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Hype It

WOOHOO! issue 48, which sort of makes
us jour years old... at the end of this issue, or the
beginning of the next one.In any event, we've
decided to have a look at how Hyper got here, and
also give you a little more insight on how it gets to
you each month.

Things are finally starting to hot up now, as we
see some of the big titles we've been waiting on
arrive. We had to go buy a new ink pad for the
big rubber stamp, as it got put to use enough
times fpor us to be porced to declare this a sood
month.Ahe Playyation hqd a pantastic month,
with BE DDYSEE,
HERCULES, TiMe CRIsIs,
KurusHII, and FORMULA ONE ‘97
all proving to be great titles... particularly good to
see Abe and Hercules proving that 2D is not dead,
and that character and gameplay will always be
more important than polygon count and
transparency efpects.

The Nintendo 64 got sporty this month with
NBA HANGTIME and WAYNE
GRETSKY’S 3D HOCKEY helping add to the
collection which is making the N6 a good platform
por the sports fans. The big question is though,
“Where are the Nintendo developed titles?”.

Sega proved little more to ua this month other
than that they've depinitely cornered the hard core
Japanese RPG gaming scene, with Anime style
wargame DRAGON FORCE, we also see

nic show opp his new world in SONIC

AM. The new bits of this compilation looked
like Sega’s answer to Super Mario 64, 30 Sonic R
should go off when it’s released.

As usual we saw some strong PC stuff eoming
through (but next month looks even better).
MoTO0 RACER poos on most other PC racing
games prom a great height, even non-cycle heads
like dig it. We pinally seg another kicking RPG,
vitn LANDS OF LORE 2 lcoking
like the best thing since Daggerfall. There’s also a
quirky little nasty called Postal that made its way
to the Hyper office, and we're hoping will be left
alone by the OFLC, as it’s a very amusing title as it
is. DARK REIGN also gets given an update now
that we've finally received fjinal artwork and so
porth, and it's fantastie!

For the QUAKE freaks out there (and we
know you're out there), there’'s a apecial on
Quake stufpp, including a comp to see who's the
most efficient level killer in the land! Lastly,
pretty please with sugar on top, send in those
reader surveys, because it doesn’t cost you
anything... and it’'ll help us bring you what you
want! There's also your chance to cast your vote
on the best games of all time...

Hope you enjoy this one as much as we did...

De-sex your TV!

Well not exactly. You see, after the Tamagotchi craze, those crazy Japanese programmers
have been cooking up more bizarre ways to hook us gamers. Virtual pets have been
attempted on the PC (Creatures for example), but now the PlayStation has Pet In TV over in
Japan. We checked out a copy here at HYPER HQ and what we discovered was quite scary
indeed. Whoever put this title together probably needs either drug counselling or a
psychiatrist. Pet In TV is a form of Artificial Intelligence which exists in the form of this odd
little robot. You get to choose and name your pet, and then let him explore the worlds which
exist on the CD. Somewhere between a puzzle game and a pure artificial world, your little
creature - in our case Hypa - waddles around investigating what surrounds him/her. When
Hypa came across a tree or egg, animal or food etc. he would respond to it a certain way (by
kicking it for example) and then would look to us for approval. If you tell him/her that it's
reaction was "bad” it will try another one, and another until you "approve”. Later in the
game, when your little pet comes across a similar object, it has learnt how to react. Following
this simple system, your pet will grow and develop and eventually be able to fend for itself.
you'll also have to care, play, feed and wash your pet or like a Tamagotchi, it gets tired, sick,
unhappy whatever. Mine was put through such a gauntlet of commands that he fell over
backwards and...er... wouldn't get up. Let's hope Pet In TV gets a local release, because not
only was this one of the most bizarre and fun looking games, but I had a great time playing
it with everything in Japanese, not knowing what the hell it was I was doing - so imagine this
with instructions! Wow!

EF
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MK4 Out Of The Closet

ortal Kombat fans the world over are finally having
their prayers answered. The Kombat returns soon to
the arcades, and this time in 3D! Mortal Kombat 4 has
been on show in the U.S. and the first reports are
good. Using a new skin-texturing technology,

idway have made MK more realistic than ever in it’s
final transition to 3D. Some characters consist of over
3000 polygons, and the old animation from previous
MK games will be replaced by motion capture! Woo-
hoo! The machine runs using the new Zeus board
which is comparable to Sega’s Model 3 which runs
Virtua Fighter 3, so this will definitely be one sexy
looking game (even though they've dropped Kitana -
heh), some sources have boasted that the Zeus can
hurl 1.2 million polygons around the joint.... Phew!
Although there’s no confirmation yet of any
significantly different gameplay, the pics we've seen
of the arcade machine show the characters using
weapons for starters. Of course, as you'd expect, the
select screen shows a few new characters and the
exclusion of some old favourites with 15 characters in WiNsS: 00 WiNS: 00
all. As for utilising the 3D as far as gameplay is RAIDEN A FUJIN]
concerned, the informed word is that there will be no L—'g ———
3D moves - the same 2D gameplay will apply, simply
the camera perspective will switch and some of the
special stage fatalities will have a cinema-like
quality. What is said to have been dropped from the
game are all the different fatalilty variations such as
Babalities, Animalities, Friendships and the like. In
their place will be more hidden features for the
hardcore Mortal Kombat fan to discover. Midway are
still being extremely cagey, but they do confess that
there will be a whole new element to the game,
much like the Run button being introduced. This is
going to be a darker, more serious Kombat... with
lots and lots and lots of blood. And if you've been
wondering about Mortal Kombat Mythologies, the
MK RPG (yep!) then you'll be pleased to know that
John Tobias is still hard at work on it and it will
probably incorporate characters from MK,. So
rejoice Kombat fans!

Mortal Kombat Annihilation

Those Hollywood types have been at it again, and Mortal Kombat 2: Annihilation will be hitting Oz cinemas by Christmas. The trailer that's floating
around the web shows us that this is pretty much more of the same - so if you thought the first was a turkey then you're outta luck. Cyrax, Jax,
Mileena, Sub-Zero, Rayden, Liu Kang, Sonya, Kitana, Scorpion, Shao Kahn, Smoke and Jade will all be along for the ride, as well as some CG
creations to make things a little more interesting. Don’t expect any Academy Award winning performances, but you can be assured that there will be
plenty of ass-kicking action. EF



///nmu T
llllml WALTWS

: FOR JEDI I(N\G\\‘\~ .
MIM{ FORC\'-.S \\..._ 




»HYPER

12

Redfern Dogs

- lightgun review

Namco’s GunCon

Namco have designed a new gur especially for Time Crisis on PlayStation (check out the full
review this issue), called the GunCon. Unlike all other gun peripherals to date, the GunCon
includes a special cable that runs from the controller port, to the video socket at the back of
the PlayStation, which you then plug your video plug (the yellow one) into. We're uncertain as
to how much this affects the way the GunCon performs, but regardless, it's amazingly
accurate. The calibration session at the beginning of the game helps you see if your gun is set
as you'd like by giving you an “X" to mark where it believes you are pointing the gun, which
makes the whole process much more reliable. Instead of having a foot switch, there's a button
on either side of the barrel that you use to come out from behind cover. The down side to the
GunCon is compatibility, as it does not work with any games that haven’t been programmed
for it (all prior shooting games). Nor do any other guns other than the GunCon work with Time
Crisis, so let's hope Namco bring out some more gun games soon to make the purchase of the
game and the GunCon at once more worthwhile.

NOTE: The Australian version of the GunCon may look different to this. It will almost certainly
be a different colour, and may even have a slightly varied shape. The black one shown here is
the Japanese version.

Hyper’s Blaster?

No, actually it's Konami's blaster, but it's called the Hyper Blaster. Talk about taking the gun
coulouring to an extreme, the Hyper Blaster is more conspicuous than an old man in a trench coat
in a Catholic girls schoolyard, offering boiled lollies and candycane. Despite the rather cheap
appearance, the gun is really quite accurate when lined up, and it's really nice and light, making
using it for long periods of time quite easy. A slight problem exists though in that the
combination of the gun being so light, and having a trigger that has a bit of play in it means you
need to put some effort into keeping your hands steady as you fire, as the gun is usually moved
fractionally when you fire. The special buton is located where the hammer would be on a
revolver, and is non obtrusive and comfy. Whilst being fractionally more accurate than the
HoneyBee as a single shot weapon... when firing volleys of shots, it moves around a bit much. The
Konami Hyper Blaster should be retailing for around $%69.9s.

Hey Honey Bunny

The name HoneyBee doesn’t exactly conjure up images of firearms now does it? Never the less,
what looks like a really b-grade peripheral tumed out to be a grade-a lightgun. Moreso than any
other PlayStation lightgun to date, the HB crew realized that the most important part of the gun is
the trigger. Only the lightest squeeze is needed to register a shot, and that only moves the trigger
a couple of millimeters. This means you won't be pulling your aim off target by taking a few quick
shots, which has been a problem for most other light guns. Even better is that the rapid fire feature
in this gun is activated by simply squeezing the trigger a bit further than normal; giving a second
click to register that it's on. The HB Laser Gun is really comfortable, and the extra weapon button at
the back of the gun is big enough that you don't need to fumble for it when you need it. For those
that want a light gun, but are strapped for cash, this one is definitely the go, as it retails at $49.95,
which is $20 cheaper than its competitors. Even if you aren’t low on dosh, this is definitely up there
as one of the best you can buy. DT

OVERFLOW

Fidos Interactive had big plans on
releasing an add-on pack for the PC
version of Tomb Raider called
Unfinished Business, containing at least
three new levels. Instead, they realised
that it would much, much cooler to let
Tomb Raider owners have the levels for
free! They should be available over the
web soonish, which should tide us over
until Tomb Raider 2.

Sega recently announced that a
Saturn version of Virtua Fighter 3 is
highly unlikely, putting to rest
claims of a cartridge add-on to
enhance the Saturn’s capabilities.
Could they be holding out to launch
a new beefy system with VF3 as it's
first title? Time will tell.

Aetivision have acquired the righta lo
the Civilization aeriea, giving them the
righta to publish an unlimited amount of
Civilization-based games! Weoo-hoo!
A\lthough they haven't anncunced any
new asequels, there is no doubt something
in the worka

Incredibly, a patent issued in 1987
claims the rights to what we commonly
refer to now as Full Motion Video.
Makers of Duke Nukem, Apogee, are
currently being sued by the "inventor”
for stacks of money. We think it would
have made more sense for this guy to
sue someone like Origin and their Wing
Commander series, but anyhow this
freak will probably have his case
overturned as it would mean disaster
for the games industry! Hmmm...
multi-billion dollar industry and one
idiot trying to bring it down... can you
spell "Assassination attempt” ladies
and gentlemen.

Playmates interactive and Shiny
Entertainment makers of
Earthworm Jim and MDK, have
decided to turn MDK into a TV
series. Earthworm Jim has already
become a successful cartoon series
and spawned many an action
figure, so it makes sense that they
would do the same for MDK. David
Perry the lead programmer
reckons Kurt Hectic, the game’s
lead character, is perfect for the
tube and say that “fans will learn
more about his heroic motivation
to battle evil and save the Earth in
very non-standard ways.”
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Commander MK ii

Many people find the standard Sony PlayStation control, shitty to
say the least. Mostly due to the stiff control pad which is difficult
to perform rolling manoeuvres, and secondly due to a button
layout which makes configuring those Street Fighter games (or
any other game based on six buttons) a bit of a nightmare. Enter
the Commander Mk II, which looks to combat both of these

problems head on, and then some. The Commander Mk II feels
comfortable in your hands, but once you go to do something like...
move, the whole effect is ruined. The direction pad would be good, except
that it sits in a bit of recess in the controller, with a somewhat sharp edge
over the bottom right hand side making doing the standard Street Fighter
moves a pain... literally. The doesn't have a particularly smooth feel either,
and in this sense it is worse than the standard Sony controller. The buttons
are weird, being very small, and having a very unusual feel to them. As a
redeeming feature, the controller has auto and turbo fire controls for each
button, but considering they're not often used, it doesn’t make up for the
controller's general lack of comfort and precision.

Sega
terminate
3Dfx contract

When news broke that Sega had invested
in 3Dfx and in fact signed a deal to develop
their new console with the hot chip makers,
the world rejoiced and Sega devotees
everywhere wiped tears of joy from their
eyes in anticipation of what could
potentially have been one super mean
machine. But suddenly, in late July, Sega
terminated their contract with 3Dfx and will
no longer use them for the heart of the next
Sega home console. The exact reason is a bit
of a mystery, but insiders are saying that
Sega have turned to PowerVR for the
hardware (PowerVR have some tasty new
technology they've dubbed Highlander,
which poos all over their previous Rendition
chipset from a great height), which could
be mostly due to financial reasons,
considering NEC need bucks bad, and are
no doubt offering a better price than 3DFX.
Others say Sega may even be canning the
whole idea of another console to
concentrate on software development...
only time will tell. One thing is for sure
though, the three-year console exclusivity
clause that Sega held will surely now revert
back to 3Dfx, which means that they will no
doubt develop a blistering Voodoo-based
chip for someone else, and it surely will

_rock the house. EF

The Lion Sleeps Tonight

Mac gamers may very well have reason to weep into their pillows tonight, as
Lion Entertainment have suddenly closed up shop. Who are Lion
Entertainment? Well not only were they responsible for bringing Doom
2 to the Mac, but also Duke Nukem and the upcoming MacQuake and
Unreal! So are these games now in Development Hell or what? Well,
Mark Adams from Maverick Software (formerly of Lion Entertainment)
has been given the go ahead on Unreal, but MacQuake is still to be
resolved. The game has been in the Beta stage for months now, and
surely a release isn't far away, as long as someone is given the chance
to finish it off! Who knows, it may even be out by the time you read
this! EF

Competion Winners

charts

PLAYSTATION

1. V-Rally

2. Soul Blade
3. Lifeforce Tenka
4. Tomb Raider

5. Super Puzzle Fighter 2 Turbe
6. Syndicate Wars

7. Tekken 2

8. Micro Machines V.3
9. Resident Evil

10. Wing Commander 4

SATURN

1. Fighters Megamix

. Pandemonium

. Tomb Raider

. Bomberman

Hexen

Manx TT

. Three Dirty Dwarves
. Sky Target

. FIFA '97

o. Fighting Vipers

W ON oW W

PC

1. Dungeon Keeper

2. X-Wing vs TIE Fighter
3. Birthright
4. Diablo

5. Red Alert
6. Quake

7. X-Com Apocalypse
8. Bomberman

9. Carmageddon

10. Duke Nukem Atomic

NINTENDO 64

1. Lylat Wars

2. Int. Superstar Soccer 64
3. Blast Corps 64

4. Wave Race 64

5. Mario Kart 64

CHARTS SUPPLIED
BY HITECH WORLD
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Dark Reign... It goes off! What's even more important is that the developers of
Dark Reign, Auran, are an Australian company. To help celebrate the recent launch
of Dark Reign, Activision, Auran and Hyper have got together, blown up some
balloons, partied hard... and the development team have signed four copies of the
game to go out there to four lucky PC owning Hyper readers who can answer this
simple question...

Name one of the sides you can play as in Dark Reign. v

Any enthusiasts out there should be able to dig up the answers from our earlier F " .
coverage of the game... so just send that answer off to - fn %
Signed Copy, Hyper, 78 Renwick St, Redfern, NSW 2016. ' B [

\.1
-

You Are Feeling Sleepy...

After spending hours sitting in front of your TV playing video games, you really
should take a break. How about spending hours in front of your TV watching
movies instead?! Polygram Video being the beautiful people that they are, have (-,
bestowed upon us to bestow upon you 1o copies of Sleepers, the controversial iy ; : ; by
film starring Brad Pitt, Robert De Niro, Kevin Bacon, Dustin Hoffman, jason Patric
and lots of other people who get way less screen time. To win one of these

videos, simply... RESTRICTIONS APPLY TO PERSONS
Name ancother movie starring Brad Pitt. @ 15.

s 4 UNDER 15 YEARS
Scribe your answer on the back of an envelope and post it to: ADULT THEMES. HIGH LEVEL VIOLENGE
Yawn-Fest , Hyper, 78 Renwick St, Redfern, NSW 2016.
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Stickin’ To The Formula

Formular ‘97 from Psygnosis has finally hit the shelves, and it's pretty spunky. Psygnosis themselves are
pretty spunky too, and in fact they said “s copies of Fi ‘97 for spunky HYPER readers!”, so how could we
refuse?! Well, we didn't, and now you could own a copy of this sexy racer for your PSX, so get out yer leather
gloves, whack on a helmet and hop in! 0f course, you'll have to answer us one simple question...

Who provides the commentary in F1 '97?
Etch your response onto the rear of an envelope and post it off to:
Secret Formula, Hyper, 78 Renwick St, Redfern, NSW 2016.
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Politics at school. Don't know about you but I never ran for school prefect or
whatever. (I did run the school newspaper though, and that seemed to wield a
lot of power! Eh, Heh, Heh.) That's pretty much how El-Hazard starts off, with
in-school politics at yet another Japanese High school. The only difference is,
that at this school, they've uncovered some pretty cool looking ruins below the
basement. The school student president Katshuhiko jinnai wants to take all the
credit. He's as corrupt as a virus ridden hard drive, but Jinnai has two prob-
lems. Firstly, his younger sister, reporter for the school's media is dedicated to
exposing her brother as the corrupt bastard he is. Secondly, he's got Makoto
Mizuhara to worry about; the perfect student that seems to beat Jinnai in about
everything he does!

Directed by Tenchi-Muyo's Hiroki Hayashi, El-Hazard is an entertainingly
funny romp through the fantasy genre. Four characters from a Japanese high
school are mysteriously transported to another dimension, where the dramas
they have led as students at their school are magnified to life and death stakes
in front of a fantasy backdrop.

The narrative is full of delightful twists and turns as the four characters fight,
beg, and con their way through survival in a brave new world.

A great new series and one that I'll be keeping my eye on.

RATED M15+. DISTRIBUTED
BY KISEKI FILMS.

Imagine an apartment block/share house filled with dropout losers of society,
caricatured beyond the point of ugliness and stupidity (no, I'm not talking
about Melrose Place or Friends). I'm talking about Crapston Villas SE69, a place
where the dark side of Humankind has manifested itself into the ten or so char-

acter monsters that live behind the decaying facade of SEég.

Here you'll meet creatures like Jonathan, the dropout loser writer, living off
the fat of his wife on drugs and absolute filth. He spends his days sitting
around enveloped by his ego, and dreams of winning that first academy award
for best screenplay. Perhaps you'll bump into Marge, the Middle-age, crass
and scary landlady, or the dizzy blond Flossie, who floats around with a vacu-
um between her ears; kill her and the world's 1Q level rises another three points.
Perhaps you'll meet the two delinquent kids, or the camper than hell Robbie
and Larrie, maybe Gran who lives upstairs constantly vibrating from prescrip-
tion drugs and world war 2 flashbacks. And whatever you do, don't pat Fatso
the cat, especially when it's licking up it's own vomit.

Brought to you by The Spitting Image team, CRAPSTON VILLAS explores the
nastier, filthier side in us all. You'll cringe in fear and loathing as the person-
alities that we keep suppressed deep in ourselves are accelerated and given
shape, form as well as carte blanche to wreck havoc right there on the screen.

I dig nasty Claymation, and Crapston Villas is as downright ugly as you can get.

RATED M15¢. DISTRIBUTED
BY SIREN.




This is the last Astro Boy Review! This is the last Astro Boy review!

With the success of the first five tapes, Siren is geared up on releasing the
final five Astro boy tapes to complete the ten tape series

Siren has been doing sneaky marketing stuff, like when you stack in order all
the Astro Boy tapes, the tape ends all make up a single picture....now you'll
have to buy all ten tapes!!!

Astro Boy has taken Australia by storm again....1f like me you stay up all night
to watch advertorials like "Hypnotize yourself to a better life” and the "Zero-G
Walker” then you've probably seen the Astro Boy Commercials; they fit right in
sandwiched between "Sex Smorgashord” and “Tele-cafe” ads.

So what's all the fuss about? A boy robot, living in a land where his kind are sec-
ond class citizens. It's his job to maintain the oppression of robots, yet at the same
time slowly start to change attitudes around him to how humans see robots.

But there are all sorts of dangers with Being Astro Boy; evil Aliens will want to
suck your power, or human cults destroy you in the name of humanity, or
weird computers will take over your world and you along with it!

Lucky you have lasers in your fingers, in your butt! Lucky for your boot jets
and arm jets and eye flashlights. Lucky that you can destroy building size
robots and survive in outer space!

You've sorta gotta be an Astro freak to collect all ten tapes, but hey, you gotta
like something in life!

RATED G. DISTRIBUTED BY SIREN ENTERTAINMENT.

The nest fierce
Isi-persan sheet-emup
Enein e nan,

* Original Arcade
version PLUS
special
PlayStation™
exclusive version.

* 3 stages with
twelve areas of
battle.

*Special pack
incudes game and
Namco’s new
light-gun, the
G-CON4S5. For the
best arcade
shoofing action at
home!

-
PlayStation
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For some strange reason, a lot of silly gamers have
begun to mistake Lara Croft the star of Tomb Raider with
an actual living, breathing human being. Er... I hate to
break it to you guys, but she's nothing but a bunch of
polygons! Nonetheless, obsessed fans have even started
websites, so if you want to check one out, take a peep at
the Lara Croft Archive 2001 featuring a picture gallery
and a forum for fans to discuss the adventuress. The URL
is http://homey.swipnet.se/w-49837/

Just remember that falling in love with a computer game
character is something you should see a doctor about.
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If you're already frothing at the mouth for any little
scrap of information about the new Sega games console,
then check out this site solely devoted to finding out the
goss. The only drawback is that you have to listen to
Furope's "The Final Countdown” whilst browsing the
pages of info, which is a display of true bad taste.
http://www.men.net/taco/ep/ index.htm

For all you autoheads out there, here is a URL for an
unofficial Need For Speed website devoted to everything
and anything related to the racing sim. There is news on
the upcoming 3Dfx version of NFS2 and a host of other
crap for you to get into like a World Records list. Visit
http://www. aimigame.com/nfs/ for the stuff. On the
other hand, you could check out Elecfronic Arts’ own NFS§
site at http://www.ea.com/

Indy World is the WwWW
counterpart to Indy Mag-
azine a bi-monthly rag =
packed full pf info all to
do with alternative g
comics. The website is
very nicely designed and
has the low-down on
some seriously awesome
comics. Http://www.
indyworld.com/ is the
simple little URL, so check

the ability to subscribe is *
enough incentive eh?
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GT INTERACTIVE’S latest platformer is an absolute cracker! ODDWORLD: ABE’S ODDYSEE for PC
and the Playstation is one of the hottest games this issue, and a must have! When you consider that you could
win a copy and a whole host of Abe goodies... well you'd simply be an idiot not to enter. Especially when you
consider that subscribing to HYPER is an even better idea, and we're offering both of these oppurtuntities to
you NOW, TODAY, RIGHT HERE - there’s no time to waste... SUBSCRIBE you fools!! Not only do you get HYPER
cheaper and before anyone else, but you go into the draw to win these cool prizes:
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By TIM LEVY

House OF The Dead sea

“Lets venture into that spooky looking igth Century gothic mansion and rescue
Sophie, the love of our lives.”

"Anything for love- Silver Fang.”

Take a chunk of Virtua Cop, a slice of Night of the Living Dead, and a pinch of the
X Files. Set the blender to dice and presto... Sega’s latest polygon adventure shooter
- House of the Dead.

By taking control of FBI-esque Agents Thomas Rowgun (code name Eager Eagle) and
Agent G (code name Silver Fang) you will explore through a mad scientists huge man-
sion and estate in search of the traditional Damsel in Distress - Sophie. BUT this is no
ordinary mansion, no, it just happens to be a major lounging space for legions of
zombies, razor teethed frogs, mallet whirling Frankensteins, families of rabid mon-
keys, hell dogs, demented hillbillies, parasites, giant spiders, really angry bats, the
undead and other assorted freaks. So lock'n'load, smear the garlic and polish off your
wooden cross, we're going in.

After making the realization that the only way to 'kill’ the undead is by blowing
their heads off you venture deeper and deeper in the mansion. Along the way you are
faced with forks in the road in which different parts of the mansion can be explored,
though if you're looking for an easy way through or a little rest for your trigger fin-
ger, forget it. At duller moments, freaks will come swinging from the ceiling with an
axe attack, so beware. The end of stage bosses are true horror stories and require
accurate shooting at their 'weak points’.

Along the way, stray lab workers are in need of rescuing from the clutches of evil,
and if successful, you will receive bonus health. So don’t smoke em just for being in
the wrong place at the wrong time.

Unfortunately, pistols are your only weapon and because of the lack of firepower,
it is recommended that you only attempt this game with a partner.

Overall, HOTD is a refreshing take on the shooter on rails genre. Definitely worth the
adventure, And remember, shoot to live.

XXX
Minus half a star for leaving the shotguns in the car.
Add half a star for being able to blow the limbs off the zombies.

@, [op Sksater swe

As one grows older and older and older still, you
THERMPERPHER. begin to realize certain sacrifices have to be made to
CHOOSE TO GAME AT pastey any form of art. In the art of skateboarding,
TIMEZONE, WHO pain is but one of those sacrifices. BUT NOW!! Thanks

HAVE THE LATEST to SEGA, Skating = No Pain.

AND GREATEST Running in the same vein as Alpine Skier and the
SELECTION OF likes, you play one of six 'rad’ characters who take
ARCADE GAMES I to the tarmac in a battle to win points by skating
THE COUNTRY. A down one of two amazing courses and pulling off

‘wicked' tricks. Characters differ widely in shape,
size, gender and each have their own individual set
of tricks. Both courses have an array of obstacles,
ranging from giant elongated half pipes to rail rides
to standard jump ramps. A ‘wheel speed’ indicator is located on the bot-
tom left corner of the screen. The idea is to get enough momentum to be
able to pull of the biggest stunts (the more air, the better the tricks, the
higher the point score). Unfortunately, you are also racing against the
clock. To allow you more time to make it to each check point, bonus time
icons are distributed, in varying degrees of difficulty ranging from easy
(one second) to very hard (ten seconds). Often, the one-second bonuses
are located in a row of five or more on the side of a ramp. Getting the exact
trajectory is quite difficult and may need some forward planning. The 1o~
second bonuses are often located in such a way that you have to already
know their location, or how to reach it. For example, do a large jump with
maximum momentum and then 'deflect’ off a giant coke sign and on to
the time bonus. Time remaining on completion of the course is converted
to points.

Control of your deck is via a slightly wider than normal beard which has
the tilt and swing of any typical set of trucks. To ‘ollie’ (jump) just kick
back on the boards tail. To do a smaller jump, which is mainly used to ollie
on to rails ete, just kick the front of the board down.

B1G THANKS TO
TIMEZONE!

Either of the courses (novice/pro) has enough sheer 'vert' to fufill any
ramp skater's wildest fantasy. Riding in the half pipe section (which winds
and stretches for a few hundred meters) is worth the price of admission
alone. Spectators (in the arcade) synchronistically "ohhh’ and "argh’ with
the 'air’ obtained from launching off the pipes. As your character is often
pulling 360's the view can be slightly, yet realistically disorientating. The
trajectories are quite realistic which in turn are what make the game true
to street skating. On the other hand, I have never seen anyone grab as
much air in real life as in this game.

The whole ‘whoa man', 'gnarly dude’, 'cool jump’ package deal is
completed with a PENNYWISE soundtrack, and corporate sponsorship from
the big name skate companies.

If you want the physical experience of skateboarding and a visual roller
coaster of a ride then you will find Top Skater to be a couple of hours of fun.

P.S. Bet you can't get the highest score.

P.P.S. Can this game be linked for multiplayer? mmm . ..
XXXX.5
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+ Storyline crammed onto three dynamic discs in possibly the biggest PlayStation™ game yet!

SONY

* Breathtaking images, extravagant real-time special effects and realistic graphics, marking a
huge technical leap from the previous Final Fantasy titles.

* More than 40 hours of gameplay. p.ayg,t;;;n

Jh and PlayStation are trademarks of Sony Computer Entertainment Inc. All product titles, publisher names and brands and associated imagery are trademarks and/o copyright material of their respective owners, All rights reserved
Final Fantasy VIl & 1996 Square Co., Ltd. All Rights i Final Fantasy and Square Soft are registered trademarks of Square Co
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Nintendo 64

RURILABLE.: DECEMBER

[ATEGORY- 15T PEARSON SHOOTER
PLRVERS. 1- %

DEVELOPER. GT INTERALTIUE

wow-o-meter

The incredibly un-Politically Correct Duke makes his way
to the extremely anal censor-paranoid Nintendo. So how in
hell can it work? What about the strippers? The wise-cracks?
The beefy weaponry and gore? Heh. Amazingly, a deal has
been struck and the Duke is coming to the N6y, bigger, bad-
der and better than before. As opposed to Hexen 64 which
was just a straight port of the PC hit, Duke 64 comes with a
few new weapons, monsters, levels and fancy features not
seen in any other Duke release. Though the funky freeze gun
has been dropped, you now can party with twin machine
guns, a plasma gun and a grenade launcher. Gotta be happy
with that. The game is going to look spunkier too, with the
N64's mip mapping, anti-aliasing, sexy transparencies and
groovy light sourcing making Duke look simply awesome on
that big fat Tv. What about deathmatch you say? Well, akin
to Hexen 64, Duke 64 will have a four-player split-screen
deathmatch mode with three deathmatch specific levels to
choose from. If you're lacking in actual, physical, real-life
friends... Well Duke 64 incredibly comes equipped with
Dukebots. That's right, you can play the Néy itself in death-
match, and that would mean YOU going at it in full screen.
As close to hard-rockin’ multiplayer action as you can get
from the comfort of your living room couch. As far as cen-
sorship goes, we won't know until it's finally released, but a
change has already been made in that you no longer kill the
busty naked femmes bound with vines... you save them!
Now why didn't Duke think of that earlier? EF

Herc's
Adventures

PlayStation

AUAILABLE: MOVEMBER

[ATEGORY- ACTION/ADUENTURE
PLAYERS: 1-2&

DEVFLOPER: LULASARTS

wow-o-meter

LucasArts are well known for injecting a fair amount of silli-
ness into some of their titles (Monkey Island and Sam & Max
for instance), well possibly you could now add Herc's
Adventures to the list. This action adventure viewed from the
classic overhead perspective has a suitably dorky-looking
Hercules causing havoc throughout the land, throwing sheep
and harrassing the locals. Herc plays fairly closely to other
RPGs, though the focus is more on action and quick puzzle-
solving in this case. Even so, there's still plenty of discussion
to be had with villagers and bizarre objects to sniff around for.
Hercules wields his trusty club, which is fine for dispatching
the odd skeleton (1 like the way you can choose to pick up your
enemies if you wish), but later on in the game you'll have to
make use of inflatable cows and fish to get your deeds done.
The game seems quite large, but unfortunately the playing area
seems to follow a fairly linear path which you can’t help but fol-
low to get to the next bit. There's stacks of wacky humour
‘g though, and you'll get a kick out of the script at least. EF
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Bug Riders

Playstation

AURILABLE. OCTOBER
(ATECORY: RACING/7ALTION
PLRYERS: 1-@&

DEVELOPER- GT INTERALCTIVE

4

wow-g-meter

If I yell "Step on it!” whilst playing Bug Riders, I
certainly don't mean for you to squish my steed
under the heel of your sturdy boots. For this is in
fact a unique looking racing game in which the

- ol bugs are your friends, even though you still hit

m ' T them with things, and crossing the finish line from

e -~ atop the insect of your choice is the name of the
B game. Over six wildly different tracks, you may

e g 'Tt choose between 22 different combinations of bug

‘i s, and rider and select from about 16 different

" -l i weapons of biff to take to your opponent’s head as
f' & you pass them on your path to victory. Sort of like

[ & : a cross between Road Rash, Wipeout 2097

L A i and...er...Bad Mojo? Bug Riders looks very pretty in

motion, with all the swooping, buzzing and fleet-
ing lush landscapes you'd expect and all running
at a healthy 3ofps in the Playstation’s high-res
mode. A two-player split-screen mode means you
can take to the skies and thrash your prize mozzie
to the finish line against the unpredictable flying
talents of a friend of your choice. Picking your bug
may not sound terribly hygienic, but it's very
important indeed, as each insect has different
characteristics and temperaments. Original and
varied gameplay is making Bug Riders look very
_ promising, but we'll keep a can of Mortein at the
- ready just in case. EF

® [@astlevania: sumehony or the night

PlayStation

AURILABLE: NOUEMBER
[ATEGORY: PLATFORIMER
PLAYERS: 1

PUBLISHER: KONAMI

Is there anything cooler than getting to play as Dracula’s son? Alucard is your
name, and vampiric duties are your game - the Castlevania series is hitting the
Playstation! Fans of the series will be chuffed to find out that Konami have stuck
with the 2D perspective and simply enhanced the size and detail of the levels.
Comparisons with Super Metroid spring to mind, in an attempt to explain the
beautiful design of this game. Primarily an action platformer, Castlevania also
has RPG elements (you can enter shops and buy stuff) all tied up in a rich,
involving plot that has kept many gamers worldwide in nervous anticipation of
this continuation of the series. After defeating Dracula at the end of the last
Castlevania game, Alucard has been having a good, well-earned nap in his
tomb. Unfortunately, some other evil bloke has come along to piss everyone off,
and you must take on the role of Alucard and vanquish your foes. Being a vam-
pire dude, you can change into a bat, wolf and ethereal mist (cool!!) to make it

gh some of the levels. Some of the end-of-level bosses are going to be quite
astounding too, with some very tasty effects being used to bring us what will
surely be some hardcore, evil fun. The finished game should have over 140 dif-
ferent creatures to dispatch, and a host of magical spells! Please, oh please, we
want this game now! EF
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Street Fighter
™ [H Plus Alpha

PlayStation

AURILABLE: nOU

[ATECORY: FIGHTING

PLAYERS: 1-@2 -
PUBLISHER. CAPLOM

wow-o-meter

Sure, you'll age several years before you finally manage to
say the name of the game, but Street Fighter EX Plus Alpha is
worth talking about. Unlike earlier Street Fighter games SF-EX-
+A shines on the PlayStation, which is able to handle the 3D
graphics far much better than the memory hungry 2D versions,
which not only usually resulted in slightly less frames in the
animations, but also horrid loading times. SF-EX-+A is arcade
perfect, having all the characters and moves from the original.
To add extra to the game, there's an expert training mode,
where you can not only learn how to do all the ridiculously
powerful combos, but also earn the ability to use the
extra/secret characters. Those that are into mastering long
combos will take to this one, with the ability to cancel super
combos, then launch into another super combo. There are tons
of characters, from old faves like Ken and Ryu, with a whole
mess of new characters and secret guys and girls.
Interestingly, SF-EX-+A was not developed by Capcom, but
Akira, some bunch of programmers we've never heard of. Not
bad for a first effort. Street Fighter's debut onto the 3D fight-
Ing scene is a success. D1

Lexn C
A

RURILABLE. 15T DUARTER “38
[RTECORY: PLATFORM
PLRYERS: 1

PUBLISHER: [RYSTAL DYNAMICS

wow-o-meter

Many will remember Gex as the platform game
with tons of character that debuted on the 3DO,
and wound up appearing on the PlayStation and
PC. Well, the lovable lizard is back, in what looks to
be another contender for the first successful 3D
platform game for the PlayStation, in Gex 2. At first
glance, Gex 2 looks more like a Nintendo 64 game,
until you take a close look and notice there's no
mip mapping, but the use of textures in Gex 2 is
awesome and it looks great. Even in the beta we
received, it's obvious this one’s going to be a hit,
with all the elements for a Super Mario 64 equiva-
lent being present. The humour is a little darker
than in SMé4, with things like headless, knife
wielding monsters coming after you, which you can
only kill by attacking their fallen head... or zom-
bies that lose limbs and keep trying to have a go at
you whilst they hop around. Another cool feature is
Gex's ability to walk up certain walls, making the
scope for 3D puzzles quite deep. We're real keen to
see the final version of this one, and no doubt so are
Sony and Nintendo, as it looks like we are starting
to see some competition for Super Mario é4. DT
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Broksen Sword @

h!. The Smoksing Mirror

PC/PlayStation

AURILABLE. OLCT
[ATEGORY- ADUENTURE
PLAYERS: 1

PUBLISHER: UIRGIN

Broken Sword: The Shadow Of The Templars was a nice little
surprise, weaving a funky plot along with some fun puzzales,
crafty animation and chucklesome script. It also had an excel~
lent interface which made the transition to Playstation quite
nicely, providing those console owners with some excellent
adventuring. Well, charging over the horizon comes |
sword 2; The Smoking Mirror, and from the Beta | got to fiddle
around with, we're all in for yet more classy puzzle solving with
George and Nico. This time around, the game delves into the
mysterious Mayan civilization and it's more Indiana Jones-esque
than ever. George will take you all around the world, from the
streets of Paris to the Jungles of South America. The detail to the
graphics in Broken Sword 2 are really quite superb, blending
smooth life-like animation with glorious panning backgrounds
- interactive and non-interactive elements seamlessly existing in
the clickable scenery before you. Passing the pointer over differ-
ent objects, morphs it into different icons representing what
action can be taken, much like in Shadow Of The Templars. BS2
doesn't insult your intelligence though, and this is the sort of
involving plot and mix of original puzzles that you crave for
from a good adventure game. As far as I can see, LucasArts’ Curse
of Monkey Island is going to have to be bloody good to beat
Broken Sword 2 as adventure game of the year.. EF

wow-g-meter

Prisoners
PC

AURILABLE. 15T OUARTER “98

(ATEGORY- ACTION
PLAYERS. 1-MULTI
PUBLISHER: RAUEN

For those of you that saw our Mageslayer preview
and liked the look of it... here's something else for
you to gawk at. Using a similar style of gameplay,
Raven's other upcoming title is Take No Prisoners,
which you could say is a cross between Doom and
Cauntlet. The game is essentially an arcade style
shooter which can be played multiplayer or single
player. Raven have already included Direct 3D sup-
port, and the game looks outstanding with a 3DFX
card. If you're a Quake mouse plyaer, you'll be able
to quickly adapt to using the same control setup in
TNP. You could say the overall effect of the visuals is
something like playing Chasecam Quake, except from
a higher perspective. There's all manner of weapons to
pick up and use, and a host of mutant nasties
enemy soldiers to waste. Naturally there's a multiplay-
er option which could truly turn this into a "Gauntlet
with Guns” style game. We're surprised we hadn't
heard more about this one till the download was up on
Raven's site, because it really is very cool. DT
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A huge range of Mega Drive, SNES, Game Boy Software Also Available
YOUR LOCAL HITECH HEADQUARTERS

WESTERN AUSTRALIA NEW SOUTH WALES

Albany Tel: (08) 9842 9840 Midland Tel: (08) 9250 6767 West Ryde Tel: (02) 9807 7755
Cannington Tel: (08) 9451 1340 Myaree Tel: (08) 9330 8313 New Store Opening Soon
Bunbury Tel: (08) 9791 6620 Northbridge Tel: (08) 9227 9991

Innaloo  Tel: (08) 9445 7744 Rockingham Tel: (08) 9592 8033 QUEENSLAND
Kelmscott  Tel: (08) 9390 2020 Woodvale Tel: (08) 9309 9627 Lutwyche  Tel: (07) 3357 4888
Morley Tel: (08) 9275 7700 Mermaid Bch Tel: (07) 5572 9166

FRANCHISE STORES AVAILABLE
For details on how you can own and operate a Hitech World Store call Rob Allison on 0414 245 548

OPEN 7 DAYS A WEEK |
Weekdays 9-6 Sat 10-4 Sun 12-4

Some stores may vary from these trading hours. Please call to verify “*\

5

QUINHIAT . TUNHCTINS « NNF « HCNINITHIA - TRAINA Y03 HNIT « NONTINE

TO BUY SOFTWARE value towards purchase of any thing we sell. Pack your software, with your Some items may not be available or be out of stock A l‘
Please call your nearest Hitech Ward (see above for phone and name, address, phone number and software selection and mail to us at date of printing. No rainchecks on sale items. All »
locations) or call TOLL FREE 1 800 801 047 (Strictly Orders DELIVERY CHARGES - SOFTWARE software, new and used carries a 30 day warranty, -
Only). Under $50 ($5) - $50 to $100 (52.50) Dealer enquiries welcome. We reserve the right to refuse any T
TO TRADE Over $100 (FREE). sale or trade. Prices subject to change without notice. Some
(SegaMintendo Cartridges, Satum, Sony or IBM CD Software) please cal Hardware: Standard delivery charge will apply. items may not be available at all stores.

your nearest Hitech World. (see above for phone and locations). Use this Overseas Airmall Delivery: Standard delivery charge will apply
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lomb Raider &

‘PC/PlayStation

AUAILABLE. DECEMBER
PLRYERS: 1

(ATEGORY- ACTION/ROVENTURE
PUBLISHER: EIDDS

wow-o-meter

So many questions have been flying around
about the return of Lara Croft, and there’s final-
ly been enough information available to say
something. Even though Tomb Raider 2 is shap-
ing up to be yet another incredible adventure,
what all the gamers out there really want to
know is - what is Lara Croft going to be wear-
ing?! Really, you are all a bunch of freaks, but
we're happy to report that Lara is looking more
stunning than ever in a whole variety of funky
new costumes. For one, there's the wetsuit which
Lara slips into to navigate her way through an
overturned ocean liner ala the Poseidon
Adventure. Cool! Then there's the bomber jacket,
the black cat-suit and all the shiny weapons
which she gets to wield about violently. In the
underwater levels, Lara is now equipped with a
speargun to keep those sharks at bay while she
swims towards air-pockets in the sinking ship.
There is also going to be more atmospheric and
dynamic lighting used throughout the game,
sometimes requiring Lara to use flares to light
her way. In fact, some of the architecture in the
new game looks set to be quite amazingly intri-
cate. As opposed to empty caves and temples,
this time around lara is actually going to be
exploring more areas out in the open, even the
rooftops in Venice and the interior of a few
buildings. Core have also thrown in a few new
moves, such as a new climbing mode to help you
get Lara where you want her... er... did I really
say that? Anyhow, this game is shaping up to be
an absolute stunner, so bring it on Eidos, we
can't wait to see it in action! Saturn owners may
shed a tear that they may not see this great game
grace their system. Discussions between Eidos
and Sega may get the Saturn version back on
track, but don’t hold your breath.
EF

Cheap PS/SS games, buy now, pay later call for details

N64 Ag174 PSX Fully Chipped
N64 Blaze Joypad Ag10 SS Fully Chipped

FOR GLOBAL IMPORTS / EXPORTS PSX 3M memory card Asz4 N64 Original Pad

5 years of experience in exporting to Europe. Latest N64 Games Ag91 PS 32M Memory Card

. » . " i & P. M M C.
Latest Japanese & European Playstation titles in stock FIEK & Sor. oRSRos Sy o - SOP My S

PSX Tomb Raider 2 call PS Namco Lightgun
Specialist poducts also on offer including a range of Nintendo  psy prarver super Heroes AS81 NG4 DV64 128M add on device
‘add-ons’, MPEG V-CD films, Blank CD-R, Anime merchandise,
plus other products you’d expect fom HK
Payment can be made over the counter at any bank in Australia or New Zealand

L] ®
R UN p acl f 1C See FUSION RunPac ads in Edge mag from England

Tel 0011 852 2676 2382 Fax 0011 852 2669 1375 Email RunPac@HKStar.com

PSX Analog Pad A$54 PS Chip A$2.75
N64 NTSC A$193 BTC V CD Player A$294
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Has it been four years?

‘Well, almost... technically issue one was a November release, but since

AUSTRALASIHA'S Oﬂl..f JNDEB{HDENT
ISSUE #1, -

we're on issue 48, we thought we’d wave our arms about and celebrate any-

~ way. It’s a weird feeling being four years old, considering none of the cur-
rent Hyper staff have been around long at all. Even weirder is 't'h'at-;ld _
Hyper crew members such as Andrew Humphreys, Ben Mansill, and Mark
Gowing all still work at Next Media in different jobs. For us at least, this

helps really define a sense of belonging to something

o

that’s bigger than us all, like we’re small parts of a

o B
-

legacy. We've had a lot of requests for things like how

we make the magazine, what we look like, and how we [ «\-.S:ITRETHHTER
got to work for Hyper... so we figured the only time that .
was really apt for this sort of thing was the magaiine’s
birthday. So here’s a look at Hyper, how it got here, how

it gets to you, and who makes it.

In the beginning... take up a few square meters of space in an old
There was Next Media, publishers of Australian  building in Redfern. We share the building with
Rolling Stone. There was also Megazone edited by  all the other Next Media publications, and essen-
Stuart Clarke, with Andrew Humphreys along side tially, work together with them.
him. Sega were publishing Megazone, and it was At the start of each issue, we contact the compa-
going strong, but they ended up selling it to nies that distribute games around Australia, and
another publisher, and as a result Stuart and see what we'll be able to get our hands en that
Andrew left the magazine. Phil Keir approached month. Some companies are really anal about
Stuart about starting a new games magazine, and  what and when they hand things out, and others
teaming up once again with Andy, and university  are super helpful. Sometimes we get given a ver-
buddy Aaron Rogers, went about producing the sion of the game that we get told is complete, and
mag that you now read today... Hyper. Through turns out to be worse (and sometimes better!)
the past four years Hyper has changed dramati- than the final version that you end up buying.
cally, but then again, so has video gaming. In  Once the games come in, the editor figures out
issue orie the 3Do still hadn't had its first games who gets to do the review, based on time, what
reviewed, and now, it's dead and buried. 16-bit games they like/hate, what systems they own, ete.
was all the rage, and now we're into the 64~  We also have some overseas contacts, which help
bit era. It'll be interesting to see what the get us the information ASAP. .
games look like when we hit issue 96! Most of the CDs we get to review games off are :
gold discs, that require special consoles like our & T~

v

This is how it’s done. blue (developer) PlayStations, or a Saturn key W w L _ :
{ Doom
‘ :

through a process of disil-  conscles into a Mac (PowerPC) via a video capture
lusion. Despite all the card, and record sections of gameplay, and pick
various captions we the frames we want. In the old days, we just used

do for screen grabs that  an AV Centris Mac, where we actually had to hit a
imply we own half of Syd- key a couple of seconds before we wanted to take
ney, and that we have the screen shot, which made getting good grabs
various suburbs set very time consuming. We usually do the screen
up purely for use shots after we've done the reviews, so we have a
as our out- better idea what we need. Some PC games just
houses, we DON'T want to be screen grabbed due to all sorts
really of compatablity problems with different games
only and screen grabbing software (since we do our PC
grabs on the PCs themselves), and once in a while : iRerfect party, game

Time to put a few of you disc, which money just can’'t buy. We run our o~
Vintendo 64 gets eht
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we have to resort to
using grabs from the
developers.

The editor goes
through the reviews
and edits them (funny
that), usually just
adjusting a sentence
here or there so they
make more sense, and
also assesses the way
all the reviews are
scored. If one reviewer
loved a game and
gave it 85% and
another reviewer
thought a different
game was alright and
gave it 87%, then it's
up to the editor to try
and balance things
out... although it
would seem making
everyone happy is
impossible, as every-
one has different
opinions.

The letters that get

MIE WARD TR A

'Mor"tal Kombat3

ta beat jem all?
b |

eal” emn up

Hintendo

G printed are only the
tip of the iceburg of
what gets sent in. We
get TONS of mail, and while the editor reads EVERY
single letter, we simply don’t have the time to
respond to them all, so don't get offended if your let-
ter doesn’t get printed. Also, we don’t respond to
faxes, we simply accept faxes as letters. We especially
don’t respond to cheat requests, because 1) Our
cheats are done by UGH, a company that focuses on
cheat codes, and, 2) Finding cheats varies from dead
simple, through to impossible, and we may spend
hours looking for a cheat, only to discover there’s
nothing out there, which we can't do since we're hav-
ing to come up with a magazine every four weeks.
Also, Hypermarts that get sent in usually end up in
the issue that is on sale three to seven weeks later, so
if you need to sell something in a hurry, just remem-
ber the time it takes to get the mag printed, etc. Let-
ters that bring up a new issue are much more likely to
go in than those that contain stuff we've all heard
before. As for artwork, it essentially needs to be on
blank paper, and in colour to go in. Pencil sketches
don't scan and print well. If you want your art back,
please include a stamped self addressed envelope.

The art director takes the copy (written material),
and the images, and goes about laying it out with a
program called Quark Express. Laying out the maga-
zine is a lot more involved than many would think,
as even the simplest changes and alterations can
make things look completely different. In actual
work terms, the art director is the only person that
has to do every bit of the magazine... so spare a
thought for poor old Steve now and then!

Once we're all done, we send the Quark files to a
company that makes up the film, and then send that
film to another company to be printed, and turned
into a magazine. From start (day 1 of the issue) to
finish (on sale) is around seven to eight weeks, so
we're actually getting close to finishing the next
issue by the time you get the current one.

B

How he got here: I've been gaming since 1 was
about five, with my first gaming experience being
"Pong” on a Hanimex game console, and I've been
gaming hard ever since. After doing my HSC in "91, [
went to Sydney Uni to do Automotive Engineering,
which I dropped out of during the exams of my first
year. [ didn’t know what I wanted to do, but I knew
that I certainly didn't want to hang around and fin-
ish an engineering degree. Then a friend from UTS
got me heavily involved into online gaming with
MUDs, which led me to MOOing (online chat stuff). T
then just worked part time at Pizza Hut to save up
enough to visit all my friends over in America that
made through the internet. Did that, then got back,
realized | needed a job. Started work for a company
that sold machines that screened dirt and rocks
(exciting stuff... was a real draw card with the
ladies). That lasted a year and a half, till I moved out
of home and into the city and started working for a
fashion company that had enough financial hiccups
to have to lay me off. Whilst sitting on my bum play-
ing video games, my flatmate who owned an Internet
service provider suggested 1 do some game reviews
for the company's web page in exchange for my free
net access. I accepted, and this turned out to be the
best stroke of luck in my life. My other flatmate saw
the ad on Hyper@ctive for a new full time
writer/reviewer for Hyper, and said, "You should go
for that... you'd get it”. After forgetting to do so for
about three weeks, | finally got off my bum and sent
in an email to Stuart Clarke, who called me about
thirty minutes later, after looking at my online
reviews, and asked me in. About five minutes into
the interview (if you could call it that), he pretty
much offered me the job, and after a month of me
waiting on confirmation, I got it. Why this big rant
and rave? Because it really sums up that there's no
clear "Road to Hyper”. I got here by chance, not by
some sort of life long plan. I actually believe the fact
1 wasn't a big Hyper fan helped me get the job. They
knew they were getting someone fresh who didn't
have preconceptions about how the mag should be.

Gaming Specialties: 1st person shooters, RPGs, 3D
fighting games.

Thoughts on Hyper: The thing I personally like best
about our mag is that we're as colloquial as possible.
1 like to think we write in a fashion that is similar to
the way a friend would talk to you... "This game

The Hyper Crew

Dan Toose

Editor
Age: 23




rocks”, "This, quite frankly, sucks”, etc. That may not
sound hard, but it's amazing how so many magazines
out there seem so awfully self conscious about every-
thing they say, rather than just spitting out what they
think like they would face to face. The best bit of the
job though of course is getting lots of games.

The down side of Hyper: I see so many new games all
the time, that I now find very few games really
impress me. Worst of all is the sensation that I'm too
busy playing games I have to review, as opposed to
games | would most prefer to play. Spending time
playing through a 70% game is tedious when you have
a dozen 8o-95% games sitting there that you haven't
had time to play through yet. Don't get me wrong
though, I love the job.

Out of work: I make sure 1 don't spend T00 much
time playing games, so I can manage to keep in touch
with the rest of the human race that isn't obsessed
with gaming. I ensure I keep a decent amount of sex,
drugs, and rock and roll in my lifestyle.

All time favourite games: Quake, Doom, Virtua Fight-
er 3, Samurai Shodown 2, Player Manager, Kick Off 2,
Wipeout 2097, and the Ultima series.

Eliot Fish
Deputy Editor
Age: 26

How he got here: Funnily enough, like Dan, my first
gaming experience was on the Hanimex console.
Perched in front of the family TV, the wonder of Pong
got me hooked and before I knew it my soul was sold
to the video games demon. 1 soon graduated to an
Atari 2600 and then a Commodore 64 where I played
some all-time gaming classics like the Hobbit, Way Of
The Exploding Fist and Zork. Then I discovered the
guitar and games took a back seat. I started a band,
and soon got a job through the CES working at a pop
music mag as Office Assistant. After paying my dues
opening mail and answering phones, | began review-
ing CDs and developed an ability to rip something to
shreds with the written word. Rolling Stone magazine
soon took me on as Editorial Assistant and then along
came a new magazine at the office called HYPER. Sud-
denly I was surrounded by games again, and I damn
near well spontaneously combusted with excitement,
Devoted HYPER readers may remember my first review
in Issue #9 August 94, it was a Byte Size of Wizardry vV
for the SNES (though I went on to do a full review of
Claymates soon after in the same issue). Since then
I've been a regular contributor, finally settling in as
Deputy Editor halfway through issue 45. I love HYPER
to death, and gaming keeps me alive... though you
may be shocked and disgusted to discover that I've
only just bought a PC! I'm now well and truly a games
addict. Help me.

Out of work: If you're at all into Oz music and maybe
listen to J]J, then you may have noticed that I'm the
same Eliot Fish who plays Bass in Big Heavy Stuff. We
just toured all around Australia and it was bloody
good fun, so if you happen to read HYPER and own
one of our CDs - come say hi at a show. [ won't scare

the crap out of you. I promise!
All time favourite games: Zelda series, Lolo series,
Monkey Island 1 & 2, X-Wing, Quake, Wipeout 2097,

Steve Scott
Art Director

Age: 27

Ahh... my first gaming experience. | remember
spending the early part of the eighties hunched over a
spectrum 48k, rapidly bashing rubber keys in an
effort to get small sprites to kill other small sprites
whilst listening to the high pitched scream of data
being loaded. In between these moments I drew
comics about stupid people with large guns killing
other stupid people with even larger guns. At some
point I ended up at art school where for three years I
took to hitting guitars and making strange noises with
pieces of machinery. Upon finishing uni the shock and
realisation that | had to get a JOB and WORK hit me
like an obese cow dropped from a large building. I
started working at an animation studio, moved onto
newspapers, designing boring ads for local butchers,
then onto a surf company. At some point early in the
year Max Autohead (your friendly anime reviewer)
told me that the job of art director was available, I
jumped up and down with glee, screaming "I have the
answer to my job woes” applied and got the job much
to my stunned amazement.

Out of Work: | keep sane by writing music, i'm a
member of Clan Analogue, in a group called the
Telemetry Orchestra and I still write and draw comics,
and have had various weird stories published through
Issue One Comics.

All time favourite games: Quake (multiplayer), Wipe-
out 2097, Micro Machines 3, Tomb Raider.

Where are they now?

Stuart Clarke: Stu's working as freelance journalist
and is basically enjoying life to the fullest. He still
pops in once in a while to say hi and stuff.

Andrew Humphreys: Andy’s just across the hall-
way, now working as the editor of Rolling Stone. He
still puts in his gaming hours, especially in the after
hours Quake sessions here at Hyper.

Aaron Rogers: The man responsible for Hyper's origi-
nal look is currently doing freelance stuff here and
there. The world is still not safe....

Ben Mansill: Another guy who's just across the
hallway, Ben’s now editor of PC Powerplay, and still
comes and games with the Hyper crew. A nasty Mario
Kart player if ever there was one.

Mark Gowing: Mark has had the greatest influence
on how Hyper looks nowadays. He headed upstairs to
work on Max magazine, and like Andy, Quakes and
bakes with us still.

George Soropos: You could say our brother George
is still with the Hyper crew, since he now takes care of
Hyper@ctive... The online side of Hyper
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WITH CONTRAGT DISPUTES,
SALARY CAPS, JUST HOW BRI

Forget today's big egos and endorsements.
v E HY B R I E H T. In the future, athletes will be
fighting over just one
thing; this bright, glowing Plasmorb. &
Introducing BallBlazer™ l

Champions. A futuristic

sports game created

for the Sony

Eight champions fiercely
compete for the Interstellar = |
BallBlazer Championship. PlayStation | PIayStation

that's part hockey,
part racing, and
part insanity. It's
an action-packed,

real-time 3D gaming

Mega-huge arenas give you : i
plenty of room to manoeuver. gxperience like no
And show off your winning moves

other. Have a ball if
you can. Players competef
for the Plasmorb. Which is sort

of like a ball. Except that it totally

disregards the laws of gravity. You can't

kick it, dunk it, or catch it. So how do you control it?

Glide along in your Rotofoil
as you battle for control of the ; ! y
elusive, glowing Plasmorb Jump into your hovering Rotofoil, grab onto the Plasmorb,

@ 1997 LucasArts Entertainment Company. All Rights Reserved. BallBlazeris a trademark of LucasArts Entertainment Company. Tha LucasArts loga



DRAFT RESTRICTIONS AND
GHT IS THE FUTURE OF SPORT?

and blaze it into your opponent’s goal. You’re not alone.

Of course, your opponent is trying to
do the same thing. And, that’s

when all the fun begins.
The competition will be
fierce, fast-paced, and
frenetic. Whether you
compete alone, in
single-player mode, or
or in two-player mode
via split-screen.

But, however you

play, you're in for the
most action you've ever
had. In this galaxy, or
any other. BallBlazer
Champions. With
anti-gravity arenas, blazing
thrusters, cloaking devices and
nitroid injection systems, it's the way
sports will be played in the future. So, you

better start practicing now. http://www.lucasarts.com

s trademark of Lucashim Ltd. used under authorisation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc

You shoot, you score! You'l
taste the thrill of victory as
you launch the winning goal.

Earn the title of Master Blazer,
and you'll bask in the glory
of piloting the Ultimate Rotofoil.

http://www.metrogames.com.au
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1f there's one game that has dominated the online gaming scene this past year, it has most certainly been Quake. In testimo-

.

ny to Quake's greatness, there is still a steady number of copies being sold in the games stores around the globe, and the

game attracts new fans daily. Many of those that passed the game off as a flash in the pan after playing through the single

player mode have later gone on to "Give deathmatching a go”, only to find themselves addicts with a very busy phoneline.

We take a look at some of the bits of Quake you may not have seen, simply because the game has been growing ever since it

was tirst release... and also have a look at how Quake z is shaping up, which is a very strong contender for game of the year.

The S5tate of 0z Quake

Quake is mostly played now as Quakeworld, which was a client
released by id software designed to cater for online TCP/IP Quake death-
matching. QuakeWorld affects the way networking is handled in such a
way as to reduce lag (game slowdown) significantly. This also allows for
games of up to 32 people in at once. If you've tried online Quake a while
back, and were not happy with the performance, give it another go with
Quakeworld and see if it fixes things for you. Quakeworld runs in con-
junction with a program called QSpy, which lets you see what servers
you can connect to, who's on there, what their score is... even what
colours they're wearing! If you tire of personal glory, you may wish to
join a clan, teaming up with other Quakers to do battle against other
teams. If you're interested in finding out which clans are in your area,
check out http://www.vision.net.au/chuck/quake/qclans.htm for a
complete list of all Australian Quake clans.

luakse Map Editing

After you've spent some time mastering the game, you eventually
become a real critic as to what bits of the game you do and don’t like,
particularly the levels. The beauty of Quake map editing is that you

don't need to have any programming experience to learn how to churn
out a Quake level. There are quite a few Quake editors out there, most of
which are more of a headache than a help. We spent some time using
the Worldcraft, Deathmatch Maker, and Stoneless (made in Australia)
map editors. Deathmatch Maker is the only one of the three to have a
standard commercial release, although it did not have an Australian
distributor at the time of publication. A plus for the Deathmatch Maker
was the inclusion of a manual, which always beats looking at an online
help window while you're actually trying to do it. On the downside
though, the interface is no where near as user friendly as you'd expect
from an off the shelf product. So it's probably not a great purchase for
the nonintuitive.

Stoneless is an Australian developed editor, with lots of good features,
and a fairly friendly interface. The personal favourite of the Hyper crew
was Worldcraft, which simply had the best support and the easiest
interface to deal with of any of the Quake editors we found
(http://www.gamecraft.com/). Warning, getting into Quake map
editing can take up copious amounts of time! Just to prove we took this
one seriously, Dan's put together a Quake level of the Next Media build-
ing, which you should be able to download from the Hyper@ctive web
site http://hyperactive.com.au/
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Do you rock at Quake? Tired of simply blowing other people up? Looking
for a new challenge? Well, we thought it might make a nice change to
ave you the gamer actually playing a game as part of a comp as
opposed to simply sending an entry in and hoping you get picked.

Hyper got together with GT Interactive to provide you with a chance to
in an iD Anthology pack, an essential collectors item for any Doom or
Quake freaks out there. Quake's one of the few games you can actually
prove exactly what you did by recording your game. GT have been with id
Software since Wolfenstein, and the id Anthology is the perfect way to
ake any Doom or Quake fan's collection complete. You could say there
are really three challenges here... three different ways you can win your-
self an iD Anthology, as we have one to give away for each of these three
evels -

1) EM6 (The Door to Chthon)

2) E2My, (The Ebon Fortress)

3) E2M7 (The Underearth)

Lhis i1s how the challenge will worls-

The aim of the challenge is to be able to complete the selected levels in
he shortest possible time.
1) Start a new single player game, then go to the conscle
(hit the "" key)
2) Type “skill o” (this is important, otherwise you'll be at a disadvantage)
3) Type "record nameZ LEVEL (Where name is your last name (max 7
letters),
Z is either 1, 2, or 3 - depending on which of the three challenges you
want the recording for. LEVEL is the level code - EIM6, etc) This sets up
a key to start recording a demo of your game.
4) As soon as you appear complete the level as fast as you can.
5) Type "stop” at the console. This will end the recording of your demo.
6) Type “playdemo nameZ" (where nameZ is as you entered above) to
see your demo played back.

It's highly advised you record every attempt at complet-
ng the levels, otherwise you will go insane with frustra-
ion if you can’t repeat your best time. Naturally, any

se of console commands to give you any bonuses
or cheats is not allowed. To give you an idea of

hat sort of times you'll need to be getting,

ere's Armand's best times for the three lev-
els.

EIMé - o min 43 seconds
Ez2M4 - 1 min 20 seconds
E2M7 - 0 min 56 seconds
Note: You don’t have to beat
hese to enter, as Hyper staff
imes don’t count (boo-hoo!)

EzMy

The Hyper lluakse Challenge

To enter, write the level(s) you've entered for, with the time(s), on the

back of an envelope addressed to:

Hyper Quake Champion
78 Renwick St
Redfern NSW 2016

Important

You MUST include the demo file(s) on a floppy disc. Please also include
a contact phone number in the event your demo file corrupts and we
can't view it.

- You can enter entries for all three levels, but you

can only win one prize (the other prizes will

go to the 2nd place entries),

although you will receive credit if you win

on more than one level. ;

In the event of a tie for first place on i

any level, the prize will go to the entry that w ,
arrived first, so get cracking! If they
both arrived the same day... it will go
down to kills. If the kills are the same,

then we'll organize a quick challenge to !g_. ‘1 ‘f

'

decide the winner.

May the fastest frag freak win!

EzM7
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HUHAROS

A few months back we did the PC/32
bit collectors guide, giving you our
views on what titles we felt were
must haves. Well now here’s your
chance to cast your vote as to what
the top games have been this past
couple of years. Simply choose from
the titles nominated by the Hyper
crew, or add your own suggestion in
the event we didn't nominate it.
Sometimes the original is still the
best, so if you think there’s an old
game that’s not in the list that is
better, put it in! Only include titles
that have had an Australian
release. The winners will be printed

in the December issue (issue 50).

BEST RoLE PLAYING GAME:
1. Daggerfall ec

. Suikoden ruaystation

. Shining the Holy Ark satue

. Story of Thor 2 satuen

Diablo rc

+ Ultima 7 re

. Other

N 60w o owoN

BEST 1ST PERSON SHOOTER
1. Quake sc

2. Duke Nukem 3D rc

3. Lifeforce Tenka maystanen

k. DOOM B Mintendo 64

5. Turok = Dinosaur Hunter matends 44
6. Final Doom pc/Paystation

7. Other

BEST PLATFORM GAME
1. Super Mario 64 matends 4

. Crash Bandicoot piaystaties

. Nights satuen

. Pandemonium paystatcnsaruen

. Lomax in Lemmingland pystation

oV o w N

. Jumping Flash 2 puaystation
7. Other

N ow oW

o BEST STRATEGY GAME

Red Alert pe

. Warcraft 2 e

KKnD se

. Masters Of Orion 2 rc
. Civilzation 2 e

. Dark Reign rc

. Total Annihilation rc
8.

Other

BEST 3D FIGHTING GAME

nN

N oow o ow

Virtua Fighter 3 arcace

. Soul Blade/Edge araaePiaystation
. Tekken 3 arcace

. Tekken 2 arcode/piaysration

. Street Fighter EX arcase

. Dead or Alive arcase

. Other

BEST 2D FIGHTING GAME

W - w N

Street Fighter 3 arade

. Street Fighter Alpha 2 arcase/piaystationssaturn
. X-Men vs Street Fighter arcos.

. Mortal Kombat 3 arcace

. Mortal Kombat Trilogy ruaystationmse/saturn
. Vampire Saviour arcase

Samurai Shodown 2 arcose
8. Other

ib «¥3dAH
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g BEST DRIVING GAME carmotortie sime

1. Sega Rally arcadersatuen

]

. Porsche Challenge piaystation
. Formula One paystanearc

. Grand Prix 2 sc

V-Rally reysiation

. Need For Speed rcrpiaysiation
. SCUD Racer arcade

@~ oWV oW

+ Manx TT arcadessatuen
9. Other

1 BEST RACING GAME wonsm
1. Mario Kart 64 wntenco ss

. Wipeout 2097 raystanearc

POD #c

. Wave Race wintendo 64

Jet Rider moystation

. Carmageddon ec

. Road Rash sceswsatuenssvo

. Other

=N ooV o owN

i BEST SPORTS GAME

. FIFA "97 perpaystation/satuen

. Cricket "97 e

. Total NBA '97 puysatien

. Worldwide Soccer "97 satwn
. Other

oW o ow

. Int. Superstar Soccer 64/Pro matenso ss/Piaystation

o BEST ACTION ADVENTURE:

1. Tomb Raider rc/raystancasarem
Resident Evil paystation
Ecstatica 2 ec

Twinsens' Odyssey rc
. Other

2.
3.
I8
5.
6

. Crusader : No Remorse/Regret re/piaysiation

BEST ADVENTURE

Sam and Max rc
Broken Sword rcraystaties

. Zork Nemesis rc

&. Noctropolis re

6.

Myst rcraysiation
Other

BEST FLIGHT GAME

-

X Wing vs TIE Fighter rc

. Wing Commander & rcraysiation

Elite pc

. Falcon 3 rc

Tornado re
Aces over the Pacific re
Other

BEST SHooT EM UpP

Raiden 2/DX arcagerpiaystation

. Ri}' STOTM ArcadesPiaystation

. Parodius arcase

R -Type Arcade/Mega Drive/ SNES

Twin Cobra arcase

. Galaga arcase
. Other

BEST GUN GAME

1,
2.
3.
s
5
6.

v

Time Crisis arcase

Gun Blade arcase
Virtua Cop 2 arcadersatues
Crypt Killers arcase
Point Blank arcase
Other

O BEST PLAYSTATION GAME '96-"97
1. Wipeout 2097
2. Tomb Raider

3. Tekken 2

&. Soul Blade

5. Resident Evil

6. Crash Bandicoot

7. Other

BEST SATURN GAME ’96-"97
Virtual On

. Tomb Raider

. Sega Rally

. Virtua Fighter 2

. Fighters Megamix

. Nights

. Other

~ oW oy W N

BEST NINTENDO &4 GAME
Super Mario 64

. Mario Kart 64

. Int. Superstar Soccer 64

. Wave Race 64

. Doom 64

. Other

OV o W oN o~

BesT PC GAME 's6-"97
1. Diablo

2. Quake

3. Red Alert

&. X Wing vs TIE fighter

5. Duke Nukem 3D

6. Other

BEST GAME OF ‘96-"97
1. Quake

. Super Mario 64

. Tomb Raider

. Tekken 2

. Mario Kart 64

. Wipeout 2097

. Other

~ W W N

Just cut out (or photocopy) this page,
make your votes, and send it off to:

The Hyper Reader’s Awards

78 Renwick St
Redfern NSW 2016
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As the world of video gaming changes, so too do the wants and needs of gamers like yourself. We

want to help make the mag more suited to what you the readers want, so to have your thoughts

on Hyper count, fill in this survey and you'll also go in the draw to win the game of your choice!

Five lucky survey-filler-inners will receive a copy of the game of their choice. The game must

have been released in Australia, or you must be prepared to wait for the Australian release.

1 How oLp ARE You?
a) Under 10
b) 0-14
c) 15-18
d) 19-24
e) 25-30
f) Over 30

2 ARE YoU
a) male
b) Female

3 OccupatioN
a) School student
b) University, TAFE, College student
c) full time work
d) part time work
e) unemployed
) other

4  WuaT DO YOU EARN A WEEK?
(AFTER TAX)

a) Under $i00
b) %101 - $200
c) %201 - $300
d) $301 - $400
e) %401 - $600
f) Over $600

5 How MANY GaMES po YOoU OWN?
a) Unders
b) s-10
e) n-zo0
d) 20- 40
e) over 40

B  WHAT GAME SYSTEMS DO YOU OWN

(€XRCLE MORE THAN ONE IF APPLICABLE)
a) SNES

b) Nintendo 64

¢) Mega Drive 2

d) 32X

e) Sega Saturn

1) sony PlayStation

g) PC

h) Macintosh

i) Other (Please specify)

5 | WHAT SYSTEM WOULD YOU LIKE
TO BUY NEXT?
a) Sony PlayStation
b) Nintendo 64
¢) Sega Saturn
d) pC
e) Other (Please specify)

EH How MUCH WOULD SPEND ON
VIDEO AND COMPUTER GAMES A
YEAR? (APPROXIMATELY)

5 How mucH woulp YOU SPEND

ON ARCADE GAMES IN A YEAR?
(APPROXIMATELY)

100 WHAT ARE YOUR FAVOURITE

TYPES OF GAME
(CIRCLE MORE THAN ONE IF APPLICABLE)

a) 1st person shooters (Quake, Duke 3D)

b) 20 Fighting (Street Fighter, Mortal Kombat)

¢) 3D Fighting (Soul Blade, Virtua Fighter)

d) Adventure (Broken Sword, Dogday)

e) Strategy (Red Alert, Warcraft)

f) Role Playing (Ultima, Daggerfall)

g) Japanese Role Playing (Suikoden,
Shining the Holy Ark)

h) Flight games (Flacon 3.0, X Wing vs TIE)

i) Sports (int. Superstar Soccer, Total NBA)

j) car racing sims (Sega Rally, v-Rally)

k) Racing (Wipeout 2097, Mario Kart)

1) shooting (Time Crisis, Virtua Cop)

m) Puzzle (Tetris, Bomberman)

n) Shoot em up (Ray Storm, Raiden)

o) Sim games (Sim City, Civilization)

p) Platform (Super Mario &4, Crash Bandicoot)

q) Action Adventure (Tomb Raider, Crusader)

£S «d3dAH
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11 How OFTEN DO YOU PLAY GAMES? 1 "1 How MANY PEOPLE SEE/READ 2% Do You ENTER THE coMpPs?

a) At every spare moment YOUR coPY oF HYPER? a) all of them
b) At least once a day 4) only me b) some of them
c) Every second day i €) never
d) At least once a week :)) 35'_:
AN tmes x month e) 7-10 =5 How MANY HOURS A WEEK DO
£) Not much at all, | just like reading Hyper £) 1 show it to everyone | see YOU SPEND...
a) Watching TV
12 Do YOoU EVER RENT GAMES? 1 E Do THE RATINGS IN HYPER b) Playing sport
a) Yes INFLUENCE YOU WHEN IT COMES ¢) Studying
K TO PURCHASING A GAME? d) Reading
a) yes e) Listening to music
b) no £) On the Internet
1= WHERE Do YOU BUY YOUR GAMES?
s SP.G-FW“"'“ e 15 WHAT OTHER GAMES MAGAZINES 2k WHAT 1S YOUR FAVOURITE
b) Department Store (Grace Bros, K Mart) DO YOU BUY, IF ANY? MOVIE GENRE?
¢) Mail Order a) Action
d) Through Hypermart or other classifieds b) Sci-Fi
e) Other (please specify) ¢) Thriller
d) Comedy
e) Other (please specify)
14 RATE THESE SECTIONS OF HYPER 200 WHAT NON-GAMING MAGAZINES
OUT OF 10 DO YOU BUY, IF ANY?
a) Reviews _
b) Previews_________ 277 WHAT IS YOUR FAVOURITE
€] Anim a) Soft Drink
d) Arcade R b) Clothing
e) Cheats___________ ¢) Chocolate - confectionary
f) Playguides 21 Do you HAVE INTERNET ACCESS ? d) Shoes
g)News_ S a) yes
h) tetters b) no ZE WHAT IS YOUR FAVOURITE STYLE
i) Byte Size oF Music?
— IF so, HAVE YOU VISITED OUR
j) Hypermart_____ HYPER@CTIVE WEB SITE? a) Rock
k) Net Trawlin’ a) yes b) Dance
1) Feature Articles b) no ¢) Rap/Hip-Hop
d) Metal
e) Pop

15 Is THERE SOMETHING THAT ISN’T £ WHAT WOULD YOU MOST LIKE f
IN HYPER THAT YOU’D LIKE TO POSTERS OF? f) other (please specify)
SEE IN THE MAGAZINE?

=5 WHAT IS YOUR FAVOURITE HOBBY
OTHER THAN PLAYING GAMES?

£ WHAT TYPES OF GAMES WOULD
1k Is THERE ANYTHING YOU DON’T YOU MOST LIKE PLAYGUIDES FOR?
LIKE ABOUT HYPER, OR WOULD
CHANGE? END IN YOUR COMPLETED SURVEY TO:

Hyper Readers Survey ‘97
Reply Paid 634

78 Renwick St
Redfern NSW 2016
and you'll go in the draw for those spi
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Dark Relgn waste

:-‘I‘ W\‘:;J i
e Iﬁ' »

As we pointed out in Overflow, we misprinted the review score
for Dark Reign when we did the review, so we thought we'd take
this opportunity to take another look at what has to be the best i ILABLE: NOW
game ever to be developed in this country, since we finally got A g -
our hands on a version with the final artwork, and the interface
all sorted out. We normally wouldn’t take another look at
reviewing a game, but since Dark Reign got delayed so new
improvements could be added, we thought it best to show you
what the final product looked like... since it looks better!

As you can see from the grabs, Dark Reign ended up being a
very pretty game, and the score we gave for visuals in our july
issue needed to be upped. All the buildings, units, and even the
terrain casts shadows, which helps add that extra visual depth
most games in this genre have lacked. The actual interface of the
game has also had a facelift since we last saw it, and now is all
as clear and polished as you could possibly want. Of course the
final art for the units and buildings is also greatly improved
from the version we reviewed, looking much nicer than Red Alert
or Warcraft 2 ever did, although these stills may not make that
obvious, you've really got to see it running.

The map/mission editor also looks much better than it once
did, and we thought it was good back then! Whipping up a level
that actually looks good is really simple, which will help add
more scope to the game as you can create all sorts of interesting
scenarios and challenges for you (and others) to battle your way
through. Maybe we just got better at playing, but it feels like
the two main sides to play as (Imperium and the Freedom
Guard) are more balanced than when we reviewed the game, so
it would seem Activision’s QA department has done a sterling
job.

We don't want to spoil things for you, but the progression of the e Fips
single player campaigns takes a very cool twist, and the storyline is R - ! OVERALL
quite compelling. So rather than just getting harder, you'll also be ; |=| b
coming across a plot that ends up affecting gameplay. There's more Taking the real time
than just two sides to this story. " strategy game to

In summary, Dark Reign has ended up being everything we'd ; new heights
hoped for, and any real time strateqy enthusiast will love it.

Wi
Po0, 16MB RAM

€9 «¥Y3IdAH
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Oddworld - Abe’s Oddysee

Molock

Not known for his love of platfjorm games,
why did Dan Toose want to review Abe’s Oddysee?

I've had the extreme pleasure of reviewing two games this issue that are
good to the point that you really don’t need to be a fan of the genre. [ recall
back to my Amiga days when I first saw Another World, Delphine's awesome
platform, action adventure, and couldn’t help but play it through from
start to finish before I could move out of my seat. Cavedog, an
American development team has followed the footsteps of those
greats such as Another World and Flashback, to produce a game in
the same vein, except with much more character, and 1997 quality
visuals. :

The storlyine to Abe is quite simple, yet like a Disney movie,
sucks you in heavily. The plot will remind film buffs of Soylent
Green, where you (Abe) stumble upon a plan to turn your race
into the latest food product from Rupture Farms, Oddworld’s
biggest meat processing plant. Abe does the bolt, and the rest of the
game is spent finding out about the histery of 0Oddworld, and how you
can save your people from becoming lunch.

Abe's Oddysee looks fantastic. The game begins with a beautifully ani-
mated cut-scene, which runs seamlessly into gameplay. Everything is quite
cartoon-like, and the overall visual impression of the game is constanf-
ly a good one. The effort that has gone into the backgrounds locks
painstaking, but what will really have you sold is the character ani-
mation, which is not only very smooth, but also cozing character
and charm. An example of this charm is that if you're making
Abe sneak past a guard, he gingerly tip-toes by, which each step
looking careful and precarious. There's even lighting taken into
consideration, with creatures walking in and out of light and dark
areas of the game, which is done with far more flair than any 2D
platform game we've ever seen. The visuals also contribute to
gameplay, with clever implementations, such as shadows enabling

YHYPER

PLAVING WITH SLING SHOTS... IT'LL ALL END IN TEARS
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you to hide as guards walk by, or rocks between you, and
guards in the background, serving as a visual barrier... pro-
tecting you.

The sound is top notch, with everything from footsteps,
through to character speech being of an amazing standard.
Even the various creatures you come across making cool
noises in response to your verbal actions. The music also
adjusts to the situation, so if you're being pursued by a
guard... You'll know it.

Perpect puzzles...

The gameplay is mostly focused upon puzzle solving,
where you have to figure out how to talk, run, jump, duck,
and psychically possess your way out of various situations.
Yes, Abe has psychic powers which enable him to manipu-
late various things in the game, ranging from ringing some
bells, through to completely taking over the body of an
enemy guard, and using him to cause some havoc with his
assault rifle. Whilst many situations require some very pre-
cise timing, the game never presents a situation where
you're discouraged from trying something due to difficulty,
as you have an unlimited number of continues. When you
come up to a puzzle you can't figure out at first, you can try
as many different approaches as you'd like. There's enough
humour involved in some of the puzzles to make failing
quite funny and enjoyable. Not only do you get unlimited
continues, but the game also offers help and instructions as
how to overcome certain situations, or to do certain things,
so there’s never a situation of you not knowing what all your
options are.

As the game progresses, the puzzles and features get
funkier. You do things like find a faithful steed to ride,
acquire mystic powers which enable you to do sections of
the game you otherwise couldn’t, etc.

Abe's Oddysee doesn’t have the jaw dropping 3D world
effect that Tomb Raider and Mario 64 did, yet at the same
time, this game is of a comparable size, has tons of good
puzzles, looks beautiful, plays really well, and has character
and good humour oozing from every pore... And would
make a great addition to anyone’s game collection.

SPEAK UP!

Abe includes a very cool gameplay element in that
you can speak to creatures, which will have varying
effects, depending on what you say or do. There are
four basic speech commands, "Hello", "Follow me”,
"Wait", and an angry growl, which you use to commu-
nicate with most creatures. There are also controls to
make you laugh, whistle (2 types), and fart, which you
may need to use for sound puzzles, or simply to dis-
tract the guards. You can also use speech when you
possess an enemy guard, which comes out a little dif-
ferently. Using speech correctly can often be the key to
getting past certain puzzles.

MINEFIELD CLEARING... THE WRONG WAY

LASER MOTION DETECTORS...

IT'S RAINING ROCKS... HALLELUAH!

LOVELY LIGHTING

DON'T BE DEAD DUDE...

AYAILABLE: SEPTEMBER
CATEGORY:

PLATFORM/ACTION
PLAYERS: 1-2
DEVELDPER: GTI
PRICE: $89.95

RATING:M

TRES C0ODL

FREAKOMETER

VISUAL S

1

While just being 2D,
it's done with style,
character, and flair

SOUND

= Ry

Excellent use of
alien voices to add
tons of character to

the game

GCGAMEPLAY

-

Thoroughly
addictive puzzle
solving makes this

game rock

OVERALL

- =

An utterly fantastic
game that anvone
will appreciate

=
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Formula 1 ‘97

“He’s off on the green stuff again!”... now what could Murray
Walker possibly mean? Elhiot Fish slaps on the helmet to find out.

TRYING TO ESCAPE THE TRACK ARE WE?

Some of you may remember my review of Formula 1 from Psygnosis way back
in an issue of HYPER long ago - 1 gave it a very big score indeed, and now it's
been given the tweak. Formula 1 '97 is the new beast and a copy has been
plonked in front of me, so let's take it for a spin and check out it’s new duds.
What Psygnosis have promised is advanced Al, high-res graphics, a more pun-
ishing physics model, more options than you can eat, more viewpoints, let me
just stop for breath, analogue support, faster loading times and Murray Walker
back behind the mike. Have they delivered? Is Formula 1 ‘97 an even greater rac-
ing experience than it's predecessor or just a few extra knobs to twiddle with?

Shut Up Murray Or I'll Kill Jou

On first inspection the game appears quite different. Everything looks a lot
richer, with more depth in the colours and detail of the cars, though the sense
of realism is duller this time around. Certainly there was a higher frame rate
than in the first Fi, so this is good, and there are a few more camera angles to
choose from as well. An interesting new addition is the driver's perspective



which actually shows your gangly, polygon
arms gripping the wheel! it's a little hard to fol-
low the track from this angle, but it's quite
funky. My preference is still the high, rear chase
cam which allows you to see the corners and
surrounding cars at the sacrifice of a bit of real-
ism. I was certainly expecting F1 ‘97 to look bet-
ter than it does though, and it's really only a
few notches up above it's predecessor - there’s
more colour, detail and a smoother engine, but
it's not a huge leap. It’s safe to say the PC ver-
sion of this game looks a million dollars better
with it's Direct 3D support - mmmmmm 3Dfx,

As you would expect from an update, there’s
lots of extra features to fiddle with before you hit
the circuit. Adjust your brakes, downforce, sus-
pension, fuel loading and other race options such
as the the inclusion of flags (if you drive badly
and hit things, you get flagged and possibly dis-
qualified) and you can even edit your driver’s
name - good if you think Ralf Schumacher sounds
really knobby. I do like the pit crew radio, which
pipes in every so often to check if you're OK after
a collision, this just adds to the experience being
that little bit more tense.

Donuts!

The car handling is quite realistic (though it's
not like | drive a Formula 1 to HYPER HQ every
morning), but you really have to know the cir-
cuits to know how to use your gears and brakes
effectively. The tracks draw-in quite late from
most of the perspectives, so learning the corners
on each circuit really helps to keep you up there
with the other drivers. The other drivers... Well
this time around, they do seem more "aware” of
your presence. They actually brake if they think
they're going to hit you, unlike the previous Fi,
though all the other cars still seem to be of the
same ability._. There are never stragglers down
the back, or cars crashing into walls which would
have made the game seem more involving. It feels
a little lonely out there - so 1 guess it's a real sim
in that sense. You really are just racing against
your own times and perfecting your driving line
throughout the race. The analogue control works
quite nicely in Formula 1 '97, howevey, there’s no
option to configure the controller which was very
annoying as the stick thinks you're pushing back
when you're turning a corner, thus the rear view
flashes up and more often than not you hurtle
into the barrier. Hopefully a controller configura-
tion option will be implemented into the final
release, however, maybe it'd be wise to try it out
in the shop first - because plain old digital mode
ain’t too grand. F1 '97 offers a two-player split
screen option in both Arcade and Grand Prix
modes, however in the Grand Prix mode you still
only race each other rather than both being
amongst a pack of 22 cars. Arcade mode just
seems a tad silly, as Formula 1 cars aren’t meant
to powerslide and the circuits aren't terribly
exciting for a two-player race.

All up, F1 ‘97 is really only a healthy update of
the original rather than a stunning leap forward
and there are now other PlayStation games which
look and play as good, if not better. When Fi
debuted it was unlike anything the PlayStation
had previously seen, Fi ‘97 now just doesn't have
the same impact. The game is still solid, though,
and even though the two-player mode is a bit
dull, the single player Grand Prix will keep you at
it for ages.

L-Ati
| s [ Brart |

1/’

LSty -
[=4E"274

H13910)

T TAG HEVER 0Ficial Timing

STACKS ON THE MILL!

pre- -
(+110268)

W TAC HEUER OSicial Timning

WHERE'S THE WINDSCREEN WIPERS?

it >

THIS ISN'T \'-I'Il.ll.\ MR FISH.

NICE NOSE...

AYAILABLE: NOW

[ATEGORY: RACING

PLAYERS: 1-2

PUBLISHER: PSYGNODSIS

PRICE: TBA

RATING: G

FREAKOMETER

This is definitely for
F1 freaks

VISUALS

B

Nice but no longer a
shining example

SOUND

15

Murravy gets a bit
repetitive and the
engines...

CAMEPLAY

BY

The single plaver
sim will keep vou
going

OVERALL

B3

A solid racing
experience for
lovers of the genre
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Hercules

After stripping off and greasing up, the HYPER crew took part in some
muscle flexing and Ehot Fish won the job with his perky pecs...

Not since the 16-bit machines bit the dust have we
seen some truly great 2D platformers. Aladdin on the
Megadrive stunned everyone at the time with it's lus-
cious animation and graceful controls, and after loading
up Hercules I couldn’t help but be struck with exactly the
same warm fuzzy feeling that possessed me back then.
Disney have done it again and delivered a top notch
product which is not only a superb film to game conver-
sion, but an excellent platformer in it’s own right. You
can't help but be impressed with the lush detail of the
animation and the hilarious cutscenes taken directly
from the film (which play full screen no less), everything
from the menu screen to the awesome boss levels just
simply burst with quality and there's no doubting that
you'll want to play this to the very end.

Here ain't no jerk

This is classic stuff. Herc jumps, swings, ducks, climbs
and twirls his sword like he's been snatched straight from
a Saturday morning cartoon. The character animation is
truly lovely to watch, with just the right dash of humour
and realism to give you the sensation of actually taking

60 »HYPER
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part in a slice of the movie. In the intial training stage,
you're accompanied by the maniacal Danny De Vito voiced
character, Phil, who hurls hints and criticisms at you whilst
you battle your way through the obstacle course, showing
off the fine voice~acting which you can expect throughout
the game. Here you learn all of Herc's different abilities
which you need to employ in later levels, such as lifting
rocks and using the power punch to knock down big annoy-
ing things blocking your way. The sword is also a handy tool
for dispatching the pesky stymphalian birds amongst other
things, and if you collect the right powerups it can also
shoot fireballs, a burst of lightning or a powerful shock-
wave. The 2D action is all fairly standard, but Herc controls
so well and everything looks so darn pretty that it's a plea-
sure to play. The entire game isn't just side-scrolling jump
and slash though. On some levels you can walk into and
back out of the screen to reach powerups and pathways
obscured by trees and scrub, giving the scenery that added
sense of depth. But the real icing are the levels which require
Herc to run continuously into the screen in a sort of pseudo-
3D, jumping and dodging oncoming boulders, citizens,
falling columns and the like, picking up the odd powerup
along the way. Not a great technical achievement by any
means, but the screen is just littered with so much life and
colour that you can’t help but be engrossed in the action, .

Here's hard helmet

As far as powerups go, you can pick up sandals of speed,
Herculade for energy, extra Hercs which increase your ener-
gy bar and a helmet of invincibility. There are also four ums
hidden about the place which when collected give you a
password for saving your game. For extra continues, you
must collect all the letters to spell Hercules - most of these
are stashed away on seemingly out of reach ledges or in
secret areas. For instance, in the city streets, some of the
paths look slightly cracked... If you get Herc to do his jump-
ing stomp, he'll eventually break through the floor and fall
into a secret room or two. There are small touches like this
throughout the game which make Hercules a cut above your
average platformer and something a little greater than just a
kiddies game. It's quite obvious that Hercules is going to be
huge with younger gamers though, as it's not a terrifically
hard game and yet it's entertaining all the way through.
There’s is enough in here to stir up the old brain cells,
though so don't expect a walk through the park. Make it to
the bosses and you'll have to figure out how to defeat each
one, as each requires a special approach. They look damn
cool too. Especially after the glut of bad 3D shooters that have
been doing the rounds, a quality platforming classic like this
is simply a breath of fresh air and a joy to play. Yay Herc!

et

THE WAY YOU LOVE ME IT'S FRIGHTENING...

CLEAYING HERC IN TWAIN

AVAILABLE: NOW
CATEGORY: PLATFORMER
PLAYERS: 1
DEVELOPER: DISNEY
INTERACTIVE
PRICE: $89.95
RATING: GB+

GOODNESS GRACIOUS

FREAKOMETER

Fun for the whole
family

VISUALS

=

Seriously good
animation and lotsa

lush scenery

SOUND

Great voice-acting

SPOORKY BITS

from some of the best

GAMEPLAY

=h=

Excellent fun though
fairly simplistic

OVERALL

B4

Hercules is truly
mighty

EVER HEARD OF A TROLLY Hlﬂ('.'.
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Any excuse to get his hands on a jirearm...

Dan Toose ironically reviews Time Crisis right on deadline. bipahs bbb B b

You don't even have to be a gamer to appreciate the
fun of the shooting game. Real simple scenario: You
point a gun at targets on a screen, and pull the trigger to
watch em die. There's been a legacy of arcade gun
games, the king of which was Virtua Cop for some time,
which was then challenged by Namco's Time Crisis. Now
Time Crisis comes to the PlayStation, giving Sony's con-
sole that decent gun game that it has lacked compared to
the Sega Saturn.

Namco's arcade board, the System 2z, is beefier than the
PlayStation, so when you see Time Crisis on a PlayStation,
you'll notice it doesn’t look quite as good as the arcade
machine, however, the difference is slight, and as a conver-
sion, the job is first rate. For those that haven't seen the

arcade game, Time Crisis includes 3D polygon targets, in a YOUR PIECE

3D world. The animation is fast and smooth, and the whole As featured in news this issue, the gun you use with Time Crisis is called the

game is awfully pretty to look at. GunCon. It is amazingly accurate, and due to the spiffy calibration programs, you'll

Time Crisis has that cheesy "Oh no, you have 17 seconds to never be cursing about how you swore you were aiming at the target when the

o save the Earth!” music, which in any other context would PlayStation says otherwise. Due to the extra cable that runs from the control plug to
: suck, but here, it’s spot on. The game also features an the video output of the PlayStation, there's no room for a two player option
5 excellent sound effect for the firing of your gun, which real- (although in this case it's irrelevant due to the ducking back and forth behind
- ly adds to the satisfaction you get when you toast someone. cover, which wouldn't work with two players.) NOTE: The Australian version of the
~ To complete the audio experience, all the bad guys groan GunCon will not be this colour, and there's a chance it may even be a slightly differ-
& and cry out in a very pleasing way when you plug em ent shape.
©

full'o’lead.
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THAT'S WHAT HAPPENS IF YOU DON'T TIP THE GUY WHO CARRIES YOUR BAGS

A gun game off rails?

Most gun games suffer from being completely "on
rails”. In other words, the game goes by, and you
have to shoot things, and that's it. Time Crisis gets
around this lack of input by use of a "cover” button.
By default, you hide behind cover, but while you're
pressing the cover button on your gun, you pop out.
Whilst unrealistic, you can actually see the bullets
that are fired at you, which adds the element of
dedging into the game, which is a good thing. If you
see some guy pop a shot off, and the projectile is
coming in, you just release the button, and you're out
of harms way. Duckiing behind cover also reloads
your weapon, so you get that "move, unload, hide,
reload, move...” pattern happening, which feels
great. The same function can, however, lead to huge
amounts of frustration when you step out of cover
right into the path of a bullet/grenade/knife. It is
possible to learn all the timing of the attacks in the
game, but it's a long drawn out process.

Time Crisis also has interactive backgrounds, which
simply means, if you shoot some things, it has an
affect on visuals and the gameplay. In one particular
spot you're in a weapons factory, and you can shoot a
box of explosives to help clear the area a lot faster
than you normally could. You also interact with the
environment non directly too. For example, if you
shoot a guy running towards a big cannon, then
that’s it... but if he makes it there, then you've got
something extra to worry about.

To make sure that those who had conquered the
arcade game still had reason to want to check out the
PlayStation version, Namco have included an extra
episode, which sees you battling your way through a
hotel which is really a front for a terrorist organisa-
tion. What's particularly cool about this bit is that
how well you perform affects which route you take to
the finish. This episode was easy to finish, but hard to
finish on a different tangent, so only the sharpest
shooters will make it to the rooftop of the hotel for a
more interesting finale.

NICE DUTFITS GUYS...

Needs more guna

There's only one way that Time Crisis falls short and thatis a
lack of variety in weapons. Games such as Virtua Cop included
that ability for you to pick up new weapons, and there seems
little reason Time Crisis had to go without.

Anyone who enjoyed the arcade game will love this, and
anyone seeking to try a different type of game on their
PlayStation would probably consider it a pretty good invest-
ment. Although it may be a while before you get to use that
GunCon peripheral with anything else. Not recommended for
people with really tiny television screens.

CHOPPERS AT 12:00

OKAY... DINNER AT EIGHT...

AVAILABLE: NOYEMBER
[ATEGORY: SHODTING
PLAYERS: 1
PUBLISHER: NAMCO
PRICE: $109.95 (WITH
GUNCON)
RATING: TBA (MA15+)

FREAKOMETER

Fun with a gun...
anvone can love it
VISUALS

BHY

A visval treat to say
the least...

SOUND

BS

Nice chunky gun
sound makes it
sound grand

CAMEPLAY

o 7

The gun’'s accurate

and the game is

top fun!

OVERALL

=¥l

A Tirst class
conversion of the
arcade classic
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Kurushii

“Doing your block” takes on a whole new meaning with this PlayStation
puzzle-fest, and Ehot Fish certainly lost his block playing it...

SELECT PLAYER Thanks to Kurushii (or
oo o ] Intelligent Qube in Japan),
| ' I'm going to be having hor-

rible nightmares for weeks. ..
big grey shiny blocks are
going to be tumbling
towards me and I'll sudden-
ly lose the ability to run,
crushed by the huge tex-
B e DA TS A ET I tured objects! Noooooo!
Really, Kurushii is frighten-
ingly addictive, and from the moment I loaded it up to review I found
myself hooked for about four hours straight. Anyone who plays Kurushii will
find themselves falling prone to the old "one more try” syndrome, as the
elegently simple yet monstrously clever gameplay hooks them by the nads
and twirls them about... and for female gamers, it's even worse. You would
never think such a simple puzzle game could be successful on a 32-bit pow-
erhouse like the PlayStation, as games like this are usually more suited to
the Nintendo CameBoy and the like. The very cool thing though, is that
Kurushii rocks hard and although not perfect, it's an extremely funky addi- ; ; :
tion to any gamer’s collection. 1| LOYE CAPTIONING GRADS LIKE THIS ONE... AHEM

64 »HYPER




Like A Rolling... Cube?

The first thing that freaked the living
crap out of me had absolutely nothing to
do with the actual game... Before I'd even
tried a level, I was messing around with
the available options to discover that the
default player name is Eliot. They even
spelled it correctly! I knew that this was a
game for me. Once equipped with my lit-
tle virtual Eliot, I ventured forth into the
world of Kurushii. The basic idea is to
select and then vaporise the grey blocks
as they roll towards you. Sounds easy
enough, eh? Well, the green blocks leave
behind a green marker which when deto-
nated, vaporise anything within a one
block radius. Now. Enter the black block.
These things unfortunately, you do not
want to vaporise, See how the playing
area is made up of rows of blocks? Well,
if you accidently destroy a black cube,
then you lose a row off the end of the
playing area giving you less room to
move and thus less time to achieve your
goal of destroying all the grey and green
blocks. Now maybe you're getting a pic-
ture of how this game works. As you're
destroying blocks, you're also making a
path for your little dude to get out the
other end, and depending on how the
cubes are laid out, you may just find
yourself trapped by black cubes. I played
Kurushii through to the end in my four
hour stint, with the final few levels being quite crazed affairs. Then
Dan pointed out that the game was only set on difficulty "o". It goes
up to "4"! What happens if you increase this difficulty setting? Well,
the blocks suddenly become insanely fast, and the game becomes
more frightening than I actually thought it was.

p

1e75¢¢

Chicken Stock Cube

Kurushii isn’t the perfect puzzle game though, and it's not exactly
a Tetris beater. What was sadly lacking in the later levels, was more
variation in the type of blocks which you encounter. What about
blocks that have other weird abilities or dangers? And how about
maybe twice as many levels? If Kurushii was more unpredictable and
“infinite” in the sense that the levels just keep going until you just
can't hack it - like Tetris - then the gamer would keep playing simply
to see just how far it is humanly possible to get. But Kurushii consists
of only nine levels, and once you're finished these, bar playing ona
higher speed setting, there's not much incentive to play it again.
Possibly this game was such a bastard to design, that the program-
mer lost his marbles and they simply had to package it up and make
some money back, [ don't know. However, an incredibly cool addi-
tion, is an Original Mode where you can actually design your own
levels and save them to your memory card! Now that's a bloody good
idea. There is also a two player mode, but it's tum based as opposed
to a split-screen playoff, and it's not very exciting at all. Kurushii is a
great single player game, and one of the most original PlayStation
games I've seen in quite a while, which will no doubt spawn many a
cult following.

BOTH ENDS OF SPECTRUM... LOSIN' AND RIPPIN' THE SHIT

YOU IS INIT DEEP BOY...

AVAILABLE: NOW
[ATEGORY: PUZZLE
PLAYERS: 1-2
PUBLISHER: SONY
PRICE: $79.95
RATING: &

FREAKOMETER

|

Yery addictive,

frustrating for some

VISUALS

13

Sleek, simple
and sexy

N SOUND
oy 80

'5j!‘ Great effects and

ANOTHER BLOCK I8 THE WALL... incredibly grand
music

GAMEPLAY

He

Very clever,
deserves to make
someone rich

OVERALL

Pretiy dammn good

NOIN' YOUR BLOCK
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NBA Hangtime

Steve O'Leary's dribble duct was spasming today,
a0 we made him take it out on NBA Hangtime.

The first basketball game has finally arrived on the Nintendo 64 and
to many peoples dismay it is only two dimensional and doesn't take
advantage of any of the Nintendo 64's infamous 3D graphic abilities.
NBA Hangtime, the latest in the NBA series, remains a traditional 2D
sprite-based basketball game, but as an arcade conversion it is sure to
contain solid, engrossing gameplay.

As in previous NBA games, like NBA Jam etc, NBA Hangtime
offers two on two basketball with players selected from a wide
range of teams realistically copied from the current world basket-
ball association.

Twenty nine teams are available for selection, with such players as das ey
the formidable Denis Rodman, complete with his trademark green hair, T 5 ‘ e Y
as well as a new option to create your own player that can be saved to ‘- 1
the N64's memory card. The player creation option is probably the
best feature of NBA Hangtime as it allows construction of your player
from the ground up, selecting all his attributes like height, weight,
skill as well as his physical looks. Funnily enough you can even choose
from a range of heads including chicken heads, Santa Claus’ head,
alien heads, pig heads and so on. Although initially a novelty, the
player creation function becomes quite effective with you being able . : o
to customize players to suite your own playing skills. | KWOW THE NET'S OUT THERE SOMEWHERE TVOU GUMROID... SETTLE NOWN!

METEOR DOWNTOWN SHOT..

B ,/

Tty T AT e il G B A T
¥ N BRI R
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GET UP YOU LOSER...

Doin’ it with priends...

A four-player option has also been added to NBA
Hangtime which takes advantage of the four ports avail-
able on the Né4 console. In one-player mode the computer
takes control of the spare player, and this turns out to be
an especially good feature when you're a beginner at the
game, as the computer player will shoot, steal and score
with a high degree of accuracy. The computer player will
vault himself up to the basket and simply await your pass,
making scoring baskets quite simple for the beginner,
although, the Al is quite high and some games can be very
difficult to win.

Player control remains fairly simple with only three
buttons - turbo, shoot and pass - and combinations of
these buttons will result in the many spectacular slams
and dunks that are present in the game. In fact, consider-
ing the simple control system, the variety of moves avail-
able is impressive, with all manner of tactics available
from blocks to alley oops to hook shots, but still NBA
hangtime falls short of basketball games in the 3D genre
like Total NBA 'g97.

The game's graphics are pretty close to arcade perfect in
their quality and speed. The size of the players are margin-
ally increased over previous NBA Jam games, and each
player is quite well detailed with nice fluid animations
despite the game coming on a cartridge. The frame rate is
very smooth with no noticeable slowdown at any time, even
with four players competing at once, although this would
be no mean feat for the N64's hardware, especially consid-
ering the game is only 2D.

SEE WHAT’S ON THE SLAB...

The option to create your character from scratch is
quite cool. You can change the name of your character
(there’s bound to be some fun had here!), and give
them a head from a choice of over 6o, including some
bloody weird ones like aliens and pigs heads. Your
height, weight and build can be changed and all effect
your speed and performance on the court. All of these
players made can be saved to memory card for later
use, and even require a pin number so your friends can
use your favourite character!

Bickety bam!

Upbeat techno music that can be almost labelled
as rap’ is atmospheric and surprisingly good in
quality and will have you slammin’ the baskets to
the beat in no time. Equally good is the amount of
speech inside the game, with nearly all actions
being labelled by sideline commentary that varies
from complementary to downright insulting.

There's no doubt that NBA Hangtime made a
great arcade game and on the Nintendo 64 it's a
great conversion. The problem, is that it's rather
limited in its overall depth, and while sure to satis-
fy those who want a quick game with a few friends,
will disappoint those out for a simulation of the
sport. Furthermore, the game as a whole is a poor
example of the N64's superior capabilities and
would look quite at home on the Playstation or
Saturn. It's a shame that some effects or more ‘Né4
only’ options were added to spice up interest in the
game. Overall though, if the NBA games are your
thing and you've got a Né4 then NBA Hangtime
comes recommended, especially for its player cre-
ation and multiplayer options. Just don’t go
expecting the impact of games like International
Superstar Soccer 64.

SQUAT DUNK...

" FRESS
START

]
FRES PLAY | PRI PLAY

CEN o

LUCKY LUC

AVAILABLE: ND'W

CATEGORY: SPORTS

PLAYERS: 1-4

PUBLISHER: MIDWAY

PRICE: TRA

RATING: &

FREAKOMETER

Tovgh compuier Al
makes it hard for
beginners

MULTIPLAYER
10% betier when

played with a few

friends... especially

with created
characters

VISUALS

Y

Good for 2D, but it
ain't no 15564

SOUND

1=

Catchy tunes,
reasonable speech

GCAMEPLAY

15

Okay, buf not vlira

deep...

OVERALL

1Y

Good if va like

basketball... IT not...
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Dan Toose once again laces up his skates,
and slams his hockey stick into Wayne Gretsky’s face.

It's not that I'm predisposed towards vielence, it's just that this is one of those
games where the whole, "Violence never solves anything” theory falls to pieces fast.
Ice Hockey is one of those sports that in Australia, unless you live near a rink, and
unless you make an active effort to check it out, you're really not likely to have
much contact with the game. Put all your disinterest in ice hockey aside however,
because whether or not you like the sport, it often makes for a good video game,
and Wayne Gretsky's 3D Hockey is no exception.

WG, yer lookin’ good...

The important prerequisite for a sports game nowadays is how good it looks, and
WGC's 3D Hockey, does indeed look spiffy. Midway have made use of the mip map-
ping and transparency features of the Nintendo 64, creating a beautiful playing
environment. One thing that was missing though was reflections off the ice, which
seems like a weird thing to miss, since it has been done before in other ice hockey
titles, on systems that should if anything be less able to handle them. WC’s 3D
Hockey may not have the same sort of fluid animation that 15564 does, but the play-
er movement s still very good, even if a bit comical. You really begin to appreciate
how thoughtful some of the animation is when you look back at replays and realize
the realism in the way the players skate around, and take shots whilst leaning, etc.
Most of the animation has gone into trips, shoulder charges, and the results of these
defensive (I use the word loosely) moves. Like most sports
games, there are multiple camera angles, and as usual, about
two of them are of any use, the rest are just there because they can
be. One thing that helps gameplay immensely is the option to
have the puck leave a streak as it is passed and shot at goal, other-
wise you'd never have an idea where it was going (like some
Hockey games in the past),

The commentary is really quite good, and while you'll
exhaust the announcer’s vocabulary within half an hour, it will
still serve to add some genuine atmosphere to the game. Other
than that, there's really not much to WG’s 3D Hockey as an
aural experience, but everything that's needed is there.

HERE... GIMME A HUG... HOORAY-FOR-ME CAM
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Gameplay on the rocks...

What makes Wayne Gretsky’s 3D Hockey a good game is
not the visuals, but the gameplay, which although quite
simplistic, is hard and fast enough to keep you interested.
For starters there are two styles of gameplay: simulation and
arcade. The change is quite drastic, with arcade being 3 on 3
on a small rink, with no rules... and simulation allowing up
to 5 a side, on a full size rink (although this slows things
down a little), with all the rules from the real game. Arcade
mode is really quite cheesy, with shoulder charges sending
victims sailing through the air (which happens to be the
easiest way to get control of the puck), and power shots
catching on fire and burning the goal net to cinders. The
game is somewhat challenging at "easy” difficulty, leaving
three higher difficulty settings to ensure the game is not
conquered in an evening. The main reason the gameplay
feels right is that you generally have to do something
vaguely fast and tricky to score a goal, with the goalie's
rarely failing when faced with a straight one on one chal-
lenge. To further help add to the game’s longevity, all the
players come with stats, which will be updated if you have a
controller memory pak. The real players are in there, mullet
cuts and all. All the usual playoff, full season, friendly
match, ete, options are present... and of course there's a
practise mode so you can really hone your skills.

Wayne Gretsky's 3D Hockey may not be amazingly deep,
but it is very playable, has a good feel, is fast, and is by all : AR
rights, a good sports game. Not quite as jaw droppingly A _ S AVAILABLE: NOW
good as 18364, but if you like ice hockey at all, you'll defi- P ame - g . iE E (ATEGORY: SPORTS
nitely enjoy this. e - : PLAYERS: 1-4

PUBLISHER: MIDWAY
PRICE: $79.95
RATING: G

FREAKOMETE

Liking ice hockey
will help, but easy
to pick up

- MULTIPLAYER
gl _ : a - . " -
HAVE AT YOU MULLET CUT MANI : il Great as a 2 plaver
182 4 game, but more
than that is just

PFPIZRV o S frusirating, trying

to share a team

VISUDALS

=

Fast, clear, and

smooth as ice
SOUND

It’s like there was
2 an ESPN radio
L3 i ] station
FISTS OF FURY
l:Iav_rmg a game within a game never h_urt now A REN LAY
did it? well it does when it's a bit of fisty cuff E
action, and of course that's what the crowd is
hoping for half the time anyway. This is hardly a
replacement for Tekken 2 or anything like that,
but it'll no doubt get you just as enthused. Just a
few simple punches are available, and it really
serves no purpose other than to amuse... works OVERALL
like a charm. There's even an "angry-o-meter” to E '-I-
help you guess at how many more heavy fouls A really good ice hockey
you need to do to get the gloves off. game... that simple

Not real deep, but

fast and fun... what
it shovuld be

FIRE AND ICE
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CE RNt SATURN

A Saturn strategy game is a rare thing... Dan Toose checks out
Sega’s latest animesque wargame, Dragon Force.

Rather than being another Japanese RPG,
Dragon Force is a wargame, with RPG elements
such as stat building, anime style character
design, and a plot which involves saving the
world from nasty entities from hell. You play as
one of eight rulers of the land of Legendra, and
follow that characters role in the story of the
struggle between the ancient forces of good and
evil, etc.

Dragon Force uses that tried and tested anime
art style to good effect, like we've seen in practi-
cally every other Saturn RPC. The only point
where there's any real action though is the com-
bat element of the game, where large numbers
of troops are pitted against one another. The
overall style is very nice, and some of the spell
effects are very cool (although not quite as good
as Final Fantasy 7, Suikoden, or Shining the Holy
Ark).The rest of the visuals are really just func-
tional, as this is a strategy game after all.

Tonk Tactics...

The crux of any wargame is the combat, and
Dragon Force uses a sort of real time strategy
approach, that is interrupted only when you
actually issue a command. You don't control
individual units, instead you issue general com-
mands like disperse, regroup, melee, advance,

OH FIRE SPIRIT... PLEASE TONK OUR FOES! INI}USTI’IIAL STRENGTH SHURIKENS
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retreat, etc. When you amass enough troops and
experience you can perform extra manoeuvres like
splitting the troops into separate groups, although
funnily enough the best tactic seemed to be to just
make sure you pick the right troop type to take on the
enemy, then have your troops just get in there and
melee.

In one sense the game is very playable in that get-
ting your way around the controls is not fiddly, and
you can very easily do what you want to with your
troops. Dragon Force does however suffer from a lack
of variety in tactical combat, which probably won't
bother anyone who's an anime fan who's playing a
strategy game for a change of scenery... but anyone
who's spent any time playing decent strategy games
on PC will be suitably unimpressed. For starters, you
can see your enemies armies coming on the main map
screen, and check out how strong they are etc, before
you're anywhere near them. This makes it very simple
to amass the force needed to counter them. This is
handy, but sort of detracts from the need to do any
real planning. Whilst there are many types of unit
that you can use, you can only assign one type of unit
to each general at any one time, so you never have
the opportunity to have a balanced attack force.
Imagine if when playing Command and Conquer, that
you could only ever attack with one type of unit at
any one time. One other annoying thing about com-
bat is that when you've polished off all your enemy's
troops, you have to wait for your troops to subdue
him/her. This tends to result in you losing another
dozen or so troops, which wouldn't happen if you had
the option to personally intervene with your general.
Don’t get me wrong, the combat has its own way
about it... and it works, but it could have been made
a lot deeper with just a few really simple tweaks.

Izzme PRation

Emperor 1ikbal
dn experi Sammrai .
trained (o use Lbe
mystcrioms Busanagi . N
smord (echmiyue, )
Bikhal l:xptrll‘llg rules b \
the small realm lefl 3 o
to him by bis ¥atber. [
Howener, the desire >
to rean across Lhe f .
land of Legendra { LA
burns within him. P
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LORD OF SILLY HAIR CUTS

HF WM OHPTTH
I = . =

BREAKING WIND

Domesticated Wargame

Between battles you organize your troops on a map
screen, which runs in real time, so you can see where the
various armies are moving about. Honourless as it may
seem, the general idea of the game is to simply conquer
whatever opponents you can 50 as to take their castles and
amass more power.

Once a week (a week in game time) you have to attend to
domestic affairs, which rather than being a drag, is where
you receive powerups in the form of awards for your gener-
als, allowing them to bring more troops into battle, and
thus be more effective. You can also do things like attempt
to convince your captives to join your cause, search for
items and extra generals, and fortify your castles. The best
bit about Dragon Force though is the ongoing plot, and
sense of genuine character that all the generals bring to the
game. You'll probably find though that mastery of the
game mechanics will not take long, and you may soon find
the process of maintaining your armies and entering com-
bat quite dull, as you simply perform the same old menu
processes over and over, wading through battles to get on
with the story of the game, which comes in dribs and drabs.

If you're one of those gamers that loves any Japanese
RPG style games (even though this isn't really a RPC), then
you'll no doubt get a kick out of Dragon Force. If you're
after a serious strategy game though, you may be better off
pursuing something with a little less plot, and more of a
focus on game mechanics, like Command & Conquer. With
eight sides to play as in total (two must be earmed), there’s
plenty of scope for replay value, and that's probably the
most essential element in any strategy game.

AVAILABLE: NOW
(ATEGORY: STRATEGY
PLAYERS: 1
PUBLISHER: WORKING
NESIGNS
PRICE: TR A
RATING: &

FREAKOMETER

You gotta like
Jap RPGs fo
appreciate this!

those

VISUAL S

18

Nice effects and
sivle, but the Saturn
can do better

SOUND

=

Not bad, but not
amazing either

GAMEPLAY

Bl

Good fun, good

story, but a little

exira depth would
be nice

OVERALL

B0O

A simple, fun strategy
game for the
Japanese RPG fans
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sonic lam

I wonder i Sonic Jam is anything like Pearl Jam? Steve O'Leary

took it upon himself to find out...

Sonic the Hedgehog sin-
gle handedly shot the
Megadrive games system
into over 10 million homes
worldwide with its fast and
furious gameplay that set
standards for many other
games to follow. The Sonic
series set itself up as a of
video-game classic in the WHO YOU LOOKIN' AT PUNK?!
era of the 16 bit game sys-

tems which now have nearly all faded away due to the rise of the
Playstation, Saturn and Nintendo 64. Thankfully for us old time
gamers compilation games are all the rage these days, and after the
mild success of titles like Sega Ages and the PlayStation’s Namco
Arcade classics, Sega have decided to make a compilation of Sonic 1,
2, 3 and Sonic and Knuckles, which is suitably titled Sonic Jam.

Pixel perpect porting...

All of the four Sonic titles are faithfully replicated (Sonic CD and
Sonic 3D blast are not included as they were not made by the origi-
nal Sonic team), with pixel perfect accuracy and all the original
music and sound effects, that although dated, still manage to get
caught up in your head and have you whistling or humming along
in no time. The gameplay in each of the Sonic games is also accu-
rately ported and to the young or inexperienced player, is highly
enjoyable and stands to show why the Sonic series was so successful
in the past. The graphics still convey an impressive sensation of
speed, even by today’s 32-bit standards, with Sonic requiring a
good level of skill to control at high speed throughout the games
many levels. But those who have previously experienced the Sonic
games might find their attention span wearing a little thin after a
few hours play in these sections of Sonic Jam, especially after all the
fond memories of our childhood gaming seem to vanish.

On the plus side, Sega have made a top class effort in the presen-
tation. Options allow the player to access the original mode or
Saturn mode, where the original is exactly like the Megadrive game,
and Saturn is a shortened version with a lot of the levels removed.,
which is good as many of the games original levels suffer from a
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repetitive nature. Time attack is also allowed where the player
can seek to improve upon completion times of each level, finding
new paths and secret areas, putting an emphasis on the players
speed, much like the Saturn game Nights does. The special stages
that accompanied the Sonic games can also be accessed,
although some of them try pseudo 3D effects and the result is
quite disastrous especially when compared to the graphics avail-
able on todays consoles.

The new bit!

What will be of most interest to gamers in Sonic Jam is the new
3D world that Sonic can be moved around in, much like Mario
does in Mario 64. The 3D world is more of a museum than a world,
where Sonic can explore and roam freely, but mainly it serves to
enable the player to enter the various buildings that contain
sonic related memorabilia. These include; an art gallery, where
you can look at various pictures of Sonic on his adventures; a
music shop, where you can listen to all the music from all the
Sonic games; a movie theatre where you can view video from
Sonic CD and various Sonic animations; a hall of fame where you
can look at all the release dates and stuff related to sales for the
Sonic games. Whether or not these additions to the game are use-
ful and enjoyable is purely up to the individual and their interest
in the Sonic series, but I personally found them a lot like the junk
mail you receive in your letterbox. What is of interest in the 3D
world is the various missions that Sonic can complete, from col-
lecting a certain number of rings to touching markers in hard to
get to places, and catching Knuckles who is constantly flying
around the world.

The graphics in the 3D world are very detailed, and although
not as polished as Mario 64, show that the Saturn does indeed
perform well when programmed efficiently. Pop up is no longer
evident and texture warping is kept to a bare minimum as Sonic
moves about the world. The graphic engine is so impressive that
it heightens the feeling of depression Saturn owners must be feel-
ing, knowing they have to wait longer for a "real’ 3D Sonic game
to come to their system. Nevertheless, Sonic world is a welcome
addition to what is basically a compilation disc for the Sonic
series and is sure to amuse many for quite some time.

Overall it must be said that Sonic Jam goes about as far as you
can go with this type of "classic compilation’ game. The Sonic
games themselves are enough to keep those who are new to the
series busy for quite some time, but be warned if you have previ-
ously played the Sonic games and weren't that fussed, the 3D
world wont tide you over for as long as you might hope and you
could end up a tad disappointed.

NEEDS A SKATEBOARD...

AVAILABLE: SEPTEMBER

[ATEGORY: PLATFORM

PLAYERS: 1

PUBLISHER: SEGA

PRICE: $69.99

RATING: G

FREAKOMETER

Easy to play, but you
goita love Sonic!

VISUALS

18

The main games are
dated, but the Sonic

3D world is very good

SOUND

15

Some sounds are
dated, but the Sonic
3D music is good

GAMEPLAY

18

Tried and tested,
but again dated...

OVYERALL

1=

Good... if yva like
Sonic then its va
dream come frue..
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Often found deep in his own fantasy land, we gave

Lands Of LOfe 2+ Guardians of Destiny
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. HOW DO YOU LIKE MY NEW PODIUMT

Ross Clarkssmith a whole New World to explore
LB g VT T
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“Ah that ole promise”, I hear you cry. No it is no longer a promise of some game design-
er, long trotted out to wow and tease us, but with no actual sign of anything concrete. The
mythical 'vapourware’ has now taken on a body and boy what a body. (Insert picture of
your favourite supermodel here). Just judging by the sheer number of CDs that this game
arrived on it was going to be something real special. I was not disappointed!

LOL2 is a role playing game in the truest sense of the genre. After an opening back-
ground sequence in which you can get a vague outline of what miscellaneous bad thing is
out to get you, we first run into the hero, Luther. Luther is locked up in a dungeon, but
while still in full motion video he transforms into a huge hideous beast and kicks some seri-
ous Gaoler ass and escapes. Hoorah! Yes that is right the hero has a tragic flaw. Don’t they
all? without warning he can transform from a semi normal human being, albeit with a
seedy beard, into an awesomely tough beast, or more disappointingly into a namby pamby
little lizard that your baby sister would think was kinda cute. Now don’t get me wrong the
lizard has its uses, especially in small tunnels, but it is next to useless if you have to fight
anything.

In the beginning

You start the game having just escaped from the dungeon into some tunnels under a
castle. This area is basically there so you can get used to the controls. Each time you need
to learn a different series of controls a menu conveniently pops up with all the helpful
hints. It also lets you have a bit of a practise in combat with wimpy guards and tons of
annoying little spiders as well as a few that are not so little. You will also change form here
a number of times. The people at Westwood reckon that a change in form can happen at
any time, but there was not really much evidence of this. A change normally occurred when
you needed it to solve a puzzle, or when you were talking to another character in the game,
just to get Luther into more trouble.




Quite a few RPGs have an extreme linear feeling to them, and the
player feels that they have little control over the storyline. LOL2 has
avoided this by making only a few actions compulsory to finish a level.
There are many other things the character can do that will obviously
aid in the quest. There are many puzzles to be solved in the game,
ranging from easy to hard they are mostly not needed to finish a level,
but more likely to put a wicked magic item or new spell component in
Luther’s possession. At first a lot of the puzzles are not obvious. Once
you realize that there is a room with no real purpose, it was generally a
puzzle, and half the puzzle was finding it. The magic system is really
similar to the later Ultimas with spell components being found round
the place, and experimentally mixed in order to cast them. Some of the
people you interact with will help Luther out by telling him some spe-
cific components to mix ,and what they will do.

Najl Non-linear stujj!

Depending on what things Luther does, there are many scripted cut
scenes, To get away from the linear feeling those clever people at
Westwood have put a few options in for most scenes. For example early
in the game you come across the Draracle who from his name is meant
to be a cross between a dragon and an oracle. He is a huge red guy
with an unfortunate horn in the middle of his head that would have
been the source of loads of teasing by the other kids at his school. That
is if big red dudes go to school, but this guy probably did 'cus he is
really smart. Anyway when you first meet him, depending on who you
have killed in the tunnels, there are three different cut scenes. One
where you are chased by a group of guards, one where you are chased
by the captain of the guards, and one where you are a walking slaugh-
terhouse and there is no one left to chase you.

Luther builds a sort of a reputation as he trundles along on his
quest. Interactions with people in the game are ruled by the actions of
Luther earlier on so it is a good idea to consider some things before
doing them, especially if they are just for the sake of being mischie-
VOous.

The interface is really easy to get the hang of, with all the different
command keys can be fully customised. The game is played in first
person perspective a la doom, which is a welcome change from the
typical isometric layout of many RPGs. The world can be totally
explored, and often it is necessary to use the lookup/lookdown func-
tions to solve puzzles. The size of the world, or worlds is immense, and
this game is definitely not one that can be finished on the first week-
end you have it.

The game has a wicked soundtrack, but be prepared to have loads of
room on your hard drive if you want the best results. The full installa-
tion needs over 120 Meg of space. If you are limited in space there is no
need for panic as the designers have put in a midi only option which
requires heaps less space.

The only potential weak point in the game is that if you don’t have a
3DFX card, or a high end PC the graphics won't impress like games like
Daggerfall. It just would have been nice to see the low res mode, less
low res. If you do have a decent PC, or a 3DFX card though... you're in
for a treat.

-

1
LORD KNOBFACE AND HIS FAITHFUL SERVANT - TOOL BOY

WHAT'S A GIRL LIKE YOW... ONE PISSED KNIGHT!

AVAILABLE: NOW

(ATERORY: RPG

PLAYERS: 1

PUBLISHER: WESTWOOD

PRICE: $89.95

RATING: M15+

HIT THE HUT... FREAKOMETER

It's a RPG but the
styling may pull a

Tew converis from

doom

VISUALS

B

Better if you have
3NFX. A lot worse if
vou have an old PC.

0

q

REALY cool
soundtrack, chews

HDD space though

GAMEPLAY

o5

Fully configurable
conirols

OVERALL

S0

A huge world that
can be fully explored
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Postal
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If you want politically incorrect, you really gotta love this one...
Perhaps the funniest name for a publishing company to date, is
"Running With Scissors", which implies nothing other than irre-
sponsible behaviour, and so it is appropriate that the first game of
theirs that we've come across is Postal, the seemingly plotless epic
of a guy who's just gone over the edge, and is taking as many peo-
ple as he can with him. If you want you could equate this to being
like Doom, except with a different perspective, and some less sinis-
ter enemies than the demonic hordes. It's a bit of a cross between a
strategy game and an action game.

A View to a Kill

Postal looks good, and that's due to the way the levels are struc-
tured. Each level is a battlefield which is made up of a hand drawn
picture, which is given some 3D qualities via the use of a map editor
(which comes with the game). Everything is pretty much as you see
it, with the only downfall to the visual element being that you can't
see opponents that are behind buildings, even though they would
normally be in your line of sight (unless you run right up to them
and the transparency bubble around you includes them). Since the
engine itself is very simple, it allows for good performance on most
systems, and the animation of the various combatants running
around is quite nice. Even better are the animations of the various
weapons, like the trails of smoke that follow missiles, which then
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Population 14 Hosties 14 Kiled 5 (26%) it M it

108% Health  Lomncher - 20 Napalm Camsters

| LOYE THE SMELL OF NAPALM IN THE MORNING

realistically get carried gently to one side by the wind.

Weapons such as Molotov cocktails, or napalm canisters AVAILABLE: NOW
spread fire over an area, which looks great, and looks (ATEGDRY: ACTION
even better when it connects, sending your victims flail- PLAYERS: 1 - MULTI (NETWORK)

> Health 1 Coc i
¥YOU LIKE COCKTAILS? YES, TELL ME ONE...

ing about in agony before they fall to the ground in a
charred heap. As a visual experience there's nothing
particularly politically incorrect, as you simply see
yourself fighting off hostile enemies. .. oh, and watch
them leave pools of blood as they try to crawl away.

The sound in Postal is however a different story, with
your character showing his true colours with comments
like, "Only my weapon understands me”. Perhaps a little
more disturbing (and | ashamedly admit, enjoyable) is
the comments from your fallen opponents that haven't
quite died. "Kill me now", and the woman's voice gasp-

% - W ak ing, "I can't breathe” are sampled with such passion as
TR Te U NIST T o oy to make you feel that extra bit evil about what you've
Population 30 Hostdes 30 Kiled 1 (3%) just done, It is quite possible that these samples may be
adjusted for an Australian release, which would suck,
since the game is really based around black humour.
Besides the amusing speech samples, the actual weapon
sound effects are cool, and the game gets a big thumbs
up in the audio department.

PUBLISHER: RUNNING WITH
SCISSORS
PRICE: TBA
RATING: TBA (MA15+)

FREAKOMETER

interface in the

world o deal with,

but should have
broad appeal

MULTIPLAYER
Not great one on one,

but with four or more
players it makes for a

great game

Thoughtpully murdering the masaes...

Postal is not all just kill and be killed, there's also
elements such as capture the flag, etc, for those that
want to make this a long lasting multiplayer experi-
ence. The interface isn't exactly legendry, and some-
times you'll be having hassles getting off a shot at the
angle you're after, but if you were good with keyboard
controls for Doom, then you'll soon feel at home here.
One extra control thrown in however that may cause

A b Daus s sie BN, some OFLC folk to um and ah is the execute command,
Fopeition 39 A A which simply puts a wounded opponent out of their
misery.

Different weapons work in different situations, and
some tactics are actually required at various points if
you don’t want your body to be a receptacle for lots of
lead. The most common mistake you can make, usually
is very funny, when you throw a Molotov cocktail or a
napalm canister into a wall or tree and it bounces back
towards you. Even more amusing is that whilst you're on
fire, you can run into your opponents and set them on
fire too!

All up, Postal is a really violent, really fun action
game with a good lump of black humour, and a slice of
strategy. It possibly could have been better with a little
more emphasis on a storyline or something for a single
player game, but if you're after a game where toting a
shotgun is part of the business, and you're sick of the ist
GRLEEARD ROCKETS, - person shooters, then maybe this one’s for you.

VISUALS

18

All up to the artist
of each level really.
Simple, vet
functional

SOUND

BN

Funny stuff. Tres
amusani speech and
weapon effects

GAMEPLAY

B0O

Not ground
breaking, but ii’'s
fun,

and that's

what counts

AL

Evil, v

asty, morally

Wrong... Ilt’s great!
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Moto Racer

A chance to pull on leathers and indulge in the
beast between his legs... Dan Toose was there.

Delphine are famous for their outstanding efforts in the
field of platform/action/adventure games, where their
titles like Fade to Black, Flashback, and Another World
have set standards in excellence. They're one of the com-
panies that gives French game development such a good
name, and they're doing it again, but this time in a com-
pletely different genre. Racing games have always been
quite popular on the PC, but very few have had anywhere
near the immediate playability and feel to them that con-
sole racing games have had (unless you go the whole hog
and buy steering wheels and the like). Delphine have bro-
ken into the rarely trodden ground of PC motorcycle
games with Moto Racer, which is one of the most
approachable racing games ['ve ever seen.

Simply gorgeous...

why so approachable? Well the graphics are simply
dreamy if you own a 3DFX card. To get the same sort of
visual feast with a non-3D accelerated machine, you'll
need a Pentium 200 MMX with a good video card, but one
glance at the 3DFX version of this game, and you'll go out
and buy a 3D card in a hurry. For those with less grunty
PCs, there are options to adjust the resolution and detail
levels, but that will greatly detract from the whole feel of
the game. The visuals aren’t good simply due to some
pretty 3D models of bikes and some realistic racing
physics. The background graphics are stunning, and very
well thought out, in such a way as to ensure they're inter-
esting the whole course through. It's good to the point
where your first races will have you coming off your bike
due to paying too much attention to the scenery.

The sound was the weakest element of Moto Racer, and
even that was first rate! There’s commentary to let you
know on how you're going, without having so much as to B
drive you up the wall. The bike sound effects are cool, and A
there's even ambient effects for when you're driving Gl b eatl 45
through tunnels, etc.

NOW THAT'S A JUMP START...
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WATCH YER NADS WHEN YOU LAND...

Handles like a dream...

Not only does it look great, but Moto Racer also
plays like a dream. Any half decent analogue joystick
is all you need to get the perfect racing experience with
this game, as the level of responsiveness is just about
right. So many racing games leave you cursing at the
inept controls, or lack of feel that you get through the
interface... but with Moto Racer you'll never get that
feeling of being ripped off by game mechanics. If you
come off your bike, it's because you were pushing too
hard, and you'll know it. There are multiple bikes to
choose from, each having different ratings for acceler-
ation, top speed, grip and handling. Unlike most rac-
ing games, Moto Racer has two styles of racing with the
addition of Motor Cross dirt bike racing, which is a lot
more comical to watch, yet no less serious as a racing
challenge. Whilst not overly realistic, there's a
turbo/stunt button, which you can use to get extra
speed whilst on the ground, or to show off whilst in the
air. Naturally, using the turbo affects your handling
drastically, and collisions whilst on one wheel always
end in tears. The game comes with an option to load
extra tracks, which assuming it is supported is a sign
that the game will have good replay value in the
future. We had ten tracks when we reviewed Moto
Racer, and that was easily enough to keep us enter-
tained.

This review may seem very simplistic, and that's
because there's nothing complex about Moto Racer...
it's just a damn fine racing game that will instantly
appeal to anyone who has even the most vague appre-
ciation of racing games. One thing though, it's no
where near as fun if you don't have a 3DFX card, which
I can’t advise you strongly enough to go out and pur-
chase to be able to get the most out of games like this.

Lovely Links

If you've got a network you can play over, Moto
Racer makes for a fantastic multiplayer game. There's
nothing extra special added to gameplay or anything,
but somehow seeing the little name tag above your
opponent’s head as he lurks just 20 metres ahead of
you is extremely cool. Easy to set up, and a joy to play.

AVAILABLE: NOW

(ATEGDRY: RACING

PLAYERS: 1-MULTI
INETWORK)

PUBLISHER: DELPHINE

PRICE: $89.95

RATING: &

FREAKOMETER

You don’t even have
to like motorcycles
to enjoy this

VISUAL S

e Ly =

Utterly gorgeous,
assuming vou have
a 3DFX card

SOUND

HbE

Lotsa good broom
effects, and some
spiffy speech

GAMEPLAY

[0

Excellent fun
though fairly
simplistic

OVERALL

S0

One of the best

arcade racing games
on the PC ever!
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F-16 Fighting Falcon|

PlayStation

PC

&

linkss L5 1998 eoition
PC

AURILABLE. NOW

(ATECORY- 15T PERSON SHOOTER
PLAYERS: 1

PUBLISHER: INTERFPLAY

PRICE: $99.95

RRTING: G

Descent was quite stomach churning on
the PlayStation, taking the oid 3D shooter
genre to new depths of twisted action - and
geewhiz, i played it to death. The control

. pad adapts really well to this sort of game,

and the shoulder buttons are perfect for

strafing and rolling your ship. Descent 2 is
pretty identical to the first Descent on the

Playstation, however at times the

framerate seemed to drop more noticably

than in the original. There are some new
features in D2 and possibly this is the cause
of the engine not running quite as smoothly
this time around. Finding your way through
the complex, fully interwoven 3D maps of

Descent was never pleasant - but addictive

and challenging nonetheless and Descent 2

introduces us to the Guide-Bot who's quite

happy to sniff out the keys, generator and
exit for you. You can choose to switch it off,
if you prefer the more hardcore approach,
but in some of these evil levels, you'll be
following your little Guide-Bot like a lost

PUPPY. I'm not sure if the level design in

Descent 2 is quite as elegant as in the

original Descent. At times the textures were

messy and the general design of the levels

sometimes seemed a bit pointless, but i

guess that’s what happens when you're

pushed to create bigger and more complex
levels a second time around. The Al in

Descent has always been good though, and

the enemy bots will really give

you a run for your money. The
firefights you can get yourself
into in Descent 2 will surely
knock your socks off, or confuse
the hell out of you, or both.
Either way, this is good solid,

1

VisuaLs

80

‘ rockin’ 3D action that goes the e
:'_ distance. E"l'
> FREANYNESS
- g gl 9|
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RURILABLE. nOW

[RTEGORY: FLIGHT S1M

PLRYERS: 1-16

PAIE. 589.95

RATING: G

PUBLISHER. DIGITAL INTEGRATION
REQUIREMENTS: 86 DHE-66. 16ME AAM.
aHrbo-ROM.

Taking to the skies to blow the crap out of
another friend over a network or via the wonders
of a modem, ia always a thrill. Dogfighting in F-
16 Fighting Falcon is an absolute blast. and the
thought of this same multiplayer gives me
goosebumps. The engine is smooth, visuala
colourful and detailed and the sound is
everything you could ask for in a jlight aim.
Definitely towards the arcade end of jlight sims,
Fighting Faleon ia extremely user-friendly and
before you ve even felt the glossy manual’s pages
between your fingers, you can jump atraight into
the action and duke it out. Akin to iFz22, F-16 FF
has an Instant Action option where you can
choose the conditions and just go for the jugular.
Thia ia a nice change to having to apend days
reading the manual just to learn how to get your
plane of} the ground. Of course. to enjoy a sim to
the pullest the aim ia to read the entire manual
and learn how to truly pilot the thing - this is
where the depth of the game lies. The action can
take place over three difjerent war-zonea
Korea, Israel and Cyprus - and each area is
based on actual map data. with the campaigna
based upon “"predicted” invasions. Let's hope
they're wronsg. Iff you do your sums, the same has
something like 100 missions all up. that's
including the training misaions. 30 there's plenty
here to keep you abscrbed. There is also a
apecific two-player option where you can fly
together as Ace and Wingman to complete a
variety of misaions. Cool.

ViSUALS

B0

A5

GAMEPLAY

al

FREAKYNESS

50

ELIOT FISH

RURIABLE. nOwW
[RIECORY: SPORTS
PLAYERS: 1-8
PUBLISHER: ACCESS
PRItk 579.95
RRTING: G
REQUIREMENTS: PSO. WINGS. 16/MB RAM, ‘tH (0-ROM

Hey swingers. If Arnold Palmer is married to
Mrs Palmer (and maybe they have five
daughters) what sort of sex life does the old guy
have? What sort of shaft does he prefer and are
his balls regulation size? The new Links LS 'g8
arrives in the form of Arnold Palmer at the
Latrobe Country Club, precursor to a series of
Tour Player add-ons that already includes Davis
Love III - the greatest golfer to have never won a
major title with the coolest name to have never
graced a disco record, and as well as the
improved Links LS with 4 new championship
courses you are treated to an assortment of &
Arnie related multimedia. Take a tour of his
workshop and you will soon forget all those
questions about the great man'’s flute work.

Now a native 32-bit Windows application, Links
LS ‘98 represents a stellar advancement in course §
rendering and environmental realism while
maintaining the gameplay that has long
established golf as one of the most engrossing and
intuitive of sports simulations. As well as Arnie’s §
beloved Latrobe and three Hawaiian courses the
game comes with updated Links courses that may
be installed after verifying ownership of the SVGA
version. I converted 36 holes from Microsoft Golf
and the result is stunning. In addition to the
requisite graphics enhancements - reflecting water
hazards, new cameras, 30 fps player animations
and the like, Links now allows you to play with up
to seven other strokers on the Internet.

So do you need Links LS '98? Like Tiger Woods

i

needs a good rogering and lan Baker- L

Finch needs a day job! Its support of all

your old Links 386 courses and Internet | 17t

play make it a must for any PC golf "I-n

enthusiast. That it is an intelligently souno «i

designed and beautifully executed golf | Blm

sim at a time when the game is enjoying ~ f——--

renewed popularity makes it of interest

to many more. b . g
==

CRAIG WHITE
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. RS 1-MULT
§ P 579.95
-

. PUBLSHER. LINLUARD STUDIOS

" installations. Each building project may

PC

(ATFGORY. STRATEGY

- unn 95/3.1/NT, 466/80, BMB RAM, eH0-ROM

it's going to be hard for any strategy title
to compete soon, with an incredible game like
Dark Reign entering the genre. Most other
titles are simply going to appedar as mere
entrees before the main course. Enemy
Nations has something going for it though, as
a lot of your in-game time is going to be
spent on actually developing your own small
colony. Sure, biffo comes into it once things
are going strong, but there's plenty of fun to
be had here just building stuff and bleeding
the surrounding land dry of resources. The
story goes something like this... Space is
teeming with life, and all the planets have
been taken, bar one. it's on this virgin soil
that you and a host of alien races are going
to battle it out to establish and maintain
your own colony, eventually performing
military strikes on your opponents so as to
claim the planet. Much like SimCity, you have
to keep your populace housed, supplied with

power and food, all the while keeping up your I
defenses and maybe even mixing in a bit of
diplomacy with neighboring colonies - until
you're strong enough to nuke the crap out of
them of course. The Crane is one of your
most important vehicles, as it builds
everything from Farms to Military

require different resources though, and if
you run out, then production will cease and
you'll be left with but the mere framework.
Enemy Nations also requires you to keep the
economy balanced and neglecting the
simplest thing can totally screw up

your colony’s potential. The game’s

simple presentation, with neat A
sizeable windows, makes operating E n
things a breeze and all the menus S0UND

are simple and easy fto _IE
understand. All up, Enemy Nations R
will keep most gamers pretty —Iq
happy... interesting, but not nearly

the best of it's kind. ’E"é‘

ELIOT FISH

PC

RURILABLE. nOW

[ATECORY: FLIGHT S1M

PLAYERS. 1-MULTI

PRILE. $89.95

RATING: G

PUBLISHER: INTERALTIVE MAGIC
REQUIREMENTS. PO, WM 85, 16MB AAM

I've been told that being a good pilot (8 much like
being a good cock. you just have te know what to
use when and what the result will be. Well, in my
case, you're either going to land on the ground
safely or you're going to die eating the beat paviova
you've ever tasted. cause no matter how well I ean
atir a pot - I sure can't jly a soddamn plane.
Thankfully, iF22 is extremely user-friendly, and the
game is designed in such a way that a flight sim
novice such as myself ean be thrown into the
cockpit and actually accomplish a variety of flight
manceuvres without plummeting from the sky. Of
course, one readon for this, is that the medern
technology in jets such as the F22 make it easy jor
you. I} something goes wrong, switeh on the
autopilot! Of course, if you're after the job of
operating every system yourself, then you'll be
happy te know that the F22 cockpit is totally
interactive - meaning you ean elick every button
and dial with your mouse to set it to operate!

Doghighting in modern military aireraft is quite
par removed from the in-your-face tailchasing of
WWz2, usually it's a case of listening out for the
beep of your computer to acknowledge a lock-on
and then a push of a button to pire at a target
you'll probably never aee. There's the whoosh of
amoke tailing from one of your missiles and then
seconda later. your wingman reporta that you've
scratched one bogey. It's really quite fascinating.
and when a flight-aim looks (3D card support) and
sounds as realistic as iF22, it’s a lot of fun. The
manual that comes with iF22 is big. but it's also
presented in an easy to read manner, with step-hy
atep tutorials on how to take-off. lund and engage
in eombat. The in-game menu also lets

you confjigure training miasions.

g ViSUALS
inatant-action scenarios and fly pull-on EE
campaigns. Incredibly, the terrain that
you're flying over in iF22 is a complete souND
replication of Bosnia and the Ukraine EE
the game is even boxed with @ map of
v ¥ X GAMEPLAY
Southern Eurcpe for you to study. Thia is ED
a thorough and enjoyable sim that
should keep many virtual pilota very PREARTHERS,
happy indeed. En

ELIDT FISH

T = . l' :
War Gods
PC
RURILRBLE. nOLW
[ATECORY. FIGHTING
PLAVERS. 1-2
PRILE. 5789.95

AATING: M
PUBLISKER- MIDWAY

%BEGI'I"II

Midway are the folk behind War Gods and it
ain’t half obvious - this is straight outta the
Mortal Kombat school of fighting games.
Essentially, this is 2D fighting with 3D graphics,
though it is possible to perform simple 3D moves
such as side-stepping around your opponent.
The game is popping up on many platforms,
originally from the arcades and now appearing
on the Nintendo 64, Playstation and PC. On a PC
with a 3Dfx card the game looks quite spunky,
the animation is fast and smooth and the
camera angle pans around the action with great
ease. The characters are blocks of polygons
which have been texture-mapped with scans of
real people giving them a pseudo photo-
realistic look. However, there's no motion
capture here, and the characters are animated as
poorly as those in Mortal Kombat. It looked good
a few years back, but now they come across a
little too jerky and stiff. Most of the moves are
straight out of MK too (High/Low Punch/Kick,
Block and Fatalities), making these fighters
looking more like MK rejects than awesome War
Gods. There's the skimpily-clad Pagan, the
scantily-clad Vallah and a lot of big beefy
blokes in funny clothes. Certainly the coolest
character has to be Anubis the Egyptian god,
who's quite prone to pulling out his big stick
and using it. All the characters are way too
similar with their moves though, which is a great
shame. Each has a few special attacks, but they
are all roughly as effective as each other and it’s
really only the fatalities which separate them.
Even with all my gripes about War Gods being a
second-rate MK, the game plays well
and the controls are fast and
responsive. It's no pushover either,
and you can't bluff your way through
more than two bouts by button-
bashing until you get your ass well
and truly kicked. If you're a big MK
fan, then certainly look into War
Gods as it will be right up your alley.

ViSUALS
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Besides the fact that Twinsen desperately needs a new hairdresser, this
is one funky-ass action adventure, and you all should have a copy.
However, due to it's sprawling worlds and plethora of bizarre
characters, we thought it would only be right to supply our dear
readers with a solution, so here it is...

To begin with, just remember that all potplants, cupboards and
seemingly innocent objects hide hearts, magic, coins and other
useful things that will make life much easier, so search away. Also,
never forget that hitting the Enter key will change your perspective,
so if Twinsen is getting far away, keep up with the action in one
simple keystroke. Now...

1. Grab the key hidden in the chest by the door, and enter the room.
Get the Holomap, ball and darts. Next, go outside and wander about,
talk to the citizens and make your way to the pharmacy. Talk to the
shopkeeper, and chase the thief who steals the umbrella. Once
outside again, switch to Discreet Mode and sneak up on the thief and
ask him to return the umbrella. Give this to the small woman. Next,
sneak into the museum through the upper window. Press the red
button on the desk, then pull the right lever and switch to Sporty
Mode and run down to the Tunic.

2. Go to the Weather Wizard's home in the cliffs and talk, then enter
the caves. In the second cave, to unlock the gate, stand up against the
barrels and throw your ball at the switch. Enter the next cave and
jump onto the ladder in the upper left. Next, walk to the ledge and
jump onto the top of the wall. Throw the ball over the small fence at
the switch. Go to the next cave, and fight the first creature for a key.
Jump across the gap to get to the next area. Kill the second creature for
another key. Jump across the spikes and holes to proceed. Unlock both
doors and enter. Kill the big monster and get a key. Talk to the
lighthouse keeper and leave. Walk to the lighthouse, buy a ferry ticket
and go to Desert Island.

3. Go to the Healer's house and talk to the housekeeper. Take the
Gallic Acid from the top shelf. Go to Temple Park and play the duck
shoot, the balloons drop you into a shaft where you can collect
Kashes. Collect 120 Kashes. Go to the cemetary and enter via the side
entrance in the rock, enter the school and run the Ghost Gauntlet. Get
Key from chest. Go through the locked gate. Talk to Rector and join
the school. Walk to the first door and complete the first test by
throwing your ball at the targets (timing!). When done, leave room
and get the Blowgun. Go to Baldino's (in the village) and get the car
part. Buy a ferry ticket to Citadel Island. Give car part to Zoe. Buy a
ferry ticket back to Desert Island. Go back to Baldino’s and talk to him
to get the radio. Leave Baldino's, Zoe will tell you the car is ready so
go pick it up near the ferry. Go to get the Balsam plant which is atop a
rock in the desert, (jump the ramp in the car). Go to the wizard school
and give the plant to the Rector, he'll give you the Horn of the Blue
Triton. Buy ferry ticket and go back to Citadel Island. Use the Horn on
Dino-Fly six times to heal him,

4. Take Dino-Fly to Slate Island. Enter the maze and find your way
to the exit. As you inch along, you can see the floor appearing, so
keep an eye out for paths. Rector appears and gives you the slate.
Walk around the dome to the ladder. Take Dino-Fly to Desert Island,
go to the Wizard school and talk to Rector. Get the diploma and
collect 50 Kashes.

5. Talk to the guy on the magic carpet, show him the diploma to get
the wizard’s tunic & beard. Go to the Hacienda and talk to Esmer the
alien near the Men's steam room. After you are on the ship, grab the
translator from the floor.

6. The ship lands on Planet Zeelich, follow the soldiers to the doors
and enter the right door and you'll be captured. When the guard



opens the cell door, kill him to escape. Throw the switch and free the
dissident. Hit the big red buttons to turn the shields off. Go out the
bottom door and destroy the mech to blow a hole in the fence. Run
through the dog training yard (Sporty mode) and enter the small
building. Run to the lift and drop down the shaft to Twinsen’s right.
Run into the tower, switch to Agressive mode and kill the baddies to
steal the travel token. Go to the shuttle and use token in slot.

7. Back on Planet Twinsen, crash land and go to Zoe's house. Talk and
then leave for the warehouse. You can pay the worker 102 Kashes and
he'll push the crate through the maze of lifts and conveyor belts or do
it yourself. Get the proto pack near the warehouse entrance. Take
Dino-fly to Desert Island. Go to the Wizard School and talk to Rector.
Go to the ferry dock, pass the boxes on the right of the dock to get to
the small pier with the bell. Ring the bell and ride the turtle into the
cave. Use the proto-pack to fly over the spikes and grab the pearl.
Ride the turtle back and then take Dino-Fly to Citadel Island.

8. Go to the Weather Wizard's home and use the pearl in the big pot,
this will give you the Lightning spell. Go to the house next door to
Zoe's and give the Gallic Acid to the man. This gives you the pyramid
key. Go to Chez Luc and search the keg to get the key. Unlock door
and enter celler. Drop down the hole in the sewer and place the
pyramid key into the slot. Use the lightning spell to get Sendell’s Ball.
Take Dino-Fly back to Desert Island.

9. Go to the Temple of Bu and jump onto the cart. Hit the second
switch you pass, then the fifth switch. After you go down the stairs,
hit every switch you pass. Soon you will come into jumping distance
of a box, jump here and get the key. Climb down the ladder in the
same room and enter the doors. Kill the sleeping guards and search
their clothes for the key. Unlock the door and fight the guard for
another key, go through the next door and take the elevator up. Use

PLAYGUIDE

the proto pack to cross the electric bridge and turn off the switch. Kill
the guard and get key. Get the travel token from the orange container,
Go to the shuttle and use the token in slot.

10. Once on Emerald Moon, the password is: Code Operation Green
Moon. Enter building and turn the three switches to green. Enter
middle and go through the door at the top of the room. Kill guard for
key, go through the door and talk to Baldino. Turn the big wheel to
open door and follow Baldino, then turn the big wheel again to open
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the door. Throw the red switch on pipe to open the next door, put on
the suit and follow Baldino.

11. Planet Zeelich. Jump across the rocks and fight the monster. Go
through the dog training yard, enter the tall building and use the
lift to go up. Talk to the Gazogem station attendant and collect 100
zlitos. Talk to the one-legged man on the dock, get on his ship and
go to Celebration Island. Talk to the souvenier vendor and take the
air ferry to Otringal.

12. Go to the bar and get up on stage. Go through the door at the
back and flick the switches in order - middle, left, right. Position the
pillars to allow you to reach the open grate. Talk to Rick, then take the
air ferry to the Island of Franco’s. Enter the first building and buy the
pick axe. Go behind the bar and dig in the grass for Franco’s
fragment. Use the pipes next to the fence to get inside the refinery.
Enter the building which has only one guard. Kill the mechanic
working on the pipes, throw the far right switch and jump across the
two steam vents. Go up in the elevator and throw the switch, go back
down and get the key. Go back up and throw the switch again, then
go through door. Throw both switches and do a running jump over

the steam, go up the elevator and throw
the switch. Do a running jump over the
gap. Climb the stairway of jets to get the
key. Go through the door and kill the
guard for a key. Throw the switch, get
through the steam vents and throw both
switches. Ride the platform across the gap
and go through the doors, again throw
both switches. Stand on the vent and throw
the ball at the Tech for a key. Open the
gate, kill the guard and get a key then
throw the switch. Go through the gate,
grab the Gazogem and the key. Go through
the doors and jump over the gate using the
barrels. Take the air ferry to Otringal.

13. Take the Gem to Baldino and receive
the super Proto. Jump over the rocks and
go through the dog training yard. Kill the
guard and get a key, then enter the tall
building. Behind the casino, find the small
waterfall. Use the Super Proto to get to the
path on the other side of the water. Follow
the path to the Imperial Hotel. Enter the
Hotel and fight the bellboy for a key. Talk
to Johnny Rocket and follow him. Here you
get the Dissidents key. Go to the souvenier
shop and show the ring to the shopkeeper.
Talk to all the Dissidents and receive the
laser-pistol. Then take the air-ferry to the
Island of Celebration.

14. Walk along the path to the lava flow to
the left of the statue. Jump over the lava
using the floating platforms and then use the Super Proto to get to the
crystals. Use the pick axe to get a crystal, and now the Laser-pistol
will work. Take the air-ferry to the Island of Francos. Jump over the
fence and enter the building with two guards. Use the laser to shoot
the guards and trigger the switches. Four switches control the doors,
number them 1-4 left to right. To open the first door, switches 1-3-4
must be down. To open the second door, switches 2 & 3 must be down
and to open both doors, switches 2 & 4 must be down. Go through the
door and get onto the air tanker. Kill the assassin and get a key. Then
enter the elevator.

15. Jump on top of the trash can and shoot the Tech, now shoot again
to hit the switch to turn off the shield. Go outside and go to the
village of Wannies. Visit the family of Wannies and take the glove
from the coat rack. When the mother Wannie calls dinner, sit in the
upper right chair and get the tart. Give the tart to the old man in the
cave and receive a key. Go to the chapel and talk to the monk. Next,
go to his home and talk to his housekeeper to receive the ferryman’s
song. Co to the cave next to the warehouse and collect all the gems
you can (you need at least four). The second room inside the cave,




near the small animal, jump the gap and enter another cave. Take the
path inbetween the working Wannies. Jump the gap and kill the
Wannie guard for a key. Enter the room and grab the fragment. Now

PLAYSTATION

leave the mine and go to the ferryman pickup location. Play the song i H‘“E
in the little gazebo. Take the ferryman to the Island of Mosquibee. SI\TUB“ MEGA D oY
16. Talk to the Mosquibee and visit the Queen. Throw the ball at the 64 i SNES = GA“E B
rocks to get the key, open the middle door and get the Blowtron. Fight “

MAC - 1BM

your way to the hexagonal exit and go to the upper exit in the next
room. Run around the mountain and across the suspension bridge. Go
up the elevator and use the Wannie glove to fight the flying walrus for
a key. Use the key in the box for the Wannie fragment. Take the
ferryman to Volcano Island.

17. Collect some gems and enter the cave. Talk to the Mosquibee and
then take the ferryman back to the Wannies. Go to the cave next to
the warehouse and go across the tracks onto the conveyor belt. Kill
the switch operator and put both switches in the right portion. Jump
into the box and onto the ladder. Jump over to the next building and
drop through the hole. Talk to the Queen and get the CX key. Throw
the ball at the switch to open the gate, then take the ferryman to the
Island of Mosquibees.

18. Go to the throne room and use the CX key on the back of the
throne. Kill the guards and get a key. Get to the shuttle landing area

THE FUTURE IS HERE

and kill a guard for a key. Enter the middle building and turn the Come visit Hitech World, Australia’s

wheel to open the door. Go to the next room and turn the upper wheel largest video games chain.

to open the door. Go through here and get a key. You must follow i

Franco over the walll Use the key in the locked door and go down in WE GIVE YOU MORE...

the elevator. Talk to the emperor and fight him to get the key. Use the . .

key in the chest and get Fhe emperor’s sword. %o back up in the ¢ Trade-in your conqueret'l ghmes

elevator. Go to the room with the two Hussons and kill the first one Try any console games in-store

with the sword for a key. Go through the upper locked door and climb Save $$8$ with our exclusive members card
the stairs. Go up the ladder and grab the token. Go to the shuttle and : . S e

put the token in the slot. Once you have landed, kill the quards for a Win with owr m, store competitions

key and enter the gate. Enter the door and proceed through by Speak to our friendly staff who know games
searching or fighting for keys in each room. Keep going all the way Pre-order/back-catalogue order service available

North, then all the way West, then all the way North again. Kill the
guards and then fight the two-headed monster who gives you a key.

Get into the exciting atmosphere of Hitech World
Use the key in the chest for the Sup’s fragment. Take the air ferry to
the Island of Celebration.

ofCelebraion. T OPEN 7 DAYS A WEEK
. Enter the T ] the m ! i h t
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around the right of the statue and use the pillars to get on top of the
book. Jump onto the hand, then arm and enter the statue. Kill the
elephant that fires rockets and go to the four machines. Trigger the
machines in this order, 2-1-4-3 then throw the switch on the right of
the Wizards. Go through the hole in the gate and ride the elevator up.
Talk to the fake monk and then go down in the elevator. Drop down
the hole behind the tin elephant and kill the rocket elephant for a key.
Go through the locked gate, kill the two elephants that transport in,
and drop into the hole. Kill another rocket throwing elephant for a key
and go through the gate,

20. Kill Funfrock!!

YOUR LOCAL WA HEADQUARTERS

Albany Tel: (08) 9842 9840

Cannington Tel: (08) 9451 1340

Bunbury Tel: (08) 9791 6620
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Kelmscott Tel: (08) 9390 2020 RAULHRIIRIRIR [T LHDTETE1SE
WMoriey Tel: (US) 9275 7700 cairee Tel: 070 414 899

Myaree Tel: (08) 9330 8313
Northbridge Tel: (08) 9227 9991
Rockingham Tel: (08) 9592 8033 Al N )
Woodvale Tel: (08) 9309 9627 [Nt s
For details on how you can own
YOUR LOCAL NSW HEADQUARTERS [P operate a Hitech World Store
West Ryde Tel: (02) 9807 7755 call Rob Allison on 0414 245 548

Mermaid Bch Tel: (07) 5572 9166
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ULTIMaTEGamesHOTLINE

Sega
1902 555 4Lk

Sega PC
1900 142 100

Calls charged at a rate of 5i.50 per min. A higher rate

applies from public and mobile phones.

Roadshow interactive
1902 962 000

Lt

pho

Electronic Arts

26160

er A higher rate

Virgin Interactive
1902 220 058

at a rate of

GT Interactive
I 57 66

hones

PSX

Special Ops Mission Password:
0305M0802

Shop Map Cheat:

Hold R1 + Rz + L1 + L2 + CIRCLE +
SQUARE then select "Start a new
game” or select the password
option (and type in your
password). Released the buttons
when the game starts. You should
see the entire map . Holding it
while entering the password is
fingerbreaking, but worth the pain.

SATURN
NOD
Level Password

2 K8SYV8WIJK

3 0oGKU3ZLOB

L CNZMEVEVI

s  K8SYEVIDH

6 KQ278650I

7 QT9EBG2MB

8 KQWQ2EFDC

9 UVA3FWGEX

10 WW43E37YN

11 oGERC3AN]

1z WWDU3K]JNG
61A7BI2DW
GDI
Level Password
Estonia WW4sM7VVGD
Latvia OYHY8IUYL
Poland 17DKOR825
Cermany WWLLHWIA3

Czech Republic WWPFOWB8VP
Czech Republic 2 WWMVVNVXP

Austria 6]CTNXNL2
Hungary 33SLFSOU2
Slovenia H75]2SVTK
Creece ENXDYDIFP
Albania 84,IWOTZ27
Yugoslavia WWOHHS3BO
Yugoslavia 2 4129BWIDO
Bosnia K8APUGMOX
PSX

More Options:

At the trademark screen, press
Square, X, Circle, Triangle, Ri, Ri,
R2. R2, Ri, Ri. You should hear
Shao Kahn say, “You will never
win.” Press Up when the screen
with the spinning MK3 logo on the
cube that says: “Kombat" is on-
screen. A question mark will
appear. Use this option for a swag
of cheats, including playing as

smoke and unlimited credits.
Options Screen:

When a 'story’ screen appears,
press X, Li, L2. Press Start to go to
the Kombat Kube screen, then
press Up to reveal a question mark.
Select this for some special options.
Play as Smoke:

Use kombat kode code "010-696"
on the Kombat Kode screen.
Ultimate Kombat Screen:

To get to the Ultimate Kombat
Kode screen easily, rotate the
controller anticlockwise twice
during a 'story’

Unlimited Continues:

During a ‘story’ press Up, Up,
Right, Right, Left, Left, Down,
Down.

PC

In the scene where you choose to
go to map select, vehicle select,
start race etc... type
ENABLE(quickly) to be given
access to all tracks and vehicles.
You can now use all of the other
cheats in the game...

First of all, when the race starts,
use Fy to cycle through the modes
until CHEAT MODE appears. The
following cheats will become
available:

F5 -Total repair (free).

F6 -Toggle Invulnerability on/off.
F7 -Adds 30 seconds to the timer.
F8 -Freeze/Unfreeze timer

Fio -Increment lap counter

Fu -Eam 5000 credits instantly

Fi2 -Switch between each
opponents camera and your own.
External view only.

SHIFT-F6 -Show opponents on map.
SHIFT-F7 -Adds 300 seconds to timer.
SHIFT-F8 -Toggle shadow between
none/your car only/all cars.

SHIFT-Fio -Increment checkpoint

counter

SHIFT-Fu -Lose 5000 credits

instantly

CTRL-F8 -Toggle shadow between

solid(faster)/translucent.

CTRL-KEYPAD 1 -Toggle fly mode
-Use normal movement keys.

Keypad s places you on the

ground(still flying). Keypad g and

6 changes the cars pitch.

Power-ups(still in cheat mode)

0 -Bonus

1 -Mega bonus

2 -Pedestrians glued to ground.

3 -Giant pedestrians.

4 -Explosive pedestrians.

5 -Hot rod.

6 -Turbo pedestrians.

7 -Invulnerability.

8 -Free repairs.

9 -Instant repairs.

SHIFT-0 -Timer frozen.

SHIFT-1 -Underwater ability.

SHIFT-2 -Time bonus.

SHIFT-3 -Oh dear, body work

trashed

SHIFT-4 -Blow yourself up

SHIFT-5 -Frozen opponents

SHIFT-6 -Frozen cops

SHIFT-7 -Turbo opponents

SHIFT-8 -Turbo cops

SHIFT-9 -Gravity has gone

strange???

ALT-o -Pinball mode

ALT-1 -Wall climber

ALT-2 -Bouncey-Bouncey

ALT-3 -Oh dear, jelly suspension!

ALT-4 -Pedestrians shown on map.

ALT-s5 -Pedestrian extro-bastard

ray.

ALT-6 -Greased tyres

ALT-7 -Acme damage magnifier

SHIFT-ALT-2 -Instant handbrake

SHIFT-ALT-4 -Turbo!

SHIFT-ALT-5 -Mega-Turbo!!

SHIFT-ALT-6 -Blind pedestrians (to

be used in conjunction with horn

for a laugh)

SHIFT-ALT-7 -Pedestrian respawn

SHIFT-ALT-8 -5

free recovery vouchers.




SHIFT-ALT-9 -Solid granite car!
CTRL-o0 -Rock springs!

CTRL-1 -Drugs!

CTRL-2 -Grip-o-matic tyres
CTRL-3 -Pedestrian Harvest

PC

Press any of the function keys
during the game:

Fé - unlimited energy

F8 - next level part

F9 - no enemies

PC

During gameplay, press TAB and the
page-up key simultaneously. Let go
and press the letter P. At the bottom
of the screen it will say "cheat
enabled.” This will make you
indestructible. This won't help on
missions where you have to keep
other things, like the War Drum, from
blowing up, but it will help in those
nightmarish combat situations.

PC

During any mission, hold down
CTRL and SHIFT and type
“getdown”. You'll hear Groove say

"get down!” then you'll be attacked ~ PSX

by every single car in the mission.
Don't stress. Once your toast, you'll
be magically transported to the
next mission. You'll even get to
keep the goodies you had going
into the last mission.

pPC
Type these in DOOM style while

playing
LOBOPICK - all keys

CHEAT MOD E]

LOBOSWAG - all items Up, R, L L R.
LOBOSPHERE - reveal map PSX Movie Test:
Mirror mode At the title screen press Y, Down,
Select practice mode and select Up, L, R, Down.
your vehicle, track and Unlimited Continues:
transmission. As soon as the race At the title screen press Y, Down,
Pe begins, spin your car around and Up,L,R, R, L.
Wetsuit cheat: impulse 200 go the other way. When you pass a

check point you will be placed
first and the other cars will turn
and follow you. This allows access ~ PSX

During gameplay, type XYZZY to to three new tracks. Cheat Mode #
enable the cheat mode. During any face-off, while waiting
Try some of these: for the puck to drop, press Li, L2,
YES,OCCIFER kill cop Li, Ri, followed by one of the
BRIBE kill cop SATURN buttons below. If you entered the
SPOON! nitro Bonus Game: cheat correctly, the word
THWACK! get chain In stage 2 go to a little house at “Entered” is displayed on the
K'THUNK! get club the end of the stage and enter it. screen.
PLUGH disable cheats Stand in front of the game Add extra cameras to instant
machines to play an older version  replay: Square
of Contra. X: Speeds up gameplay
Hidden Game #: Li: Increased penalties
PSX At the title screen press Y, Down,  Ri: Increased penalty shots
Secret Options: Up, L, R, Left. Lz: Shots have more accuracy
At the title screen, quickly press Hidden Game #2; R2: Easy goals
Up, Up, Left, Left, Down, Down, At the title screen press ¥, Down,  Cheat Mode #2
Right. Up, L, R, Right. During any face-off while waiting
Now try these.. Level Select: for the puck to drop, press Lz, L2,
Triangle + Select: Increases At the title screen press Y, Down, Li+R2, Ri followed by one of the

scrolling speed (2x)

Square + Select: Removes the
select menu

X + Select: Score Attack Mode

Access all Weapons:

During the intro screen press Up,
Up, Down, Down, Left, Right,
Cross, Circle

You should hear a gunshot.

PSX

More Money:

To get 50. 000 gold and reveal the
map, name one of your cities
Charlotte.

Shop 25a Ashmore Plaza Cotlew Street Ashmore Queensland
Email: gameon @qgldnet.com.au WWW: http://gldnet.com.au1~ gameon/ 4
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Select, highlight Gore, and press
X, Circle, X, Circle, Square,
Square, Square, Triangle,
Triangle, Triangle, X+Circle.
Play as Blood:
Enter arcade mode, then hold
Select, highlight Bilstein, and
press X, Square, X, Square, X,
Square. Now highlight Kappa and
press Circle, Triangle, Circle,

- B Triangle, Circle, Triangle. To
o lll:,“l g : finish, hold Li + R and release

‘k\\m 2 ﬁ:m Select,

Play as Kappah:

Enter arcade mode, then highlight
Gore and hold Select. Now go to
Hayato and press Circle, Square,
Triangle, Square, X, Square,
Triangle, Square, Circle, Square.
To finish, press X + Triangle and
release Select.

Reset:

To reset the game while playing,
press L1 + Ri + Select + Start.

Small Heads:

After you choose your character
immediately press and hold Left +
Start + Circle + Square until the
match starts.

PC
buttons below. If entered INEEO TOT OfEED < character immediately press and God Mode:
correctly, the word “Entered” is PC hold Right + Start + Circle + When you start the game, type
displayed on the screen: Play at Night: Square until the match starts. “cave godmode”. This will give you
X: Turn off all collisions Hold N while the game is loading Dark Mode: all spells, technology plus 25, coo of
0: Home team more powerful to play your favorite day levels At the Vs. screen, press and hold L2 everything (food, bronze, etc).
R2: 20-second periods (you must at night. + Rz + Down until the fight starts.
abort and restart to take effect) Slippery Roads: Invisible Walls:
Net Teams: For a greater challenge, type If you beat the game on Level 4
At the name entry screen enter the ~ “SLIP” at the car selection screen.  difficulty or above, you'll finda ~ SATURN
name NETHOCKEY to turn every WALL option in the options Health and Weapons:
player into a net. " I+ 7 menu. If you turn it on, an At the level pass code screen,
Strange Flyby: invisible wall will surround the type “LoSR”. You will see an
After entering any of the CHEAT 1 arena. invalid code message. Start a
codes, abort the game, then Level Select: Play as Bilstein: new game or reload a saved
choose any team and start a new Enter the password X, Square, X, Enter arcade mode, then hold game. While playing, press A + B

game. X, X, Triangle then enter the
CHAPTER SELECT menu.

N64

Dolphin Ride: PSX

Select Stunt Mode and enter Play as a Flea:

Dolphin Park. Next go through all ~ Pause the game and press

the rings and perform the Triangle, Square, Circle,
following tricks: Triangle. The flea jumps better
Handstand than the spider, but he's very
Backwards spin hard to see. To return to normal,
Stand with backflip just enter the code again.
Single backflip off ramp Refill Weapons and Power:

Dive off ramp Pause the game and press
Barrel roll off ramp in both Triangle, X, X, X, Circle, X,
directions Square, Triangle, X, Triangle,

If you did the trick correctly a Circle.

ﬁ dolphin will squeak when you

o cross the finish line. To ride Ctan s

> your dolphin, select Dolphin o i

- Park in a Championship Race PSX

= and hold Down while selecting  Big Heads:

o your racer. After you choose your
o




+ C to get full health and
energy. Press X + Y + Z to get all
weapons and reload the RP-22 or
RP-32.

Passwords:

A complete set of passwords for
the Easy setting.

Level Password

2 FWQP
3 PLRQ
5 SINF
5 TDsS
6 JBT
Ty KaCv
8 N3DW
9 MyFX
10 Xs5GZ
11 C6HO
12 D7h
13 F8K2
14 FGL3
15 JFMy,

Special Board:
Enter the password "LRTN” for a
peak at the game developers.

SATURN

Level Select

Access the password screen as
shown below, then enter the
password “"MOSHOLU".

Password Screen:

To access the password screen, go
to the OPTIONS menu and press L +
R simultaneously.

SATURN

Kombat Codes:

Here are three Kombat Codes to let
you play as a boss.

Mileena: 700 723

Classic Sub Zero: 760 520

Ermac: 964 240

SATURN

Buried Treasures:

Once you have the mole claw in
Shining Wisdom, go to the Hobbit
village. It seems the hobbits have
buried coins and life refill bubbles
all over the place. Just walk around
and dig up the ground. Coins will
start popping out of the ground.
You can do this indefinitely.

PSX

Cheat Codes:

To use these codes, select the
LOAD/SAVE option, then enter one
of these passwords.

All codes: XALLDBUGCR

Level select: XLVLCHTMSB

Bonus Round: XBNSCHTMMM
Coordinates: XDBUGLOCNC

All Rockets: XTOOROCKER

PSX

Cheat Codes:

To enable these codes, enter the
password Square, Triangle, 0, X,
0, Triangle. You will receive an
“Invalid Code” message. Ignore it
and exit the screen. Then go back
into the Password screen and enter
one of the following codes.
Unlimited Shield:

Square, 0, 0, Square, Triangle, X.
Invincibility:

Triangle, X, Triangle, Triangle,
Square, 0.

Cinema Test:

Square, X, 0, Triangle, 0, X.

PSX
Lord of Chaos:
At the character select screen press

L]

X
Tang |
=y

T

ICHEAT MODE

Up, Up/Left, Left, Down/Left,
Down, Triangle + X.

Minion of Chaos:

At the character select screen press
Li*L2+Ri+R2+Up +X,

Play as Minion of Order:

At the character select screen press
Left + Square, Right + Circle.

Play as Strahd:

At the character select screen press
Up, Right, Down, Left, Ri, Rz, L2, Li.

PSX

Enter these in during the game.
Full Weapons or Recharge:

Hold Select and press Left,
Square, Right, 0, Up, Triangle.
Invincibility:

Hold Select and press Square,
Square, O, O, Square, Square,
Triangle.

Kill Danger Ranger and Queen
Snagger:

To take out these annoying
villains, hold Select + Li + L2 and
press Left, Square, Left, Square,
Left, Square.

Movies:

To view any of the game's movies,
enter one of these passwords.
HIDDEN : §,5,X%,5,5,T,C,S
URANIUMANIA: ¢,c,C,T,T,T,5,T
REPSYCHLER: C,C,C,X,T,X,T,S
ENDLESS BUMMER: C,C,C,S,5,T,T,X
VIVA LOS VAGRANTES: C,C,C,X,X, X,5,5
CAME OVER/WIN: C,C,C,T,X,X,T,C
GAME OVER/LOSE: C,C,C,C,T,C,X,0
Level Passwords

URANIUMANIA : X,X,X,T,0,X,5,T
REPSYCHLER: §,C,S,S,T,C,T,T
ENDLESS BUMMER: §,C,S,X,T,T,S,X
VIVA LOS VAGRANTES: 0,T,X,T,X,5,5,T
ART LEVEL: T,C,X,T,X,X,T,C

View Credits:

For a list of credits, enter the
password “C,C,C,S,C, %X, X, T".

SATURN

Alternate Intro:

If you play between 8 and 11 AM
(by the Saturn’s clock time)
instead of the animated FMV
sequence it will show a different
one which has some pictures of
the production process.

Bonus Game:

For a friendly game of Staff Ball,
go to the title screen and press X,
Y.L X Y,ZC,B, A, Up, Down,
Start,

Debug Mode:

At the title screen press Up, Up,
Up, Up, A, B, C, Down, Down, X,
Y, Z, Start. Start playing at any

table. While playing, press X + Up.

Four numbers will appear in the
lower right corner. Use the d-pad
to choose a number, then press Z.
These numbers control the round
and number of balls on the table,
You can also cause the game by
pressing Up + Z. To return to
normal, press Down + X.

Display Test:

At the title screen press Up, Up,
Down, Down, Left, Right, Left,
Right, B, A, X, Start. When the
screen changes, press Start again.
Sound Test:

On the title screen, press X, X, Y,
Y,Z,Z, A A B, B, C, C, Start.
Press Left or Right to choose a
sound.

View Credits:

On the title screen, press C, B, A,
A, B,CY,Z X, Down, Down,
Start.

16 «43dAH



Psygnosis came into the opfice and showed us

G-POLICE running on a 3DFX PC. It was
quite simply the most visually impressive game
we've ever seen...

Hopepully we’ll have a pull review next issue...

EnnDn CART MEISTER RAM DISPLAYS HIS SPEED DEMON QUALITYS ON
TAG'S TURNPIKE - AND GETS VERY INTIMATE WITH A TRUCK

AECESS o
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HYPER Letters

PD Box 634

Strawberry Hills, NSW 2012
Fax: (02) 310 1315
E-MAIL:
freaksceneanext.com.au

SEGA ON DA BRAIN

Dear Hyper,

I am a proud Saturn owner
but I'm becoming disgruntled with the
availability of titles for rental. After
inquiring at local video stores about
renting new release Saturn titles, only
one out of six stores had any Saturn
games for rental at all. The common
response by store owners was, " Sorry,
we don't stock Saturn but we do have
Playstation games."” ALL OF THESE STORES
HAD PLAYSTATION CAMES FOR RENTAL
AND ONLY ONE HAD SATURN GAMESI!,

1 then decided to ring a certain video
game specialist store "Funtronics” and
asked if they had Saturn games for
rental. The owner says "No”, 1 then
proceed to ask why, and he says that the
Saturn is dying and that by the end of
the year Sega plan to market their new
console the "Blackbelt”.

A week later I read in the papers that
because of the loss Sega had made with
the Saturn are not planning to make
another console but stick with what they
do best - making software. So how can
there be a Blackbelt if Sega themselves
don't even know about it?

Now down to some questions.

1. Why is it that there is a lack of
Saturn games but tons of Playstation
games for rental?

2. I read in the official Saturn
magazine that third party of support for
the Saturn has dropped. Is this true?

3. Are Sega planning to make another
console?

4. I haven't seen a Saturn ad in ages, is
this a sign that Sega have given up on
the Saturn or insufficient funds?

5. What are the current statistics of the
console war?

6. What do you think of the Saturn's
future? How long do you think it will
be around for? (Don't say you can't
see the future!)

GAZ

WA
Of eourse Sega know about it... it's a
case off whether or not it's the right
move por them to make. They've not had
a good eouple of years, and investing
heavily inte a new venture has to be
done carefully.

JYour answers:

1. Because there's a much bigger market for
PlayStation rental games, 8o it’s more cost
effective por the stores to buy PlayStation
games to rent, rather than Saturn games,
which may not be rented enough for the
store to make money on them.

2. Isn't that obvious? How many titles do
you see coming out on Saturn first now?

3. Ves, but when, and with what
hardware are still undecided.

4. Only Sega can answer that question
with any authority.

5. It's not like there's a man who collects all
the figures and can tell you who's winning.
There are so many varying reports of sales
bigures that to give an accurate answer is
pretty much impossible.

6. Why shouldn’t we say we can't see
the puture? It's like asking us when we
think Quake 3 will be out. There are too
many variables to give you an answer.
It Sega get cracking on a new system,
public interest in the Saturn will die
down a bit in anticipation of the new
system. Only one thing is certain and
that is that the Saturn will not have the
same support in this country as the
PlayStation and Nintendo 64.

HOW TD SETTLE THINGS..

Hi Hyper,

Hey I've got a solution to the console
war (Sort of) I'm not going to sprout
fairy-wings and don a halo and tell
everyone to shut up, be happy and
respect others (like you Dan) but rather
encourage everyone to fight it out to
your hearts content. Not with words (or
with anything else,) but with PC’s. You
console guys must have chums who
have PC's (or own one yourselves) so
why not arrange a Quake death match
comp between all parties of the war,
Clané4?! Clan Sony?! Clan Saturn?? Or
Clan 3D0!!! Hell this could be awesome
with Hyper Sponsoring the event and
seeing the likes of Shigeru Miyamato to
come down and lead Clan 64 against the
sheer numbers of Clan Sony himself!
This would finally decide the highest
quality console (since it helped Clan
whatever kicked ass) and shut everyone
up. It may also tell you a few things
about consoles compared to PC's
(HeHe).....

Yours in jest
LETRAN
LT,

Idon’t think they'll buy it... but if they
do... I want in!

ARE YOU BLIND?

Dear Hyper,

In the last issue which was 46, I read
Luke Skywalker's letter who was sticking
up for the Star Wars game on the Né4. |
own a N6y and I think the game is shit.
There are much better games than Star
Wars. The real reason I wrote in was
because I wrote in to your letters, issue
45 Benn Hansen. You guys said | was
complaining about Mario 64 only
getting 95% and Quake getting 96%
instead of 95. Then you write in your
overflow that Dark Reign should have
got 96% instead of 95. You said it was
only 1 lousy percent, then you make a
paragraph about 1 percent. HYPER ARE A
BUNCH OF HYPOCRITES AND [ WILL NOT
BUY YOUR MAG UNLESS YOU PRINT MY

LETTER.

You guys are legends.
Benn Hansen.

Benn,

Before you send in a complaint READ
THE MAG CAREFULLY. We gave Dark
Reign 91% in the review, which is 5%
lower than 96%, not 1% (unless my
maths are ultra shoddy). That's the
difference between just scraping in as a
Big Rubber Stamp or receiving the
highest mark ever given in Hyper. We
guess this means you'll still be buying
the mag, although we don't know why,
as you obviously don’t pay much
attention to what you're reading.

RPG-MANIA

Dear Hyper,

I own a PC and am an RPG lover. I'm
getting a N6y as soon as Zelda 64 is
released but I need a couple of good
RPG's to tide me over since it's gonna be
a while since Zelda 64 reaches our shores.

So could you kindly answer my questions.

1. What are your favourite 3 RPG's for
PC at the moment? (Except Diablo and
the ones with the ist person interface)

2. | know about the 64DD's internal
modem and is that going to be just for
multiplayer games and downloading
patches or will it also have browsing
capabilities?

3. Square are one of the best when it
comes to RPC’s and do you know of any
good Square RPG's on PC or on the way?

4. Are there any good RPG's on PC that
are similar to Zelda or Crono Trigger if
so could you name a few?

Thanks.

LUCAS KOMER-SMITH

NSW
LKS,

1. Well, you've just ruled out everything
recent... The only other RPGS that |
really recall loving that weren't 1at
person were the Ultima games.

2. We imagine Nintendo will include
browsing software, but that remains to
be seen as they've made no
announcenments cn what online
software they'll include.

3. Square hinted to Andrew Iredale at
€3 that they may do some PC stuf}, but

no confpirmation or promises were made.

4. PC RPGs and conascle RPGs are
traditionally very different games. If
you like conscle RPGs that much, you
may have to look in investing in a
console, as PC gamers don't tend to go
por “cute”, which is the RPG way.

MISINFORMED

Dear Hyper,

I usually don't like to be negative
about things, but 1 do believe the videc
games industry in this country is totally
up the crapper at the moment. For
starters, PAL games are a complete rip-
off, and I for one intend doing
something about it - I'll be getting my
Playstation converted to NTSC very

LETTER S

LETTER OF THE MONTH

OL' TIMER..

G'day, it's Mitchell Rogers here your oldest
gamer and fan. I have just recently sold my
Playstation for a N64. I'm happy with the
quality of the games but not the quantity.
Now I've got a few questions:

1. Is there going to be a Street Fighter game
coming out on N64?

2. Personally what are your favourite games
on N64L?

3. Do you have any idea when Zelda 64 is
coming out?

Well I'm 63 and love gaming, it provides
hours of fun filled entertainment. Mario 64
was great, I got all 120 stars but it took many
of frustrating hours. That boy who wrote in
on issue of July should try and get all 120,
it's not easy. Turok also took me 2 months to
finish but it was worth it,

Your magazine is Top notch but I feel a few
more pages on reviews wouldn't go astray.
I've been hearing a lot about the internet
lately and [ am very interested, will
Nintendo bring out an internet device so we
can go online through our consoles.

Well thanks a lot I really enjoy gaming in
my retirement years, it's great to pass the
time. I'm getting sick of waiting for games
to come to NZ, so could you please send me
a copy of an old discarded game from an
Néy even an old preview cart that isn't even
finished I'd be ever so grateful.

Yours faithfully
MITCHELL S ROGERS
Wayhay the Mitch!

In answer to your queries...

1. Not at this stage. If any do come out in the
near juture, our guess is it will be Street
Fighter €X, as the system can handle 3D
stufif much easier than sprite based stufp.
2. Personally I love 18864 and Super Mario
64 the best. [ haven't even finished Mario
yet though, as I have way too many games to
play to get time to... Maybe when I g0 on
holiday.

3. The last release schedule Nintendo
Australia sent us said 1996, and since the
game is meant to be out before the 64DD
overseas, I'd guess Feb or March here.

We'd love to do a few more pages on
reviews, aas it's loads more pun, and loads
easier to do than anything else in the
magazine. We're kind of limited by how
many games we get sent though, s do think
we're just reviewing half of what we get
sent. As for games sitting around, no such
thing.
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ANNETTE KWOK

FIXATION...

shortly by a top company which
has guaranteed to back it up
should anything ever go wrong
in the future. This will then
allow me to get 6 NTSC games
for the price of one Australian.
PAL game - months before the
same games are released here.
And being NTSC means the
game will run faster and be full
screen - you can't get a much
better deal than that i'm my
opinion. They have also assured
me [ won't be doing anything
illegal unless I try to resell the
games in Australia.

I also read a headline in a U.S.
Mag saying: “Something is
Wrong with Nintendo 64" - and
this seems pretty true. For
starters: the games are all
designed for 5-10 year olds;
there's bugger all games

AND MORE IMPORTANTLY,

available anyway; and the
cartridges are an even bigger
rip-off than Playstation games.
1 think it's about time Nintendo
woke-up and realized that there
are a hell of a lot of people
above the age of 10 who play
console games.

Thanks, and God bless.
CHRIS
Chris,
Firstly... bad news about your
PlayStation running paster... as
that won't happen. You will of
eourse be able to play both NTSC
and PAL, which opens the scope
por you a lot. Secondly, 6 NTSC
games fjor the price on one PAL
game... that means they're
pirate games, and they lied to
you about the legalities. If
you're in possession of pirate
software, you're breaking the

/ SURRENDER:
THE MAG
Punc U

‘K. WE DD WONDER THOUGH, IF READING HYPER CAUSES A TOILET

CAN WE BE SUED FOR IT?

law. Ignorance isn't an excuse
it you get caught either.

As por Nintendo’s games... don't
assume that their cute
appearance is aimed
specipically at young gamers.
Most women in their mid
twenties don’t have an interest
in videc games, but most of
them really take a liking to
games like Super Maric 64,
because “he's cute”, and they
pind the whele thing amusing.
Making things less eute would
push the games towards being
techier, and this generally
appeals to a much smaller
market.

A GAMER WITH A JOB..
AMAZING!

Dear Hyper,

Excellent Rag!

1Bought a Playstation
approximately 18 months ago,
I'm upgrading from a Sega
Mega Drive. As soon as | found
out that several of my favourite
games at the arcades were
available on a console, I had to
have it. Being a basic factory
worker and maybe still a big
kid at heart I find nothing
better than escaping reality for
a short time to help me wind
down from a days work.

I'm not writing to slag on
certain consoles because as far
as I'm concerned it brings a
smile to your dial, play it for
awhile, all games are great but
if you don't like it, move on and
try something else. No point
crying about it.

Then being a person who
thought that buying a more
expensive magazine with a disk
on it would get more for his
money, it was refreshing to find
a magazine that covers every
console, PC games with detailed
and interesting information for
a more reasonable price. You
guessed it 1 got a smile on my
dial again.

I play games, my wife plays
games and my family and
friends plays games, so for a
little bit of a outlay these games
and consoles have brought a lot
of joy and fun so [ thank you
and people like you for
bringing & designing those
games and keeping us up to
date for a reasonable price.

V Rally got me very excited
when I heard about it, and I
realize people must ask you for
things all the time but if you
have any discarded demo discs
or know where I could get one
you know, my now that would
make me smile. If not, |
understand.

RC,Vic

RC,

Goed to see someone writing in
whe challenges the image of the
aterectypical gamer being a
teenage male, and we're glad
you like the mag. It's also nice
to have a request jor demo
dises as opposed to ‘can I have
a copy of this game?”.
Unfportunately all our demos
are sent on gold dises which
you need a special blue
PlayStation por (which you
can't buy).

A 3DFX BELIEVER!

G'day Cuys,

About 2 months ago I bought
a 3DFX for my PC, to go with the
Playstation I've had for about a

year, I'll be the first one to
admit it, the 3DFX kicks. The
things it does to Mechwarrior 2
are amazing, and Tomb Raider
looks bloody sensational!
However, a couple of things are
kinda bugging me. Firstly, I
know the card has just been
released, but besides Quake,
POD, and Fi, what other games
come with native 3DFX support?

0k, now that I've had my whinge,
here are a couple of questions:

1. What other games are available
for 3DFX (with native support)?

2. Is Carmageddon able to use
the 3DFX once a patch is installed?

3. When is the patch for
Interstate 76 coming out? (That
would be awesome!)

4. Will there be a patch for X-
Wing Vs T. Fighter.

5. When [ was at my local
games shop the other day | saw
a game called Shrak. I know this
was built around the Quake
engine, but do you need Quake
to play it? Is it any good?

Thanks guys, and keep up the
great work.

BRETT.

Brett,

Not many games at this stage
actually come with the support,
you generally have to downlead
it. Thia is changing with time
though, and within a year or
80, most games that could
benepit from 3D support will
come with it.

1 Go keep an eye on the web site
http://www. 3dpx.com/ all new
stupl gets put there.

2. Jes.

3. It's out now.

4. We were told yes, but have
not seen or heard any news
about it for months.

5. Yes you need Quake, and our
overall assesament of it was...
it sucked.

PROOF READER

To Hyper

1 could say how good your
mag is but you already know
that and I'd be wasting your
time so I'll get to the point and
ask you my questions.

1. My friend said that the
Japanese version of Resident
Evil was gorier and had bits that
the Aussie version didn't. Is this
true and if so how much
Australian would it cost?

2. In issue 46, there are a lot of
words that instead of being
“in" ended up like "I'm. Is this
a misprint or can’t anybody
spell up there at Hyper?

3. Who writes the captions
underneath the pictures of



games in the Reviews section?
The guy who reviews the game
or you Dan?

4. What does BETA stand for?

5. When will you review Tobal
2 on PSX.

6. Will there be a KKND z or a
Dark Reign 2? | know it's a
little harsh, but I can’t wait for
the sequels.

7. What's the address of Auran
and Beam Software?

Thanks heaps for your time.
BRAD

P.SIt's good to see some adults
getting into the "video games
world”. Now they can see how
bloody stupid the OFLC are!

0k I'm going now
Brad,

1. He's right. There is however a
directors eut coming out scon
which is gorier, that should also
come with the Jap version of the
game. The details aren’t
pinalised por the Australian
release, s0 we’ll let you know
conee they are.

2. For some reason going
through a text conversion, a lot
of the "in"s ehanged into
“I'm"s... We don't know why,
since it never used to happen.
Probably gremlins in the
systems.

3. Me Dan... Ug!

4. Beta means not pinal... In
other words, a beta version is
one that ia not eomplete,
Sometimes they are 99.9%
complete, other times they're a
long way ofp.

5. We didn’t... it's not being
released in Australia.

6. Ves and yes...

7. Why don’'t you call directory
assistance and ask them for the
number, then call the company,
and ask them? That goes for
anyene else asking us for
addresses.

QUESTION CITY..

Dear Hyper

The masterminds of game
magazines and the professors of
review and preview writing, |
would like to ask the following
questions and it would be an
honour for me if you legends to
answer them for me.

1. 1 am a Quake fan, and | have
Quake, Quake Mission Pack 1
and 2 and like them all
especially when you blow your
enemy into little bits of shit.
What is wrong with Quake
Mission Pack 2 Dissolution of
Eternity? Why didn't you give it
a rating from 80%-90%? 1 don't
see any problem with it.

2. Also, when will Quake-Dark

Ages and Quake 2 be out?

3. Do you guys like Sega better
or do you like Nintendo? (I bet
you're gonna say Nintendo
because of N64 and its
wondrous games)

4. Personally, what/who do
you like Quake or Duke Nukem?

5. Can you guys make a Big
Stamp of disapproval for games
that suck like bullshit?

6. Why did you call your E-
mail address
freakscene@next.com.au?

7. And finally as you have
letter of the month can you
have game of the month?

I'd be happy to receive a reply
from you legends! Well, thanks
guys.

LOUIS HO WONG

Lou,

1. But it’s not as good as Mission
Pack 1. These things are scaled,
Jjust because something's good
doesn’t mean it should get an
really high mark. When [ took
over as editor | jound the
acores seemed too bunched up,
like everything was between 8o
and g5, which is stupid when
you're dealing with a scale of 1-
1oc. This month most of the
acores are pretty high, but that's
because most of the games are
quite exceptional. Things are
looking up!

2. The Dark-Ages TC page has
been down por a while, so we
can’t keep track of the progress
on it. Quake 2 should be out in
the next couple of months
(Vou'll have it by the end of
November)

3. We don't sit around and
ponder these sorts of things.
We're interested in individual
games... not the companies that
make the consoles. No
preference, but naturally the
Nintendo 64 is a much more
powerpul machine, and allows
greater potential for games
than the Saturn, but it also
came cut a long time after the
Saturn, so it's to be expected
that the machine would be
technically superior. We still
play Saturn sames though, so
don't think we take sideas like so
many of you seem to do.

4. We Quake here at Hyper.

5. We get enough griep from the
companies that release these
games when we give them bad
reviews, since it apfects how
many people buy their stupp.
Using such a stamp might be
funny, but it'd be very unlikely
that the distributors would
continue to support us with
their software after we gave

them a “Smells bad” stamp.
6. Because we're freaks!

7. The review scores tell that
story...

EMPTY?

My name is Matthew Tucker
and I'm 10 1/2 years old. 1 live in
Condell Park which is a suburb
of Bankstown. 1 own a Master
System 2, a Mega Drive 2, a
GameBoy, a SNES, a Super
GameBoy and | share a PC with
my brother. The PC is only a 386
with 5 megs of ram.

I think you mag is cool
because it reviews games for all
systems. [ only started reading
your mag in the July 97 edition
and found it a lot of fun. Unlike
Sega or Nintendo mags, you
don't crap on other game
companies. Sega say that
Nintendo are crap then
Nintendo say that Sega are
craper, then Sega say that
Nintendo are crapest. All
together you crap on them.
MATTHEW TUCKER
MT,

Thanks por your letter Matt,
hopefpully you'll be able to get
your hands on a more up to
date system soon so you ean
start playing the stupp we
review in Hyper.

wooHOO!

Ooco-yah! Oco-yah!

Now that the worshipping
session is over lets get down to
business. We own a Playstation
& Computer (Woohoo) and were
wondering if the legends at
Hyper could possibly answer
these questions.

1. Back in issue 38 there was
an EXCELLENT looking game
called "The Fallen.” We got very
excited and started saving
eagerly awaiting its scheduled
February release.

2. Can you please tell us the
release dates for Final Fantasy
Vil and Bushido Blade?

3. Will there be a sequel to the
great game Diablo or do the
gods demand a sacrifice (say
our little brother?)

4. I read in another magazine
(please forgive us) that Tobal 2
may not bless the shores of
Australia. Say it's not true.
Please.

Please print our letter as we
will be very grateful and
because we have links with the
MAFIA. (Heheh)

Yours sincerely
PAT & SHAUN
PES,

1. We got excited too... but it

wasn't even in this year's £3
report frem Psygnosis, so we
assume it got canned... or
maybe the work in progreas got
sold to ancther developer.

2. Sony keep saying Bushido
Blade will come out here, but
don't have a release date. FF7 is
out November... woohoo!

3. We heard there was going to
be one... We'd quess it'll be

LETTER S

called Mephisto or Baal, as
those were the other two lords
of demonic nastiness.

4. Actually you ecould have read
that in this mag too (shame on
you). We did a preview a while
back, and said it may not come
out here. Sadly, this is true, it ia
not getting a PAL release, and
that really sucks, because we've
got a copy of the Japanese

JONATHAN RITTMEIR-GIBSON SENT THIS ONE IN... AND WE LIKED IT!

GOOD TO SEE SOMEONE DDING SOME COOL COMPUTER ART... THIS ONE'S FROM

IONATHAN CAGE

S6 «¥3dAH
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version, and it rocks.

The Matpia... Eliot, didn’t we

buy them last week?

ANOTHER RPG NUT..

Hello Hyper Crew,

My name is alan Peck and Iam a
big fan of your mag. Towna
PCIBM & a Playstation. I have a few
questions for you fellas to answer.

1. What RPG's are there for the
Playstation now and soon?

2. When will Ultima 1x (g for
you Dummies out there) be

released?

3. If it is already out could you
give me a copy because I have
Ultima1,2,3,4,5.6,7,8. 7

4. When will Resident Evil 2

be out?

5. Why will Final Fantasy be
missing parts from the game?
6. Any news on Duke Nukem

Forever Yet?

Well I better go. | hope you
continue to do your work in this

mag forever.

Yours faithfully

ALAN PECK
Alan,

1. Suikoden, Vandal Hearts, are
out now (plus lots of Japanese
RPGs that don't make it to the
PAL pormat). The next one
eoming up is Final Fantaay 7.
and it would be surprising if
any company is brave encugh
to release another Jap RPG out
here till FF7's been out for a
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WISH

while.

2. We'd guess late next year, as
there’s virtually no-one working
on it till Ultima Online is done.
3. What's this? My god! The
magieal Origin pairy just went
into the puture and has come
back to give me a copy of
Ultima g. Wow... I've also just
had this really stupid urge to
give it to someone else, rather
than enjoy it myselp...

4. Every time we hear a release
date, it's 2 months later than
the last time... s0 we're apraid
to ask again in case we cause
the game to be put ofp further!
Last we heard, the answer was
Mareh 'g8.

5. Sony informed us that the
PAL version would have some
ditferent bits in it, as opposed
to simply be missing bits. So
there will be stufp in the
Australian release that the
Japanese buyers didn't see... So
I wouldn't get too upset about
it. The game rules!

6. Not a lot, other than it's
running on the Quake engine,
which is really funny,
considering how much petty
arguing there was between
Duke fans and Quake panas.

Dear Hyper,
Keep up the good work, your
giving news which is relevant to

us. What's the point in Buying
American mags when what
there talking about won't be
anywhere around us for ages.

Anyway, 1 thought I'd tell you
I'm enjoying my Nintendo 64
very much at the moment, but
I'm a little concemed. | owned a
Playstation with all the Killer
games on it, but then I sold it to
a friend so I could got a
Nintendo 64. I mainly did it
because of the thought of Mario
Kart 64, which sent shivers
down my spine, every time |
heard the name. [ am now
having Resident Evil withdrawal
symptoms, as well as Wipeout,
Wipeout 2 and Tomb Raider
withdrawals. What's happened
to Quality over Quantity? I own
Mario, Mario Kart, Fifaés,
Waverace, Cruisin, Pilotwings &
International Superstar Soccer.
Mario is the best game, than
Mario Kart, Pilot wings and ISS.
The rest are crap. FIFA 64 is one
bad piece of software! 1 am not
having a whinge, because the
future is looking bright with
much more variety coming. I
now have some questions which
I want you to answer please.

1. What exactly is the ram used
for in a cartridge based system
like the N6y, because | have
heard of memory packs to be
available later on which slot
into the front of the N64?

2. Any basketball games coming
out this year besides Hangtime?

3. When is Starfox coming
out? Is it with the rumble Pack?

4. Is it true that Resident Evil is
coming out on N64? And Tomb
Raider?

5. Can you do a Cheats Book?

Thank you very much for
answering my letter.
DENNIS KOUSTOUBARDIS
Dennis,
i. RAM is needed to handle
information used by the
processor. I} you take all the
RAM out of a PC, it doesn’t work
at all, and consoles are exactly
the same.
2, Doesn't look that way... NBA
In the Zone '98 will be cut next
year though.
3. Lylat Wars is due out
anytime now... hassle your
local dealer! Yes, the Rumble
Pak will be included.
4. We heard word of a variation
to RE por the N64. but that was
a while ago, and no new news
seema to have popped up about
it, But Tomb Raider is jor sure.
5. We've already done twe, and
are working on a 3rd... Please
buy them... we want more
money.

MARIO IN A DAY..
Dear Hyper
How's it going?
1 own a Playstation and a

T... SOMEONE DID A DRAWING WHERE THESE GUYS W REN'T KILLING EACH OTHE

YOU PUT YOUR NAME ON THE DRAWING,

AS WE LDST THE ENYELOPE...

DOH!

Nintendo 64. 1 like the PSX a bit
more. Everyone seems to be
asking about Quake on the PSX.
1 hold in my hands screenshots
and info on it. It looks
awesome, every bit as good as
the PC version. It uses a new
data transferral system, similar
to what being used for Rapid
Racer. Hexen 2 for Playstation
will run on the same engine as
PSX Quake.

And while I'm here I'd just like
to say that the N6y is no where
near as good as people make
out, If I'd seen shots of Rapid
Racer, Soul Blade or that Star
Wars fighting game, no way
would 1 have bought a Né4. And
how could Nintendo be so
stupid as to make the damn
thing cartridge? I finished
mario in a day! and just and
just look at MK Trilogy on the
N6y compared to the excellent
Playstation version.

I'm going to sell the thing as
soon as | can and buy lots of
better PSX games.

Anyway, that's all from me.
M.SLADE, Sydney
M.Slade
I wouldn't trust those screen
shots if I were you. as no
reputable source anywhere
seems to be able to confirm
them. That, and the pact that
GTI seem to have no knowledge
of the existence of such a game
(and they are the publishers).
The other thing i3, Quake will
never run as well on a eonsole
as it will on a PC, as Quake is
quite a RAM hunsgry same.
JYou'll prebably see a good
frame rate and texture effects
in the N64 version, but
otherwise it'll be like Doom 64...
Not quite as good as Quake on a
good PC.

Finished Mario in a day? You're
pull of it...

We got way too many letters to
print this issue (and the last
dozen issues por that matter),
so please try and keep your
letters brief and to the point,
and that way we’ll hopepully be
able to squeeze more off you
in...

Thanka!

HYPER



Myth: The Fallen Lords is the first fully 3D realtime strategy game,
where epic battle rages across a richly detailed fantasy world. A multimetric game,
Myth: The Fallen Lords gives gamers complete freedom to view their forces and the battlefield,
orbiting around their heads or zooming in for a close-up of a melee. Mastery of formations and
disciplined movement of hundreds of units is critical to survival, where large scale maneuvers
end in the fury of hand to hand combat. It features cross-platform networking,
while Bungie's server, bungie.net, makes playing over the Internet as easy as over the office LAN.
Myth: The Fallen Lords includes maps designed specifically for network play, and alternate
Distributed Exclusively by networking scenarios like Assassin and King of the Hill.
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For information on playable demos, check out our website: www.impact.com.au
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FOR SALE

For Sale GameBoy (clear) with
5 games including Kirby's dream
land 2, Zelda Links Awakening,
DrFranken, Dragons Lair and
Mega Man Dr willy's revenge.
$100 ono. Ph: 03 62238047 or
write to: 3 Wentworth st, South
Hobart TAS 7004

HYPER ISSUES 15-46 (Feb 95-
June g7) except Sep 95(22). Plus
Geameston June g4-May 95(1-12).
$4,.50-$5.00 ea neg. Call Sheridan
after spm (o7) 3202 7640

56 Computer game magazines
- Hyper from Apr 94-97, Pc
Format, Next Gen, Ultimate Future
Games, Super Play, Games Master,
etc. Paid over $440, now $60 ono.
Phone Nick (03) 9859 6544

Gameboy games - WWF
Superstars 2, Fortress of Fear,
Jordan Vs bird, Tz, Battletoads,
Wario Blast and Tetris 2 all $30
each, Or %180 the lot. Also 32
games in 1 $80, Game Boy $40
and Magnifier with light $20.
Phone Troy on (08) 9418 4u19.

RED ALERT $40. Command &
Conquer $25 Ultima 8, Wing
Commander 2, Syndicate Plus &
Strike Commander CD $40, F-117A
$15. The lot $100, all manuals
included. Nick (03) 9859 6544

PC GAMES FOR SALE:

Fi5 Eagle + 2 games $25

Microsoft Fury 3 $35

Tactical Fighter Experiment 335

Duke Nukem 3d $40

Destruction derby $40

Command and Conquer +
Covert operations $45

Mechwarrior 2 + Expansion $55
or sell all for $250 (066) 834188

Né4 Games, Mario 64,
Pilotwings 64 and Wave Race. All
as new (PAL). $60. Each or all for
$150. Ph: Aaron on (08) 8336 3488

For sale, Duke Nukem 3D and
Cricketg7, $60 each, Phone (03)
63912385 (must be in TAS)

Mega Drive with 5 games *
action replay 2 (including
M.K.3) + master system adaptor
with master games (6). Will sell
the lot for $150-$200 or swap for
almost any Playstation games.
Ph. Adam on (047) 571125 after
Lpm on Weekdays.

Adidas Power Soccer, Battle
Arena Toshinder 3, Tobal not, Final
Doom, NBA in The Zone 2 and The
Crow City Of Angels. 1will sell for

WE BUY AND SELL all computer games * The largest range of new and used games * Huge titles *

$30 each and I can post it
anywhere i'm Australia. Please
Contact Yowono on 042 275861

Playstation Games for sale, all
in new condition: Tomb Raider-
$45, Formula One-$40, Resident
Evil-$40, Need For Speed Two-
$50, Soviet Strike-$35, Gunship-
$30, Descent-$25, Susruptor-4$30,
Wing Commander Three- 520, or
the lot for $250. Brian Ph: 03
9776 6968, Frankston, Vic

Nintendo 64 games: Turok plus
memory card $85; Mario Kart &4
$70; WaveRace 64 $70. All for
$210. Call Craig (02) 9498 2992

Playstation Games: Formula 1 -
$60, Criticom - $25 or [ will swap
them both for V-Rally on PSX.
Both in excellent condition with
manuals. Ring (03) 5427 1754
after 4.oopm and ask for
Matthew,

Mint conditon, SNES, 2
controls, Games: DKz, DK3, Super
Mario Kart, UMK3, boxed &
instructions. All $400. Also 3 GB
games: Gargoyles Quest, and
Metroid 2, boxed and
instructions. + Double Dragon 2.
All for §30. Phone Rathany on
(02) 9610 9907, after spm.

N64 Games, Wave Race 64 370
or will swap for Pilotwings.
Cruis'n USA for $50. Will swap
both for Pilotwings and memory
pack. Call Benn on (03) 9589
o0zos please leave a message and
1 will ring back. Melbourne area
only.

Playstation Games: Area 51 $50,
Disruptor $50, Destruction Derby
162 $60, “D" $30, Ridge Racer
$30, Project Overkill $40, Crash
Bandicoot $40, Kray Lvan %30,
Mad Catz steering wheel $80.
Ring Robert (03) 9359 0464

Sega Saturn Games: Nights
$60, Daytona USA $30, Virtua
Fighter $30, High Octane %30
Phone (o79) 466 934 after spm

For Sale: Kings Quest Collection
$45, CEC - Covert Op’s $25, Two
Towers $15, Mad dog McCree $18,
Lost Secret of The Rainforest %18,
Star Control Collection $14,
Jammit $12, Who Shot Johnny
Rock? %16, Pitfall $18. Call Tom on
(03) 9890 3880 Will swap Covert
Op's for Red Alert -
Counterstrike.

Nintendo 64 with Mario 64.
Unwanted gift. Sell for $250 ono.

Advertising in HYPERMART is free for privaie advertisers, and make

sure you include your phone number (inc. area code).

Send them to: HYPERMART, 78 Renwick 51, Redfern, NSW 2016

will swap for a Sony Playstation
with good game. Ph: Michael on
(049) 771 893.

Sony Playstation (PAL) with
Tekken 2, Rsident Evil, 7 demo
disks and 6 Playstation Magazines
and 1 memory card for $400 ono.
Call Craig on (065) 627008.

Gameboy with 6 games
including MK3, Double Dragon,
shadow Warriors, World
Champion Raving, Fall of the Foot
Clan and Back from the Sewers.
Plus gameguide and link up, the
lot for $100. Call Nick on 55774721

Né4 + 1| controller, 2 games -
Super Mario 64, Turok D.H, 1
controller/memory pack, 1 R.F
modulator. 4 months old - mint
condition. Unwanted Gift. $480
o0.n.0 Ph (07) 5444 0435.

Gameboy with Boosterboy,
Nightsight, Network Cable, Case,
Books for games and Technical
Manuals. Games: Battletoads in
Raganorks world, Choplifter 2,
Ghostbusters 2, Mortal Kombat
2, Navy Seals, Tetris and Wario
Land. $300. Phone Trent on (043)
852437 or Fax on (043) 852385.

For Sale: Playstation games -
Doom %35, JVC Victory Boxing
$55. Will swap for Total NBA
96,96, Sould Blade, Streefighter,
Alpha 1,2. Will consider others.
Ph (047) 842569

Playstation for sale-with 1
control, mouse, memory card,
heaps of demos and 6 games
including - Crash Bandicoot,
Final Doom and Total NBA '96.
All boxed with instructions,
perfect condition $425. Call Luke
on (02) 9528 4684

PN, PSX games for sale: Toge
Max, Pointer's Point, Sim Town,
Gritz & Final Fantasy 4. $25 each
or $100 for all. Will swap. Sydney
City area only. Ph: 99052415 ask
for Addy. (WARNING: Work with
IPN System only)

SWAPS

SWAP/SELL- Sony PSX (PAL) 2
mths old. Total NBA '97, Tekken 2
& Soul Blade with 4 demo disks for
Sega Saturn (PAL) with or without
game. Also sell. Price Negotiable.
Call (02) 9750 3319 after 5.30pm
Weekdays, Only Sydney

I will swap my Gameboy with
DK land 1 for a N6&4 with Turok
and Mario 64. Call Chein-Soon

Ang on (02) o055 1396 on
Weekdays only. (Sydney only)

1 will swap Nights for any good
Saturn game. Call Rick on (02)
99755515 after 4.30pm, Mosman

| want to swap either Wipeout
2097 or Jumping Flash 2 (HYP
94%) for a Twisted Metal World
Tour or MicroMachines V3. Call
(03) 64255723 after hours.

SWAP: Playstation with Soul
Blade, King of Fighters 95', demos,
memory card, and two control
pads for N6 with two control
pads and any 4 games. Please
contact Danny on (02) 9579 5083.

WANTED

Gameboy games: Ninja Boy,
Final Fantasy (don't mind
which), Revenge of The Gator,
Motorcross Maniacs, WWF Super
Stars 1 or 2. To buy or swap for
Ducktales, Cremlins, Supermario
Land, Balloon Kid. Will pay $10-
$15 ring Adam on (02) 9430 6772

| desperatley need a copy of
savage Empire for [BM. Call
Sarah on (03) 6229 6537 or write
to: 33 Beach Road, Kingston
Beach, Tas 7050.

WANTED

someone to kill, I want to play
multiplayer with people in Sydney,
I have the following games; Red
Alert, Doom 2, Hexen, Terminal
Velocity, Mech Warrior 2, Need for
speed. If you are interested, call
Ran on (02) 9907 9980.

PENPALS

If your letter box is empty and
you have the urge to write to
someone, well here is your
answer. My name is Larisa and
I'm 16 and I love Dance and
Techno music, I also love to
write letters!!. Drawing is
another fav past time of mine, I
draw Manga animations like
Sailormoon or create my own. If
there is anyone out there who is
interested in the things I am
interested in drop me a line on:
10 May Drive, Nollamara WA 6061
or email me on:
spring8 rocketmail.com, [ hope
to hear from you's!!

Hi, I'm Matthew, I'm searching
for a penpal aged 11-14, boy or
girl who enjoys PC CD ROM’s and
is not boring. Write to, Matthew,

22 Stanmoore 5t, Toowoomba QLD
4350. P.S. Please send a photo if
possible , will swap games.

Hi! My name is Luke Thelning
and I'm looking for a penpal
between 12-15 years. | enjoy
listening to grunge music or
anything played loud. [ own a
N64 and GB. So if you don't have
anything to do, write to mellllll

6 Wilgabar Way, Queanbeyan,
NSW 2620.

Hi, I'm John and I'm looking for
a penpal, male or female, 11-16
years old. If you have a PC and
are feeling lonely please write to:
50 Abalone Ave, Paradise Point
QLD 4216. (07) 557 74601

Yo peoples! I'm 11 1/2 years old
and looking for a penpal around
my age. (Preferably a boy) 1
have a Pentium & NES. I like
Snoop Doggy, The Simpsons &
action games. If your interested
write to: 14 Elder st, Clarinda VIC
3269. My name is Mike!

Hi! My name is Blake. I'm 14
years old. Only write to me if
your human, and open enough to
talk about anything, video
games, TV and movies. Please
write if your between the ages of
12 and 1300000! Write to: Blake, 18
Munja Way, Nollamara, WA 6oé.
P.S. I'm looking for a female
Taurus but males are OK too.

Bored after reading Hyper
cover to cover 1o times? Love
Playing video games and
listening to music? Between the
ages 15,-167 Then get off your
butts and write to:- Jared
Gillard, 24 Brandon St,

Argenton, NSW 2284.

Hi all, my name is Ray. | am
15yrs old, in Yrio and looking for
a penpal aged between 14-16.
I'm not one of those desperate
losers who want's a girlfriend, so
anyone write to me, | have a PC,
SNES and a Sony Playstation.
Drop me a line at: 421 Sydney
Road, Balgowlah NSW 2093. Or
email me at:
adra@oxemail.com.au

+ NINTENDO * SEGA * IBM * CD * GAMEBOY * SONY PSX * SATURN ACCESSORIES *

+ A BIGVARIETY OF RPG * FIGHTING *ADV * OLD & NEW *
CASH MONEY FORYOUR GAMES, SEND YOUR USED CARTRIDGES. MAIL ORDER FROM ANYWHERE IN AUSTRALIA

Located near the Station Phone / Fax
99 OLD TOWN PLAZA BANKSTOWN 2200 [ R-Fi & 7707

PlayStation
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Australian retailers: Harvey Norman, David Jones, Target, Tandy, Bloek uster Music, Software Today, Dick Smiths, Bllly Buyatls, Archle Box,
Ex Site/Chandlers and all other leading retail outlets. New Zealand: Noel Leeming and all other leading retail outlets

HILAD CORPORATION PTY LIMITED ACN 064 3261. UNIT 3 25 OSSARY STREET MASCOT NSW 2020 AUSTRALIA
TEL:(61-2) 9700 9377 FAX: (61-2) 9700 9409 e-mail: hilad@mpx.com.au www.hilad.com.au




Point... Click... Boom!

Viper eats Flint’s Pineapple

Multiplay is as easy as “point and click™.
For $29.95 a month you get unlimited
Quake, Diablo and other hit-title action.

www.multiplay.com.au
Freecall 1 800 359 200




