably the only
depariment where Quake falls shori of Duke
Nukem 3D. Quake has an axe, shoigun,
double barrelled shotgun, nailgun, super
nailgun, grenade lavncher, rocket launcher,
and the thunderboli. All the weapons are self
explanatory, except for the Thunderboli,
which is the handheld equivalent of the
Shambler’s lighining atiacks. Quake has eighi
weapons in foial, Duke has ien.

There seems io be a healed debate already
as fo which of the fwo games are betier. It’s
proving o be a poiniless argumenti, since the
games have two completely different feels to
them. Duvke Nuvkem 3D is a flash, fasi 3D
shooter, with cool guns, good level design,
anid a very comical edge. Quake is a flash,
fast 3D shoofer, with incredible atmosphere,
amazing monsiers, and a very dark, iniense
edge. If vou're after dark realism, go for
Quake, if vou're afier a bit of macho, sexisi

pig humour, then Duke’s your game.
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Crash Bandicoot
PlayStation

AVAILABLE: SEPTEMBER
[ATEGORY: PLATFORM
PLAYERS: ONE

PUBLISHER: NAUGHTY DOG

It's clear that there's a big platform game war about to
start on the three "next generation” consoles. Sega seem
to have their money on Nights, the surreal 3D flying plat-
form game, brought to us by the creators of Sonic.
Nintendo seem very confident about Mario 64, and with
good reason. Sony have been enjoying critical success
with the Jumping Flash games, but now they've got
another platformer which they hope will be recognised as
a contender for the 3D platforming crown... Cras
Bandicoot. Who is Crash Bandicoot? He's that charming
looking animal you can see in the screen grabs we've
taken. The game is set across an island chain off the
South East coast of Australia, where Crash is off on a mis-
sion to save his kidnapped girlfriend. The game has more
of a "Deep Dark Africa” feel to it, but you'll hardly care,
because it’s just gobs of fun.

Just like Mario 64 has the swing around camera perspec-
tive to give the game more depth, Crash Bandicoot is a
platform game that takes on a whole bunch of differen
perspectives for the different levels. All levels have that 3D
feel to them though, and are immediately playable. Fo
example, the first level sees Crash running “into” the
screen, jumping over pits and blasting away various nas-|
ties by going into that frenzied spin that will immediatel
remind you of Wamer Brothers’ Tazzie Devil character.
Other levels include different perspectives like running
“"out” of the screen at you, or a slightly distant perspective
where you must guide Crash up large platform structures.

The actual levels themselves are excellent, with all sorts
of cool looking traps and monsters barring Crash's way.
On one level you might being sprinting towards the
screen, being chased by a giant boulder (ala Indiana
Jones), just when you think you're safe as you jump ove
a huge gap in your path, the boulder hits a little bump
and bounces over the gap too, closing in on you! Then
you'll be doing something completely different, like
trying to make your way along a dangerous river by rid-
ing on oversized leaves that are floating about, and|
jumping into the jaws of killer plants and hoping to hell
you can get out in time.

The favourite stage we've seen here at HYPER see
Crash grinning evilly before jumping on the back of the|
nearest wild boar and hooning along through thel
onslaught of spiked traps and shield toting natives tha
attempt to bar your way. Throughout the game it's]
obvious that there has been great attention to detai
given to all audio-visual aspects. If there's a spide
dangling above Crash, you'll see the soft image of its
shadow hanging just in front of him. When the huge
spiked poles thrust at you, there's that rich dull creak of
wooden mechanisms thudding away. After you vauld
over that chasm on your trusty boar, you'll grin fro
ear to ear as he squeals loudly as you land.

As you'd expect, there’s powerups around that let yo
take a few hits, and lots of peach type things around tha
you collect to gain extra lives, etc. There's also TNT sit-
ting around, which is naturally harmful to Crash... buti
looks so cool when he blows himself up that you'll prob-
ably do it once in a while just for a laugh.

Crash is already looking like a certified PlayStation
gaming hero and the version we were playing was onl
60% complete! We can almost guarantee you a rollick-
ing good time here, as Sony and the talented boys af
Naughty Dog would have to be pretty stupid to let such
a hot start go to waste. Full review real soon!
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Pilotwings 64
Nintendo 64 Q

AVAILABLE: nOVYEMBER + [ATEGORY: FLIGHT S1IM m‘
PLAYERS: oNE » PUBLISHER: NINTEND O

After what seems like an eternity of rumours, promises, lies and more release dates
han you could fit into a multi-tap, Nintendo's long awaited “flagship model”, the
intendo 64, is at last here. Well, almost. Still only available in Japan, and witha US
elease slated for September 30, the PAL version for Europe and Australia is not
expected until November at the earliest (although we recommend preparing yourself
or more bad news). So much for the simultaneous world wide release.

A shortage of chips is the official reason for the delay, understandable when you
ealise that half the population of Japan have virtually been camped outside their
avourite Nintendo dealer for the past six months. But, as Nintendo's own advertis-
ing asks, “Is it worth the wait?". The answer to that is an big "0h yeah!!!”

One of the first things that is immediately obvious about the N6y is that every-
hing is of the highest quality. From the smooth way the cartridge slots firmly
linto the sleek, genuinely stylish console, to the almost instantaneous start, free
of annoying licensing screens or loading delays when you turn the power on, the
player is treated with first class service.

Pilotwings 64, developed primarily in America by Paradigm, is definitely the most
impressive piece of software for the new system, right up there alongside Mario 54. It
Istarts with an overhead view plummeting towards an alluring tropical island, the same
iew, ironically, that greeted players of the Super NES version. Any thoughts o this
hough quickly disappear as the screen drops away to revolve around a solid 3D land-
Iscape complete with everything from beaches to mountains beckoning you to exglore.
You are initially presented with a choice of three flying machines to take to the skies
ith; a hang glider, the rocket pack from the original and the new gyrocopter which
eplaces the old plane. After choosing my pilot from the six impossibly cute characters
on offer, I blasted myself skyward with the rocket pack with a good press on the tnrust
Ibutton, then slowly drifted around to take in my surroundings. Wow! Impressive. This
is unlike any other game I've played. The polygon world of Pilotwings is convincingly
eal enough to make you duck and lurch around in you seat as you fly between build-
ings and under bridges. Every tree, lamp post and sail boat is a solid object, the p.anes
parked by the runway are fully detailed models right down to the propeller blades and
ing struts. There are no short cuts with texture mapping in this game.

The next thing I noticed was the incredible freedom of movement. Not once does
he game stop you from doing what you want to; be it hover in the jet pack right
down inside the merry-go-round or fly the gyrocopter at zero altitude along the
highway. If you can think it, you can do it. There is no time limit, and although
otorised equipment will run out of fuel sooner or later, in theory you can fly the
hang glider or birdman indefinitely.

Floating around with your head in the clouds all day is enjoyable, but lacking in
hallenge, so each level contains a number of trials to complete before moving on to
he next location. The staple of most missions is to fly your chosen craft through a
series of rings mapped out across the landscape. These are different for each craft
and often include a variety of creative diversions. For example, one rocket pack stage
requires you to fly straight into and burst a couple of giant blue polygons suspend-
d above the ground, however this act releases a further five orange balls which start
bouncing around and also must be popped.

Somewhat more serious, though just as enjoyable, are the objectives you are
required to fulfil for the hang glider. One such stage sees you armed with a camera,
our mission being to photograph the foul smoke being discharged from an oil r2fin-
ery situated in an otherwise pristine arctic environment. Mind you, it's not all this
ice. The gyrocopter is armed with an infinite supply of missiles, to be used in mis-
sions with set targets to destroy and, somewhat disturbingly, there are giant mech-
anismo men that run around throwing rocks at you. But I could quite happily fly
around all day strafing buildings, cities and bridges, it's so much fun! And taat's
hat Pilotwings basically boils down to - Fun with a capital F.

The power of a dedicated Silicon Graphics chip allows for an impressive display of
graphics, but this alone isn't what makes Pilotwings outstanding. The bridge which :akes
his game into a new dimension is the analog joystick built into the Né4 controller. In fact
he standard eight way direction pad isn't used once during the whole game. The analog
stick allows you to make progressive increments of change to the control of your vehicle,
aking anything from a tight tum to sweeping arc possible. This effect is very subtle, but
adds a lot to the overall experience and makes the game all the more satisfying.

One must not forget that Pilotwings is one of the initial batch of games developed for
intendo’s new machine. Incredible pressures must have been placed on the develop-
ent staff as Nintendo's future rests heavily on this game. The result speaks for itself,
ilotwings is one of the most enjoyable video games to date and an impressive debut
or the Nintendo 64. If future releases conform to the standard set here, then Nintendo
ill be set to once again dominate the video game industry for years to come.
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P aYSTahOII CHECH POSs
AVAILBIE: NOVEMBER o (ATIGORY: FUTURISTIC RACING 0O0.o ]DO,:]E
PLAYERS: 1-2 « PUBLISHER: PSYGNO SIS i

While Destruction Derby has been the big racing hit for Psygnosis, Wipeout j Eo
definitely turned more than a few heads, many people preferring its breakneck — s P
speed, slick techy finish, and A-grade techno soundtrack. Well, if you thought
Wipeout was good, you ain’t seen nothing yet, because the sequel, Wipeout 2097 makes the
first game seem bland in comparison. Psygnosis have taken great care to make sure Wipeouf
2097 has been improved in almost every aspect conceivable. There are now four racing : : =
classzs, Vector (training speed), Venom, Rapier, and Phantom (hidden)... so there’s some PR %
thing in there for players of all skill levels. Track design looks to have been improved dra 1"5':';“_*3,* ' 180@‘*“”@5"

matically, and that was one of the first game’s strong points! The backgrounds are dynam
ic, sc you'll see things like monorail cars zipping around, etc. There are six tracks and fou .
teams, just like in Wipeout I, but there are two hidden tracks, and a hidden team, which wil D.I.s ENERGY \\\
no doubt have a rather special craft for you to race in. Some people complained about the "'O
lack of vehicles on the track in Wipeout [, so now instead of eight vehicles on the track, there
are fifteen. The extra opponents make for more challenge, and also for a much prettie
game, since just gazing into your opponents exhaust stream can be quite hypnotic.
Lots of folks loved the weapons in the first game, and they're all there again, except wit
a little more finesse added to the visuals, like beautiful swirling missile lock targeting.
There are a few extra weapons which really add to the game, such as E-Paks (energ
replenishment), Autopilot (high speed cornering made easy), Thunder Bomb (Blast al
oppenents within radar range), Plasma Bolt (High powered energy weapon that will put
someone out of commission), Quake Disrupter (Shake the track and watch your opponentg
fly!). The intro is very reminiscent of Blade Runner, and is one of the most impressive
game intros we've seen thus far. For those who are into artwork, you'll be pleased to kno
that Designers Republic have returned for Wipeout 2097 helping add that finishing touc
to the techy feel of the game. This one looks to be a must for all racing game enthusiasts,
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[AP TIME Pla station

AYAILABLE: ocTOBER + [AIIGORY: RACING
‘..9 PLAYERS: 1-2 « PUBLISHER: PSYGNO SIS

Yes... this is the game we looked at in the May
issue... Yesit's Psygnosis... and Yes... it will hap-
pen.. really! Time for an update. After ¢ long
haul in the garage, it looks like F1 is finally going
to roll out onto the circuit, and blow the opposi-
tion away. There looks to be very little left for
Psygnosis to do before the final version is ready, as the
beta we played looked all but complete.. and looked
fantastic. This one’s a real race simulator folks, none of
that zip around at a million miles an hour, and take
that hairpin at top speed rubbish... you'll need to fine
tune your racing skills, learn the tracks and practice
hard to become a competitive racer in F1. All the F1
eams are there, as are all the tracks, so you're really
getting the works with this one. You can even watch
he cars sustain damage and lose bits and pieces!
Guitar freaks will be pleased to know Steve Vai and
Joe Satriani have contributed to the music.. to help
add that sports show feel to things. 0f course the real
atmosphere maker is Murray Walker ranting and rav-
ing like no other racing commentator can. This one's
special... we can't wait.

®Motor Toon
.
Grand Prix 2
PlayStation
AVAILABLE: now
(ATEGORY: TODN RACIN?
PLAYERS: 1-2
PUBLISHER: somnyY
More P]aystation racing

games! What's more amazing
is that even this cutesy looking
one is a game worth taking a
good look at. Motor Toon Grand Prix 2
goes to prove that you don’t need
slick techy presentation to make for a
really good racing game. Don’t get us
wrong, Motor Toon 2 looks great, not in
the same way Wipeout 2097 or Fi do...
but if you're into bright colours, fas
action and a comical edge to things..
then this one’s for you. A vast improve-
ment over the original Motor Toon
game, MTz features lots of new cars,
characters and courses. Talk abou
trippy... MT2 has some of the brightest,
most colourful backgrounds ever seen
in a racing game. The cars wobble and
bend as they take comers, exaggerat-
ing the turming and adding a lot more
character to the game. The levels are as
wacky as they are colourful, wit
courses taking you through things like
giant roulette wheels and translucent
sky bridges. Maybe Timothy Lear
inspired the development team fo
this game... since you collect weapons
like "Crazy Mushroom”... which makes
your opponents go all giddy and see
stars... lucky them! We managed to
have a head to head game with two
linked PlayStations, and it made for a
very exciting racing challenge. Full
review soon...

£8 «¥3dAH
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INBA Full Court Press
PC CD ROM (Wings)

AVAILABLE: ocT#movw » [ATIGORY: SPORTS

BPLAYERS: 1-10 « PUBLISHER: BEAM/MICROSOFT

@ Just because you don't have a flashy console doesn’t mean that

i8you don't like to jam hoops with the best of them. Well Australia’s

ilown Beam Software could have the answer to your prayers with the

p and coming NBA Full Court Press. Developed with software

d@giant Microsoft for the Windows g5 platform this game looks like

Wit could be a hot PC sports title.

il The game is extremely in depth with customizable seasons and

glllots of rules and options that can be switched on and off to your

heart's content. It also looks really nice. The animation is extreme-
ly fluid (the product of hours of motion capture on some poor col-

@lcge guy) and there’s plenty of different style dunks, behind the

back passes and dribbling moves. There’s actually over 250 dis-

tinct player animations that do create quite a realistic feel to the
game. The sound library is vast, boasting over 2000 phrases of in-
play commentary and some useful sound effects.

And did [ mention depth? Wait until you see how many
real NBA plays you can setup, alter and call during a
game. If you ever found yourself thinking, "I would-
n't have done that" whilst watching the NBA on TV,
this game is for you. All 29 teams, 2 All-Star, and up

to 4 custom teams are all waiting for you to provide

them with that much sought after championship ring. You
i@lcan play an arcade type game by rushing into it with about

Mthree clicks of the mouse, or you can establish yourself as one

of the great NBA coaches and it's in this mode that you will get

the most out of Full Court Press.

And, of course, what’s a good PC game without the networking

option? It’s incredibly easy to set up a network game and the pos-

sibilities should include 10 people playing on 10 different PCs.
iWThere’s also a cool chat feature which lets you converse with other

(Mplayers before sticking the ball in their face. And while you won't

[@quite need a Pentium to run this game, those that do will be

rewarded, according to Beam.

4l From the developers of The Dame Was Loaded and EA Sports Cricket

=W 96, we can expect another quality game that should give EA's NBA

Live series a run for their money.

Grirempl

Jahomnt




T.-1.8S. M
sizes 4-12

CONVERSE

)




36 »HYPER

If they called this game 'Building Blocks with Chuck Norris’, then let’s face it, Credibilit
= Fat Zero. Now take the concept of Tetris, breed it with Street Fighter 2 Turbo and then
presto, the ever popular Puzzle Fighter 2 is born.

In PF2, the object of the game is to destroy all of the gems (blocks) of the same colour b
using a special gem called a crash gem. These gems fall from nowhere as in Tetris and the

i |
i

‘Ch wow! Way te go! You ean do it. careful now. Don't rush it. he's eoming now
Ves! Vea! Greeaat!!!”
Soft porn B-Grade movie? No. theae sounds are the voices of your companions (Ken &

Stacy) on your expedition of death into the wonderfu

world of pish. See how they

sguirm as they anti-drown in the bosun’s hands. Harr harr!!!

This latest Virtual’ experience from Sega is enough to get a city bound conerete lover

out te sea and inte big game hunting of the aqu nd. 3o board your ship. the Sea

Chunder 2. (choose either beginner. medium or hard on the sereen which is represented

like, and if your screen fills up with gems then see-ya! The CPU can tease you for a whileby water depth) and head out te mysterious unfished waters. Look! Those sulls are

and hold back on the crash gem and then release it far (and I mean FAR) into the game, so
ensure easy accessibility to each family of coloured gems.
The more gems you connect together of the one colour, the stronger the attack on the opponent.

swarming over a herd of fish - that's where we'll park our boat. Now it’s time to select
fisherperaon can advise you on
After the jly selection it's fishing time. Unfortunately Sega didn’t in

type o} ply to use. Only a real

ne

de casting

This will drop counter gems onto your opponent’s screen, which ‘count down’ for every time a pairout which of course would have been a reel crowd pleaser. but anyway, here we are

of gems land on the existing gem-stones. If your really clever you can cause a ‘chain’ effect to)
occur in which, for example, destroying 6 red gems in a row allows a yellow crash gem to land on}

with cur line in the water and the video screen is projecting jootage of... you
suessed it. water. which as we know. is where the fishies live. New to bait a fish

some existing yellow gems which were once separated from each-other by the red gems. That isllarge proportions ( the bigger the jish. the bigger the points) check the depth-o-meter

known as a 2 chain. Creafe a 4 chain for maximum points and attack on your opponent's screen.

A super gem will destroy all of one colour on your screen, so make sure that the colour if
lands on has already populated most of the screen.

So where does Street Fighter fit in? Choose from either Ken, Ryu, Chun-Li, Sakura, Donovan,
Hsienko, Morigan or Felicia and they are presented in an infantile way next to your gem collec-|
tion. As the ensuing battle of wits (either between human opponents or a human and the CPU
continues, the characters selected perform manoeuvres and/or brood and/or menace accord-
ingly in relation to how that character's gem collection is going. When one of the character’s

as big fish hang out in big water. Back to the rod- now check on the radar-o-meter

to see when the fish is close to the boat. jiggle the line when a fish is approaching
the boat (a rod-o-meter tells vou when and how)

g ¢ nibble” says | Then B,

‘You re getti

you get a bite. Pull the rod- 2-3 times and

reel that meonster jrom

5 in. Now check on the "How far away is the jish -o-r
\ea Staey and Ken are w
Jeal Jes!” the fish

is at its most intricate. Don't wind too fast

screen is full of gems, then K.0. you're out, no three rounds here I'm afraid. If you make it to thejjish is in the boar ready for eating.

end, the final battle is with Dan, although Dhalsim would have seemed more appropriate.

In summary, PF2 is an interesting, challenging game, even though the SF connection may
not seem so apt. And of course, it will never aid your skills in loading your boot with dif-
ferent shaped packages like Tetris did.

<X X172

Overall. the fjootage isn't heart atopping aa I never seemed to hook a Great White Shark.
but the rooster fish are really pretty. So just do as the instructions say - take a jirm grip
of your rod and den't play in a standing position. Dejinitely worth checking out aa it
lends a good insisht into big same fishing without all the waiting and dunburmn.

o X X172
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Olvmpic Summe

Aren’t you sick of the Olympics yet? Well i you're not bored o} it already, you will be ajter
playing this video game. ANDREW IREDALE goes jor Gold...

ROBIN HOOD NEVER HAD IT 50 EASY

With an ever increasing wave of interest over 32-bit and 64-bit consoles threatening to
drown out the Super NES for good, you'd expect that the few games that are being
released would be of the highest quality, such as Killer Instinct or the latest instalment of
Donkey Kong Country. Not if T"HQ has anything to do with it!

The very mention of this company’s name should send alarm bells ringing for Super NES
owners everywhere, for T"HQ is responsible for some of the worst games ever seen. Witness
the travesty that was the Ren & Stimpy Veediots game or, worse, the utterly dire Home
Alone, about which the less said the better. Lately T*HQ has been publishing under the
name of Black Pear| Software, but don't let that fool you, for its latest release, Olympic
Summer Games, makes the old sport compilations on the Atari 2600 appear impressive!
Yes, it really is that bad. From the bland and featureless title screen to the shocking
quality of the graphics, Olympic Summer Games has the look and feel of a something|
cobbled together overnight in one of those countries that don't have advertising. [
have seen NES and Master System games which have richer and more detailed
graphics and even the Game Boy version, when played through a Super Game Boy,
doesn’t look much worse! The selection of colours which have been used to illustrate
the track and field is limited to a couple of shades of green, brown and blue and the
animation of the competitors shakes woefully. Naturally, graphics of this calibre
must be complimented with similarly appalling sound, and the music here is as
lame as the demo jingle on a Casiotone keyboard from the early '8os!

Shoddy, Half-Assed Cash-In

In an age where each new sport game attempts to out do the last in the number of
options category, Olympic Summer Games seems determined to reverse this trend.
Options are restricted to a choice of three skill levels, a limited two player head-to-
head race and the ever present, though totally pointless, sound test. What's worse
though, is the number of important things that have been overlooked. Why are there
only eight countries competing? Why are there no women'’s events? And why are a
number of high profile sports, such as swimming and cycling, absent from the game?
More to the point, why did this shoddy, half-assed, obvious attempt to cash in on
Olympic fever ever see the light of day?! Products like this tarnish everything they
are associated with. It makes the SNES look like an under powered 8-bit machine,
it damages the reputation of all the companies involved - Nintendo, US Gold, Tier
Tex and T*HQ/Black Pearl (not that it had much of a rep to start with) - and it
makes a fool out of the Atlanta Olympic Games committee which endorsed it. The
end of this sorry chain is the consumer who is suckered into parting with his or her
(possibly) hard-earned cash, and is left with a so-called ‘game’ that provides
approximately five minutes of disappointment, half of which is spent waiting for
all the corporate credits and logos to be displayed before you can even get to the
title screen! Ocoh, it makes me cross! GRABBING METAL THINGIES AND THROWING THEM AWAY!
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MMM... KNUCKLE-RUBBRING FUX

-

FACEPLANT TIME!

MY.. WHAT A BIG POLE YOU HAVE WHO THOUGHT THIS EVENT UP?2? WHO PUT THESE RTA BARRACADES UP??

PRIMITIVE GAMEPLAY
If a deaf and blind man could tell you
how bad Olympic Summer Games lcoks

and sounds, then you need only to con-
sult an amputee to find out how bad it is
to play. In the primitive tradition of
rubbing two sticks together to make fire,
running or building up momentum or
speed is accomplished by (to quote the
instruction booklet) "Repeatedly press-
ing the A and B buttons.” The only way
to do this quickly enough to be in with a
chance at Gold is to wedge the joypad in
your lap and rub furiously-across the
buttons with your knuckles wrapped in
a cloth. This isn’t exactly the most com-
fortable position to hold the joypad in,
especially when you have to use the
direction control in some events to jump
or throw. The solution to this problem is
to use a joypad with auto or turbo fire,
preferably one that is adjustable, as this
will guarantee a gold medal in most
events. This is hardly satisfying, though,
and you tend to lose interest due to
boredom rather than frustration.

AVAILABLE: NOW

[ATEGDRY: SPORTS

PLAYERS: 1-2

PUBLISHER: BLACK PEARL

PRICE: $89.95

RATING: G

YVISUAL S

72

So sub-standard
vou’ll think it’s a
bad NES game!

SOUND
&

An awTtul noise drones
oH throughout and the
effects would have
besi been left out.

GAMEPLAY
20
If rubbing the skin
off your knuckles is
your cup of iea,
then go right ahead.

LONGTERM

Are we talking sec-
onds or minuvies here?
Yery limited appeal
for two plavers.

OVYVERALL
77%
Without a doubt this
one of the worsi
games fo date, SNES
or otherwise, AVOID!

68 KHIJdAH



review plavstation

Pete Sam

DAN TOOSE pulls on the white shorts, daggy t-shirt, sports socks, and prays that nobody he
knows sees him as he belis away at yet another “Exireme” PlayStation sporis game..

Pete Sampras... unanimously recognised as per-
haps one of the most boring number one tennis
players in recent years, is however, undeniably
bloody good at the game, and it comes as no
surprise that he's now got a game named after
him. For all intensive purposes it would seem
that very little has changed in the world of video
game tennis over the years, but that’s hardly due
to any fault of the programmers really, because
let’s face it, you hit a little yellow ball back and
forth over a net. If you do happen to be a tennis
fan taough, this one could possibly be the game
for you... for the moment anyway. SWISH... BAP.... 0OOHH! BOPPO!

40 »HYPER




Extreme Tennis

Since the game of tennis is a fairly simple one (simple rules that is),
it stands to reason that the big changes in these sorts of games are
going to come in improved graphics and responsive controls for
more playability. Sampras Extreme Tennis certainly has the first part
of that equation right, but there really seems little change in the
gameplay and playability from all it's predecessors. It's amazing
how many tennis games feature lovely visuals of the detail of the
court surface, or your opponent’s mum up in the stands... but com-
pletely screw up the realism in player movement. Codemasters have
given us some of the best looking player animations in a sports
game, well... at least for most of the actions anyway. Your player
serves, dives, swings, bounces on the spot, and all that sort of thing
with amazing grace. The only thing he or she does that looks a bit
odd is run. All the players seem to run a bit too slow, but your diving
talents tend to be rather amazing, so you'll get to most shots that
you'd assume you wouldn’t be running fast enough for. To say that
your player has attitude would be the understatement of the year.
When you win a point, he or she will often shrug as if to suggest that
it was no great effort, or pump their fist in jubilation. More rudely,
your player occasionally throws little tantrums when they stuff up,
and they don’t shake their opponents hand at the end of the match!

The best visual experience in Sampras Extreme Tennis has to be the
first person playing perspective. There are a whole mess of different
camera angles you can play the game in.. first person looks great,
but as you'd expect, is quite difficult to play in.

Beat the Pete

Two problems with Sampras Extreme Tennis. Th
first one is understandable, since it would take copi-
ous amounts of money to remedy... that being tha
Pete Sampras is the only player in the game that is
actually a real tennis player. As well as not being
able to play as your other favourite tennis stars, you
can’t adjust the names of any of the players, and the
only thing you can adjust is the stats for the first two
male and female players. There's no real simulation
of any of the actual tournaments either, you jus
seem to play one match at each venue, then move
on. The other actual problem is that the game is
rather easy, which is good if you want to be able toji
gain use of all the players (since you get to use who-
ever you beat), but bad if you’re after a long lasting
challenge as a single player game.

To make up for the lack of recognised players, there
are four special characters you can choose from once
you beat the Pete.. and they're hilarious to behold.
There's Jimmy “Flex” Wagner, Solomon Zodiac,
Bubbles, and Giggles... a 70’s dude with an afro, a
guy in a tragic purple suit, and two punk girls
respectively. Their playing stats are all over the top,
which helps lend to some overly amusing gameplay.

There are also FMV cut scenes which show some fic-
titious commentators prattling on about whateve
crap seems to come to their mind... it's good for a
laugh. Speaking of speaking... one thing that's very
accurate in Sampras Extreme Tennis is the sound.
The SFX are extremely good, and the umpire calls are]
great, they’ve even got the accents spot on!

Overall, Pete Sampras Extreme Tennis is a reason-
able sports sim, with nice graphics and sound i
will tum a few heads straight away. Hard core ten-
nis fans may be a little bummed by the lack of big
tournament options and choice of players, but will
probably lap it up anyway. The game also support
Multitap, and the best gaming experience will no
doubt come from heated games of doubles tennis.

PYC SPORTSWEAR?

AND YOU THOUGHT AGASSI WAS WILD?

SIT STILL 50 | CAN HIT YER HEAD

JUST BEAT THE PETE YEAH... RIGHT!

AVAILABLE: NOW

(ATEGORY: SPORTS

PLAYERS: 1-4

PUBLISHER: CODEMASTERS

PRICE: $99.95

RATING: &

GUEST TOOLS YISUALS

82

Lovely animation, the
backgrounds are...
well,, iennis courts,

SOUND

Great SFX. The crowd
react appropriately and

the accents are great.

GAMEPLAY

70

Noihing new. A few

more tournament

and plaver options
are needed.

LONGTERM

65

Just not challenging
enough, but will prove
okay for multiplaver.

OVERALL

72%

Not bad, not great.
Probably only a hit
amomngst sporis sim fams.
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Guardian Heroes

Cute Anime characters beating one another senseless... Sounds like a perject world jor
Japanimation enthusiast and pighiing game jreakyboy DAN TODSE.

How often do we see side scrolling
beat ‘'em ups that have a plot?
OK...have we EVER seen a side
scrolling beat 'em up with a plot?
Game developers Treasure have not
only given Saturn owners a beat
‘em up with a plot, they’'ve given
them Guardian Heroes, which not
only nas a plot, it has an interac-
tive plot. No, the varying plots
aren’t something to make you spit
on ycur Stephen Donaldsen collec-
tion or anything like that.
However, the game does actually
come across as being an interac-
tive story, which is a rare quality in
this genre of game.

Two Dimensional Depth

Most side scrolling beat 'em ups
let ycu walk up and down the
screen a little bit, to try and add
some sort of feel of depth. While
this looks OK, it does take away

from the ability to use up and
down on the conirol pad for use in
fighting moves etc. Treasure have
decided to go around this problem
by making Guardian Heroes have
multiple planes of depth which the
players and their opponents can
walk along. If that confuses you,
think of the playing field as being
a four lane highway, where all the
creatures are always standing in
the middle of a lane. Everyone can
leap from plane to plane, so
there's ways to give yourself a
breather from the action.

While it doesn’t have the crisp fin-
ish to the graphics that a game like
Night Warriors does, the characters
look okay, and they all have a vari-
ety of attacks which see them strik-
ing some cool poses. If you're into
big flashy special moves that end
up with lightning strikes and fiery
explosions, then you'll love this.
The anime feel is prominent
throughout, with characters featur-
ing wide eyes, cheesy grins, and
very Japanese sounding war cries
as they leap into the fray.
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BEAM ME UP SCOTTY!

TAKE THAT AND PARTY...
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NOW THAT'S A SPECIAL MOYE!

With or Without Plot...

There are two styles of play; arena

combat, and story mode. Arena

combat is self explanatory - six

creatures are thrown into a battle-
: ground and then duke it out. You

- ' can decide wether it’s to the death,

- ; or a time limit bout... and whether
or not there are teams, etc. Once
you've defeated a creature in story
mode, you can use it in the arena,
50 you can potentially play as a
wolf, or a goblin, or whatever.
Story mode is the main game, where
you attempt to progress through
the lands, attempting to weed out
the evil that's plaguing the king-
dom. At various points in the game
you're given choices as to what way
you want to approach you goals, or

TONKING MONSTERS... A SPECTATOR SPORT

what to say in reaction to some-
one’s question, etc. This splits the
game up into a myriad of different
paths and possibilities, and there

play through to and find! Part of
the story revolves around a

you early on in the game. Not only

actually issue orders to him, mak-
ing him a very useful tool indeed.
While Guardian Heroes is not the
most visually impressive or in-
depth game on the Saturn, its all
round action/role playing/adven-
ture mix makes for a pretty cool
game that will really appeal to
those that like fighting games with
a little more character to them.

SIX PLAYER MAGIC
One of Guardian Heroes more impressive features is the ability to
allow up to six players to play at once (assuming you have a Multi-
ap of course). This really fits in with the storyline since the group of
uardian Heroes is comprised of six characters, but confusion will
surely reign supreme. With all the explosions and hectic combat
going on, it was a very intelligent move by Treasure to opt for a
block button as opposed to the “hold back to block™ technique.
uardian Heroes is not dissimilar to a lot of Jap RPG games with the
inclusion of magic. Spells can be cast by either performing a spe-
ial move, or using the Z button to flick through a visual menu,
although this method tends to leave you open to be zonked. Even
ore RPG-like is the gaining of levels, and spending experience
points on your character’s stats. Stats?? Yes, you have ability scores
or Strength, Vitality, Intelligence, Mental Protection, Agility and
Luck... and yes, they actually affect gameplay. For example, build-
ing up your strength will help you cause more damage, or building
up your intelligence will help make your spells be more effective.

AVAILABLE: NOW

[(ATEGORY: BEAT "EM UP

PLAYERS: 1-6

PUBLISHER: TREASURE

are actually six different endings to

PRICE: $89.95

guardian skeleton warrior that joins

does the skeleton help, but you can

RATING: M15+

VISUALS
-
P ]
Not stunning, but very
colourful and flashy.
Suits the game.

SOUND

&0

Cool zaps, bangs and
war cries... but
some speech would
have been nice.

GAMEPLAY
-
(?t)

Lotsa options and
variation makes for a
really plavable game.

LONGTERM

88

Six different endings,
and muliiple
characiers to do it with.

OVYERALL
~ g
8§83 %
A really effective

blend of varying game
stvles. Good stufTf.
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Freview satTuUurH

Night Warriors

Vampires, Ghouls, Werewolves and seantily clad Goth girls.
This sounds like a job for our resideni wearer ofj black... DAN TOOSE.

Vict

VAMPIRE REHASHED

Just wait one minute.. you can’t use the exact same backgrounds for
a sequel as you did in the original can you? Well, yeah.. you can,
Ml and Capcom have proven it here with Night Warriors. The only new
backgrounds are those you see get with the new characters in the
game. Yes, they are very pretty... yes, they have lots of cool anima-
tions in them to help bring them to life... but it would have been
nice to see something new. Not only are the backgrounds rehashed,
so too are the characters (with the exception of the four new ones).
You can now select from six different colour codes for your character,
which isn’t a new idea, but it helps. Despite the fact that it lacks that
visual change that you’d like to see in a sequel, it is about as attrac-
tive as a 2D fighting game gets, and since you can't get the first
game on Saturn anyway, it’s not like you stand a chance of buying
two games that are practically the same. The characters have that
nice Anime edge to them, and are all very expressive. Very cool.
The sound is quite stock standard really. The music is the usual
catchy stuff you'd expect in a fighting game, and all the usual
bangs, clangs, screams and battle cries are in there too. Why is it the
D fighting games tend to have better sound too?? It'd be nice to
hear something like the popping bones in Tekken, or the sound of
VANDIRE the cage breaking in Fighting Vipers.

»HYPER
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- Darkstalkers Revenge

Now we all know that a lot of sequels are
eally just the old game with better
lgraphics and a few more things thrown
in on top... but this one really takes the
ake. You really could be excused if you
ere confused about which game was
hich... the original arcade version was
called Darkstalkers, the PlayStation con-
ersion was called Vampire: the Night
arriors, and now this one is called Night
arriors: the Darkstalkers Revenge. Night
arriors is definitely the sequel to

e out on PlayStation, and Night Warriors
ill only ever be out on Satum... bizarre.
For those that didn't read last issue’s
eview of Vampire (shame on you), Night
arriors is essentially a Street Fighter II
clone with a Gothic horror presentation.
ou don't fight as the diligent young
martial arts champion, you play the evil
ampire, or the ancient mummy, or any
other of the fourteen characters that
Night Warriors has to offer.

Played one, Played ‘em all

If you've played Street Fighter 1l much,
hen it'll take you around, oh... let’s say
15 seconds to get a grip of the gameplay
or Night Warriors. Everything’s there

hat you'd be used to. Lots of moves like
uarter circle forward and punch todo a
ireball attack, etc. You've got light,
edium and heavy punches and kicks...
just like in Street Fighter I1. Heck, this IS
treet Fighter Il with Halloween costumes
dded on. However, regardless of the fact
hat Night Warriors is not a ground
reaker, it's definitely up there at the top
f its genre. The cool monster characters
efinitely do have an affect on one’s
interest level. What's more interesting - a
uy with big biceps, or a werewolf who
narls, creeps along the ground on all
fours, and all that good stuff?

here's a power meter that you build up as
ou fight, which once full, gives you a
ichance to perform one of your characters
extra special moves, which all lock very
impressive, and tend to cause gobs of
damage. You can accumulate these spe-
cial powerups, so you can finish your
opponent with multiple nasty specials in
succession. While the game has a combo
register, it seems overly generous with
what it calls a combo. If you hit one but-
ton that happens to scratch along your
opponents body in a few spots you end up
with a four hit combo. Even more hilari-
ous, by executing one of the special
moves, it decided to call it a 34 hit combo!
Summed up, Night Warriors is a very
amusing, top notch 2D fighting game.
It's not breaking any new ground, but if
you're looking for your first 2D fighting
game for your Saturn, and you want
some interesting looking characters with
some big flashy maves, then this one
could be the one you want.

ampire, however. Vampire will only ever

AVAILABLE: OCTORER

[ATEGORY: FIGHTING

PLAYERS: 1-2

PUBLISHER: CAPCOM

PRICE: $99.95

TWISTY DEATH THINGO

¥OU JUST CAN'T GET AWAY FROM BASKETBALL

RATING: M

VYISUALS

8+
The best lookin’ 2D
fighier around

SOUND
p
72
Yeah.. there’s sound.
Not bad, not great.

GAMEPLAY
78
While nof being very
original, it’s viira
caichy and fun just
to see the moves.

LONGTERM

78

This one will last

you a lot longer if

you have friends to
play against.

OVERALL

8§05

Your best bet for a
Saturn 2D fighier,

6P U4IAdAH
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Striker 96

The “super consoles” are certainly getting their share ofj sports titles and the Saturn
just got another. DAYID “Mr Soccer”WILDGOOSE plays the Real Football...

o . 3 g - -
While the PlayStation has been inundated with soccer ; h =il | 2 F " : e

games this year - FIFA 96, Actua, Adidas Power Sports, 2 : ' : : i

Striker, Euro 96, Onside and Prime Goal have already
passed through the HYPER office - Saturn owners have
been treated to just one, FIFA 96. Treated being the
operaiive word, since under our discerning gaze only
EA’'s game has met with the approval of a Big Rubber
Stamp. Though, to be fair, the rest were generally very
good, with only Onside managing to be lamentably
unplayable. Striker 96 is a solidly entertaining soccer
game. It does its basic job well and is undoubtedly fun
to play, but it isn't particularly outstanding.

Striker is served well by a good range of tournaments to
compete in. There's the World Cup (with all the teams
from USA 94), the European Championships (Euro 6, to
be precise), as well as endless league and cup variations
you can sort out for yourself. Since there are options for
up to four players at once, you can play against each
other, with each other, or even against AND with each
other. The four player game does work very well, though
it may take some time to get used to it. This is because
the two players on the same side each control five of their
team’s outfield players, and because those players are
predefined and cannot be changed, it is initially confus-
ing as to which ones are yours and which ones are your
team-mates. But you'll get over it and, anyway, the other
players are having the same problem.

You can, however, only select international teams and
not club sides, which is a shame. As is the distinct lack
of atmosphere created by having made-up player
names that, again, you cannot change. Some are totally
inappropriate, too - I picked Holland and was surprised
to find that they all had Greek-sounding surnames.
They aren’t called by the commentator either, who
instead limits himself to some generic exclamations
when a goal is scored or something.

End-to-End Action

But how does it play? The answer is very fast. English
develcpers, Elite, have understandably moulded Striker in
their own country’s football tradition. A kick and rush
style of play with plenty of tireless running and end-to-
end action is the order of the day. It tries hard to emulate
the frenetic playability of Sensible Soccer, but is prevent-
ed from reaching such genius by several niggling faults.
The passing is pretty dodgy. When you use the "pass to
team-mate” button, you would expect to do just that, but
here you'll be spraying the ball everywhere and consis-
tently under-hitting passes. The frouble is when you pass,
the game switches you to the next player too quickly,
meaning you are still holding down whatever direction
you were previously moving in. So, of course, the passes
pull up short and you have to backtrack to regain posses-
sion. I may be "realistic” when passes don't always go
perfectly from feet to feet, but this is a video game -
gameplay must be the priority, not realism.

Providing some balance though, is the way you shoot
AT goal, no matter which direction you are facing.
Defending is good, as your players don’t spend several
years getting up after a sliding tackle. And the special
moves are spectacular and simple to execute. It looks
great as well, but then they all do now, so that’s just
sometaing we should expect.

All up. Striker 96 is - surprise, surprise - the Saturn’s
second best soccer game. Good, but not quite good
enough to beat FIFA. WHAT ARE YOU DODING?? COYER YOUR NADS BOYS
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TACTICS? WHAT'S THIS RUBBISH

A DIFFERENT VIEWPOINT

Different camera views, eh? Don't you just
love them? Well, sometimes. The actual view
that you have is an aspect of any sports game
that is just as important as the gameplay. Why
then, are 9o% of perspectives in every game
you could care to mention almost totally use-
less? Sure, they look great. They show off the
wonderful 3D effects, the Virtual Stadiums, as
they pan around and swing across the field.
They make you spend hours playing and
rewinding your finest moments in replay. 3ut
most of them don't let you see enough of the
game to really play it properly. Striker makes
a reasonable effort. There are a few ever-so-
nearly right views, but they're spoiled by not
letting you switch them around at half-time.

AVAILABLE: NOW

BLAYER
[—
Holland

Forialiam, Strategyn

3-4-3 Croaalng

iy
||"'; -0

BLOKES HURTIN' BLOKES

VISUALS

9e

Looks great - nice ami-
maiion, vasi stadium,
cool replavs, the vsuval.

Unexciting commen-
tary, but the crowd
Hoises and the players
going “0Oomf!” when
tackled are pleasing.

GCGAMEPLAY

76
Solid, if uninspired,
football fun.

Camera views are as
rubbish as ever.

LONGTERM
§0
Four-player mode will
satisty, while the Euro
96 comp will chal-
lenge the solo plaver.

DVYERALL

795

It won’'t disappoint,
but it won’'t have yvou
cheering madly either.
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The A

The ocean jloor is as alien a surjace as ...e Moon. It’s time to go exploring then,
30 ANDREW IREDALE hops into a submersible on goes on an aquanaut’s holiday...

e e .
iy :
S : iy s fal

he Aquanaut's Holiday promotes itself as "a game with no set goals, no rules and no
end”, a description which leaves one wondering what exactly it is. It's not a screen saver,
because it puts you in (excuse the cliche) a fully interactive environment. And although it
offers the player the opportunity to leam a bit about the ocean, you wouldn't class it as it
educational software. Even that Elfish program for computers doesn’t come near. The clos-
est description I could come up with is "a sedated, submerged Sim City with no traffic
problems’, but it's best to leave all preconceptions aside and dive in with an open mind.
he majority of the game is spent cruising around the seabed in your indestructible
submersible. It can travel forwards or backwards at any speed, from an imperceptible
rawl to quite rapidly, indeed. You can also move up and down through the water
olumn, but you are restricted to a minimum depth which makes it impossible to
each the surface - not that you'll want to, all the action takes place below. In open
ater the submersible is fairly manoeuvrable, but it has a tendency to clip unseen
obstacles and protrusions when skimming along the sea floor, which results in a sud-
den halt. The ocean given to you to explore is absolutely vast and will take many,
any hours to thoroughly investigate. Luckily there is an automatic mapping system
hich shows where you have been and your sub is equipped with over 250 marker
buoys which can be left at any point of interest along your travels. The buoys are dis-
played as green dots on the map, along with their depth and the time at which they
ere deposited. Furthermore, you can return to base and then go directly to any buoy
JUM DUM..DUM DUM... DUM DUM DUM.. DUM DUM DUM DUM.. DOODLA 00! without having to find your way manually simply by jumping from the map screen.

»HYPER
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VARIED SEA LIFE

Having worked in a commercial oceanarium in the past and with a strong inter-
est in marine life behind me, I approached The Aquanaut’s Holiday with consid-
erably more enthusiasm than the rest of the HYPER team. Still, the rather vague
nature of this game left me more than a little confused when I jumped in, and it
wasn't until I'd made several aborted attempts that I began to figure out exactly
what it was that I was supposed to do.

Having used up my quota of reef building blocks, there was little left to do other than
explore, so I immediately launched the sub and went for a wander. It didn’t take long to
find my artificial reef, the huge coloured blocks being somewhat conspicuous on the
otherwise desolate sea bed. It looked very artificial and there weren’t many fish swim-
ming around it, so I set off on my mission to seek out new life forms and encourage
them to call my reef home. The ocean, which at first appeared to be devoid of life, slow-
ly began to reveal its contents and I was soon discovering new. types of fish every few
minutes. They are usually quite curious and slowly circle you at a distance, but when hit
with the right sonar frequency they burst into life and come up to have a look at you.
Some don’t do much, they just follow you around, others become quite excited and will
approach you closely or flop on their sides as though in ecstasy. Some fish can be diffi-
cult to attract and behave ematically when signalled, especially the sharks, and most
will turn tail and flee at high speed when you hit a sonar frequency they don't like.

After a few days of play I had covered only a fraction of the available map and had
found nearly a hundred different creatures, with more new ones being discovered all
the time. It's not just fish out there; dolphins and whales make occasional appearances
and in some places the sea floor is covered with starfish, crabs and other oddities.

ITIRNRELTY

FISHY FISHY FISHY.. WHERE IS THE FISHY?

Building A Reef .
2] = Having mastered the submersible, it’s time to move on AVAILABLE: NOW
s o a greater challenge, that of developing an artificial (ATEGORY: SIMULATION
reef. At the “build reef” screen you are presented with PLAYERS: oNE
an underwater grid on which to start building. Each PUBLISHER: ARTDINK
small square on the grid can be built upon to a height PRICE. 28995
of several blocks, and what's more the blocks come in —
hree colours; red, yellow and blue. There's no real RATING: 6
difference between the colours, but placing combina-
tions of blocks of different or of the same colour next YISUALS
o each other will influence the various species of fish li%s 1
in different ways. The blocks can always be removed Mostly blue. The
and placed elsewhere, so experiment until you find seascape is generally
out what works best for your reef. Once you've fin- featureless, but the
ished construction on the grid, you have to find the fish are colourful and
eef by manually searching for it in your submersible, accurately detailed.
hen you can leave a marker buoy near it.
Initially you have a limited supply of blocks with SOUND
hich you can build, but these are replenished when 80
ew types of fish are attracted to your reef. To con- L6t: er sublie walsry
ince the discerning fish to come and inhabit your e bHl s iatiihaid
eef, you literally have to talk them into it. Sonar is ambience. Using
he language of the sea, and your submersible is somnar is an imporiani
equipped with four different sonar pitches which are part of the game.
activated with the L1, L2, Rt and R2 buttons. Each dif-
erent species of fish has its own 'language’ which
ou have to leam if you are to successfully lure it to
your new reef. Generally each fish will respond posi-
ively to one signal and negatively to another, while : A
% ; ing, but very sedate.
perhaps ignoring the others. Some creatures may Wowl ARpeal fo 1he
even require a sequence or combination of sonar Tekken/Ridge
signals before they respond, so progression rellies Racer cvowil
ery much on experimentation. The more species
ou 'befriend’, the more likely you are to discover
: L LONGTERM
arer, previously unseen creatures, and this will pro- e
ide you with more blocks to build your reef with. £
Eventually the reef will be full, although this may Requiresmuchs
ake a long time - up to several weeks of playing -
and then something wonderful will happen, we'll
leave that for you to discover!
he Aquanaut’s Holiday is an unusual game and OVERALL
ay not appeal to PlayStation owners who bought 759
heir machine for games like Ridge Racer and A unique game,
ekken, but if you fancy an involving game which although definitely not
doesn't rely on fast action and flashy graphics, this to everyone’s taste.
THIS GAMES GOT BALLS ay be just what you're looking for.

WATER AND STUFF! ERM.. YEAH

GAMEPLAY

70

Ultimately reward-

UNDERWATER LEGO

patience, and the
challenge is on-going.

£9 «K43AdAH
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Gunship 2000

Pulling on a green jump suit and wearing an extremely spherical hat is DAN TOOSE’s idea of a fashion
nightmare, but that hasn’t seemed to bother him with Gunship 200o0...

. -
mu.‘liiimiiiii-‘imnxhnm
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The prospect of life in the Army is an ugly one to
a lot of people... boring wardrobe, short haircuts,
bloody early wake up calls, and in the event that
war does break out, you're more likely to be
blown to bits than most other people. However, a
lot of people still think the idea of jumping into a
high tech helicopter and blowing the living tripe
out of some faceless enemies is a lot of fun.

Those who have owned a Commodaore 64,
Amiga, or PC may have already seen one of the
MicroProse Gunship games, and if so you've
already got a good idea of what Gunship 2000
is like on PlayStation. For those of you that
haven’t played the Gunship games on the old
platforms, don't let that appraisal scare you
off, because Gunship 2000 is one of the most

54 »HYPER

playable flight sims of all time. TEKKEN OUT BOATS V’LL TAKE THE BIG DEATH BOMB THINGD THANKS.




PLAYSTATION ¥S. PC

While there are virtually no changes
in actual gameplay from the PC ver-
sion, PlayStation Gunship 2000 has
come with a whole bunch of visual
improvements, which make the game
a hell of a lot more playable for those
that aren’t hard core flight sim
heads. The first obvious difference is
the texture mapped landscapes which
provide a hell of a lot more interest
than the old, flat, pyramid style
mountains of the PC version. Now
there are effects like fog, smoke,
explosions and the like to make the
game a tad more presentable. Let's
face it, where's the fun in watching a
blip on the screen disappear? There
are supposedly improvements in the

E0-PILOT: ENEMY [HOPPER

enemy A.L, but it really just seems = T - HED - PIEDT- INCOMINLG LEFETI

that they shoot at you if you're in f.= . Z = f : : fO-p ¥- THRLET CfEHB AHERD

view and at an altitude of 5oft or
higher. While many flight sim fanat-
ics will insist that you need a
Thrustmaster joystick to play a game
like Gunship 2000, we found that the
PlayStation control pad worked very
well with this game.

Addictive Promotions
As the name would imply, Gunship 2000 pits you as an Army heli-
copter pilot, who flies various missions and campaigns in Central
Europe and the Middle East. Perhaps the most addictive thing
about Gunship 2000 is the way you build up your pilot by complet-
ing missions, gaining medals, getting promoted and all that pro-
gressive military stuff. Upon obtaining the rank of 2nd Lieutenant
ou are assigned four Warrant Officers to make up your own
squadron, which you can assign orders to throughout your mis-
ions. The missions that you get given always involve a primary
and a secondary objective, which range from things like search
and destroy, to recon and rescue. Some missions involve taking out
oving targets, like a supply convoy or a tank battalion, which is
sually one of the tell-tale signs of a decent flight sim game. It's
not like it has the in-depth warzone dynamics that games like
Falcon 3.0 and Tornado had, but it does have enough to take away
hat overly static feeling.

hile not pushing the PlayStation to it’s limits, Gunship 2000 does
look fairly cool. It definitely has that "Serious Flight Sim” look, and
o overly flash visuals get in the way of sim accuracy. Your co-
pilot and the rest of your squadron buzz you with info on their
progress, and warnings as to what's going on about you. While

his speech isn’'t a riveting feature, it does help you get a feel for
hat's going on around you, and does help gameplay.

ou can choose to fly a variety of different choppers, some of which
are immediately available to you, others are available only once
ou've achieved a certain rank. Of course you can also choose from a
large variety of weapons with which to arm your chopper. You also
select the helicopter and weapons array for the rest of your squadron,
so if you're doing a boring old troop drop, you don't have to be the
one who does it, get your underlings to do that bit for you,

layable & Realistic

ou can choose to make Gunship less playable and more realistic
as you feel fit, adding in effects such as wind, realistic visibility,
rash landings, enemy experience, etc. Unlike most flight sim
games, these options really seem to swing the game from having
an arcade feel to an in depth sim, so the game can possibly appeal
o0 a broader audience than other games in the genre.

unship 2000 isn't the most thrilling game on the PlayStation yet,
but it is undoubtedly one of the best flight sim games on a con-
ole, especially for the freaks who insist on having a somewhat
accurate mission structure and flight model as opposed to a huge
arcade style missile fest.

GOING TROUT FISHING

TAKE OUT THOSE RICE PADDIES!

GUNSHIP 2000 ON THE PC MMM.. BARRACKS

AVAILABLE: NOW

[ATEGDRY: FLIGHT SIM

PLAYERS: ONE

PUBLISHER: MICRO PROSE

PRICE: TRA

RATING: G8

VISUALS

68

Typical Tlight sim
graphics... need one
say more?

S0OUND
S
70
Speech Tor all vour

warnings and stuff.
Reasonable.

GAMEPLAY

90

The good Tlight
model, and highly
variable realism

make it a winner.

LONGTERM

S+

Certainly a challenge
once vyou crank the
realism up.

OYERALL

8§0%

A musit Tor those

that want a fairly
realistic flight sim
for the PlayStation.
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Cvberstorm

It’s time to roll out the Here, give it a good polish and go for a nice Sunday drive.
MARCH STEPNIK gladly donates some o} his DNA jor the cause of geneties...

A e

nield Strengt: )
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HERCULEAN DETAIL

One of the most impressive things about CyberStorm is the amount of
detail that has gone into the Herculan units and their pilots - there’s
always something to tweak and fiddle with to ensure success on the bat-
lefield. Too much weaponry eating up your Hercs valuable power? Trade
our ore extractor for a overdrive node. Taking too long to negotiate
hose valleys and ravines? Pick up an anti-gravity unit.

EarthSiege players will feel right at home with new and familiar weapons
land fun bits. The key to CyberStorm success is the management of your
Hercs and the ability to optimise them for the impending missions, and
he beauty of this game is that absolutely none of the these aspects are a
hore to perform - they're easy, intuitive and immensely satisfying.

WHO MOWED ALL THESE HEXES INTO THE GRASS? HOP [N YER GREEN MACHINE




1 wasn't that interested in Mission Force Cyberstorm
when | first received it. Expecting a rip-off of Warcraft
2 and Command and Conguer with the magical touch
from those hard-working lads and lasses from Sierra
didn’t really excite me much. Sure, the Earthsiege uni-
erse that we've all come to know and love translated
from a first person action sim to a strategic war sim
ould be done and done well, but was Sierra up to the
ask? They definitely were and as a result have pulled
off a great game up there with the best of them.

he story goes like this: Prometheus, an Artificial
Intelligence created by humankind, turned on its
makers and set out to rule the universe with its evil
Cybrid army - mean looking war machines on legs.
As a fresh graduate from the "How to reverse park
land get into tight places with your new Herc-Maste
Tzooo” course, you take the role as new recruit at
nitech Command (the human forces against the
ybrids), with the task of commanding your own
quad of Hercs to kick some Cybrid butt.
Cyberstorm is the kind of strategy game where you
eticulously and lovingly build up and maintain
your fighting machines, outfitting them with latest
and greatest that technology has to offer, and then
oping it isn't all for squat when you take on the
enemy in the field of battle.

MAKE TACTICAL ERRORS... WEEE!

GLOWING HEXAGONS BATMAN!

Upgrading & Managing

All of the pre and post mission activities occur at the Herc base which is
divided into three main areas: Herc Bay, Bioderm Facility and Herc
Command Centre. The Herc Bay is where you purchase, upgrade and man-
age your Hercs. At the start of the game there are only two “light” models
available, the Shadow and the Remora, fitted-out with basic systems and
eapons, just enough to see you through the first few missions. As you
ove up the ranks, a further six more Hercs will be revealed, as well as a
ass of component upgrades, all of which are very necessary for future
mission success. You can also repair your battle damaged Hercs here upon
ompletion of a mission.

he Bioderm Facility stores the Base Genetic Matrixs (BGMs); clones taken
from DNA samples. Otherwise known as Bioderms, these zombie-like lumps
of protoplasm provide the super-human reflexes and abilities that are
eeded to pilot your Hercs. Each has a certain amount of skill in several
key areas ranging from piloting to missile skill which can be raised by VR-
raining or gaining experience on the battle field. You have over twenty to
hoose from, from the inanely stupid ones (very cheap) to the super-intel-
ligent (very expensive). After linking Bioderms to available Hercs, you're
eady for combat!

here are three types of missions to choose from; mining, military, and elite
ilitary. Mining is self-explanatory, allowing you to eam more much needed
redits. It's not all care-free collection of valuable ore though, as you will
always encounter at least one enemy unit. Military missions require your
Hercs to protect an installation, search and destroy all Cybrids or destroy an
enemy facility, while elite military missions sees your squad attempt to
destroy that system’s Central Cybrid Command Centre. Successful completion
of some military and all elite military missions results in a promotion, which
is what it's all about. There are thirteen ranks in CyberStorm. Each promotion
allows you to own more Hercs and Bioderms, as well as making available new
odels of Hercs and upgrade advancements.

yberstorm is a turn-based, viewed from above strategy game that uses
he familiar hidden map feature. Being turn-based requires you to adopt a
hole new batch of defensive and offensive tactics. Leaving a light or
damaged Herc in the open at the end of a turn is a sure-fire way of saying
igoodbye to your unit, so the ideal position is to be covered by terrain on
one side and raising your shields to protect the rest of your exposed Herc.
Sierra have also realised the sitting duck aspect of taking turns, so they've
added a really cool feature that gets a big thumbs up - the defend button,
which when pressed at the end of the particular units turn, sees it return
ire on any nearby attacking enemy.

iCombat is simple; activate your Herc, then click on the enemy unit you wish to
arget and fire away. The animation and look of both enemy and Herculan
units alike is superb, as are the explosions that accompany a direct hit by your
orces. The enemy Al is also respectable, with Cybrids circling you to target the
eakest part of your shields, rather than just making a front on attack.

THE LASTEST IN FASHION HEADWEAR

MISSION BRIEFING

YISIT SCENIC LOCATIONS!

AVAILABLE: NOwW

[ATEGORY: STRATEGY

PLAYERS: 1-NET

PUBLISHER: SIERRA

PRICE: $89.95

RATING: GB+

REQUIREMENTS:486DX66, BMB
RAM, 25CD, WIN 95

VISUALS

90

High quality SVYGA

rendered graphics.
Herc base screens
look wonderful

SOUND
¥
§9
Atmospheric batile tunes
and impressive weapon
and explosion noises

GAMEPLAY

94

Tricky at Tirst fo master,
but an absoluie gem
once vou have

LONGTERM

92
You will play this
until vou’'ve
destroyed every
single Cybrid in the
knowhn vHiverse

OVYERALL
P,y
97 %
A greai balance
between management

and siraighi-out
sirategy warfare.
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Close Combat

Mierosofit have been threatening to get into games for ages and here’s their debut
real-time strategy epfort. GEORGE SOROPDS goes back io D-Day...
W -

A
hen I picked this one up from the office [ was told "It’s a real

Zrtime strategy game, It's World War 11, it's from Microsoft (chortle,
==Mgurgle, guffaw) and word on the Net is that the Command and
=B onquer players don't like it.” | immediately remembered
Offensive, a horrible game I reviewed in Byte Size and thought 1
as in for the same. How wrong I was!
Let's start debunking your preconceptions right now. Firstly, Close
ombat is published by Microsoft but was actually created by
Atomic Software, the company that brought the V For Victory series
o the forefront of strategy war gaming. These people know about
EWlldesigning good games and they've created a bit of a corker here.
@secondly, to those dissapointed C&C junkies, just because this is
real-time does NOT mean that it is a C&C clone. Close Combat (I
know, same initials, obvious marketing ploy) can be more accurately,
described as a real-time version of SSI's Steel Panthers with much
ore emphasis on infantry action and less on armour and artillery. It
is a game which portrays the chaos and realities of genuine combat
ar more accurately and honestly than any other.
lose Combat is a simulation of WWII which begins in the days
immediately following the D-Day landings. There are only two sides
o choose from, Americans or Germans and the type of war you fight
ill depend on which side you choose. There is the usual choice
offered of single battles or a campaign that lasts for the duration of
he war and there are also some very helpful tutorial missions to get
our head around the game quicker.
he campaign mode is the first I have ever seen to actualy follow the
rue course of the war. If you play as the Germans and win a battle
you will play the next battle on the same map (as you've obviously
HIGH Al anaged to hold up their advance) if you keep winning you stay on
BTN ETR T 8 RER - B U RERS c L A e same map, but as you only get reinfocements at the end of partic-
[ (A v T oV s 1o}t (I S o) (e e R sb i1 e Lo @lols o (M1 UG Ia Y missions your army will continualy wither until you have nothing
I 61 T CORVI IV EV T B 4 TR T o 1) o M of | T0 throw against the Americans. In other words to win you have to
T EAG TV BTTE TG SV (6] o Tls RRG 1  B U T8 1 1) o Mo 311 [  Ose! You must continualy withdraw whenever the losses you inflict
EV R i To] oo I (o I BT TR ORI Vo VAV s SO the Yanks become less than what they are doing to you, just like in
G TG TV oLl s RS LAl )= lop Y ol e B e real thing. [f you play as the U.S. (a bit easier) you must of course
R o B LGRS L B BB (= LB [ - B 7010 = d vance, but that doesn’t neccessarily mean taking all of your objec-
0 (oo Yo LR oEN (MR L A VN (B 1) R VB 1 R (T @t ves, as Close Combat has a very sophisticated Al model that shapes
(ol TS LRV R o2 s (TR (YT R T8 oo s () BT Bl the battles in a very realistic way and sometimes you can win a battle
ol T I 1 R Lo e (VR s RV oy (s [ o o &-8on Your strength of field position and/or your morale level alone even
U R TV B RV TT R/ R LT IV ) -0 @ when you haven't taken any of your objectives! And it's here where
own!” and do just that. And when they, heaven [GISIEHGRITRIFERSIINEHFG R EV I
forbid, surrender they stand around looking LIt -R a9t
o S0 ) V1 B o Tl Lo N Te Y o R L4 1B s TR W81 :Ls M i 0vers of big tanky things won't be much joy here though. You do
oL B () B & LRI T le) 1 1o EY BT I o) fle) sk i () @I 2 ve access to armour but because of the way the game is structured
LTIV R 1 [ R (B (2 L R o) 1 1 T3¢ LY 1 ol s =V B € el importance is only secondary to that of the infantry units.
LT IE BN RGER I G 5 G R B RN Indeed if you try and go gung ho with your tanks you'll usually end
LIV - S GRSV EIS | oY s T RV VR (e IV E @1 L1 p with @ bunch of burning wrecks in a very short space of time, vic-
[o Vs R o)1=t I8 20) @101 B 1) o) (o @ (L) sV B VB ol 1115 of cleverly hidden German Panzershreck troops. The difficulty of
(el ooTol dlel VLR 0o} 1 o VAT o V1 RV 1 s (B ) = o [o Ll i fferent missions within a campaign can vary wildly, no matter what
ELRGT Hee\ ol VR £V IR ORI O YRV By ou have set the difficulty level to, because the game sets up a ran-
(VS £V To Y TR £V TR LT B TSN e B EWRd om force mix for your opponent each time a game starts. For exam=
which I think sucks, but maybe that’s just me. ple you might play a map in which you face a lot of machine gun and
anti-tank infantry and if you restart that same map you may find that
ome of those infantry units have now become Tiger tanks or artillery. lie=
As you can see from the grabs the graphics aren’t mind boggling or
anything but those in strategy games rarely are and the programmers
efforts on Close Combat, while not being worthy of any awards, have
done the job nicely and with panache! What is superb is the audio. Lots
of different and very crisp rifle/machine gun/cannon type noises,
grunts, groans and other assorted sounds help to create the atmosphere.
Playing Close Combat involves making exactly the same sorts of
decisions a real commander would have to make on a battlefield and
getting the same results from those decisions that a military com-
mander would get. And it does so in a very agreeable way. What
ore could you ask for in a strategy game? THE TERRAIN DOESN’T CHANGE MUCH

WAR IS UGLY - BUT IT LODOKS PRETTY FROM OYERHEAD
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IT'S YVERY GREEN...

... SOMETIMES GREY
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AVAILABLE: NOW
[ATEGORY: STRATEGY
PLAYER
PUBLISHER: MICROS
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PRICE: TBA
RATIN

BGMEG.RAM,

VYVISUALS

82

Simple and {o the
point but not lack-
ing in charm.

SOUND

88

Large variety of well
recorded effects
helps enourmously io
create atmosphere.

GCAMEPLAY

88

Can be very difficult
and frustrating bui vlii-
mately it’s lots of fum.

LONGTERM

§0

Scope of the game is

limiied by the histori-
cal period bui head-to-
head play is awesome.

OVERALL

8(?/%
A great real-time sirai-
egy but if you go in
expeciing C&C then

vou’ll be disappoinied.

GREEN 15 MUCH NICER, DON'T YOU THINK?

F o
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Deadline

We knew we needed a smooth talkin’ level headed performer to handle
Deadline... unfortunately we had to settle fjor GEORGE SOROPOS.

Fe = e

“There’s nothing like a tense hostage situation to get my watery old
blood circulating”, my Grandad used to say, and sure enough,

every weekend, weather permitting, he'd be down at the local bar-
ber shop or the TAB holding the punters at bay with a fully laden
colostomy bag and negotiating with the SWAT team outside for an
extra pork chop with his Meals-on-Wheels. Dealing with situations
ike this is very tricky at the best of times (a ruptured colostomy bag
is not a pretty sight), and probably explains why there have never
been any games that explore this theme... until now.

Deadline is a squad level, real-time, isometric 3D strategy game
aguely similar in feel to UFO: Enemy Unknown, but it takes the
oncept of mission planning to new heights of complexity. In
Deadline it is possible to so thoroughly pre-plan your missions (it's
even necessary in some cases), that you can literally hit GO then sit
back and watch the whole operation unfold. But more on that later.
Deadline is a game with a bit of character about it, it's also very

ritish. You are the commander of an anti-terrorist strike force working
or any one of five different government organisations. Your boss is a
oman called ‘B, and she’s a matronly bureaucrat with a bad temper
and more costume changes than an all night drag show.

Precision planning..

he gameplay is essentially divided between two different areas. The
enu screens and the 3D locations. A typical mission will start with a
CORRIDOR! briefing from ‘B’ about the situation and a small amount of background
information. Then it's off to the menus. In the Research area you can use
hyper text links in the information ‘B’ gave you to request more infor-
mation so as to build up a picture of the terrorists background, motives
and weaknesses. The requisition area is used to equip your squad with a
ide variety of goodies, the personnel area manages the makeup of

our team and there’s a clock menu where you can check your deadlines
and speed up time to get research in. The video phone area is where you
alk to 'B’, negotiate with terrorists and call power companies and the
planning menu is where it is possible to fully plan your missions. This is
he real heart of the game. Here you can pre-plan all your troops move-
ents right down to how aggressive and independent they are at a cer-
ain point on the map, whether theyre standing or crouching, using
something or even waiting for someone else to do something that will
then trigger their action. This is a complex system and is a bit unwieldy
at first but is very necessary when you re trying to coordinate eight sol-
diers storming a building at the same time.

A pew bugs about

he ‘action’ screen will look familiar to anyone who's seen the UFO
series of games and it works in a similar way. The game area is
divided into different height levels, up to four, and it has the same
blocky sort of look to it. Your troops are controlled with a combina-
ion of mouse and keyboard commands and the overall interface is
quite good. There is no long distance view of the action however
and you have to be careful not to get done by a terrorist hiding way
off screen, it's a bit disconcerting to watch your men falling over for
o apparent reason! There are also a few minor bugs lurking about
in the graphics code, I somehow managed to walk straight through
the locked ground floor door of a house on one occasion and ended
p inside on the second floor. It was a bonus for me at the time as |
couldn’t get into the place to give my regards to the swarthy chaps
inside, but that sort of thing encourages people to cheat, doesn't it?
here are some nice touches in the gameplay like when you acci-
dentally injure or kill a hostage his or her friends will follow you
around landing punches to your head whenever the opportunity
presents itself. Quite amusing really, until you get annoyed and
shoot them too. Unfortunately any such antics as this will have you
sacked as you have to play strictly by the (Police) rules.

Deadline is a game with a steep learning curve. It's complex, it's :
difficult and undoubtedly it will get a big cult following. If -
ou're prepared to put a bit of effort in, Deadline will reward you

RUSH IN AND KILL THE EVIL PURPLE PEOPLE! with a unique challenge. CALL ME.. CALL ME NOW..




BOXES AND STUFF

THE HYPER LEARJET!

MMM, .

PEOPLE LOOK LIKE ANTS

PUBLISHER: PSYGNOSIS

PRICE: $99.95
RATING: GB

(15:4860%33, BMB
XCN, 1MEG A

VISUALS
§0
Menu screens look good
but the aciion screen
graphics are dull YGA.
Could have had a lot
more detail opltions for
high-end machines.

SOUND
7
Noh! All your troops
have the same voice,
regardless of whether
they’'re male or female!

GAMEPLAY

856

Takes a while io gef inio
the swing of it but once
your swingin’ you’ll
want to stay a while.

LONGTERM

80

Missions are the same
each time you play them
but the choice you have
of working for five dif-
ferent services provides

you with lots of them.

OVERALL

=
83
Not everyone’s cup of
tea but a good sirai-
egy game for those
of vou looking for
something different.
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Gender Wars

Men and Women taking up arms and blowing each other to bits. We didn’t have a neuter on
hand, so the often androgynous DAN TOOSE was our best option for an impartial judge...

av,,a.u\

»HYPER
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LOOKIN" SHARP LADIES RUBBIN" IT IN THE HYPER STAFF CAR




One can only shake one's head at the level of enthusiasm that
most people show when they hear about this game. It seems
that most people find the idea of playing a game that involves
wiping out the opposite sex very appealing. The plot's ridicu-
lously simple... After all this time, the tension between the
sexes has reached boiling point, and guy and girls have taken
up arms against one another in an effort to establish global
dominance. The first thing you'd expect to find in this game is|
some sort of bias as to which is the superior sex... but no, both
sexes are made out to be equally as useless as one another.
he males are a bunch of beer swilling yobs, who might be
dangerous if they were sober once in a while. The women are
bunch of overly vain creatures, more stressed about

hether their lipstick is on right than if their transport vehicle
is pointed in the right direction. It becomes immediately
obvious that the whole game is really meant to make you
laugh. Despite the game's comical edge though, there’s a
erious challenge here for those that would have the patience.
Gender Wars is very reminiscent of Syndicate, with the isometric
iew of little folks running around shooting other little folks. In
ender Wars you're in control of a squad of four men or women,
hich you control by means of the mouse. The control interface
is extremely simple; left click to walk to the cursor, right click to
ire. While that may sound just a little too simplistic to make for
a good game, by the time you reach your second mission, you'll
discover that only careful decision making will get you through.

TACTICS SCHACTICS.. KILL EVERYTHING IN SIGHT. HOP IN THE RECHARGER THINGD

EQUAL OPPORTUNITY FOR VIOLENCE : AVAILABLE: NOW
Each mission starts in your HQ, where you receive a verbal g 4

and visual briefing on your mission objectives. You can > > - Z : (ATEGORY: ACTION/STRATEGY

also assign various troops to train in preparation for future e PLAYERS: ONE

missions, which helps increase their firing accuracy, reac| : 2 PUBLISHER: BTH DAY

tion time, and general intelligence. Your troops also have a . % PRICE: $79.95

rating for aggression, but it remains to be seen if training , : Hﬂl’\il]l‘ M5

has any real affect on this or not. Before you undertake L

your mission, you must pick your squad of up to fou REQUIREMENTS: 486 DX33;

: ; ; 8MB RAM; 2XCD; 20MB HD
troops, arm them with whichever weapons you see fit, and
then you're set to start. Mission objectives include things
such as killing a certain percentage of enemy forces withi _ i : el Sl
a certain area, stealing some enemy technology, or simplyfli = 750 =~ == ] 79
blowing up some enemy structure. > & 3 : The high detail car-

Once in the game, things move at a pace which you deter- S EEs - g toon siyle looks
mine simply by how fast you send your troops wanderingg®-==="= == s - nice, but gets a lit-
along. It becomes clear almost straight away that the ke : e tepeiiive
to success lies in putting your troops through as little com- . : st :
bat as possible, so it makes sense to do things like take outlio. e 0 0 A ; SOUND
those security cameras mounted on the walls so enem - g S 4 "G =3 &6
forces will be unaware of your presence. While it doesn't ; S ¢ : The background music
tend to be the key to victory, the most fun one can havefli<s Yl g is fantastic, and the
with Gender Wars is to run around mowing down the oppo- . S g TN cries for mercy make
site gender with your machine gun. There are always plen-l8 = = ; ; 1 the game.
ty of enemy troops to take out, and just like your troops, @ 3
they have different rankings and weapons... some are a qHE .+ e ey
pushover, others are a nightmare. 2 75

Even more fun than wiping out troops, is wiping out civil- J
ians. Call us sick, call us twisted, but we all loved listening;
to the pleas for mercy as we gunned down the panicked
technicians. Some might think that this sort of seemingly
senseless violence would only appeal to a male, however, we
presented the game to a few females, and they all seemed to ; -
love it...especially the gunning down of civilian males. : - oo Lo ke SR 77

Throughout the enemy complexes are recharging pointsj oy b R S Lack of varieiy on
which allow your troops to replenish their shields andi : PR ST R T el oAk ' one hand, increas-
ammo for their energy weapons. These are vital to yourfll * MRS R e > ingly challenging on
suiccess, as there is no way to save your game during a mis-fi = : e 3 : e Sl
sion, which is what makes the game such a challenge. Yo : : o ke -
can of course save upon completion of missions. e \ T g OVERALL

With it’s very cartoon like SVGA graphics, and amusingll-' 3 g i 8§05
speech and SFX, Gender Wars turns out to be a very pre-ji§-- . P Tl : ; A rniher Innny gane
sentable little action/strateqy game, with a high emphasisjd -~ - PR : that will appeal to
on a quick laugh, and a low emphasis on mind bogglingfl ==~ = i all that love blow-

technical details. TR ing things up!

ROBO DEFENDER DUDE BLOW UP DEFENSELESS THINGS!

A litile more depih
would be nice, bui
very plavable.

LONGTERM

£9 «d3dAH



OFs

AVAILABLE: m O w

ATEGORY: ACTIONZPUZZLE
LAYERS: 1-8

PUBLISHER: oCEAMN

PRICE: $69.95

RATING: G

Olympic Summer Games

ame 50
AYAILABLE: mowwr
[ATEGORY: SPORT
PLAYERS: o E
PUBLISHER: BLACK PEARL SOFTWARE
PRI(E: $59.95
RATING: &

Nragon Heart
GameBoy

AVAILABLE: m O

[ATEGORY: ACTIONZRPG
PLAYERS: ONE

PUBLISHER: AccLAIM
PRILE: $69.95

RATING: &

The Office of Film and Literature (and Video
Game) Classification has deemed Worms to be
worthy of a "G" rating! Obviously they’'ve been
suckered in by the cute and cuddly outward
appearance of this game. Didn’t they notice
the Worms armed with military style semi-
automatic rifles? What about the bazookas!?!
What's worse is they let you name the worms
before you send them off to the slaughter! How
does a parent explain to their child that no,
Willy the Worm won’t be coming back after
stepping on the land mine?

The latest Lemmings derivative shows no sign of

LGN G e -0 I TR T WML LR T Ml [ the appalling SNES version of Olympic labating in popularity and a conversion to yet
L EL TR PN IR TR 1 CR R TR BT R G L Summer Games shocked and distressed you. the janother format confirms its profitable potential. This
NV LU B R T i 1 W (T LU B T N Wl o rospect of it appearing on the Game Boy will. no time Worms has reached the Game Boy, a notorious
(- U TR T VR T LT IR Vel B T Bl doubt. urge you to approach with extreme cau- (final resting zone for many games that sell well on
(DS WDt 0 UM RN R UT L LA (Y8 rion. As (s usually the case. the Game Boy gets a |one format and are then converted to every other
(oL LTI T R T T e D TN e T g | B s caled-down copy of the SNES version and thualy
(el TR TARL T R G TRy NG L ATERR L L UG T TR inherits all flaws and jaults. However. the fact
dodgy beat ‘em up fighting sequence. that it is on the Game Boy means that less ia

R DR T i LT RL L R L TR L Bl e cpected of it especially in terms of graphics.
COR G TR DD TR L Ty el 8 R L P R T @l The camera angle views most events from more
LR LIy LTI T I {2 R DN L IRl o) a side-on perspective, which in some ways
nothing better to do or are just determined to get [l NINElll @ (TR TSRV Tt L S ol T g
LT T AR Do B T TR LD - LR Bl athlete, although it gives you little warning when
(e Te Tt v To Dl =l 1 T T T 3 1 (UL R eq uipment suddenly acrolls info frame. especial-
(- U LU T LT T G WD R T e T Iy the pole vault. Some events are actually easi-
VLD AR DB L RTLITRG D (=T O G LR TG DB er, for example the high jump. while others like
[T BT TR i LT e LR Rl the discus throw remain painfully difficult.
bigs T GG RGO TG D LR L R WD En LU Oddly enough. the uninspiring music from the
LTl ORI TR e 1S Bl T RETL1T) BB LT - RS NES game has been replaced by a slightly up-
U TR T R RV R T TR LT CN- Bl fempo ditty which sounds strangely like the back- [format imaginable in hope of repeated success.
EL L NSO LR D B | R TR SR Ml e round music from one of the less successful | The Game Boy version is a faithful reproduction of
LU TR0 8 O A T LD LB TR T WER Ll British comedies of the 1970s. This has the effect [the original in so far as game content goes but,
UGN T TR T T e 1T T R TPt T LT M 0 casting an almost humorous atmosphere over |unfortunately, the execution is hampered by the limi-
VR T Y G T T TR W - O T T T Wl e proceedings, which elimaxes in a rather sur- [tations of the system. Small sprites and small LCD
T UER T LT TR SRV T DT LT WL T il e | fashion when the contestant in the triple [screens do not mix. One has to peer closely to distin-
LERVEITA LSy LD B T G BTG R SO =T N 1 misses the take-off and falls face first into  |guish between the different teams and often the indi-
LGN T T LS CEEE R DL RUTIL PR T e sand immediately in front of the judges. vidual worms merge in with each other and the back-
Ly e R L T LT BT T U BT -l k(e the crowd cheers along enthusiastically. |grounds. The PC and console versions were never
1R LR RN WU L LRV ) T SR B o =R Such antics might be amusing once or twice, but |going to win any awards for best art in a video game,
CCR G ERVE DL DR L LR B L Sl when if happens continuously due to poor con- |but at least they were in colour. Life ain’t pretty on
getting in your way and stopping you for a chat. troller response, the novelty tends to wears off.  [the Game Boy with only four shades of grey.

TIPS T (UG LS VRS L T TR R R LT TR T LY Bl Only ten aports have been chosen for you to | The other missing feature is the multi-player fun.
UG UTE G LR ST DY & LT IR e Tl T cll compete in, eight off which are typical track and [Yes, you can pass the Game Boy around, but | want
SR N C TN - TR CRTITA ) - RV -l field events such as the toom sprint, 1rom hur- my opponents to be paying full attention when I
COG N R B TR T LB D SR LR Y L el dles. long jump. javelin and others. The remain- |humiliate them! The bigger the better as far as I'm

DEYNAMITYE 1y
e e
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ically interrogate awaits. Their per-
sonalities are as bland as the
graphics and it’s simply a matter of
asking everyone the limited few
questions on offer. if you don’t get
the response you’re affer the first
time, ask them again! it’s hardly
worth the effort though, for the
plot has aiready been determined
and there is only one possible out-
come. For me the only possible out-
come was hitting the ‘Off’ switch.

ANDREW IREDALE

ing two are archery. which is a
randem hit and mias afpair. and
a lame skeet shooting sesaion
which is worse than most share-
ware point 'n’ elick games!
Unfortunately. sport compila-
tions such as thia rarely live up
to expectations because too
much has been erammed in with
not encugh attention being paid
to making the individual events
playable in their own right.

ANDREW IREDALE

concerned, especially with violent
competitive games! Worms is ideally
suited to playing with a group of
friends, the Game Boy isn't.

Unfortunately these faults do dimin-
ish the enjoyment of playing Worms on
the Game Boy. Yes, it is still a good one
player game, but it's not as good as
the full-sized versions and the flaws
ultimately put you off.

ANDREW IREDALE




Micro Machines 2: tubo Toumament

Al

AVAILABLE: m O war
[ATEGDRY: RACING

PLAYERS: 1 -8

PUBLISHER: CODEMASTERS
PRICE: $99.95

RATING: &

Micro Machines was a hailed as a great game when
it appeared on the NES, althousgh somewhat unophi-
cially. It took many years before an official version
made it to the Super NES and now, after already
appearing on most other jormats, Micro Machines 2:
Turbo Tournament has also made it to the Super NES.

Not surprisingly, the usual sequel updates have been
made in the form of more interesting courses, new
vehicles and improvements to the timing. All the old
favourite races are there: the sand busgies. Formula
One. and many have been dramatically improved; the
boats now have to fight their way up a rasing torrent
of garden runoff. the breakfast table has bridges of
rotating corn cobbs to cross and the dragonjly-like
helicopters have a maze of pipes to weave in and out
of. Notable new Micro Machines include VW Bug and,
my personal favourite, racing the dragster around the
toilet bowl seat! However. the main improvement cver
the original ia the inclusion of a stop watch timer
which allows por fierce rivalry between competitors.

As in the original, almost all of the courses have
clever short cuts which can save valuable tenth’s of a
second. One thing that hasn't changed is the predica-
bility of the computer controlled cars. and althoush
the slower ones seem slower and the quicker ones
quicker, it is atill very easy to come firat in all the
courses once you've memorised them. Driving akill
doesn't really come into the equation. as winning is
basically a case of knowing when to turn, the curious
trackaide obstacles are excellent markers in this
respect. Having razor sharp reflexes helps a lof too.

But onee again it’s the thrill of racing againat another
person or three that pushes Micro Machines 2 into the
realm of serious fun. From the desperate scramble to
get a perfect boost start at the green light
to the downright vicious and apiteful
attempts to push other racers off the edge '?f .
on the last lap. Micro Machines excels a
multi-player game. Games like this and sivin
Bomberman justify owning a Multi-tap 6 ’
four-player adaptor. and Micro Machines
2 even caters for up to eight players if you
don’t mind sharing a joypad.

The original Micro Machines on the Super
NES was near perfect and although the
sequel is better, it's not worth owning both.

90

ANDREW IREDALE

AV Evolution Global

AVAILABLE: SEPTEMBER
[ATEGORY: s 1M

PLAYERS: oNE

PUBLISHER: ARTDINK
PRICE: $99.95

RATING: &

The Playstation has copped yet another PC
translation, and a decent one at that too. AIV
Evolution Clobal is a re-named A-Train, a very
addictive choo-choo train game in the style of
Sim-City, which simulates urban development,
using a transportation system as its develop-
ment focus, and is guaranteed to keep you
amused for hours. AIV has alot of important
aspects that have to be taken into consider-
ation for a successfully operational trans-
portation system, primarily, money,
because once it's gone, so is your game, so
don't be an impulse buying spending
freak, as it will get you nowhere.

There are six different levels of height; two
underground, one ground level, and three
above ground, allowing you to extend your
rail systems up and down, to avoid various
obstacles such as terrain, water and build-
ings etc. Rail design is essential in AlV; if

you design a bad rail system, you have a bad
game, so try to create an economical railway
line, as your game heavily relies on it. As with
all good things come in life, there's usually a
cruddy little brother. AIV’s cruddy little bro’ is
‘The Taxman’. He comes along once a year to
take your money away for his personal benefits
(and believe me, with time flying the way it
does in AlV, that ain’t too long).

I found one thing very, very frustrating in
this game. When in the on-screen option
mode, although stopping time, the screen
ceases all scrolling. Even once selecting an
object, for example rail, as you lay it, the
screen is your limit, meaning you have to can-
cel all on-screen options if you
want to renovate further than the
screen, then re-select them to
continue construction.

Other than that minor glitch, this v
is a very in-depth game, and is an 5“
excellent conversion from the
original PC classic. I suggest con- “"35‘
trolling with the PlayStation mouse L
might enhance the sometimes
akward controlling, and a memory
card is very advisable.

37

MANIEL MILLS-WALLBRIDGE

Fade to Black

AVAILABLE: n O

ATEGORY: ACTION/ADVENTURE
PLAYERS: oNE

PUBLISHER: DELPHINE

PRICE: $69.95

RATING: M

Initial sales fior Fade To Black in Australia have been very
strong. and it's no wonder, since this game has already
been a big hit on PC. For those PlayStation owners that
[never payed any attention to the PC market, Fade To 3lack
lis an action/adventure set in 2190 A.D. in which you play
a chap named Conrad. Fade to Black is the sequel to
Flashback (a game you'll never see on PlayStation). which
aaw our hero Conrad single handed!ly save the world from
an evil race of aliens known as Morphs. Conrad finishes
Flashback in a eryogenic chamber...and that's where Fade
To black begins. Conrad has awoken to pind that the
Morphs have taken over the solar system, and that he has
been taken prisoner and placed in a lunar penitentiary.
The best comparison for Fade To Black would be Resident
Evil, althoush with a lot less backsround detail. and much
more similar feel to Doom to it than Resident £vil ever had.
Fade To Black has that jloating camera angle thing happen-
ing. with the view changing to suit what Conrad is doing.
For example. when you're working on a puzzle that involves
presaure plates. you get a view that will imply what the
plates are deing. ete. Most off the game is played looking
over Conrad's shoulder. the distance varying, depending on
what's going on. Vour opponents. the Morphs, are a race of
slimy green blobs that assume a humanoid form por vari-
ous purposes . although they do revert to be blobs whilst
sneaking around from apot to spot.

Enemies and traps actually serve to add surprise to
the gsame rather than just add padding so you'll be
kept on the edse of your seat as you move from room
to room. SGI cut scenes help add to the cinematic feel
of the game. although the cut scene you 're likely to see
most often are the death sequences. Conrad is capable
of running, jumping, ducking, strafing side to side,
and of course, shooting. While not mind
numbing, the puzzles are challengins.

since they often involve some hand-eye

skill. and they fit in well with the action ¥4
jeel of the gsame. Only eomplaint about
Fade To Black is that turning and moving
feels very slippery. and it can be difficult
to get somewhere in a hurry sometimes.

While Fade To Black is a great same in
its own right, it’s not quite up there with
Resident Evil. however those that prefer
a aci-fi feel to their action/adventure (35‘
games will not be disappointed one bit.

ov 5nl.}
84

DAN TODSE

Plavitation - - -]
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Wipeout

AVAILABLE: nOow

(ATECORY: SPACE RACIN®
PLAYIRS: ONE

PUBLISHER: PSYGNO SIS
PRICE: s99.95

RATING: &

Don't let the fact that Playstation owners will soon be
playing Wipeout 2097 get to you — the original
Wipeout is still an excellent game and the Saturn con-
version (yeah, sure, it took a while) is a good 'un.
Soms of the Playstation version's fancy light-sourcing
is missing, but otherwise, itls a near-perfect likeness.

Wipeout is a futuristic racer: in 2052 AD anti-grav-
ity racing is all the rage, it seems, much like body-
piercing is today (five words for the kids at home:
be careful with those genitals). Like Formula One
racing, it's big business, with rival teams fighting
it out on various tracks around the world. The dif-
ference is, these guys have guns — an addition
which would surely spice up the Damon
Hill/Michael Schumacher rivalry of today.

Each racer is loaded with rockets, missiles and mines
(plus shields and turbo boosts). The trouble is, you
can only arm them by flying over certain sections of
each course and you can only arm one weapon at a
time, so strategic concerns (to an extent) should tem-
per an otherwise itchy trigger finger.

There are four teams to choose from, each with two
drivers, and six tracks to race. To win the champi-
onship (the ultimate aim of the game), you need to
rack up the most number of points (from finishing
either first, second or third) over the six tracks. Do
that and you'll move up to the "Rapier” class (you
star: off in the less-butch "Venom” class) where
you can do it all over again at twice the speed. Of
course, you can always run a time trial or a single
race whenever the mood takes you.

What makes Wipeout a good game is the track

design (in fact, the design of the game overall,
right down to the packaging, is first class) and the
sense of speed. Once you get the hang of anti-grav-
ity racing, Wipeout is fast and (dare I
say) furious. The tracks twist and tum
all cver the place and having a bunch
of rockets whizzing past your ears
alweys get the adrenalin pumping.

While it doesn't quite match up to the
migaty Sega Rally (the lack of a two-
plaver option is a big downer),
Wipzout is certainly the second-best
Saturn racer on the market. Hurl-induc-
ing fun for the whole family.

ANDREW HUMPHREYS

Viewpoint

AVAILABLE: N 0w
ATEGORY: ARCADEZACTION

Once in a while | make a pilsrimage to the local
arcade. | head over to that poorly lit corner.
pump a few dollars into the deerepit old machine
and go silly on Raiden and 1947 for the rest of
the day. The sheer brilliance of these sames are
second to none in their genre. Absolute classics.

I loaded up Viewpoint with the hope that it would
finally be the console game that could calm my regu-
lar cravings for solid, arcade shoot 'em up action.
The intro had me salivating. Manic grin intact I pro-
ceeded to the pirst level where | was greeted with
equally promising aights and sounds. Beautifully
rendered backgrounds. third-person isometric point
of view, SGI 3D-rendered enemies. smooth scrollins.
and a good quality techno/trip-hop/trance musical
score. It looked so promising. but after a sood dose
of play. Viewpoint revealed itself to be another aver-
age arcade-home conversion. The isometric view-
point sure looks nice. but the upper corners of the
screen seem to have these blind spots that totally

judge your attempts at passing some of the puz-
zles and terrain that the game throwa at you.

On the subject of terrain. Viewpoint tries to aim
too high in the interest of bringing you varied
gameplay. Morphing terrain that rises out of the
ground to block the way and rotating “trapdoors”
that erush your ship may have been a nice addi-
tion only if the game used a direct top-down
view, as often you'll think you're totally clear of
any obstruction and still see youraelfj being unex-
pectantly blown to bits. Some of the enemies look
ridiculoua too - giant nuts and bolts and large

rectangular slinky-like ships are a real hoot.

And where are all those power-ups that a game like
this demands? | checked the manual and it said
clearly three super weapona of mass destruction and
three modes of laser power. Upon closer
inspection | found it to be horribly true:
vou get standard fire (button X). Rapid-
fire Shots (pressing X repeatedly) and
Power-Wave Shot (holding X then releas-
ing it). OK, s0 you get a few cool super-
power bombs but a game like this really
needs a good number of laser power-
ups and anyth ing less is quite unac-
ceptable. Overlook these faults and you
will have some fun. just don't expect
anything wonderjul.

MARCH STEPNIK

Prime Goal EX: European Tour

MafIon oot s PIAVOTATION . e s e

AVAILABLE: SEPTEMBER

[ATEGORY: SPORTS SIM
PLAYERS: 1 -2

PUBLISHER: nAMC O

PRIE: $99.95

RATING:

Namco have finally tried to enter the sporting game
world through this cruddy little soccer title, bad
move guys.This game really puts the Playstation
sporting world to shame, with killer titles like FIFA,
Adidas, and Actua, I really think purchasing this
through pure curiosity would be ludicrous. As you
can see, they surely didn’t focus their powers on
graphics, leading one to believe that this flaw may
be a result of focus on gameplay, well, it isn't.

The controlling methods in this game are normal,
with the slide tackle, header, boot and lob, but are
employed very hopelessly, it is very hard to keep
under control, as many passes go astray, with no
reasonable explanation, no matter how hard you
try, the CPU always seems to get the better of your
tackles, yet you are left helpless to his, avoiding an
opponent is bordering impossible, as the CPU seems
to read your moves like a book, (hmm, I wonder
how) and is usually greeting your attack with a
friendly slide tackle, resulting in the loss of a player
for a couple of seconds, which can be crucial as the
CPU doesn’t change you to the player nearest the
ball, which means the stupid player doesn’t move.

The single player gameplay is shallow, boring, awk-
ward to understand and inconsistent. The passing
concept is wrong (if there is one at all), as it is very
difficult to execute, resulting in loss of possession,
and believe me, it is very hard to regain, with the
passing so difficult, it makes it very hard to score as
you will find that a solo run is out of the question, no
matter how tricky you are, chances are you will lose
possession, and it seems the trickier you do get, the
more likely you are to lose the ball! In consellation, a
two player game makes for a much more
entertaining challenge, as you'd expect.

In conclusion, if this game had nice vigerLs
graphics, it may be a reason to play some
more, but it doesn’t, so you wont. If you e
want a soccer sim, FIFA 96, Actua Soccer, 5
Adidas Power Soccer or even Striker g6 are

QA%‘.A

the wiser options and if you have them,
buy them again, trust me, you will proba-
bly have more fun playing the same game
again, rather than this one.

DANIEL MILLS-WALLBRIDGE



Offensive

___PC CD ROM

AVAILABLE: m o w
[ATEGORY: STRATEGY
PLAYERS: ONE
PUBLISHER: OCEAMN
PRICE: $s9.95

RATING: G & +

Send in the clones... the Command & Conquer clones,
that is. Of courae it was only a matter of time before
the God-like status off CEC inspired other games man-
ufacturers to try and cash in on the real-time atrategy
eraze but unportunately. Offensive, like most such
exploitative efforts, was hardly worth the wait.

How. you may ask. could anyene be atupid enough to
take one of the best game systems and interfaces ever
designed and tum it into a crock? It's as iff Ocean delib-
erately went out of their way to ignore all of the lessons
learned in the development of Dune 2 and C&C and
struck out on their own. There's nothing intrinsically
wrong with that except that instead of charging down
the white water rapids of innovation and awesome
playability, Ocean have chosen the amelly stagnant
waters of incompetence and bloody minded ignorance!

Offensive is essentially C&C in a World War 2 context
without the city building elements. As anyone who has
ever played a real time atrateqy game will tell you the
speed at which you can manipulate the game interface
(ie. how quickly and efficiently you can give orders to
Yyour troops). is the key to the whole thing. If you can't sive
commanda to your troops in battle there’s not much point
really. And so there’s not much point playing Cfensive.
Juat what is s0 bad? For a start. there are no keyboard
shorteuts. To give a unit ordera you must click on it. This
brings up a dialogue box at the cursors present poasition
(ie right on top of your unit), rendering everything under-
neath it completely invisible until you click on the order
(Move To. Attack. Hold Area, Retreat) you want to use

Multiple units can be selected by the click and drag
method but it's sometimes difficult to see which units you
have chosen and the process itself is too slow. as there's a
time lag between moving the mouse and the units being
selected. Jour troops are also blessed with inferior Al. When
they panic they run straight AT the enemy. a
habit which, if you don't keep a very close eye
on them. will wipe out most of your army VigRA
before you ve had time to stir your cup of tea. 79I

Let me ask a Question: Why. when there
are perfectly sood interfacea out there, do ?
games companies continue to be their own
worst enemies by constantly trying to re- ""20
LONGTER

invent them. An interface is a means to an
end, not the game. Offensive could have
been a good same i} it's programmers
hadn't felt the need to redesign the wheel!

GEORGE S0ROPOS

Return Fire
5C CD RON

VAILABLE: NOW

ATEGORY: STRATEGY

LAVERS: 1-2

UBLISHER: WARNER INTERACTIVE
PRICE: $89.95

RATING: G &+

Retumn Fire is an interesting little real-time strat-
egy game from Warner Interactive. At first glance
it looks fairly dull, but take a closer look and you
have all the ingredients of a solid shoot ‘em- up.

Many of you will no doubt be familiar with
C&C. One of the best aspects of that excellent
title is the ‘Capture the Flag’ multiplayer option.
Return Fire follows exactly the same premise.
You must use a combination of four vehicles to
capture the enemy’s flags and then return with
them to your bunker. Sound easy? It's not.

The four vehicles you can use are a helicopter, an
armoured support vehicle (ASV), a tank and a jeep.
Needless to say, they all have their strengths and
weaknesses. The ASV may have some impressive fire-
power, but it's also slow and difficult to manoeuvre.
The tank is a bit faster, but lacks the explosive force
of the ASV. The helicopter is very difficult to steer
and while it has some nice rockets, they are almost
impossible to aim when under fire. The jeep is very
fast, in fact the speed makes it hard to manoeuvre.

[Both the jeep and the helicopter are fairly weak and

should only be used when you've taken out the
enemy firepower with your heavier vehicles. The trick
of Return Fire is to know when to use each vehicle.
The game is viewed from the top-down perspective. 1
was quite impressed by the speed and fluidity of the
display as it pans around your vehicle. The maps vary
tremendously and get extremely difficult as the game
progresses. Animation is simplistic but effective and
the explosions are satisfactory. Probably the best part
of Return Fire are the sound-effects and music. Much
of the soundtrack consists of old classics like the heli-
copter theme from 'Apocalypse Now’ and part of 'Peter
and the Wolf' (for your tank). There are
also pieces of archive video between
missions which, in this context, add
some quirky humour to the game.
While Return Fire is certainly no
threat to CEC or Warcraft II's "King of
Realtime Strategy” status, it does
provide an entertaining diversion.
Incidentally, the game runs under
Windows 95 and provides yet anoth-
er example of the impressive gaming
potential of this operating system.

JULIAN SCHOFFEL

World Rally Fever

First you must select your driver from a
selection of comedy Manga-style charac-
ters. There’s a huge ape, a wise old Ninja,
the Ryu and Ken clones, a token couple of
girls, and Ambroise, the French guy with
the green-hair and early 80s frilly shirt. i
choose the latter then head off to the
highlands of Scotiand for the first race.

The lights go green and everyone zooms
off into the distance, leaving me eating
dust. i gradually accelerate and start
catching them up, noticing how pretty the
scenery looks and how smoothly it passes
me by. However, | also note an odd verti-

cal ripple effect all across the screen the
distorts everything and thus i feel slightly
less impressed by the graphics. Within two
laps | have taken the lead and am not head-
ed until | reach the finish line.

Race Two is in Rio, where i realise how similar
the engine noise sounds to a certain household
appliance. i win equally as convincingly.
During the third race in France, i enjoy plough-
ing through a herd of sheep in the middle of
the road. i am also beginning to appreciate
the way the camera swings wildily around
behind your car as you take the more wicked
corners. The fourth race in New York tests my
patience somewhat with big gaps in the track,
holes in the side barriers and inconveniently
placed pillars that i keep crashing into. This is
compounded by the fact that my car steers as
if it were sliding on ice, so | often found myself
have to turn the opposite way to the corner
just to make it through. i still won though.

By the time i reached Hawaii, i
was pretty bored. Each race had
me competing more against the
treacherous scenery than the other
cars (who spread out over the first,
lap, so you only have to pass them
one at a time - and when you do
they wobble about in front of you
for a bit, before you scoot pusi)
and that's just lazy design.

Fun for a while, but only a very
short while. T
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X-Men: Children
of the Atom

Saturn/PlayStation

MOVES FOR ALL CHARACTERS

KEY:
d = down

u = up
f = forward

b = backward

df = diagonally down forward
db = diagonally down back
LP = light punch (jab)

MP = medium punch (strong)
HP = heavy punch (fierce)
LK = light kick (short)

MK = medium kick (forward)
HK = heavy kick (roundhouse)
NOTE In order to perform
some of the special moves,
your "power bar" must have
accumulated a sufficient
amount of energy. (The
power bar is under the life
bar. It fills each time you
perform a special move,
throw or hit your opponent.)
In order to perform the most
powerful "HYPER-X" moves,
your power bar must be full.

CYCLOPS

Optic Blast - d,df.f, punch
Gene Splice - f,d,df,punch
Leg Throw - db,d,df, MK or HK

Optic Burst

- b,b,punch or f.f,punch
ontrol Beam - d,db,b,punch
HYPER-X) Mega Optic Blast
d,df.fall three punches

STORM

Typhoon - d,df,f,punch
Lightning Attack

- punch+kick (same strength)
Flying

-d,db,b,all three punches
Kazeokoshi

-d db,b,all three kicks
(HYPER-X) Hail Storm -

d, df,f start button
(HYPER-X) Lightning Storm
- d df.f.all three punches

iCEMAN

Ice Beam - d,df.f,punch

Ice Fist

- d,db,b,all three punches
Ice Avalanche

- punch+kick (same strength)
(HYPER-X) Arctic Attack -
d,df.f.all three punches

WOLVERINE

Drill Claw

- punch+kick (same strength)
Healing Factor

-d,db,b,all three kicks
Tornado Claw - f.d,df, punch
Chouhatsu - LP,MK MK, HP,MP
(HYPER-X)Berserker Barrage
-d,db,b,all three punches

OMEGA RED
Carbonadium Coil

- d.df.f.punch or kick
Omega Strike - d,df,f kick
Flip Smash

- (after coil) f or b + punch
Chouhatsu - MK LP,down, LK. HP
Death Factor

- (after coil) tap punch
Energy Drain

- (after coil) tap kick
(HYPER-X) Omega Destroyer
- d.df.f,all three punchs

SENTINEL

Rocket Punch - d,df.f,punch
Flying

- d,db,b,all three punches
Sentinel Forces - d,df,f kick
Body Press - d + punch
(HYPER-X) Plasma Storm

- ddf.f.all three punches

PSYLOCKE

Psiblade - d,df,f,kick
Psiflash - d,df.f,punch
Ninjutsu - d,db,b,punch or kick
Chouhatsu - press start
(HYPER-X) PsiSpear

- d,df,f.all three punches

COLOSSUS

Giant Swing - d,df.f, punch
Power Tackle - d,df.f kick
Body Press - d + punch
Super Armour

-d,db,b,all three punches

(HYPER-X) Super Dive
- ddf.f.all three punches

SiLVER SAMURAI
Shuriken - d,df.f,punch
Blink - d,df, f kick
Hyakuretsutoh

- rapidly tap punch

Tohgi - d,db,b,punch
Bushin - d,db,b,all three kicks
(HYPER-X) Triple Shuriken
- d,db,b,all three punches
(HYPER-X) Raimeiken

- ddf,f.all three punches

SPiRAL

Position Switch - d,db,6,LP
Sword Toss - d,df,f,punch
Dancing Swords

- df,d,db,b,MP and HP

Six Hand Grapple - d,u,punch
Sword Explosion - d,df f,kick
Teleport - d,db,b,MP

Power Dance - d,db,b,LK
Speed Dance - d,db,b,MK
Dimensional Dance

- d,db,b,HK

(HYPER-X) Metamorphose -
d df fall three punches

GOUKi (AKUMA)
Gouhadouken - d,df,f,punch
Shakunetsu Gouhadouken -
b,db,d,df f, punch
Zankuuhadouken -
d,df.f,punch (while in the air)
Gousharyuken - £d,df fpunch

For more hot tips and expert technical support call...

Disney Interactive

Calls charged at a rate of .95¢ per min. A higher rate applies from public and mobile phones.

1900 957 770

Tatsumaki Zankuukyaku

- d,db,b,kick

Diving Kick - d,df.f, kick
(while in the air)

Ultimate Throw - d,db,b,punch
Teleport - £.d,df,all three
punchs or kicks

- or bd,db,all three
punchs or kicks

(HYPER-X) Goushinkuu
Hadouken - d df.f.d df.f punch
(HYPER-X) GourShoryu
Reppa - f,d,df.f.d.df,punch

CHEATS

PLAY AS GOUKI iN VS MODE
Player 1-at the character
select screen, move over the
following characters in
order and wait for two
seconds before moving to
the next one. Start at spiral,
silver.sam, psyloche,
colossus, iceman, colossus,
cyclops, wolverine, omega
red, silver sam, then after
about a second press
LK(short), HP(fierce), and
HK(roundhouse) at the
same time.

PLAY AS JUGGERNAUT IN VS MODE
Do the Akuma cheat, anc
after a battle return to the
character selection screen.
Leave the selection box where
it is, and push up to the left
on the joypad three times.
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Adidas

Power Soccer
PlayStation

ACCESS FEMALE COMMENTATORS
Press START during the
arcade game, the In-game
menu appears, go to the
commentators menu. Then
press O € square
simultaneously, the ladies
are now available.

ACCESS DREAM TEAM

After selecting your team,
your allowed on a new
screen to choose your team
mode, your tactic etc... on
this screen press Ry, Li, O,
and square simultaneously.
HIDDEN KIiCKS

WHEN YOU HAVE THE BALL:
Square & X = Healing
Triangle & O = Flick
Triangle & X = Megashot
(Predator shot)

MIEA

quare & O = ExtraSpeed
IBEFORE RECEIVING THE BALL:

quare & X = Juggling

riangle & O = Hand or
Megavolley (Depending on
how high the ball is).
Triangle & X = Bicycle or
Diving Header (Depending
on how high the ball is).
Square & O = ExtraSpeed
WHEN YOU DON'T HAVE THE BALL:
Square & X = Dangerous Kick
Triangle & O = Pull (T-Shirt)
Triangle & X = Push (Two arms)
Square & O = ExtraSpeed
HINTS FOR OFFENCE
USING CONTROLLER TYPE-A
1. When your player has the
ball and is through to the
opposing half of the pitch,
wait for him to reach the
fifth strip of grass in this
half, then halfway into this
strip, press (Circle) and the
opposite direction of the

goal you are shooting at.
This will lob the ball over
the keeper. Try to be closer
to the centre of the pitch,
not too near the touchline.
2. If you win a corner, there
is a way to score from the
cross. Press (Circle) to take
the power bar to just over
half-way, then tap (L2/R2),
(depending on which side
you are taking the comer
from), let go and then press
the same button again and
hold it down. This will curve
the ball in at the far post.

3. Free kick in the opposite
half. When given a chance to
shoot from a free kick, push
down on the D-pad and
press Circle. Move the ball in
the air with the D-pad (Try
to aim for the far side of the
goal in relation to where you
take the kick from).

&. To score in open play try
to get into space wide of the
goal (It is easier nearer the
touchline), in the oppositions
half after the fifth strip of
grass, and press down on the
D-pad and Circle.

5. To get yourself into a
space use Square & Circle to
run fast, and then shoot. Be
careful as each player only
has limited power bars. If
you use the bars too quickly,
the players will be slow for
the rest of the match.

HINTS FOR DEFENCE

t. It can be difficult to
tackle, even if you often
concede a foul. Therefore set
the referee to blind and you
can get away with most of
your fouls. This is especially
good in arcade mode, where
you can kick, push, and pull
your opponents. The kick can

For more hot tips and expert technical support call...

Roadshow Interactive

1902 962 000

Calls charged at a rate of $1.0o per min. A higher rate applies from public and mobile phones.

put your opponent out of the
game for several seconds.

2. If you do not have the
referee set to blind, then use
normal tackle rather than
the dangerous tackle. But if
you don't want to tackle,
then you can just run into
the player with the ball and
steal it. This is easier to do if
you run at your opponent
from an angle of 45 degrees,
rather than going head on.
3. If your opponent has a
shot, then run your defensive
player into the box to try and
pick up the loose ball, if it
rebounds off the keeper if
and when he saves it.
GENERAL

If your opponents are faster
than you, then try to pass
the ball up the pitch rather
than run with it, which is
more difficult.




o get 30 generals instead of
5, start a new ruler at age
49, then make 5 generals
hat are related to the ruler
and are 33 years old, then
make 25 generals related to
he 5 original generals at
age 17, start your game and
set it up so that new
generals can enter the
game. Wait 2 months after
ou start the game and the
rest of your generals will
join your team!!!

Fade To Black
playstation

LEVEL CODES

SCTXCS - LEVEL1

TCXCSX - LEVEL 2

XCXCTX - LEVEL 3

XSTCCT - LEVEL &

X - Cross : § - Square: .

C - Circle : T - Triangle

The Need
For Speed

playstation

NO-MERCY MODE
At the race type screen, press
Lr and Rr simultaneously,
and head to head will
change to No-mercy.
MACHINE GUN HORN

In single player, head to
head mode, immediatly
after you select the CPU'’s
vehicle, press and hold
Li+Circle+Square+(Up+Left)
and continue to hold during
the load sequence. Don't let
go until you are actually in
your car. Now, when you hit
your horn (up) you'll hear a
achine gun sound and
cars that are around you will
literally fly up into the air.

At title screen, press A48 UP
DOWN START...

ou can then wrestle as
INCE MCMAHON!!

Worms!

IPC CD-ROM

SHEEP

Type “Total Wormage” at the
menu screen. When you hit
fan ammo crate with a sheep
in it, it will set the sheep free
under your control.

Bases Loaded 96

playstation

CHEAT MODE
tri,square,X,0,0,0.

during game)

in cheat mode press X to go
to any inning, L to hita
homerun every time at bat,
and L2 to let the computer
take over.

Theme Park

playstation

At the nickname screen type
Bovine then during the game
hold 5,0,X and you waill be
given everything you can
and a whole lot of money if
held down long enough. Can
be used as often as wanted.

Road Rash

playstation

HARDEST TRACK

When you go to the
restroom press circle eight
times, square five times,
then hold start and all the
L&R buttons at the same
time. This gives you the
hardest track.

CASH

go to options menu and
enter up down right and
then left you will have 250
thousand dollars

NBA Shootout
playstation
CHEERLEADERS

During half-time, hold Ly, L3,
Ri, and R3. This will cause
the game stats to disappear
and you will be able to see
all the cheerleaders.

BiG HEADS

How to get big heads, all
you have to do is type in
square, triangle , x,
square, at the titile screen

For more hot tips and expert technical support call...

Electronic Arts

Calls charged at a rate of .o5c per min. A higher rate applies from public and mobile phones.

1902 261 600

Zero Nivide
playstation

HIDDEN COMiC

After beating the game on
any difficulty level w/o losing
a round, highlight options on
the second controller, hold Ls,
L2, Ri, Rz, and select, then
push start (all on the znd
controller). You should be
able to view a hidden comic
featuring Neco.

Yirtua Cop
aaturn

MiRROR MODE

(without finishing the game)
Go to the stage select screen
,then: Shoot, Reload, Shoot,
Shoot, Shoot, Reload,
Reload, Shoot

This code works with the
Stunner and the Control Pad

Triple Play "96

playstation

Hold down the triangle and
square buttons during the
intro to see an intro menu,
where you pick the intre you
want to see

Whiplash

PC CD-ROM
Loveburn - cheat car
drdeath - extra hard level
goldboy - premier cup
(more tracks)

Tiwon - winner sequence
rollem - end credits

duel - Mr. evil cars
tachyons - steep up game
yotarace - double size
track(shrunked car)
freaky - stupid colors
Remove - remove all codes
superman - invinceble
(Name goes to mark)

Sim City 2000
saturn

TO GET $3,000,000

Build a solar power plant in
each corer then connect
water to each one of them
with only one water tower
then connect down the line of
the edge to each one of them
then build 5 residentials by
the power plant and 5
commercials by the power
plant then at the end of the
year you have $3,000,000
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Ouake

PC CD-ROM

Go to the console and
type these:

GOD - God mode
(1f used too long you die)
FLY - fly mode (press ¢ to go
down, d to go up)
GIVE * - weapon number *
GIVE S* - * shells
GIVE C* - * battery charges
GIVE R* - ~ rockets
GIVE N - " nails
GIVE HEALTH" - * health
IMPULSE 9 - all weapons
MAP E'M*
- go to another level
NO TARGET - invisibility
NO CLIP
- walking through walls
IMPULSE 255 - quad damage
IMPULSE i1 - jewels
SV_GRAVITY *
- reduced gravity percentage

Triple Play 97
Playstation
SECRET PLAYERS
Enter these codes into the
Custom Players Screen.
1. Erik Kiss
2. Steve Rechstchattner
. Gary Lam
. Geoff Coates
. Dennis Hirsch
. Mark Gipson
. Kevin Pickell
. Craig Hui
9. Josh Holmes
10. Bill McCormick
11. Tony Lee
12. Brent Neilsen
13. David Demorest
14. Kevin Loh

King 0f Fighters 95
Playstation

When you're in the character
selection screen, you must
selet Team Edit. And when
push the start button, and
enter this code. ==” Up=0,
Right=Square , left=X,
Down=Triangle.and you can
choose Rugal and Saisyu.

Congo: The Movie

Saturn

ALL WEAPONS
Pause the game and press

ABACRLRXY,ZY.X

mode

College Slam
SNES

To get the AWSOME Fraternity
Teams, enter this code at the
Title screen. Up, Down, Left,
Right, Up, Down, Left, and
finally Right. Now got to Edit
Teams and check out thier
stats. One team has nothing
but 9s but every player has a
0 because they are so good.
Playstation

At the Tonight Matchup screen
press: Up, Down, circle, X, up,
up ,up ,up, down, circle,
circle, circle, X. This will make
you hit every shot you take,
from any wherel

Triple Play "97
Playstation

Go to custom player and
add the names of the the
game staff.These players
are in super mode.,
Remember not to change
any setting because that
will ruin the power of

the player.

Boogerman
Mega Drive

On the title screen hit
up,down,left,right C B A for
a level select. Use up or
down to change levels!

Total N.B.A.
playstation

To get the secret players
(they're little kids) at the
controller select screen,
player 1 must hold down the
top four buttons, L [2 Rr R2,
then press the X button and
keep the top four held. Each
team has it's own character.

NBA Hang Timme

Arcade

At the match up screen:
Press up on D pad and hold
turbo, shoot and pass to
get big heads.

For more hot tips and expert technical support call...

Sega

1902 555 Lh4

Calls charged at a rate-of .95¢c per min. A higher rate applies from public and mobile phones.

Afterlife
PC CD ROM

At anytime from the game
screen, press $@/. This will
give you 10 million pennies
each time you do it, but
something bad happens if you
do this more than five times.

Naytona USA

Saturn

to play as an army tank,
when in the pit, enter:

b a b ¢ a and then once out
of the pit you will change
into a tank. Unfortunatly
you can't shoot people




WWF Wresilemania

Playstation

Just press start when

you are fighting and push
the following.
Invincibility

Toshinden 2
Playstation

FIGHT KOKECHI

You must have Verm, Sho,
Uranus and Master. Start the
Full Game and on the

character select screen you - x,triangle,r2,up
must put the cursor over the IRV (HIBHE
following characters for 3 - x,triangle,12,down
seconds in this order: Half damage

Gaia Tracey Sofia Eiji Fo - x,triangle,L2,right
Kayin Chaos RANDOM. Stop timer

On the random box hold - x,triangle,12,left

Reset cheats
= square,circle,triangle,x

select and press everything
except joypad and start
button. Then with whichever
character is selected you
must lose each second round
then after master you should
hear a japanese song and
some sound effects. Instead
of a cliff by the sea you see
your character standing in
front of a huge castle in the
forest. There are dragons
flying around it. then there
is a full motion video and
you fight Kokechi Makimono
(Koke).You have to fall off
the platforms in the first
round before he touches you
so a dragon can kill him
then you get the ending
credits and he is selectable
in the random box.

Magic Carpet
Playstation

LEVEL SELECT

At the options screen press
triangle, triangle, circle,
quare, triangle, circle,
triangle, square and you
will have access to level
select. Choose the stage
you wish to start with.
During play pause and
press these buttons for the
following effect.

Triangle - access to all spells
quare - to increase your
mana supply

Circle - to complete the level
you are currently playing

Road Rash

Playstation

HARLEY D

At the title screen press the
buttons in this order:

Ri, R2, U, D, L, L, Tri, Eks,
Squ, 0, and start. Then
select the big game mode,
but don't push start: Hold
Ri, R2, L1, L2, Select, then
press start. If you did this
right there should be a new
character at the bottom
named Harley D. He has an
awsome bike and a

gun as a weapon.

Solar Eclipse
Saturn

CODES

start a game,then pause. At
the pause screen input
Right,Down,Down, Left
before entering EACH code.
Cloaking

- Down,Right,A,C,Up,LeftA
Star Wars Trench

- Right,Right, Down, Down
Fade to Black - X, %,Z,Z,¥
Invincibility - B, Up, Left, Left,Y
Full Weapons and Shields

- A Left Left

House Hunt - ¥4, Right,Down
g Lives - B,Up, Down, Down, ¥

Cvberia
Playstation
PASSWORD CENTRAL
Here are some helpful
passwords to start the game off
RIG DOCK

SKEET SHOOT

BIG KISS

GOING UP

EASY RIDE

ZAPPED

BIG SHOCK
CATWALK

STEAL PLANE
ROUGH RIDE

OPEN OCEAN
ISLAND RUN

VALLEY RUN

PORT FLYEY
UNDERGROUND

alt+ctrl+shift and then click
the quick mission icon then
click cancel. Then repeat
and you will be able to fly
any plane or helicopter.

Fade to Black
PC CD ROM

The Folling codes need to be
typed while holding
hift+control+Alt
All Weapons - DIE HARD
Invincible - TERMANATOR
Level Select - LOOPAROUND
Infinate Boomers - CYAINHELL

For more hot tips and expert technical support call...

1902 262 662

Playstation Powerline

Calls charged at a rate of $i.50 per min. A higher rate applies from public and mobile phones.
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General Tipa
* To save your ammo, wait till a zombie is very close to you (arms length) then point your shotgun
upwards, and fire. You will blow their heads clean off, using only one shot. (does not work on hunters).
* Don't shoot enemies unless you have to. Most of the enemies can easily be dodged, thus saving ammo.
* Feel free to make trips back & forth to the storeroom, stocking up as many herbs as you can.
* Finish the game in under three hours to get rocket launcher & unlimited ammo.
* Whenever you have the option of discarding a key, discard it.

Select Jill as your character. The game begins with you & your team in the main hallway. You §
Barry will go through the door on the left, into the dining room. Walk to the other side of the dining
room, and go through the door while Barry examines blood. Walk left till you reach the end of the
corridor. You will see a zombie eating Kenneth. (1] Kill zombie, get 2 clips from Kenneth's body andp

eturn to the main hallway. Help Barry search for Wesker in the main hallway. Do this by walking g:

behind the stairs and back. Then Barry will talk to you again and give you the lock pick.

Now go upstairs to the right. There are two doors. Go through the second door. Walk straight

hrough the next door into the room with 3 dead body. Get bazooka. Go back downstairs to mai
hallway. Get ink ribbon from typewriter.

Now go through the blue door on the right side of the main hallway. Once you're in the blue room,
go through the door on the right. Run till the end of the hall and go through the door. (Run straigh

past the dogs, unless you think you can take 'em.). Get herb beside the door.

Now once again walk till the end of the corridor where you will find a double door. Go into the doo
opposite the double door, which leads to the shotgun room. Get the shotgun off of the wall.{2) No
leave shotgun room and the roof will close on you. Wait & Barry will save you.

Now go through the double door at the end of the corridor. Walk straight ahead and enter the doo
on the left which has a painting beside it and a long golden handle. This is the painting room. Flic

he switches behind the paintings in the following order, New-born, infant, lively boy, young man,j&
iddle-age man, old man. Flick the switch on the last painting to get the first medallion.

Now exit the painting room and go through the blue door on opposite side of hall. This leads to a
Istaircase with a storeroom next to it. Pick up a herb. Enter storeroom and store the knife, medallion,
berretta, clips & ink ribbon. Put the white chemical on the floor into the storage chest also.

Return to main hallway. (Xill dogs with bazooka, one shot does the trick). Barry should give yo
he acid rounds for the bazooka.

Now go up the stairs € through the left door into the upstairs dining room. Push the statue on the left
Iside of the room over the edge. Now leave this room and come back downstairs to the main hallway.

Go through the door on the left to the dining room and get the blue gem from the rubble of the
tatue, and also get the wooden emblem from above the fireplace. Now go through the door nex{
o the fireplace, back out to the hallway where you first saw the zombie eating Kenneth. Walk
ight and go through the last door on the left. (a red door with a long handle). This is the piano
oom. Push the cupboard in the side of the room and get the sheet of music. Stand in front of the a
piano and use the sheet.(3)

Go into the secret room and get the gold emblem. Replace it with the wooden cne. Now go back ou
o the dining room and put the gold emblem over the fire place where you first got the wooden one.

et the orange key behind the clock then go back to the main hallway.

Go upstairs to the left. Go through the door at the end of the upstairs dining room. Walk straight,
ill the zombies and go down the stairs. Go into the storeroom under the stairs. Use ink ribbon o
he ked to save game. Store the orange key, acid rounds & ink ribbon. Take only the blue gem,
chemical, shotgun, bazooka & herbs if you think you'll need them. Exit storeroom and walk till the
end of corridor, past the zombies. Go through door at the end. You should be in area with gree

alls. Walk straight ahead to plant nursery. Use chemical on the machine beside the door. This will
poisen plant. Get the key and as many herbs as you can fit. Mix herbs together to save space.

Now exit and go down the other end of the green corridor into the middle room with tiger statue.

se the blue gem on the statue and get the second medallion.{5) Now exit this room and go into theg

ext room to the green area, the caretaker’s room. Kill the zombie in the closet and get shells. (If yo
have no space for shells, use a herb.). Now leave this area and go back to the storeroom you jus
ame from, Save the game using the full, unused printer ribbon in the chest.

Storz everything, and take with you only shotqun, bazooka ammo, herbs & silver key from nursery.
Leave one space empty. Now go back up the stairs right outside the storage room, and make you
fway past the upstairs dining room, into the main hall upstairs. Go into the first room on the right.

alk down the hall and go through the blue/green double doors with golden handles. There arg
armour suits inside the room. Push statues over drain holes then push the button.(4) Get the third

imedallion. Now exit and go into the previous room in the hall. You will find another team membe
has been snakebitten. (Take herbs from this room if you have room).

| ™
Go back to the storeroom you just came from and get the serum from the shelf. Also store thefli/

edallion & the silver key. Take the orange key with you & your weapons/ammo. Now go back to




snakebitten man. Walk straight into the snake room and kill the snake.(6) Get the last medallion
rom the hole through which the snake retreats. Also get shells from one of the barrels. Now leave
his room & assuming you've been poisoned, you'll wake up in the storeroom. If you havent bee
poisoned just make your way back to the storeroom. Once your back at the storeroom, seve the
game. Store the ink ribbon. Take only all four medallions, weapons & herbs. Leave one space.
Go to the main hallway. Go through the blue double doors on the right. Push the drawer € take the
left passage (where a zombie is lying on floor) and get the ink ribbon from the shelf. Now go bac
out to the blue area and go through the door on the right. Walk straight to the door on the other side|
& go through. Again walk straight to the double doors at the end of the corridor & go througa. No
alk straight ahead & go through the golden door at the end of the passage (opposite pzinting
oom). Now you are in the passage leading to the outside area. Walk till the end of the passage &
place the four medallions in the placement beside the exit door. Go through the door. Push the stairs|
to the middle of the shelf against the wall, and climb stairs to get the crank off shelf. Go through the
door to outside. Get as many herbs as can fit. (Mix them to carry more).

Run past the dogs, through the gate to the flood area. Use the crank on the floodgate to lower the
ater, Cross the bridge & take the elevator down. Run past the dogs to the gate and go through. Ru
past the dogs and enter dormitory. Push statue over the hole which is further down the hall.

Now go to the dormitory storeroom, which is the first room on the right when you've just entered
he dormitory. Save the game using the full ink ribbon. Store the ink ribbon & crank. Take weapons
& ammo from the shelf. (If you need herbs get the ones at the dormitory entrance).

Go into the Dorm room 1 which is the room opposite storeroom. Go into the bathroom, drain
ub and get C-Room key. Now get the red book from the bed, and shells from the desk. New exit
his room & go through the door which is in front of the hole you covered with the statue. Walk
down the hall € go through first door you encounter. Get Dorm key ooz (a gold key) from unde
he hornet’s nest in this room.

Now go back out into the hall, and go into Dorm room ooz which is the last room in the hall. (next
0 a statue & some herbs) Get shells from desk. Push cupboard to reveal a hidden ladder. Go down &
push crates over the water to form a bridge. (Third crate is a bit tricky. If you stuff it up ,go back up
ladder to reset the crate's position). Go through door to the flooded area. Immediately run right to
avoid the sharks.(7) You will see two doors. Go into the control room which is the smaller door on|
he left. Push lever to drain water & push button to open the door in the next room.

Go next door & get Dorm key oo3 (silver key) & clips. (Now exit this room and go put some lead
into the helpless fishies, you can’t resist can you?) Now go back to the dormitory storeroom. Save|
game. Store the ink ribbon. Take only red book, weapons, herbs and Dorm Key oo3 (silver key)

Now go to Dorm room o003 which is the room nearest to the hornet's nest. Swap the red book for the|
hite book to reveal secret door. Before going in, get bazooka ammo from the bathroom & the ink
ribbon from the desk. You should have room since you just disposed of the red book & Dorm ke
003. Now go into the secret door and kill the plant.(8) About 4 or 5 good hits with the bazookal
pughta do it. Barry will come in and help destroy the plant. Get the key from the fireplace.

Now go back to the storage room. Save game using the full ink ribbon. Store ink ribbon. Take
eapons, key from fireplace & herbs if you need them. Leave one space at least. Go back to the man-
sion. (collect any herbs you can along the way).When you get back into the mansion (the first hall
here the painting room is), a hunter will attack you. Kill it & go into the first door on the left & get
he Doom Book 1 from inside. After that go into the blue door which is the next door, and go irto the
storage room. Store everything & take weapons, herbs & the key from the fireplace. Exit and go up
he stairs right outside the storage room.

Co left into the room with the chequered floor & piano. Go and use the piano & the snake will
attack you. Kill it.(9) Barry will come in. Go down the hole. Push switch on grave. Wait for Barry to
ome back and climb back up. Get passcode off Barry, then go and save your game in the storage
oom. Store the ink ribbon. Take only weapons, ammo & herbs. Leave two spaces. Now go back into
he snake/piano room & go down the hole. Go down the ladder in the grave. Get the shells from
behind the second zombie & go through the door at the end of the walkway. In the next walkway
here are two zombies eating someone. Leave them alone unless you really need energy.(10) There
are two herbs behind them.
Enter the kitchen. Go up the elevator. Exit the elevator and walk right to the closet. Cet the battery
& bazooka ammo. Exit the closet. (If you really need energy follow the path on the side of the closet,
& go through the door.)

Go to the blue double doors by the elevator and enter. Inside is a library housing two zombies. The
irst will attack you as you enter, kill it, then to the right there is night-stand containing Magnum
ounds, get them and leave the library. Go to the main hallway (where the game began) and save
our game on the typewriter. Now proceed to the upstairs dining-room, there will be two hunfers in
ere now, kill the one to Jill's right and go to the door at the end of that corridor. There is one hunter
in this room. Get in the opening by the staircase as it approaches so you can get a clean shot. After
killing it unlock the door near the staircase. Inside there are Magnum rounds & Shotgun shells.
Before you leave the room turn out the lights, you will ntice the deer's eye flashing. Push the ladder
o the mounted deer’s head, climb the steps and remove the red jewel. Now go and save your
progress. From here, return to the Tiger statue and use the red jewel, this time the Tiger will revolve

o the right, thus revealing the Magnum handgun!

Now take the elevator back down & make your way back to the hole in the snake/piano room. Go w
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back to the storage room next to the stairs. Take the crank, weapons, herbs & battery. Now go out-
w side o the garden. Go to the flood area & cross the bridge. Go down the elevator. Now go to the
other elevator in this area & install the battery. Take the now powered elevator up to the garden,
and make your way back to the flood area. Don't cross the bridge. Instead, use the crank at the
floodgate to let the water back in. Now go back to the storeroom and store the crank since you don’
need it any more. Also take a single ink ribbon with you, just enough for one save. Leave a couple off
spaces. Now go back outside to the garden again and take the newly powered elevator down. Go to
the ledder that is where the waterfall used to be. Go down. Walk straight ahead & save game at the
type writer around the corner.
Now come back to the door near the entrance and go through. Go with Barry & let him go first. Follow
him into the room where he kills the hunter. Get the health spray & bazooka ammo, but make sure you
leave a space for the hex crank. Go through the next door and find Enrico. Get hex crank on your wayfprys
back down the path. Now head back to the typewriter at the beginning. There are many hunters along
he way. You can run straight past them if you don’t want to take them on. Now use the hex crank on
he hole in the wall next to the typewriter. Go through the door. Walk up to the boulder. When you
alk away from it, it will chase you. Run for cover. Now go where the boulder used to be and get the
bazocka ammo. Kill the hunter. Now go to the boulder and go through the door it has revealed in the
all. Kill the spider with bazooka & shotgun. (Spider is pretty tough so try & have at least one herb at
his point). To make little spiders disappear, leave the room & come back in again. Get knife from the
barrel in the corner. Cut through the webs on the door £ go through. Go to storage room on the left.
Get health spray & ink ribbon & save game. (Use the blue herb if you've been poisoned).
Store the ink ribbon & the knife, & take Doom book 1 with you. Now exit store room & go through doo
on opposite side of hall. Take the right passage & don't bother with the boulder. Use the hex crank on|
he hole three times. Go into the room with statue. Using the crank on the hole in the wall causes a sec
tion of the wall to "stick out”. Push the statue in front of this section of wall and use the crank on thepls]
hole.(11) The statue, will be pushed out. Now push the statue on top of the square on the floor & getll
he Doom book 2 from the wall. Exit this room & take the elevator on the other side up to another gar-
den zrea with a fountain pool of some sort. Now go to the status/inventory screen and highlight the
Doormr. Books. Press the button and highlight "check”. Rotate & open the books & you will discover &
medallion in each of the books. Put a medallion on each end of the fountain/pool. The water will drain|
and a door will open leading down. Before you go down get as many of the herbs as you can fit.
Now go down the stairs into the elevator. Go down the ladder into the storeroom. Store the crank.
ake weapons , herbs, ammo & leave one space. Go through the door. Walk up to stairs and go dow
them When you reach the bottom, turn left and walk straight ahead into the first room. It should
have a computer inside. Go to the computer and log in as JOHN. Use ADA for the password. Unlock
the door on Bz with the password MOLE. Now exit this room & go back upstairs into the no
unlocked room. Open the panel on the wall and push the button. Get the lab key from behind the
pillar. Now exit this room & go back downstairs and use the key on the door with a red emblem ing}
ront of it. Go through this door & walk straight ahead into the storage room. Get the bazooka ammo
& ink ribbon from the shelf. Save game. Store the ink ribbon & take only weapons, ammo & herbs. =
77 k

Exit the storeroom and go left, through the door with a red emblem in front of it. Run to the righf
and use the terminal to power up elevator. (try to dodge the ceiling creatures & don’t walk directl
under the hanging ones). Now run to the back of the room and & go through the door. Go right af
our first opportunity and find the exit door leading to the next room. Go into the last room with th
power connection computer. Connect it and run all the way back to the storeroom you just cam
rom. Save game. Take with you only weapons, ammo and herbs.

Exit the storeroom & go right to the elevator. Power up the elevator by pushing the switch on the
side. Barry will join you & take elevator with you. Follow the story. You will go into Tyranf
room.(12) Kill Tyrant.(13) (Simply run around the room, while Tyrant slowly chases you. Tur
around and give him a couple of shots every lap or so. He will die shortly). Exit room with Barry,
Now go back to storeroom and save game. Take with you only enough
eapons & ammo to kill about three or four zombies. Use the rest of your
pace on healing products.

Exit the storeroom & walk straight ahead through the door to the lab area.
Run, dodging your way through the ceiling creatures and go back upstairs.
ill the zombies & go into the first storeroom with the ladder. Take any more
healing products you need but leave one space. Go up the ladder. Barry will
be waiting. Take the elevator up. Walk down the pathway € get the battery.
install the battery into the next elevator. Take the elevator up. Cet the flare
from box beside the elevator. Use the flare on the helipad. Tyrant will return &
attack you. (This is where you need all those herbs). Give Tyrant the run
arourd, dodging and avoiding his attacks.(14) Use the herbs whenever your
health is low. The helicopter will drop a Rocket launcher after a while. Pick it
up , equip it, & give Tyrant one direct hit.(15) Finito.

OK, now you’ve completed the game as Jill, go back and try it as Chris.
ood luck...

15
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AREN'T GAMES FUN?

Dear HYPER,

Creetings humans. I'm here to
discuss with you a most
important matter - why are so
any games companies
constantly pouring out games
ith mouth watering graphics
and not sparing a thought for the
average man? They don't know
ho their main audience is! They
hink most people have a
Pentium 150 - Sure! When giraffes
parade out of my butt?? What
as the best game of all time?
DOOM! Did that need a beast of a
PC? No! [ should think not!
arcraft 1 took the world by
torm, again not having big
equirements. See what these
ompanies should be looking at is
Dooh, look! gameplay and originality. Aren’t

games meant to be fun? HUH!
Look at Crusader, the graphics are
superb and the gameplay is even
better. If these companies took
their time to make these games
oH Saturn. These shots arrived just OH  |properly, perhaps they would

3 A make some money!
deadline but we whacked tHem 1H UYWAY |, cHARD KRASOVSKIS

Richard, you have a very popular
point and the constant upgrade

so all Saturn fight fans can start geiting

excited and start practicing moves dowh at [Procesfor PG isastrain. I
agree that companies would

ihe arcade. IY’ll be big... |probably clean up if they made
killer games that could be used
by most PCs, but unfortunately
|everycne seems to be after
bigger, better and faster graphics
and sameplay and this means
more processing power and more
money spent on computer
upgrades. The situation deesn't

seem like changing - everyone is
always pushing the envelope in
order to get noticed in a very
crowded marketplace.

PLAYSTATION POINTS

DEARYPER,

1 LOVE your mag, it absolutely
beats the'others. I would like to
protest about what Stephen said
about the PlayStation in issue 33.
I have seen and played many
games on PlayStation and Saturn
and out of a rating of 101 give
the PlayStation a 10 and the
Saturn at least a 6.5 for graphics.
Well, that’s what I think anyway.
I'm not trying to be mean to
Sega, I'm just trying to make my
point. I would also like it if you
brilliant people at HYPER could
just answer the questions below:

1) Will any games from
Nintendo be coming out on
PlayStation like DKC?

2) Will Duke Nukem 3D and
Mechwarrior 2 find their way to
the PlayStation? If so, when?

3) Is it true that PlayStation
is getting a 64 bit add on? If
so, when?

JYour No. 1 fan,

ANDREW ATKINSON, TAS
1. No games from Nintendo will
be on the PlayStation 2. Jes, both
games are coming to the
PlayStation and we may even see
them before the end of the year,
although early next year is more
likely 3. The PlayStation will
detinitely be getting upsraded at
some stage but there's still no
official word from Sony.



CRAWLING PLUS QUESTIONS

Dear HYPER,

Your mag is the best! I love it.
I don’t mean to sound like a
suck, but you guys are great.
You have the best previews,
reviews, cheats, news &
everything else. Anyway,
enough of that. I'm a 14 year
old guy with a SNES and I think
it's the best. Anyway, I have
some gquestions:

1) Will Doom II come out on the
Super NES?

2) What do you think will
happen with Mortal Kombat?
will there be a Mortal Kombat 4?

3) What happened to EA
Aussie Rules?

1) Will there be a Daytona 27?
Anyway bye,

JONO RAWLINS

1. It’s not on the schedule and I
doubt it, given that most people’s
energies are now directed at
32bit and 64bit, but the pirst
Doom on SNES did well so let’s
Just wait and see 2. Mortal
Kombat 4 is in production at the
moment 3. EA Aussie Rules is still
only a proposal at this stage but
a lot off HVPER readers are
asking about it s0 we may
hopefully see a same next year
some time. Write in to €A if
you're really keen for it. 4. A
Daytona Special Edition i3
coming out for the Saturn and
apparently Daytona 2 for the
arcade is in production.

POLYGONS & LUCASARTS

Dear HYPER,

1 would like to congratulate you
on being an entertaining load of
glossy paper. It seems that the
majority of super-console games
are polygon based. Is this the
trend? | am definitely not saying
1 don't like polygon graphics,
but it seems that many games
are using this fashion. I am
hoping that some of the newer
titles coming out may have more
‘exciting’ or "individual’ styles of
visuals. Also, I have just a few
questions that | would violently
appreciate that you answer:

1) What ever happened to
Calia 2095? That looked like
the best game!

2) Do you know what kind of
new features will be included in
Dark Forces 2?

JYour loyal and appreciative fan,
DANIEL FLETCHER
Normanhurst NSW

JYes, lots of sames on the "super
conscles” are using polygon
based graphics (and especially
texture-mapped ones) and this
will continue as in general it
gives are far more realistic look.

There will also be games with
very "individual” graphic styles
too. as that is a selling point. 1. I
don't know. It appears to have
disappeared off LucasArts'
schedule which is sad. 2. Well,
the multi-player option ia the big
one but you'll also set new
weapons, better graphics and
lots mere. We'll do a full preview
next issue just for you...

ODE TO A C64

Dear HYPER,

Almost 2 years now... Yes, it's
enormous. I'd say the main reason |
like HYPER is when you review a
crappy game, you just come right
out and say it. Later to my
misfortune, | come across that same
game and say, "YES! Good call! It's
tits on a bull”. Your reviews are
nonest and appreciated.

PCs versus consoles? Allow me
to shoot this box of frogs in the
chestnut. The greatest computer
on earth is.....the Commodore 64.
Yes, that's right, end of story.
Please resume playing your
computer of choice and enjoying
willing suspension of disbelief.

“Look at the size of my hard
drive!” Stop that.

"Show us your PlayStation!”
Enough already!

Arguing for or against any
particular computer is an
attempt to justify the absolute
spam load of money it has taken
to entertain yourself. (Look a yo-
yol) After all is said and done,
they are entertainment machines
and not roving street gangs.
(Except maybe in America where
only an idiot PC owner would
stray into the Nintendo suburbs).

Right now you can get a
Commodore 64, disk drive and
150 games for fifty bucks. Now,
147 of these games are going to
be faeces on a stick, no question,
but 3 of them will be crankin’
beauties! Resolution? Frame
rates? Realism? No problem. The
C64 never concerned itself with
any of these fickle details and
like pineapple on a hamburger,
they're not necessary. What is?
Gameplay carved from Pacman's
butt. Enjoy.

And now the question. The 32
bit machines are here. The
Nintendo 64 will be. Sony, Sega
and Panasonic would be crazy to
bother releasing a 64 bit machine
when Nintendo will be so firmly
entrenched in that market, (clever
bastards). So what is that
sparkling thing I see on the
horizon? The 128 bit console
machine. It is inevitable and
believe the 32 bit companies will
be looking at them now. Will it

have a virtual leg? Will the rubber
chicken controller be practical?
What word HYPER Lords?

Rising Roada Te Jou All

COUNT YORGA

Allenby Gardens SA

Thanks Jorga and I still go back
to my €64 every now and asain
for a game of Elite or Impossible
Mission ("Ahh, ancther visitor.
Stay awhile. Stay FOREVER!!!")
and I love it! As for your
questiona, well I'd need to rub a
crystal ball for those answer and
my erystal ball is a bit sore from
all the rubbing at the moment.
All I'm going to say is that
Nintendo 64 may be the big
machine right now, but I den't
think it will be in a year or so -
something bigger and better is
always going to come along while
there’s still money to be made.

REDUCED ADULT CONTENT
DEAR DUDES AT HYPER.

HYPER rules, etc. I'm writing
about the censorship of the
mega-cool Duke Nukem 3D. |
don't think I will call the Office
of Film and Literature
Classification a bunch of piss
poor dickheads who probably
have no friends, because if 1 did
1 could be accused of being
extremely kind to them. These
festering cesspools have
censored a cool game even
though they already released an
uncensored shareware version.

Let me tell you how I came to
find out about this censorship of
DN3D. Atschool, everyone was
saying that the parental lock was
permanently on, but I thought
this was all crap, until I saw it at
a shop with "Modified Version”
and "Reduced Adult Content” on
the box. This really pissed me
off. Oh, I also read about it
HYPER, once again, great mag,
never missed an issue yet.

1 think that all this censorship
comes down to Martin Bryant.
Last I heard, old Marty wasn't
exactly right in the head. But
no, the Office of Film and
Literature Classification have to
censor everything for our well
being. [ mean, when was the
last time you popped down to
the shops and was attacked by
flying aliens and giant pigs in
police costumes? What's that?
Never? Exactly.

The Office of Film and
Literature Classification is
probably a bunch of extreme
Christians who think that
Police Academy is raunchy
and that NBA Jam Is too
violent for anyone to see.

Now a few quick questions....

AN UNLIKELY BIT OF BONDING
COOL.. THAKKS TO, ERM,

1) Is there going to be a
Crusader : No Remorse 2?

2) Is there going to be a Fade
to Black 2 or Flashback 3?

3) Where can [ get an
uncensored version of Duke
Nukem 3D?

LE

CK, let’s clear one thing up again.
The Office cf Film and Literature
Classiication (OFLC) are not the
only pecple responsible for Duke
being censored. They are following
very strict quidelines laid down by
the Federul Government in
Canberra, and they are porced to
ban and censor sames to follow
the law. It is the quidelines that
have to be changed, with the most
urgent one being the
implementation of the "R”
category, so adults over 18 can see
and play what games they want
to. If you're pissed off write to the
OFLC, write to your local Federal
MP, write to your local paper - get
out there and get heard on the
issue, otherwise the situation’s not
going to change. As por your
questiona: 1. Jes, it's called
Crusader: No Regret and should be

out in September 2. Most probably.

3. Any other country but Australia
and there’s also some code lines
you can input to remove the lock
(naughty, naughty).

EVEN PARENTS DIG US

Dear HYPER,

Everyone in the world thinks
your mag is the greatest. Even

BETWEEN SEGA AND NINTENDO..

WHOEYER SENT THIS IN..

my parents think so.

Iwould like to make a protst to
Chris Brady’s letter in a previous
issue which said to not believe
HYPER! All I would like to say, and
don't take any offence Chris, but

ou have to be the biggest loser
who ever lived. For everybody out
there, don’t believe Chris. But do
believe me, who says that every
single word HYPER writes is
absolutely 100% true. | do however
have some questions:

1) Could you please tell me if
there is going to be any Stock Car
racing games on the PlayStetion
as [ am a racing fanatic.

2) Have you heard anything
about PlayStation conversion of
Midnight Run? If so tell, tell
and tell.

3) Could you please recommend
the best racing game on the
Playstation up to date?
MARTIN ORTEGA
ﬁ:aaley Park NSW

artin, I've got to be honest -
we're not always 1007 aceurate
but we do our best and we have
a pretty good strike rate. 1. There
are a lot of racing games on the

vay that I think you'll like -
Destruction Derby 2 looks mighty
tine and Andretti Racing has
both FI and Indy cars. No
specific stock car races though
2. No, haven't heard anything. 3.

‘e like Wipeout or Need For
Speed here at HYPER, but

emember that Wipeout 2097 is
oming out in November.

BUT IT LOOKS
YOU KNDOW WHO YOU ARE.

6L «K¥3IdAH
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THANKS TO LILLIAN LEE FOR SENDING IN THIS
ONE... NICE PANTS...

QUAKE NOT AT FULL POTENTIAL

Dear HYPER,

Enough butt kissing happens
in this section of your
absolutely incredible games
mag, so [ am not going to waste
my time complementing your
intelligent computer games
rating capabilities. What 1 did
write in for, is to discuss the
newly released shareware
versicn of Quake.

For starters, [ was amazed that I
could run it at a decent size
screen on my DX2 (8mb RAM).
Sure it was 2 sizes up from
smallest but it was still fluid and
I could see were | was going. We
all knaw it was impossible to get
an engine as advanced as
Quake’s to run like Doom on a
486; iD must not have been
thinking when they said it or
maybe it was just another
rumour. The engine is the best I
have ever seen but it does have
its problems. The architecture is
amazing, vaulted ceilings, even

a spot where a stake passed
straight through a room and into
a hole in another wall. Not to
mention the spot were the
ceiling comes down to crush but
at the last minute stops and
splits up into the walls, and the
loor you're standing on
becomes a lift to take you up to
a higher level. But with all this
lovely architecture comes a lot of
problems, one being the fact
hat it is way too dark, making it
ery hard to see were the walls
end and the passages begin.
uming the light up in the game
dose help but visibility is very
limited, making spotting

onsters in the real dark

patches a difficult task indeed.
Now there’s the mansters. As
of yet | have not found a fault in
hem. They look good, move
realistically if not a little
sharply. Their Al seems
generally good, except for the
act they don't really try to
dodge my fire. The weapons are
another point, there's not
enough variety; having a nail
gun is enough, but a super one
0o? Not to mention they're a
little behind Duke 3D, the
grenades might bounce around
but you can't control when they
lexplode, like Duke 3D, leaving
ou in some cases in thes &t
But | enjoyed the way your view
is thrown back when you fire

he double barrel shot gun and
other guns, mimicking recoil.
Quake is good but a little short
of brilliant; there’s an
atmosphere but without the
reepy music it’s not better
than Doom, even though it's a
darker and scarier universe. If
this was not by iD I would be
commending the publishers but
for the Doom gods I would
expect better. Quake is a good
game and I love it but it has not
reached its full potential. I
think it's better than Duke
Nukem 3D and I think people
would agree, the novelty of
Duke 3D wears off. By the way,
have you noticed how little of
the levels are John Romero’s?
MARTIN DE KEONING
midzkz@adam.com.au

Martin, some very good points
but there’s no way I'm going to
get dragged into the Quake vs
Duke thing - they're two
difterent games and I love them
both. I was also expecting more
from Quake and while not
disappointed, the game hasn't
shaken me as much as Doom
did. Having said that, the
version out now is an early
shareware and is being updated

constantly so I think we should
see some fairly excellent
additions by the time the pull
commereial version is out.

HOT CHILE POEM

Dear HYPER,

It all starts with the turning of
the key,

It won't be long till I can see.

Is it in there or is it not?

0f garbage mail I see a lot.

But it's there, I can see it!

It shines like a light that has
been lit.

My hands they start to sweat,

And my feet are already wet.

My heart pounds, my
lungs beat,

It's just too much, I have to
take a seat.

Slowly, in a slow motion,

1 grip the package with caution.

I grab it and rip it open,

Not caring what might happen.

Its inside shines majestly,

And [ pick it up, gently.

It's too much, I have to close
my eyes,

With tearing eyes | lock at
it again.

And suddenly I can feel no
more pain.

I'm not any more in my
usual place,

I have travelled trough time
and space.

I don't feel alone any more,

| feel like I have been given
all lore.

All games are at my
hand’s reach,

And all programmers come to
me and teach.

Suddenly I have learned all
that can be learned,

And in that instance to my
home I have returmed.

I'm happy to be safely back,

And now no answer do [ lack.

Now to wait is what I must do,

For HYPER's next issue is
soonly due.
CAMILO KLEIN
Chile
Cur thanks te you Camilo, and
to your priend as well for your
constant letters and e-mails.
We're glad that you like HYPER
in Chile. Can the HYPER crew
erash at your place when we
visit South America?

SAME GAME. NEW NAME

Dear HYPER,

As I was looking through your
heaps leg mag. (Issue 33), 1
couldn't believe my eyes when
saw the review of Shane Warne's
cricket. What I mean is that it
looks sooo much like Brian
Lara’s Cricket. It is exactly the
same game but under a

different name. What I want to
know is why these games
developer wants to produce the
same game. Do they think the
game will sell a lot better under
a different name or something?
They must have their head in
their arse to think this. Anyway
I've had my whinge and now for
some questions:

1) Do you recommend Formula
1 (F1) for the PlayStation? I am
thinking of buying it.

2) Which basketball game do
you recommend for the
PlayStation. Total NBA, NBA Jam
TE or NBA Live '96?

3) Is there any change (even
the slightest) of Duke Nukem 3D
for PlayStation?

NATHAN BRETT

Ceteshead NSW

As we said in our review, Shane
Warne Cricket really is Brian
Lara Cricket with a few more
options thrown in. Overseas, |
think it's being released as Brian
Lara Cricket 96 but Shane was
bought in to sell the game to the
Australian market (fair enough
too). Updates, especially por
sporting games, are not exactly
new (€A de an annual update
por most of their sports
tranchises) and they do sell, s0
that's why they keep on releasing
them. 1. We haven't seen the final
version yet but the Beta that
we're playing is very, very nice
indeed. Full review next issue. 2.
I'd go for Total NBA personally,
but they're all excellent 3. |
haven't seen it running yet. News
when it breaks.

NINTENDO BIAS?

Dear HYPER,

1am very annoyed at the way
your magazine has treated the
Nintento 64. Before you had
even seen the damn thing you
had already described the Mario
game as a "totally amazing
game” and "a game that could
set new standards in console
gaming”. Come on guys!! If
that’s not the most hype
mongering irresponsible
journalism I've ever seen then
call me Luigi Mario!! Before you
had even seen the system you
where billing it as the best of
the new super consoles. You
may not have said but it's
rather obvious that most of your
writers think so. When you did
the 3D0/SATURN/PLAYSTATION
preview your end comments
here something like "until we
actually see the hardware in
action” and "only time will tell”
but the Né4 got no such
statements. Even if Stuart got to

the E3 show and the Né&y was a
piece of crap he would have
written rave reviews so as to not
contradict his earlier foresight.
Shame on you HYPER!

JYours P.Ced

PAUL GOODHEW

OK to start off with - have you
seen Mario 64 running on the
N647? It you had then maybe you
wouldn't have been as stupid as
to write this letter. If anything is
worthy of hype, it is Mario 64.
When we did the pirst Maric 64
preview (several months ago
now) I hadn’t actually seen it
but we went on several
independent reports (from
people we trust whe had played
it in Japan) on how good the
game is. When I saw it running
at £3, I agreed with the
comments completely and we
ran with a very javourable
review. If [ had hated it, I
wouldn't have had any problems
slagging it off - in pact, it
probably would have been
amusing. Nintendoc certainly
aren't paying me (or HYPER for
that matter) to be nice to them
and all N64 coverage you see in
HYPER is a result of our own
eftorts because Nintendo den't
even want to send us a machine.

DROOL FLOWED FREELY

Dear HYPER,

Not only is your magazine the
best around but you also offer
some of the best advice to us
gamers, and, normally, | do my
best to follow your pearls of
wisdom. So when you said not
to drool too much over your
preview of Mario 64, I thought
“Fair enough then, 1 won't",
and turned to page 29 prepared
to not drool too much, because
it's not a good look...but I
couldn’t help it!! I slobbered
everywhere, the drool flowed
freely, my clothes were
saturated, I ruined my copy of
HYPER and had to purchase a
second copy which I now keep
in a sealed plastic bag. Don't
droo! too much you tell us. Hah,
I had an orgasm just imagining
what it would be like to play
this fantastic looking game,
and then I had a second when |
thought "What the hell is Link
64 going to look like???". In the
words of the Aussie Olympic
coxless four the answer came to
me, "Totally Oarsome!”. But
then a little voice whispered in
my ear and made me shudder,
and not in a good way..."Link
61 will be pathetic, we all know
Link can't jump or fly like Mario
can, bwah hah halll". 1



collapsed to a heap and
moaned to the great Nintendo
Cod, "Say it can't be true”...and
the Nintendo Cod spoketh thus
"REMEMBER THE GAMEBOY...
REMEMBER LINK TO THE PAST!"
Of course, with the aid of a
chicken and a feather (hmm...),
Link could jump and fly, and |
turned to the owner of that
sceptical little voice, and
flicked him from my presence,
and the Nintendo God was
much pleased. So then
HYPERchondriacs, 1 have two
questions for you beings of
great and eternal wisdom.

1. Will Link 64, or Zelda &4
(what's in a name?) bestow
upon young Link the ability to
jump and fly...or is he forever
bound to the ground ?

2. Is the megalicious babe
advertising Complete Onside
Soccer on page 16, the one
and only Jo Guest, from
People magazine ?

I bow before your omnipctence.
JOHN *THE DOG’ PATTISON
1. Aah, John you thought we're
omnipotent, but unfortunately
we're not. I would definitely
guess that the Nintendo 64
Zelda/Link game would have
many new peatures (like jump

and fly) but not having seen
anything on it yet [ can’t say
por sure. The same won't be out
until well into 1997 anyway. 2.
We're not sure. We don't buy
“Pecple”, we just go into
newsagents, laugh at it for a
while then put it down. We're
glad you liked her anyway.

DONT BLAME GAMERS FOR VIOLENCE

To The HYPER Crew,

1 am writing to you because
think that you will understand
why 1 am so bloody ticked off. A
few days ago I wondered down
to my local computer shop to
have a look at the games they
had in stock. During my search I
came across the best "First
Person’ game available, Duke
Nukem 3D. I picked up the box,
and to my surprise I found, on
the classification sticker, the
words MODIFIED VERSION.
Wondering what this meant, I
casually strolled to the man
behind the counter and asked
him what the hell was going
on? He said that the people who
classified the computer games
were a bit shaken up by the Port
Arthur massacre, so they
decided to edit some of the
juicy bits of the game (such as

REGARDLESS OF THE FACT STUART LOOKS NOTHING LIKE THIS.. HE
WAS CHUFFED TO SEE IT... THANKS FOX

table-top dancers, cutscenes,
language, and of course the
gratuitous violence). This
resulted in a two week delay in
the release of the game, and the
final result is somewhat
different to the original.

What [ don't understand, is
why are we (the computer
gamers in Australia) being
judged by the actions of a
madman? Do they think that
Martin Bryant did what he did
because he played violent video
games?

I think that media is partly
responsible for this, as they
exaggerate every bloody thing
to the extreme. For example,
you all have probably heard by
now that there was a huge
collection of videos found in
Martin Bryant's house. The
media was so quick to jump in
and say that the video
collection was pornos but in
actual fact it compromised of
black and white nostalgic films
which are about as
pornographic as HYPER.

Why has the Port Arthur
incident caused the 'classifiers’
to be so harsh? I'm sure that
they weren't so harsh with the
Rise of the Triads, which was
quite a violent game also.
Before | leave you I have a
ew questions:

1) | have Pentium 100, with 8
egabytes of RAM. How long
ntil this will be outdated?

2) Is the Warcraft 2 expansion
pack any good?, And if so can
ou please review it?

3) Is there any word of a
sequel to Duke3D?

4) When is Quake arriving?
Thanks for your time, and
keep up the good work!
REGARDS, DAVE.
Frankston VIC

e Port Arthur massaere
aused a lot off knee jerk
actions (some of them
iprobably welcome) but it
iprobably didn't have too much
¢ do with why Duke Nukem 3D
vas poreed to be modified for
Australian release. The
iquidelines governing
lassification of eomputer
lgames are not open to much
interpretation and while Port
Arthur probably sealed Duke’s
kate, it was always going to run
into some problems given our
idiculous lack of an "R”
ategory. 1. That'll be fine fora
phile. 2. Yep, it's good,
Reviewed last issue. 3. What?
Duke 4D? No, no word cn a
sequel as yet. 4. Take a look at
our cover and read the article.

vperwmwart

FOR SALE

I'll sell Doom 2 for $50 and Doom
Ultimate for $35 or will swap DU (PC)
for Flight of the Amazon Queen. Please
ring Chris on (0g) 401 1817, Perth only.

Mega Drive in good condition for sale
$80 ono. Also a Nintendo with 3 games $35
ono. Call josh on {o79) 42

SNES witth i

$355. Ring Shea Callaghan on (08) 388 60

SNES: with two control pads, 1 joystick,
19 games (inc. MK3, DKC, Theme Park
and Scope ). All with instructions and in
excellent condition $850 ono. Call Nic
on (o0z2) 489 1090 Wahroonga.

SNES: 2 controllers, 6 games, DKC, K1,
Stunt Race FX, Super SF2, Mario All Stars,
Super International Cricket. All for $200.
Call (06) 2922 369, ask for Justin.

For CD ROM, Fury 3, Kings Quest
collection, 7th Guest with hint book, Sim
City hint book. Games for $60, books for
$25. Negotiable. Sara (02) 564 6295.

Saturn games for sale. Johnny
Bazookatone (Australia) $s55, Virtua
Fighter (Jap) $35. Panzer Dragon (Jap)
$40, Pebble Beach Golf (Jap) $45. All in
excellent condition. Will post. Ph: (08)
281 5710 SA 5108.

Mega Drive with 5 Games, NBA Live
g5, NHL g5, Sonic 3, Desert Strike, Super
Monaco GP Il. 2 controllers - 1x6
button. All leads, very good condition.
$250 or $s0 each per game. PH: (o74)
953 868, ask for Daniel.

SNES, one control pad, 7 games, all
with boxes etc. Perfect condition, $200
ono. Ph: (07) 5524 3557. Ask for Shannon.

Mega Drive 2, 2x6 button pad, ix3
button pad, 14, games (MK3, NBA Jam T.E,
WWF Royal Rumble, Super Baseball 2020,

| Enforcers with gun and lots
more). Only 8 months old and in good
worth over $800 but selling for

$500. Ph: Shawn on (02) 726 L277.

Mega Drive 2 + 32x, fully working, +
2 6 button controllers. 5 games. Virtua
Fighter 32x, doom 32x, Mortal Kombat
3, NBA Live g5, Earthworm Jim. $400
ono. (03) 9592 4229, ask for Richard.

Playstation Games - Destruction
Derby, Krazy Ivan, and Twisted Metal.
will sell for around $so each or swap
for good PlayStation games. Phone Tim
(o9) 448 6132. Perth only.

Primal Rage for PC CD ROM, mint
condition with box and Primal Rage
Joystick $50. Ring Matt on (043) 601 899

SNES (pal), 3 games, 2 pads, 1
joystick: $200. SNES Diskdrive (Jap),
inc. Over 200 games, $250 ono. Ph:
(042) 832 608, ask for Daniel.

Sega Mega Drive - 2 control pads, 14
games, including - Sonic 3, Bubsy and
Formula 1 challenge 1995’ excellent
condition, set price $400. Phone Robert
after 4:30 on (048) By4462.

SNES: gh rating games (above 90%)
priced between $20 - $45. Including, Secrat
of Mana, Metroid 3, Zelda 3; $45 each.
Parodius and Super Probotector $L0 each.
Interested? Ph: James on (054) 952 451

MD Game, Garfield. Super condition,
case, instructions and passwords $6¢ or
will swap for Super SF2. Ph: (0é7) 210
026, ask for Justin

Mega Drive with Astrix. Cood
condition. One 6 button pad, $100 ono.
Phone (o71) 255 016

SNES 1, games including, SFIl, Mario Kart,
Lemmings, Mario World and Pro Action
Replay. 2 controllers and deck, all for only
$200. Call (075) 55 339 043, ask for Chris.

SNES + 2 controllers $140, Sim City
with box and manual $35, DKC 2 with
box and manual $70, Mario Allstars
with manual $50. Phone: Jesse Dore on
(o69) 212 814. NSW only-please.

MD with z 68 control pads, n games,
including MKz, Sonic 2 (both with no
cases). Syndicate, EW], Urban / Jungle
Strick, NHL 'g5, Sonic 1, Quake Shot, F1,
Theme Park ard a free book of cheats
$300. Ring (02} 427 1374 ask for Ed.

SNES; z con'rol pads, s games inc:
MK3, Ki, Cesert Strike, TMNT
Tournament and Zelda 3. $250. Phone:
(063) 625 745, sk for Dave.

PlayStation yame Total NBA '96 $éo,
brand new, urwanted gift. Please call
Hugh AH on (02) 436 4o40.

SNES - 2 control pads for games - DKC,
Mortal Kombat 1, Super Mario Kart, Super
SF2. All with boxes and instructions.
Worth over $450, selling for $250, ask for
Dominique, on (03) 9795 Bo3g.

Super Nintends, with MK3, Killer Instinct,
Starwing, Stuntrace FX and Super Soccer,
plus 2z Control pads. Mint condition! $290
(085) 8u 717, ask for Daniel

Sega Game Gear with; Sonic, Shinobi,
Wonder boy 2, Mickey Mouse and Columns
plus AC adaptor,
(o02) 625 9203, after 3pm weekdays.

Sega Mega Drive 11 with 8 great games
including NBA Jam, Mega Bomberman
and Street Racer, 4 Player Adaptor, and 3
controls. Worth$700. Sell for $300. Phone
Luke on (09) 457 L450. WA only.

3D0 games, Sreet Fighter $40, Shadow
$35, Way of the Warrior $50 and a few
others, call Geoif on (02) 39 822 80

Mega Drive and Mega CD: 2 controls,
Sonic 2z (MD). Jurassic Park (MD),
Columns (MD), Alex kid Enchanted Castle
(MD), Mortal Kombat (MD), Toejam + Earl
(MD) Eternal Champions (MD), Road
Avenger (CD), _ethal Enforcers (plus 2
guns, CD) all cables and instructions.
$400 ono, call Brad on (03) 9743 3979

1BM games, Fade to Black $30, Duke
3D full version $35, Battle Drome $20,
MKz2 $20. Also wish to sell 155 computer
game magazines old and new, some in
bad condition - 23 demo CD's for %130,
or best offer. Ph: (03) 9419 5769.

Sega Mega Drive I, 2 controllers, 8
games inc: Fifa International Soccer,
Normy's Beach Babe-0-Rama, Street’s
of Rage etc. Thz lot for $3g0, (or swap
PlayStation, t-2 controllers, 1 or more
games + cables) Ph: (o7) 3376 6852, ask
for Hieu, after 4 30pm.

Need MORE WAR? Over 100 Warcraft 2
levels to satisfy your lust for Human or
Orc dominatior, Still in box. $25 ono
Phone Rony aftar school hours en (o2)
9958 1556. All offers will be considerad.

Mega Drive with 8 games, 6 button
controller. Also Mega CD with 2 games.
Games include: Jurassic park and
Wonder boy in Monster Land. Phone
Ben on (066) 875 347. Price $400 ono.

PlayStation (American). 2 control pads
+ 6 games: Doom, Tekken, Toshinden,
Destruction Derby, Twisted Metal, NBA in
the Zone. All boxed with instructions.
$600. Phone Derek on{os2) 756 7135.

PC CD ROM Games for sale, Strike
Commander, CD $35. Task Force 1942, 3
/2, $30. Mega Pack 4 , CD, $40. Aces of
the Pacific, 3 t/2: $30. Wing Commander
Academy , CD, f10. Ninja Turtles, s, 25,
$5. Apogees Best CD, $7:50. Ph: (o70) 301
301, Fax: (070) 341 301. Ask for Aaron.

Playstation game Jupiter Strike %45
ono. 3 weeks od unwanted gift. Call
(0z) 608 2309, ask for Jason.

1 boxes. $100. Ph:




We had stacks cf HYPERMART ads this issue and many ads could not be included.
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2a code). Send them to: HYPERMART, PO Box 634 Strawberry Hills, NSW 2012

OTTY.

words and LEGIBLE.

phone number tinc.

PC CD ROM/3.5”. Mechwarrior 2
Police Quest collectors ed, Nascar
Racing, $45 each. Starship $35. Wing
Commander Il Speeca §8. Contact Luis
in Brisbane on (o07) 3216 7403.

Sega Mega Drive 2 : :x6 button
controllers Mortal Kombat 2 in geod
condition, with 4 of the latest mags. For
only $120 and full throttle if wanted, all
for $150. Ph: 324 55772, ask for Brett.

PC CD ROM, Doom 2 $65, Doom
Companion CD $25, Suy Spy $50, Full
Throttle $50. Under a Killing Moon
Demo $20, § game ccllection (inc. Rise
of the Triad Sharewaie) $35, Rise of the
Triad (full) $60. cal (o03) 9758 7778,
after school hours. Ask for Ryan.

Mega Drive games, Lethal Enforcers
2, Lethal Enforcers gun and Psycho
Pinball $1io for the Iot, with separate.
Contact Adam on (094) 286 455. after
4:30pm weekdays.

MD games, Hai
Solider $15, Super Smask TV 15 Doubl
$20, or all for $60. Riny 398 88ko, ask for
Aaron Green after 3:30pm, Perth WA,

SNES with 2 controllers and 5 games:
Killer Instinct, MK3, Dcom, Secret of Mana
and F-Zero. All boxes, books and in
excellent condition. 350 ono. Will not
separate. Ph: Jeremy (059) 853 788.

Gameboy for sale, inc. 5 in 1 game,
instruction booklet case, also gameboy
case, warranty and all in good
condition, for $us. Call (os1) 826 230.

SNES with 2 controllers and 5 games,
inc. Killer Instinct, DKC and- Cannon
Fodder. All for $250. Ring Noel after
4pm on (09) 4ou 402 WA only.

MD RPG’s - Shining Forces 2 - $35,
Final Fantasy 3 - $35, Corporation - $15,
Landstalker - $35. Phone (066) 43 1272.
All boxed in very gocd condition.

Original Panasonic 300 with 1 of its
hottest games, inc. Need for Speed, Wing

i , Space Hulk, Po'ed & Road
ng is boxed and in pri
1sider any seri

Mega Drive + Ba n Il double, &
button controller with bag + & button pad +
10 games inc. MKz, Jungle Strike, Road Rash
1. $600 ono. Phone Leigh on (086) 427 754

Stimpy’s inventien $70. For Mega
Drive or will swap for MK2 or MK3. (og)
453 2041, ask for Jason. (After School
hours) Wa callers anly.

SNES with 3 contiol pads, Donkey
Kong Country, MKII, Earthworm Jim,
Punch-Out and Cleymates all with
instructions and in gocd condition.
$250. Ph: Sam on (02} 436 1705.

Mega Drive with & games, 2 control
pads and Mega CDz with 2 games. All
boxed with instructions.

MDz - good condition, 2 x 3 button
control pads, 17 games, inc. Micro
Machines, PGA 111 Sell $200, Call
Brendon (after school hours) on (o46)
265 627. Campbelltown NSW.

MK 3 $70. MK 2 $50, MK! $20, Primal Rage
$65, Mario Kart $10, NBA Live "g5 550, Virtual

: (079) 973 €36, ask forddam

a“ud z,

games: Sonic 1
Avenger. All gar
‘ordi\ on. The lot for $400 ono.

\'-‘EKCIn‘l, or on weekend, Ask for |

SNES %150 for & games, 3 joypads, games
inc. Mortal Kombat 3 $50, Yoshi's Island
$50, Super Mario Kart 335, Super Mario
World $25, Mario Allstars $15, Vegas Stakes
$15, Pro Action Replay 2 $30. MD $100 for 4
games, 3 joypads. 1 joystick, games inc.
Mortal Kombat 1, d 3 $50, Spiderman
$20, Pro Action Replay 2 30, Mega CD with
games $150. Or the LOT for $550, contact
(09) 446 9104 (after school hours).

Mega Drive 2: with 6 button pad, Chiki
Chiki EO\"Q Sonic 2, Fifa Soccer, Road n,
Wonderboy i }

onster World. All cables
in good condition (cheats too), $200, ask
for Sasha. Ph: (o45) 765 o40. (NSW).
Doom on SNES, with original box
and manual. A low price at §75, worth
$100. Phone Adam on (09) 9274 5989.
Gameboy with 4 games (Donkey Kong
Land, Mega Man, Agro Sores and T
Good cond 1l games h
instructions excluding Tetris, quick sale
$200 ono. Ph: (063) 771 626, ask for Daniel.
PC Joypad for sale. SNES style OC
Joypad, four colour coded buttons, turbo
function, excellent condition, price
i hone Peter on (0z2) 725 6829.
ler Instinct,
MKz, Primal Rage and more. A carry
case and power pack, all but 1 with
boxes, $145. Call Joshua (02) 670 4076.
SNES and 2 controllers (one & SN PRO
pad worth $70) with great games, DK3,
Starfox and Earthworm Jim, all boxed
with instructions and in mint condition
for $260 ono. For more details call (06)
696 3363, ask for David
Sega Mega Drive: with 6 button Master
Blaster, Lion King, 3D Pac / nd 7
other games plus a game adaptor $220,
ask for Sasha. Ph: (o45) 765 040. (NSW).
Cheats mainly for Mega Drive, Mega
CD, 32x. Saturn, SNES, Arcade,
PlayStation, 3DO and PC. For sale at
cheap prices. Ph: (03) 9729 4121
Mega €D 2 and Mega Drive 2 witl
CD games and 6 MD games inc. M
All boxed with instructions, Mega Key
2, carry case. All in good condition.
4400 ono. Ph: Brendon on (o42) 717 438.
Cheap SNES games, Mario Kart $30,
Allstars (no box) $50, Secret of Mana
$35, King Arthurs World $40, all
prices negotiable. (0g) 479 7870
Must live in Perth
20 magazines for $30. Worth well over
$100. Magazines include, Play, GameFan,
Game Master, Gamepro, Gamestar, Sega
pro and many more! Heaps of pictures
and reviews. Dhonn: (03) 9789 7403.

BC. Car.- beu

must be cheap or with I

be in WA, Ph: (09) 305 1064 ask for R
Wanted Prisoner of Ice IBM CD. >n

(08) 89 525 287. Ask for Lachlan.

> 3 > Located near the Station € € €

99 OLD TOWN PLAZA BANKSTOWN 2200

Every Hyper except issues 5, 8, 1 £ 12,
in mint condition (some competitions
cut out, no posters). Reasonable prices.
Ph: Brad on (086) 741 494. after ,pm
mon.-fri. Near or in Tweed Valley only.

32X (no MD) + Virtua Fighter,
CHAOTIX, Virtua Racing, the lot worth
$600, selling for $300. only 51/2 mths
old. Ph: (066) 421 088, after ,pm.

MK 3 for CD ROM for just $s0, with
box and book: Excellent condition. Call
Joshua on (02) 670 4076, after Lpm.

Super Nintendo with control pads
and 2 games (Killer Instinct & NHL
Hockey "¢6). SNES and NHL '96 boxed

with instructions. Good condition $200
ono. Ph: (oz2) 610 0157.

WANTED
All 4 parts to ULTIMA 7.

Somc comics, will pay $6 for each
mini issue, or 20 for all 3 and $i0 for
each sonic special or $25 for 2, will also
pay for postage and handling. Ring
(086) 52 3736, ask for Mark after spm.

Mega Drive Games: MK 2, Super SFz
Turbo, Sonic, Sonic 3, Sonic and
Knuckles and a 6 button controller.
Phone Matt on (09) 448 6132, P

P!ays:afvon Games = MX

Jrear‘{y, rem’!y, really want a v:c>1:>J of
Rugby World Cup 'g95 for PC-CD. I
could swap it for Cricket "96 or buy for
top $%%. Phone Nick on (02) 39 B2662.

3D0 version of Return Fire. Twisted
Metal and Rayman for PlayStation (czla.9
7710. All games must be in good con

Sega Mega Drive games. Theme Park

"e Strike for $35. Book and box not
car \"I"‘g"'f"_bt be in A1 condition

1: (048) 844 405 and ask for James.

Cheats for Slipstream sooo on BC
and the full version of MYST for PC.
Ring 570 8167 and ask for Glen between
3:30 and 8:00 on weeknights and any
time before 8:00 on weekends

Wanted desperately!! The Killer Cuts
CD. Ph: Steve on (087) 252 984 after
school hours. (SA only).

1 need Zelda 3 for SNES! Need for
Birthday present. Must have instructions.
will swap Super Metriod or Y

ing (o53)381 630, and ask

fer Central Highlands area).

| want Mortal Kombat 1. PLEASE

ring Mark on (o6s) 589 220. (PC Ibm,
CD or Hard Disk)

PlayStation games wanted! Must
be PAL version. Will pay $s0. Phone:
(03) 9789 7403,

SWAPS

Super Star Wars or Super Retum of the
jedi on Super Nintendo, will swap for
Another World or Super Street Fighter Il
on Super NES. Also willing to buy.
Replies: A. Carrol ¢/~ Post Office Burekup
WA 6227 (preferably WA residents)

I Will swap MK: for MK2, can be
unboxed without manual. MKi comes
with box and manual. HURRY!! Must
be in WA (0g) 305 1064 ask for Robin.

1wl swnp my Super NES ﬂt"‘ 1 control

for a Sony P.aya'.a--on PAL with 3t lez

ames. Ph: James on (03) 9743 2159.

PlayStation. 1 will swap Doom,
Destruction Derby, or Theme Park for
Wipeout, Jumping Flash, Disc World
or something else. Ring Gavin on
(03) 939 09927.

Gameboy, carry case + 2 games -
Batman and Mario + Yoshi. All in
excellent condition. $g90. Or swap for

tari Lynx Il with games, or one Saturn
game. Ph: (08) 281 5701, SA 5108

I will swap a SNES (6 months old)
with controller and Super Tennis for a
Megadrive 1/2 with ARL '96 or Rugby
World Cup ‘g5 or Shane Warne Cricket.
(02) 30 82662, ask for Nick.

PlayStation game Shockwave Assault
(Pal) for Jumping Flash or Warhawk
(others considered) or $70. Phone Sean
(o2) 875 2574. Sydney area only.

| Will swap my Sega Master System
game for ANY Gameboy game. That’s
right ANY!!! Call Naveed on (0z) 826 1991,

Mega Drive 2 with 16 games, 3 control
pads including Arcade Pro Joystick, lots
a Sega Saturn with one

r $650 ono. Ph: Adam
on (ooy) 286 455 after 4:30pm weekdays.

Playstation games: Wipeout, The
Need for Speed, Off World Interceptor
Extreme. (All Pal). For Doom, Po'ed,
Warhawk. But anything considered.
Ph: Martin (02) 528 6079.

I will give you any MK3 cheats for MD
and will swap for most games on SNES or
MD. Ring (o47) 738 877, ask for David.

NBA Live ‘o5 or 'g6 also NBA Jam, NBA jam
TE, Jam It, Barkley Shu and Jam. For

 these games: Street Fighter 2,
Kz. For SNES. Phone: (08) 262
7087, (must be in SA) ask for Chris Tscharke.

Will swap my Illusion of Time and
Stunt Race FX for either Theme Park or
Secret of Evermore. All for SNES. Ph:
(o51) 992 876, ask for Lucas.

1 will swap a Gameboy with MKz for
6 "good’ decks of Magic: Call Justin on
(09) 279 1317. Perth only.

! want a Super Gameboy in a box
and in good order with a manual. will
swap: Sega Master System with 6
games. Call (og) 402 6615, Ask for Max.

PlaysStation games to swap - Alien
Trilogy, Tekken, D, Battle Arena
Toshinden, UFO Enemy unknown, D
Derby, Twisted Metal. Call Frank on
(o74) 458 08w, after hrs or weekends.

Destruction Derby (PAL) to swap for
any other good PlayStation game. Must
be PAL version. Phone: (03) 9789 7403.

Swap Mega Drive with 2 controllers,
MK3, Primal Rage and 7 others for Sega
Saturn with or without games with
controllers if possible. Phone:(o52) 614 845,

k i on schooldays call after ypm.

of accessor]
game or will se

WE BUY AND SELL all computer games ¢ The largest range of used games « 800 TITLES

NINTENDO « SEGA ¢ IBM » 3DO « CD » GAME BOY * SONY PSX « SATURN

ACCESSORIES ¢ A BIG VARIETY OF RPG
CASH MONEY FOR YOUR GAMES, SEND YOUR USED CARTRIDGES. MAIL ORDER FROM ANYWHERE IN AUSTRALIA &

= 02793 7707 rax 02 793 7707 _.

Will swap Mega Drive 2 with 2
controllers (1x6,B) and 10 games with
Gameboy, light magnifier, battery charger
with & cartridges for PlayStations with Fifa
'gé or Tekken 2 or Ridge Racer Revolution
or Saturn with Daytona or Sega Relly Ph:
(o090) 216 827, WA only

Mortal Kombat 2 with codes,
Fatalities, Babalities and Friendships with
box and instruction manual for Super
Gameboy with -3 gameboy games. Or
Mortal Kombat 3 with codes box and
instruction book for Pro Action replay.
Call Clinton on (079) 827 481, Qld.

PEMNPALS

Hi, my name is Wade md I am 16 y/o.

I'm looking for a male/fe interested
n the computing area. Write to me at:
Wade Holes, 42 Hay 5t., Dubbo, NSW 2830.

Wanted!!! A cool penpal. If you are a
12-13 year old girl then write to me. You
have to like computers and cool stuff
like music parties and hot news on
games, write to me at 7 Occupation Rd.
Kyeemagh NSW or Ph: (02) 5561748

Hi, I'm Shanna, I'm n and | like playing
Mortal Kombat against my brother and
sister but my favourite game is

mmings. | have a PC CD ROM and |
enjoy playing it. If you would like to write
please write to 4 Cameron P!. Nambour
4560. Must be 11 or over, male or female

Hi, I'm Ben, I'm 12 years of age and am

looking for a penpal, male o nale 1 -1

ge. | own a Megadrive and am a
big fan of Dector \' ho, CJE’-T] Soccer and
computer games, |
to: 28 Mandalay Dr.ve Happy \«’e.J!e.». SA 5i59.

I'm a 14 year old boy. 1 like horror
movies and the X-Files I am looking for
a penpal, male or female, preferably
female aged between 14 and 16 who has
a SNES and likes violence and horror.
write to A. Chick so Brentwood Road
Wattle Crove WA. 6107,

1 am looking for a penpal M/F who
likes video games. Must be between g
and 15. S0 if that's you send to David,
unit 5 24-26 Boundary Rd. North
Epping NSW 2121,

Do you love video games? Great!
You're the person I'm looking for to
write to. If you're interested and aged
around 16, guy or girl, then drop me a
line at 15 Pollard Ct. Yangebup, WA 6164.

Hi, I'm Andrew and I'm 16 years ol
I'm looking for a penpal, male or
female aged 16 and over. If you like
Ren and Stimpy, Nintendo 64,
PlayStation and Mortal Kombat, then
send me a letter at, 2/82 Cordans Hill
Rd. Lindisfarne Hobart, Tasmania, 7015.

Hi! I'm a 19 year old female. I'm
seeking a penpal, male or female, aged
17 to z0. | love playing computer games,
especially RPG's and fantasy games. |
also like ice skating and reading Dragon
Lance novels. | prefer someone with a
SNES or PC ROM,
other life issues. 1 will reply to all letters.
Please write to: Rosemary McCoubrie, 10

to talk about games and

May Drive, Nollamara, WA 6061,

e,
¥

* FIGHTING « ADV « OLD & NEW




FREE CALL 1800 620 680 (MAIL ORDER ROOM) ENQUIRES (09) 274 7690

Australias
fastest growing

order servce

LAHGEST RANGE OF NEW & USED GAMES

“ONY PLAYSTATION .......
CONTROL PAD .

NEGCON CONTROLLER .
MEMORY CARD ..
UNK CABLE .
MOUSE

AIR COMBAT
ASSAULT RIGS
ALIEN TRILOGY .....

§389.00

$49.00
.. $89.95

BATTLE TOSHINDEN 2 ......

CRITICOM ..
EESTF[UCTION DERBY
CEFCOM 5 ......
COOM ..

FADE TO BLACK .
FIFA SOCCER 96
CUNSHIP 2000
HI-OCTANE
IMPACT RACING
IN THE ZONE

JOHNNY BAZOOKATONE
KRAZY IVAN .
LOADED ..

$95.00
$95.00
$87.00

ﬁ

SATURN BASE PACK ...
CONTROL PADS
VIRTUA STICK .
VEMORY CARD ..
ARCADE RACER ....

BAKU BAKU .
BUG .

BIG HURT BASEBALL ...
CLOCKWORK KNIGHT ..
DARIUS GAIDEN.....
EJRO 06 ...
GUARDIAN HEROES ..
GEX ..
GALLACTIC ATTACK..

GOLDEN AXE THE DUEL ...

HORDE
INTERNATI
HIDDEN SOULS
MYST .overresesrssasssssssssnssnes
NHL ALLSTARS HOCKEY ..
NEED FOR SPEED ..

OFF WORLD INTERCEPTO
PANZER DRAGOON ..

PANZER DRAGOON ZWEI..

RAYMAN ..
REVOLUTION X ..
SHINING WISDOM

§395.00
$49.00

. $95.00
RS$B9.00
. $69.00
£99.00

LONE SOLDIER .
LEMMINGS 3D .
MAGIC CARPET ...
MORTAL KOMBAT
NBA LIVE 96 ..
NOVASTORM ..
OFF WORLD INTERGEPTOR. 395 00
PGA TOUR 96 5.00
PHILOSOMA
PSYCHIC DETECTIVE
RIDGE RACER ............ .595.00
RIDGE RACER REV
ROAD RASH
RESIDENT EVIL
SHOCKWAVE
TRACK & FIELD
TOTAL NBA ...
TOTAL ECLIPSE
TWISTED METAL
VIEWPOINT
WORLD CUP GOLF
WORMS ..
W!F’EOUT

SEGA RALLY ..........cconminusnes
SHOCKWAVE ASSAULT ......
SHELLSHOCK.
SHINOBI X ..
ST. FIGHTER ALPHA
TRUE PINBALL . o
TOSHINDEN REMIX
TITAN WARS .....
THEME PARK ...
VIRTUA COP (W s
VIRTUA GOLF .............
VIRTUA HANGON ...
VIRTUA FIGHTER 2
VIRTUA RACING .....
WING ARMS ..
WIPEOUT .........
WORLD CUP GOLF
WORMS .......... 2
X-MEN

s

.u-. -' e

SUPER NES DECK .. MICRO MACHINES 2.
SUPER NES & DONKEY 2 ... $229.95 MECHWARRIOR 3050 ..
SUPER GAMEBOY MEGA MAN 7
CONTROL PAD NFL QUARTERBACK .
ACTION REPLAY 3 ........cccovnee NHL HOCKEY 96 .
POWER RANGER MOVIE
ROBOCOP vs TERM.....
SECRET OF EVERMORE.
SLAMMASTERS
SPACE ACE ..
SUPER MARIO
SUPER BOMBERMAN 3
SUPERSTAR SOCCER ..
STAR TREK FLEET ACAD
SPAWN
SYNDICATE ..
RETURN OF THE JEDI
THE LION KING .
THE FIREMAN
TURBO TOONS
§114.50 URBAN STIRKE
$95.00 WRESTLE MANIA .
$99.00 WORLD MASTERS GOLF
§99.00 VAMPIRES KISS
. $79.95 YOSHIS ISLAND ..

g‘g: gg ETOO MANY TO LIST CALLE

$109.00
§95.00

ADDAMS FAMILY VALUES ...
BARKELY SHUT UP & JAM ..
BLACKHAWK
BOOGERMAN

CUT THROAT ISLAND ..
DEMOLITION MAN .
DOOM ..
DONKEY KONG 2.
DRAGON ..
EARTHWORM JIk
FIFA 96
KILLER INSTINCT .
LION KING ..
LORD OF THE RINGS ..
'\’A K..

MORTAL KOMBAT 3 ..

5% OFF ALL TITLES

COMMAND & CONQUER .$985.00 THIS MONTH ONLY
CHRONICLES OF SWORD ......589.95 QUICK
DESCENT 2. .$95.00 | 2 W
EARTHSIEGE 2. .589.95 .

FUTURE SHOCK... .$95.00 3

HEXEN (HERETIC 2)
INDY CAR 2.......
LEMMINGS 3D ..
LORDS OF MIDNIGHT .
MORTAL KOMBAT 3.
MICRO MACHINES 2 ...
MAGIC CARPET 2
MORTAL COLL .......

-895.00 COLOUR GAMEBOYS 599 95
‘gg7.00| GAMES GALORE IN STOCK
.$69.00 | SUPER GAMEBOY ... 595.00
.895.00 E

LEB7.00 | e e &
$95.00 GAME GEAR

NBA LIVE 96 .
NBA JAM TE . 1$95.00

RING CYCLE . -§59.00 $179.00
SHOCKWAVE ... .$96.00 TITLES NOW ARRIVING
STAR TREK "HAR

STONEKEEP .. * GOLD-CARD *

SUPREME WARRIOR ..

BCSMN  CURCHASE ANYTHING OVER $50
TRACK ATTACK ..

.§95,00 AND RECIEVE YOUR

THE DIG...... .$92.00 GOLD CARD TODAY
TOP GUN.... .$94.00
= THAT ENTITLES YOUR TO 10% OF
WING COMMANDER 4 $115.00
X WING PACK ...............559.00 | i

Wﬁ PRICES SUBJECT TO CHANGE WITHOUT
NOTICE MANAGEMENT RESERVES THE
I 100s SECOND HAND i| RIGHT TO REFUSE ANY SALE OR TRADE

TRADE & POSTAL ORDERS

MAIL TO : FUNZ-R-GAMES
SHoP 2/186 GREAT EASTERN HWY MIDLAND wa 6056

FUNZ-R-GAMES PHONE: (09) 274 7690

YES! WE D0 TAKE ORDERS & TRADES FROM i
ANYWHERE IN AUSTRALASIA AND NEW ZEALAND s

Shop 2/186 Great Eastern HWY Midland WA 6056 (OPP BUNNINGS)
TRADE-IN QUOTES

Phone (09) 274 7690 for price

ALL MAJOR CREDIT CARDS ACCEPTED/LAYBY'S




for Play
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signed especially for
driving and flight
igames that utilise

analog input.

Perfect for : 2 Analog Foot Pedals
leed for Speed, "
i Octane,
lipeOut,
more!!!

Digital, 2 Position Stick

Tr— NS 8 Digital Action Buttons
Includes: 12 B |ncludes: ;
+ § Buttons < E + Turbo Fire

b . @ ud
« AutoTurbo Fire < __ + 8 Way Superswitch < _ _;92999
Slow Motion o - y _ * Slow Motmln =, g

—r

~\
\ " ™ \._,-’;-\"“-"I

ST-18
CONTROL PAD CONTROL PAD
SATURN ™ PLAYSTATION™

S.A. and W.A. :

New South Wales T. and V a
CHATSWOOD LIVERPOOL BELCONNEN FRANKSTON ASPLEY ADELAIDE
Westfield Shoppingtown Westfield Shoppingtown Westfield Shoppingtown Balmoral Shopping Cntr Pick ‘n’ Pay Hypermarket Rundle Mall
(02) 413 2970 (02) 824 0711 (06) 253 3355 (03) 9783 8695 (07) 862 8711 (08) 223 7580
HURSTVILLE PARRAMATTA CHADSTONE MELBOURNE CENTRAL INDOOROOPILLY TEA TREE GULLY
Westfield Shoppingtown Westfield Shoppingtown Chadstone Shopping Cntr Lonsdale Building Westfield Shoppingtown Tea Tree Plus Centre
(02)585 1588 (02) 893 8700 (03) 9569 8697 (03) 9663 8697 (07) 878 9571 (08) 396 4899 i
MOORE PARK KOTARA WANTIRNA MARIBYRNONG MOUNT GRAVATT PERTH
Moore Park SupaCenta Garden City Shopping Cntr Knox City Shopping Cntr Hightpoint Shopping Cnir Garden City Shopping Cntr ~ Hay Street Mall
(02) 313 8355 (049) 577 311 (03) 9887 2900 (03) 9318 3833 (07) 849 1500 (09) 481 7866
ERINA EAST PRESTON BROADBEACH
Erina Fair Northland Shopping Cntr Pacific Fair Shopping Cntr
(043) 65 1300 (03) 9470 5186 (07) 5572 8697

Saturn is a Registered Trademark of Sega Enterprises Ltd. Playstation is a Registered Trademark of Sony. -



