
Close Combat 
Microsoft comes cut to play 

Boy Games 

H BANDICOOT 
Sony’s Platfcrtnijtg Here 

Nintendo's ultimate flight sim 

Guardian Heroes 
Sega’s multiplayer fight fest 

i $4-95 
* NZ $5.95 

inc GST 

uj 
cq 



Warner Interactive Australia 

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. 

SPjStfKSf H PlayStation 

G 
WARNER INTERACTIVE 

AUSTRALIA 

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... 

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! 

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. 

JVC 
PlayStation 

JVC JVC 



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 unleash a 
powerful blow, the variations are 
infinite. 

PlayStation 
JVC 

WIN 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 machine/s:. 

Q: How many tracks can you master in International Moto X? . 

Name: 

Address:.. 

Phone:.Age:. 

O 
\AARNER INTERACTIVE 

AUSTRALIA 

GAMES HOTLINE 1900 957 665 
IT-M calls charged at 95c per minute. 

A higher rate applies 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 Warner Interactive Australia. A Time Warner Company. 
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news 

I Australian Made Game 
Hero Gets Set To Rock 

w*~\ Comic fand and regular HyPCR readers will 

already know Cyberdwine. the of 

Iddue One. He'd 

halt ccp 
:V ' cue the 

ffl 
r/ie 

up the tc 

the 

Si team 

I \ ,;; Jr s Australia Sew Development) hase been 

U - a nc 
il a ample 

l^B :H^^^^HBBB|B|^H platformer or a up then 
■t-N ^HHH|BHB||^^H ad the 
Bq a 

i V s N I ciciea out if \cure picturing the recent 

games 

g X ,. W ct xcur mind, became id 

ditlerent. There’s cuts 

full-motion video and sameplay - the action 

you dee id all controllable to dome degree. 

There are a number of excellent delling pcintd for thid game, but one of the 

biggedt would be the "MOOD" engine that SANDS have created. Thid allcwd you to influence 

Cyberdwine'd temperament throughout the ccurde of the game. If. for example, you're adked a 

quedtion you could reply politely or rudely depending on your "mood". It'd not exactly that dimple 

though and the talented team of programmer and dedignerd are dtill working through deveral 

release this year (they haven't even Veen able tc send 

us a machine sc they cbvicusly aren't thinking about 

marketing and promotion yet), but we take a look at 

Pilotwings 64 which is one ct the amazing titles that 

will be available at the system's launch. 

Sony have got a huge line up on the way, including 

such gems as Wipeout 2097, fi and 
Crash Bandicoot. We take a look at those in cur 

preview section, but Sega can't be discounted either 

as Fighting Vipers on SATURN is close to 

completion and the very surreal (lights should be 

here any minute now. €ven Aussie comic star. 

iddued. From what we've deen already though. Cyberdwine id looking very dpecial and becaude he'd an 

home made gaming dtar in a whole new dtyle of game we re going to be giving you a behind-the- 

deened look at the game'd creation in next iddue. Sc get prepared for that and get prepared for 

Cyberdwine - the Game, coming out on Saturn and PC before the end of the year (we hope). 

Cyberswine, is getting his own Saturn game. It Winners 

looks like we're going tc have a very busy tew months PlayStation Peumer Wheel * John Barths from Tasmania 

ahead ot us. packed with hot new Sames. Mmmmm, R*vin Rayman - Liam Wallbridge {Viz), James Moore (Vic). Stuart Jones (QLD). Kylie Williams (WA) 
Beat em Stoopid - Niwat Phoonasee (W.A.), Kurtis Poniewierka (NSW), Steve Albert (Vic), 

that’s just thani)a;M Martin Smith (QLD), Wayne Bridges (NSW) 
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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 AI 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 ist 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 Melbourne, 
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 0411155 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 It you want to prove your Quake deathmatching skills in public and 

people find configuring Kali confusing or difficult, and really get put off by theycu live in. or can get tc Sydney, then we've get the place tor you to 

whole act of registering, setting up, etc, etc.. be. It’s at the Well Connected Cate in the Sydney suburb ot Glebe (35 

Microplex, a company who have been involved in UNIX and TCP/IP communicationsG/ebe Point Rd) and they’re starting a big Deathmatch comp on the 

longer than almost any business in Australia, have announced MACE (Microplex6rh of September. The comp will be run on a heat/semi-tinal/tinal 

Advanced Carnes Experience), a service established that provides a user friendly waybasis and the exact amount ot rounds will be determined by the 

to get ;nto online gaming for PC owners. As far as access goes, users will purchasenumber ot entries. 

cards from retail outlets such as newsagents, computer distributors, etc, with twe What's the catch? Well you're going tc need some triends ter a start, sc 

twelve digit numbers which will grant the user access time when they key in their no Nigels need enter. It’s going tc be a team based comp with two teams 

numbers. Current rates are $40 for a ten hour card, with the potential to alter rates andefr teur going head-to-head ter the glory. Ot course, it you can ’t find tour 

time amounts in any combination in the future. The card system is a godsend ioxpecple check it cut anyway as there’s certain tc be a tew individuals lett 

parents whose children have run up enormous bills for excessive amounts of time over tor the helptul Well Connected staft to rope into a group. All teams 

online, by use of credit card, etc. must be submitted by the 1st of September and there’s an entry tee ot $10 

The cards will come with an up to date collection of demo software, and sharewareper person, with your rounds being pre-scheduled sc you'll know when 

games so users can see what multiplayer games are out there. A starting kit includesycu’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 softwares own room with 4 Ninja PCs tc go tanking on. 

required to get things running, without any internet experience necessary, all for The HyPCR crew 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 a even get into the action to uphold cur legendary reputation (haha). As 

V34/33.6Kbps Simplemodem for $429. The MAGE package also allows standards prizes, well there’s HyPCR subscriptions up ter grabs as well as other 

Interne: access, and relevant software applications are on the starter CD. The MAGE groovy game related prizes. The main aim though is tc prove your Quake 

system can be played from all major cities in Australia, and a couple of regionalproiveaa tc the world. 

areas. For extra information email Microplex at info pmx.com.au, or check out the Tc getycurselt into it or ter more details call Jason at the Well Connected Cate 

web site at http://www.mpx.com.au/ on (02) 9566 2655. fa* (02) 9566 2467 ore-mail catea>wellccnnectecLccm.au 



TOOK 

COfYim-RNDO 

AcliViaoM 

Virtual Auto Combat...Rea! 7Q's 

AcWisioM 

AcIiVisioN 

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 titles are available on PC CD-ROM. Muppet Treasure Island is available on Windows® 95 and Windows® 5.1, Time Commando is available on Windows® 95 and MS-DOS, 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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Klingon: Learn or Die! 

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 wad like on the other side of the The basic rundown on the comp is this: Sony have a somewhat 

view-icreen from the guys in the tunny looking pyjamad? Picard and hid cronied have that really significant interest in the future, and thry are channeling their 
clean, almodi boring looking bridge, backed up by. well, the really clean, almodt boring doundincinterest through the generations of today, by encouraging 
Federation. The Klingond on the other hand... alt that dirt and rudt combined with dtardhipd f/iaiyoung people, from 5-25 years of age, to use their imagination 
look like they can really kick dome freckle. Ahh. the Klingond... head-butting guyd who hold honourto create the entertainment systems of the future. 
above everything, and who think a good dtoudh with the Romulan military id the bedt thing dince Sony have won mass popularity in the past throughout 
dliced denebian dlime devil'. Curioud. aren't you? Funnily enough I wouldn't blame you it you re creations such as the Sony Walkman, the Sony Handycam and 

one of the latest, the Sony Playstation, and now they want you 
to attempt to expand their horizons with your ideas. There was a 

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, 

not. but it you really want to find out. the Klingon Holographic Simulation id tor you. 

Thid id the third CD ROM that Simon & Schudter Interactive have releaded in their Star Trek range, 

the previcud two being the Interactive Technical Manual and the Omnipedia. Star Trek Klingon soeasimilar competition held a couple of years ago, with the winner, 
a dtep turther and tumd your machine into a holcdeck running a dimulation dedigned to teach you Benjamin Ting, designing a portable fold-up television. 
how to be a good Klingon warrior, your hodt and mentor in the dimulation id the leader ot the 

Klingon High Council. Gowrcn (a character trom both TNG and DS9). Once the dimulation dtartdyou 

bind yourdelfi in the role of Pok. a young, doon to be orphaned Klingon. who hadn't even become a 

warrior yet. The game, ad duch. id a quedt fior vengeance, in dearch of your f atherd' killer. 

The dimulation condidtd of long pieced of video, which are directed by Jonathan Fraked (Riker on’Brainstorm’ caps, and collect-a-stickers, 
TNG). All the detd are real, the make-up and codtumed are firaf rate, and many of the extrad have For more information please call- 
appecred on Trek prcgramd in the padt. In other wcrdd. the production valued are what you Entry Form Request Hotline: 1800 803 470 

woula expect brom a million-dollar-plud-an-epidode televidion program. In between long periodd Entry Form Request Faxline: 1800 804 471 

watching Klingon opera and beating up on your dhip-mated. you get a chance to make a choice Entries close September 30,1996. 
in how the plot unboldd. In reality though your choice doedn 't actually alter the game at all. It 

you ere right, the dimulation continued: ib you are wrong, the dimulation dtcpd and Gowron getd 

mad at you. lb you continually dcrew up. he detd upon you with a pain dtick. Thid deed dlow 

down gameplay condiderably. but remember, thid id not a game, but a learning tool. It id 

dedigned to teach you not only the Klingon culture, but aldo their language and hidtory. 

Included in the 3 CD package id The Klingon Language Lab. a didc that derved purely ad a way tc 

teach you the lingo, and a bine didc it id: a bull phonetic alphabet, gamed to tedt your 

underdtanding ob Klingon. and of courde the language itdelb. divided into eight dectiond including 

Commandd. Food. Weapond and more. Helping you underdtand the gruntd & dtubb are Gowron and 

Marc Dkrand. the linguidt redpondible for creating Klingon ad we underdtand it today. 

Ob courde. due to the nature ob thid game/dimulation. it really idn't ber everyone. In fact. 

doubt it would have very broad appeal even to modt Star Trek band, but for the die-hardd who 

want to know how tc indult their briendd in Klingon. or thede band who mudt know everything 

about Trek, thid id a mudt. On a technical level, the game id very pretty to look at. with a great 

dounctrack. but it really will dtretch the capabilitied obyour machine. The box dtated that it will 

run on 8 meg ob RAM on a 2x dpeed CD drive, but that'd only ib you don't mind watching the 

video at about 10 framed a minute in partd. Aldo. the game taked a tremendoud amount ob dpace 

- get ready to dump everything you don 't abdolutely need ebb your hard drive, and then dome. 

Being the die-hard and know-all Trekkie that I am. I really liked the Klingon Interactive Adventure. 

On the game dide ob thingd. it'd not do great, but ad a reference work, it'd really quite comprehendive, 

covering many facefa ob the culture not revealed on televidion. And. after a while, you do actually 

pick up the language, but heaven help your briendd and bumiture ibyou dtart picking up the habitd. 

QuaplaH 

Sprint-Mania!! 
Sprint Sobtware are releading a whole new range ob Shareware 

didCd boryour PC CD ROM. Thid range will include a Dedk Top 

Publidhing didc. a mudt for art orientated PC-erd and Super Oz 

Shareware Volume 4. a general interedt CD. covering Gamed & 

entertainment. Budinedd & SOHO. Sound. Mudic and MIDI, 

education. Graphicd. hundredd ob utilitied and more! Other 

didCd include Internet. BBS & Comunicationd Compilation, a 

helpbul hand for during the net. web browding etc: Windowd 

Programming Collection, the modt comprehendive collection ob 

Windowd programming tocld available: Sound. Mudic & Midi 

Clloection 2. including mudic compcdition prcgramd ranging 

brom CDOS baded tracker dtyle dobtware through to Windowd 

and Windowd 95 MIDI dequenced and Clipart Volume 2. which 

id bull to the brimd with high quality colour imaged. 

New ready tc run titled including Speed Freakd. houding 

popular gaming titled duch ad The Need For Speed. Manic 

Kartd. Lamborghini- The USA Challenge. & many more, and ladt 

but not leadt. the Spcrtz Crazy didc. the modem dportd banatic 

will go ape over thid. with titled including FIFA 96. John 

Madden Football. Actua Soccer, and more. 

Sprint Software retails for $19.95. 



★ IBM C ★MACINTOSH ★SEGA ★NINTEN 
★ 

CLEANING KIT. 29.95 AUSTRALIAN RUGBY LEAGUE 99.95 
TITLES CUT THROAT ISLAND. 99.95 
90 MINUTES_ 109.95 EARTHWORM JIM 2. 119.55 
AMERICAN GLADIATORS. 69.95 FINAL FANTASY IV (RPG).99.95 

BOOGERMAN. 109.95 GARFIELD...99.95 
BRAINLORDiRPG) . 99.95 JOHN MADDEN '95.  49.95 
CANNON FODDER ..„. 79.95 JOHN MADDEN '96 . 99 95 
CUT THROAT ISLAND__ 109.95 JUSTICE LEAGUE. 109 95 
DEMOLITION MAN.99 95 MEGA MAN 3 
DiDOY KONG QUEST. 99.95 MICRO MACHINES 9€.99.95 
DONKEY KONG COUNTRY. 99.95 NBA UVE 96.-  99.95 
DOOM .114.95 NEWMAN HAAS INDY CAR .79.95 
DRAGON VIEW (RPG).. 99.95 NHL HOCKEY 96...«... 99.95 
EARTH WORM JIM 2.119.95 PGA GOLF 3.79.95 
GEMF RE(RPG). 99.95 REVOLUTION X. 109.95 
JUNGLE STRIKE . 99.95 SHANE WARNES CRICKET.99.95 
JUSTICE LEAGUE TASKFORCE 109.95 SOLEILI RPG). 69.95 
KILLER INSTINCT. 99 95 SONIC.-.. 19.95 
KIRBYS DREAM COURSE. 69.95 SONIC 3. 69.95 
MECHWARRICR 3050 . 99.95 SONIC COMPILATION.69.95 
MEGAMAN X 2.   59.95 SONIC 4 KNUCKLES.69.95 
MICRO MACHINES 2. 109.95 SPOT GOES TO HOLLYWOOD .. 99.95 
NBA GIVE & GO. 109.95 SYNDICATE._.89.95 
N3A JAM T E. 119 95 THEME PARK__99.95 

★ Hundreds more titles available on 

all formats ★ Best prices ★ We trade & sell used 

Sega. Nintendo. Sony Playstation, 3DO & 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. 

CRASH BANDICOOT..TBA 

FREE 
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.) 

NHL HOCKEY 96.-__99.95 
NIGEL MANSELL. 49.95 
PGA GOLF 96 . 109.95 

REAL MONSTERS...95.95 
REVOLUTION X. 109.95 

ROBOTREK(RPG).95.95 
SECRET OF EVERMC=E RPG 79.95 
SPAWN .  109.95 
SIM CITY.49.95 
SUPER BOMBERMAN 3.99.95 
SUPER INT. CRICKET......... 99.95 

SUPER MARIO ALLSTARS.79.95 
SUPER MARIO WORLD.. 49.95 
SUPER TENNIS.39.95 
THEME PARK. 119.95 
URBAN STRIKE..... 99.95 
WORLD MASTERS GOLF.99.55 
WORMS __  109.95 

YOSHIS ISLAND_99.95 

TOY STORY_ 
WATERWORLD 

. 99.95 
109.95 

ROAD RASH. 
ROBOTICA. 

. 99.95 

. 89.95 

WORMS.. . 99 95 SEGA RALLY___ . 99.95 

WWF RAW 89.95 SHELL SHOCK.... . 99.95 

Call for any title not listed. SHINING WISDOM . 
SHINOBIX 

99.95 
99 95 mum Jr SHOCKWAVE ASSAULT. 

SIMCITY 2000 . 
. 99.95 

. 99.95 

CD PI US ADAPTER 99 95 SLAM N JAM 96 99.95 

BATMAN 4 ROBIN 89 95 SOLAR ECLIPSE 99.95 

BLOODSHOT . ' 99*95 STARFIGHTER 3000 . 99.95 

FATAL FURY SPECIAL . . 89.95 
HQ QC 

STREETF1GHTER ALPHA. . 99.95 

LETHAL ENFORCERS 2_ 
MlTKPYMAMIA 

STRIKER 96. . 99.95 

. 89.95 

. 89.95 
. 8S.95 
. 99.95 
. 99.95 

THE HORDE . ... . 99.95 nlViNCTWVHA ..... 
midnight RAippRS THEME PARK. . 99.95 

NFL GREATEST TEAM . 
nnp ftl OPAI PflMFl \CT 

THUNDERHAWK 2.. 

TITAN WARS . 
. 99.95 

99.95 nUr OLUOAL LUTrUv 1 .. 
STARBLADE . 

Cal for any title not listed. 

TOSHINDEN REMIX .. 
TRIPLE PLAY BASEBALL 95 . 
TRUE PINBALL 

99.95 
. 99.95 

99 95 — 1 ULTMATE MK3 ... .. . TBA 
VELORA VALLEY GOLF_ . 99.95 

SEGA SATURN 399.95 VICTORY BOXING 

BOOL 
ABUSE . 59.95 
ATMOSFEAR.79.95 
BAD MOJO.79.95 
BIG HURT.99.95 
CIVILIZATION 2.99.95 
CRICKET 56.  99.95 
CRUSADER NO REGRET_89.95 
CYBERIA 2_99.95 

CYBERMAGE DARKUGHT.89.95 
DESCENT 2....99.95 
DEFCON 5.49.95 

DINOTOPIA.. 99.95 
DUKE NUKEM 3D_79.95 
DUNGEON KEEPER .. 99.95 
FIRE FIGHT_79.95 
GENE WARS..  99.95 
HERETIC:SERPENT RIDERS.99.95 
HEXENrDARK CITADEL.59.95 
MW 2-MERCENARIES__TBA 
NEED FOR SPEED SP. ED..49.95 

PGA TOUR 96 .. 99 95 
PRIVATEER _    29.95 
ROAD RASH.99.95 

SETTLERS II.  99.95 
SHOCKWAVE ASSAULT.89.95 
SPACEHULK : VENGENCE.89.95 
SYNDICATE WARS ..99.95 
TERRANOVA...99.95 
WARCRAFT 2. 89.95 

WING COMMANDER 3.49.95 
JOYSTICKS & ACCESSORIES 

JOYSTICKS FROM.29.95 
SOUND CAROS & CD ROMS 
ULTRASOUND ACE. 199.95 

SUPER NES DECK_149.95 

SUPER NES 4 DOHK£r kong 2 .... 199.95 
SUPER NES 4 YOSHI S IS. 229.95 
ACCESSORIES 
AV CA3LE.  29.95 
CONTROL PADS FROM..29.95 
PRO ACTION REPLAY MK3. 99.95 
SUPER GAME BOY.99.95 

COLOUR GAME BOY 

including case & batteries 
PRO ACTION REPLAY 

ALADDIN.59.95 
ASTEROIDS MISSILE COMMAND 39.95 
CENTIPiDEMILLIPEDE. 39.95 

DEFENDER JOUST. 39 95 
DONKEY KONG LAND .. 59.95 
DRAGONHEART .$9.95 

FIFA SOCCER 96. 69 95 
IRONMAN X/O.„.69.95 
ITCHY 4 SCRATCHY. 69.95 

JUNGLE STRIKE .59.95 
KILLER INSTINCT.59.95 

LION KING .59.95 
MICRO MACHINES 2__69.95 
MORTAL KOMBAT 3.59.95 
PRIMAL RAGE.69.95 
SPACE INVADERS.39.95 
STREETFIGHTER 2..59.95 

SUPER MARIO LAND 2.  59 95 
VEGAS STAKES...59-95 

WARIOS LAND.59.95 

WORMS_69.95 

ZELDA LINKS AWAKEN NGS .... 44.95 

Call for any title not listed. 

SEGA GAME GEAR_179.95 

LARGE RANGE OF NEW 4 USED GAMES 
BIG HURT. 69 95 

CUT THROAT ISLAND..69 95 
MORTAL KOMBAT 3 .. 

MEGADRIVE & CONTROL PAD 159.95 

■EMMU ft MINE PACK — 188.86 
6 BUTTON CONTROL PAD. 29 95 
PRO ACTION REPLAY MK2 . 99.95 
ADAPTOR (US CONVERTOR).... 29.95 
CLEANING KIT .29.95 
TITLES 
ANDRETTI RACING_49.95 

indudes Demo CD 
RACING CONTROLLER WHEEL 159.95 
MEMORY CARD.99.95 
AV CABLE.49.95 

CONTROL PAD..49.95 
CONTROL EXTENSION CABLE . 29.95 
6 PLAYER ADAPTER.89.95 
PRO ACTION REPLAY. 139.95 

VIRTU A STICK.89.95 
BIG HURT.99.95 
BLAST CHAMBER_.... 99.95 

BUG..    99.95 
BUMP IN THE NIGHT.99.95 

BMG BASKETBALL . 99.95 
CLOCKWORK KNIGHT 2 .99.95 
CRIME WAVE —.99.95 
CYBER SPEEDWAY.89.95 
CYBERIA_99.95 

D. 99.95 
DARIUS GAIDEN .99.95 
DAYTONA USA .  99.95 
DEADLY SKIES .99.95 
DESTRUCTION DERBY..99.95 

DIGITAL PINBALL .99.95 
DISC WORLD..  99.95 
EURO 96 - 99.95 
EXTREME PINBALL . 99.95 
FIFA SOCCER 96.  99.95 
FORMULA 1 _89.95 

GALAT1C ATTACK 99 r: 
GALAXY FIGHT_99.95 

GEX.... 99 95 
GOLDEN AXE DUEL .  89.95 
GUARDIAN HEROES.89.95 
GUN GRIFFON .TBA 
HPOCTANE. rr rl 
IMPACT RACING.—. 99 95 unwr ..... 
JOHNNY BAZOOKATONE . 99.95 ARMS 
LEMMINGS 3D .99.95 
MACHINE HEAD.99.95 
MAGIC CARPET_99.95 

MANSION OF HIDDEN SOULS .. 89.95 
MORTAL KOMBAT 2 .  99.95 
MYST.89.95 
MYSTARiA: REALM OF LORE ... 85.95 

99.95 
VIEWPOINT .. 99.95 
VIRTUA COP 1NCL VIRTUA GUN 149.95 
VIRTUAL GOLF. 99.95 
VIRTUA HANG-ON . 99.95 
VIRTUAL HYDUDE 
VIRTUA FIGHTER 2_ 99.95 
VIRTUAL RACING. 99.95 
WATERWORLD.99.95 

WORMS . 
WRESTLEMANIA 

X-35 

WING COMMANDER 3. 
WIPEOUT 

WORLD CUP GOLF_99.95 
_99.95 

. 99.95 

_99.95 
X-MEN CHILDREN OF ATOM ..... 99.95 

NBA ACTION.. — 99.95 
NEED FOR SPEED_99.95 
NBA JAM T.E.. 99 95 
NHL HOCKEY. 89.95 
OFF WORLD EXTREME. 99.95 
PANZER DRAGOON 2.99.95 
PARODIUS. 99.95 
PEBBLE BEACH GOLF.89.95 

PGA TOUR INVITATIONAL 96 .... 99.95 
PRIMAL RAGE.99.95 
PROWLER.  99.95 
QUARTERBACK CLUB 96... . 99.95 
RAYMAN.99.95 
RETURN FIRE.99.95 
REVOLUTION X.109.55 
RISE 2_ 99.95 

METAL HEAD.. 
NBA TOURNAMENT. 

SLAM CITY (CD). 

SUPER MOTORCROSS. 
SUPREME WARRIOR. 
VIRTUA FIGHTER... 
WWF RAW. 

99.95 
89.95 
99.95 
99.95 
89.95 
99.95 
99.95 
99 95 

D... .99.95 
DARK STALKERS. 
DESTRUCTION DERBY_ .99.95 
DEFCON 5. ... 89.95 
DISC WORLD. .... 89.95 
DOOM .. ... 99.95 
ENTOMORPH.. .. 109.95 
ESTATICA. .... 99.95 

EXTREME PINBALL. .... 99.95 
FADE TO BLACK .... . .... 99.95 
FIFA SOCCER 96. .... 99.95 
FORMULA 1 (FI) .... 99.95 
GALAXIAN 3.. .... 99.95 
GEX. .99.95 
GUNSHIP 2000 . .99.95 

HI-OCTANE . .... 99.95 
JOHNNY BAZOOKATONE. .... 99.95 
JOHN MADDEN '96. .... 99.95 
JUMPING FLASH. .89.95 
JUMPING FLASH 2. .... 89.95 

JUPITER STRIKE . .. 109.95 
KlLEAK THE BLOOO. .. 89 95 
KRAZY IVAN . 89.95 
LOME SOLO Efl .... 99 95 
MAGIC CARPET ... 99.95 
METAL JACKET.. . 99.95 
MORTAL KOMBAT 3. 99.95 
MOTCRTOON 2. ...... TBA 

MUSEUM PIECE 1_ .99.95 

MYST. .... 89.95 

NEED FOR SPEED . . 99.95 
NBA UVE 96. . 99.95 
NBA TOURNAMENT EDITION .. 109.95 
NFL GAME DAY. . 99.95 
NHL FACE OFF. ... 99.95 

OFF WORLD EXTREME ..... ... 99.95 
OLYMPIC SOCCER.. .... 99.95 
PANZER GENERAL. ... 109.95 
PENNY RACER.... .... TBA 

PETE SAMPRAS EXTREME ... .99.95 
PGA TOUR -96. .... 99.95 
PHILOSOMA.. .... 99.95 
POED. .99.95 
POOL CHAMPION. .. *09.95 
POWER SERVE TEIWIS .... 99.95 
PRIME GOAL. .... 99.95 

PROWLER.-.. .... 89.95 
PSYCHIC DETECTIVE . .... 99.95 
QUARTERBACK CLUB '96. .99.95 
RAGING SKIES_ — 99.95 
RAIDEN PROJECT .. .... 99.95 
RAPID RELOAD. . 89 95 
RAVEN PROJECT. ... *09.95 
RESIDENT EVIL . .. . ... 99 95 
RETURN RRE. .... 99.95 
RETURN TO ZORK. . . .. 99.95 
REVOLUTION X... . 109 95 
RIDGE RACER REVOLUTION .... 99 95 

RIDGE RACER. .99.95 
ROAD RASH. .99.95 
SENTIENT... .TBA 

SHELL SHOCK. ... 99.95 
SHOCKWAVE ASSAULT.. .99.95 
SLAYER . ... 109.95 
SMASH TENNIS.. .TBA 

SPACE HULK_ .99.95 
STARBLADE ALPHA . ... 89.95 
STARFIGHTER 3000 .. . 99.95 
STREETFIGHTER THE MOVIE ... 99.95 
STREETFIGHTER ALPHA. .... 99.95 
STRIKER SOCCER. .99.95 
SYNDICATE WARS. .99.95 
TEKKEN..... .... 99.95 
TEKKEN2. .99.95 

THEME PARK . . . 99.95 

THUNDERHAWK 2_ .99.95 
TRANSPORT TYCOON. . TBA 

TRUE PINBALL. .99.95 
TOP GUN. . TBA 
TOSHINDEN .. .... 99.95 
TOTAL NBA. .... 99.95 
TOTAL ECUPSE TURBO. .... 79.95 
TRUE PINBALL. .... 99.95 
TWISTED METAL. .... 99.95 

VIEWPOINT ENHANCED_ .... 99.95 
VIRTUA GOLF . ... 99 95 

OFFWORLD INTERCEPTOR. 99.95 
PERFECT GENEFAL. 109.95 
PGA TOUR INVITATIONAL 96 ... 99.95 
PSYCHIC DETECTIVE.99.95 
ROAD RASH... 99.95 
SLAM N JAM.99.95 
SHOCK WAVE JUMPGATE. 59 95 

SHOCKWAVE 2 ..99.55 
SPACE HULK...99.95 
STRAHL .99.95 

THEME PARK. 99 95 
TRIPD {TETRIS).99.95 
WHO SHOT JOHNNY ROCK. 69 95 
WOLFENSTEIN.  99.95 

ALSO BARGAIN 2nd HAND GAMES 

51 

109.95 
99 5: 

_99.95 

= 9 95 
99 96 

SONY PLAYSTATION... 399.00 

SONY CONTROLLER.. 49 95 
NECON CONTROLLER.89.95 
SPECIALISED JOYSTICK.99.95 

ASCII CONTROL PAD.69.95 
CONTROL EXTENSION CABLE . 29.95 

STEERING WHEEL W/PEDALS 199.95 

MOUSE . .49.95 
MEMORY CARD.. 39.95 
MULTITAP. .89.95 
PRO ACTION REPLAY __ _139.95 

3D LEMMINGS...- ..89.95 
ACTUA GOLF. . 9995 
ACTUA SOCCER.. .99.95 
ADIDAS POWER SOCCER . . 99.95 
A.I. EVOLUTION. .99.95 
AIR COMBAT__ 89.95 
ALIEN TRILOGY .99.95 
AQUANAUT S HOLIDAY..99.95 
ASSAULT RIGS .  99.95 
A TRAIN .  99.95 
BATTLE ARENA TOSHINDEN 2 99.95 
BLAM MACHINE HEAD. 99.95 
BIG HURT_ 99.95 

BROKEN SWORD.99.95 
CARNAGE HEART...99.95 
CHEESY_99.95 
CHRONICLES OF SWORD_99.95 

_I 
Urn ted quantities. No rainchecks or laybys. 

Detvery charge applies. No further dsccuni 
IBM 
MA3IC CARPET PLUS.. 39.95 
NOCTROPOLIS..29.95 
PGA TOUR 486 . 39.95 
MEGADRIVE 
NHL 95 HOCKEY__49.95 

PRIMAL RAGE ;P££BJiS£&4i.:*.= 49.95 
3DO 
STARBLADE_69.95 

. DATE 
WING COMMANDER 3.69.95 

MAIL OltDMIS 
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 fo' 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, you' 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 despatched same day. 
3. Payment by cheque/money order must include name, 

phone, address, order. (Allow 7 days for cheque clearance) 
DELIVERY CHARGES 
Under $50 ($5) $50 to $100 ($2.50) Over $100 (free) 

Delivery usually 2 days by courie' or registered mail. 
HARDWARE: Standard delivery charge will apply). 
OVERSEAS AIRMAIL DELIVERY: APPROX-SIO.OO 
POSTAL MAIL ORDER ADDRESS 
94A Roe Street. NORTHBRIDGE WA 6003 
SOFTWARE TRADE-IN QUOTES & QUERIES 
1. Call (09) 227 9991 Fax Orders: (09) 227 1114 

Some :tem$ may not be available or be ott of slock at date of printing. No 
rainchecks on sale 'terns. All software, new £ used cames a 30 day warranty. 
Dealer enquires we'coroe.We reserve the ngrt to refuse any sate or trade. Pnces 
subject to change without notice. Some rtems nay not be available at some stores 

WARHAMMER 
WARHAWK__ 
WING COMMANDER 3 
WIPEOUT.. 

WORLD CUP GOLF 
WORMS.99.95 
WRESTLEMANIA ARCADE. 109.55 

X-35. 99.95 
X-MEN CHILDREN OF ATOM ... 109.95 

ZERO DIVIDE.109.95 

1 MU 1 
3DO includes GEX 

THE FUTURE IS HERE 

GAME GUN (MK 2).-.99.95 
JOYSTICK . 159.95 

20%OFF ALL 3DO TITLES USTED 

INCLUDING SECOND HAND 

ACTION PACK_99.95 

(Stow/Socc* Urn 
BATTLE SPORT.109.95 
BC RACERS.99.95 
BLADEFORCE .79.95 
BRAINDEAD13. 109.95 
BUST-A-MOVE.1.. 99.95 
D - 2 CD SET..119.95 
DAEDALIUS ENCOUNTER. 119.95 
DEATHKEEP.99.95 
DEFCON 5.  109.95 
DRAGON LORE.99.95 
DRUG WARS.109.95 

FLYING NIGHTMARES_109.95 
KILLING TIME...114.95 
wppn pnn sppph 99 95 

y.oaW Iwe Qjji Qhorn 
CANNINGTON 

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

MYAREE 
U6. Marshall Road. MYAREE 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 

£ * NOIlVlSAVld 
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news 

TOPt PHASE 9 

ODYSSEY FOR SATURN 

ABOVE: PHASE 9 

CYCLONE FOR 

PLAYSTATION. 

BELOW: MAD CATZ 

ANALOG STEERING 

WHEEL AND PEDALS 

FOR PLAYSTATION. 

odyssey: 

For dome reason, the deciding factor between most 

Saturn controllers tends to be the buttons, some 

just fael better than others to use. Several 

Saturn controllers seem to have buttons 

that don’t give that definite peel op being 

depressed. The Odyssey has superb 

buttons, each one having its own 

turbo /auto- fire switch, even the two 

pront buttons have a great fael to 

them. Being slightly wider, and 

slightly thinner than the standard 

Saturn controller, it pits in the 

hands a little better than what 

you're probably used to. Retailing at 

$39.95. this is the Hyper crew's 

favourite Saturn controller thus far. 

MAD CATZ: 

Now (ft you're a racing enthusiast, 

you may well have gone out and 

bought a Negcon controller... ip you're a 

racing FANATIC, then maybe you have 

your eye on one op these babies. The Mad 

Catz steering wheel is really the complete 

racer's PlayStation peripheral dream come 

true. It comes complete with a pcctpedal 

attachment with a brake and 

accelerator, and even has a little 

gearstick attached to the main body op 

the wheel, which allows you to simply 

tap up and down to go through your 

gears. On the up side, the wheel peels 

great, and comes with D-pad and 

complete range op buttons on the wheel. 

The only downer with the Mad Catz is that 

you really need to secure both the wheel 

unit and the poet pedals so they don’t move 

about whilst you’re playing. It's well worth the epport to 

immobilise the Mad Catz. as it's one op the best ways to play 

a racing game on the PlayStation. The Mad Catz control set is 

retailing at S/69.95, which may be steep por most, but should 

prove to be worth it por the hard core racers out there. 

Peripheral Power 
There seems to be a pattern in game controllers when a new 

system comes out. The company that developed the system makes a 
pretty good controller, then a dozen bodgey back yard companies 

make crap controllers for the same system... and then one 
company gets it right. That company that gets it right 

seems to be Phase 9, because we’ve been road 
testing two of their control pads, the Cyclone for 

PlayStation, and the Odyssey for Saturn., and 
they’re both a marked improvement on the 
other controllers we’ve used for both 

systems. We’ve also hopped into the 
drivers seat and given the Mad Catz 

steering wheel controller a burl. 

cyclone: 

There's one particular peature that makes the 

majority op PlayStation controllers a bit annoying, 

and that's the way most op the direction pads are 

comprised oft pour distinct buttons, which make it harder to hit the 

diagonal directions. The Cyclone not only overcomes this problem 

with the circular pad. but also proves to be a great deal sturdier 

and chunkier than your average PSX controller. There's also a 

turbo button which you can use to assign other buttons as rapid 

pire buttons, and a slow switch located underneath. The Cyclone 

retails at $39.95 and is depinitely a worthwhile investment por any 

PlayStation owners that want a controller that handles diagonal 

movements more eppectively. 

overflow 
After recently laying off half its staff and closing 

its arcade game section, American Laser Games 

has announced plans to concentrate on almost 

exclusively creating games for girls. The next titles 

for release from ALG are Vampire Diaries and the 

Nancy Drew series. Wonder if there’s any Mills 

and Boon titles in the woodwork... 

The 3DO Company has announced that it has received 
the remaining $40 million from Matsushita for license 
of its 64-bit M2 technology. 3DO has now received the 
full $100 million up front license fee from Matsushita. 
The $40 million fee was received on completion of the 
M2 core technology. "Today’s announcement validates 
our expertise and strength in the 64-bit technology 
area” said Trip Hawkins, chairman/CEO of The 3DO 
Company. In December 1995, 3DO signed a definitive 
agreement with Matsushita to license its M2 technology 
for a $100 million license fee plus additional royalties 
commencing in 1998. Under the agreement, Matsushita 
has exclusive rights to use the M2 technology to power 
next-generation consumer and commercial products 
including 64-bit video game systems. Digital Video 
Disc (DVD) players and interactive television set-top 
boxes. Matsushita also has the rights to sub-license the 
M2 technology to hardware companies and software 
developers. 3DO has the rights to develop and 
distribute software and peripherals compatible with M2 
hardware products, and to use the M2 technology for 
the development and distribution of computer 
software and hardware products, and software 
development authoring systems. 
Rendition. Inc., a developer and supplier of 3D 

graphics processors, announced support from 

Psygnosis. Ltd., the largest European developer of 

interactive entertainment software. Psygnosis has 

optimised several award-winning titles for 

Rendition’s Verite 3D graphics engine. Rendition will 

supply quality acceleration for some of Psygnosis’ 

titles, such as WipeOut 2097 and Formula 1. 

Maxis, the software publisher best known for its "Sim” 
line of games, has announced that it has signed non¬ 
exclusive agreements with three on-line gaming 
services to put Maxis’ hit game SimCity 2000 on-line. 
The agreements with Mpath Interactive’s web-based 
Mplayer service. Total Entertainment Network (TEN) and 
ENCAGE Games Online are part of Maxis’ strategy to take 
advantage of the Internet and on-line game services as 
platforms for multi-player computer gaming. To play 
SimCity 2000 through the on-line game services, users 
will need to purchase SimCity 2000 Network Edition. 
Although this multi-player version will be available 
soon, it will not be compatible with the on-line gaming 
services until later this year. For this new version, Maxis 
has re-engineered the original SimCity 2000 taking into 
consideration the elements which make multi-player 
gaming enjoyable. Like the single-player game, the 
Network Edition challenges players to plan, build and 
manage an on-screen city. The multi-player version, 
however, adds an element of cooperation and 
competition as players vie to control and develop the 
most land. New multi-player features will include 
player agreements for trading city resources, collective 
voting on city ordinances and chat facilities to hold 
"city council” meetings. 
Finally, some sad news for Saturn owners. 

According to Mike Wilson, the marketing director 

from iD Software. Quake will not be getting a 

conversion to the Sega 32bit machine, it’ll be out 

on PlayStation and Nintendo 64 however and 

Quake 2 is already starting production. 



R T O R I A L 

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: c 

• 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. 

• Varietv of camera angles, including cockpit, chase, tracking and even a missile cam! 

• Large arrav of mission types, from search and destroy, reconnaissance to troop rescue missions. 

• Wingman speech to let you know of impending missile and troop attack. 

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

kSonvPro” 

ITekken 2 is ARCADE PERFECT and visually one of the first true 

second-generation 32bit games. I 

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 anti most importantly 

25 characters. Real-time light sourcing has been favoured over I ' 

gouraud shading; giving the overall look of the game more depth. I 

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 vour breath away and thev have throws-within- 

throws that really hurt. 

The opening sequence is stunning and gives vou insight into each character. These full motion 

video sequences are a real treat to look forward to during the game. 

There are plentv of game modes to keep vou busy: A RC ADE, 

SURVIVAL,TIME ATTACK.TEAM BATTLE, VERSUS & 

PRACTISE.There are also some reallv cool hidden specials 

like first person perspective. 

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

... ?..*?£► 
Available: Sept 96 I 

RRP: S99.95 \ 

RATED 90° b 

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 PlavStation. _ 

Available: NOW 

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 special air force unit has been employed.These 

highly qualified pilots (that’s you) are the elite of the world. 

Features include: 

• Choice of 6 different aircraft, plus 4 extra enemy aircraft, each with their authentic flight 

characteristics & weapons L — , ._ 

• Multiple missions to complete on the way, all with great code name* like: Wolves Awakening, 

Darknight Assassin & Desert Fox ' —. 

• Full compatible with the new ASCII Analog Joystick, 

providing unprecedented sensitivity & precision 

[ • Vs Battle Link Up mode. Link up two PlayStations 

\ for full screen dog fight act on. 

• Featuring fast and smooth :D polygon graphics, 

Raging Skies provides and intense and immersive 

sensation of flight. 

Available: Spring 1996 ^ 
—U 8* 

RRP: S99.95 

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

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

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 mobile phones. PROPOSED CLASSIFICATION 
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YiYTYi * aUUA^ j 

William Latham impressed a lot oft people with hid last project, the cover tor The Shamen's album "Axis Mutatis". videos tor all 

three tingles taken ott the album and the Screen Saver packa$e which came with it. It was the first time Latham had taken his 

work ctt ot the graphics maintrames he normally uses and put it where everyone could see it and be amazed. 

Latham and his partner Mark Atkinson, along with Stephan Todd and Chris Jones have been working with each other on and ott 

tor the last ten years developing offshoots ot chaos theory, what they call Organic Geometry. In essence this is all about creating 

computer graphics which recreate or imitate nature in the way that it grows and changes in real time. Graphics which have a lite 

ot their own rather than being the totally pre-rendered static creations ct old. 

Those ot you who’ve seen Lathams work plastered all over album covers and magazines (he's done lots) and wanted to know 

where they could get some tor themselves will be pleased to know that he and his company. Computer Artworks have come up 

with a tull blown product to showcase the wide range ot graphic weirdness that is possible with their "FcrmGrow" engine. Organic 

Art is :he name ot this beast and it comes in the torm of a very reasonably priced ($40) screen saver package tor the PC. 

This is no ordinary screen saver however! This screen saver comes with a Designer' which allows you to manipulate a very wide 

range ot parameters, enabling you to create an almost infinite variety of animations. Organic Art comes with over 15c 3D 

shapes, textures and backgrounds. The shapes are animated by over 30 different mathematical generators', wrapped in the 

textur? of your choice (you can load your own textures into the program too - fo' wrapping a picture of Homer around a large 

doughnut, most amusing) and placed over a background of your choice also. 

All the features can be randomised by a programmable Mutate function and you can save your creations to be replayed by the 

program, or as a BMP file. Wallpaper or even as an RGB 3D image. The speed at which the program runs varies greatly depending 

on the complexity of the animations involved but should run OK on anything from a 486DX100 and up. buf if you want to run it 

in high res/ high colour mode you'll be wanting i6Meg of RAM. 

This is as about as much fun 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 6 Field 
7. Descent 
8. Cunship 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 S 
9. Sega Rally 
10. Shellshock 

3DO 

1. Shockwave 2 
2. Killing Time 
3. Need For Speed 
4. Primal Rage 
5. Samurai Shodown 

PC CD ROM 

1. Duke Nukem 3D 
2. AH-64D Longbow 
3. Warcraft 2 
4. Need For Speed - Special Edit 
5. Settlers 2 
6. Civilization 2 
7. Spacehulk 2 
8. Afterlife 
9. Advanced Tactical Fighters 
10. Cyber Judas 

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 96 
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 2 
7. Mechwarrior 3050 
8. Megaman X 2 
9. PCA Tour 96 
10. Cannon Fodder 

HYPER’S GAME 

CHARTS SUPPLIED 

BY HI-TECH WORLD 



n_=_r U=P 
Newsagents driving you mad always running out of HYPER??? Why not do something about 

it and show that smart ass down the road who's boss when you’re the first lucky bugger in 

the area with a copy of the greatest Australasian games mag. Yep, if you subscribe you’ll 

get the next twelve issues of HyPCR for the price of nine. Talk about mad! 

And we’re also giving away THREE analog 

i 
HjTuji] 

j 

including pedals, gear shift and controller for your 

PlayStation (courtesy of HES), to three lucky subscribers. 

you gotta be in it to win it!!! 

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

Name_ System _ 

Address 0035 

Suburb/Town Postcode 

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

Card No Expiry Date 

Signature 
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QUAKE LINKS 

Yeah, yeah, yeah. Quake rules. 
Whatever... 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/q uaklink.htm 

There are all sorts of Quake 
oddi:ies to be found around the 
net... from bizarre hacks to offi¬ 
cial :D Software editing tools. It 

just rocks so hard. 

SATURN BITS 

Saturn owners seem to be such 
organized people... I 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, 
pieview screen shots and hot 

gaming gossip. Absorb it all at 
h ttp://www.path com. com/~r 

na/sssaturn.htm 

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 of 
these instead. Interesting idea. 

JEOI 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 http://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 a 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 never| 
heard of... so get clicking. 

VIDEO 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 It’s all here and it’s a breeze to find all| 
the latest patches, hacks, walkthroughs... anything. Handy indeed. 

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



|M O RE N 6 4 

I just can’t get enough info on this mysterious machine (which is no longer a mystery really, now that half a 
Imillion or more people own one - except me), and if you’re the same then you’ll also be keen to know where you 
lean download QuickTimes, view screen shots and get the latest news. Now that the N64 is pumping in a stack of 
|households, the info is flowing more freely and there's some pretty cool stuff to discover. Drop in at http://our- 

uorld.compuserve.com/homepages/n64hpage/n64-html and check out this dude’s hard work. Good job! 

IMOVIES 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. 
freaterunion.com.au you can check the times for any session at any Greater Union Cinema anywhere in the coun¬ 

try! 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. 
■There’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 
■World/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 http://www.hoyts.com.au where you can yet again check out all the session times all 
pound Oz and follow some pretty cool movie links. Check it out people! 

TERRAN 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- 
fround and polish up on your best Kilrathi insults. Just don’t expect to bump into Mark Hamill on the Chat line. 

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

luNSOLVED MYSTERIES 

So I have this friend of a friend, right, who knew this guy who ran a corner shop who employed someone who 
llent 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 fasc¬ 
ination? http://www.serve.com/shadows/bf.htm Check out the crazy photos! Perhaps you’d like to browse 
■through a whole stack of unsolved mysteries at http://www.explorenet.com/23.html Soon you’ll be trying 
lyour best to convince your friends that the Abominable Snowman is real... REAL I TELLS YA! 

“It may look cute, but JF2 is 

an incredibly intense and, 

at times, a palm-sweatingly 

frightening game. 94% ” 
HYPER August 96 

Available: Sept/Oct 
RRP: $99.95 

Expected Classification: G8+ 
Low Level Animated Violence 

"for PlayStation Gam^BmR^^^ 
It A the)jPIayStation | 

— • Jf 1»owerLine 1 902 262 662 
IT/Wcalls charged at a rate of $ 1.50 per min. 

A higher rate applies from public and^mobile phones^ 

the(5] a PlayStation are trademarks of sony computer entertainment inc. 
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You cannot imagine how much I love this series. This is the ani- 
ition on the tip of my tongue when I recommend anyone to 

et into Anime. The quality of the animation, the incredible 
designs and the absolutely brilliant storyline makes me 

earn my pants every time I get sent a new episode. 
Based on the Manga and the TV series created by MitsuteruO’ 
okoyama, Giant Robo is a classic narrative of good versus evil.s 

en the world is brought to the brink of destruction, a newtl 
erg)' source is founded. Clean, efficient and environmentally fi 
lend.y, the Shizuma Drive has revolutionised the world, and 

brought it into a new era. However, a dark side of the energy t] 
source emerges. Big Fire; the evil organisation seeking worldl 
domination, sets out to exploit this weakness. They clash with t< 
Interpol, the worldwide police organisation, and their most 
powerful weapon, GIANT ROBO! 

This is the series that’s making everyone stand up and takec 
notice around the world. Not since Macross Plus has any series 
come out with such quality and imagination. The best thing ou* 
on the market at the moment. Giant Robo will set the standards? 
for many years to come. 

10/10 RATED H. DISTRIBUTED MY MANEA VIDEO 

Urotsukidoji 2: 
The Legend of the Demon Womb 

Firstly, let me start off about how much I hated the first of the UROTSUKIDOJI series, the Legend of the 
verfiend. What got me was how much publicity this series was getting, when it was obvious it has a crap 
tory, crap animation and crap gender politics! This was the series that gave Anime such a bad name ir 
his country, and turned so many away from this exciting medium. Stating that, I’m really surprised tc 
ind out that I was impressed with the latest release of UROTSUKIDOJI 2; The LEGEND OF THE DEMON WOMB. 
After getting tied up with the censorship board for over a year. Demon Womb has been released with 

he more "offensive” scenes cut out of it. Whether you agree with censorship or not (and believe me, 
don’t), the new cut retains the narrative, and unlike UROT *3, it doesn’t jump all over the place due 
0 the changes. 

UROT 2 picks up from its predecessor, where a teenage boy is revealed to be Chojin (the Overfiend 
come again. Meanwhile, a son of a Nazi scientist, Myuhi Hausen Jr, has survived till the end of th< 
entury. His plans? To destroy the Overfiend and rule the world through his dark magic. 
Demon rape, huge Nazi raping machines and super powered characters engaged in forced sex se 

,tithe standard for this Japanese pornographic horror. However, decent animation, an entertaining sto 
yline and well thought out action sequences make UROT 2 something worth looking at. Highly offen 

sive, so be warned. 

7/10 RATEO R. DISTRIBUTED BY MANGA VIOEO 

.. ' • ' 
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What is it with Japanese schoolgirls? They seem to be the most animated characters in manga 
History. With the limited selection of Anime we’ve seen in the West, we’ve already seen them jump 
missiles, 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 
most viscous and scary Demon Cods that walk the face of the planet. I’m talking about VAMPIRE 
PRINCESS MIYU, a young girl that’s been given the powers of a vampire, to give eternal life to her 
victims, but whose job it is also to hunt down all the demons that have escaped from the abyss. 

I 

Ghost in the Shell 
Just a quickie since I already 

reviewed this beauty earlier this 
year. Problem was, it was only being 
distributed through the cinemas; 
and I know a lot of you Anime freaks 
didn’t get a chance to see it back 
then. Finally, CHOST is available on 
video, if only through the rental 
market for the time being. 

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 
Plus have kept the gates open!) 

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

10/10 

RAIED M. DISTRIBUIEO BY SIREN 

ruii/iijUfj £1uujnj 

u jxj PJrjyfjrzjrjDrj 

YOU HOLD 

THE ANSWER! 

Available: Spring 9G 
RRP: $93.35 

Expected Classification: G8+ 
Low Level Animated Violence 

For PlayStation Game Info "T" 
H Call the PlayStation 

PowerLine 1 902 262 662 sSfe. 
ITM calls charged at a rate of $1.50 per min. 

A higher rate applies from public and mobile phones 

tue3I& PlayStation ahe trademarks cf sow cdmrjtbt entertatsment 
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win win win 

Handheld Worms 

Worms is a great little gome, if you want some 

puzzling aetion with gratuitous violence thrown in 

tor good measure then this game is tor you. Sure, 

the graphics won’t make you wet yourselt but the 

gameplay is hot!! The game has proved sc popular 

that it has even made it over to the Game Boy. 

We’ve got 5 copies ot Worms on Game Boy to give to 

5 lucky HJ/PCR 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 w th your vital stats) to: 
Worms, Worms, Worms 

Hyper, PO BOX 634, Strawberry Hills NSW 2012 

That’s what you won’t be doing if you’re the lucky winner of this wonderful 
freebie. Warner Interactive can’t help themselves, they just want CIVE you a 
copy of their action packed futuristic wargame.. Z! What more could any Pi 
wargamer want eh?? Warner have been kind enough to hand us five copies., 
and we're going to hand them out to those that can answer this question... 

Who’s the publisher of Z? 

Lots of Atmosfear 
Remember Nightmare? How about the Gatekeeper? Sure you do. it 

c*was the Australian video board game that swept the world a couple of 
years ago. Now it’s a PC CD-ROM game, and thanks to the generous 
nature of Roadshow New Media, you can get your hands on one of the 
five FREE copies going, as long as you can answer this question.. 

, .* * .. Name the host of the Nightmare video board game.. 
Just mail that answer off to.. 
/ Need Some Z's Comp, Hyper, PO Box 634. Strawberry Hills NSW 2012 Send that one in to... 

This Place Needs Atmosfear 

Hyper, PO Box 634, Strawberry Hills NSW 2012 

Blowin’ Things Up 

Talk about generous! Warner have also taken 

time out to ensure the Saturn owners ot this 

world have a chance ot getting their hands on 
some tree wares, by giving us tive copies ot 

Return Fire tor the Saturn. This game is a must 

tor people who love squishing people with 

tanks and blowing things up! Sc quit 

bouncing, and just answer this question.... 

What are two of the vehicles 
you can use in Return Fire? 

If you know, mail the answer to.. 
/ Love Blowing Things Up Comp 

Hyper, PO Box 624, Strawberry Hills NSW 2012 
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!8> nai never really 

the Game Boy much 

after locking at 

'ifflitTte cur recent 

survey and 

am^mcymckelM sy 

*ety obvious that the 

ame Boy isn’t going 

here in a hurry. So. 

doing regular Game 

ieivs trom now on. 

and just to get you in the 

mood we got our resident 

Game Boy god, ANDREW 

IRCDALC, to put together the 

list ct the classic ten titles 

that all self-respecting Game 

Boy owners should have... 



Gator 
Nintendo Hal/Nin 

Long before. Nintendo allowed Rare This 

to get its talented mitts on the game f 

Donkey Kong licence,, the big ape many, p 

used to be Mario's arch enemy and. best, 

spent his time kidnapping princesses srhooth 

rather than counting his horde of little sc 

bananas. Donkey Kong y95 returns to Came i 

this era with the player taking control especiaj 

of Mario in an attempt to rescue the a pinba 

frequently kidnapped princess who fares', c 

always seems to be just out of reach, enjoyab 

The first couple of levels recreate the- console 

original arcade game but it's not until table is 

these are out of the.way that the new sections 

game actually starts.. Mario has an with the g 

incredibly diverse range of new skills three b< 

up his overalls, from being able to entertc 

pick up, carry and throw objects or which uses the Came B 

enemies to hand stand leaps and facility to pit you and an o 

high"toire acrobatics. In each level against each other in 

Mario must find the key and take it to head b 

the locked door, whilst negotiating attractive feature of Revenge of 

deadly obstacle courses and crafty Gator is its price: being one of 

energies. Like all good games this earliest titles rel 

sounds simple, but in practise you'll found for as littl 

be tearing your hair out trying to find 

hich is usually staring Killer Itl6t 
getting a Rare/Nintend 

Beat em ups gen 

as the first pinball 

e Game Boy and in 

le's minds it is still the 

e action is quick and 

but there is surprisingly 

freen blur, something the 

Boy is notorious for, 

ly in fast moving games. As 

[I sim, Revenge of the Gator 

ite well and is more 

to play than most PC or 

games. The main 

into upper and lower 

a set of flippers, 

to reach the 

ere is also an 

yer mode 

^s link up 

Kirby's Dreamland 2 
Hat/Nintendo 

The old pink marshmallow from the 

ancient NES game has recently been 

resurrected to star in its (who can tell 

what gender Kirby is?) second Game 

Boy title and, for someone whose 

main form of attack is to suck like a 

vacuum cleaner, Kirby manages to 

clean up the competition! 

Although basically a linear platform 

game, Kirby offers far more than 

most thanks to the versatility and 

freedom of control given. Many of 

the enemies Kirby encounters can be 

inhaled to give pleasing results, for 

example spiky critters turn Kirby into 

a pin cushion, electric enemies let 

Kirby spit sparks, and so forth. Rather 

than being just another feature to 

the : 

you in the fac 

Game Boy just for t 

nent keep you occupied until you reach 

to the end, these abilities must be 

mastered and chosen with care if you 

ish to find all the hidden surprises 

:er. Furthermore, Kirby receives 

an 

^nd Rick the hamster; who 

with much like Mario 

pn the easy side, but 

le nonetheless. 

d it can now he fife. 

twenty doll ars~ owl, a fis 

and Yoshi 

thoroughly enj 

Tetris 
BPS 

Tetris has to be one of the 

popular and highly played gam 

in existence - more people have 

had contact with Alexy Patchinov's 

block stacking classic than even the 

mighty Doom! Now available on 

just about every format inventi 

was the portableQawe*B5yversion 
tha£-sp*emfTiEea virus across the 

globe, infecting the minds of adults 

who would otherwise never admit 

to liking, let alone playing, a video 

game. Psychologists say that the 

satisfaction of creating order out of 

chaos is why people find Tetris so 

addictive, and they're probably 

right - it's certainly not the music! 

been too*‘successful of the Came Super M.CLTI 

it. seems that the task of 

juggling a couple of decen 

background ^all at 

almost toainuch 

handheld to. cope with 

hasvdone' a 

ob. than most. On 

worked their ACM 

one of' the - most 

pressive Game Boy 

ontrol Over the 

th 

bettei 

the 

cT*creat^H 
graphically im 

titles to date. 

characters does 

delayed, but speed of the game 

isn't so fast that you don't have 

time to react. There's no hope of 

an arcade or even a Super NES 

quality beat 'em up ever appearing 

on the Game Boy, but this is about 

as close as you'll get. 

naturally one 

for the Game 

gamers world 

reatest test of 

id-held had to 

e footsteps of 

J{>ular Super Mario 

the NES, many 

ie Game Boy version 

Pfow the tradition or be a 

Game & Watch-style affair. 

Happily, Super Mario Land delighted 

the masses with Shigeru Miyamoto's 

magical brand of gameplay. The 

graphics appear limited by today's 

standards, but the combination of 

challenge and enjoyment more than 

outweighs this minor quibble. 

jNintendo s fn 

of-the’first arinba 

Boy and, in the eyes 

wide, probably the 

r.- Following in- 

immensely, p 

Bro 

..cm do red A 
would f 

Donkey Kong Land 
Rare/Nintendo 

Although surpassed by the 

splendour of Donkey Kong Country 

on the Super NES, the Game Boy 

edition was no less of an 

achievement and, judging from the 

long delays in getting it out, DKL 

caused the programmers at Rare to 

have many sleepless nights! The 

graphics are amazing! You'll 

wonder how they managed to 

cram so much detail in without the 

screen becoming a blurred mess, 

but they have. Admittedly, it looks 

much better when played through 

a Super Game Boy, but even in 

mono one can appreciate the work 

that has gone into it. Fortunately 

the quality of the gameplay hasn't 

been neglected and while DKL isn't 

quite of the same calibre as Mario 

or Kirby, as an overall packag§/ft 

shouldn't be missed. 

Metroid 2: 
Return cf Sjmus 
Nintendo 

Space bab^Samus swings to the 

rescue of Game Boy owners 

ing for a bit of alien-stomping 

action in this scaled down version 

of the Super NES classic. 

Graphically it's not much to look 

at, however it's the absorbing 

nature of the gameplay that 

warrants Metroid 2 a place in 

HYPER's top ten. If you're sick of 

all those boring platform games 

that take five minutes to zip 

through, Metroid 2 will tickle your 

synapses with a huge playing area 

that will take ages to work 

through. And it's not all "run to 

the right all guns blazing!" 

mindless violence, either, as 

there's a lot of creative violence to 

be had, too. If this all sounds too 

much, take heart in knowing 

there's a battery backup to save 

you at bedtime. 

Road Rash 
Ocean 

With few exceptions the majority 

of driving games oi the Game 

Boy have been dull and 

unimpressive affairs, with 

distracting graphics ind a poorly 

conveyed sense of motion. Road 

Rash is an exception to this, and 

adds to the excitement with the 

ability to interact with your 

opponents on a more personal level 

- you can hit them and they can hit 

you. You can &rs0 hit oncoming 

traffic and roadside obstacles, and 

this makes Road Rash all the more 

exciting. Speeding around a blind 

hill crest Has never been so tense, 

especially when you know there's 

a coD^on your tail who'll end your 

racing career the instant you slip 

p. One of few Game Boy 

conversions that stays faithful to 

the original. 

Zelda: 
Link's Awakening 
Nintendo 

This game took a lot of people by 

surprise. Everyone had been 

waiting for a new instalment in 

the Zelda saga, but no one 

expected it to turn up on the 

Game Boy! What's more, this isn't 

a scaled down version of the NES 

titles, but a new full-sized 

adventure to rival the amazing 

Super NES version. The intricately 

drawn graphics work the Game 

Boy to its limits, but objects on 

screen always appear clear and 

well defined, leaving you in no 

doubt as to what's going on. 

Link's Awakening offers lots of 

short bu: engrossing missions 

that allow you to pick up and 

play the game for short bursts 

while still giving you a sense of 

progression, thanks to the battery 

backup which saves frequently. 

Definitely a classic. 
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Produced by: 

NBA Entertaifimenl, Inc. 
© 1996 The CBS/FOX Company. All Rights Reserved. 
CBS™ is a trademark of CBS Inc. used under license. 

NBA SUPERSTARS 

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. 

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 

make up Team USA. 

NBA ACTION 

. 



Well, it’s been Hyped for $o long now that you 

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 id’s vault on the 22nd of June, and 

it would be fair to say that many an Internet 

Service Provider had its bandwidth choked 

due to people downloading as soon as they 

heard the news, in Software even set up 

their ftp server to handle 2000 logins at 

once so folks could get their hands on it. yyS 
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Has it been worth the all the hype? Well, 

that really depends on what 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 yoo were expecting something that was 

going to completely blow away all your concepts 

of what a video game is, then you may be a 

little miffed. Quake's got that same immediate 

playability that Doom had, but it's got that much 
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Setting A New Standard 

Qua<e has taken the first person action genre 

and set a new standard, just like Doom did back in 

•993 How 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 bjllets! What’s even more impressive is that 

the game engine is so smooth, even though it’s 

hand ing a large, true 3D environment, with 3D 

polygDn 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 Wanted 

The step forward in the backgrounds will cause 

jaws to drop, but so will the creatures. No longer 

are v/e up against a bunch of sprites that make 

an attempt at looking like monsters... Quake has 

final y given us the 3D polygon monsters that 

we've always wanted. Now the monsters look 

more like a cross between the creatures from 

Doon. and the characters from Virtua Fighter II. 

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 A1 (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 II). 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 ofD, 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 Effects 

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 
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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 95 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 VS QUAKE 

Big guns and lots of 'em... that's what you 

want isn't it? Well this is probably the only 

department where Quake falls short of Duke 

Nukem 3D. Quake has an axe, shotgun, 

double barrelled shotgun, nailgun, super 

nailgun, grenade launcher, rocket launcher, 

and the thunderbolt. All the weapons are self 

explanatory, except for the Thunderbolt, 

which is the handheld equivalent of the 

Shambler’s lightning attacks. Quake has eight 

weapons in total, Duke has ten. 

There seems to be a heated debate already 

as to which of the two games are better. It's 

proving to be a pointless argument, since the 

games have two completely different feels to 

them. Duke Nukem 3D is a flash, fast 3D 

shooter, with cool guns, good level design, 

and a very comical edge. Quake is a flash, 

fast 3D shooter, with incredible atmosphere, 

amazing monsters, and a very dark, intense 

edge. If you’re after dark realism, go for 

Quake, if you’re after a bit of macho, sexist 

pig humour, then Duke’s your game. 







Crash Bandicoot 
PlayStation 
AVAILABLE: SEPTEMBER 

CATEGORY: platform 

PLAYERS: ONE 
PUBLISHER: NAUGHTY DOG 

It’s clear that there’s a big platform game war about tol 

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 withl 

good reason. Sony have been enjoying critical success| 

with the lumping Flash games, but now they’ve go 

another platformer which they hope will be recognised a: 

a contender for the 3D platforming crown... Cras 

Bandicoot. Who is Crash Bandicoot? He’s that charmim 

looking animal you can see in the screen grabs we’vi 

taken. The game is set across an island chain off thi 

South East coast of Australia, where Crash is off on a mis-| 

sion to save his kidnapped girlfriend. The game has mori 

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 

platform game that takes on a whole bunch of differed 

perspectives for the different levels. All levels have that 31 

feel to them though, and are immediately playable. Foi 

example, the first level sees Crash running "into” th 

screen, jumping oyer pits and blasting away various nas-| 

ties by going into that frenzied spin that will immediately 

remind you of Warner Brothers' Tazzie Devil character. 

Other levels include different perspectives like runnim 

"out” of the screen at you, or a slightly distant perspectivi 

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 thi 

screen, being chased by a giant boulder (ala Indiana| 

Jones), just when you think you’re safe as you jump ovei 

a huge gap in your path, the boulder hits a little bumpl 

and bounces over the gap too, closing in on you! Then 

you’ll be doing something completely different, liki 

trying to make your way along a dangerous river by rid-| 

ing on oversized leaves that are floating about, am 

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 thi 

nearest wild boar and hooning along through thi 

onslaught of spiked traps and shield toting natives tha 

attempt to bar your way. Throughout the game it’ 

obvious that there has been great attention to detaill 

given to all audio-visual aspects. If there’s a spidei 

dangling above Crash, you’ll see the soft image of it: 

shadow hanging just in front of him. When the hugi 

spiked poles thrust at you, there’s that rich dull creak 0 

wooden mechanisms thudding away. After you vaul’ 

over that chasm on your trusty boar, you’ll grin froi 

ear to ear as he squeals loudly as you land. 

As you’d expect, there’s powerups around that let yoi 

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... but i 

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 a 

Naughty Dog would have to be pretty stupid to let sucl 

a hot start go to waste. Full review real soon! 
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\Pilctwings 64 
[Nintendo 64 

VAILABLE: NOVEMBER • f ATEGORY: F L I C H T SIM 

’LAYERS: one • PUBLISHER: Nintendo 

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 with a US 

elease slated for September 30, the PAL version for Europe and Australia is not 
xpected 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 adverti¬ 
ng asks, "Is it worth the wait?’’. The answer to that is an big "Oh yeah!!!” 
One of the first things that is immediately obvious about the N64 is that every- 
hing is of the highest quality. From the smooth way the cartridge slots firmly 
nto the sleek, genuinely stylish console, to the almost instantaneous start, free 
f annoying licensing screens or loading delays when you turn the power on, the 
layer 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 64. It 
tarts with an overhead view plummeting towards an alluring tropical island, the same 
iew, ironically, that greeted players of the Super NES version. Any thoughts 0: this 

bough quickly disappear as the screen drops away to revolve around a solid 3D land- 
cape complete with everything from beaches to mountains beckoning you to explore. 
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 
n offer, I blasted myself skyward with the rocket pack with a good press on the tnrust 
utton, then slowly drifted around to take in my surroundings. Wow! Impressive. This 
unlike any other game I’ve played. The polygon world of Pilotwings is convinc.ngly 

eal enough to make you duck and lurch around in you seat as you fly between build- 
ngs and under bridges. Every tree, lamp post and sail boat is a solid object, the p.anes 
larked 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 

the 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 
motorised 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 

challenge, so each level contains a number of trials to complete before moving on to 
the 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 I requires you to fly straight into and burst a couple of giant blue polygons suspend¬ 
ed above the ground, however this act releases a further five orange balls which start 
iouncing 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, 
your mission being to photograph the foul smoke being discharged from an oil refin- 
ry 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- 
ions with set targets to destroy and, somewhat disturbingly, there are giant mech- 
nismo men that run around throwing rocks at you. But I could quite happily fly 
round all day strafing buildings, cities and bridges, it’s so much fun! And tnat’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 
raphics, 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 N64 controller. In fact 
he standard eight way direction pad isn’t used once during the whole game. The analog 
tick allows you to make progressive increments of change to the control of your vehicle, 
aking anything from a tight turn to sweeping arc possible. This effect is very subtle, but 

,dds 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¬ 
ed 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. 

H
Y

P
E

R
»
 

3
1

 



While Destruction Derby has been the big racing hit for Psygnosis, Wipeout 

definitely turned more than a few heads, many people preferring its breakneck 

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 th 

first game seem bland in comparison. Psygnosis have taken great care to make sure Wipeou 

2097 has been improved in almost every aspect conceivable. There are now four racin 

classes, Vector (training speed), Venom, Rapier, and Phantom (hidden)... so there’s some 

thing in there for players of all skill levels. Track design looks to have been improved dra 

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 

teams, just like in Wipeout 1, but there are two hidden tracks, and a hidden team, which wil 

no doubt have a rather special craft for you to race in. Some people complained about th 

lack of vehicles on the track in Wipeout I, so now instead of eight vehicles on the track, ther 

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 

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 

replenishment), Autopilot (high speed cornering made easy), Thunder Bomb (Blast al 

opponents within radar range), Plasma Bolt (High powered energy weapon that will pu 

someone out of commission), Quake Disrupter (Shake the track and watch your opponent 

fly!). The intro is very reminiscent of Blade Runner, and is one of the most 

game intros we’ve seen thus far. For those who are into artwork, you’ll be pleased to 

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 

p f AVAILABLE: NOVEMBER 

PLAYERS: 1-2 • PUBLISHER: 
♦ CATEGORY: FUTURISTIC RACING 

PSYGNOSIS 



yst 
VAILABlE: OCTOBER 

station 
CATEGORY: racing 

1-2 • PUBLISHER: PSYCNOSIS 

Yes... this is the game we looked at in the May 
issue... Yes it’s Psygnosis... and Yes... it will hap¬ 
pen.. really! Time for an update. After a long 
haul in the garage, it looks like Fi 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 

we played looked all but complete., and looked 
istic. This one’s a real race simulator folks, none of 
zip around at a million miles an hour, and take 
hairpin at top speed rubbish... you’ll need to fine 
your racing skills, learn the tracks and practice 

ard to become a competitive racer in Fi. All the Fi 
are there, as are all the tracks, so you’re really 

the works with this one. You can even watch 
cars sustain damage and lose bits and pieces! 

Guitar freaks will be pleased to know Steve Vai and 
toe Satriani have contributed to the music., to help 

that sports show feel to things. Of course the real 
tmosphere maker is Murray Walker ranting and rav- 

like no other racing commentator can. This one's 
special... we can’t wait. 

8>Motor Toon 
Grand Prix 2 
PlayStation 
AVAILABLE: mow 

CATEGORY: toon racin’ 

PLAYERS: 1-2 

PUBLISHER: SONY / 

PlayStation racing li More _ 
games! What’s more amazing UH| 
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 a 
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, fast 
action and a comical edge to things., 
then this one’s for you. A vast improve¬ 
ment over the original Motor Toon 
game, MT2 features lots of new cars, 
characters and courses. Talk about 
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 turning and adding a lot more 
character to the game. The levels are as 
wacky as they are colourful, with 
courses taking you through things like 
giant roulette wheels and translucent 
sky bridges. Maybe Timothy Leary 
inspired the development team for 
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... 
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NBA Full Court Press 
PC CD ROM (Win95> 
AVAILABLE: oct/nov ♦ CATEGORY: sports 

PLAYERS: 1-10 ♦ PUBLISHER: BEAM/MICROSOFT 

Just because you don’t have a flashy console doesn’t mean that 
you don’t like to jam hoops with the best of them. Well Australia’s 
own Beam Software could have the answer to your prayers with the 
up and coming NBA Full Court Press. Developed with software 
giant Microsoft for the Windows 95 platform this game looks like 
it could be a hot PC sports title. 

The game is extremely in depth with customizable seasons and 
lots 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¬ 
lege 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 I 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 
can play an arcade type game by rushing into it with about 

Ithree clicks of the mouse, or you can establish yourself as one 
lof 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 
loption? It’s incredibly easy to set up a network game and the pos¬ 
sibilities should include 10 people playing on 10 different PCs. 
■There’s also a cool chat feature which lets you converse with other 
Iplayers 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. 

From the developers of The Dame Was Loaded and EA Sports Cricket 
|'96, we can expect another quality game that should give EA’s NBA 
■Live series a run for their money. 



T. I.S.M 
sizes 4-12 



eg a Sports Fishing 2 
"Ch wow! Way to so!you can do it. careful now. Don’t rush it. he's ccmin$ now. 

yes! Greeaat!!.r 

Soft pom B-Grade movie? Sc. these sounds are the voices of your companions (Ken & 1 

If they called this game 'Building Blocks with Chuck Norris’, then let’s face it, Credibility Stacy) on your expedition of death into the wonderful world of fish. See how they 

* Fa: Zero. Now take the concept of Tetris, breed it with Srieet Fighter 2 Turbo and then squirm as they anti-drcwn in the bosun's hands. Harr harr!!! 

presto, the ever popular Puzzle Fighter 2 is bom. This latest Virtual' experience from Sesa is enough to got a city bound concrete lover 

In ?F2, the object of the game is to destroy all of the gems (blocks) of the same colour by cur to sea and into big game hunting of the aqua-kind. So board your ship, the Sea 

using a special gem called a crash gem. These gems fall from nowhere as in Tetris and theChunder 2. (choose either beginner, medium or hard on the screen which is represented 

like, and if your screen fills up with gems then see-ya! The CPU can tease you for a while by water depth) and head out to mysterious unfished waters. Lock! Those gulls are 

and hold back on the crash gem and then release it far (and I mean FAR) into the game, so swarming over a herd of fish - that's where we'll park our boat. Sow it's time to select 

ensure easy accessibility to each family of coloured gems. what type of fly to use. Only a real fisherperscn can advise you on this one. 

The more gems you connect together of the one colour, the stronger the attack on the opponent, tflrer the fly selection it's fishing time. Unfortunately Sega didn't include casting 

This Mil drop counter gems onto your opponent’s screen, which'count down’for every time a pair cur 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 with our line in the water and the video screen is projecting footage of... you 

occur in which, for example, destroying 6 red gems in a row allows a yellow crash gem to land on 5uessed it. water, which as we know, is where the fishies live. Now to bait a fish 

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

known as a 2 chain. Create a 4 chain for maximum points and attack on your opponent’s screen, a 5 big fish hang cut in big water. Back to the rod- now check on the radar-c-meter 

A super gem will destroy all of one colour on your screen, so make sure that the colour it re see when the fish is close to the boat, jiggle the line when a fish is approaching 

the boat (a red-o-meter tells you when and how), 

you're gerrin$ a nibble" says Ken. Then BAAi. you get a bite. Pull the rod 2-3 times and 

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- reel that monster from the depths in. \cw check on the 'How far away is the fish'-c-meter. 

tion. As the ensuing battle of wits (either between human opponents or a human and the CPU) Mean while, back on the boat. Stacy and Ken are working themselves into a verbal frenzy. 

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^ at its most intricate. Don't wind too fast or slow as you could lose the fish. At last, the 

screen is full of gems, then K.O. you're out, no three rounds here I’m afraid. If you make it to the fi sh is in the boat 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 maylbuf the rooster fish are really pretty. So just do as the instructions say * take a firm grip 

not seem so apt. And of course, it will never aid your skills in loading your boot with dif-cf vour rod and don’t play in a standing position. Definitely worth checking cut as it 

ferent shaped packages like Tetris did. lends a good insight into big game fishing without all the waiting and iunbum. 

X X X 1 / 2 

Overall, the footage isn't heart stopping as 1 never seemed to hock a Great White Shark. 

X X X 1/2 
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review sues 

Olympic Summei 
Aren’t you sick of the Olympics yet? Well it you’re not bored of it already, you will be after 

playing this video game. ANDREW IREDALE goes for Gold... 

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 
owneis everywhere, for T*HQ is responsible for some of the worst games ever seen. Witness 
the travesty that was the Ren 6 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 Pearl 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 
quali:y 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. I 
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 '80s! 
Shoddy, Halt-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 
ail the corporate credits and logos to be displayed before you can even get to the 
title screen! Oooh, it makes me cross! GRARRING METAL THINGIES AND THROWING THEM AWAY! 



PRIMITIVE CAMEPLAY 

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 lire, 
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. 
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review playstation 

Pete Sampras 
DANTOOSE pulls on the white shorts, daggy t-shirt, sports socks, and prays that nobody he 

knows sees him as he belts away at yet another "extreme” PlayStation sports game.. 

BOPPO! 

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 tnough, this one could possibly be the game 
for you... for the moment anyway. SWISH... BAP.... 



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. 

JUST BEAT THE PETE YEAH... RIGHT? 

GUEST TOOLS 

Bubbles, and Ciggies... a 7o’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 whatever 
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 it 
will turn 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 supports 
Multitap, and the best gaming experience will no 

AND YOU THOUGHT AGASSI WAS WILD? 

Beat the Pete 

Two problems with Sampras Extreme Tennis. The 
first one is understandable, since it would take copi¬ 
ous amounts of money to remedy... that being that 
Pete Sampras is the only player in the game that is 
actually a real tennis player. As well as not being 
ajsle 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 mov 
on. The other actual problem is that the game is 
rather easy, which is good if you want to be able toj 
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, therd 
are four special characters you can choose from oncd 
you beat the Pete., and they’re hilarious to behold. 
There’s Jimmy "Flex” Wagner, Solomon Zodiac, 

doubt come from heated games of doubles tennis. 

PROFESSIONAL TOOL 

PVC SPORTSWEAR? 
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review saturn 

Guardian Heroes 
Cute Anime characters beating one another senseless... Sounds like a perfect world for 

Japanimation enthusiast and fighting game freakyboy 0ANT00SE. 

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? 
Came 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 Donaldson 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 cenre 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 control 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 oi 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. 

REAM ME UP SCOTTY! TAKE THAT ANR PARTY... HIGH FIVES ALL ROUNR AAACH000! 



COOL ANIME INTRO 

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, 
so 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 
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 
are actually six different endings to 
play through to and find! Part of 
the story revolves around a 
guardian skeleton warrior that joins 
you early on in the game. Not only 
does the skeleton help, but you can 
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. 

NOW THAT’S A SPECIAL MOVE! 

AVAILABLE: NOW 

CATEGORY: BEAT ’EM UP 

PLAYERS: 1-6 

PUBLISHER: TREASURE 

PRICE: 589.95 

RATING: Ml 5 + 

Not stunning, but very 

colourful and flashy* 

Suits the game. 

SOUND 

SO 

GAMEPLAY 

So 
Lotsa options and 

variation makes for a 

really playable game. 

LONGTERM 

SS 
Six different endings, 

and multiple 

characters to do it with. 

OVERALL 

S 3 Jb 
A really effective 

blend of varying game 

styles. Good stuff. 
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review salurn 

Night Warriors 
Vampires, Ghouls, Werewolves and scantily clad Goth girls. 

This sounds like a job for our resident wearer oh black... DAN TOOSE. 

DARKSTALKERS 

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, 
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 
3D 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 
the cage breaking in Fighting Vipers. 

YEP.. IT’S YOUR FINGER WOLFY 

VAMPIRE 

PRESSING C 0 N S E R \ FTAYELl ARE we? 500 _ 71 Tao 



AVAILABLE: OCTOBER 

CATEGORY: FIGHTING 

PLAYERS: 1-2 

PUBLISHER: CAPCON 

PRICE: *99.95 

RATING: M 

8V 
The best lookiM 2D 

fighter around 

SOUND 

72 
Yeah., there’s sound. 

Not bad, not great. 

While not being very 

original, it’s ultra 

catchy and fun just 

to see the moves. 

OVERALL 

807c 

e Darkstalkers Reven 
■Now we all know that a lot of sequels are 
[really just the old game with better 
graphics and a few more things thrown 

|in on top... but this one really takes the 
cake. You really could be excused if you 
vere confused about which game was 
vhich... the original arcade version was 
called Darkstalkers, the PlayStation con¬ 
version was called Vampire: the Night 
Varriors, and now this one is called 
Varriors: the Darkstalkers Revenge. Night 
Varriors is definitely the sequel to 
Vampire, however. Vampire will only ever 
be out on PlayStation, and Night Warriors 
vill only ever be out on Saturn... bizarre. 

For those that didn’t read last issue’s 
[review of Vampire (shame on you), Night 
Varriors is essentially a Street Fighter II 

|clone with a Cothic horror presentation. 
You don’t fight as the diligent young 

|martial arts champion, you play the evil 
vampire, or the ancient mummy, or any 

lother of the fourteen characters that 
iNight Warriors has to offer. 
Ipfaj'ed one. Played ’em all 
Ilf you’ve played Street Fighter II much, 
Tthen it’ll take you around, oh... let’s say 
|i5 seconds to get a grip of the gameplay 
[for Night Warriors. Everything’s there 
[that you’d be used to. Lots of moves like 
quarter circle forward and punch to do a 
[fireball attack, etc. You’ve got light, 
nedium and heavy punches and kicks... 

Just like in Street Fighter II. Heck, this IS 
Street Fighter II with Halloween costumes 
added on. However, regardless of the fact 
[that Night Warriors is not a ground 
breaker, it’s definitely up there at the top 
of its genre. The cool monster character: 
definitely do have an affect on one’s 

Jnterest level. What’s more interesting - 
guy with big biceps, or a werewolf who 
jsnarls, creeps along the ground on all 
[fours, and all that good stuff? 
There’s a power meter that you build up 
you fight, which once full, gives you a 
chance to perform one of your character; 
extra special moves, which all look 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 ii 
succession. While the game has a comb< 
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 
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 moves, then this one 
could be the one you want. 

I LL CHEW YOU UP AND SPIT OUT THE BITS I DON’T LIKE! 
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review Saturn 

The "super consoles 

While the PlayStation has been inundated with soccer 
games this year - FIFA 96, Actua, Adidas Power Sports, 
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 
operative 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 96, to 
be precise), as well as endless league and cup variations 
you can sort out for yourself. Since there are options for 
up to tour 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. 
€nd-to-€nd Action 
But how does it play? The answer is very fast. English 
developers, 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 trouble 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-1 
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 
sometning 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. 



A DIFFERENT VIEWPOINT 

Different camera views, eh? Don’t you just 

love them? Well, sometimes. The actual v ew 

that you have is an aspect of any sports game 

that is just as important as the gameplay. Why 

then, are 90% 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. But 

most of them don't let you see enough of the 

game to really play it properly. Striker makes 

There are a few ever-so- 

views, but they’re spoiled by not 

switch them around at half-time. 

CATEGORV: SPORT 

PLAYERS: 1-4 

PUBLISHER: ELITE 

PRICE: *89.95 

RATING: G 

VISUALS 

92 
Looks great - nice ani¬ 

mation, vast stadium, 

cool replays, the usual. 

SOUND 

SO 
Unexciting commen¬ 

tary, but the crowd 

noises and the players 

going "Oomf!” when 

tackled are pleasing. 

Solid, if uninspired 

football fun. 

Camera views are a* 

rubbish as ever. 

LONGTERM 

SO 
Four-player mode will 

satisfy, while the Euro 

96 comp will chal¬ 

lenge the solo player. 

OVERALL 

79% 
It won’t disappoint, 

but it won’t have you 

cheering madly either 

SUPER EFFORT THAT THROW THE RAIL ON THE X AND WIN A PRIZE! 

ULTRA SWIRLY PITCH 

AVAILABLE: NOW 

TACTICS? WHAT’S THIS RURBISH 

BLOKES HURTIN' BLOKES 
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review playstation 

The Aquanaut's 
The ocean floor is as alien a surface as ».te Moon. It's time to go exploring then, 
so ANDREW IREDALE hops into a submersible on goes on an aquanaut's holiday... 

1UM nUM..nUM DUM... RUM RUM RUM.. RUM RUM RUM RUM.. ROORLA 00! 

he Aquanaut’s Holiday promotes itself as "a game with no set goals, no rules and no 
tnd”, a description which leaves one wondering what exactly it is. It’s not a screen saver, 
iecause it puts you in (excuse the cliche) a fully interactive environment. And although it 
iffers 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- 
tst 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 
ubmersible. 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- 
,en halt. The ocean given to you to explore is absolutely vast and will take many, 
iany 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 
iuoys 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 

'without having to find your way manually simply by jumping from the map screen. 



Holiday 

FISHY FISHY FISHY.. WHERE IS THE FISHY? 

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, ard 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 erratically 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. 

THIS GAMES GOT BALLS 

uilding A Reef 
:aving mastered the submersible, it’s time to move on 

:o a greater challenge, that of developing an artificial 
eef. At the "build reef” screen you are presented with 
n underwater grid on which to start building. Each 

;mall square on the grid can be built upon to a height 
f several blocks, and what's more the blocks come in 

:hree colours; red, yellow and blue. There's no real 
ifference between the colours, but placing combina¬ 

tions of blocks of different or of the same colour next 
:o each other will influence the various species of fish 

[in different ways. The blocks can always be removed 
,nd placed elsewhere, so experiment until you find 
ut what works best for your reef. Once you’ve fin¬ 

ished construction on the grid, you have to find the 
eef by manually searching for it in your submersible, 
hen you can leave a marker buoy near it. 
nitially you have a limited supply of blocks with 
hich you can build, but these are replenished when 

iew types of fish are attracted to your reef. To con- 
ince the discerning fish to come and inhabit your 

[reef, you literally have to talk them into it. Sonar is 
he language of the sea, and your submersible is 
iquipped with four different sonar pitches which are 
ctivated with the Li, 12, Ri and R2 buttons. Each dif- 
erent species of fish has its own ’language’ which 
ou have to learn 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 
ierhaps ignoring the others. Some creatures may 
iven require a sequence or combination of sonar 
ignals before they respond, so progression rellies 
ery much on experimentation. The more species 
ou ’befriend’, the more likely you are to discover 
arer, previously unseen creatures, and this will pro- 
ide you with more blocks to build your reef with, 
ventually the reef will be full, although this may 
ake a long time - up to several weeks of playing - 
nd then something wonderful will happen, we’ll 

|leave that for you to discover! 
he Aquanaut’s Holiday is an unusual game and 
ay not appeal to PlayStation owners who bought 

heir machine for games like Ridge Racer and 
ekken, but if you fancy an involving game which 
oesn't rely on fast action and flashy graphics, this 

‘may be just what you’re looking for. 

AVAILABLE: NOW 

CATEGORY: SIMULATION 

PLAYERS. ONE 

PUBLISHER: ARTDINK 

PRICE: $89.95 

RATING: G 

S U A L S 

65 

GAMEPLAY 

70 
Ultimately reward¬ 

ing, but very sedate. 

Won’t appeal to the 

Tekken/Ridge 

Racer crowd. 

Mostly blue. The 

seascape is generally 

featureless, but the 

fish are colourful and 

accurately detailed. 

SOUND 

SO 
Lots of subtle watery 

sounds that build 

ambience. Using 

sonar is an important 

part of the game. 
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review playstation 

Cunship 2000 
Pulling on a green jump suit and wearing an extremely spherical hat is DAN TOOSE’a idea of a fashion 

nightmare, but that hasn’t seemed to bother him with Gunship 2000... 

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 lech helicopter and blowing the living tripe 
out of some faceless enemies is a lot of fun. 
Those who have owned a Commodore 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 Cunship games on the old 
platforms, don’t let that appraisal scare you 
off, because Gunship 2000 is one of the most 
playable flight sims of all time. TEKKEN OUT BOATS I LL TAKE THE BIG BEATH BOMB THISGO THANKS. 



PLAYSTATION VS. PC 

While there are virtually no changes 
in actual gameplay from the PC ver¬ 
sion, PlayStation Cunship 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 
enemy A.I., but it really just seems 
that they shoot at you if you’re in 
view and at an altitude of 50ft or 
higher. While many flight sim fanat¬ 
ics will insist that you need a 
Thrustmaster joystick to play a game 
like Cunship 2000, we found that the 
PlayStation control pad worked very 
well with this game. 

1 

KILL! HURT! DESTROY! 

GUNSHIP 2000 ON THE PC MMM.. RARRACKS 

ddictive Promotion* 
the name would imply, Cunship 2000 pits you as an Army heli- 

opter pilot, who flies various missions and campaigns in Central 
urope and the Middle East. Perhaps the most addictive thing 
bout Cunship 2000 is the way you build up your pilot by complet- 
ng missions, gaining medals, getting promoted and all that pro- 
ressive military stuff. Upon obtaining the rank of 2nd Lieutenant 
ou are assigned four Warrant Officers to make up your own 
quadron, which you can assign orders to throughout your mis- 

The missions that you get given always involve a primary 
nd a secondary objective, which range from things like search 
nd destroy, to recon and rescue. Some missions involve taking out 
oving targets, like a supply convoy or a tank battalion, which is 

one of the tell-tale signs of a decent flight sim game. It’s 
lot like it has the in-depth warzone dynamics that games like 

3.0 and Tornado had, but it does have enough to take away 
overly static feeling. 

hile not pushing the PlayStation to it’s limits, Cunship 2000 does 
fairly cool. It definitely has that "Serious Flight Sim” look, and 

overly flash visuals get in the way of sim accuracy. Your co- 
and the rest of your squadron buzz you with info on their 

rogress, and warnings as to what’s going on about you. While 
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 
re 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. 
Playable & Realistic 
You can choose to make Cunship less playable and more realistic 
as you feel fit, adding in effects such as wind, realistic visibility, 
crash 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 
to a broader audience than other games in the genre. 
Cunship 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¬ 
sole, 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. 
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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 of his DNA for the cause of genetics... 

hield Strength 

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¬ 
tlefield. Too much weaponry eating up your Hercs valuable power? Trade 
your ore extractor for a overdrive node. Taking too long to negotiate 
those valleys and ravines? Pick up an anti-gravity unit. 
EarthSiege players will feel right at home with new and familiar weapons 

and fun bits. The key to CyberStorm success is the management of your 
Hercs and the ability to optimise them for the impending missions, and 
the beauty of this game is that absolutely none of the these aspects are a 
chore to perform - they’re easy, intuitive and immensely satisfying. 

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



Herc-Masten 

THE LASTEST IN FASHION HEADWEAR 

MISSION BRIEFING 
'ArVy*»o wn 

VISIT SCENIC LOCATIONS! 

1 wasn’t that interested in Mission Force Cyberstorm 
when I first received it. Expecting a rip-off of Warcraft 
2 and Command and Conquer with the magical touch 
from those hard-working lads and lasses from Sierra 

-didn’t really excite me much. Sure, the Earthsiege uni- 

Iverse that we’ve all come to know and love translated 

Ifrom a first person action sim to a strategic war sim 

Icould be done and done well, but was Sierra up to the 

■task? They definitely were and as a result have pulled 

■off a great game up there with the best of them. 

■The 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 

Icybrid 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 

■GT2000’’ course, you take the role as new recruit at 

■Unitech Command (the human forces against the 

■Cybrids), with the task of commanding your own 

Isquad of Hercs to kick some Cybrid butt. 

Icyberstorm is the kind of strategy game where you 

■meticulously and lovingly build up and maintain 

lyour fighting machines, outfitting them with latest 

land greatest that technology has to offer, and then 

Ihoping it isn’t all for squat when you take on the 

■enemy in the field of battle. GLOWING HEXAGONS BATMAN! 

^Upgrading & Managing 
Ml of the pre and post mission activities occur at the Here base which is 
divided into three main areas: Here Bay, Bioderm Facility and Here 
Command Centre. The Here 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 
veapons, just enough to see you through the first few missions. As you 
nove up the ranks, a further six more Hercs will be revealed, as well as a 
nass of component upgrades, all of which are very necessary for future 

|mission success. You can also repair your battle damaged Hercs here upon 
completion of a mission. 
The 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 
needed 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- 
[training or gaining experience on the battle field. You have over twenty to 
choose from, from the inanely stupid ones (very cheap) to the super-intel¬ 

ligent (very expensive). After linking Bioderms to available Hercs, you're 
|ready for combat! 

There are three types of missions to choose from; mining, military, and elite 
nilitary. Mining is self-explanatory, allowing you to earn more much needed 

credits. 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 
Teres to protect an installation, search and destroy all Cybrids or destroy an 
enemy facility, while elite military missions sees your squad attempt to 

Bdestroy 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 
nodels of Hercs and upgrade advancements. 

Cyberstorm is a turn-based, viewed from above strategy game that uses 
[the familiar hidden map feature. Being turn-based requires you to adopt a 
vhole new batch of defensive and offensive tactics. Leaving a light or 

■damaged Here in the open at the end of a turn is a sure-fire way of saying 
goodbye 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 Here. 
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 
[fire on any nearby attacking enemy. 
Combat is simple; activate your Here, then click on the enemy unit you wish to 

Jtarget 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 
[forces. The enemy AI is also respectable, with Cybrids circling you to target the 
veakest part of your shields, rather than just making a front on attack. 

THEY’LL TELL YOU WHERE TO GO 

TECHO DISPLAY THINGY... COOL 

AVAILABLE: NOW 

CATEGORY: STRATEGY 

PLAYERS: 1 -NET 

PUBLISHER: SIERRA 

PRICE: *89.95 

RATING: G84 

REQUIREMENTS:486RX66, SMB 
RAM, 2XCB, WIN 95 

High quality SVGA 

rendered graphics 

Here base screens 

look wonderful 

SOUND 

89 
Atmospheric battle tunes 

and impressive weapon 

and explosion noises 

GAMEPLAY 

9V 
Tricky at first to master 

but an absolute gem 

once you have 

You will play this 

until you’ve 

destroyed every 

single Cybrid in the 

known universe 

OVERALL 

9/% 
A great balance 

between management 

and straight-out 

strategy warfare. 
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review pc cd rom (win) 

Close Combat 
Microsoft have been threatening to get into games tor ages and here’s their debut 

THE YANKS AND THE KRAUTS GO TO WAR 

W*n IS UGLY • BUT IT LOOKS PRETTY FROM OVERHEAD 

HIGH AI 

The AI is the best I’ve ever seen in a strategy 
game, bar none. The programming code that 
determines your (and the enemy) troops’ 
behaviour was developed with the help of mili¬ 
tary psychologists from the U.S. Army and it’s 
these behaviour patterns that choreograph the 
battles and make then seem so real. When your 
troops panic, they Panic! When they fill their 
chests with patriotic fervour, they perform hero¬ 
ic deeds. If you don’t give them any orders for a 
while they’ll tell you "We’re goin’ out on our 
own!” and do just that. And when they, heaven 
forbid, surrender they stand around looking 
dejected while holding up a little white flag. If 
you don’t like your combat so out of control 
however there are plenty of options which can 
be adjusted in the preferences section to suit 
your taste. This is also where you adjust the 
game speed. For some stupid reason you have to 
reboot Close Combat every time you do it, and 
as you can’t save games (yes yes it’s true) you 
can’t change the game speed during play, 
wh:ch I think sucks, but maybe that’s just me. 

real-time strategy effort. GEORGE S0R0P0S goes back to D-Day. 

*_11 picked this one up from the office I was told "It’s a real 
ime strategy game, It’s World War II, it's from Microsoft (chortle, 

, guffaw) and word on the Net is that the Command and 
onquer players don’t like it." I immediately remembered 
ffensive, a horrible game I reviewed in Byte Size and thought I 

,:z3 in for the same. How wrong I was! 
et’s start debunking your preconceptions right now. Firstly, Close 

^ombat is published by Microsoft but was actually created by 
tomic Software, the company that brought the V For Victory series 

[to the forefront of strategy war gaming. These people know about 
Resigning good games and they’ve created a bit of a corker here. 
Secondly, to those dissapointed C8C junkies, just because this is 
real-time does NOT mean that it is a CSC clone. Close Combat (I 
|know, same initials, obvious marketing ploy) can be more accurately 

1 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. 

Combat is a simulation of WWII which begins in the days 
^mediately following the D-Day landings. There are only two sides 
j choose from, Americans or Germans and the type of war you fight 
ill depend on which side you choose. There is the usual choice 
ffered of single battles or a campaign that lasts for the duration of 
!.j 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 
_„j 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 
panaged to hold up their advance) if you keep winning you stay on 
khe same map. but as you only get reinfocements at the end of 
ular missions your army will continualy wither until you have nothing 
ueft to throw against the Americans. In other words to win you have to 
lose! You must continualy withdraw whenever the losses you inflict 
pn the Yanks become less than what they are doing to you, just like 
khe real thing. If you play as the U.S. (a bit easier) you must of course 
Advance, but that doesn’t neccessarily mean taking all of your objec¬ 
tives, as Close Combat has a very sophisticated AI model that shapes 
khe battles in a very realistic way and sometimes you can win a battle 
pn your strength of field position and/or your morale level alone even 
when you haven’t taken any of your objectives! And it’s here where 
you’ll find the true coolness of this game, 
purntns Wrecks 
Lovers of big tanky things won’t be much joy here though. You do 
have access to armour but because of the way the game is structured 
kheir importance is only secondary to that of the infantry units. 
Indeed if you try and go gung ho with your tanks you’ll usually end 
up with a bunch of burning wrecks in a very short space of time, vic¬ 
tims of cleverly hidden German Panzershreck troops. The difficulty of 
different missions within a campaign can vary wildly, no matter what 
you have set the difficulty level to, because the game sets up a ran¬ 
dom force mix for your opponent each time a game starts. For exam¬ 
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 
some of those infantry units have now become Tiger tanks or artillery. 
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 
more could you ask for in a strategy game? THE TERRAIN DOESN’T CHANGE MUCH 



AVAILABLE: NOW 

CATEGORY: STRATEGY 

PLAYERS: 1-2 

PUBLISHER: MICROSOFT 

REQUIREMENTS: 4860X66 
8MEG.RAM, WIN95 

Large variety of well 

recorded effects 

Helps enourmously to 

create atmosphere. 

Can be very difficult 

and frustrating but ulti 

mately it’s lots of fun. 

Scope of the game is 

limited by the histori¬ 

cal period but head-to 

head play is awesome. 

OVERALL 

88% 
A great real-time strat 

egy but if you go in 

expecting CSC then 

you’ll be disappointed 

IT’S VERY GREEK, SOMETIMES GREY 

MIKHT fl€ A BIT MORE SERIOUS AND REALISTIC THAKOMPC RUT REAL 

VISUALS 

82 
Simple and to the 

point but not lack¬ 

ing in charm. 
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review pc cd rom 

’’There’s nothing like a tense hostage situation to get my watery old 
plood circulating", my Grandad used to say, and sure enough, 
kvery weekend, weather permitting, he’d be down at the local har¬ 
per shop or the TAB holding the punters at bay with a fully laden 
plostomy bag and negotiating with the SWAT team outside for an 
ptra pork chop with his Meals-on-Wheels. Dealing with situations 
like 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 
peen any games that explore this theme. until now. 
deadline is a squad level, real-time, isometric 3D strategy game 
vaguely similar in feel to UFO: Enemy Unknown, but it takes the 
concept 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 
British. You are the commander of an anti-terrorist strike force working 
for any one of five different government organisations. Your boss is a 
woman called ’B’, and she’s a matronly bureaucrat with a bad temper 
and more costume changes than an all night drag show. 
Precision planning.. 
The gameplay is essentially divided between two different areas. The 
menu screens and the 3D locations. A typical mission will start with a 
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 
wide variety of goodies, the personnel area manages the makeup of 
your 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 
talk 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 
the real heart of the game. Here you can pre-plan all your troops move¬ 
ments right down to how aggressive and independent they are at a cer¬ 
tain point on the map, whether they're 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 few bugs about 
The ’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¬ 
tion 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 
no 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 
up inside on the second floor. It was a bonus for me at the time as I 
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? 
There 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 
you’re prepared to put a bit of effort in, Deadline will reward you 
with a unique challenge. 

HMMM.. VERY THIN WALLS 

HE HAS A GUN LICENCE??? 

CALL HE.. CALL ME NOW. 

’r ^ ! ICS' 
J*-“ arwBrrs 

rhemHEI 
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' mmm AVAILABLE: NOW 

LATthORY: STRATEGY 

PLAYERS: ONE 

PUBLISHER: PSYGNOSI5 

PRICE: s99.95 

RATING: G8 

REQUIREMENTS:486OX33, 8MB 
RAM, 2XCD, 1MEGSVGA 

wmm VISUALS 

80 
Menu screens look good 

but the action screen 

graphics are dull VGA. 

Could have had a lot 

more detail options far 

high-end machines. 

SOUND 

7V 
Roh! All your troops 

have the same voice, 

regardless of whether 

they’re male or female! 

GAMEPLAY 

86 
Takes a while to get into 

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 

8 o % 
Not everyone s cup of 

tea but a good strat¬ 

egy game for those 

of you looking for 

something different. 

BOXES AND STUFF THE HYPER LEARJET! MMM.. PEOPLE LOOK LIKE ANTS 
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Gender Wars 

THE HYPER STAFF CAR 

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

JfHHIMS 

FEMALE VICTORY 



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. 
[The males are a bunch of beer swilling yobs, who might be 
dangerous if they were sober once in a while. The women are 
U bunch of overly vain creatures, more stressed about 
[whether their lipstick is on right than if their transport vehicle 
is pointed in the right direction. It becomes immediately 
pbvious that the whole game is really meant to make you 
laugh. Despite the game’s comical edge though, there’s a 
serious challenge here for those that would have the patience. 
Gender Wars is very reminiscent of Syndicate, with the isometric 
Mew of little folks running around shooting other little folks. In 
pender Wars you’re in control of a squad of four men or women, 
hvhich you control by means of the mouse. The control interface 
is extremely simple; left click to walk to the cursor, right click to 
[fire. While that may sound just a little too simplistic to make for 
U good game, by the time you reach your second mission, you’ll 
kliscover that only careful decision making will get you through. 

HOP IN THE RECHARGER THINGO 

TAKE OUT THOSE EVIL WALL FITTINGS! 

TACTICS SCHACTICS.. KILL EVERYTHING IN SIGHT. 

RIOE THE LIFT AND KILL AN UNARMEO MAN.. JOYI 

EQUAL OPPORTUNITY FOR VIOLENCE 

Each mission starts in your HQ, where you receive a verbal 
and visual briefing on your mission objectives. You can 
also assign various troops to train in preparation for future 

which helps increase their firing accuracy, reac- missions, 
tion time, and general intelligence. Your troops also have a 
rating for aggression, but it remains to be seen if training 
has any real affect on this or not. Before you undertake 
your mission, you must pick your squad of up to four 
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 within 
a certain area, stealing some enemy technology, or simply 
blowing up some enemy structure. 

Once in the game, things move at a pace which you deter¬ 
mine simply by how fast you send your troops wandering 
along. It becomes clear almost straight away that the key 
to success lies in putting your troops through as little com¬ 
bat as possible, so it makes sense to do things like take out 
those security cameras mounted on the walls so enemy 
forces will be unaware of your presence. While it doesn’t 
tend to be the key to victory, the most fun one can have 
with Gender Wars is to run around mowing down the oppo¬ 
site gender with your machine gun. There are always plen¬ 
ty of enemy troops to take out, and just like your troops, 
they have different rankings and weapons... some are a 
pushover, others are a nightmare. 

BLOW UP DEFENSELESS THINGS! 

I BET THEY GET SKY CHANNEL HERE 

EAT DEATH 
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Dragon Heart 
GameBoy 
AVAILABLE: mow 
CATEGORY: action/rpc 

PLAYERS: ONE 

PUBLISHER: ACCLAIM 

PRICE: f69.95 
RATING: C 

Olympic Summer Games Worms 

IVAILABLE: now 

ATEGORV: sport 

’LAYERS: ONE 
PUBLISHER: BLACK PEARL SOFTWARE 

’RICE: f 59.95 
IATING: G 

Although i haven't seen the film upon which 

this game is based, the title was enough to send 

shivers down my spine. “Film license!", i cried in 

terror, envisaging a hideously contrived “first 

person perspective RPG” with triumphantly 

awfvl sound, it was worse. Dragon Heart the 

Game Boy game is all the above, including a 

dodgy beat 'em up fighting sequence. 

By now most sensible readers will have passed 

on to more salubrious parts of the magazine, but 

no doubt there will be a few who either have 

nothing better to do or are just determined to get 

their money's worth. The computer rendered 

graphics that are the highlight of the film are 

obviously not going to be seen in this Game Boy 

version, instead you are treated to miles and 

miles of repetitive trees. Movement is made one 

frame at a time and you have four directions in 

which you can travel - north, south, east and 

west. This can result in a very confusing game as 

each screen looks more or less the same as the 

one next to it. The solution to this problem is to 

find the map, although “stumble across the map 

by accident" is probably a better description. 

This make finding one's way around much easier, 

as your position is marked by a cross, trees are 

marked by miniature trees and villages are 

marked by miniature villages. And that's about 

all there is to see in map view. What you don’t see 

are the wandering farmers who have a habit of 

getting in your way and stopping you for a chat. 

Unfortunately, chatting to the locals is what 

you must do if you want to have further parts 

of the game opened up to you. Enter a village 

and a selection of surly peasants to systemat¬ 

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 after the first 

time, ask them again! it's hardly 

worth the effort though, for the 

plot has already been determined 

and there is only one possible out¬ 

come. For me the only possible out¬ 

come was hitting the ‘Off switch. 

ANDREW IREOALE 

Ip the appalling SN£S version op Olympic 

Summer Games shocked and distressed you. the 

prospect op it appearing on the Game Boy will, no 

doubt, urge you to approach with extreme cau¬ 

tion. As is usually the case, the Game Boy gets a 

scaled-down copy op the SH£S version and thusly 

inherits all plows and poults. However, the pact 

that it is on the Game Boy means that less is 

expected op it. especially in terms op graphics. 

The camera angle views most events prom more 

a side-on perspective, which in some ways 

makes it clearer to see what's happening to your 

athlete, although it gives you little warning when 

equipment suddenly scrolls into prame. especial¬ 

ly the pole vault. Some events are actually easi¬ 

er. por example the high jump, while others like 

the discus throw remain painfully dippicult. 

Oddly enough, the uninspiring music prom the 

SN£S game has been replaced by a slightly up¬ 

tempo ditty which sounds strangely like the back¬ 

ground mu6ic prom one op the less successful 

British comedies op the 1970s. This has the eppect 

op casting an almost humorous atmosphere over 

the proceedings, which climaxes in a rather sur¬ 

real fashion when the contestant in the triple 

jump misses the take-off and palls pace first into 

the sand immediately in front op the judges, 

while the crowd cheers along enthusiastically. 

Such antics might be amusing once or twice, but 

when it happens continuously due to poor con¬ 

troller response, the novelty tends to wears off. 

Only ten sports have been chosen por you to I compete in. eight op which are typical track and 

field events such as the loom sprint. 11cm hur¬ 

dles. long jump, javelin and others. The remain¬ 

ing two are archery, which is a 

random hit and miss affair, and 

a lame skeet shooting session 

which is worse than most share- ‘irL/ 

ware point *n‘ click games! 

Unfortunately, sport compila- Jjf/j 
tions such as this rarely live up 

to expectations because too 

much has been crammed in with 

not enough attention being paid l0itatt«n 
to making the individual events xr 
playable in their own right. 

ANDREW IREDALE 

AVAILABLE: NOW 
[ATEGORY: ACTI O N / PU Z Z LE 

PLAYERS: 1-s 
PUBLISHER: OCEAN 

PRICE: s 69.9 5 
RATING: G 

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 
abating in popularity and a conversion to yet 
another format confirms its profitable potential. This 
time Worms has reached the Game Boy, a notorious 
final resting zone for many games that sell well on 
one format and are then converted to every other 

format imaginable in hope of repeated success. 
The Game Boy version is a faithful reproduction of 

the original in so far as game content goes but, 
unfortunately, the execution is hampered by the limi¬ 
tations of the system. Small sprites and small LCD 
screens do not mix. One has to peer closely to distin¬ 
guish between the different teams and often the indi¬ 
vidual worms merge in with each other and the back¬ 
grounds. The PC and console versions were never 
going to win any awards for best art in a video game, 
but at least they were in colour. Life ain’t pretty on 
the Game Boy with only four shades of grey. 

The other missing feature is the multi-player fun. 
Yes, you can pass the Game Boy around, but I want 
my opponents to be paying full attention when I 
humiliate them! The bigger the better as far as I’m 
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 fj 
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 O U 
ultimately put you off. 10N 
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Micro Machines 2: Turbo Tournament All Evolution Global 

AVAILABLE: now 

CATEGORY: RACING 

PLAYERS: 1-8 

PUBLISHER: CODEMASTERS 

PRICE: s 99.9 5 

RATING: G 

Micro Machines wad a hailed ad a great same when 

it appeared on the N€S. although domewhat unoffi¬ 

cially. It took many yeard before an official version 

made it to the Super NFS and now. after already 

appearing on modt other formatd. Micro Machined 2. 
Turbo Tournament had aide made it to the Super N€S. 

Not durpridingly. the udual dequel updated have been 

made in the form of more interedting courded. new 

vehicled and improvementd to the timing. All the old 

favourite raced are there: the dand buggies. Formula 

One. and many have been dramatically improved: the 

bcatd now have to fight their way up a raging torrent 

of garden runoff, the breakfadt table had bridged of 

rotating corn cobbd to crodd and the dragonfly-like 

helicopterd have a maze of piped to weave in and out 

of. Notable new Micro Machined include VW Bug and. 

my perdcnal favourite, racing the dragdter around the 

toilet bowl deat! However, the main improvement over 

the original id the inclusion of a dtop watch timer 

which allowd for fierce rivalry between competitord. 

IJFVMFik'jn 
AVAILABLE: S E PTE M B ER 

CATEGORY: sim 

PLAYERS: ONE 

POBLISHER: ARTDINk 

PRICE: s 99.9 5 

RATING: G 
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Ad in the original, almodt all of the courded have 

clever dhort cutd which can dave valuable tenth's of a 

decond. One thing that hadn't changed id the predica- 

bility of the computer controlled card, and although 

the dlower oned deem dlower and the quicker oned 

quicker, it id dtill very eady to come firdt in all the 

courded once you've memorided them. Driving dkill 

doedn't realty come into the equation, ad winning id 

badically a cade of knowing when to turn, the curioud 

trackdide obdtacled are excellent markerd in thid 
redpect. Having razor dharp reflexed helpd a lot too. 

But once again it'd the thrill of racing againdt another 

perdon or three that pudhed Micro Machined 2 into the 

realm of derioud fun. From the dedperate dcramble to 

get a perfect boodt dtart at the green tight 

to the downright vicioud and dpiteful 

attemptd to pudh other racerd off the edge V,^AU 
on the ladt lap. Micro Machined exceld a * 
multi-player game. Gamed like thid and 

Bomberman judtify owning a Multi-tap fyfj 

four-player adaptor, and Micro Machined 

2 even caterd for up to eight playerd if you 0AM/W') 
don't mind sharing a joypad. 

The original Micro Machined on the Super tONO,CR!J 
N€S wad near perfect and although the Xfo 

dequel id better, it'd not worth owning both. 

The Playstation has copped yet another PC 
translation, and a decent one at that too. AIV 
Evolution Global 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 AIV; 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 AIV, 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. OO 

Other than that minor glitch, this 
is a very in-depth game, and is an 
excellent conversion from the 
original PC classic. I suggest con- a**j6* 1*} 
trolling with the PlayStation mouse O^r 
might enhance the sometimes 10*gtErm 
akward controlling, and a memory Jr> 
card is very advisable. 

DANIEL MILLS’WALLBRIDGE 

Fade to black 

AVAILABLE: mow 

[ATEGORV: ACTION/ADVENTURE 

PLAVERS: ONE 

PUBLISHER: DELPHINE 

PRICE: f 69.9 5 

RATING: m 

• m 
yUMr 

my 

Initial dated for Fade To Black in Audtralia have been very 

dtrong. and it'd no wonder, dince thid game had already 

|been a big hit on PC. For thode PlayStation ownerd that 

never payed any attention to the PC market. Fade To 3lack 

id an action/adventure det in 2/90 AD. in which you play 

a chap named Conrad. Fade to Black id the dequel to 

Fladhback (a game you'll never dee on PlayStation), which 

daw cur hero Conrad dingle handedly dave the world from 

an evil race of aliend known ad Morphd. Conrad finidhed 

Fladhback in a cryogenic chamber...and that's where Fade 

To black begind. Conrad had awoken to find that the 

Morphd have taken over the dolar system. and that he had 

been taken pridonerand placed in a lunar penitentiay. 

The bedt ccmparidcn for Fade To Black would be Redident 

Cvil. although with a lot ledd background detail, and much 

more dimilar feet to Doom to it than Redident Cvil ever had. 

Fade To Black had that floating camera angle thing happen¬ 

ing. with the view changing to duit what Conrad id doing. 

For example, when you're working on a puzzle that involved 

preddure plated, you get a view that will imply what the 

plated are doing, etc. Modt of the game id played looking 

overConrad'd dhoulder. the didtance varying, depending on 

what'd going on. your opponentd. the Morphd. are a race of 

dlimy green blcbd that addume a humanoid form for vari- 

oud purposed . although they' do revert to be blcbd whilst 

sneaking around from spot to spot. 

Cnemies and traps actually serve to add surprise to 

the game rather than just add padding, so you'll be 

kept on the edge 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 6ide. 

and of course, shooting. While not mind 

numbing, the puzzles are challenging, 

since they often involve some hand-eye 

skill, and they fit in well with the action vJ5Vj 
feel of the game. Only complaint about 

Fade To Black is that turning and moving 

feels very slippery, and it can be difficult /Jr 
to get somewhere in a hurry sometimes. 

While Fade To Black is a great game in QAM 
its own right, it's not quite up there with 

Resident Cvil. however those that prefer lonoiebm* 
a sci-fi feel to their action/adventure Jffi 

games wilt not be disappointed one bit. 

DAN TOOSE ANDREW IREDALE 
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byte size 

Wipeout 
mm 
AY4IIABLE: now 
CATEGORY: space racin 

PLAYERS: ONE 
PUBLISHER: PS Y GNOSIS 

PRICE: f 99.9 5 
RATING: G 

A S n n E Vi HUMPHREYS 

Viewpoint 
aFTOiFlB? 

AVAILABLE: now 

CATEGORY: arcade/action 

PLAYERS: ONE 

PUBLISHER: ELECTRONIC ARTS 
PRICE: T 7 9.9 5 
RATING: G 8 * 

Prime Goal EX: European Tour 

AVAILABLE: S EPTEM B ER 

CATEGORY: SPORTS SIM 

PLAYERS: 1-2 
PUBLISHER: NAMCO 

PRICE: s 99.9 5 
RATING: c 

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- 
vers on (yeah, sure, it took a while) is a good ’un. 
Some of the Playstation version’s fancy light-sourcing 
is missing, but otherwise, it]s 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 turn 
all ever the place and having a bunch 
of rockets whizzing past your ears 
always get the adrenalin pumping. 

While it doesn’t quite match up to the 
mignty Sega Rally (the lack of a two- 
player option is a big downer), 
Wipeout is certainly the second-best 
Saturn racer on the market. Hurl-induc¬ 
ing :un for the whole family. 

Once in a while I make a pilgrimage to the 

arcade. I head over to that poorly lit corner, 

pump a tew dollars into the decrepit old machin 

and go silly on Raiden and 1947 tor the rest ot 

the day. The sheer brilliance ot these games are 

second to none in their genre. Absolute classics. 

I loaded up Viewpoint with the hope that it would 

tinally be the console game that could calm my regu¬ 

lar cravings tor solid, arcade shoot ’em up action. 

The intro had me salivating. Alanic grin intact I pro¬ 

ceeded to the tirst level where I was greeted with 

equally promising sights and sounds. Beautitully 

rendered backgrounds, third-person isometric point 

ot view. SCI 3D-rendered enemies, smooth scrolling, 

and a good quality techno/trip-hop/trance musical 

score. It looked so promising, but atter a good dose 

ot play. Viewpoint revealed itselt to be another aver¬ 

age arcade-home conversion. The isometric view¬ 

point sure looks nice, but the upper comers ot the 

screen seem to have these blind spots that totally 

tudge your attempts at passing some ot the puz¬ 

zles and terrain that the game throws at you. 

On the subject ot terrain. Viewpoint tries to aim 

too high in the interest ot bringing you varied 

gameplay. Morphing terrain that rises out ot the 

ground to block the way and rotating "trapdoors" 

that crush your ship may have been a nice addi¬ 

tion only it the game used a direct top-down 

view, as often you'll think you 're totally clear ot 

any obstruction and still seeyourselt being unex- 

pectantly blown to bits. Some ot the enemies look 

ridiculous 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? I checked the manual and it said 

clearly three super weapons ot mass destruction and 

three modes ot laser power. Upon closer 

inspection 1 ftund it to be horribly true: 

you get standard tire (button X). Rapid- 

tire Shots (pressing X repeatedly) and 

Power-Wave Shot (holding X then releas¬ 

ing it). OK. so you get a tew cool super¬ 

power bombs but a game like this really 

needs a good number ot laser power- 

ups and anyth ing less is quite unac¬ 

ceptable. Overtook these toults and you 

will have some tun. just don't expect 

anything wonderful. 

MARCH STEPNIK 

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 
graphics, it may be a reason to play some 
more, but it doesn’t, so you wont. If you 
want a soccer sim, FIFA 96, Actua Soccer, 
Adidas Power Soccer or even Striker 96 are 
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. 
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Offensive Return Fire World Rally Fever 
PC CD ROM 

AVAILABLE: NOW 

CATEGORY STRATEGY 

PLAYERS: ONE 

PUBLISHER: OCEAN 

PRICE: *S9.9 5 

RATING: C> 8 * 

available: now 

CATEGORY: strategy 

PLAYERS: 1-2 

PUBLISHER: WARNER INTERACTIVE 

PRICE: is 9.9 5 

RATING: GS* 

AVAILABLE: now 

CATEGORY: RACING 

PLAYERS: ONE 

PUBLISHER: OCEAN 

PRICE: f 89.95 

RATING: G 

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 Scotland 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 

Send in the clones... the Command & Conquer clones, 

that is. Of course it was only a matter of time before 

the God-like status of C&C inspired other games man¬ 

ufacturers to try and cash in on the real-time strategy 

craze but unfortunately. Offensive, like most such 

exploitative efforts, was hardly worth the wait. 

How. you may ask. could anyone be stupid enough to 

take one of the best game systems and interfaces ever 

designed and turn it into a crock? Its as if 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 cut 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 smelly stagnant 

waters of incompetence and bloody minded ignorance! 

Offensive is essentially C&C in a World War 2 context 

without the city building elements. .4a anyone who has 

ever played a real time strategy game will tell you the 

speed at which you can manipulate the game interface 

(ie. how quickly and efficiently you can give orders to 

your troops), is the key to the whole thing. If you can 't give 

commands to your troops in battle there's net much point 

really. And so there's not much point playing Offensive. 

Just what is so bad? For a start, there are no keyboard 

shortcuts. To give a unit orders you must click on it. This 

brings up a dialogue box at the cursors present position 

(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, your troops are also blessed with inferior AI. 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 

before you ve had time to stir your cup of tea. 

Let me ask a Question: Why. when there 

are perfectly good interfaces out there, do 

games companies continue to be their own 

worst enemies by constantly trying to re¬ 

invent them. An interface is a means to an 

end. not the game. Offensive could have 

been a good game if it's programmers 

hadn't felt the need to redesign the wheel! 

GEORGE SOROPOS 
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Return 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. I 
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 C&C 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 

me by. However, I also note an odd verti¬ 

cal ripple effect all across the screen the 

distorts everything and thus 1 feel slightly 

less impressed by the graphics. Within two 

laps i have taken the lead and am not head¬ 

ed until i reach the finish line. 

Race Two is in Rio, where 1 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 wildly around 

behind your car as you take the more wicked 

comers. 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 1 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 past) 

and that's just lazy design. 

Fun for a while, but only a very 

short while. 

OAVio wiineoosf 
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cheat mode 

X'Men: Children 

of the Atom 
Satum/PlayStation 

MOVES FOR ALL CHARACTERS 

Optic Burst 
- b,b,punch or frfrpunch 
Control Beam - d,db,b,punch 
(HYPER-X) Mega Optic Blast 
- d,dfr frail three punches 

STORM 
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 s 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,dfrfrpunch 
Gene Splice - f,d,df punch 
Leg Throw - db,d,dfrMK or HK 

Typhoon - d,dfrfrpunch 
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,dfrfrall three punches 

iCEMAN 
Ice Beam - d,dfrfrpunch 
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 - frd,dfrpunch 
Chouhatsu - LP,MK,MK,HP,MP 
(HYPER-X)Berserker Barrage 
- d.db.^all three punches 

OMEGA RED 
Carbonadium Coil 
' dtdfrfrpunch or kick 
Omega Strike - dtdfrfrkick 
Flip Smash 
- (after coil)/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,dfrfrall three punchs 

SENTINEL 
Rocket Punch - d,dfrfrpunch 
Flying 
- d,db,b,all three punches 
Sentinel Forces - d,dfrfrkick 
Body Press - d + punch 
(HYPER-X) Plasma Storm 
■ d,dfrfrail three punches 

PSYLOCKE 
Psiblade - d,dfrfrklck 
Psiflash - dAdfrfrpunch 
Ninjutsu - d,db,b,punch ox kick 
Chouhatsu - press start 
(HYPER-X) PsiSpear 
- d,dfr frail three punches 

COLOSSUS 
Giant Swing - d,df,f,punch 
Power Tackle - d,dfrfrkick 
Body Press - d + punch 
Super Armour 
- d,db,b,all three punches 

(HYPER-X) Super Dive 
- d,df,frail three punches 

SILVER SAMURAI 
Shuriken - d,dfrfrpunch 
Blink - d,dfrfrkick 
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 
" d,df frail three punches 

SPIRAL 
Position Switch - d,db,b,LP 
Sword Toss - d,dfrfrpunch 
Dancing Swords 
- dfrdfdb,b,MP and HP 
Six Hand Grapple - d,u,punch 
Sword Explosion - d,dfrfrkick 
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,dfrfrail three punches 

GOUKI (AKUMA) 
Gouhadouken - d,dfrfrpunch 
Shakunetsu Gouhadouken - 
b,db,d,dfrfrpunch 
Zankuuhadouken - 
d,dffrpunch (while in the air) 
Gousharyuken - frd,dfrfrpunch 

Tatsumaki Zankuukyaku 
- d,db,b,kick 
Diving Kick - d,dfrfrkick 
(while in the air) 
Ultimate Throw - d,db,b,punch 
Teleport - frd,dfrall three 
punchs or kicks 
- or b,d,db,all three 
punchs or kicks 
(HYPER-X) Goushinkuu 
Hadouken - d^frfrddfrfrpunch 
(HYPER-X) GourShoryu 
Reppa - f,d,dfrfrd,df,punch 

CHEATS 
PLAY AS GOUKI IN VS MODE 

Player i-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 
£K(short), //P(fierce), and 
//K(roundhouse) at the 
same time. 
PLAY AS JUGGERNAUT (N 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 time;. 

For mere hot tips and expert technical support call... 
Disney Interactive 1900 957 770 

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

rpj? 

Adidas 
Power Soccer 
PlayStation 

ACCESS FEMALE COMMENTATORS 

PTess^W^r during the 
arcade game, the In-game 
menu appears, go to the 
commentators menu. Then 
press 0 & square 
simultaneously, the ladies 
are now available. 
ACCISS DREAM TEAM 

After selecting your team, 
your allowed on a new 
screen to choose your team 
mode, your tactic etc... on 
this screen press Rj, U, 0, 
and square simultaneously. 
HIDDEN KICKS 

WHEN YOU HAVE THE BALL: 
Square £ X * Healing 
Triangle £ 0 * Flick 
Triangle £ X * Megashot 
(Predator shot) 

Square £ 0 8 ExtraSpeed 
BEFORE RECEIVING THE BALI: 
Square £ X•Juggling 
Triangle £ 0 s Hand or 
Megavolley (Depending on 
how high the ball is). 
Triangle £ X * Bicycle or 
Diving Header (Depending 
on how high the ball is). 
Square £ 0 ■ ExtraSpeed 
WHEN YOU DON’T HAVE THE BALL: 
Square £ Xs Dangerous Kick 
Triangle £ 0 * Pull (T-Shirt) 
Triangle £ X * Push (Two arms) 
Square £ 0 * ExtraSpeed 
HINTS FOR OFFENCE 

USING CONTROLLER TYPE-A 
i. 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, 
s. If you win a comer, 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). 

4. 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 6 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 

1. 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 

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. 

For more hot tips and expert technical support call... 
Roadshow Interactive 1902 962 000 

Calls charged at a rate of $1.00 per min. A higher rate applies from public and mobile phones. 



iRomance of The 3 
kingdoms 4 
Ip/oyatation 

|Get 30 generals: 
To get 30 generals instead of 

■5, start a new ruler at age 
I49, then make 5 generals 
Tthat are related to the ruler 
and are 33 years old, then 
nake 25 generals related to 

[the 5 original generals at 
age 17, start your game and 

Iset it up so that new 
Igenerals can enter the 
|game. Wait 2 months after 
you start the game and the 
Irest of your generals will 
noin your team!!! 

The Need 
For Speed 
playstation 
NO-MERCY MODE 

At the race type screen, press 
Li and Rj 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 
machine gun sound and 
cars that are around you will 
literally fly up into the air. 

Worms! 
PC CD-ROM 
SHEEP 

Type 'Total Worm age" at the 
menu screen. When you hit 
an 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, Li to hit a 
homerun every time at bat, 
and Li to let the computer 
take over. 

Theme Park 
playstation 
At the nickname screen type 
Bovine then during the game 
hold S,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 
LSR 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 

NRA Shootout 
playstation 
CHEERLEADERS 

During half-time, hold Li, L2, 
Rj, 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 

Zero Rivide 
playstation 
hidden comic 

After beating the game on 
any difficulty level w/o losing 
a round, highlight options on 
the second controller, hold U, 
L2, Rj, R2, and select, then 
push start (all on the 2nd 
controller). You should be 
able to view a hidden comic 
featuring Neco. 

Virtua Cop 
satum 
mirror mode 

(Without finishing the game) 
Co 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 ^he 
intro to see an intro menu, 
where you pick the intrc 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 
satum 
TO GET $3,000,000 

Build a solar power plant in 
each comer 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 residential 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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cheat mode 

Quake 
PC CD-ROM 

Go to the console and 
type these: 

GOD - God mode 
(If used too long you die) 
FLY - fly mode (press c to go 
down, d to go up) 
GIVE * - weapon number * 
GIVE S* - * shells 
GIVE C* - * battery charges 
GIVE R* - * rockets 
GIVE IT - * 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 11 - jewels 
SV_GRAVITY * 
- reduced gravity percentage 

Triple Play 97 
Playstation 
SECRET PLAYERS 

Enter these codes into the 
CustDm Players Screen. 
1. Erik Kiss 
2. Steve Rechstchattner 
3. Gary Lam 
4. Geoff Coates 
5. Dennis Hirsch 
6. Mark Gipson 
7. Kevin Pickell 
8. Craig Hui 
9. Josh Holmes 
10. Bill McCormick 
11. Tcny Lee 
12. B^ent Neilsen 
13. David Demorest 
14. Kevin Loh 

King Of Fighters '95 
Playstation 
When you’re in the character 
selection screen, you must 
seletleam Edit. And when 
push the start button, and 
enter this code. ==" Up-O, 
Right*Square, Left=X, 
Down=Triangle. and you can 
choose Rugal and Saisyu. 

Congo: The Movie 
Saturn 
ALL WEAPONS 

Pause the game and press 
A, B,A, C, R, L, R,X, Y,Z, Y,K 

College Slam 
SN£S 
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 where! 

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. 

Doogerman 
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.R.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, Li L2 Ri R2, 
then press theX button and 
keep the top four held. Each 
team has it’s own character. 

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

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. 

Daytona USA 
Saturn 
to play as an army tank, 
when in the pit, enter: 
b a b c a and then once out 
of the pit you will change 
into a tank. Unfortunatly 
you can’t shoot people 

For more hot tipi and expert technical support call. 
Sega 1902 555 444 

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



Toshinden 2 WWF Wrestlemania Road Rash 
Playstation Playstation Playstation 
FIGHT KOKECHI 

You must have Verm, Sho, 
Uranus and Master. Start the 
Full Came and on the 
character select screen you 
must put the cursor over the 
following characters for 3 
seconds in this order: 
Gaia Tracey Sofia Eiji Fo 
Kayin Chaos RANDOM. 
On the random box hold 
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 

lust press start when 
you are fighting and push 
the following. 
Invincibility 
- x,triangle,ri,up 
More powerful hits 
- x, triangle, Li, down 
Half damage 
- x, triangle, 12,right 
Stop timer 
- x,triangle,L2,left 
Reset cheats 
- scjuare,circle,triangle,x 

HARLEY D 

At the title screen press the 
buttons in this order: 
Rt, 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, Li, 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 
Righ t. Do wn. Do wn, L eft 
before entering EACH code. 
Cloaking 
- Down,Right,A,C,Up,Left,A 
Star Wars Trench 
- Right,Right,Down,Down 
Fade to Black -X,Y,Z,Z,Y 
Invincibility - B,Up,Left,Left,Y 
Full Weapons and Shields 
- A,Left, Left 
House Hunt - y,A,Right,Down 
9 Lives - B,Up,Down,Down,y 

Cyberia 
Playstation 
PASSWORD CENTRAL 

Here are some helpful 
passwords to start the game off 
RIO DOCK 
SKEET SHOOT 
BIO KISS 
GOING UP 
EASY RIDE 
ZAPPED 
BIO SHOCK 
CATWALK 
STEAL PLANE 
ROUOH RIDE 
OPEN OCEAN 
ISLAND RUN 
VALLEY RUN 
PORTFLYEY 
UNDERGROUND 

IT STOP 
ICE SCREAM 

FEET 
MAN 

OCKED OUT 
LICEOMATIC 
OT FRIENDS 

ISTEN IN 

Magic Carpet 
\Playstation 
LEVEL SELECT 

At the options screen press 
triangle, triangle, circle, 
square, 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 
Square - to increase your 
mana supply 
Circle - to complete the level 
you are currently playing 

fly any plane in a quick 
hold the left 

It+ctrl+shift and then click 
quick mission icon then 

cancel. Then repeat 
you will be able to fly 

any plane or helicopter. 

ade to Rlack 
CD ROM 
Foiling codes need to be 

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... 
Playstation Powerline 1902 262 662 

Calls charged at a rate of $1.50 per min. A higher rate applies from public and mobile phones. 
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IGeneral Tips 
I • 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). 
I * Don’t shoot enemies unless you have to. Most of the enemies can easily be dodged, thus saving ammo. 
I • Feel free to make trips back 8 forth to the storeroom, stocking up as many herbs as you can. 
I • Finish the game in under three hours to get rocket launcher 8 unlimited ammo. 
I • Whenever you have the option of discarding a key, discard it. 

Select jill as your character. The game begins with you 8 your team in the main hallway. You 8 
parry 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] 
Icorridor. You will see a zombie eating Kenneth.CD Kill zombie, get 2 clips from Kenneth’s body and 
[return to the main hallway. Help Barry search for Wesker in the main hallway. Do this by walking^ 
behind the stairs and back. Then Barry will talk to you again and give you the lock pick. 
I Now go upstairs to the right. There are two doors. Co through the second door. Walk straight 
through the next door into the room with 3 dead body. Cet bazooka. Co back downstairs to maid 
Ihallway. Get ink ribbon from typewriter. 
I 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 straight] 
[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. Co into the door] 
[opposite the double door, which leads to the shotgun room. Get the shotgun off of the wall.(2) Now^ 
leave shotgun room and the roof will close on you. Wait 8 Barry will save you. 

Now go through the double door at the end of the corridor. Walk straight ahead and enter the dooij 
|on the left which has a painting beside it and a long golden handle. This is the painting room. Flick] 
[the switches behind the paintings in the following order, New-born, infant, lively boy, young man, 
[middle-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| 
[staircase with a storeroom next to it. Pick up a herb. Enter storeroom and store the knife, medallion,| 
[berretta, clips 8 ink ribbon. Put the white chemical on the floor into the storage chest also. 

Return to main hallway. (Kill dogs with bazooka, one shot does the trick). Barry should give you] 
[the arid rounds for the bazooka. 

Now go up the stairs 8 through the left door into the upstairs dining room. Push the statue on the left 
Bide 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 thej 
statue, and also get the wooden emblem from above the fireplace. Now go through the door next] 
[to the fireplace, back out to the hallway where you first saw the zombie eating Kenneth. Walk] 
fright and go through the last door on the left, (a red door with a long handle). This is the piand 
froom. Push the cupboard in the side of the room and get the sheet of music. Stand in front of thej 
piano and use the sheet.(3) 

Go into the secret room and get the gold emblem. Replace it with the wooden one. Now go back out] 
[to the dining room and put the gold emblem over the fire place where you first got the wooden one.| 
[Get 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,| 
kill the zombies and go down the stairs. Go into the storeroom under the stairs. Use ink ribbon on| 
phe bed to save game. Store the orange key, acid rounds 8 ink ribbon. Take only the blue gem,| 
chemical, shotgun, bazooka 8 herbs if you think you’ll need them. Exit storeroom and walk till thej 
pnd of corridor, past the zombies. Go through door at the end. You should be in area with greenj 
|walls. Walk straight ahead to plant nursery. Use chemical on the machine beside the door. This will| 
rooiscn 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 statuei 
HJse the blue gem on the statue and get the second medallion.(5) Now exit this room and go into the| 
pext room to the green area, the caretaker’s room. Kill the zombie in the closet and get shells. (If youj 
pave no space for shells, use a herb.). Now leave this area and go back to the storeroom you justj 
Lame from. Save the game using the full, unused printer ribbon in the chest. 

Store everything, and take with you only shotgun, bazooka ammo, herbs 8 silver key from nurseryj 
Leave one space empty. Now go back up the stairs right outside the storage room, and make your! 
Uay past the upstairs dining room, into the main hall upstairs. Go into the first room on the rightj 
Walk down the hall and go through the blue/green double doors with golden handles. There are! 
armour suits inside the room. Push statues over drain holes then push the button.(4) Get the third! 
medallion. Now exit and go into the previous room in the hall. You will find another team member! 
pas 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 the! 
medallion 8 the silver key. Take the orange key with you 8 your weapons/ammo. Now go back to| 



snakebitten man. Walk straight into the snake room and kill the snake.(6) Get the last medallionl 
pom the hole through which the snake retreats. Also get shells from one of the barrels. Now leave! 
[this room £ assuming you’ve been poisoned, you’ll wake up in the storeroom. If you haven t beer 
poisoned just make your way back to the storeroom. Once your back at the storeroom, save 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 bacl« 
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 througn. Nov 
valk straight ahead £ go through the golden door at the end of the passage (opposite pcintingl 

|room). 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 

vater. Cross the bridge £ take the elevator down. Run past the dogs to the gate and go through. Run| 
oast 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] 

[the 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 i which is the room opposite storeroom. Go into the bathroom. drain| 
[tub and get C-Room key. Now get the red book from the bed, and shells from the desk. New exit] 
pis 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 002 (a gold key) from under 

[the hornet’s nest in this room. 
Now go back out into the hall, and go into Dorm room 002 which is the last room in the hall (next] 

[to 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| 
[the left. Push lever to drain water £ push button to open the door in the next room. 

Go next door £ get Dorm key 003 (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 003 (silver key) 
Now go to Dorm room 003 which is the room nearest to the hornet’s nest. Swap the red book for the 

vhite book to reveal secret door. Before going in, get bazooka ammo from the bathroom £ the ini 
|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 bazooka| 
oughta 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 

weapons, 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 halll 
vhere the painting room is), a hunter will attack you. Kill it £ go into the first door on the left £ get! 

[the Doom Book 1 from inside. After that go into the blue door which is the next door, and go into the 
storage room. Store everything £ take weapons, herbs £ the key from the fireplace. Exit and go uj 
[the stairs right outside the storage room. 

Go 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 Berry to| 
come back and climb back up. Get passcode off Barry, then go and save your game in the storage] 
bom. Store the ink ribbon. Take only weapons, ammo £ herbs. Leave two spaces. Now go back into| 
the 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. Get 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 
first will attack you as you enter, kill it, then to the right there is night-stand containing Magnum| 
rounds, get them and leave the library. Go to the main hallway (where the game began) and save 
your game on the typewriter. Now proceed to the upstairs dining-room, there will be two hunters in 
here 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 
to 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 
to 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 
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back to the storage room next to the stairs. Take the crank, weapons, herbs £ battery. Now go out-| 

side :o the garden. Go to the flood area £ cross the bridge. Go down the elevator. Now go to tb 

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 o: 

spaces. Now go back outside to the garden again and take the newly powered elevator down. Go ti 

the ladder that is where the waterfall used to be. Go down. Walk straight ahead £ save game at th 

_type writer around the corner. 

Now come back to the door near the entrance and go through. Go with Barry £ let him go first. Followl 

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 way 

back down the path. Now head back to the typewriter at the beginning. There are many hunters along 

[the way. You can run straight past them if you don’t want to take them on. Now use the hex crank on 

[the hole in the wall next to the typewriter. Go through the door. Walk up to the boulder. When you 

valk away from it, it will chase you. Run for cover. Now go where the boulder used to be and get the 

bazooka ammo. Kill the hunter. Now go to the boulder and go through the door it has revealed in the 

vail. Kill the spider with bazooka £ shotgun. (Spider is pretty tough so try £ have at least one herb at 

[this 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.! 

Set health spray £ ink ribbon £ save game. (Use the blue herb if you’ve been poisoned) 

Store the ink ribbon £ the knife, £ take Doom book i with you. Now exit store room £ go through dooi 

on opposite side of hall. Take the right passage £ don’t bother with the boulder. Use the hex crank on| 

[the hole three times. Go into the room with statue. Using the crank on the hole in the wall causes a sec 

Jtion of the wall to ’’stick out”. Push the statue in front of this section of wall and use the crank on the 

■hole. (11) The statue, will be pushed out. Now push the statue on top of the square on the floor £ get 

Jthe Doom book 2 from the wall. Exit this room £ take the elevator on the other side up to another gar 

■den area with a fountain pool of some sort. Now go to the status/inventory screen and highlight the 

iDoorr. Books. Press the button and highlight "check”. Rotate £ open the books £ you will discover a 

■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, 

Take weapons, herbs, ammo £ leave one space. Go through the door. Walk up to stairs and go down 

Jthem 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 

Jthe door on B2 with the password MOLE. Now exit this room £ go back upstairs into the no1 

|unlocked room. Open the panel on the wall and push the button. Get the lab key from behind thi 

Dillar. Now exit this room £ go back downstairs and use the key on the door with a red emblem i: 

Jfront of it. Go through this door £ walk straight ahead into the storage room. Get the bazooka ammi 

|£ ink ribbon from the shelf. Save game. Store the ink ribbon £ take only weapons, ammo £ herbs. 

Exit the storeroom and go left, through the door with a red emblem in front of it. Run to the righ 

land use the terminal to power up elevator, (try to dodge the ceiling creatures £ don’t walk directi' 

■under the hanging ones). Now run to the back of the room and £ go through the door. Go right a 

your 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 

|from. 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 tb 

side. Barry will join you £ take elevator with you. Follow the story. You will go into Tyran 

|room.(i2) 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 

veapons £ ammo to kill about three or four zombies. Use the rest of your 

|space 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. 

Kill 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. Get the flare 

Jfrom oox 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 

larour.d, dodging and avoiding his attacks. Ci4) 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.(is) Finito. 

O/C now you've completed the game as Jill, go back and try it as Chris. 

Sood luck... 
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seem like changing - everyone is 

always pushing the envelope in 

order to get noticed in a very 

crowded marketplace. 

PLAYSTATION POINTS 

DEARYPER, 

I 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 Satum 

and out of a rating of 101 give 

the PlayStation a 10 and the 

Satum 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? 

your Sc. 1 tan. 

ANDREW ATKINSON, TAS 

1. Sc games trcm Nintendo will 

be on the PlayStation 2. yes. 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 

definitely be getting upgraded at 

some stage but there's still no 

official word from Scny. 

Oooh, look! 

e%3 
011 Saturn. These shots arrived just on 

deadline but we whacked them in anyway 

so all Saturn fight fans can start getting 

excited and start practicing moves down at 

the arcade. It’ll be big... 

RENT GAMES FUN? 

Dear HYPER, 

Greetings humans. I'm here to 

iscuss with you a most 

nportant matter - why are so 

any games companies 

onstantly pouring out games 

ith mouth watering graphics 

nd not sparing a thought for the 

verage man? They don’t know 

ho their main audience is! They 

hink most people have a 

150 - Sure! When giraffes 

out of my butt?? What 

as the best game of all time? 

Did that need a beast of a 

C? No! I should think not! 

arcraft 1 took the world by 

torm, again not having big 

equipments. See what these 

ompanies should be looking at is 

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 

properly, perhaps they would 

make some money! 

RICHARD KRASOVSKIS 

Richard, you have a very popular 

point and the constant upgrade 

process for PCs is a strain. I 

agree that companies would 

probably clean up if they made 

killer games that could be used 

by most PCs. but unfortunately 

everyone seems to be after 

bigger, better and faster graphics 

and gameplay and this meana 

mere processing power and more 

money spent on computer 

upgrades. The situation doesn't 



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 6 

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 questions: 

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? 

4) Will there be a Daytona 2? 

Anyway bye. 

JONO RAWLINS 

1. It's net cn the schedule and I 

doubt it. given that most people’s 

energies are now directed at 

32bit and 64bit, but the first 

Doom cn SNCS did well sc let’s 

just wait and see 2. Mortal 

Kombat 4 is in production at the 

moment 3. £A Aussie Rules is still 

only a proposal at this stage but 

a lot of HyPCR readers are 

asking about it sc we may 

hopefully see a game next year 

some time. Write in to CA if 

you’re really keen for it. 4. A 

Daytona Special edition is 

coming cut for the Saturn and 

apparently Daytona 2 for the 

arcade is in production. 

POLYGONS 4 LUCASARTS 

Dear HYPER, 

I 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? I am definitely not saying 

I 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 I 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? 

your loyal and appreciative fan. 

DANIEL FLETCHER 

Ncrmanhurst NSW 

yes. lots of games cn the "super 

consoles ’’ are using polygon 

based graphics (and especially 

texture-mapped ones) and this 

will continue as in general it 

gives are far more realistic lock. 

There will also be games with 

very ’’individual" graphic styles 

too. as that is a selling point. 1.1 

don’t knew. It appears to have 

disappeared off LucasArts’ 

schedule which is sad. 2. Well, 

the multi-player option is the big 

one but you'll also get new 

weapons, better graphics and 

lots more. 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 I 

like HYPER is when you review a 

crappy game, you just come right 

out and say it. Later to my 

misfortune. 1 come across that same 

game and say, "YES! Good call! It's 

tits on a bull”. Your reviews are 

honest 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¬ 

yo!) 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 1 

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 Reads Tcycu All 

COUNT YORGA 

AIienb> Gardens SA 

Thanks yerga and I still go back 

to my C64 every new and again 

for a game of Clite or Impossible 

Mission ("Ahh. another visitor. 

Stay awhile. Stay FORCVCR!!!") 

and I love it! As for your 

questions, well I’d need to rub a 

crystal ball for those answer and 

my crystal ball is a bit sere 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 don’t 

think it will be in a year or sc - 

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. I 

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 I did 

I 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. At school, 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. 

I 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. I 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.... 

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 I get an 

uncensored version of Duke 

Nukem 3D? 

LEB 

OK. let’s clear one thing up again. 

The Office of Film and Literature 

Classification (OFLC) are net the 

only people responsible for Duke 

being censored. They are following 

very strict guidelines laid down by 

the Federal Government in 

Canberra, and they are forced to 

ban and censor games to follow 

the law. It is the guidelines that 

have to be changed, with the most 

urgent one being the 

implementation of the "R" 

category, sc 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 

cut there and get heard cn the 

issue, otherwise the situation's not 

going to change. As for your 

questions: 1. yes. it’s called 

Crusader: No Regret and should be 

cut in September 2. Most probably. 

3. Any other country but Australia 

and there’s also seme 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 

my parents think so. 

I would like to make a protest to 

Chris Brady’s letter in a previous 

issue which said to not belie/e 

HYPER! All I would like to say, and 

don’t take any offence Chris, but 

you 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. I do however 

have some questions: 

1) Could you please tell me if 

there is going to be any Stock Car 

racing games on the PlayStation 

as I 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 

Bcssley Park NSW 

Martin. I’ve got to be hones: - 

we're not always »co? accurate 

but we do cur best and we have 

a pretty good strike rate. 1. There 

are a lot of racing games cn the 

way that I think you’ll like - 

Destruction Derby 2 locks mighty 

fine and Andretti Racing has 

both FI and Indy cars. No 

specific stock car races though 

2. No. haven’t heard anything. 3. 

We like Wipeout or Need For 

Speed here at HyPCR. but 

remember that Wipeout 2007 is 

coming cut in November. 
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letters 

THANKS TO LILLIAN LEE FOR SENDING IN THIS 

ONE... NICE PANTS... 

Ia spot where a stake passed 

straight through a room and into 

i hole in another wall. Not to I mention the spot were the 

ceiling comes down to crush but 

at the last minute stops and I splits up into the walls, and the 

floor 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 

]that it is way too dark, making it 

very hard to see were the walls 

|end and the passages begin. 

Turning the light up in the game 

dose help but visibility is very I limited, making spotting 

monsters in the real dark 

patches a difficult task indeed. 

Now there’s the monsters. As 

lof yet I have not found a fault in 

|them. They look good, move 

■realistically if not a little 

(sharply. Their AI seems 

(generally good, except for the 

[fact they don’t really try to 

(dodge my fire. The weapons are 

another point, there’s not 

enough variety; having a nail I gun is enough, but a super one 

too? Not to mention they’re a 

little behind Duke 3D, the 

grenades might bounce around 

but you can't control when they 

explode, like Duke 3D, leaving 

you in some cases in the s St. I But I enjoyed the way your view 

is thrown back when you fire 

the double barrel shot gun and 

other guns, mimicking recoil. 

Quake is good but a little short I of brilliant; there’s an 

atmosphere but without the 

creepy 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 

mid2k3d>adam.ccm.au 

Martin, seme very seed points 

but there’s nc way I’m going to 

get dragged into the Quake vs 

Duke thing - they’re two 

different 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 cut now is an early 

shareware and is being updated 

QUAKE NOT AT FULL POTENTIAL 

Dear HYPER, 

Enough butt kissing happens 

in this section of your 

absolutely incredible games 

mag. so I 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, I 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 I was going. We 

all knew 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 

amaz:ng, vaulted ceilings, even 

constantly sc I think we should 

see seme fairly excellent 

additions by the time the full 

commercial versicn is cut. 

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? 

Of garbage mail 1 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. 

I grip the package with caution. 

I grab it and rip it open, 

Not caring what might happen. 

Its inside shines majestly. 

And I pick it up, gently. 

It’s too much, I have to close 

my eyes, 

With tearing eyes I look 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, 

I 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 1 have learned all 

that can be learned, 

And in that instance to my 

home I have returned. 

I’m happy to be safely back, 

And now no answer do I lack. 

Now to wait is what I must do, 

For HYPER's next issue is 

soonly due. 

CAMILO KLEIN 

Chile 

Our thanks to you Camilc. and 

to your friend as well for your 

constant letters and e-mails. 

We’re glad that you like HyPCR 

in Chile. Can the HyPCR crew 

crash at your place when we 

visit South America? 

SAME GAME. NEW NAME 

Dear HYPER, 

As 1 was looking through your 

heaps leg mag. (Issue 33), I 

couldn’t believe my eyes when I 

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 (Fi) 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 

Wame Cricket really is Brian 

Lara Cricket with a few more 

options thrown in. Overseas. I 

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 for 

sporting games, are net exactly 

new (€A do an annual update 

for most of their sports 

franchises) and they do sell, sc 

that’s why they keep on releasing 

them. 1. We haven’t seen the final 

versicn 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 3.1 

haven’t seen it running yet. News 

when it breaks. 

NINTENDO BIAS? 

Dear HYPER, 

I am 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 3DO/SATURN/PLAYSTATION 

preview your end comments 

here something like "until we 

actually see the hardware in 

action" and "only time will tell” 

but the N64 got no such 

statements. Even if Stuart got to 

the E3 show and the N64 was a 

piece of crap he would have 

written rave reviews so as to not 

contradict his earlier foresight. 

Shame on you HYPER! 

Jcura P.Oed 

PAUL GOODHEW 

OK to start off with - have you 

seen Marie 64 running on the 

N64? If 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 first Marie 64 

preview (several months ago 

now) I hadn’t actually seen it 

but we went on several 

independent reports (from 

people we trust who had played 

it in Japan) on hew good the 

game is. When I saw it running 

at €3.1 agreed with the 

comments completely and we 

ran with a very favourable 

review. If I had hated it. I 

wouldn't have had any problems 

slagging it off - in fact, it 

probably would have been 

amusing. Nintendo certainly 

aren’t paying me (or tfyPCR for 

that matter) to be nice to them 

and all N64 coverage you see in 

HyPCR is a result of cur own 

efforts because Nintendo don’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, I do my 

best to follow your pearls of 

wisdom. So when you said not 

to drool too much over your 

preview of Mario 64.1 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 

drool 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 I 

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 

64 will be pathetic, we all know 

Link can’t jump or fly like Mario 

can, bwah hah ha!!!". I 
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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 I 

turned to the owner of that 

sceptical little voice, and 

flicked him from my presence, 

and the Nintendo Cod was 

much pleased. So then 

HYPERchondriacs, 1 have two 

questions for you beings of 

great and eternal wisdom. 

1. Will Link 64, or Zelda 64 

(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 lo Guest, from 

People magazine ? 
I bcw before ycur omnipotence. 

JOHN 'THE DOG’ PATTISON 

1. Aah, John you thought were 

omnipotent, but unfortunately 

were not. I would definitely 

guess that the Nintendo 64 

Zelda/Link game would have 

many new features (like jump 

and fly) but not having seen 

anything on it yet I can't say 

for sure. The game won’t be cut 

until well into 1997 anyway. 2. 

We’re not sure. We don't buy 

"People’’, we just go into 

newsagents, laugh at it for a 

while then put it down. We’re 

glad you liked her anyway. 

DON'T BLAME GAMERS FOR VIOLENCE 

To The HYPER Crew, 

I am writing to you because I 

think that you will understand 

why I 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 1 

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 

Wet n 
KvlBr/H/c, 

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 I 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 I leave you 1 have a 

(few questions: 

1) I have Pentium 100. with 8 Eiegabytes of RAM. How long 

ntil this will be outdated? 

2) Is the Warcraft 2 expansion 

(pack any good?. And if so can 

(you please review it? 

3) Is there any word of a 

;equel to Duke3D? 

4) When is Quake arriving? 

Thanks for your time, and ■keep up the good work! 

REGARDS, DAVE. 

ranksten VIC 

■The Port Arthur massacre 

aused a lot of knee jerk 

eacticns (some of them Brcbably welcome) but it 

rob ably didn’t have too much 

c do with why Duke Nukem 3D K>as forced to be modified for 

ustralian release. The 

uidelines governing 

iassificaticn of computer 

^gamea are not open to much 

nterpretaticn and while Port 

■Arthur probably sealed Duke’s 

(fate, it u?aa always going to run 

ntc some problems given cur 

^ndicuicua lack of an "R" 

ategcry. t. That’ll be fine for a Ehile. 2. yep. it’s good, 

eviewed last issue. 3. What? 

Duke 4D? No. no word on a 

sequel as yet. 4. Take a lock at 

our cover and read the article. 

FOR SALE 

/V/ 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 (09) 4011817. Perth only. 

Mega Drive in good condition for sale 

$80 ono. Also a Nintendo with 3 games $35 

ono. Call Josh on (079) 4215 60. after 4pm. 

SNES with 2 controllers. 5 games DKC. 

DKCz. MK2. MK3. Vano All Stars, all boxed 

with instructions. ( MK2. no instructions). 

$355. Ring Shea Callaghan on (08) 388 6078. 

SNES: with two control pads. \ joystick. 

19 games (inc. MK3. DKC, Theme Park 

and Scope). All with instructions and in 

excellent condition $850 ono. Call Nic 

on (02) 4891090 Wahroonga. 

SNES: 2 controllers. 6 games. DKC. Ki. 

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) $55. Virtua 

Fighter (Jap) S35. Panzer Dragon (Jap) 

$40. Pebble Beach Coif (Jap) $45. All in 

excellent condition. Will post. Ph: (08) 

281 5710 SA 5108. 

Mega Drive with 5 Games. NBA Live 

95. NHL 95. Sonic 3. Desert Strike. Super 

Monaco CP II. 2 controllers - 1x6 

button. All leads, very good condition. 

$250 or $50 each per game. PH: (074) 

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. 1x3 

button pad. 14 games (MK3. NBA Jam T.E.. 

WWF Royal Rumble. Super Baseball 2020. 

Lotus II. Lethal Enforcers with gun and lots 

more). Only 8 months old and in good 

condition, worth over $800 but selling for 

$500. Ph: Shawn on (02) 726 4277. 

Mega Drive 2 ♦ 32X. fully working, ♦ 
2 6 button controllers. 5 games. Virtua 

Fighter 32X. doom 32X. Mortal Kombat 

3, NBA Live 95, Earthworm Jim. $400 

ono. (03) 9592 4229. ask for Richard. 

PlayStation Games - Destruction 

Derby. Krazy Ivan, and Twisted Metal. 

Will sell for around $50 each or swap 

for good PlayStation games. Phone Tim 

(09) 448 6132. Perth only. 

Primal Rage for PC CD ROM. mint 

condition with box and Primal Rage 

Joystick $50. Ring Matt on (043) 601899 
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) 844462. 

SNES: 18 high rating games (above 90%) 

priced between $20 * $45- Including. Secret 

of Mana. Metroid 3, Zelda 3; $45 each. 

Parodius and Super Probotector $40 each. 

Interested? Ph: James on (054) 952 45*- 
MD Game, Carfield. Super condition, 

case, instructions and passwords $60 or 

will swap for Super SF2. Ph: (067) 2to 

026. ask for Justin. 

Mega Drive with Astrix. Good 

condition. One 6 button pad, S100 ono. 

Phone (071) 255 016. 
SNES 4 games including. SFII, Mario Kart. 

Lemmings. Mario World and Pro Action 

Replay. 2 controllers and deck, all for only 

S200. 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 

(069) 212 814. NSW only please. 

MD with 2 6B control pads, n games, 

including MK;. Sonic 2 (both with no 

cases). Syndicate. EWJ. Urban / Jungle 

Strick. NHL '95. Sonic 1, Quake Shot. Fi. 

Theme Park ar.d a free book of cheats 

$300. Ring (02) 427 1374 ask for Ed. 

SNES: 2 control pads, 5 games inc: 

MK3. Ki. Eesert Strike. TMNT 

Tournament and Zelda 3. $250. Phone: 

(063) 629 745. ask for Dave. 

PlayStation game Total NBA '96 $60. 

brand new. urwanted gift. Please call 

Hugh AH on (0:) 436 4040. 

SNES - 2 control pads for games - DKC. 

Mortal Kombat 1. Super Mario Kart. SupeT 

SF2. All with boxes and instructions. 

Worth over $450. selling for $250. ask for 

Dominique, on (03) 9795 8039. 

Super Nintendo, with MK3. Killer Instinct. 

Starwing. Stunt-ace FX and Super Soccer, 

plus 2 Control pads. Mint condition! $299 

(065)811717. ask for Daniel. 

Sega Game Gear with; Sonic. Shinobi. 

Wonder boy 2, Mickey Mouse and Columns 

plus AC adaptor, all with boxes. $ioo. Ph: 

(02) 625 9203. after 3pm weekdays. 

Sega Mega Drive II with 8 great games 

including NBA Jam. Mega Bomberman 

and Street Race:. 4 Player Adaptor, and 3 

controls. Worth $700. Sell for $300. Phone 

Luke on (09) 45' 4450. wa only. 

3DO games, S reet Fighter $40. Shadow 

$35. Way of the Warrior $50 and a few 

others, call Ceolf on (02) 39 822 80. 

Mega Drive and Mega CD: 2 controls. 

Sonic 2 (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- 

IBM games. Jade to Black $30. Duke 

3D full version $35. Battle Drome $20. 

MK2 $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 II, 2 controllers. 8 

games inc: Fif* International Soccer. 

Normy's Beach Babe-O-Rama. Street's 

of Rage etc. The lot for $390. (or swap 

PlayStation. 1-: controllers, t or more 

games ♦ cables) Ph: (07) 3376 6852. ask 

for Hieu. after 4 30pm. 
Need MORE WAR> Over roo Warcraft 2 

levels to satisfy your lust for Human or 

Ore dominatior. Still in box. $25 ono. 

Phone Rony after school hours on (02) 

9958 1556. All offers will be considered. 

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 one. 

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(o52) 756 735. 

PC CD ROM Games for sale. Strike 

Commander. CD $35. Task Force 1942. 3 

1/2. $30. Mega Pack 4 . CD. $40. Aces of ; 

the Pacific. 3 1/2 $30. Wing Commander < 

Academy . CD. $to Ninja Turtles. 5. 25. 1 

$5. Apogees Best CD. $7:50. Ph: (070) 341 I 

301. Fax: (070) 31! 301. Ask for Aaron. 

PlayStation game Jupiter Strike $45 

ono. 3 weeks od unwanted gift. Call 

(02) 608 2309. a;k for Jason. 
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PC CD ROM/3.5". Mechwarrior 2. 

Police Quest collectors ed. Nascar 

Racing. $45 each. Starship $35. Wing 
Commander II Speec*i $8. Contact Luis 

in Brisbane on (07) 3216 7403. 

Sega Mega Drive 2 : 2x6 button 

controllers Mortal Kombat 2 in good 

condition, with 4 of the latest mags. For 

only $120 and full throttle if wanted, all 

for $150. Ph: 324 55774. ask for Brett. 

PC CD ROM. Doom 2 $65. Doom 

Companion CD $25. Guy Spy $50. Full 

Throttle $50. Unde* a Killing Moon 

Demo $20. 5 game ccllection (inc. Rise 

of the Triad Sharewaie) $35. Rise of the 

Triad (full) $60. Cal (03) 9758 7778. 

after school hours. Aik for Ryan. 

Mega Drive games. Lethal Enforcers 

2. Lethal Enforcers gun and Psycho 

Pinball $uo for the lot. with separate. 

Contact Adam on (004) 286 455. After 

4:30pm weekdays. 

MD games, Haunting $s$, Universal 

Solider $15, Super Smash TV 15 Double Clutch 

$20. or all for $60. Rinj 398 8860. ask for 

Aaron Creen after 3:30pm. Perth WA. 

SNES with 2 controllers and 5 games: 

Killer Instinct. MK3. Dcom. Secret of Mana 

and F-Zero. All with boxes, books and in 

excellent condition. 5350 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 $115. Call (051) 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) 4011 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 goed condition. 

Original Panasonic 3DO with 11 of its 

hottest games, inc. Need for Speed. Wing 

Commander III, Space Hulk, Po’ed £ Road 

Rash. Everything is boxed and in prime 

condition. Will consider any serious offer. 

Phone Myles on (08) 266 2452. a/h 247 7822. 

Mega Drive * Battlestation II double. 6 

button controller with bag * 6 button pad ♦ 
10 games inc. MK3, Jungle Strike. Road Rash 

11. $600 ono. Phone Leigi on (066) 427 754- 

Stimpy's invention $70. For Mega 

Drive or will swap for MK2 or MK3. (09) 

453 2041. ask for Jaion. (After School 

hours) WA callers only. 

SNES with 3 control pads. Donkey 

Kong Country. MKI1. Earthworm Jim. 

Punch-Out and CUymates all with 

instructions and in good condition. 

$250. Ph: Sam on (02} 4361705. 

Mega Drive with 8 games. 2 control 

pads and Mega CD2 with 2 games. All 

boxed with instructions. 

MDi - good condition. 2x3 button 

control pads, 17 games, inc. Micro 

Machines. PCA III Sell $200. Call 

Brendon (after school hours) on (046) 

265 627. Campbelltovn NSW. 

MK 3 570. MK 2 $50. JAKi $20. Primal Rage 

$65. Mario Kart $40. NBA Live 95 Ho. Virtual 

Bart $50. Ph: (079) 973 036. ask for^dam. 

Mega Drive II and Mega CD II with 5 

games: Sonic 1 and 2. Skitchin. Aladdin. The 

Lion King and for the Mega CD: Road 

Avenger. All games and systems in great 

condition. The lot for $400 ono. Will go as 

low as $350. Contact (051) 746 210. after 4pm 

weekdays or on weekend. Ask for Justin. 

SNES §150 for 6 games. 3 joypads. games 

inc. Mortal Kombat 3 $50. Yoshi’s Island 

$50. Super Mario Kart $35. Super Mario 

World $25, Mario Allstars $15. Vegas Stakes 

$15. Pro Action Replay 2 $30. MD $ioo for 4 

games. 3 joypads. 1 joystick, games inc. 

Mortal Kombat 1. 2 and 3 $50. Spiderman 

$20. Pro Action Replay 2 $30, Mega CD with 

games S150. Or the LOT for S550. contact 

(09) 446 9104 (after school hours). 

Mega Drive 2. with 6 button pad. Chiki 

Chiki Boys. Sonic 2. Fifa Soccer. Road Rash. 

Wonaerboy in Monster World. All cables 

in good condition (cheats too). $200. ask 

for Sasha. Ph: (045) 765 040. (NSW). 

Doom on SNES, with original box 

and manual. A low price at S75. worth 

Sioo. Phone Adam on (09) 9274 5989. 

Gameboy with 4 games (Donkey Kong 

Land. Mega Man. Agro Sores and Tetris). 

Good condition, all games with 

instructions excluding Tetris, quick sale 

$200 ono. Ph: (063) 771626. ask for Daniel. 

PC Joy pad for sale. SNES style OC 

Joypad. four colour coded buttons, turbo 

function, excellent condition, price 

negotiable. Phone Peter on (02) 725 6829. 

Gameboy, 4 games, inc. Killer Instinct. 

MK2, 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 a 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 Man and 7 

other games plus a game adaptor $220. 

ask for Sasha. Ph: (045) 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 CD 2 and Mega Drive 2 with 4 

CD games and 6 MD games inc. MK3. 

All boxed with instructions. Mega Key 

2. carry case. All in good condition. 

$400 ono. Ph: Brendon on (042) in 498. 

Cheap SNES games, Mario Kart $30. 

Allstars (no box) S50. Secret of Mana 

$35. King Arthurs World $40. all 

prices negotiable. (09) 479 7870. 
Must live in Perth. 

20 magazines for $30. Worth well over 

$100. Magazines include. Play. GameFan, 

Game Master. Gamepro. Camestar. Sega 

pro and many more! Heaps of pictures 

and reviews. Phone: (03) 9789 7403. 

Doom 1, Doom 2 or Wolfenstein 3-D for 

PC. Can be unboxed without instructions, 

must be cheap or with swap for MKi. Must 

be in WA. Ph: (09) 3051064 ask for Rodin. 
Wanted Prisoner of Ice IBM CD. Ph: 

(08) 89 525 287. Ask for Lachlan. 

Every Hyper except issues 5. 8, n £ 12. 

in mint condition (some competitions 

cut out. no posters). Reasonable prices. 

Ph: Brad on (066) 741 494. after 4pm 

mon.-fri. Near or in Tweed Valley only. 

32X (no MD) ♦ Virtua Fighter. 

CHAOTIX. Virtua Racing, the lot worth 

$600. selling for $300. only 5 1/2 mths 

old. Ph: (066) 421 088. after 4pm. 

MK 3 for CD ROM for just $50. with 

box and book. Excellent condition. Call 

Joshua on (02) 670 4076. after 4pm. 

Super Nintendo with control pads 

and 2 games (Killer instinct £ NHL 

Hockey ’96). SNES and NHL '96 boxed 

with instructions. Good condition $200 

ono. Ph: (02) 610 0157. 

WANTED 

All 4 parts to ULTIMA 7. Would pay 

roughly $30. ULTIMA 8 - PACAN with speech 

pack. Pay roughly $70. Phone: (043) 23 4218 

Sonic comics, will pay $6 for each 

mini issue, or $20 for all 3 and $10 for 

each sonic special or $25 for 2. will also 

pay for postage and handling. Ring 

(066) 52 3736, ask for Mark after 5pm. 

Mega Drive Games: MK 2. Super SF2 

Turbo, Sonic. Sonic 3. Sonic and 

Knuckles and a 6 button controller. 

Phone Matt on (09) 448 6132. Perth only. 

PlayStation Games - MK3, Street Fighter 

Alpha. Need for Speed. NFL Cameboy. X Men 

Children of the Atom. Fi and Tekken 2. for 

cash. Phone Tim (09) 448 6132. Perth only 

/ really, really, really want a copy of 

Rugby World Cup '95 for PC-CD. I 
could swap it for Cricket '96 or buy for 

top $$$. Phone Nick on (02) 39 82662. 

3DO version of Return Fire. Twisted 

Metal and Raymar. for PlayStation. (02) 649 

7710. All games must be in good condition. 

Sega Mega Drive games. Theme Park or 

Jungle Strike for $35. Book and box not 

needed, cartridge must be in Ai condition. 

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

Cheats for Slipstream 5000 on PC 

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). 

/ need Zelda 3 for SNES! Need for 

Birthday present. Must have instructions. 

Will swap Super Method or Yoshi’s Island, 

or buy for $45. Ring (053)381 630. and ask 

for Richie. (Prefer Central Highlands area). 

/ want Mortal Kombat 1. PLEASE 

ring Mark on (064) 589 220. (PC Ibm. 

CD or Hard Disk). 

PlayStation games wanted! Must 

be PAL version. Will pay $50. Phone: 

(03) 9789 7403. 

SWAPS 

Super Star Wars or Super Return of the 

Jedi on Super Nintendo, will swap for 

Another World or Super Street Fighter II 

on Super NES. Also willing to buy. 

Replies: A. Carrol c/- Post Office Burekup 

WA 6227 (preferably WA residents). 

/ Will swap MKi for MKi, can be 

unboxed without manual. MKi comes 

with box and manual. HURRY!! Must 

be in WA (09) 3051064 ask for Robin. 

I will swap my Super NES with ! control 

pad. MKi. MK3. SF2. Starwing FX. Super 

Punch Out, Hyper Zone, Super Castelvania 

4 for a Sony PlayStation PAL with at least 2 

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

PlayStation. I 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. $90. Or swap for 

Atari Lynx II 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 ’95 or Shane Warne Cricket. 

(02) 39 82662. ask for Nick. 

PlayStation game Shockwave Assault 

(Pal) for Jumping Flash or Warhawk 

(others considered) or S70. Phone Sean 

(02) 875 2574- Sydney area only. 
I Will swap my Sega Master System 

game for ANY Cameboy game. That’s 

right ANY!!! Call Naveed on (02) 8261991. 

Mega Drive 2 with 16 games. 3 control 

pads including Arcade Pro Joystick, lots 

of accessories for a Sega Saturn with one 

game or will sell for $650 ono. Ph: Adam 

on (004) 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 (047) 738 877. ask for David. 
NBA Live ‘95 or '96 also NBA Jam. NBA Jam 

IE. Jam It, Barkley Shut Up and Jam. For 

either or all of these games: Street Fighter 2. 

DKC. MK or MK2. 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: 

(051) 992 876. ask for Lucas. 

I will swap a Gameboy with MK3 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 (09) 402 6615. Ask for Max. 

PlayStation games to swap - Alien 

Trilogy. Tekken. D. Battle Arena 

Toshinden, UFO Enemy unknown. D 

Derby. Twisted Metal. Call Frank on 

(074) 458 084. 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 2 

controllers if possible. Phone:(052) 614 845, 

ask for Phil, on schooldays cal! after 4pm. 

Will swap Mega Drive 2 with 2 

controllers 0x6.B) and 10 games with 

Cameboy. light magnifier, battery charger 

with 6 cartridges for PlayStations with Fifa 

■96 or Tekken 2 or Ridge Racer Revolution 

or Saturn with Daytona or Sega Rally Ph: 

(090) 216 827. WA only. 

Mortal Kombat 2 with codes. 

Fatalities. Babalities and Friendships with 

box and instruction manual for Super 

Cameboy with 1-3 gameboy games. Or 

Mortal Kombat 3 with codes box and 

instruction book for Pro Action replay. 

Call Clinton on (079) 827 481. Qld. 

PENPALS 
Hi, my name is Wade and 1 am 16 y/o. 

I'm looking for a male/female interested 

in the computing area. Write to me at: 

Wade Holes. 42 Hay St., 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) 5561 748 

Hi, I'm Shanna, I 'm n and I like playing 

Mortal Kombat against my brother and 

sister but my favourite game is 

Lemmings. I have a PC CD ROM and I 

enjoy playing it. If you would like to write 

please write to 4 Cameron P1. Nambour 

4560. Must be ii or over, male or female. 

Hi, I'm Ben, I’m 12 years of age and am 

looking for a penpal, male or female 11 -14 

years of age. I own a Megadrive and am a 

big fan of Doctor Who. Queen. Soccer and 

computer games. If you are interested write 

to: 28 Mandalay Drive Happy Valley. SA 5159. 

I'm a 14 year old boy. I 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 50 Brentwood Road 

Wattle Grove WA. 6107. 

/ am looking for a penpal M/F who 

likes video games. Must be between 9 

and 15. So 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 old. 

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 Gordans 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 20. I love playing computer games, 

especially RPG's and fantasy games. I 

also like ice skating and reading Dragon 

Lance novels. I prefer someone with a 

SNES or PC ROM. to talk about games and 

other life issues. I will reply to all letters. 

Please write to: Rosemary McCoubrie. 10 

May Drive. Nollamara. WA 6061. 

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 • FIGHTING • ADV • OLD & NEW 
CASH MONEY FOR YOUR GAMES, SEND YOUR USED CARTRIDGES. MAIL ORDER FROM ANYWHERE IN AUSTRALIA 

Located near the Station f f f a A4 7QO 7707 Eav 119 TQ^ TTflT 
99 OLD TOWN PLAZA BANKSTOWN 2200 4i UL f 9U I IUI rd* U£. f 90 If Ilf 



If its not 
listed just 

call 

■ Australias 
fastest growing 

mail 
order servci 

FREE CALL 1800 620 6S0(MAIL ORDER ROOM) ENQUIRES (09) 274 7690 
LARGEST RANGE OF NEW & USED GAMES 

SONY PLAYSTATION.S389.00 
CONTROL PAD.S49.00 
NEGCON CONTROLLER ... S89.95 
MEMORY CARD.S39.00 
UNK CABLE.S49.00 

LONE SOLDIER.S95.00 
LEMMINGS 3D.S87.00 
MAGIC CARPET.S99.00 
MORTAL KOMBAT 3.S95.00 
NRA LIVE Q6 S99 00 

MOUSE.S49.00 NOVA STORM SA7 OO 

AIR COMBAT.S87.00 
OFF WORLD INTERCEPTOR.S95.00 
PGA TOUR Qfi $96 OO 

ASSAULT RIGS.S95.00 
ALIEN TRILOGY.S99.00 
EATTLE TOSHINDEN 2 .S99.00 
CRITICOM.S88.00 
DESTRUCTION DERBY.S95.00 
CEFCOM 5.S87.00 
DOOM.$95.00 

PHILOSOMA.S99.00 
PSYCHIC DETECTIVE.S99.00 
RIDGE RACER.S95.00 
RIDGE RACER REV.S95.00 
ROAD RASH.$99.00 
RESIDENT EVIL.$99.00 
SHOOKWAVF $95 OO 

FADE TO BLACK.S99.00 
FIFA SOCCER 96.S95.00 
GUNSHIP 2000.S95.00 
H-OCTANE .S88.00 
IMPACT RACING ....S88.00 *NEW* 
IN THE ZONE.S99.00 
GEX .$79.00 
JOHNNY BAZOOKATONE S95.00 
KRAZY IVAN.S95.00 
LOADED.S87.00 

TRACK & FIELD.S99.00 
TOTAL NBA.$99.00 
TOTAL ECLIPSE .S99.00 
TWISTED METAL.S95.00 
VIEWPOINT.S99.00 
WORLD CUP GOLF.S95.00 
WORMS.$95.00 
WIPEOUT.$95.00 

j TITLES ARRIVING DAILY j 

SUPER NES DECK.S149.00 
SUPER NES & DONKEY 2 ... S229.95 
SUPER GAMEBOY.S99.00 
CONTROL PAD.S29.95 
ACTION REPLAY 3.S99.00 

ADDAMS FAMILY VALUES.S95.00 
BARKELY SHUT UP & JAM .... S89.00 
BLACKHAWK.S79.00 
BOOGERMAN.Si 04.95 
BIG HURT.$95.00 
BREATH OF FIRE 2.S99.95 
BIG SKY.$95.00 
SUPER B.C. KID.S95.00 
CANNON FODDER.$79.00 
CUT THROAT ISLAND.$104.95 
DEMOLITION MAN .Si 19.00 
DOOM.SI 09.00 
DONKEY KONG 2.$89.00 
DRAGON.S89.00 
EARTHWORM JIM 2. $114.50 
FIFA 96.S95.00 
KILLER INSTINCT.$99.00 
LION KING.$99.00 
LORD OF THE RINGS.S79.95 
MASK.$109.00 
MORTAL KOMBAT 3.$104.95 

MICRO MACHINES 2. 
MECHWARRIOR 3050. 
MEGA MAN 7. 
NFL QUARTERBACK. 
NHL HOCKEY 96 . 
POWER RANGER MOVIE .. 
ROBOCOP vs TERM. 
SECRET OF EVERMORE... 
SLAMMASTERS. 
SPACE ACE. 
SUPER MARIO KART. 
SUPER BOMBERMAN 3. 
SUPERSTAR SOCCER. 
STAR TREK FLEET ACAD.. 
SPAWN. 
SYNDICATE. 
RETURN OFTHEJEDI. 
THE LION KING. 
THE FIREMAN. 
TURBO TOONS. 
URBAN STIRKE. 
WRESTLE MANIA. 
WORLD MASTERS GOLF .. 
VAMPIRES KISS. 
YOSHIS ISLAND. 

$109.00 
.. S95.00 
.. S99.00 
.. $99.00 
.. $97.00 
$104.95 

.. S79.00 

.. $89.00 
.. $89.00 
.. $69.00 
.. S74.95 
.. S95.00 
$109.00 

.. $79.00 

.. S99.95 
$119.95 

.$119.00 
S119.95 

.. $99.00 
$109.00 
$119.00 

.. $99.00 
$104.95 

.. S99.00 

.. $89.00 

TOO MANY TO LIST CALL 

FREE CALL 1800 6206801000s MORE TITLES A VAILABLE 

SATURN BASE PACK.$395.00 
CONTROL PADS.S49.00 
VIRTUA STICK.$89.00 
MEMORY CARD.$99.00 
ARCADE RACER.Si 35.00 

BAKU BAKU .S95.00 
BUG.S69.95 
BIG HURT BASEBALL .S99.95 
CLOCKWORK KNIGHT.$69.00 
DARIUS GAIDEN.$95.00 
EURO '96.$95.00 
FI.S95.00 
GUARDIAN HEROES.S95.00 
HPY Cqq on 
GA L LA C TIC ATTAC K..".. ...... $8 9'00 
GOLDEN AXE THE DUEL .... S95.00 
HORDE.$95.00 
INTERNATIONAL V GOAL ... S85.00 
HIDDEN SOULS.S95.00 
MYST.S95.00 
NHL ALLSTARS HOCKEY.... $95.00 
NEED FOR SPEED.S95.00 
OFF WORLD INTERCEPTORS89.00 
PANZER DRAGOON.S69.00 
PANZER DRAGOON ZWEI.. S99.00 
RAYMAN.S89.00 
REVOLUTION X.S89.00 
SHINING WISDOM.S95.00 

SEGA RALLY.S95.00 
SHOCKWAVE ASSAULT.95.00 
SHELLSHOCK.S99.00 
SHINOBI X.S95.00 
ST. FIGHTER ALPHA.S95.00 
TRUE PINBALL .S95.00 
TOSHINDEN REMIX .S95.00 
TITAN WARS.S99.95 
THEME PARK.S95.00 
VIRTUA COP (W/GUN).SI45.00 
VIRTUA GOLF.S99.00 
VIRTUA HANGON.$99.00 
VIRTUA FIGHTER 2.S95.00 
VIRTUA RACING.S95.00 
WING ARMS.S95.00 
WIPEOUT.S95.00 
WORLD CUP GOLF.$95.00 
WORMS.$89.95 
X-MEN .S95.00 

HU W 3 

ALIENS.$49.00 
COMMAND & CONQUER.$95.00 
CHRONICLES OF SWORD.$89.95 
DESCENT 2.$95.00 
EARTHSIEGE 2.S89.95 
FUTURE SHOCK.S95.00 
HEXEN (HERETIC 2).$95.00 
INDY CAR 2.$95.00 
LEMMINGS 3D.S87.00 
LORDS OF MIDNIGHT.S69.00 
MORTAL KOMBAT 3.$95.00 
MICRO MACHINES 2.$77.00 
MAGIC CARPET 2.$85.00 
MORTAL COIL.$87.00 
NBA LIVE 96.$95.00 
NBA JAM TE.$95.00 
RING CYCLE.$59.00 
SHOCKWAVE.S96.00 
STAR TREK "HARBINGER” .S95.00 
STONEKEEP.$95.00 
SUPREME WARRIOR.$95.00 
TRACK ATTACK.$95.00 
THE DIG.$92.00 
TOP GUN.S94.00 
WING COMMANDER 4.$115.00 
X WING PACK.S59.00 

100s SECOND HAND 

####* 
15% OFF ALL TITLES 

THIS MONTH ONLY 
BE QUICK 

COLOUR GAMEBOYS. S99.95 
GAMES GALORE IN STOCK 
SUPER GAMEBOY ... S95.00 

GAME GEAR 
SI 79.00 

TITLES NOW ARRIVING 

* GOLD-CARD * 
PURCHASE ANYTHING OVER $50 

AND REClEVE YOUR 

GOLD CARD TODAY 

THAT ENTITLES YOUR TO 10% OF 

ALL SOFTWARE NEW AND USED 

PRICES SUBJECT TO CHANGE WITHOUT 
NOTICE MANAGEMENT RESERVES THE 
RIGHT TO REFUSE ANY SALE OR TRADE 

Trade & Postal Orders 
Mail to : FUNZ-R-GAMES 

Shop 2/186 great eastern hwy midland wa 6056 

MAIL ORDER ROOM 1800620680 (FREE CALL) 

YES! WE DO TAKE ORDERS & TRADES FROM 
— = = 

“ ■ 
»» “ 

ANYWHERE IN AUSTRALASIA AND NEW ZEALAND 
£ 

5= 

FUNZ-R-GAMES PHONE:(09) 274 7690 

Shop 2/186 Great Eastern HWY Midland WA 6056 (0PP BUNNINGS) 

TRADE-IN QUOTES 
Phone (09) 274 7690 for price 

ALL MAJOR CREDIT CARDS ACCEPTED/LAYBY'S 



i Includes: m 
•Turbo Fire 

8 Way Superswitch 
• Slow Motion _ 

Inc'udes: 
. 6 Buttons 

Auto/Turbo Fire 
• Slow Motion , 

nalog input 

Digital, 2 Position Stick 

ASPLEY ADELAIDE 
Pick ‘n’ Pay Hypermarket Rundle Mall 
(07)862 8711 (08)223 7580 

INDOOROOPILLY TEA TREE GULLY 
Westfield Shoppingtown Tea Tree Plus Centre 
(07) 878 9571 (08) 396 4899 

MOUNT GRAVATT PERTH 
Garden City Shopping Cntr Hay Street Mall 
(07) 849 1500 (09) 481 7866 

CHATSWOOD 
Westfield Shoppingtown 
(02) 413 2970 

HURSTVILLE 
Westfield Shoppingtown 
(02)585 1588 

MOORE PARK 
Moore Park SupaCenta 
(02) 313 8355 

LIVERPOOL 
Westfield Shoppingtown 
(02) 824 0711 

PARRAMATTA 
Westfield Shoppingtown 
(02) 893 8700 

KOTARA 
Garden City Shopping Cntr 
(049) 577 311 

BELCONNEN 
Westfield Shoppingtown 
(06) 253 3355 

CHADSTONE 
Chadstone Shopping Cntr 
(03) 9569 8697 

WANTIRNA 
Knox City Shopping Cntr 
(03) 9887 2900 

FRANKSTON 
Balmoral Shopping Cntr 
(03) 9783 8695 

MELBOURNE CENTRAL 
Lonsdale Building 
(03) 9663 8697 

MARIBYRNONG 
Hightpoint Shopping Cntr 
(03) 9318 3833 

PlayStation 
Designed especially for 
^driving and flight 

ames that utilise 

effect for : 2' 
eed for Speed, ■ 
i Octane. 

'd^H 

2 Analog Foot Pedals 

8 Digital Action Buttons 

o • o o 
• SLOW 

r ST-18 ’ 
CONTROL PAD 

SATURN™ 

PS-8 
CONTROL PAD 

PLAYSTATION™ . 7M: l : 
New South Wales A.C.T. and Victoria Queensland S.A. and W.A. 

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. 


