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IT'S LIFE AND
DE‘TH IN L.‘......

POLICE QUEST

SHiT;

The only authentic

police tactical sim with
real time action. Sequel & :
to smash hit Police

Quest: Swat.

Based on aétual
LAPD call-ups.
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CAESAR

Create, rule and defend a Y =y ==
' Roman-era city of your own : . =t
design. From the makers of ﬂ, : oy
award winning Caesar II. 158
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—— -**;{ Takes city simulation gaming
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 The most anticipated .
multiple award winner
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Look out for these hot new Sierra titles at all major computer stores
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Reality based
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BLOOD OF THE DAMNED

The next mystery in the
awatrd winning Gabriel
Knight Adventure Series.
Reveal the insidious secrets
hidden in an unassuming
restful French country town.

The Solution is Yours.

For further enquiries Ph: (02) 9417 9600 FAX: (02) 9417 9676

Visit our website: www.dataflow.com.au
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WELCOME TO
YOUR
NEW RELIiGI©ON

You’re about to experience a Heretic revelation like
no other. Powerfully intense action. Divine 3-D worlds.
Almighty weapons and spells. And awe-inspiring

third-person gameplay: a true out-of-body experience.

Fia

Magical Powers, Spells and Acrobatic Moves to Brandish

Underground Civilizations and Sinking Cities to Explore |

Third-Person, Quake 11"-Powered Action to Survive

Cooperative/Deathmatch Multiplayer Battles to Brave

SURRENDER
TO ThE HERESY

www.activision.com Heretic 1l © 1998 Raven SoHware Corporation. Herelic s o registercd tademark
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At last, a linuep of
games and news
that truly herald
the arrival of the
Christmas season.

I you can't find a

game in this issue

that you'd enjoy,

then you need a

good smack up the

head! Flight sims,

pirst person shoot-

era, sports games, platfjorm games,
RPGs, space shooters, strategy games,
racing games, and adventure games all
in one month.

Besides the awesome horde of killer
games this month. We've also started two
new resular sections of Hyper, up
towards the back of the magazine.
Multiplayer is going to be where we cover
all sorts of saming leagues and competi-
tions around the country, whether they
be PC or eonsole based. Retrospect is our
other new section, looking at things that
aren’t new. We plan to look at both old
classics s0 we can all sit around sighing
happily about “the good ol’ days”, and so
new gamers can see where it’s all come
from. There will also be updates on recent
releases which would change our opin-
ion off the game since our review, 80 if
some game gets patched, and goes from
being bad to good... we’ll let you know.

Besides Half Life, which has still got me
bouncing around madly waiting for a
release 50 I can start playing people
online, the thing that really excited me
this issue was a video I saw of Virtua
Fighter 3 on the Dreamcast. Put simply, it
looked like a perfect translation of the
arcade game, and Sega Rally 2 also looked
astounding. At this stage the release date
for the Dreamcast in Australia has not
been confirmed but it should be some time
between April and August.

With all these awesome games... and a
whole lot more next issue... and the
Japanese launch of the Dreamcast just
weeks away... now i3 a good time to be

a samer. n a"

Report on the Tokyo Game show where the
Dreamcast has made its debut . Confirmed
Dreamcast release list. South Park 64. Dan and

Lara talk about hair care, and more!

17 Win Win Win

Check out the SUPER prizes available for both
subscribers and regular comps alike..

24 Previews
24 Interstale ‘82
25 G-Police 2
Taiku
28 Apocalypse

Shadowgate 64: Trial of the Four Towers

29 Jacky Chan's Stuntmaster
a0 WinBack
Ghameleon Twist 2

PlayStation

62 Abe's Exoddus

96 Breath of Fire 3

72 CGoleny Wars: Vengeance
68 Coolboarders 3

82 Llemmings

B4 Libera Grande

34 Madden ‘99

80 Megaman 4X

70 Megaman Legends
61 Rogue Trip

87 Toca Touring Gars 2
66 Unholy War

91 Zero Divide 2

36 Hardware

the first true force feedback wheel for PC.
42 Reviews
88 Multiplayer

The new regular feature dedicated to multi-
player gaming comps, leagues, and ladders
around Australia.

100 Retrospect

A new section on old stuff
102 Arcade

latest anime robot fighting game.
A\

103 Anime

Max Autohead
reviews the extre
amusing Dirty Pair Hi#

104 Net Trawlin®
106 Cheats
110 Letters
114 Hypermart

W

PG Nintendo 64

83 Assault 46 Body Harvest
94 Battiespire 80 Bust 2 Move 3 DX
89 Ceasar 3 50 Extreme 6 2

52 NBA Jam ‘93
44 Quarterback Glub ‘99

83 Dead Reckoning
93 Deer Hunter N

88 Dune 2000 84 S.CARS.
81 Echelon 93 Starshat
80 European Air War 48 Wipeout 64

81 Jetfighter FullBurn

16 Grim Fandango

84 Half Life

82 Heretic 2

92 I/FA 18 Garrier Strike Attack
90 NHL ‘99

14 Ring

78 Shogo M.A.D.

T5 Tatal Air War

94 Wetrix

Confused about which 3D card you should buy
right now? We simplify it for you. We also look at

This month’s review: TechRomancer - Capcom’s
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“The solid control, incredible
graphics and unique gameplay
experience make Tenchu one
of the sleeper games of
the year.”

ULTRA Game Players

this is the most spectacular
game ever created....”
Anime PlayStation Online

“An instant and highly
impressive classic.”
Next Generation Magazine

TENGHU

o[EALTH ASSASSING
LIVE BY HONOUR.
KILL BY STEALTH.

www.activision.com [THE STEALTH NINJA RIKIMARU, AS SEEN




ACIIVISION.

BY THE VOCAL CORDS OF A PALACE GUARD.]
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As you read the words on this page, chances are
Japanese Gamers are queuing up to buy their very
own Sega Dreamcast. With the official release date
slipping a week to November 27, Sega have been
diligent with ensuring that there would be enough
consoles manufactured to meet the outrageous retail
demands. The delay was possibly also engineered to
give Sega’s in-house development teams that little
bit of extra time to tweak Virtua Fighter 3: Team
Battle and Sega Rally 2 which should be available
straight off the bat - arcade perfect and all.

MORE SEGA GAMES

Though possibly not ready for the Dreamcast
launch, sega are working on a fantastic looking
action/adventure called Blue Stinger. From what
can be determined from screen shots, the game
looks similar in style to the Resident Evil series.
Apparently, the story goes a little like this...
thanks to an earthquake in Mexico, a new islands
pops up off the Yucatan Peninsular. Government
authorities go check it out and end up building a
secret research facility there. Seventeen years later,
weird stuff starts happening, so a special elite
squad is sent in to check out what's happening
Sounds very Resident Evil, but who cares if the
game rocks hard. Certainly, looking at the screen
shots makes you wanna pre-order your
Dreamcast NOW! This looks hot! 0h, did | mention
that the hero’s name is Eliot? Coool.

DREAMCAST LATEST
HUNTE[R

CONSOLE EMAIL

One of the funky Dreamcast features to look
forward to, is Dream Flyer. This is basically a
program that will allow you to send and receive
email all around the world using your Dreamcast
console with it's 33.6k modem! You can even
place sweet little animations into your mail...
Awww,...

Top: The Nephilim from Blue Stinger.

Above: Serious firepower!

Left: It'd be hard to miss wouldn't it... the hero with
a rocket launcher.

This game looks just like a cartoon!

A new Dreamcast game or port is announced virtually every day, and currently the following
games are in development for the "looking-better-all-the-time” console... ; :

Agartha Grandia Bre

Akolyte Gutherman Rampage World Tour

Blood Bullet: House of the Dead Half-life Rayman 2

Gaiden Harley-Davidson Red Dog

Blue Stinger House of the Dead 2 Resident Evil 4

Burning Rangers 2 Incoming Sega Rally 2

Che Hamaru Golf Let's Make a Pro Baseball Team Senguko Turh

Climax Landers Let's Make a Pro Soccer Club Seventh Cross

D2 Looney Toons Street Fighter lll: Second Impact
Daytona USA 2 The Lost World: Jurassic Park Sonic Adventure

D-Jump Marvel vs Capcom Sonic/Knuckles RPG

Drakan Mercurius Pretty Speed Busters

Elemental Gimmick Gear Messiah Turok 2

Evolution Metropalis Unreal

Fighting Vipers 2 Monaco Grand Prix Racing Virtua Fighter 3: Team Battle
Furballs Simulation Virtua Fighter RPG ;
Galleon NBA Action 2000 Virtua Striker 2

Godzilla Generations NFL Blitz Warzone 2100



YOU CAN BRING IT DOWN
WITH THE NOD OF YOUR HEAD.

Alternatively, you can make it ascend thousands of feet by simply raising your head. You see, with
the new Radica Stealth Assault, you'll really feel like you're in the pilot’s seat. That's because
it features an amazing virtual motion sensor, so the plane
actually responds to your movements. Unlike other games, if

you want to win the battle, you've really got to use your head.

Also in the Radica Combat range: Tracer Ace, Sub Hunt and Tank Assault.

RADICA:
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SOUTHPARK 64

The Nintendo 64 Southpark game is closer to
completion and should hopefully be available
around Christmas. All the characters from the
show will be playable, in your race to curtail
Southpark'’s turkey population which has gone
nuts due to a strange comet approaching Earth.
Weapons include a Cow Launcher, a Fart Doll and
an Auto Egger, and rumours have it that Kenny's
face will be revealed! As can be expected, the
game will be packed with soundclips from the
show, and a multiplayer mode will let you get
medieval on Mr.Garrison, Terrence and Phillip
and Mephisto. Some of the multiplayer modes
include Capture the Flag and Kick the Baby, ;
whilst the single player game is spread over six After meeting up, Lara and Dan siruck a deal to get him to

episode-based missions. All the characters are be the official stunt double for the upcoming Tomb Raider
fully 3D, unlike their 2D TV counterparts, and movie on account of his hair. Although Dan is consulting his
they actually look really, really good! It seems stylist on whether or not he can claim a fake tan and a

like an M rating is inevitable. Kick Ass! breast job as a tax deduction.
(only one of those pony tails are real... guess which!)

.

& Competition Winners

Booty comin’ atcha! oo

€,

o TENCHU SPYRO QUAKE 2: GROUND

:"_ Kim Greaves, NSW First Prize: Natalie Kelly, WA ZERD ) 0ZISOFT GAMES

[ Steve Barrett, SA Kenny Baker, WA Arron Hayden, NSW Mat Brady, Qid

=z Veronica Kirkham, Qld Travis Fong, Vic Jasper Ghent, NSW William Barnes, Qid

» Kayla Guner, NSW Craig Skelton, NSW Charlie Scudamore, WA Adam Bennett, WA

~ J. Evans, NSW Minh Bui, WA Tim Baker, NSW

-]



In The
Ultimate Fight
For Justice,

There is
no Rival

14 Brand new playable characters

Explosive HEAD-TO-HEAD, 3D,
TAG-TEAM FIGHTING ACTION

Spectacular 3D polygon CHARACTERS

in beautifully detailed scrolling backgrounds

Introducing a brand new

Capcom SUPER COMBO,

the burning wood attack

© 1998 Virgin Interactive Australia. All rights reserved. Rival Schools is a registered trademarks of CAPCOM CO.Ltd
Virgin is a registered trademark of Virgin Enterprises Ltd.
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AUTUMN TOKYO GAME SHOW ‘98

The Dreamcast mﬁake; it's reﬁi debut aﬁd dl-]-ES not disappoint

It's game show time again, and this time the
Hyper crew heads to Japan, for the bi-annual
Autumn Tokyo Game Show. With a certain new
hardware launch looming, in Japan at least, the
excitement mounts well before entering the huge
Makuhari Messe hall where the show was taking
place. In fact, right from the show bags at the
local train station on the way to the show, we
were seeing orange. Dreamcast orange, that is!
With $1oo million dedicated to each of the major
launch territories for pre-launch marketing, Sega
made sure that they wouldn't be missed, by
anybody. Inside the hall, and one guess who had
the largest (and orange-est) booth, and where
everyone headed first!

Sonic Adventure was the premier showcase of
the Dreamcast. It was probably by far the most
anticipated game of the show, and it didn't
disappoint. Zipping through the city-based level
was truly mind-boggling. The speed of the
game, an astonishingly high frame rate, some of
the best visuals you are ever likely to see, and
that trademark Sonic gameplay are sure to
amount to one of Sega’s best ever sellers on
release. The second playable level, a race down a
mountainside between Sonic and Tales, further
showcases the Dreamcast’s potential, with an
awesome avalanche effect. The Dreamcast’s

controller felt great, with a comfortable and
ergonomic all round design, which was likened
by all gamers.

A long cue gathered behind one of Sega’s
flagship arcade conversions, Virtua Fighter 3:
Team Battle. And the almost finished Dreamcast
version was about as arcade perfect as its going
to get, without popping in the coins.

Strangely absent from the Dreamcast’s playable
game list was Sega Rally 2, only shown in video
form. Looking well below par when compared
with its arcade counterpart, and sporting some
very noticeable pop-up, its very likely that Sega
pulled the playable product in a marketing
decision. It would be strange for this game to be

Charts

'
—

pumt e

o s AT AU« BN D5

this far back, with a launch only 6 weeks away.
sony were showing off their PDA, the now re-
named PocketStation, hanging off the necks of
Sony Staff, but none were available for the eager
public and journalists to fiddle with. The most
notable of over 30 titles announced to be
compatible with the PocketStation included
Street Fighter Alpha 3, Final Fantasy VIII and
Crash 3. Apart from the PocketStation and Crash
Bandicoot 3, there was little else of note at a low-
key Sony booth. But thanks to their strong 3rd
party showing, there weren't many places to go
without the presence of a PlayStation.

SNK's Neo Geo Pocket handheld made a
memorable showing,  (continued next page)

Charts kindly supplied by Hitech World

NINTENDO 64 PC

PLAYSTATION

1. Tekken 3 1. Goldeneye 007 1. Need For Speed 3
2. C&L: Retaliation 2. Mario Kart 2. Commandos

3. Medievil 3. F-1 World Grand Prix 3. Dune 2000

4. Colin McRae Rally ‘4. Banjo Kazooie 4. Creatures 2

5. Gran Turismo 5. WWF Warzone 5. Mechcommander
6. WWF Warzone 6. Diddy Kong Racing 6. Bass Masters Classic
7. Crash Bandicoot 3 7. Mortal Kombat 4 7. Grand Prix Legends
8. Street Fighter Collection 8. 1SS Pro 98 8. Final Fantasy Vil
9. Final Fantasy VI 9. Mission Impossible 9. Starcraft

10. Point Blank 10. Chopper Attack 10. Unreal



The Rise of Rome took 520 yr:arsfc

*Your results may vary.

Presenting the Age of Empires® Expansion: The Rise of Rome.

\_ . & Age of Empires is now going where you always and punishing Fire Galley—all on new and challenging f_’d‘h

' _ wanted it to go: Rome. In addition to the Roman maps. Plus, this highly anticipated Expansion Pack 1‘ :
td gl 4 Empire, this official Expansion Pack also includes i features four new campaigns and production queues to ‘

the legendary civilisations of Palmyra, Hellenes, and carefully plan your historic civilisation’s growth.

Carthage, cach with their own strengths and So visit www.microsoft.com/games/aocexpansion

weaknesses. Test your mettle with new units like the and start extending Age of Empires into a new era

crafty Camel Rider, powerful Scythe Chariot, fearless Slinger. : : of world domination.

IE

E.X P A N'S'1 O

Do
A INTERNET GAMING A
e i . Microsoft
- g5+
PLAY IT ON ZONE COM/AUSNZ

You need the full version of Age of Empires 10 ose Rise of Rome Expansion Pack. 1998 Micrnsofs Corparation. Al rights reserved. Microsolt and Age of Empires arc regisicred trademarks of Micrsoft Corporation 1a the United States and/or ather countrics.
MIC2R2251/HYP



AUTUMN TOKYO GAME SHOW ‘98 continued

with strong 3rd party support, and even a colour
prototype. However, with Colour Came Boy
expected in a few weeks, the chances of an
Australian Neo Ceo Pocket release are slim,

at the best of times.
With Nintendo now a customary
absentee, it seemed like everyone
else stayed home as well, in the
wake of the Dreamcast. There
was very little else of note
displayed at the show. Square
had Final Fantasy VIII, with some
of the best FMV seen, and a new
“Junction” control system, only
vaguely explained and implemented at

-

this early stage. Saga Frontier 2 and the Mario~

Kart-like Chocobo Racing, were other titles of
note at Square, if only shown on video.
Namco's highlight of the show was Ridge Racer
Type 4. With grand prix style, season-
based racing contests and a 2
player mode, the title is set to
feature more depth than any of
its predecessors. While it plays
similarly to past RR games, the
visuals are truly breathtaking,
and this game is set to give
Gran Turismo a run for its
money. As per usual, Namco will
be releasing their own force-feedback
(yes force feedback, not just rumble effect)
JogCon controller specifically for RRs, featuring a

jog shuttle mechanism, reminiscent of a mini
steering wheel on the actual pad.

Enix have acquired the Japanese
distribution rights to Tomb Raider 3, and as
expected, Lara Croft was everywhere.
Disappointingly, Dragon Quest 7 was only
shown on video, and even that was limited to
a few seconds of footage.

Capcom were showing off Street Fighter Zero 3,
arguably their best 2D PlayStation conversion to
date, and as a sign of the times, there was no
Saturn version in sight. Capcom also used the
occasion to unveil its N64 Disney/Tetris-based
game, while Power Storm and Bio Hazard: Code
Veronica (Resident Evil!) for the Dreamcast were
extremely impressive.

Konami made a strong showing, with the latest
version of the delayed Castlevania 64, and its
much anticipated RPG Hybird Heaven (N64),
playable for the first time. On the PlayStation
front, Konami had Silent Hill, an impressive
Resident Evil-style adventure game with a full
3D engine, easily one of the most impressive
Playstation titles on show.

In all, the TGS proved to be a rather laid-back
event, with very few surprises. That is, with the
exception of Sega, who ultimately stole the show
with an extremely strong launch for the
Dreamcast. If the response from the public here
was any indication, then after a few false starts,
Sega finally have a hit on their hands. Now, did
someone say PlayStation 2?

Create your own funky PSX electronica!

MUSIC by Codemasters

It makes a lot of sense for developers to utilise
the huge, and quite mature PlayStation user
base by creating non game software.
Codemasters have done just that with "Music”,
giving you the freedom to create electronic
music in an easy to navigate environment.
Whether you're into banging minimal techno, or
sassy funked up house, Music allows you to craft
relatively complex rhythms and soundscapes.
Not only this, but you can also create elaborate
visuals to accompany your creation or simply let
Music generate it's own video for your track or
audio CD.

Music puts you in control of a 16 channel mixing
desk. Sound samples are arranged into broad
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musical styles, within which are banks of track
components, such as sets of high hat or snare
samples. It's simply a matter of searching through
the sample banks, finding one you like and pasting
it in. There's a decent catalogue of samples to
muck around with, but you're not restricted to
simply using the banks provided. You can edit the
samples, or create your own using the é octave
keyboard, instrument banks and effects. This is
where Music's depth lies, as there's a surprising
number of sound parameters to alter including
reverb, ASDR (attack, decay, sustain and release),
stereo panning and slide. Fortunately, the controls
are well laid out and comprehensive. Music won't
appeal to everyone, but if you're into dance music
then check it out. s




The Xmas gift that
e B i ’ 2 sts a ' ’ ye ar !

year! Why not think ahead this time around,
beat the hectic Christmas rush, forget those

You can do all your Christmas shopping, with just one phone call!
Call us toll free on

1300 36 11 46

something you know they’ll appreciate? A gift
subscription to any of the titles below means

{Mon - Fri. 9am — 6pm. EST)
Hinternet.aw

you'll not only be saving money off the usual
Best net PCs

ice, but loved i /
newSEpnd price JERI KRG D06 VT Have your credit card ready or,
R g

fill in the coupon below with your
selection/s and return to us.

remember you each time an issue arrives in
their letter box. You'll be popular - longer!
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ROLLING STONE

More than just Australia’s defin-
itive rock & roll magazine! Free
CD when you subscribe! Save
up to 44% off the cover price!
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HYPER

Covers platforms including
N64, Sega, PlayStation, PC,
Mac, Arcade, Internet &
Anime.Save up to 44% off the

N64 GAMER

Cheats, tips, reviews,
previews, competitions & a
whole lot more.Save up to
40% off the cover price!
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PC POWERPLAY

Australia’s PC games & enter-

tainment authority. Plus, each
issue includes a disk contain-
ing playable demos. Save up

cover price! to 82% off the cover price!
MAGAZINE SUBSCRIPTION SAVINGS ON
PERIOD COVER PRICE
[ ROLLING STONE 113 issues @ $44.95  33% ($22.40)

{monthly + yearbook)

(] 26 issues @ $74.95

44% (859.75)
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"] PC POWERPLAY [112 issues @ $69.95  35% ($37.45)
{monthly) [] 24 issues @ $124.50  42% ($90.30)
[ OFFICIAL AUST SONY [] 6 issues @ $45.95 30% (819.75)
PLAYSTATION MAGAZINE [112issues @ §79.95  40% (851.45)
(monthly)
COMPLETE PLAYSTATION [ 6 issues @ $34.95 27% (812.75)
(bi-monthly) 12 issues @ $59.95  37% ($35.45)
N64 GAMER 1 6 issues @ $31.95 23% ($9.75)
(monthly) 12 issues @ $49.95  40% ($33.45)
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experts — a complete guide to
the Internet. Save up to 44%
off the cover price!
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OFFICIAL AUSTRALIAN
SONY PLAYSTATION
Previews, cheats, news, reviews
& competitions, plus each issue
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off the cover price!
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free demo CD with every issue.
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12 MONTH SUPPLY OF JoLTM

Ready for an all-night gaming session? We have the solution. All you really need to keep you
going, is a fridge full of JOLT “twice the caffeine” COLA, a copy of TUROK 2,
EXTREME-G 2, and the latest issue of HYPER! Gaming heaven! The JOLT will keep you
gaming hard (it's the gamer’s choice!), TUROK 2 and EXTREME-G 2 will keep you glued to
the screen, and HYPER will be there to keep you informed! Thanks to the awesome people at
Joht Cola and Acclaim, 5 incredibly lucky subscribers this month will win this gaming pack-
age to end all gaming packages.

First Prize: A years supply of Jolt Cola and Turok 2 and Extreme-G 2 for PC or Nintendo 64!!
Second Prize: Two six-packs of Jolt Cola, 1 Jolt t-shirt, 1 Jolt mousepad, Turok 2 and m:‘mnm S“Bsﬂmp'"n“
Extreme-G 2 for PC or N64! m""[ns

Third Prize: One six pack of Jolt Cola, 1 pair of Jolt boxer shorts, Turok 2 and Extreme-G 2 Adam Kokkola, Qid
for PC or N64! Congrats!

Two runners-up will also win Turok 2 and Extreme-G 2 for PC or N64! _

To win, all we're asking you to do is buy HYPER cheaper than you already do. Crazy, eh? :::.ztz;do 64 console, five
Subscribe for 12 months and you will save 37% off the cover price! Subscribe for 24 GT Interactive games!
months and you save a huge 44% off the cover price! Just think... subscribe... and WIN!
Don’t miss out!!

Call us tollfree on Fax a copy of the completed Cut or copy the form and post it email your name and address
& form, with credit card with a cheque or money order, or with credit card details to:
‘m m details, to: your credit card details, to: games_subs®next.com.au

Monday to Friday u m Hyper Subscriptions or check out our website at
8am-8pm EST Reply Paid 634, 78 Renwick St. https://www.next.com.an/
Redfern, NSW 2016 publishing/subs/index.htl

-
hwr me ALLow 4/6 Wssxs FOR 151' nsuvsnv
Il I N I S -

Fill out this coupon and mail it to HYPER SUBSCRIPTIONS, Reply Paid 634, 78 Renwick St. Redfern, NSW 2016 mm
Nome . @ 0000000000000 8ystem 000

Address Email (if appl.)

Suburb/Town Postcode == Phone Number ( )
Enclosed is my cheque/money order, or debit my credit card for $79.95/544.95 Bankcard Mastercard D Visa D

|:I 2 years/24 issues (§79.95 saving 44%) D 1 year/12 issues ($44.95 saving 37%) Expiry Date

varahe Signature




== M ABE’S EXODDUS

Abe is back in this excellent sequel to the hugely popular Abe’s Oddysee, rescuing
Mudokons, killing Sligs and generally farting his way to success. Don't be deceived
by how similar the game may appear to the original, as it's all new puzzles and darn
addictive gameplay will keep you chained to your PlayStation for weeks. GT
Interactive in their generous wisdom, have given us these great Abe packs which
include a copy of Abe's Exoddus for PlayStation and an Abe baseball cap

To win one of five packs, answer this question...

Which is the odd one out? A) Rupture Farms; B) Scrabania; C) Paramonia; or
D) Bilbobaggins?

Put your answer on the back of an envelope with your name and address, and send
it to: Fart-tastic!, Hyper, 78 Renwick St, Redfern, NSW 2016.

NBA JAM ‘99

Yeah boyee, Basketball games come and go, but the NBA Jam series has
always had style and gameplay. NBA Jam ‘g9 for the Nintendo 64 is no
exception - in fact it's the possibly the best Né4 B-ball game out there.
Acclaim have been cool enough to put up five copies of NBA jam "99 for
you to win, so get in quick because they're gonna go fast! To be in with a
chance, just answer this question...

What colour is Denis Rodman’s hair?

A) Blue; B) Red; C) Green; or D) Any damn colour he chooses?

Put your answer and name and address on the back of an envelope and
send it to: Bouncy, Hyper, 78 Renwick St, Redfern, NSW 2016. Coolio.



HYPER» 21




PlayStation. | =% B sadek I
J formula 1 98 PlayStation.
‘ “““ ~ Pyybadek

Psybadek combines 3D

For most people it remains a
dream, but with FORMULA 1 98

it can become a hair - raising platform action with the thrills
reality. Take the wheel of an F1 and spills of hoverdek stunt

car and pit your skills against riding. You’ll need to master the
the best drivers on the world’s | ways of the hoverdek before
most famous tracks. ‘ you’ll have a chance of beating

Krakken, the ultimate villain.
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' Global Domination

- The year is 2015. From the

.~ ULTRA command base in a
corner of the globe, launch
yourself and your missiles into
an intense and ruthless battle
against those who strive for

.~ world domination. and exploration. |
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Vengeance s

The universe’s peace is about to |
be shattered as imprisoned |
descendants of those defeated
in the Colony Wars attempt to
wreak revenge. The tables are
turned and this time you're
fighting against the mighty
League of Free Worlds.

Newmaon
HOOs RO(ing

Developed in association with
the Newman Haas racing team
of Michael Andretti and

Christian Fittipaldi, this action- |
packed racing game brings the |
excitement of Indy Car to your PC. |

BB @\

Mli+

PlayStation.

O.D.T uses incredible graphics
and state of the art technology '
to create a huge, involving
action adventure game packed
with engaging characters,
violent conflicts, puzzle solving |

SN —
PlayStation. | J—n—
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Interstate ‘82

PC

AVAILABLE: FEBRUARY
GATEGDRY: CAR COMBAT
PLAYERS: 1-MULTI
PUBLISHER: ACTIVISION

wow-op-meter

Now that we have our hands on a fully playable copy
of Interstate '82, we thought we would take a "look
under the bonnet”, so to speak. As we all know, this
is the follow-up to the hugely successful Interstate
'76, which wowed us with it's awesome soundtrack
and difficult mission-based vehicular combat - all
with flared pants, afros and sexy cars. Well, now
we've moved six years on to 1982, and Taurus and

Groove are back, though this
time it's your chance to get
behind the wheel as Taurus and
save Groove instead. Jade’s sister
Skye appears as a mohawked
biker gal, and becomes the new
vixen too. The Eighties setting
allows for hot-pink t-shirts,
New-Wave music and some clas-
sic dialogue, which (depending
on your age) is certain to send
some gamers into fits of frenzied
laughter - this is exactly what we
imagined Interstate '82 would
be like. Cheesy.,

The new hardware-only graphics
engine looks brilliant - yep you
will need a 3D accelerator to play
the game - with some effects

FiINig

looking almost photo-realisitic!
There’s also the ability to leave your car
and venture forth on foot, which is
something we only dreamt about
doing in Interstate '76. The environ-
ments range from dusty desert high-
ways, to the streets of Las Vegas - casi-
nos and all. There are a few opportuni-
ties in the game when you can "car-jack” another vehi-
cle if your own car has met with a few too many bullets,
or maybe you'd like to speed off on a motorcycle...
Throughout the 30 or so missions, you'll get your hands
on a range of new vehicle-mounted weapons... the
Acid-Thrower for instance, converts the flamethrower
and deals out some hefty damage, but is a bit of a load
to carry around and will cause your car to perform slug-
gishly. Or maybe you'd like to try the Karpoon, which
can launch a variety of different harpoons which pierce
the chassis of your opponent and cause varying effects.
There's always the Carbide Cutters too, which stick out
like two huge blades out of the front bumper bar, ready
to shred anything in it's path. Mix those up with an
array of missles, machine guns, and of course your
handy pistol, and you have a cool-ass arsenal. Interstate
‘82 won't be finished until around February, but by jove
it'll be worth the wait! EF



G-Police2

;’_I. AY S. 'I'"J-l'_rl ON/P C_

AVAILABLE: 15T QUARTER ‘89
GATEGORY: ACTION

PLAYERS: 1

PUBLISHER: PSYGNDSIS

wow-o-meter

G-Police made quite a splash when it appeared on the
scene a while ago now, and what an engrossing bit of sci-
fi shootery it was too. Well, finally, Psygnosis are warm-

’ -
Tai Fu
' PLAYSTATION

AVAILABLE: JANUARY ‘88
GATEGORY: PLATFORMER
PLAYERS: 1

PUBLISHER: AGTIVISION

Tai'Fu is a bad-ass kung-fu tiger, out to clear his name
and his clan's reputation, after being accused of killed
the peaceful panda monks. Of course, this means travel-
ling the land and beating up on other animals. A bit like
Fighting Force meets Crash Bandicoot, T'ai Fu is a combi-
nation platformer and beat 'em up, with T'ai Fu having a
variety of cool tigery moves to dispatch his foes with.
Besides all the usual kung-fu moves (punching, flying
kicks etc), T'ai Fu can use Chi, which is basically a form of
magic, but hell it looks pretty on screen. You can use the

ing up to unleash G-Police 2
upon the gaming populace. We
took a look at the PlayStation
version to see how things are
shaping up.

First off, G-Police 2 plays much
faster than it's predecessor,
which means for a more accu-
rate and thrilling game, and you can improve the
frame-rate by toggling how close things'“draw-in"
and by adjusting the level of detail which is nice for
a PlayStation game. Everything still looks very much
like the original G-Police on first inspection, but once
you get a little closer, you see how the game has been
tweaked to play even better than before.

At this stage, G-Police 2 is looking like something for
those who couldn’t get enough of the original, feeling
almost like a "mission pack” add-on consisting of a
whole new storyline. There's tons of techy FMV if you
love that sort of thing, and we look forward to seeing
how this one turns out. EF

analog pad if you so wish, as the worlds in T'ai Fu are
all in 3D, so moving about the landscape isn't always
along a linear path. In this preview version, the cam-
era angles were automatic, and generally pretty good,
though there were times when you wished you were
watching the action from a better perspective. Maybe
in the final release, there will be a manual camera
option... developers you listening?!

T'ai Fu looks promising, with some very pretty levels,
and excellent character animation. There's even a bit
of a Disney platformer feel about it, which is actually a
good thing. Looking cool. EF

PREVIEWS
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MING PACK!

Have the FAIZati©st Merry Chiristmas on vs!
Over $13,000 worth of prizes!

Grand Prize:

* Compaq Presario 5170
+ Panasonic 51cm TC-51M85A Mono colour television set
* Your CHOICE, either a Sony PlayStation or Nintendo 64
* Activision GAME PACK
+ Telstra Big Pond internet access for 1 year

2nd Prize:

* Panasonic 51cm TC-51M85A Mono colour television set
* Your CHOICE, either a Sony PlayStation or Nintendo 64
* GT Interactive GAME PACK

+ Telstra Big Pond internet access for 1 year

3rd Prize:
* Virgin Interactive GAME PACK
» Telstra Big Pond Internet access for 1 year

Plus 50 consolation prizes:
* Telstra Big Pond Internet access for 1 month

E!'l"'y Form A you have to do to be in the running for these
fabulous prizes is fill in the entry form, answer one simple question and post
it back to: Mega Christmas Competition, Next Publishing, 78 Renwick St,
Redfern NSW 2016. Entries Close on 24 December 1998.

Name
Address

Postcode
Telephone Age

Your prize preference
Question: How many bytes in a bit?

Terms & Conditions: 1

Lelstra

-~ .-"_
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Apocalypse

PLAYSTATION

ot b T N S SR
AVAILABLE: DECEMBER &
GATEGERY: AGTION Z
PLAYERS: I
PUBLISHER: ACTIVISION 5

You can't get enough of Bruce Willis, that's what
my mother always used to say. She also ate dogfood
and got around in a straightjacket, but that's
besides the point. Bruce is a man of action, a kick-ass all-
American dude with a big gun and a major bank balance.
This is a bit of a first, getting a movie star to be the central
character in a game, without it tying in to a major motion
picture, but Bruce said yes when they showed him the
cheque. Apocalypse is almost identical in gameplay style
to the action-fest which was One, the furious shoot ‘em up

Shadowgate 64:
Trial of the Four Towers

NINTENDO 64

AVAILABLE: 1ST QUARTER ‘99
GATEGORY: RPE

PLAYERS: 1

PUBLISHER: KEMED

wow-o-meter

For those of you who graduated from the Nintendo
Entertainment System to the SNES and then to the
Nintendo 64, you may remember an early NES game called
Shadowgate. It was a pretty simplistic, yet fun, RPG set in
a series of 3D corridors with surprisingly engrossing
gameplay for such a basic game. Well, the Nintendo 64 is

28 »HYPER

from GT Interactive.

The game involves you controlling Bruce through a vari-
ety of 3D environments, with the camera angle dynami-
cally zooming in and out of the action as it plays out.
Your gun can be powered up with various hidden bonus-
es, from it's default machine-gun to guided missiles and
a variety of beam weapons. Simply charge through the
level and shoot everything you see, jumping across the
odd chasm and flicking the odd switch. Eventually you
get to the end, and that's it. This is very straightforward
stuff, yet it's compelling and addicitive gameplay. The

difficulty level has been adjusted to make things easy
enough so you never really get stuck anywhere, yet
there's also enough of a challenge here to keep you com-
ing back for more. The inclusion of Bruce Willis is, ironi-
cally, completely unnecessary. This is the sort of game
that would work with any generic Duke Nukem style char-
acter. The final version should kick booty. EF

going to be the vehi-
cle for the rebirth of
this classic game -
Shadowgate 64 is
shaping up to be as
involving as the orig-
inal, but with gor-
geous 3D environ-
ments to explore.
Kemco have done
their homework, and kept the focus on adventuring as
opposed to including token “action” bits in this first-per-
son RPG. The aim is to fully explore all the environments
and interact with a variety of objects and items to solve
puzzles, in a similar vein to games like Riven on the PC.
Don't fret if that doesn’t cut your mustard though,
because there will still be plenty of classic RPG elements,
such as character interaction and a slowly revealing plot
to keep you hooked. The environments currently look all
dark, spooky and atmospheric, so this should be one of
those Né4 games that the adventure game freaks go nuts
for. As long as Kemco ensure that the graphics engine is
speedy, this should be an interesting adventure. EF



Jackie
Chan’s
Stuntmaster

PLAYSTATION

AVAILABLE: 15T QUARTER ‘88
CATEGDRY: AGTION

PLAYERS: 1

PUBLISHER: MIDWAY

Jackie Chan is a living legend.
Not only is he a movie star
kung-fu master, but he's one of
the only people in the world,
brave (or stoopid) enough to
perform all his own death-defy-
ing stunts - even if it means
breaking his legs in the process!
Obviously, he's the perfect guy
to have as an action game character, thus Jackie Chan's
Stuntmaster was born. In the game, you play as Jackie
himself and fight your way through a series of levels,
pulling off incredibly dangerous stunts in the process.
The idea, is that Jackie is on the set of his new movie, but
something evil is afoot, and some of the extras are actu-
ally assassins. As you perform a variety of amazing feats,
you score higher "box office” takings, so the incentive is
to get Jackie to risk life and limb for the pleasure of the

cinema patrons. Graphically, the characters have that
smooth rounded look of the fighters from Tobal 2, which
will hopefully mean that Stuntmaster will play fast and
smooth. Jackie Chan himself was also motion-captured
for all his movements in the game, which is truly cool.
Amongst all the action, you can expect some hilarious
moments too, as Jackie Chan's great sense of visual
humour has not been ignored, and Stuntmaster should be
truly entertaining. EF

PREVIEWS
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WinBack

NINTENDO 64

AVAILABLE: JANUARY 93
GATEGDRY: ACTION/ADVENTURE
PLAYERS: 1

PUBLISHER: KOEI

wow-g-meter

Previously only developers of PC,
Saturn and PlayStation games, Koei
are stepping into the Nintendo 64
arena with a title that is sure to be a
massive hit - WinBack. 0dd title,
sure, but WinBack is looking like the
Nintendo 64's answer to Konami's
Metal Gear Solid for the PlayStation.
Like MGS, WinBack is played from a
third-person perspective with stealth
being the key to success. You play the role of Jean-Luc
Cougar - the lovechild of John
Mellancamp and Captain Picard...
Okay so that's not true... Er, actu-
ally you are a special operative in
a secret government outfit called
SCAT, and with your tasty arese-
nal of weapons, funky Bond-
esque items and non-squeaky
sneakers, you'll be infiltrating a
number of enemy installations
and carrying out a series of tough
missions. In a plot similar to
ColdenEye, a terrorist organisa-

Chameleon Twist 2

NINTENDO 64

AVAILABLE: JANUARY 1899
CATEGDRY: 30 PLATFORMER
PLAYERS: 1

PUBLISHER: SUNSDFT

wow-g-meter

Chameleon Twist made a pretty quiet entrance into the
Nintendo 64 software lineup, promising some uniquely
original platforming but not really delivering the goods.
The game was sparse, low on excitement and the four-

tion has captured a laser-toting satellite, and it's up to
you to reclaim it for good before they blow the crap out
of everything.

Gameplay involves tip-toeing around guards, silently
taking down sentry points and basically killing everyone
before they realize that you're there. Whilst we've seen
similar gameplay in GoldenEye and Metal Gear Solid,
WinBack seems to take the best bits of both games and
combines them - including a z-player deathmatch,
where the aim is the kill your opponent using stealth,
and a gun of course.

The potential for WinBack to be brilliant is massive, with
the graphics looking damn impressive too, so we can't
wait to see how it turns out... EF

player mode just didn't really work. The chameleon hero
with his muscular tongue was a refreshingly different
character though, and hopefully with Chameleon Twist 2,
the gameplay has been improved to take advantage of
what was initially a great concept.

In Chameleon Twist 2, the multiplayer mode has been
sacrificed for some deeper single-player gaming, which
I'm sure no-one who played the original will complain
about. Again, traversing the levels requires your charac-
ter to throw his tongue around a variety of objects and
use it to either pull himself to safety or to tonk his ene-
mies. Already, CT2 is locking more colourful, more
detailed and generally more attractive than it's predeces-
sor, and SunSoft are making sure the adventure is suit-
ably more engaging this time around.

Hopefully Chameleon Twist 2 will surprise everyone
with some much-improved gameplay, as there ain't
nothing finer than using your tongue in new and inter-
esting ways... EF
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UPCOMING RELEASES

The complete guide to what's coming out over the next couple of months here in Australia

DECEMBER DECEMBER
ACM 1918 Apocalypse
AFL ‘39 Crash Bandicoot 3 *
Alien Intelligence Dead Unity
Asteroids Dolphin's Dream
Baldur's Gate Knockout Kings
Dead Unity Libero Grande
Earthworm Jim 3 Professional Sports Car Racing
Falcon 4.0 » Rival Schools
Fighter Squadron Tiger Wouds ‘99
Fighting Steel Ubik
Future Cop: LAPD VIVA Football
Half-Life # WCW Nitro 2
Heretic 2
NFL Quarterback Club ‘99 JANUARY
Mordor 2 Asteroids
Panzer Elite Big Air x _
Pro 18 The World Open Devil Dice Half Life g 56 B !
Sim City 3000 Dodgem Arena L. _—
Star Trek: Birth of the Eliminator Golden Nugget Gaming
Federation KKND 2 Magic Flute
Star Trek: Starfleet Command NFL Extreme NHL ‘99
Thief: Dark Project Pro 18 The Warld Open Star Wars: Rogue Squadron
TOCA 2 * Pro Boarders Tonic Trouble
Top Gun 2 Quake 2 Turok 2 #*
Turok 2 * Shane Warne Cricket WCW Revenge
Wild Metal Country The Contract Zelda 64: Dcarina of Time
o JANUARY N s 4 JANUARY
= Aipha Centauri Bust A Move 3
> Battle Group (Aegis) PRCEMBER Command and Conguer
§ Shane Warne Cricket Deadly Arts Looney Tunes: Space Race
- Tunguska Extreme-G 2 South Park 64 %
2]

guth Pa ’ﬂ

4 Hot stuff on the way...

PC

PlayStation
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With endless dreaded enemies te fight,
the pewer is in his hends..
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Fer your eyes onlu, ﬁn'nptusm sceneries in 8D,
atmespheric speciel effects @and merphing!

Heart-stepping enceunters..

Held en tight!
Reymen flies, jumps,
swims, skis, climbs..

NINTENDO
| = (hitp:ﬂwww.ubisoﬂ.com)
. S a2 PLICCL Ph: 02 9362 1414 ~ :
OO £ 02 0362 1165 Ubi Soft

© 1998 Ubi Soft Entertainment. Al rights reserved. Playstation and the & are registered trademarks of Sony Computer Entertainment Inc. The #, Nintendo and
Nintendo 64 are trademarks of Nintendo Co. Ltd. All other trademarks are the property of their respective owners.



Every time a new video card comes out
nowadays, it tends to shine in one area that
no other card has. However, I've noticed that
due to several factors, sometimes what may
be the best 3D card for one PC owner, may
not be best for another. The reasons for this

an be thought of in a simple way, in that
some video cards will perform better with a
aster CPU, and some others have definite
peak performance, which may work
irrespective of how powerful your CPU is.

ome cards also do one type of 3D
acceleration well, but another poorly, or
sometimes, not at all.

Basically there are only so many cards that

are out right now that you should be looking

to buy. Also, there's always the possibility

that you may have the video card that is right
or your current system, and that you should
not bother buying a new one till you have a

better CPU.

WHAT MAKES A VIDED CARD GOOD?

WHAT GARDS SHOULD | CONSIDER
NOWADAYS?

The Main Players
Riva TNT [nVidia)

Available cards: Diamond Viper 550, Creative
TNT, Canopus Spectra 2500

Est Price: $450-500

Type: 2D/3D card

CPU Dependency: High

2D performance: Excellent
Max 2D Res: 1920 x 1200 x 24
3D performance: Very good
Max 3D Res: 1600 x 1200 x 32
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WingMan* Force joystick.

www.logitech.com
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SideWinder
Force
Feedhack

Voodoo Banshee [3DFX]
Type: 2D/3D card
Available cards: Maxi Game
‘¥ Phoenix,
| [ Creative Banshee PC
1 Est Price: $300 Type: Steering Wheel
CPU Dependency: Low Distributor: Microsoft
12D Performance: Very Good R.R.P: $399
~ | Max 2D Res: 1920 x 1440 x 24 Microsoft are proving once again, that when it
13D Performance: Good comes to quality peripherals, they're right on
Max 3D Res: 1600 x 1200 x 16 the money. The new SideWinder Force Feedback
: Steering Wheel and pedal set is a breeze to set
up and install - simply plug it in and install the
driver and you're away. In fact, the calibration
' B SRS e o screen is one of the coolest yet, with a photo-
realistic pic of the wheel and pedals which turn
'ﬂllllllﬂ 2 ' [3““] and move in real time so you can see if it's
responding correctly. Here you can also test the
variety of force feedback sensations, from a tyre
blow-out (where the wheel realistically drags
suddenly to the side) or even different terrain
sensations (like the bizarre sliding sensation of
an icy road) to simple engine idling rumbles.
The wheel is solid and heavy, though plastic,

Available cards: Diamond Menster 3D 11,
Orchid Righteous 3D 1I, Pure 3D II, Creative
Voodooz, and more o

st Price: $350 for 8MB $500 for 12MB

ype: 3D card '

CPU Dependency: Medium
2D performance: - '"“ ln'"'n“ “"E and feels very comfortable to grip - it's easily

clamped to your desk too - and though the
pedal tension is great, the plastic base could
have been a bit heavier to make it a bit more
immovable. Tested with Monster Truck Madness,
the wheel was excellent and performed without
a hitch. The Force Feedback was brilliant and it's
certainly damn powerful - strong enough to pull
your hands in another direction completely.
However, at times, there was a slight delay with
the feedback and sometimes none at all... but
this could be down to the terrain being too
complex for the wheel to accurately respond too.
Certainly, simple collisions and driving over
train tracks for instance, felt darn perfect.
Though a little pricey, it does come packaged
with full versions of Monster Truck Madness and
CART Precision Racing... and it is one of the best
wheels on the market. EF

3D performance: Excellent
ax 3D Res: 800 x 600 x 16
(With SLI - 1024 x 768 x 16)




HARDWARE

Item RRP Notes
Memory Card Memory Card 2MEG ~ $29.95 It costs the same as the Sony card, but stores twice as much.
Nyko Memory Card x 8 $49.95 A better buy for those that don't think 120 save game slots is enough at any one time.

Digital Controller  Std Sony Controller $29.95 It's certainly not the cheapest, but it has the best feel and reliability.

L R R R R R R R R R R R R R R R R R R R R R R I

Analogue Controller  Sony Dual Shock $59.95 Great analogue control with a rumble effect. Widely supported now.
Arcade Stick Nameo Arcade Stick  $49.95 Solid as all hell, really authentic sensitive arcade button, and a stick that's perfect for
whipping out fireballs. Hado-Ken!

Steering Wheel Gamester Rumble Force $169.95 One of the more expensive wheels, but is solid and has a vibration effect.

3D Accelerator Maxi Gamer Pheonix $299 Better performance than Voodoo 1 cards. The best cheap option to get 3D.
Orchid $585 The top end of the “affordable” 3D accelerators. Best results require a Pentiumz,
Righteous 3D Il but Pr users will still benefit.

Sound Card Professional Sound  $89.95 It's PCI does SB support, 3D Direct sound, and is dirt cheap!

LR R T T T e

Video Card ET6100 $99.95 The best value buy for those who own, or who plan to own a dedicated 3D accelerator
Maxi Gamer Pheonix $299 A 2D/3D card in one. The best value card for those who want some 3D acceleration,
and don't have a PlI-300 or better. Great 2D performance.
Flightstick Thrustmaster X-Fighter ~ $150 Sure, there's no throttle, but this stick feels great, and will last you for yonks.
(AR R R R L R L R R )
Microsoft Force $269.95 Not the best in terms of ease of control, but the force feedback adds a whole new dimension.
Feedback-Pro
Gamepad Microsoft Sidewinder ~ $79.95 Love em or hate em, Microsoft make great peripherals, and this is no exception
Gamepad
Mouse Microseft Wheel Mouse $59.95 Works as a three button mouse, and the middle button allows window scrolling.
Memory Pak Nyko Hyper Pak $59.95 Four times the normal memory storage AND variable Rumble settings. The all in one "Pak”
LA R R R R R R R R R R R R N RS}
Memory 64 DLX $29.95 Not only does it have four times the standard memory, but it's only
$5 more expensive than the standard Pak!
Rumble Pak
Gamester Tremor Pak ~ $29.95 Not the cheapest Rumble Pak, but it DOESN'T need batteries, making it excellent value.
Tremor Pack $19.95 Two rumble modes, with the strongest being REAL strong.
Performance Great for those wanting to put it into a wheel.
Gampad Mako Pad 64 $59.95 Expensive, but its design allows you to hold the controller and press every button

without moving your hands.

L R R )

Docs Controller $39.95 $10 cheaper than the Nintendo standard. Feels better,
and comes with auto-fire and slow as well.

R T T

Racing Wheel V3 Racing Wheel 64  $149.95 Gears on the wheel, really sturdy, great feel,
and configurable buttons. Also all allows for Rumble Pak.

L N R R R R

Mad Catz $129.95 Cheapest of the actual wheel controllers, includes a gear stick, and built in
Rumble Pak. Not amazingly sturdy though.
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psg upcoming games include Shane
&, Turok 2, Tomb Raider 3, Crash
Bandicoot 3, S§R; FIFA ‘99, and more.

Nintendo 64 owners got a good variety this
month, with the juturistic racing of Wipeout 64
and Extreme G 2, the aports action of NBA Jam
‘99 and Quarterback Club ‘g9, and even some 3D
platform/adventure stufp like Body Harvest and
Starshot (although we ean forget about that one).

With Turok 2 next month, and Zelda 64 out in
December, it's a good Christmas boﬁ;lintendo jana.

PlayStation was the hardest category to decide
game ofj the month for, as Abe’s £xoddus, TOCA
2, and Colony Wars Vengeance were all good
enough to deserve the title. Abe fared best on the
universal appeal factor though, so it got the prize.

And Finally the PC... Half Life blew us all
away (even the console freaks), and it will no
doubt be a big hit online with the Quake com-
munity hungry jor new challenges. Grim
Fandango proved to be worth the long wait,
and is one of the classiest adventure titles of all
time. We also saw two killer flight sims with Total
Air War and European Air War.

A total of Eight big rubber stamps this issue
prove that the quality is out there right now.
Here’s hoping it stays this way jor a while longer.

0%
PLAYSTATION

GAME OF THE MONTH L

ABES

i Y

Reviewed on page 62

&K
NINTENDO 64

GAME OF THE MONTH

WIPEDUT 64

Reviewed on page 48




R R R R R R R R I T R R

Pyt

Breath of Fire 3
Golony Wars: Vengeance
Coolbearders 3
Lemmings

Libero Grande
Madden ‘99
Megaman 4K
Megaman Legends
Rogue Trip

Toca Touring Gars 2
Unholy War

Lero Divide 2

Sound:
Gameplay:
Overall:

91 Echelon

G0 turopean Air War
91 deffighter FullBurn
76 Grim Fandango
04 Haif Life

52 Heretic 2

92 I/FA 18 Garrier Strike Attack

Nintendo 64

A% Body Harvest

40 Bust a Move 3 DX
50 Extreme 6 2

57 NBA Jam ‘88

A4 Quarterback Club ‘33
94 SEARS.

43 Starshot

4% Wipeout 64
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THE 4 MEG ADVANTAGE

QB Club 99 is compatible
with Nintendo's upcoming 4
Meg RAM Pak, which allows
the game to run at the Né64's
drool-worthy hi-res mode (ie.
better graphics). The
score is based on the
the expansion pak. Wit

the expansion pak, the ani-
mations are just as good but

the textures are

Subtract 5 mark

visuals and 3 from the overall
o if going without the

expansion pak.

AVAILABLE: Now

GATEGORY: Sports

PLAYERS: 1-2

PUBLISHER: Acclaim

PRICE: $99.95

RATING: &

SUPPORTS: Rumble Pak,
Memory Pak.

The graphics are quite
stupefying. N64 in hi-res
rocks hard.

MINUS
Everything bar the graphics

and sound is only so-so.

While the gameplay is
severely lacking, the great
visuals are a major drawcard.

Last year, Acclaim made a pretty big impression on
the critics with its first QB Club effort on the N6y, espe-
cially for the fact that the 3D graphics were executed so
well. Games like Madden 98 were left to eat the prover-
bial dust. It's now time for all the 1999 sports titles, and
with the battle lines already drawn between Madden and
Blitz, where exactly does QB Club stand?

The first thing to mention about QB Club is the fact
that it is the most drop-dead gorgeous NFL game ever
created. Each and every player and referee is superbly
modelled and rendered, moving around the seamless
field in jaw-droppingly realistic form. The motion cap-
ture is the most incredible stuff to watch. Sure, anyone

DICKHEADS

PAID MILLIONS TO BE LAME

can be like Madden and simulate crash-tackles, jumps
and so on - but my heart almost stopped when I watched
all 22 players lining up for a play, squatting, preparing
for cross-blocks, getting borked into false-starts and
encroachments... right down to the simple things like
breathing! When the quarterback calls out the signals,
you can even see his head bob down as makes a hard
count! It's nearly impossible to describe QB Club's sheer
visual beauty to any degree of justice without resorting
to profanity to make the point. Hopefully, the point is
made. As an aside, the sounds effects are good, especial-
ly the large amounts of speech.

In spite of the visual beauty, QB Club plays like a limp
sausage. Firstly, the responsiveness of the controls leaves
a lot to be desired. You basically press a button, and the
corresponding action is always a split second too late.
Secondly, the playbook is just too small and lacking in
strategy-invoking variety. Sure, some of the plays emu-
late the actual strategies of the real-life teams, but you
only get two or three of them; and the only 'variety’
available to you is the ability to select between good
hands, big blockers, and so on that doesn't really
change the plays at all. In other words, there’s not much
depth to the strategy. Finally, some of the Al in the game
is completely dodgy. For instance, you can pick a run
play on 4th and long,
and the CPU cornerbacks
won't even move
because they're waiting
for a punt.

In the end, QB Club is
best suited to newcom-
ers to NFL. Some critics
believe that its awesome
graphics alone make it
the best NFL game
around, but these are
the same people who
can't tell the difference
between a line judge
and a lineman. The
game's real let-down is
its lack of strategy and a
decent control interface.
Nevertheless, QB Club 99
is worth a look even for
hardcore NFL fans, even
if only to gawk at the
awesome graphics.



2

“'coming [soon
for Gameboy |

It was towards the end of the year 3000
that the Space Station Silicon Valley wandered back into the solar system. The
Silicon Valley project had been mankind's first attempt to produce intelligent, self replicating, evolving machines.
Too dangerous to be conducted on Earth, huge orbiting Space Stations were created to house
fabulously expensive new technology needed to grow robots. The flagship was named ‘Silicon Valley’.

It was built in the year 2001 and, seven minutes after being launched, it vanished...
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Body Harvest

-

MIKE AND MAL GO BUG CATCHING

TRAVEL ALL OVER THE COUNTRYSIDE

The Bloodbottler in "The BFG" claims that eating humans
is "quzzly and glumptious”. The aliens in Body Harvest
would probably agree. You see, this particular race of
aggressive aliens have had enough of that awful vacuum
sealed space food, so they've seeded various planets with
scrumptious lifeforms. That way when they're in the area,
they can come and harvest their crops, kinda like a cosmic
drivethrough. Unfortunately, the main course for this
rather ferocious race of insectoid aliens are... yep, humans.
Just as humans are nearing the brink of extinction in 2050,
a secret weapon - a time machine, reaches completion. The
future of the Earth is in the hands of just one man - Adam
Drake. In the role of the Drakemeister, players travel back

Unlike wine, Cam Shea believes this long delayed N64 title hasn't matured with age...

in time in an effort to head off
the alien invasion and change
the course of history. Drake
travels to Greece 1916, Java 1941,
America 1966, Siberia 1991 and
the Alien Homeworld in 2046.

GOTTA LOVE THE DRAKE...

Body Harvest is a curious
fusion of genres. Part action,
part adventure, and part RPC.
Drake must solve various puz-
zles in order to progress in the
game. These are generally
overly simple, like finding
dynamite to clear an obstruc-
tion in the path. still, some are
cool, like ferrying villagers in
the path of an active volcano
to another village. Drake can
enter many of the buildings
and talk to people.
Unfortunately, all the charac-
ter interaction is mind numb-
ingly dull.

Environmental interaction is surface level at best. Sure,
you can ignite torches on the wall, search through water
barrels, even bang a chest of drawers (like Fonzie bangs a
juke box) to get powerups. But that's basically where it
stops. Rooms have a barren, lifeless feel to them. Any
interactivity feels tacked on to the game, rather than
being an integral part. This feeling is compounded by
the linearity of tasks which is a shame considering the
large size of the maps.

Combat in Body Harvest isn't particularly entertaining
and there's a constant struggle with the controls. Most of
the time the auto aiming mechanism must be used
because aiming manually is haphazard. Drake can’t run



and shoot at the same time either which can be a
strategical handicap, although he can commando roll
to either side and do 180 rolls. Basically though, the
best technique is to stand in one spot, point your
weapon in the enemies general direction and shoot.
This doesn’t lead to compelling gameplay. Taking
vehicles into combat is better, since they provide more
manoeuvrability and any hits taken are absorbed by
the vehicle's armour. Not only that, but some types of
aliens can be run over. Drake can commandeer over 60
diverse vehicles, including jeeps, bi-planes, hover
tanks, boats and cable cars. The variety of vehicles add
replay value, as each handles terrain in different ways.

[HE BLOB’S BACK IN BUSINESS BABY!

The aliens beam down in teams, so there are many
different types of aliens, each with different abilities
and roles. Drone aliens ram buildings to force humans
out. Harvester aliens lay blob like entities that go after
the humans, trap them and bring them back to be har-
vested. Another alien is like a hopping proximity mine.
It bounces towards Drake and explodes on impact.
supposedly there are over so different types of aliens to
contend with. They're cool in design, it's just a pity that

i e

they're so easy to kill.

Unfortunately, it seems that only
Rare and Nintendo can really make the
Né4's hardware sing. Body Harvest's
graphics have that all too familiar
washed out low res feel. The game
engine suffers from clipping problems,
low frame rates and uncomfortably
close fogging. The fogging prevents
any appreciation of landscape design
and is disorienting. Constantly access-
ing the map only serves to break up
gameplay. The music is suitable B-
grade sci-fi fare, It sounds rather 16 bit
and lacks variety, but is context sensi-
tive, so the pace will shift depending on
the situation.

Body Harvest struggles unsuccessfully to convey a liv-
ing, breathing world. The level layout and general
design ranges from bland to inspired. Interiors tend to
be dull and samey. Some levels use interesting, unique
textures, but much of the design suffers from a lack of
character. Although the concept is great, the RPG ele-
ments in the game don't really work, and the combat
needs considerable tweaking. I can't help but think that
Body Harvest would be much more fun if the story were
the other way around. Who wouldn't want to play as
human devouring aliens?!

MAN, YOU REALLY BUG ME

Whoever designed Drake's
outfit either has a perverted
sense of humour, or is a bit of a
dufus. Remember the school

art of Bill and
urney? Everyone's
wearing p
suits that lc

tights.
Maybe the will die from
laughing too much...

AVAILABLE: Now
GATEGORY: adventure/shoot em up
PLAYERS: 1
PUBLISHER: Gremlin
PRICE: $99.95
RATING: TBA
SUPPORTS: Rumble Pak

Maps are huge, so there's
plenty of playing
time on offer

Not compelling due to
underdeveloped gameplay
elements.

VISUALS  SOUND GAMEPLAY

10 61 12

Originally scheduled for
release almost two years
ago, Body Harvest innovates,
but fails to live up to
expectations.

ib «Kd3dAH
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Wineout 64

Dan Toose, veteran of the F5000 Anti-Gravity racing league prepares for another season...

with the Né4
bout this, it's
be a mat-

than an unanimous dec
the whole world
There's the

that the p

offer a

nkly, the
X is just a
stupid number with
bearing on how f
vehicle is actually tra
the environment. Tr
design in Wipeout is far more
intricate and requires much
greater knowledge of the
track, and master
your air brakes.
easier to pi
straight o :
g re quite even. I'd
lipeout 64, but I'd be

gamers to give both
titles a rent to make their
decision, because it's a tricky
one.
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Not long after the
PlayStation was launched, Wipeout
proved to be one of the most exciting and original
games for the system, and Wipeout 2097 then bettered
it just over a year later, being perhaps one of the finest
examples in video game history of high production val-
ues and going all out in every department... from the
money spent on acquiring the music licences, through
to the metallic finish on every single page of the manu-
al... it oozed class. As a result of all this, we've been
swamped with questions about the release of a

Nintendo 64 Wipeout game, ever since the N64 was
released... and at last it's here.

Psygnosis have gone about ensuring that the latest
version of Wipeout is not just a long awaited port, by
offering a completely different set of tracks, new music,

new challenges, and most importantly, split screen
multiplayer racing. For those new to gaming,
Wipeout 64 is a futuristic racing
game, where you race very
fast anti-gravity vehi-

cles on tracks
that

really exploit
the nasty possibilities of
such a racing format. The visuals are
nice, with a little more popup than on the
Playstation, but slightly better textures as well.

Why has it taken this long to come across a Nintendo
64 game with great electronic music? Wipeout 64 comes
with eight upbeat, funky, techno tracks to race along to.
Someone out there used their brain and realised that loop
based music could be crammed onto a cartridge, and the

=OSITIOD

PoclS

-

CAN'T THE RTA BUILD A STRAIGHT ROAD FOR GOD SAKES!




result is excellent. Two of the tracks are done by Fluke,
and Propellerheads also chip in with "Bang On”".

The Nintendo 64 analogue gamepad makes for an
excellent controller with Wipeout 64. Taking long gen-
tle turns is a breeze, and feels perfect. Being rumble
pak compatible, this is also the first time Wipeout fans

=OSITION

=15

(. |

=S

can not only use their eyes and
ears to tell what's happening to
their craft.

VERY GHALLENGING

Like the PSX Wipeout 2097, there
are both tracks and vehicles to
unlock, giving incentive to play
through the various challenges,
which force you to use a certain
vehicle on a certain track, with vari-
ous weapons turned on or off.
There's also time trial and weapon
challenges, which focus on sheer
racing ability and weapons profi-
ciency respectively. Trying to kill a
certain number of opponents and
still finish the race on time is harder
than you may first think.

Wipeout 64 is an excellent racing
title, and if you've already got WO
2097, and enjoyed it, the new tracks and challenges will not
disappoint (although master players will probably only
really be tested by about a 3rd of the challenges). It's a
shame that the four player game is quite cut back and hard
to play, but played two player, it does make a good multi-
player game. Will we see Wipeout DC some day? Hope so...

Despite the coolness of the
whole concept, due to the
ture of the courses and the
speed of the game, Wipeout
64 has a few problems when
mes to delivering a great
split en experience. For
starters, once you go into a
split screen mode, the Néy is
forced draw a lot more
polygons, and this is not the
machine's strong area. As a
It, th ) is pre
ere, and while this is not
an issue in a i
class, it does p
em when you're going
you basical-
orners and walls
u hit them. Worse still

you very little in

f landmarks to

ere you're going. F-

or a better

multiplayer game if you're
after this sort of thing.

AVAILABLE: November

CATEGDRY: Racing

PLAYERS: 1-4

PUBLISHER: Psygnosis

PRIGE: §79.95

RATING: G

SUPPORTS: Memory and
Rumble Paks

PLUS
Split screen action is great
for two players.
Excellent music.
Fantastic feel to the
controls.

MINUS
Pretty hefty popup in any
non single player game.

4 player multiplayer is
disappointing.

6 «¥43IdAH
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Extreme-G 2

Mild mannered gamer Cam Shea sets the record straight on Extreme-G 2.

(ar Pos
g/3 o/8

i

GATEGORY: futuristic racing

PLAYERS: 1-4

PUBLISHER: Acclaim

PRIGE: $99.95

RATINE: &

SUPPORTS: memory pak

PLUS
Many tracks, good

multiplayer.

In need of serious
playtesting and better use of

Nintendo’'s hardware.

50 »HYPER

SLIGHT INCLINE AHEAD

Extreme G 2 is as poor a sequel as they come. It fails to
address any of the major problems that plagued the
original (of which there were many), and basically offers
only shallow improvements. This is clearly demonstrated
by playing Extreme G 2 for a while and then moving
back to the original. What is immediately noticeable is
that the Extreme G 2 has a lower frame rate, the same
close fogging and similarly poor gameplay.

The feel of the bikes in Extreme G 1 was sloppy. The
handling in Extreme G 2 is more responsive but somehow
lacks the all important precision. The way the bike inter-
faces with the track has also been altered. You are now
far more likely to end up facing the wrong way for
entirely trivial reasons. This simply shouldn't happen as
it's against the grain of Extreme G's "racing excessively
fast” gameplay ethic.

LAY OFF THE ACID

{aP ras
$ /3 g /8

UMM... A SEQUEL IS MEANT TO BE AN
IMPROVEMENT OVER THE ORIGINAL.

Graphically, Extreme G 2 is eerily similar to Extreme G
1. There’s slightly more detail, but still the same horribly
grainy quality to the visuals. Probe have improved the
weapon special effects, and the actual bike and weapon
designs are significantly better. These are surface level
improvements, however, and add nothing to the game.
The graphics engine doesn’t seem to really utilise
Nintendo's hardware, as Extreme G z chugs along at a
noticeably poor frame rate, and slows down further when
there’s considerable action on screen. Extreme G 2 cer-
tainly has a higher top speed than Extreme G 1, but the
slower frame rate is a questionable tradeoff.

Extreme G 2 has a generous twelve tracks in all, with
each having three variations. The tracks are less colourful
this time around and the path can be very deceptive to
follow. Although there are sections that are entertaining,
much of the track design seems to revolve around hiding
the fogging rather than providing innovative courses.
Thus, there are constant sharp twists and turns, and none
of the gracefully arcing drops and rises as seen in F Zero X.

USING MONKEYS AS PLAYTESTERS MAY SAVE MONEY, BUT
WILL ONLY END IN TEARS.

Extreme G 2 has many instances of remarkably poor
track design. For instance, there are several ramps
placed so cunningly that going
off them relatively fast results in
crashing into an overpass. Design
elements like this are common
and reduce the incentive to play
on. Even so, the splitscreen option
is quite good, and along with the
standard single race/tournament
options, features an improved
tank battle mode.

Extreme G 2 ends up feeling like
a poor Wipeout clone... again.
Indeed, just as the Wipeout series
moved from a trancey soundtrack
to a drum’'n'bass soundtrack for
it's second installment, so too has
Extreme G. Wipeout was an inno-
vator, carved from solid creativity.
Extreme G 2 isn't. Pseudo sequels
like this are an insult to the gam-
ing populace’s intelligence. Do
yourself a favour and pick up
Wipeout 64 or F Zero X, as they
both stomp all over this game.



Set new speed records and rack up
kill counts on the 12 fastest tracks on

Take yaur pmk from 12 combat racing
machines tooled up and ready for mayhem!
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Go high with jumps and stunts al
60 plus 3D-accelerated frames per
second, and land hard with force feed-
back-enhanced collisions and combat!

over 10 futuristic weapons and shields.

" DETHRARZ

\ www.melbournehouse.com/dethkarz

[ Race fully loaded for combai with J

Proudly distributed by
ROADSHOW
INTERACTIVE
5 www.games.village.com.au
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B-Boy meets B-Ball as

AVAILABLE: Now

CATEGDRY: Basketball simulation

PLAYERS: 1-4

PUBLISHER: Acclaim

PRIGE: TBA

RATING: 6

SUPPORTS: Memory Pak

High resolution visuals,
suitable for any level of
realism.

Commentary off the mark,
Jam mode not guite as
extreme as in days of old.

VISUALS SOUND GAMEPLAY

NBA Jam ‘99 rejuvenates the
series and is easily the best
N64 basketball titie
currently available.

takes on NBA Jam (E99.

Ahh... NBA Jam. [ have fond memories of playing mul-
tiplayer NBA Jam on the SNES. The speed-fuelled arcade
play style, crazy dunks, cool cheats and sense of humour
kicked serious booty. Over the years though, my enthusi-
asm for NBA Jam and it’s derivatives has waned severely,
and it's rebirth onto other consoles passed by without a
care. Indeed, the old NBA Jam style of play may never
succeed again outside the arcades, and Acclaim realise
this. Thus, NBA Jam ‘g9 represents a radical departure in
play and graphical style for the series.

NBA Jam '99 has shifted from the old two on two, to a
five on five matchup in an attempt to be a serious con-
tender. Indeed, no expense has been spared. All 29 NBA
teams with authentic play styles and exact representa-
tions of their arena floors are here. Players can dribble
their way through the actual 1998-99 NBA schedule, or
jump straight to the playoffs. Season length and sched-
ule can be altered. Players and teams can be created,
and the team's play style customised. For those interest-
ed in management options, there's the ability to trade,
draft, sign and release players in a more egalitarian sys-
tem than any other basketball game.

The level of realism within the game is adjustable in
every way, including player fatigue, injuries and penalties.
There's also a play calling feature that includes a selection
of around so offensive and defensive plays. Even classic
NBA situations from the past can be replayed. All the
options are here so you can play how you want to play.

There's even a Jam mode for some
old-school frivolity - the ball has a
weird trail effect, dunks are over the
top, and anything goes. Fortunately,
in spite of attempting to cover every
style of play from arcarde to simula-
tion, NBA Jam '99 does play a good
game of basketball, and it looks
superb to boot.

More than 300 NBA players are
included with real faces and pro-
portional sizes. Some even have
their own signature moves. Iguana
West have motion captured more
than 500 moves for the game, so the
animations are nice and smooth. The

real icing on the cake is the graphical detail and crispness.
NBA Jam 'g9 runs on the same high resolution engine as
NFL Quarterback Club '99. As opposed to most Néy titles,
everything is sharp and defined. Player skin textures are
smooth, the courts look fantastic, and player motion is
smooth and realistic. There are plenty of little touches like
reflections on the court from player's shoes and from the
ball as well.

Perhaps the only let down in NBA Jam g9 is the com-
mentary. Whilst the quality of sound is reasonable,
you'll get thoroughly sick of hearing the same calls over
and over. Often the commentary is inappropriate and
sometimes completely inexplicable. For instance: "He
rides the magic carpet in for two”, "With no regard for
human life”, "He's playing tennis”, and "He's going
mad, he's got mad cow disease”... hmm.
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Madden NFL 99

Kevin Cheung lines up to rush Gridiron King-Commentator John Madden.

AVAILABLE: Now

GATEGORY: Sport

PLAYERS: 1-8

PUBLISHER: Electronic Arts

PRIGE: $79.95

SUPPORTS: Dual Shock

PLUS
Madden’s strategy level is
without peer, making it a

superlative NFL sim.

MINUS
Choppy graphics and
hardcore appeal. Free

agency sucketh hard, even in
a videogame.
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MEN IN TIGHTS

As a dedicated follower of the Madden series since the
Megadrive days, the very notion of a polygonal Madden
game is tantamount to blasphemy. The Né4 had already
committed such an act with Madden 98, and it amount-
ed to being disappointingly sub-par. One would think
that the lesson would be learned there. Yet here [ am sit-
ting with another 3D Madden incarnation. Surprisingly,
this one is actually good.

REAL-TO-LIFE NFL SIMULATION

What we have, first of all, is classic Madden strategy
with a few changes. The play selections remain quite
huge, offering all of your basic offensive formations with
flip and linemen variations; as well as defensive plays
that adequately cover the oft neglected nickel and dime
formations. The supposed drawcards to 99's play system
are firstly the custom playbook and secondly that the
default playbooks are team-specific. That is, they reflect
the styles of each team, so the Miami Dolphins won't ever
get run-crazy and you can count on the Colts having
trouble in the air.

There are several problems to complain of in this
department. Firstly, there appears to be less plays avail-
able than before. Previous Madden games offered option
of sending on specialists such as ball-handlers. In g9,
these features are gone, taken with it a grander element
of strategy. This might be explained by the initially
novel team-specific playbook, which eventually

becomes a tad frustrating. For instance, the game won't
allow the 49ers to use a shotgun formation because it's
supposedly not what they do. Sorry, but I know fora
FACT that they do, I've seen it on TV, and so have several
million other fans in the US.

GAMEPLAY THAT COULD’VE BEEN, BUT WASN'T.

When the game is set in motion, these problems are of
secondary importance. In polygonal form, Madden g9 is
a vast collection of real-life stadiums and motion-cap-
tured players who juke, tackle, and charge in frighten-
ingly realistic fashion. The polygon count might be a lit-
tle low, but that's understandable given the huge geom-
etry taking place on screen. The sounds are also of great
quality, especially the realistic crowd samples that roar
in Dolby Surround glory.

The use of polygons has opened up so many new
gameplay possibilities that no other game has ever done.
The cameras are close-up and low to the ground, which
is perfect for passing and realistic for running. It's a
shame, then, that there aren’t as many new offensive
manoeuvres as you'd want, particularly the ability to
under/overthrow a receiver. For that reason, the game-
play is stacked heavily in favour of the defence.
Unfortunately for the defence, the cameras are so close
up behind the quarterback before the snap that it’s
impossible to read what kind of play it's going to be.
This is mostly compensated by the ability to shift your
linemen and secondary.

In the end, many of the problems ['ve pointed out are
more pedantic than realistic, given that I'm such a hard-
core fan of the game. It's probably more realistic to say
that the frame rate and loading could have been tweaked
a little more. Nevertheless, Madden 99 remains the best
NFL sim anywhere. Forget Gameday 99: it might have
prettier visuals, but it has nowhere near the strategy;
and Gameday's automated commentary can't even get
the team names right, much less sound as charismatic as
John Madden.
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REVIEWS PLAYSTATION

Breath of Fire 3

No, this is not a game about eating KFC's hot n’ spicy chicken. Kevin Cheung explains.

One of the funny things about Final Fantasy 7 in
Australia is that most people have never bothered to ask
where the previous six are. It's funny because prior to
FF7, the Australian market had only dabbled a little in
the console-RPG scene with games like Zelda and Secret
of Mana. Games like Breath of Fire, Dragon Quest, and
even Final Fantasy were, in those days, completely
unknown to us. I'd wager that many of them still are.
Nevertheless, Australian distributors have grown to
realise that there's money to be made in the RPG genre,
which is why Breath of Fire 3 is coming down under even

The game combines polygonal environments with
lush textures and animated sprites, viewed from a
three-quarter perspective that can be rotated to a limit-
ed degree. Visually, BOF3 can easily be accused of look-
ing snessy, but take it on good advice that the SNES
never produced 2D effects this good. The environments
are furnished with pleasing detail and it never gets
pixellated. It's unfortunate that the characters them-
selves are so lacking in animations. Most of the time,
they just sit there lifelessly and let the text scroll by,
flashing their swords only when you've told them to.

And speaking of text, the programmers should be
soundly beaten for
not giving us the
ability to skip or at
least speed up the
rate at which the
text scrolls by. Word
of advice: set it to
‘fast’ when you start
a new game. The
other aesthetic cate-
gory, sound, is a
collection of stan-
dard effects accom-
panied by an oddly
‘lounge’ arrange-
ment of music,
which is sometimes
annoying.

though most of us have never seen the previous two.

AVAILABLE: Now NEW LITTLE FEATURES.
GATEGORY: RPG BOF3 doesn't offer
PLAVERS: 1 much that’s new for
PUBLISHER: Capcom seasoned RPG fanat-
PRICE: $79.95 I'M TELLING YOU, IT WAS *THIS* BIG! ics. But for newcom-
RATINE: § ers, such as those
SUPPORTS: Memory Card who started on th1‘s genre with FF7, there are some note-
worthy features. Firstly, every character can actively
PLUS ] learn the attacks of the enemy, and there is a gene sys-
Great story, and the ‘ tem that allows you to combine the powers of various
gameplay is simple, laid- dragons. During exploration, you can swap controls
back, and easy to enjoy. between other characters who appear simultaneously on
# screen. The latter is a bit of a dummy feature, though,
MINUS s since the turm-based battle system negates the possibili-
Inappropriate music, poorly ty of putting your characters to active use like in Secret
designed text system, and of Mana.
generally lifeless sprites. Overall, hardcore fans will find it a little ordinary, but
most others who give it a try and get into the great sto-
ryline will find it very likeable.

YOU WERE THE BAD GUY?
BOF3's premise is interesting. You start out as a
quiet, withdrawn little boy of unknown origins who
winds up working for a couple of street kids who make
a living out of thievery. Before anyone exclaims ‘what
the Dickens’ and dismisses this game as an Oliver
‘pulls-at-the-heartstrings’ Twist game, it turns out that
you belong to an ancient race of beings who once tried
to take over the world. The game then becomes a quest
for the truth behind your past as you seek out your old
companions and slowly uncover a wicked conspiracy of
unspeakable evil amongst the nobles of the realm.

A solid piece of work that
‘won't break any new
records, but is entertaining
nonetheless.
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PLAYSTATION REVIEWS

‘Rogue Trip

It's a bit hard to be an auto-vigilante with only a skateboard, but Cam Shea will give it a go.

HOW IS THIS A TOURIST SPOT?

Turns out that the year 2012 is going to be a biggie for
Humanity. According to Terence McKenna's Novelty theo-
ry, on the 21st of December history will end, and
Humankind will encounter some kind of transdimension-
al object. This may not be such a bad thing considering
the picture that Rogue Trip paints for the world by this
time. Essentially, the Earth has become a desolate waste-
land crippled by pollution, radiation and greed. A ruth-
less kingpin known as Big Daddy has monopolised the
vacation industry by securing the only pristine sites left.
Only the exceedingly wealthy elite can afford to take a
vacation Big Daddy style. Everyone else must simply
dream of escaping the poverty and scum, or hire an
automercenary to take them on a highly illegal party
crashing tour of Big Daddy's resorts.

THE TOURISM INDUSTRY GETS NASTY

As one of these insane automercenaries, you'll need to
pick up a tourist and take them to various photo oppor-
tunities in the levels. The twist is that other psychos are
out to steal the tourist away from you and put you out of
the business... permanently. So, in a cool new twist on
the car combat genre, Rogue Trip involves not just taking
out the other drivers, but trying to keep the tourist and
earn valuable cash with which you can heal yourself and
upgrade your weapons. If the tourist is snatched away,
you can get him back by shooting the appropriate vehi-
cle with an eject powerup. This sends the parachute clad
tourist high into the air, and literally up for grabs.

THE TWISTED METAL TEAM TRY TO TAKE THE GROWN BAGK
FROM VIGILANTE 8.

Rogue Trip is commendable for trying a different
approach, but the execution is substandard. The battle to
get the tourist, keep the tourist and take the photos with-
out dying can be extremely tough. This wouldn't matter
so much if the environments weren't so lame. Level
design and graphics are really dull and far from com-
pelling. Plenty of secret areas and destructible objects do
little to hide the absence of creativity in both setting and
design. The developers also seem to have forgotten the
premise of the game when designing the levels. If these

are exclusive holiday destinations then the rest of the
world must just be a gigantic soggy turd, because I sure
wouldn’t pay exorbitant amounts of money to go to a
post apocalyptic New York.

The selection of vehicles and characters are pretty cool,
and combat is good but there's nothing that doesn't
invoke deja vu. The vehicles handle unpleasantly, as they
react instantaneously and don't seem to have any sus-
pension. Rogue Trip fails to inspire visually either and
comes no where near Vigilante 8 in style or sophistica-
tion. In fact, despite the gameplay twist, Vigilante 8 is
far superior in all areas. Of note, however, is that the link
cable can be used for four player games, which would
certainly be a lot of fun.

AVAILABLE:

GATEGDRY: Car combat

PLAYERS: 1-4

PUBLISHER: GT Interactive

PRICE: TBA

RATING: TBA

SUPPORTS: Link cable, Dual Shock

PLUS
Auto-vigilante tourism is a
cool idea.
Supports link cable.

Gameplay doesn't
come together.

T9 ««¥43dAH
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0f all the things

ABE - THE WORST POSTURE IN THE HISTORY OF VIDEOGAMES

The Sligs are back, baby! That's right, Abe, the
unlikeliest hero who rescued all g9 of his fellow
Mudokens from Rupture Farms, has returned for a new
adventure called Abe's Exoddus. In this little tale, Abe
has been visited by the ghosts of his forefathers, who
explain to him that the evil Glukkons are using blind
Mudokens to mine and otherwise dig up their remains.
Fuelled with a desire for truth and justice, Abe sets out to find
the bones of his elders, and winds up embarking upon a
grand quest not only to bring peace to the spirits of the dead,
but also to release all the Mudokens who have been enslaved.
For those of you who don't know about Abe (you'd prob-
ably think that was the most outrageous paragraph of text
you've ever read), Abe was the star of a massive revival in 2D
platform gaming last year, taking the form of Oddworld:
Abe's Oddysee. The original game was a masterful combi-
nation of lush 2D animation, awesome other-worldly graph-
ical designs, wickedly brain-teasing platform puzzles,
water-tight controls, and good clean home-cooked
entertainment for the whole family. The fan-
tastic FMV sequences and off-beat humour
- such as the farts - helped a little as
well. Abe's Exoddus brings all of that

ﬁ- high quality stuff back - fart move

included. Some of the buttons
have been changed around and
Abe seems to have a larger
vocabulary at his disposal, but
generally, the game looks
exactly the same and as good
as its predecessor.

On that fact alone, I was prepared after playing the
game for five minutes to write off Exoddus as a case of
‘more of the same’. However, to judge the game on
appearance alone would be entirely wrong. You see, the
magic of Abe is in the game's ability to challenge us with
new graphically-based puzzles, which of course is limit-
ed only by the programmers’ imaginations. On that
aspect, Exoddus does not disappoint.

Firstly, Exoddus provides brand new puzzles to solve,
which is a must for any sequel of this kind. Secondly,
Exoddus provides a host of brand new characters in addi-
tion to the usual scrabs, sligs and paramites, which
introduces a great new set of dynamics and strategies in
tackling the puzzles. Thirdly, Exoddus introduces differ-
ent types of Mudokens such as blind, sad, sick, angry, or
just plain silly from inhaling too much happy gas. This
demands even more strategies in tackling the game. For




instance, when directing a blind Mudoken towards an you get to randomly tear about
escape ring, you actually have to take note of the fact the area, blowing things up and
that it is blind and it doesn’t know where it's going, and  not caring about the conse-

it will keep on walking straight ahead unless you tell itto  quences. All credit should go to
stop. As compared to its predecessor, Exoddus is a much ~ the programmers for providing
deeper and complex game, making it a worthy sequel in  these changes in pace, as they
spite of the same-ness of the graphics and sound effects.  give us gameplayers a nice emo-

One of the main complaints from gamers about the tional break from the oft immersive } .
original Abe, though, was that it was too damned cere- and serious mood of the game. ====
bral or difficult to pull off. While Exoddus nevertheless However, this new gameplay feature ¥ "3
remains on the difficult/cerebral end of the scale, the comes at a very slight price. You see,
level designs contain a notable change in focus from many of these high-action sequences
pure brain-power to explosive mindless mayhem, where involve over ten animated sprites run-

ning around on screen, accompanied
perhaps by many explosions in the
background, which results in the odd

bit of slowdown. Ordinarily, this would
not matter in most other games. In Abe,
however, timing is absolutely crucial,
meaning that tight controls must

always be maintained. The slowdown
obviously detracts from that goal, but not
by much.

There would now be two final questions beg- AI.I[“NAIIV[S

ging at the lips of every game player: is There is, quite frankly,
Exoddus worth buying? And how is itas a no game out there that
matches the raw 2D plat-
forming quality of Abe's
Exodus, save perhaps
's Oddysee. If Abe is
ebral for you, and
you're into more action-
oriented platform games,
then Wild 9 might suit you
better.

AVAILABLE: Now
CATEGORY: 2D Platforms
PLAYERS: 1.2
PUBLISHER: GT Interactive
PRICE: TBA
RATING: &
SUPPORTS: Memory Card

PLUS
A great new adventure
bringing back everything
we loved in the first place,
plus more.

MINUS
A bit difficult for some.

VISUALS SDUND GAMEPLAY

ROCK AND ROLL 91 Ba aa

sequel? By itself, Exoddus is a fantastic game. It might nvinlll

be a little brainy, and it will certainly be too hard for
some people, but most everyone will find something to
love in it. As a sequel, Exoddus is a very worthy addition
Could be accused of being a
rehash, but as soon as you

to the series. The only people who won't like Exoddus are
play it, you're hooked.

the people who didn't like the original Abe. For the vast
majority of us who loved it, Exoddus is 2 CDs long. Added
with the new puzzles, characters, and Mudoken interac-
tions the game is sure to provide many hours of mind-
bending entertainment. Definitely a top buy for true
lovers of platform games.

£9 «d3dAH
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20 Grande

|2
»

r.h.-m

Compute for the fosies! time by skillfel
dribbling the ball arsund the red cones

AVAILABLE: Now

CATEGORY: Sport

PLAYERS: 1-2

PRICE: TBA

RATING: &
PLUS

Excellent challenge mode,
addicitve gameplay.

Limited arcadey appeal.
A tad easy.

80 75 79

Not hard to like, though
getting used to the fixed
perspective is tricky.

64 »HYPER

After a quick perusal, tliot Fish was hooked by that Namco magic. ..

Most soccer games make you feel
as though you're directing the
action from the Whitman's balloon,
or tied to the underbelly of a large
pigeon with the godlike power of
possessing the central nervous sys-
tem of any player you so choose.
Whilst this is fun for soccer freaks
who are into playing thoroughly
realistic strategic games, it's a bit
daunting for the casual gamer who
likes the sport but doesn't want to
read pages of stats and be required
to do everything bar slice the
oranges. Libero Grande is the
PlayStation port of the Namco
arcade game, and it's a godsend for
those of you who are after a quick,
entertaining game of soccer with an

all-new twist. THE

LET'S FOLLOW THE YELLOW ARROW!

HE SHOOTS, HE SCORES!

Cet this. In Libero Grande, you play as only one mem-
ber of an international team, and play through every
match from the perspective of that player. No player
switching, no plethora of camera angles and next-to-no
realism. This is a good thing, and it works surprisingly
well. Playing from the third-person is confusing at first,
but the game is engineered to be played this way, and
once you suss out the controls, you'll slip into the
rhythm of the game. By keeping the X button depressed
(you know, telling it how hopeless it is) your player will
always "track” the ball, so you never get lost on the
field. The action is fast and furious, and if you desire,
you can simply charge down anyone with possession
and use some footwork to take the ball off them. Libero
Grande is for the gamer who just wants to score, score,
score.

Various buttons will order your teammates to pass the
ball to you, tackle an opponent or shoot for a goal, so
there is a small amount of tactical play. Most of the time

GOALIE'S DISTRACTED BY THE CUTE REF

though, you'll just be getting
them to pass the ball to you,
50 you can attempt to take it
all the way down the field and
slam it into the back of the net
yourself. You will find that the
opposing teams eventually
get harder to the point where
you are forced into playing more as a team, which is
excellent. However, Libero Grande is arcadey enough for
you to simply charge and shoot your way through a
match.

A nice addition is the player challenge mode where
you can try out a variety of cool soccer skills in an
attempt to beat current records. From dribbling a ball
around witches hats to trying to hit a target in a net and
learning how to curve the ball, this is one of the most
addicitve things about the game.

There is also a two-player mode where you can either
team up or play against each other in a speedy aggres-
sive exhibition match. Impressively, there are an amaz-
ing range of moves your player can perform, and the
game adheres quite realistically to actual real-life rules -
though you can turn them all off. All up, Libero Grande is
fun, addictive and succeeds remarkably with it's unique
one-player third-person take on the soccer sim. Just
beware that it's arcade origins have dictated an unfortu-
nately easy game and the novelty could wear off rather
quickly. Recommended though.
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I's here! The racing game that makes the
others look like a drive in the park. Half amimal, half machine these cars are ready to rip the roads to shreds. In a no holds
barred adrenaline charged speed fest, you can take on 4 players on spiit screen on the PSK and N64 with muiti player

mayhem on the PC. Staggering 3D graphics and sheer driveability make $.C.A.R.S. a game that will really leave il’s mark.
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The Unholy War

Kevin Cheung goes the full tonk in Archon 98... err... Unholy War.

Unholy War has practically
no competing alternatives,
save Front sion 2, Final

\ n (not a

Kartia, whi
able in Ja

AVAILABLE:

GATEGDRY: Strategy/Action
PLAYERS: 1-2

PUBLISHER: Crystal Dynamics

PRICE: $89.95

RATINE: &

SUPPORTS: Dual Shock,

Memory Card.

Turn-based
strategy battle
games are far and
few between on
the PlayStation,
probably because
they've literally
been overrun by
their real-time
equivalents. This
is unfortunate, considering the immense popularity of
the genre on the PC. As such, a game like Unholy War is
always a welcome surprise. The question now is whether
or not this game plays as well on a console as its PC
counterparts usually do.

The attention to technical
detail will get you hooked.

MINUS
Not exactly ‘great’ strategy

compared to other games.
The average execution
doesn’t help much either.

MY GUYS VERSUS YOUR EUYS

Unholy War pits two main warrior clans against each
other. You have the Arcanes, who are a bunch of peace-
loving wizards, swordsmen, and monsters with immense
destructive powers; and the Technos, who are a collec-
tion of cybernetic warriors. The object of both clans is to
claim dominion over the land of Xsarra. Seeing as nei-
ther side is willing to compromise over the territories, it
seems as though one clan will have to be completely
wiped out for there to be any re-establishment of peace
to the realm.

»HYPER
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YES. THE ROBOTIC FROG OF DEATH.

In gameplay terms,
this puts you in control
of several units on a
hex-based map, each
unit possessing unique
powers and attributes.
While on this chess-
board, you can cast all
sorts of spells like heal-
ing, attacking, spawn-
ing, and so on. When
you get close enough to
an enemy unit, the
game enters a real-time
3D combat zone where
the two units fight it out
with each other.

THE BEAUTY’S IN THE
STRATEGY

Graphically and
aurally, Unholy War
can't be said to have been executed brilliantly. The poly-
gon counts are a low and the backgrounds are sparse,
but the game gets by with smooth textures and lots of
individual character designs that animate well and have
their own distinctive charm. It's a shame, then, that the
real-time battle controls are so loose. The programmers
probably wanted to create the feeling of fast-paced
action, but the experience ends up being imprecise at
times frustrating. The execution is therefore, at best,
above average.

However, if you play a few levels into Unholy Wars and
get to know it better, it is an absolutely enthralling
game. Every unit-type has vastly different energy and
ammo attributes, special weapons, weaknesses,
strengths, movement abilities (such as flight), and so
on. With a little time, you'll find yourself meticulously
planning the movements and positioning of each war-
rior, making sure that your healer is close enough to
everyone, backing up each front-line warrior... this is the
what 'real’ strategy games are about.

Unholy War is not what you'd consider a hardcore
strategy title. The real-time battle sequences were
designed to appeal specifically to action buffs who enjoy
mindlessly blowing things up. That’s why there’s a sepa-
rate Mayhem Mode. But aside from that, Unholy War will
no doubt eam itself a cult following, as it's a game that
will appeal to almost everyone.




TOCGA Touring Gar Championship 2

PLAYSTATION REVIEWS

Serious Racing critic Simon Bailey didnt have many criticisms to make of Toca 2.

Ohhhh myyy Godddd!!! How
the hell do they do it? Let me be
the first to boast that the best
Touring Car racing game for the
PlayStation just got better! And
I'm not just talking of a minute
change in vehicle polygon count,
or one more 'Bonus’ track. I'm
talking some Major League
improvements here that make
you wonder just where
Codemasters can possibly go
from here!

To start with, this is not just a
game that simulates the UK's
2nd most popular form of motor
sport, but a game that whacks
you smack-bang in the middle
of the auto racing lifestyle! Let
me elaborate.

-

o

EVER FEEL LIKE YOUR PERSONAL SPACE IS INVADED?

First, the actual Touring Car Racing side of the game is
basically the same as TOCA 1, but has been updated with
all the official 1998 teams and drivers. 8 cars to choose
from, 8 ‘real’ tracks to race, with a further g being
unlocked as you progress through the game. But the real
genius in this new incarnation lurks in the 'Support Car
Championship’ Mode. What are Support Cars? Well, held
before all motor racing events on this fine planet are,
short, sprint type races known as support races, in which
the young, up and coming Schumacher's and Hakkinen's
(as well as the wealthy 35-60 year old) show their stuff.

GOOD SUPPORT

In Support Car Mode you race against cars that are all
the same make and model. You can start with either a
Ford Fiesta production car, or go for the more driver ori-

ented Van Diemen Formula Ford. From these two classes
you can progress, by accumulating enough points that
is, to further categories such as the High-powered Lister
Storm or Jaguar X]-220 series. Anyway you cut it, there is
some serious fun o be had mastering this game. The
handling on all the cars, especially (I can’t really explain
the fuzzy feeling I got when I first raced them) the
Formula Fords is pure silk. You can throw the car around
and it will just smile and go wherever you want it to go. |
love that!!! This new feature alone is enough to distin-
guish it from its older brother and warrant immediate
purchase.

Another cool feature of TOCA 2 is the test track. Here
you can select any car you want, including the support
cars, and go for a hoon around any one of 5 variations of
the purpose built half dirt, half bitumen, test track. This
is major fun in the wet!

&-PLAYER, SPLIT-SGREEN THRILLS AND SPILLS!

The rest of the game consists of the standard time
trial, arcade and 2-player mode. This time you can
actually have a 2-player championship, competing
against all the other computer controlled cars.
Codemasters have also included a multi-player link-up
mode, where you can join 2 consoles together for all
together I'd have to boast that this game is quite amaz-
ing, and with nearly every conceivable idea included it
comes ever so close to being perfect. But we all know
there’s no such thing.

AVAILABLE: Now

CATEGORY: Race Driving

PLAYERS: 1-4 Link-up

PUBLISHER: Codemasters

PRIGE: $89.95

RATING: &

SUPPORTS: Dual Shock, Steering
Wheels, Link-up,
Memory card.

Totally ingenious game

modes provide a great

learning and awesome
longevity.

Analogue control is a bit
touchy. Fairly hard on your
neck after 5 hours straight!

you don’t buy TOCA 2.. v#i-'r_o-
a bloody idiot! -
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ool Boarders 3

The darling of the ‘Aspen turtieneck skivvy society, Cam Shea, needs a serious lesson in cool.

Choose Board

AVAILABLE:

GATEGORY: Snowboarding

PLAYERS: 1-2

PRICE: $69.95

SUPPORTS: Dual analogue
controller

Options and secrets galore,
Plus, has funky street style.

Need more two player
options, the music blows
chunks, and tournaments
can be very demanding.

The Cool Boarders series :
~ finally e fage.

There's no business like
snow business at the moment
on PlayStation. Snowboard
this and snowboard that
seems to be the catchcry as
snowboarding games con-
stantly materialise from the
development ether. Given the
success of the Cool Boarders
series, it comes as no surprise
to see a third installment.
Cool 3 isn’t so much a sequel,
however, as an entirely new gaming entity, as UEP
Systems have handed development duties over to Idol
Minds. Fortunately, whilst retaining the arcade emphasis
of previous Cool Boarders titles, Cool 3 is a more mature
and complete package.

NO, IT LOOKS GREAT!

Gamers familiar with Cool 2's "look ma, I've built a
snowboarding run out of lego” graphics engine, where
slopes were constantly splitting at the seams, and riders
were blocky low polygon models will really appreciate
just how tasty Cool 3 looks. The riders are gourard shad-
ed and well animated, and the terrain undulates
smoothly and realistically. The engine is good, allowing
reasonable viewing distance, as well as conveying the
sensation of speed. Control of your board is also solid.
The control configuration is quite intuitive and now fea-
tures a railslide button for all those fallen trees, logs,
pipes and benches just waiting for a radical dude to get
busy on, as well as introducing the ability to punch
opponents on either side (a la Road Rash).

Cool 2 was characterised by raw speed, deviously nar-
row, windy sections of steep track, and tricks of her-
culean proportions. Cool 3 has drastically different
gameplay and course design. Tracks feel more like trail-

START FLAPPING THOSE ARMS DU

blazing, as there are multiple branches and the path is
often quite wide, allowing many different racing lines
and death defying runs. Cool 3 also succeeds where Cool
2 failed, in creating competitive opponents that are fun
to race against. Splitscreen play is worth a look, but rac-
ing feels a lot slower and there is no tournament mode.

SLOPE STYLE TESTS YOUR DOPE STYLE... YEAH BOVEE.

Cool 3 is quite a comprehensive snowboarding experi-
ence, and you'll need to be proficient in several areas to
successfully unlock all the mountains and secrets. Cool 3
has at least six mountains to conquer, each with six
events. Win a tournament on one mountain and you'll
unlock the next one. Tournaments consist of racing in all

2
BIG LOG JOKE GOES HERE

six events: downhill, boarder cross, slalom, half pipe,
big air, and slope style. Each tests the boarder in differ-
ent ways, the aim of slope style, for instance, is to accu-
mulate the most points in a freestyle stunt session down
a course littered with railslides, obstacles and jumps.
Each event is explored in full across the six mountains,
so even all six half pipes are distinct in design. With such
a commitment to depth and variety, as well as excellent
visuals and riding feel, Cool Boarders 3 comes highly
recommended.
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AVAILABLE: Now

CATEGORY: Action/Adventure

PLAYERS: 1

PUBLISHER: Capcom

PRICE: $79.95

RATING: &

SUPPORTS: Memory Card

PLUS
Anime-style plot with easy-
going yet addictive action.

Seen it all before,
and the voice acting is
pretty bad at times.

VISUALS SOUND  GAMEPLAY

87 719 83

A great action title to breathe
yet more life into everyone’s
favourite blue bomber.

Dedicated fans of the Megaman series will be in for a
bit of a shock: Megaman has no helmet, and he has hair.
Not only that, but gone are Doctor Wiley and his band of
merry robots. Replacing them is a new all-encompassing
storyline that will appeal to the insatiable thirst of anime
fans out there. You see, the planet is covered almost
entirely by water. The societies getting by on the islands
left behind are surviving by digging up old technology,
literally, from the ground. In particular, they're looking
for power sources called quantum refractors. Megaman's
role in this world is that of an adventurer, helping a
young lass named Roll find her parents whilst at the
same time looking for the fabled Mother Lode, which can
supposedly solve the world’s energy crisis.

ANIME TOMB RAIDER?

The game begins with a simple quest in a tower where
you are looking for a refractor. From there, the game
plays out in a scripted fashion where you explore, run,
jump, shoot, and climb your way through vast polygonal
environments. Various goals and sub-quests must be
accomplished to unlock certain areas, and the plot even-
tually reveals itself along the way. What's amazing about
Megaman Legends is the sheer size of the environments
and the and attention to detail. For instance, the town at
the beginning of the game is unbelievably large and
lavishly detailed in its depiction of every minute pecu-
liarity of the buildings and the people walking around.
Heck, the streets are so hectic you can even get hit by a
car! Granted, some cynics will say that the graphics are
too simple and a little pixellated, but if you consider the
fact that Capcom’s intention was to create an anime-
style game, the graphics are actually spot on. Megaman
Legends is by no means meant to look anything like
Tomb Raider, even though the controls are similar.

That brings us to the gameplay, which is best

described as Tomb Raider without
the cumbersome and sluggish rota-
tion controls. Megaman moves
around quickly and smoothly, even
though the screen jerks around a
little; and the game offers the abili-
ty to upgrade your weapons and
use other special tools of mass
destruction. The combination of
quirky plot with your personal
involvement in Megaman's devel-
opment is a nice combination in
keeping you hooked to the game.
Although the focus is more on the
shooting/fighting elements as
opposed to TR's exploration and
timed acrobatics, Megaman
Legends is actually a very decent, if
not superior alternative to the
'more hype than substance” adven-
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PINK ISN'T SUCH A FIGHTENING COLOUR

tures of Lara Croft. It's a pity Megaman isn't endowed
with quite as large a star status.

At the end of the day, Megaman Legends isn't what
you'd consider to be a ground-breaking game. It's all
been done before. What sets it apart from the rest is,
firstly, that the gameplay is executed very well com-
pared to its competition, and secondly it has a good on-
going plot to bring meaning, flow, and continuity to the
game. Some games don't even offer that. As such,
Megaman Legends is recommended for fans of the series,
anime fans, and those who are looking for a nice spot of
adventure.

AHHH SNOT ROBOTS!
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Colony Wars: Vengeance

If they had included a Death Star, Eliot Fish would declare this PlayStation game of the year...

The tables have turned.
It's 100 years after the
setting of the original
Colony Wars, and this
time you're flying for the
Colonial Navy, thirsty for
vengeance after being
weakened by the League
and caught in a struggle
with opposing tribes. Re-
emerging again as a mili-
tary force, the Navy re-
opens the warphole and
you're back at war with
the League. In fact,
you're attempting to find
their homeworld in the
Gallonigher system, and
you're still led by Kron
who works for the Navy.
Whilst the original Colony
Wars was top stuff, and a delight for console gamers
hungering for a space combat sim, it still had room for
improvement. Now is it just me, or is Colony Wars:
Vengeance something more than just a tweaked
sequel...?

BIG-BADA-BOOM

If Colony Wars tickled your goolies, then Colony Wars:
Vengeance is going to blow your mind. From the get-go,
this is superb stuff, and truly an example of masterful
programming. If you didn’t believe a decent space com-
bat sim could be achieved on the PlayStation, then get on
your knees and start singing “Halleluliah!” because this
is the best console space-sim ever. Whilst Colony Wars

YOUNG INFANT RESCUE SQUADRON

»
AHHH, THE DATE OF boom!

was certainly good, CWV manages to improve on it so
greatly, that you’ll want to play this sequel even if you
played the original to death. It may look like more of the
same from screenshots, but the flight engine has been
improved to perfection. We're talking smoother, faster,
prettier and cooler. Your craft now works beautifully with
the analogue control, including the shock feedback, and
cruising around with the stick is like carving butter on a
very hot day. Using the shoulder buttons to thrust and
reverse, as well as roll the craft and engage turbo just
feels good, and the rumble is used subtley thus enhanc-
ing the effect when it kicks in. The speed and smoothness
of the space flight is joyous, and jumping in and accu-
rately navigating amongst other space craft is easy. All



the pretty graphical effects from Colony Wars are still
there, but they've been enhanced - including spacecraft
models and textures which are all now sharper and
cleaner than before. The atmosphere is brilliant, with
distant planets, nebulae, jumpgates and asteroids all
looking utterly convincing. CWV is just a treat to play.

GAME DVER, MAN, GAME OVER!

The first few missions ease you back into the game-
world, with some simple dogfighting and side-objec-
tives, such as lancing asteroids embedded with crystal
and defending Navy cruisers. As you venture further into
the complex story, missions will become tough as nails,
and yet the game is compelling enough to keep you
replaying them happily. Each "Act” comprises of roughly
three missions at a time, so you can't save the game until
after you've completed the “Act”, which certainly ups the

difficulty level. The missions have been constructed with
some truly original and fun objectives, like towing reac-
tor cores and sling-shotting them into a jumpgate -
carefully avoiding getting sucked into it's vortex when
you release your grapple-cable. Oh, and why not help
defend the Navy installation whilst you're at it!

What will please those of you who played the orginal
to death, is that CWV includes ground-based missions
with a new fighter craft. Cruising over hilltops and taking
down enemy defenses is very successful and makes a
great diversion from the space-based missions.

All sorts of funky new weapons have been included in
CWV, like the Particle Gun which you charge up and then
unleash upon your foes. There are also Pods which hover
behind your craft for added offense and defense or even
repair freindly craft. The enemy Al has been given an
edge too, and they seem to respond more realistically to
your actions, which means for more exciting
dogfighting. Because of the branching mission-structure
which was so popular with the orginal Colony Wars,
you'll find yourself tempted to replay earlier missions
just so you can see what would have happened if you
got it wrong or vice versa. Some of the missions are so
unique, that you won't complain too much about hav-
ing to replay them over.

Colony Wars Vengeance is such a well-rounded
game, that Psygnosis should be applauded for not
chuming out an average sequel to make some quick
bucks. If you didn’t play the original Colony Wars, then
drop this mag now and go buy Colony Wars: Vengeance
today. It rocks.

GREAT SHOT KID! YADDAYADDAYADDA

AVAILABLE: Now

CATEGORY: Space Combat

PLAYERS: 1

PUBLISHER: Psygnosis

PRICE: $89.95

RATING: GB+

SUPPORTS: Dual Shock Controller

PLUS

Amazing graphics, both
pretty and fast.

Help me mummy, it's a bit
too hard!

VISUALS  SOUND GAMEPLAY

A truly brilliant game which

will leave you with
withdrawl symptoms.

L «d3dAH
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CATEGORY: Adventure

PLAYERS: One

PUBLISHER: Cryo

PRICE: §79.95

RATING: &

REQUIRED: P133, 16MB RAM, 8xCD

DESIRED: P200 MMYX, 3ZMB RAM,
24xCD

PLUS
Typically gorgeous
artwork we've come to
expect from Cryo

Overly complicated and
confusing plot.
Unrewarding puzzles.

GAMEPLAY

82 710 50

o/

A stunningly pretty, yet
confusing and lifeless clone
of better adventure games.

»HYPER
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Games with the word
“ring” in the title are
usually either boxing
sims or subject to reams
of amusing innuendo -
often both. However,
Cryo's Ring is a little
different. It's got noth-
ing to do with boxing

and it's not really the sort of game for which butt jokes
seem appropriate. You see, this is meant to be a sombre
and portentous experience. Based upon the grand Ring
Cycle opera by the bombastic 19th century German
composer, Richard Wagner, Ring is an overly serious
adventure game with some pretty heavy mythical and
mystical leanings.

As far as the plot is concerned I'm afraid I haven't a
clue. The manual unhelpfully witters on about the legend
of the Nibelungen, mnemogenetics, a metascient brain
called ISH (that's you, by the way) and the complexity of
the human soul. Fascinating ideas all, I'm sure, but I'm
not so certain that a few brief pages in the CD inlay is
necessarily the best place to explain them, especially
when the actual game that follows is even less forthcom-
ing. The single most lasting impression I have of playing
Ring is a feeling of total and utter confusion. What is
ERDA? Who are all these people? Why have these familiar
Teutonic gods (Wotan, Freia, etc) become half-robots?
And why are they floating through space on asteroids?

RING IS ATTRAGTIVE

Perhaps a more telling question, though, would be to
ask why everyone is trapped within a Myst-clone of the
most spectacular, but deathly dull proportions.
Undoubtedly, Ring is a lavish visual feast, boasting
stunning in-game rendered sequences that most other
games could only manage in intros and cut-scenes.
Cryo's Omni 3D engine has beefed up immensely since
the last time I witnessed it in action and the results are
rarely less than amazing. In terms of its graphics alone,
Ring has enough to keep you interested for a while at
least. The orchestral musical score is similarly impressive
(as long as you like Wagner, that is).

MECHANICAL GAME MECHANICS

Where Ring runs into deep trouble is with its gameplay.
The in-game logic is baffling, thanks to the addition of far
too many artificial (and unexplained) restrictions on your
actions, and to describe the story (and your role in it) as
perplexing doesn't come close to doing justice to its sheer
incomprehensibility. As a Myst-clone, there’s a typical
over-reliance upon mechanical puzzles, solved via the
manipulation of levers and the like. In fact, several sections
are eerily reminiscent of some parts of Riven. My real prob-
lem with these games is that they simply feel so empty -
the mystery is evoked merely by there being so little hap-
pening, so little to do and so little reward for doing it. Ring
breaks up proceedings with the occasional conversation
that your character engages in with one of the other inhab-
itants of this surreal game world. Without exception,
though, they're all non-interactive and far, far too lengthy
- some dragged on for a good ten minutes or so. Coupled
with the regularly (and surprisingly) awful voice-acting,
sadly misplaced attempts at humour and mind-numbing
tedium of the dialogue, the prospect of any future conver-
sation kept me in a constant state of terror.

I suppose that someone, somewhere, will find much
pleasure and enjoyment in deciphering the more intri-
cate aspects of this game. I'm just glad it isn't me.



Total Air War

PC REVIEWS

Hyper’s new flight sim expert Thom Mcintyre, checks out the latest DID flight sim, and it's a winner.

BOGEY ON YOUR....OH....

You're on the Red Sea, resolving disputes between
North African and Near Eastern nations - but before you
think this'll be a 60’s jet turkey shoot in your hotrod F-22
stealth fighter, remember there's oil in the 'hood, and
China, France, Russia and the US dig ally-swapping.
They all pack serious hardware; even the crusty MiG-2is
have been souped-up.

After DID's 1995 PC sim EF2000 they were hired to build
the military Eurofighter simulator. So does TAW deliver?
In spades.

THIS ONE'S GOT THE 10T

Action is hard, fast and nail-biting. Advanced avionics
don't reduce play to point and shoot; TAW can tax your
dogfighting skills to the limit. The strategic demands are
totally involving too. The real-time Al campaign engine,
honed over years, is a DID drawcard - playing the same
campaign again builds a different war. Alliances may
shift! The enemy responds intelligently. (If you already
have ADF, this is the major addition.)

The well-illustrated manual is exhaustive, covering
tactics, strategy, avionics and munitions plus info on the
F-22 and its combative cohorts from aviation heavy Bill
Sweetman.

Installation is painless. The slick interface is intuitive
and options are easily set. Flight and radio training is
generously catered for (did you say phew!?); lessons
cover takeoff, landing, emergencies, wingmen, midair
refuelling, then air to air, air to ground weapons training
and AWACS command.

FLUFFY GLOWDS

TAW's highly evolved F-22 graphics engine renders
smoothly contoured terrain, the best fluffy clouds yet,
haze, fog and sun glare, detailed airbases, roads, build-
ings, convoys, and tons of aircraft. And filthy, oily explo-
sions. Pulling g's and using vectored thrust will have
vortices streaming around your plane. Outstanding in
SVGA like EF2000, TAW shines under 3DFX,

Also reminiscent of EF2o00 is the flight model. On the
easy side but not unsatisfying, it won't bite you.
However I suspect this is attributable to the real plane’s
flight computers as fly-by-wire is used these days to pro-
vide “artificial stability’ and consequently extra agility.

Incremental aircraft
damage, screaming
turbofans, loud, visu-
ally spectacular
armament and accu-
rate radio chat all
complete the immer-
sion.

A custom combat option warms you up before ten
campaigns unleash the game’s full scope. In the War
Room you review intelligence, strategies and damage
reports while the clock counts the hours remaining in
your budget. Initial missions offer patrol and escort
flights plus the crucial AWACS command. The AWACS
flight is where you take care of the strategic side of your
war, vectoring your airfleet around to intercept, identify
and avoid enemy aircraft. Your planes also request guid-
ance to tankers when they hit bingo fuel.

When you get promoted, airstrikes become available
on the roster where Mavericks, rockets, laser guided and
cluster bombs ensure you can make a dog's brekky of
enemy bases. These flights comprise up to sixteen air-
craft which handles your air cover.

with three difficulty levels, multiplayer support and
meticulous attention to detail TAW packs a long-term
challenge. A choice of aircraft to fly would appeal; how-
ever TAW lives up to its name and shapes up as classic.
No combat simmer should do without.

GOODBYE LANDING STRIP

AVAILABLE: Now

CATEGDRY: Air Combat Sim

PLAYERS: 1-network

PUBLISHER: DID/Ocean

PRICE: $88.95

REQUIRED: P133, 16 MB RAM

DESIRED: P166+, 64 MB RAM, 3D
accelerator, Joystick.

PLUS

Very strong visuals; smart

blend of action and strategy.

AlHed Al could use some
tweaking. And who hid the
fire extinguisher?

VISUALS SOUND GAMEPLAY

34 92 94

A tidy, compelling and
durable package. Great for

first time flight simmers and
veterans alike,

SL «d3dAH
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Grim Fandango

Hiot Fish thought the “Day of the Dead” was when everyone turned up to work on Monday...

76 »HYPER

Who would ever have thought it'd be fun to be dead.
Well, as soon as you pull Grim Fandango out of it's plas-
tic, you'll be the happiest dead guy alive... er dead. You
know what I mean. Manny Calavera is a travel agent at
the Department of Death, selling packages to the afterlife
- the better person you were in real life, the better travel
package you'll receive for your four year journey to
Eternal Rest.

As Manny, you're finding it impossible to sell anything
better than a walking stick to your clients, and the boss is
breathing down your neck. When you stumble across a
woman named Mercedes Colomar, who was purer than
gold in her time in the land of the living, and yet doesn’t
qualify for a decent package according to your comput-
er, your suspicions are aroused. Something shonky is
going on at the Department of Death and you're gonna
find out what it is and set things straight...

GETTING A BONER...

Grim Fandango is unique. Here is a "classic” adventure
game which not only reinvents the "point and click” con-
cept by removing it all together, but it throws in fully 3D
characters with an engine which supports 3D hardware!
The result is an adventure game which is completely and
utterly absorbing - never is there text or icons on the
screen, as the entire adventure is played with a brand
new control system which leaves the characters and envi-
ronments untouched by anything to remind you you're
playing a game.

You move Manny around the rendered environments
with the directional arrows (much like Alone in the
Dark), and as he walks past objects of interest, his head
will turn and look in the direction of the item! This
means exploring the room is played out much like in real
life - you walk Manny over to the desk, and as you shuf-
fle past, he will "look” down at the drawer, or possibly
direct his gaze at a picture on the wall. When Manny has
noticed something, you can then simply tap a key on the
keyboard to tell him to perform an action - like E for
examine, U to use and P to pickup. Manny will then
either do what you tell him to, or crack some line to let
you know why he can't. If an object is picked up, Manny
just slips it inside his jacket. To access your inventory,
you hit I and the camera shows a close-up of Manny
pulling an object out of his jacket - you then just cycle
through till you find what you want him to use and hit U
to use it. Simple and yet incredibly original. What this
means, is a seamlessly convincing gameworld that you
really feel a part of.

ELTON JOHN BEFORE THE DPERATION



THE HYPER GAMING LOUNGE

THE TREE TRUNK OF DOOM

DROP-DEAD GORGEOUS...

LucasArts just never seem to fail when it comes to
adventure games. Look at the Monkey Island series, or
Sam and Max, even the now-ancient Day of the
Tentacle is more entertaining than most current point-
and-click affairs. Tim Schaffer, who created Day of the
Tentacle and the great but short Full Throttle, is the
mastermind behind Crim Fandango, and this produc-
tion is possibly his best work yet. The game is beautiful
and hilarious to watch, with great character design and

animation, as well as some truly hilarious voice-acting!
The demon driver Glottis is sure to have you cracking
your sides with laughter! The puzzles and situations in
Grim Fandango are also orginal and tricky enough to
keep you smiling and subsequently pacing your room
in the feverish pursuit of finding a solution to the
seemingly unsolvable mess Manny is caught up in.
However difficult it may seem at times, there are

always logical solutions here - it just requires a heavy
dose of lateral thinking.

Crim Fandango just excels in all areas - brilliant
music, gorgeous graphics, fiendish puzzles and nutty
humour to keep you laughing whilst you go mad with
desperation trying to solve a puzzle. The setting of the
land of the dead is perfect for an endless array of wacky
jokes, as well as an original and intruiging story. The
characters you will meet on your journey are sure to go
down in the LucasArts hall of fame...

If you haven't yet experienced a LucasArts adventure
game, go and do whatever you can to get a copy of this
game. If you have played one of their adventure games
in the past, then I think it's safe to say that you went
and bought Grim Fandango without even reading this
review...

AVAILABLE: Now
GATEGORY: Adventure
PLAVERS: 1
PUBLISHER: LucasArts
PRICE: $89.95
RATING: &
REQUIRED: P133, 16MB RAM,
AXCD-ROM
DESIRED: P166, 32ZMB RAM,
3D accelerator
3D cards

SUPPORTS:

Intuitive interface and a
superbly funny script

A few of the puzzles are a
tad linear

SOUND GAMEPLAY

94 94 92

Yet another stupidly good

adventure game from
LucasArts. How do they do it?

LL «d3dAH
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JUST EXERCISING A LITTLE TRAFFIC CONTROL

Very few 1st person shooters have some-
thing really new to them other than engine
enhancements and Al tweaks. Monolith
have obviously noticed this and decided to
do something about it, because Shogo
Mobile Armor Division clearly has a new
direction to it that will probably be the
norm for the next generation of first person
shooters.

From the instant the intro cuts in, the
anime influence to shogo is immediately
apparent. If you shut your eyes you'd
swear you were listening to some Japanese
import anime film. Yep... poxy keyboards
and some petite Japanese femme singing a
happy, upbeat song, to the imagery of

mechs, guns, and death. S0 GOOD OF THOSE MECHS TO USE THE CROSSING..

ANIME AGTION ADVENTURE... mech (MCA - Mobile Combat Armor) which unlike other
You play the role of Sanjuro Makabe, a young com- FPS (first person shooters), all tie together as part of a
mander in the United Corporate Authority, who goes story, rather than just being a series of maps. Unreal had

through a series of missions, some on foot, others in a the best sense of a coherent journey with a world that

"worked”, till Shogo, which really puts any other FPS to
shame in terms of having a real plot. There are narrative
sequences at the beginning, and often during a
map/mission, which are really what drive the plot.
Shogo's visual engine is extremely inconsistent. At
times, you'll be dazzled by the beauty of the scenery and
the weapon effects, only to then come across some really
b-grade polygonal character who casts a shadow that
hovers out into space from the ledge they are standing
on. Compared to Quake 2 and Unreal, Shogo runs a bit
jerky, and polygon count and character animation are
definitely below par compared with what we’ve become
used to over the past year. 0ddly (or maybe not so odd),
some of the death animations look staggeringly life like
and realistic, which really prompts the question as to

78 »HYPER
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YOU KNOW, YOU REALLY SHOULD PICK ON SOMEONE YOUR OWN SIZE...

why Monolith didn’t get this right across the board.
The weapon effects for the MCA's guns are awesome,
since most result in trails of smoke, fragments, and love-

of damage and game mechanics, don't expect a fast free

flowing deathmatch game like with Quake
CATEGORY: First person shooter

ly spherical explosions. They truly deliver the sense that
anything in their path is toast. The effects for the mis-
sions on foot aren't nearly as spectacular. However, if
you like blood and bodily dismemberment, you'll have
fun in these maps anyway.

D ERROR
There's a good learning curve with Shogo, and mis-
sions do get progressively harder, although there's a few
easy criticisms to make of what makes Shogo difficult.
For starters, it's extremely easy to be killed in an instant,
and basically this happens frequently in the missions on
foot. All this does though is present you with a real trial
and error scenario. Approach doorway, fire at where you
think enemy will be standing, if correct, enemy dies, go
straight to go and collect $200... if incorrect, he shoots
you with his shotgun, you die... you reload, and do it all
again, firing at the right spot, advance to next doorway.
The Al really could use a shot in the arm, and this
would have allowed Monolith not to rely on
the "bastard enemy placement” method of
making the game challenging. Enemies sim-
it for you, and do very little in the way
ading fire. Sometimes you even get ene-
mies facing you, in plain sight, that just wait
for you to kill them. There's also a lack of
iety in enemy types, which may suit the
and plot, but after a few hundred
you 're aching for some variety.
At this point of time, Shogo suffers from the
same problem that Unreal had (or should I say
has), in that the game has "Mr. Hanky” net-
working efficiency. On a LAN, you can have a
ball with Shogo, but till Monolith get a patch
out (which they have vowed to do), you can
forget about playing online. Due to the nature

main issue at hand, which is that I had lots of fun play-
ing this game, particularly when piloting the MCAs. As
an anime fan there are some things about the game that
felt like in jokes for me, like seeing the door leading to
R.Hunter's quarters. The voice acting throughout adds
heaps to the game, not just because it helps the plot and
vibe of the game, but also because it will remind anime
fans of the awful American voice acting commonly used
in dubbed anime.

Shogo M.A.D isn't the greatest first person shooter this
year, due mostly to its engine, and the fact that multi-
player is going to be limited to LAN for a while (which
may kill the interest out there for many FPS fans).
However, Shogo does break new ground in terms of hav-
ing plot and character in this genre, and makes other FP$
single player experiences seem hollow and lifeless.

PLAYERS: 1-Network
PUBLISHER: Monalith
PRICE: $89.95
RATING: MA15+

" REQUIRED: P166, 32MB RAM

video card
-233, G4AMB RAM,
3D accelerator

Breaks ground in this genre
for having a plot.
Cool weapon effects

Somewhat B-grade
engine and A.lL
A bit short, and gets
repetitive.

VISUALS  SOUND GAMEPLAY

87 90 82

An excellent choice for
anime lovers who want a
Quake-style game to suit,
but not for multiplayer
gaming.
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This game will appeal to a lot of folks - anyone who
read Biggles and daydreamed of lining up the evil von
Stalhein in their gunsights should give this a look. You
can fly for England, America or Germany at any time in
the Second World war.

For starters EAW's interface is attractive and many
detailed screens set the WW2 mood. Options are manifold
so the game can be easily tailored to different skill levels
and systems. There are quick start, single mission and
‘career’ options available and the wealth of newsreel and
aircraft movie footage provides a strong sense of history.

Single missions allow some flexibility e.qg. weather, home
base and destination, what and how many planes you and
the enemy fly, and difficulty levels. Checking ‘instant
action’ will skip the long cruise to your target, dropping
you straight in. Time acceleration is also available.

Campaigns unfold on a semi-historical basis, so for
instance if the Allies aren’t doing their bit, apparently
Hitler's Operation Sea Lion (the invasion of England) will
commence. The Axis can’t win, however - apparently due
to popular opinion. I concede the war's outcome beats
marching through the town square every day but hey,
this is a game, not a time machine. Even though the
Luftwaffe briefings are in German!

EAW offers classic fighters of the day, each with their
own cockpits and flight models, from the Hawker
Hurricane I through the Messerschmidt 262 jet. Several
variants of most planes are available to you. You have 20
types in all to fly. It's good to see some twins - the
Messerschmidt 110 and 262, and the American P-38
Lightning - but the DH Mosquito, wooden wonder of the

English, is unavailable to you.

Externally, aircraft look good. Things
missing are moving ailerons, rudders
and other hinged bits but landing gear
and props are well animated. The terrain
is excellent. Rivers, cities, farmland and
forests merge nicely although the forests
appear blocky down low. Clouds and
haze, among the lushest I've seen, add
hide-and-seek to the dogfighting.

Each cockpit is a good facsimile of the
real thing. As well as fixed views there’s
a virtual cockpit where you can pan
your view around from the pilot’s seat.
This doesn't hinder the display frame
rate, and the instruments on the panel
work in this mode, so it gets a big
thumbs up. There are also handy pad-
lock and chase plane views.

PRIMARY TARGET IS THE LOCAL ACCORDIAN FACTORY




Engine sounds could be a shade beefier as these
were some of the largest and most powerful piston
engines ever built. Looped samples also caught
my ear. Still, the effect as other planes cruise around you
works nicely and gunfire sounds are satisfying.

The flight models seem essentially sound, allowing
sideslips, spins, asymmetric thrust conditions in twins,
and other things real planes do. Absent are propellor
pitch, and fuel mixture controls which could help tame
an overheating engine or stretch range for the long trip
home over the Channel.

Behaviour like stalls and spins, engine torque, over-
heating, limited ammo, easy gunfire 'hits’ and easy
landings are optional, so the Sunday flier needn't feel
swamped. Unsurprisingly for a Microprose release, EAW
is a game with a healthy dose of realism rather than a
purist sim. An optional HUD system also allows you to
pick friend from foe at a distance, and displays range to
target - much like the beloved Chuck Yeager's Air
Combat of old.

If you select all available realism, EAW will cut your
work out for you, giving you a taste of what WwWz pilots
faced. If you choose limited ammunition and realistic
‘hits” it will take you some time to rack up any kills.
Spinning during a furball costs thousands of feet of alti-
tude that you probably won't regain as once your engine
heats up, scorching climb rates are off the cards.

AHHH IT'S SO PRETTY

Disabling these phenomena leads to a more satisfying
shoot-em-up, but the choice is there.

Different subsystems of the planes can be damaged by
gunfire as you'll learn when you attack your first bomber
formation. They didn't call the B-17 the Flying Fortress for
nothing! Your control surfaces get shot up, your
hydraulics can fail, and pilots (yes, you!) may be killed
in flight. So break out the rockets and watch your target
disintegrate at 25 ooo feet. The first time | managed this
on a Liberator bomber, 1 nearly impaled its severed wing
on my spinner! Impressive.

Probably the biggest advance that EAW brings to the
table is the number of planes in the air - up to 256! This
is what recreates the skies of the period for you - wave
after wave of bombers and their fighter escorts will at
once blow your mind and make you wish for a Pentium
11, T haven't seen anything like this before. Depending on
the skill levels you assign computer aircraft, they can be
very savvy, quickly losing you and getting on your six.

EAW is the first game in its genre for quite some time,
but will have some heavy competition very soon from
forthcoming Parsoft/Activision and Microsoft releases.

AVAILABLE: Now

CATEGDRY: WW2 Flight Sim

PLAYERS: 1 to network

PUBLISHER: Microprose

REQUIRED: P16, 32 MB RAM

DESIRED: P200+, G4 MB RAM,
3D accelerator,
joystick, rudder pedals

PLUS

Dynamic missions,
gargantuan dogfights and a
choice of aircraft take you

back to air war's glory days.

Aircraft systems won't wow
the purist; engines could
sound gutsier.

A hugely enjoyable flight
sim that provides all that old
glorious dogfighting action.
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third-person pe

Fudge undone
Fudge undone
Fudge undone

rspective shooter which plays well? |

HEY CAN'T WE TALK THIS OVER?

Corvus is cool. For a guy with pointy ears, that's not
bad. The fact is, he is the hero that you played in the
original Heretic, and as the FMV intro will show you, after
defeating the Serpent Rider D'Sparil at the end of Heretic,
Corvus steps into a portal and is whisked away to the
land of Parthoris. When he gets there he is shocked to
discover that something horrible has happened whilst he
was away tonking demons. The people of Parthoris are
infected with some strange magical plague which attacks
their brain and turns them insane - sorta like people who
vote for the Liberal party - so you're left with no choice

0t Fish double takes...

T o0 18
THAT'S REALLY GETTIN GIBBY WITH IT

but to try and put a stop to it...

Interesting to note that Heretic I is played solely in the
third-person, even though Heretic, Hexen and Hexen II
were all first-person shooters. It may be tempting to write
off Heretic I as another victim of the Tomb Raider dis-
ease, but the game mechanics in Heretic Il remain true to
it's first-person origins and remarkably it works incredi-
bly well.

Heretic Il uses the Quake 2 engine, so gamers familiar
with this will instantly be able to use all the same console
commands to tweak away as well as simpy adjust to the
mechanics of play. Though set in the third-person, you
can control Heretic II just like Quake 2 - with the mouse
and keyboard. This is awesome, as it makes the game a
breeze to jump in and play, though of course you'll find
yourself having to bind new keys for a bunch of funky
stuff that Corvus can do. Much like Lara Croft, Corvus can
do combat rolls, backflips, flip off walls, climb up onto
ledges, swim underwater and all that jazz. However,
Corvus has some new moves such as the flying kick,
where he uses his staff to "pole vault” into enemies,
through crates or across gaps. Corvus also has an 1Q
which makes Lara Croft look as brainy as a boiled potato,
because you never have to line him up exactly in front of
switches to press them, and you never seem to bang your
head or bounce of ledges when you try to jump and grab
them. This simple character-control improvement on the
third-person genre alone, makes Heretic Il one of the
most enjoyable third-person games to date.

As far as weaponry goes, Corvus doesn’t run around
wielding rocket launchers or even a big munty sword, as
he is primarily a magic user. But don't let this put you
off. Casting spells is as easy as selecting a weapon and
pressing "fire” - there's even a crosshair option so you
can see exactly where your fireball will be cast. The
magic in Heretic Il is cooler than cool, with Corvus wield-



SMACK MY CHOOK UP

ing a bunch of powerful offensive magic, as well as hav-
ing Defensive magic up his sleeve also. The Defensive
magic works almost like the Inventory items do in most
first-person shooters - they're mostly secondary "spe-
cials” which repel the enemy, add to your defense or
even cast light for those especially creepy areas. There
are a few magic bows to collect in the game too, such as
the Phoenix bow which will obliterate most foes with one
shot. If you run out of mana, Corvus can summon his
sword-staff and get up close and personal for some old-
fashioned slice and dice. The staff itself can also be pow-
ered up to deliver an extra punch, and the coloured,
transparent lighting effects of the magic involved will
leave you spooging in delight.

Whilst the magic effects are amazing, what really
makes Heretic Il a great game are the fantastic environ-
ments that you will explore throughout your journey and
the compelling atmosphere which pervades most of the
game. The level design on a whole is excellent (Raven
had help from Fantasy artist Brom), with multiple paths
to destinations, an amazing attention to detail (casks
behind the bar in a tavern even drip) and most impor-
tantly - convincingly moody atmosphere. Exploring
through dark cobbled streets, for instance, only to dis-
cover that you can climb up and travel over the rooftops
if you desire, makes Heretic Il unstoppably engrossing.
The story really helps to propel the action too, with
scripted events taking place during a level, and seamless
animations where the game switches from gameplay to
animated sequence within the engine when you meet
other characters.

The monsters range from utterly stupid to ball-tear-
ingly hard, and overall the Al is pretty solid. Weakened
lesser monsters will usually try to escape, whilst the
harder ones keep coming at you, and some of their
attacks range from billowing poison gas to deadly
magic. There are even good old rats to squish. Fighting is
fairly intuitive, and an autoaim feature will help belt
your fireballs home if you're having trouble dodging and
aiming at the same time, but at times it becomes utterly
confusing, as Corvus's magic effects sometimes obscure
your surroundings.

If you dig RPGs, then you should know that Heretic II is
almost the perfect game to live out your adventuring
hero fantasies, and first-person shooter fans will be sur-
prised at how playable this is in the third-person. All up,
fans of the series and gamers new to this sort of thing
will both be entertained.

AVAILABLE: December
GATEGORY: Third person shooter
PLAYERS: 1-32
PUBLISHER: Activision
PRIGE: $89.95
RATING: M
REQUIRED: P133, 16MB RAM
DESIRED: P200+, GAMB RAM,
30 card
SUPPORTS 3D Accelerators

Looks amazing at times,
good overall design.

Can get confusing during a
hectic fight.

VISUALS  SOUND GAMEPLAY

8/

Role-playing comes to life!
Good mixture of adventure
and action.
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: has finally found this year's true Quake killer... Half Life.

Looking back over the past few years, it's quite under-
standable for most gamers not to be all that excited
about yet another Doom or Quake clone. Many of the
people that never got into these kind of games have told
me that they simply can’t relate to the games, due to the
environments not looking like any place familiar, and
there being a lack of plot to help give a real purpose to
why you're risking your neck to kill all these enemies.
Perhaps Valve have come up with a game that might sat-
isfy these people.

IN THE BEGINNING, THERE WAS ATMOSPHERE...

From the moment the intro starts, the game is spell-
binding. You are Gordon Freeman, a young scientist on
his way by monorail, into the Black Mesa research facili-
ty. After travelling through some jaw dropping environ-
ments, your carriage drops you off at the Anomalous
Materials facility, where you are to participate in an
important experiment. How do you know this? Because
the guy at the front desk literally speaks to you and tells
you... as will some other people if you bother them while
they're at work. Unfortunately the experiment doesn't go
that well, and in the resulting chaos, Half Life truly
begins. By this time, you have a sense of identity, and a
real sense of where you are and what is happening, which
is what makes Half Life such a great single player game.

Half Life is based on a modified Quake 2 engine, and
there are some technical advancements that have added
to the overall visual effect of the game. For starters, crea-
ture models have varying levels of texture detail at dif-

ferent parts of their bodies. This has allowed for highly
detailed faces on the characters, while leaving things like
lab coats and jackets less detailed, so as to put less strain
on your computer.

Just like in Unreal, there is a corona around light sources,
although not quite as over the top as Unreal, which results
in something that looks a little more realistic.

Best of all the new effects (although not unique to Half
Life due to Sin) is the way you can mark the environment.
If you fire a rocket into a wall, it leaves a big black mark.
If you run past a guard and shoot him with a machine
gun, his blood will spray onto the wall behind him... in
the right direction!

Besides these technical improvements to the appear-
ance of a Quake 2 engine, the Valve team have to be con-
gratulated for their outstanding level design. While Half
Life doesn't have that same breathtaking visual smack in
the face that Unreal did, it does have the most convinc-
ing and realistic environments in a 3D game to date, and
there is no point of time in the game where you can't
relate to what’s going on around you (except perhaps in
the very last stages of the game, but this ties in with the
plot). I'd advise anyone who plans to play Half Life to do
the game's awesome visuals justice by only doing so with
a 3D accelerator.

SOUNDS GODD...7 VES IT DOES

Not only does Half Life look amazing, but it sounds
unbelievably good too. Half Life supports Aureal 3D
sound, but it didn't work with the build I reviewed. Even




without A3D, the game sounded better than any other
first person shooter yet, so I can only drool at how it will
sound with A3D. The acoustics of every environment you
enter are superb, and the sound reflecting qualities of
the surfaces around you seem to have an effect on the
sound, with realistic reverb and echoes.

Weapon sound effects are meaty enough to satisfy fans
of the genre, but the thing that will impress all gamers is
the speech, which really helps separate Half Life from its
predecessors by giving the humans in the game both
character, identity, and an interactive quality. Perhaps
the only flaw here is that while you meet heaps of people
in the game, you only hear a handful of different voices.

At this point you could be forgiven for believing that
what has impressed me about Half Life has been the
audio-visual experience, but in truth they are just proof
of the excellent production values Valve have put into
Half Life, to accompany the really impressive gameplay.

As stated before, the sense of being in a real environ-
ment is unparalleled, and this is not only due to the
environment itself, but the creatures within it too.

Throughout the game, you will come across scientists
and security guards, and what Half Life does that no
other game in this genre before has done is have these
characters react to you and environment intelligently,
and also "take orders” from you. Admittedly your orders
are limited to "follow” and "stay”, but they do the rest,
so there's no real need for any extra commands. Security
guards are like extra firepower, in that they shoot ene-
mies upon sight. They're surprisingly pro-active about it
too. [ was under the impression they just stood by you
and fired until I saw one chase after an enemy that fled
around the corner ahead.

The scientists are timid nervous creatures, but they can
be of great use by allowing you to get through certain
doors by going through retinal scans for you (the com-
mon way doors are unlocked in Half Life), and also by
giving you a shot in the arm if you're extremely
unhealthy (health boost).

At various points in the game, certain individuals
have something special to tell you, to help you figure
out what you have to do, and to also add plot and story
to the game.

GO DO YOUR TRAFFIC REPORT SOMEPLACE ELSE!

MILITARY INTELLIGENGE

Like Unreal, Half Life also has vastly improved enemy
Al over the vast majority of first person shooters out
there. The Al is directly affected by the difficulty level
you select, ranging from dim-witted, through to
extremely crafty. For example, on the easy setting, if you
burst into a room and open fire on three enemy soldiers,
they will fire back, and at the most, take cover. On the
hardest setting, they will fire back instantly, forcing you
to take cover, and while you can’t see them, they will run
to new positions to give them a tactical advantage, even
going so far as to run around behind you if you're not

Unlike every first person shoot-

er before it, you don't have to
take on the insurmountable odds
while you're still getting used to
moving around and aiming
straight. Half Life comes with a
training mode, which goes
through every physical activity in
the game you can do, and even
has a firing range so you can get
a grip of how to use the guns.
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No first person shooter would be any good without an interesting and useful lineup of weapons, and Half Life doesn't disappoint at all.

/

[1) Your common every-
day lump of steel with a hooked
end. Extremely useful for breaking
open boxes, doors, and skulls.

[2] The first
firearm you acquire. While not
overly powerful, this automatic
pistol is quite accurate, and works
quite well for taking out smaller
targets, or those at a great dis-
tance.

t ! [3] Can you say
Dirty Harry? Only holds six bullets in
the chamber before you need to
reload, but each shot packs an
incredible punch.

[4) A low rate of
fire, but packs a heavy kick. Some
enemies go down from one shot,
making it a very handy weapon.

(12)

i [8] A machine gun with a built
in grenade launcher. Perhaps the
most versatile weapon in the
game, but not the most powerful.

. [6] Used for firing darts
coated with a toxin to help disable
your opponent. A must for taking
out enemies underwater where
reqular firearms do not work.

Unlike Quake, the rocket launcher
comes with very little ammo
around to pickup. It is however far
more deadly, with the rockets fol-
lowing wherever you aim your
crosshair, meaning you can liter-
ally shoot around corners, or even
in spiral patterns.

[8]) Two firing modes:
Rapid fire, which uses one unit

(13]

of nuclear energy, and shoots at
a healthy rate. The other mode is
a wind up shot, which does
more damage depending on
how long you spend holding
down fire before releasing (uses
more ammo). Particles that hit
walls at sharp angles will
bounce off.

: [9] A powerful beam
weapon that will make short work
of anything that it touches for
long. Has two firing modes, offer-
ing different beams.

[10] This alien technology
not only fires guided shots (one or
many depending on which firing
mode you use), but alsc regener-
ates its own ammo, making it very
efficient. Lacks a lot of punch
though.

(4

[11] You
pull the pin out and throw it. Got
that?

[12] Just like the
pipe bombs in Duke Nukem. You
place the explosive package, and
then whip out your remote control
to detonate the package at your
leisure.

. [13)
Another "Duke” weapon. Can be
placed on any solid surface, and
then projects a beam that if
"tripped” over, will cause the
mine to explode. Ouch!

[14) Seriously. You throw
them at the enemy and they bite
them to death! Careful though,
they're not fussy about who they
eat, including you.
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Our LAN experience with Half
Life was extremely enjoyable,
and although having such a lim-
ited number of us able to play
the game at once in deathmatch
made it hard to judge how a
large game would run, we did
learn the most important issues.
Firstly, the networking code

7 10ea

seems efficient like Quake 2, and
should be just as good online.
Secondly, the mix of weapons,
and the way they are placed in
the game (lying on the ground
inconspicuously) will result in a
more tactical and cautious expe-
rience in many cases. Laser
Tripmines and explosive charges

will force a little care from play-
ers... Else they'll die an awful lot.

Team Fortress II is being sold
separately soon, and we’ll
review that as soon as it's out,
and also have another look at
Half Life DM along with it, once
we've got to play it online with
more people.

careful. Don’t think being out of sight makes you safe
either, as soldiers are quite capable of throwing a
grenade to where you are hiding. Being able to hear sol-
diers call out and communicate to each other is also par-
ticularly cool. A little more speed and manoeuvrability on
the part of the soldiers would have been the only way I
could see to improve the challenge.

While combat is never bering in Half Life, the only pos-
sible complaint I can come up with is that there isn't a
huge variety in opponents. Basically you fight humans:
soldiers (two uniforms), gunships, and tanks... and
aliens: Headcrabs, mutated scientists, mutant sharks,
alien soldiers, alien slaves, and a couple of alien animals
resembling squids and chickens (I know... I know).
Perhaps it just seemed this way because the game is rea-
sonably long and I just came across them so many times.

There are however a couple of awe inspiring "boss”
monsters, which don’t go down with conventional means,

than a series of levels. Loading times are extremely low,
and moving from one area (map) to another takes sec-
onds, and does not really interrupt play at all.

Many of the weapons come with two firing modes (like
in Unreal), and with fourteen of them available, that

HIS PERSONALITY IS ELECTRIC

makes for a lot of variety. Speaking of variety, the various
challenges and puzzles you are presented with in Half Life
will challenge and please all comers.

With a complete mind blowing visual, audio, and
gameplay experience, Half Life doesn’t really have a weak
area at all. It should interest some people that previously
didn't see the real appeal to games like Quake, and other
similar titles. If you're really into it, there's even
Worldcraft 2.0 lite packaged in, so you can make your
own Half Life maps (requires time and patience).At t
stage, Half Life gets my vote for game of the year.

RATING: MA15+
REQUIRED: P133, 16MB RAM
DESIRED: P200, 64 MB RAM, 3D
accelerator
SUPPORTS Aureal 3D sound, Direct
30 sound, OpenGL

Outstanding visuals, sound,
Al, level design, and
basically everything. Comes
with a map editor too.

A few more voice actors and

a few more alien types could

have helped... but it's not a
big deal.

VISUALS  SOUND GAMEPLAY

Half Life takes every
element of a 3D game
conceivable and does it
better than ever before.
Astounding.
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Dune 2000

Did Ross Clarksmith, die hard fan of the classic Dune 2 fall for the sequel, Dune 20007

AVAILABLE: Now

CATEGORY: Real Time Strategy

PLAYERS: 1-6

PUBLISHER: Westwood Studios

PRICE: $79.95

RATING: PG

REQUIRED: P90, 16MB RAM. Win 85,

16Bit video.
DESIRED: P133, 2MB video RAM

PLUS
The original returns in a new
shiny suit.

Visuals are disappointing
when compared to other
recent titles in the genre.

VISUALS  SOUND  GAMEPLAY

80 78 85

A good game, but offers
nothing new for the fans of
modern real time
strategy games.

88 »HYPER

Products that sport the name Dune have a long history
of being associated with the big names in entertainment.
First up there were the books by Frank Herbert, then came
the movie, written and directed by David Lynch. The
original computer game was an RPG, but most people
remember the sequel Dune 2, released in 1993, a lot more.
This was the very first of the real-time strategy games,
which lead on to the hugely successful Command and
Conquer titles. So it was with great anticipation that
Dune 2000 was awaited.

Dune 2000 has the same basic idea as its predecessor,
three great houses vying for the control of spice produc-

tion on the world of Arrakis, or
Dune as it is otherwise known.
The three houses, the noble
Atreides, the insidious Ordos
and the evil Harkonnen, all have
differing strengths and weak-
nesses, loosely based on the old
trade-off of strength versus
speed. The houses all have the
same base units they did in the
original, with a few specialties,
Sonic tanks, Deviators,
Ornithopters and Devastators
only being available to specific
houses. To liven things up a bit,
three other combatants have
been thrown into the fray, mer-
cenaries, smugglers and the
native desert dwelling Fremen.
All three groups have the poten-
tial to be enemies or exploited
as allies.

The look and feel of Dune 2000 is pretty much the same
as it was for Dune 2, and hey if you are on to a good
thing... Westwood Studios has souped up the graphics to
16 bit High colour, and some of the visual effects are stu-
pendous, especially when vehicles or buildings explode.
The majority of effort here seems to have been misdirect-
ed into the cinematic cut scenes. These pop in before
every mission, give a bit of a briefing, and a lot of dra-
matic effect. Not that they are not enjoyable, but more
attention could have been paid to more important
aspects of the game, like the Al, or developing new and
different units. The interface is very Red Alert-ish.

The best feature of the game, where it diverges from
the original, is the multiplayer options. There is head to
head via modem, up to six people can thump each other
on a LAN, and four players can connect over the internet.
Now this seems pretty standard of late, and compared to
other games like Starcraft which already allow for more,
a little lacklustre.

For fans of real time strategy Dune 2000 allows you to
play a classic game built to today's standards. Some of
the earlier missions are dead simple, but the final few for
each house are frustratingly difficult. If you are in two
minds as to whether this is a game worth buying, check
out the video and see just how cool the desert world of
Dune can be.
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Grab some cos lettuce, bacon, parmesan cheese... oh hold on... Eliot Fish goes back to the drawing board.

The Caesar series from Sierra has been chugging
along nicely now, maturing and evolving into a robust,
well-rounded sim. Caesar Il is easily the best so far in
the series, as the gameplay has been honed into some-
thing instantly playable and yet deep and challenging.
You don't need a master’s degree in ancient history to
be able to play Caesar IIl - hell, if you've been to a toga
party, that’s all the experience you need - the
design is so good, it teaches you all you need
to know as you play...

MAN, I’VE GOT A SORE BACK...

The aim of the game is to rise through the
roman ranks from Citizen to Caesar by building
and managing your own roman city. Whilst it
sounds like a simple Sim City-esque task, Caesar
111 is far more complex and challenging than a
straightforward city management sim. You
begin the game by simply building housing and
making sure it has access to water, then build a
farm with a granary and market to provide food,
prefects to keep the peace, engineers to keep the
buildings in shape, temples to appease the
gods, er... a senate to collect tax and er... you
see, it starts simply and suddenly becomes quite

fiddly and tricky to man-
age! Thankfully, not only
are the menus clear and
informative, well struc-
tured and easy to access,
but the graphics are bril-
liantly drawn and it's a
cinch to visually keep
track of what's going
down in your town.
Everything is animated to
give you an indication of
how things are going -
high unemployment for
instance, will result in
citizens sitting around
the steps of the Senate. If
it feels like there are a
million things to keep
track of, you can simply
change the overlay to
display only specific ele-
ments like waterways,
crime hotspots or icons showing you where it's desirable
to live or how much tax is coming in - it's never really a
chore and keeping the balance between all these factors
is the guts to the game.

DEADLY ELEPHANTS...

Religion and war are two areas where Caesar Ill is
entertaining and unique. Appeasing the gods becomes
crucial to survival, with each god requiring temples with
staff to keep them and your citizens happy. Happy gods
will grant you bonuses, however get the gods on your
bad side, and they'll smite you with famine, war or nat-
ural disaster! As far as the warfare goes, it isn't very
demanding in comparison to the city management, but
it can be enough of a headache on it's own. When you're
city is becoming prosperous, your enemies may decide to
"expand” and you've got a fight on your hands. You can
build a variety of troops, from legionaries and javelin-
throwing infantry to cavalry and then simply send them
off to fight. There are a variety of formations to play with,
but essentially it's a matter of numbers and quick deci-
sion making. Having planned your city well, can make a
huge difference too, and there your challenge awaits. ..

AVAILABLE: Now

CATEGORY: Sim/Strategy

PUBLISHER: Sierra

PRICE: $79.95

RATINE: &

REQUIRED: P30, 16MB RAM,
Win 85/98
DESIRED: P133, 32MB RAM

PLUS
Great presentation and
damn addictive work.

The warfare is a little basic,
but that's kind of a relief.

Great balance of sim and
strategy. Caesar Il will
keep you inside for months.

68 «d3dAH
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Megaman X4

PlayStation

AVAILABLE: NOW
CATEGORY: 2D PLATFORMS
PLAYERS: 1

PUBLISHER: CAPCOM
PRICE: $89.95

RATING: G

SUPPORTS: MEMORY CARD

It's a little hard to believe, but Megaman is 10
years old. Well, 11 actually, seeing as Australia
came a year late to the party. At any rate,
Megaman X is here for his fourth instalment.
Since the Saturn version will probably never see
the light of day here, it is, for all intents and
purposes in Australia, a PlayStation exclusive.

The plot is something of a cross between
Bladerunner and the robot-related madness of
Astroboy. Basically, in the distant future, humans
and robots (or reploids, as they are known) are
headed towards a terrible war of spawned of hate
and scare-mongering, mostly because innocent
groups of reploids have been accused of being
associated with Maverick (read criminal)
reploids. Naturally, your role as either Megaman
X or Zero is to protect the humans, but also to
prevent all-out war from breaking out and to
unravel the little conspiracy that's taking place
in the background.

- (L
"Hl aa =

AVAILABLE: NOW

CATEGORY: ICE HOCKEY SIM

PLAYERS: 1-12

PUBLISHER: EA

PRICE: $89.95

RATING: &

REQUIRED: P166, 16 ME RAM

DESIRED: P200, 32 MB RAM, 8XCD-ROM, 30
ACCELERATOR.

SUPPORTS: NETWORK OR MODEM PLAY, WINDOWS
SUPPORTED CONTROLLERS.

NHL 98 was arguably the best ice hockey game
to be released last year, so how will EA top it?
The list of improvements, tweaks and additions
in NHL 99 are impressive. For all you ice hockey
virgins, EA have made the game more user
friendly by including a beginner play mode.
There are also Coaching Drills for practicing
basic play mechanics or focusing on specific
weaknesses in your game. NHL 99 is a step closer
to feeling like the real thing - your teammates
and opposition are more intelligent, puck
physics feel more realistic, and more coaching
strategies are included.

NHL 9g also looks stunning. Player models are
solid and feature quite detailed faces.
Incidental details like reflections on the ice from
both the players and the overhead lights, as well
as ice spray from their skates are well
implemented. Player animations are smooth and

To cut a long story short, Megaman Xy is a 2D
platform game where you run, dash, jump, climb,
and shoot things up. Like every other previous
Megaman game, you can select the order in which
you tackle each stage, and you scavenge the
weapons of the bosses that you defeat.
Graphically and aurally, Megaman Xy is the stuff
of old-time classics. The sprites are colourful and
nicely animated, there are plenty of huge
explosions, and the sounds are anime-ish PCM.

Unfortunately, compared to newer games like
Klonoa or Abe, X4 is a little plain and lack-lustre
both in the aesthetic and gameplay stakes. If it
came out over a year ago (which it did in Japan),
it would definitely have fared much better.
Nevertheless, old-school platforming gamers,
fans of the series, and anime nuts like myself will
probably enjoy it.

KEVIN CHEUNG

VISUALS SOUND GAMEPLAY OVERALL
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realistic,
thanks to the
freshly motion

captured

moves taken

using pro NHL players. EA have also used
professional stuntmen to motion capture all the
hits, thrills and spills of the game. There’s still
no blood on the ice, but the fighting mechanics
now include three punches, the hook, jab and
haymaker, as well as the ability to duck
punches. It still looks a little staged, rather than
being a spontaneous melee, but hell, it'll help
release some of that pent up aggression - hack
the bone!! NHL 99 is an intense game of ice
hockey and has an truckload of options, but try
before you buy if you already own NHL 98.

CAM SHEA

m 8 90
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Bust A Move 3 DX

Nintendo 64

AVAILABLE: NOW

CATEGORY: PUZILE

PLAYERS: 1-4

PUBLISHER: TAITO

PRICE: $99.95

RATING: G

SUPPORTS: RUMBLE PAK, MEMORY PAK.

Considering what a disaster Bust A Move 4 has
turned out to be, N64 owners can reconcile
themselves with the fact that at least they're
getting Bust A Move 3 DX, which is by and large
the best out of the entire series. For those not in
the know, BAM 3DX is a puzzle game where you
are meant to destroy all the bubbles on the
screen before they come crashing down to kill
you. This is accomplished by shooting your own
bubbles, and linking up 3 or more bubbles of the
same colour, thereby causing the offending
bubbles to explode.

This third instalment has plenty of new features.
There are new characters to use, each of whom
carry their own 'counter’ bubble sets in the
multiplayer modes; as well as brand new bubble
types, such as bowling balls and rainbow balls
that change colour depending on what was next
toit.

BAM 3DX is surprisingly faithful to its arcade
parent. The graphics are large, bright, and
colourful, sporting all of the humorous animated
touches that the fans of the series have grown to
love. Controls are tight, the physics have all been
accurately reproduced, but the music is a
horrible PCM adaptation of the original.

As a single player game, BAM 3DX is a bit on the
easy side, and will leave all those people out
there without mates feeling a little ripped off. As
a multiplayer game, however, BAM 3DX is
monstrously addictive and fun. What's better is
the 4 player mode, which can generate levels of
puzzling madness not seen on other systems
(probably because other versions don't have 4-
player). As always, if you're a puzzling fan, this
is top stuff. However, | suspect that the bulk of
the action-loving Né4 community will probably
chicken out on this one.

KEVIN CHEUNG

VISUALS SOUND GAMEFPLAY OVERALL
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PC

AVAILABLE: NOW

CATEGORY: REALTIME STRATEGY
PLAYERS: 1

PUBLISHER: ARENA GAMES
PRICE: $69.95

RATING: &

REQUIRED: P100, 16MB RAM
DESIRED: P166, 32MB RAM

Send in the clones! Yes, the increasingly-
tiresome stream of CEC wannabes shows no sign
of abating in the lead-up to Christmas - quelle
surprise! What's perhaps most remarkable is that
they seem to be getting worse. Or maybe it's just
that we're becoming less tolerant with each new
release. And why not? Why should we put up with
third-rate cack like Echelon, for example, when
we're still playing Total Annihilation and Dark
Reign (or Red Alert, for that matter) and can see
Homeworld and Tiberian Sun looming ever larger
on the horizon?

Echelon is a shockingly retrograde game for
several reasons.

It hasn't got any multi-player capabilities at all,
thus restricting its longevity to the appeal of the
solo game. Here, it makes a fair start with the
inclusion of three apparently distinct warring
tribes (like Starcraft), but then throws it away by
making them utterly devoid of personality.
Worse, each tribe has only five missions on offer,
the first of which are a trio of variations on the
run-your-squad-round-the-map-and-kill-the-
outnumbered-enemy routine that every RTS uses
o ease you into its controls.

Quite why Echelon needs three of them,
especially when there's only fifteen missions in
total, simply beggars belief. Compounding these
crippling flaws even further is the extremely poor
Al - the enemy won't respond until you enter
their tiny range of vision and the thickness of
your own units demands eternal vigilance.
Meanwhile, the graphics are about on a par with
KKND. On a slightly more positive note, Echelon
may well win the award for the worst designed
box of 1998. Excruciatingly amateurish.

DAVID WILDGOOSE

OVERALL

ViSUALS SOUND GAMEPLAY

Jetfighter Fullburn
PC

AVAILABLE: NOW

CATEGORY: FLIGHT/COMBAT SIMULATOR
PLAYERS: 1-4

PUBLISHER: TAKEZ/MISSION STUDIOS

PRICE: $89.95

RATING: GB+

REQUIRED: WIN 95, P133, 16MB RAM
DESIRED: P200, 3ZMB RAM, 30 ACCELERATOR

Flight Simulators are always released
notoriously late, and if you invited one to a
dinner party, you'd have to tell them it was a
week earlier just so they would turn up on time.
It's acceptable, though, if extra time is needed
to craft a spectacular flying experience...

Jetfighter Fullburn is closer to Wing
Commander than Jetfighter I1I. The whole idea
behind Fullburn was to create a flight sim that
is fun and interesting, rather than dull and anal
in approach. Sure it's been seen before
(remember Strike Commander?), but this time,
rather than dulling down the sim aspect, the
hardcore sim elements remain very much intact.
What you do get is 3 CD’s full of a respectably
shot storyline, full of sordid romance, political
instability, and naughty games of war and
brute force. You also get the chance to fly your
opponents aircraft as well, bringing the number
of useable warplanes in this one up to three (the
F/A-18, the F-22N and the MiG-42).

Mission-wise, Fullburn can hold it's head up.

Lero Divide 2

PlayStation

AVAILABLE: NOW
CATEGORY: 3D FIGHTING
PLAYERS: 1-2

PUBLISHER: ZOOM

PRICE: $69.95

RATING: G

SUPPORTS: MEMORY CARD

The definitive phrase to use from the outset is
‘wasted potential’. The first Zero Divide was a bit
of a novel game, offering an alternative form of
robotic fighting action that actually exploited the
unique features of its characters. For this sequel,
however, Zoom has just gone for the bong-
headed option of prettier graphics. What we have
now is basically another bunch of robots,
ranging from nurses and scorpions to a giant
yeeros with legs, fighting at a super-cool 60
frames per second. That, dear people, is all there
is to boast about. The rest of the graphics are
terribly pixellated, the sounds and music are
amazingly non-descript, and the gameplay is, at
best, Fighting Vipers on valium.

It's not like Zero Divide 2 is a horrible game,
though. You see, this game was actually released
eons ago in Japan - around the same time we
Australians were discovering games like Soul
Blade. Zero Divide 2 would have easily merited a

Documentation wise, it can hold it up even
higher. Graphics-wise, things aren’t so steady.
Fullburn looks atrocious without a 3D accelerator
and in low-detail, low-res modes. You're going
to need a grunty PC with preferably a znd gen
3D card in it to experience the splendour of
graphics engine with a respectable frame rate.
Sound-wise - oh dear. It's 1998. Midi just doesn’t
cut it any more. The engine noises fall below par
as well. The game comes on 4 CDs. Surely some
more attention and effort could have been paid
to the sound department.

Fullburn is an honourable attempt at making

the hard-core flight sim more accessible and
appealing to the masses. The story/cut-scene
element is cool, but first and foremost, Fullburn
is a flight sim. And a respectable one at that.

MARCH STEPNIK

GAMEPLAY OVERALL

higher score had it been released in Australia at
that time. By today's standards, it just doesn't
stand up. What bothers me as both a reviewer
and consumer is that games like Zero Divide 2 or
Megaman Xy take well over a year after the
Japanese release to hit Australian shelves - yet
Gran Turismo and Tekken 3 took less than 6
months. If the distributors thought that this game
was not good enough to be rushed over to
Australia immediately, why did they even bother
the token gesture of bringing it out so late? To
have a bigger software line-up than Nintendo?
Why bother? If there be method to this madness, I
don't see it. The best equivalent game for
fighting fans is Bloody Roar.

KEVIN CHEUNG

ViSUALS SOUND GAMEPLAY
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IF/A-18E Garrier
atrike Fighter

PC

AVAILABLE: NOW

CATEGORY: AIR COMBAT SIM

PUBLISHER: INTERACTIVE MAGIC

PLAYERS: 1-NETWORK

PRICE: TBA

RATING: G

REQUIRED: P166, 24 MB RAM, 8X CD-ROM,
JOYSTICK

DESIRED: P200+, 64 MB RAM, 24X CD-ROM, 3D
HARDWARE ACCELERATOR, JOYSTICK, THROTTLE
AND RUDDER PEDALS.

Set to full realism, this revamped F/A-18 takes
time to tame. With any but the smoothest
handling, inertia causes slight oscillations
typical of real airflow. Any stall not dead level
will spin or even flat spin it. Proper spin
modelling has eluded even FS 98 and Flight
Unlimited 11, but here it is and it demands a sick
bag. This is no Piper either, so normal recovery
routines don't apply - be ready to punch out,
even with the flight computer's help.

Other ideas that make your cockpit tangible are
the diabolical "physics lab' radar (yes, with an
‘easy’ mode) and an apparently accurate
instrument panel.

The opening videos are okay but the music is
woeful. Training missions are sketchy but
adequate. You have two theatres using
dynamically generated missions, so there won't
be constant replays. The mission planner is
comprehensive. Finally, the graphical game
interface, a mouse-driven navy base and carrier,
is quite decent... Sadly it's all downhill from here.

The satellite-photo terrain renders quickly but
looks pretty rough anywhere but at high altitude.
The cockpit view perspectives aren't quite right.

The enemy Al is a bit faint. The dinky radar
display is imperfect. At the bottom of the barrel
we find the flap sound is pinched from the FS98
Cessna (howl), and your Super Hornet
spontaneously dives into the drink seconds after
landing! A patch reportedly fixes this bug but
not the last-minute feel of the game.

The publishers have put this jelly on the table
before it set. Exceptional flight model but crying
out for a cut and polish.

THOM MCINTYRE

ViSUALS SOUND GAMEPLAY
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lemmings

PlayStation

AVAILABLE: NOW
CATEGORY: PULILE
PLAYERS: 1

PUBLISHER: PSYGNOSIS
PRICE: $39.95

RATING: &

Lemmings. Never has there been such a hilarious
videogame concept. As they wander single-file to
their deaths, it's up to you to save their stupid
little green noggins by guiding them to the exit.
Each level becomes increasingly more complex,
until you're so darn frustrated that you're quite
happy to see them throw themselves into the void.
To solve each level, you must instruct each
lemming to perform a certain task - from digging
holes, to blowing things up and even drifting with
the aid of an umbrella. To make things even more
painful, each level has a time limit too. Nasty.

As far as gameplay goes, this is classic stuff.
Whilst 1 expected something different, Lemmings
for PlayStation is an exact port of the original
Lemmings Amiga/PC game, with Oh No More
lemmings thrown in for good measure.
Strangely, the original code doesn’t seem to have
been touched one iota, and as soon as the game
fires up on your TV, you're going to be asking
yourself why the hell you paid money for it
(that’s if you never played it before). The good
thing is, Lemmings is still a brilliant game and
very addictive, so the persistence will pay off.
Why they couldn't have simply improved the
graphics or music is beyond me, and the lack of
mouse support is just outrageous. Lemmings
relies on quick thinking and lightning fast
reflexes, so playing with the standard controller
is just crazy. But... just one more go....

ELIOT FISH

ViSUALS SOUND GAMEPLAY OVERALL
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starshot

Nintendo 64

AVAILABLE: NOW
CATEGORY: 3D PLATFORMER
PLAYERS: 1

PUBLISHER: INFOGRAMES
PRICE: $99.95

RATING: 6

After Rare demonstrated that any bum can
make a Mario 64 clone (although execution
quality is another thing), everyone decided to
join the bandwagon and make their own
variation. Starshot is among the first of them.
On one hand, Starshot can be completely written
off as a direct clone of Banjo Kazooie, ranging
from the multiple object-retrieval system for
points and power-ups to the garbled imaginary
speech. The difference: poor execution.
Graphically, the cameras unexpectedly jerk back
and forth, the framerate is chuggy enough to
create a strobe effect, and everything has a
strange fuzzy hue. The sounds are a collection of
forgettable PCM tunes that don’t even try to
sound like the gay little picnic that Banjo did.
The controls are also very shallow. You get your
basic jump and attack moves, and the rest of the
attention is on lots of intricate camera control
functions. I'm at a loss as to why the latter
feature wasn't devoted to more moves.

The irony is that when you break all of the
gameplay elements and look at them
objectively, Starshot and Banjo are one and the
same. The difference is purely in the aesthetics
and execution. Yet when it comes to premise,
there is more reason to respect Starshot than
Banjo because its story is more thoughtful. In
Starshot, your travelling space circus is going
out of business because people would rather be
entertained by a 'virtual circus’. Social satire?
Whatever it is, it's more interesting than the
overt toy-market orientation of Banjo.

In that respect, don't be fooled by the final
score. Caming connoisseurs know that execution
flaws can easily be remedied with time and
tweaking. It is ideas, originality, and ingenuity
that matter. Starshot's conceptual similarities to
Banjo only lends credibility to my belief that
this genre is already close to dead.

KEVIN CHEUNG

ViSUALS SOUND GAMEPLAY
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Assault

PlayStation

AVAILABLE: NOW

CATEGORY: PLATFORMS /SHOOTING
PLAYERS: 1-2

PUBLISHER: TELSTAR ELECTRONIC STUDIOS
PRICE: TBA

RATING: 6

SUPPORTS: DUAL SHOCK, MEMORY CARD.

It's funny how fiction always portrays extra
terrestrials in one of two ways: highly intelligent
life forms who speak perfect American; or in the
alternative, giant evil parasitic monsters with
frightful skeletal exteriors who have no interest in
eating you, but would prefer nothing more than
ripping you into confetti. The latter category
always seems to make for more dynamic
entertainment, so it's no surprise that Assault is a
game where you blow these critters up.

Assault takes a fairly tried-and-true no-frills
approach to the idea. All you do is run and jump
your way across the linear-as-hell levels, pick up
the weapon bonuses, and blast seven shades of
shinola out of the seething hordes of bugs.
Graphically, the game is not bad, displaying the
PlayStation’s usual array of explosive lighting
effects while being marred by the PlayStation’s
usual warping, clipping, and pixellisation. This
is complemented by a bass-heavy techno
soundtrack, ornamented by sound effects that,
aside from the fact that the exploding aliens
sound like wind chimes, aren't all that bad.

Assault’s main fault lies in its piss-weak difficulty
level. Sure, there are heaps things to shoot at, lots
of weapons, power-ups, and energy gauges.
However, whatever depth or tension that could've
been derived is negated by the fact that your
weapon can be so ridiculously tanked-up that you
can blanket the entire screen with one shot!

However, while Assault is a tad simple in single-
player mode, it is deceptively addictive when a
second player tags along. Granted, the gameplay
is totally mindless and the action is devoid of
any real strategy, but there is something alluring
in jumping around blasting everything up with a
mate. Call it mob mentality, call it stupid -
whatever it is, it's the kind of fun we all had back
in the SNES/Amiga days with Contra.

KEVIN CHEUNG

OVERALL

Deer Hunter 2
PC
AVAILABLE: NOVEMBER

CATEGORY: HUNTING SIMULATION
PLAYERS: 1

PUBLISHER: WIZARDWORKS

PRICE: $29.95

RATING: VIOLENCE

REQUIRED: P133,16 MB RAM, 8XCD ROM.

DESIRED: P200, 32 MB RAM, 3D ACCELERATOR.
SUPPORTS: 3D CARDS

Imagine you're a strapping young deer, living in
a beautiful forest (or a messy assortment of pixels,
as the case may be). After wandering in the woods
all day, you decide to lie down under a big, shady
tree. You lower yourself onto a comfortable patch
of grass, slowly close your tired eyes, then... BAM!
Some stupid jackass with a big, fat gun blows your
brains out! If this kind of "noble sport” appeals,
then Deer Hunter 2 is the game for you.

Moral and ethical objections aside, Deer Hunter 2
is a completely crap game. The premise is this, you
create your hunter (I named mine "Slack-jawed
Yokel”), choose from g weapons with which to
maim and slaughter, including the always discreet
semi-automatic shotgun, and head out into one of
12 hunting locations. There are 13 tools available to
help spot and attract deer, and remain
undetected, like a "Doe bleat call” and "Cover

scent”. Tracking down your cute little kill is a
matter of using the tools, and looking for telltale
markings like hoof prints and deer droppings.

Deer Hunter 2 uses a graphics engine that is about
as competent as Keith Richards teaching advanced
Quantum theory. In other words, it's ugly, slow and
constantly stuttering. Even with 3D accelerator
support and PC hardware way above the
recommended specs you can almost count the
number of frames per second the game runs at,
mouse-look is unreliable making aiming difficult,
the objects (like trees and deer) on the landscape
are horribly pixelated, the deer themselves have
about ten frames of animation, and so on. Indeed,
any potential enjoyment of the "sport” Deer Hunter
2 purports to “simulate” is lost before you even
start. An intensely objectional piece of software.

CAM SHEA

OVERALL
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AVAILABLE: NOW
CATEGORY: PUZILE
PLAYERS: 1-2

PUBLISHER: OCEAN

PRICE: TBA

RATING: &

REQUIRED: P30, 16MB RAM
DESIRED: P166, 32MB RAM

Wetrix is a puzzle game where the object is to
build a water enclosure with a series of falling
blocks, water, and various hazards like bombs.
Like a zillion puzzle games before it,-the pieces in
this puzzle game come faster with time, and thus
make the game harder.

It's pretty rare that I get really inspired by a
puzzle game, and whilst I wouldn’t go as far as to
say that Wetrix gave me wood, it certainly had
something about it that appealed to me instantly.
Maybe it was just the subtle difference that it
holds from most other puzzle games in that you
not only build something with what’s thrown at
you, but also have to then put something (water
in this case) into what you've created. There's
something strangely addictive about this title,
just like old classics like Tetris.

Wetrix is geared to encourage you to try and do
tricky things, in order to get more points. Playing
a safe game is quite simple, and it wasn’t long
before | was able to get to level 10 in each game |
played, which is the fastest/hardest rating.
Playing a little differently though, I got a higher
score, and had only got to level 3. :

To ensure you don't get bored of the game in
a flash, there are various handicap modes,
which offer a variety of challenges you don't
normally have to deal with. Naturally there is
also a two player split screen option so it’s not
just a solo game.

The people 1'd really recommend Wetrix to are
folks that sit around in chat programs like 1CQ
and need something to play inbetween chats and
messages, without booting up some sort of game
that demands your attention for a long time.
Heck, just play it in a window. It's not the game
you've always wanted, but it's cool for what it is.

DAN TOOSE

VIiSUALS SOUND GAMEPLAY OVERALL
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Nintendo 64

AVAILABLE: NOW

CATEGORY: RACING

PLAYERS: 1-4

PUBLISHER: UBI SOFT

PRICE: TBA

RATING: G

SUPPORTS: MEMORY PAK, RUMBLE PAK.

SCARS, without mincing words, is basically Mario
Kart 64 minus the fairly floss. The graphical setting
is something of a post-apocalyptic blend of high
technology and nature gone wild. The cars you
drive, for instance, are powerful off-roaders that
can collect power-up items and cause general
mayhem with the vast array of weaponry scattered
along the tracks. And yet they all have some kind
of animal theme. Some tracks have a really cool
jungle-cum-Ancient Mayan Temple backdrops,
accompanied by strange mechanical buildings
and constructs that ‘just happen to be there’.
Overall, the game is executed very well. The
graphics are solid, fast, and impressive; and the
controls are responsive enough to allow for well-
timed power slides, which is the litmus test for
games of this type.

I know there will be people who are just dying to
know the differences from the PlayStation version,
s0 here they are: the Né4 version moves just as
smoothly as the PlayStation version, but the little
animations such as wheel rotations are distinctly
lacking. The N6y version also seems to have trouble
dealing with light effects and transparencies.
Aurally, the N6y version provides an 'okay’ PCM
soundtrack with the expected sound effects - but
to be honest, they don't compare to the CD-quality
sounds of the PS version. When it comes to
multiplayer mode, the Né64 wins hands down due
to its sheer processing power. Finally, and most
importantly, the physics engine in the Né4 version
is a little more realistic and balanced in that you
can't go recklessly crashing about the track and
expect to come out of it at top speed.

Unfortunately, both versions of SCARS suffer the
same problem: the weapons are dull and
unimaginative. The better physics in the N64
version certainly makes it a slightly more tactical
racer, but without the benefit of more weapons,
it's not by much.

KEVIN CHEUNG

VISUALS SOUND GAMEPLAY OVERALL
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Battiespire

PC

AVAILABLE: NOW

CATEGORY: RPG

PLAYERS: 1-MULTI

PUBLISHER: BETHESDA

PRICE: $79.95

RATING: M

REQUIRED: LOTS OF PATIENCE

DESIRED: A GAME OTHER THAN THIS ONE

Daggerfall was one of the coolest RPGs of all
time. It had a massive gameworld to explore,
which you could travel through on foot if you
were crazy enough, and it had seemingly endless
quests to complete. The sort of game which you
could happily hack away at for an entire year of
your life if you so desired. The engine was also
remarkably ahead of it's time, with true 3D
landscapes and towns to wander through in real
time. Battlespire, whilst not the "official” sequel,
is Bethesda's RPG follow-up to Daggerfall. So,
what the hell happened?

Installing Battlespire was a complete
nightmare. You have to configure your
soundcard in DOS to get sound happening in the
game, as well as load DOS mouse drivers if you
want to play the game using one (running under
windows 95/98 proved to be too unstable). After
struggling with the installer, which also crashed
on us numerous times, we finally got into the
game and began creating the character... apart
from the silly Ken Doll bits applying hilarious
facial hair and hairdos, on the whole there was
enough here to satisfy any RPG lover - tons of
stats. But, then you enter the gameworld...

Battlespire has one true barker of a 3D engine.
This horrendous pixellated mess, which has no
support for 3D acceleration, is not even close to
the games of 24 months ago, let alone current 3D
games. What happened to the Daggerfall engine
which was perfectly fine? Ahhhh! When you
finally have an encounter, and you're hopelessly
flicking your mouse around to get your character
to swing his sword, you really start to question
what the hell you're doing inside on such a
lovely day. Let's hope Red Guard is a lot, lot
better.

ELIOT FISH

VISUALS SOUND GAMEPLAY
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The beginning of the 22nd Century, the people of
Earth had developed a peaceful and prosperous
civilisation. Suddenly THEY appeared. Arriving
through the inter-dimensional pulse. They invaded
all forms of life, minerals and electronic devices.
Existing as a parasite, they multiplied rapidly.
They have ravaged nearby planets and have
chosen Earth as their next target for colonisation.
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MULTIPLAYER

BY DAN TOOSE

Something bothered me after Gibcon this year... The
sense that there was nothing really consequential
about the results of the competition, other than the
acquisition of some prizes for the players that won.
Players that love their games with a burning passion
want to compete against other like minded people, to
take the experience to another level. All competitions
that have existed thus far in Australia for PC games
have been completely independent of one another, and
as a result, a player may win one huge competition,
and may get his or her prize, but that’s not why we

are an excellent way to get started.

play games competitively is it? Every crack gamer
who devotes every ounce of spare time to their
favourite game wants to be the best, or at least the
best they can be. What [ really wanted to see happen
was a ranking system, with state and national finals,
just like most sports have. | mentioned this to a cou-
ple of guys that [ play Quake z with, and it went to
show that I wasn't the only one who had thought
about this, because a group of players and enthusi-
asts who had been running some of the large LAN
events around the country had started going about

organising a big national league for

Quake and Quake 2, as these are the

two games that hold the biggest fol-

lowing in terms of both online play,
and major LAN events. This group of
dedicated gaming enthusiasts started
plans for a national gaming league,
and out of those discussions has come

ACGP, Australian Computer Camer

Professionals on 1st of September.

It is the goal of ACGP to provide the

opportunities for gamers to become

career players. Rather than replace the
already existing LAN setups in each state,

ACGP seeks to work with them to have

state and national champions. At this

stage, ACGP is starting with Quake 1 and

2, but plan to branch into other PC

games, including strategy, racing and

sports titles.

The ACGP will also offer it's mem-

bers discounts on hardware and

software, making their favourite
past time not only more competi-
tive, but also cheaper.

Hyper fully want to see the ACGP take
off, and we’ll be printing the results of all comps
that they run, and print rankings and so forth when
relevant. Active competitions should start next year.
ACGP are having a summit with Wireplay to sort out
the proposed workings of the national leagues, and
there will also be a forum on the ACGP site so you
the gaming community can offer suggestions as to
how things should work or could be improved. Their
web site is at http://www.acgp.com.au/.
Alternatively you can email them at
info@acgp.com.au.

Il ynu want to find nut almut uualm 1 and 2 cnmnetltmns and LANSs in Australia, then the Inllumng list utweh snes

(http://impulse98.playnow.
com.au/)

This year's biggest LAN event,

held in Melbourne. The official
Wireplay LAN Championships,
run by Sons of Quad.

(http://ausquake.newsninja.
com/)

This site holds a complete list
of Australian Quake 2z clans,
and has links to all major LAN
events. Also hosts the

Australian Quake 2 ladder (for
team Deathmatch).

(http://www.challenge-
au.com/)

Run by the ever dedicated
Hoony, this site focuses on
International Quake chal-
lenges. Look out for the
upcoming Australia vs New
Zealand match!

(http://www.acgp.com.au/)

The web site for the upcoming
Australian Quake 1 and 2z
national leagues (and in time,
much more)..

(http://www.newsninja.com/
vmi/)

The main regular Victorian
LAN event home page.

(http://www.mpu.com.au/)
The main regular NSW LAN event.

(http://www.regen.powerup.c
om.au/lan/)

The main regular Queensland
LAN event,

(http://www.quake-au.net/)
An excellent and very colloqui-
al Quake news site run by Malby.

(http://sas.ml.org/q2league/)

Qzleague is a CTF dedicated
league for the clans that play
on the Powerup servers.

(http://oztf.newsninja.com/)
The Australian Team Fortress
League run an excellent league,
on what has become the most
popular Quake mod the whole

world around... and it's
Australian of course!



Sony Computer Entertainment Australia held a rather
low key Tekken 3 tournament, with the heats in each
state taking place in various niteclubs around
Australia, and the winners will have met in Melbourne
by the time you've read this, to determine who the
national champ is. This player will fly off to England

ireplay

to play their national champ. It's all a little unofficial,
since only those over 18 could enter, but at least Sony
will be sending one of the best players in the country
to the other side of the world to see if we can beat the
Poms, so it's a good thing. We'll keep track of who
wins the national title, and how they go in England.

The hest friend of Australia’s online gamers

We've seen several online gaming services pop up
over the past couple of years, but none have put in for
the gamers as much as Wireplay have. Wireplay have
made it a habit to sponsor any organised LAN event, to
really help get the gamers together and get competi-
tive gaming going forward in this country. Not only
have they got behind large events, but even small
non-publicised ones, such as a clan workshop LAN that
Eliot and | attended with a bunch of other Quake 2 nut-
ters from around Sydney, which Wireplay sponsored by
hiring the venue for the players on extremely short
notice... and it wasn't because there was pres

¢ didn't know we were playing in t
If you're like me, and you have major hassles getting a
mooth, playable game online, due to your phone line
j a bit lame, or having an ISP that doesn't seem to

pponents to
been umming and ahhing about whether
or not it rth the money to sign up s. They host
a lot of different games, not just Quake stuff! Go check
out their web site at http://www.wireplay.com.au/
Wireplay is also dedicated to branching out into other

games other than Quake 1 £ 2, like their Red Alert comp
they re currently running. They have been running the
most ambitious online Quake and Quake 2 competi-
tions seen in th date (the Wireplay Invades
Brisbane comp), and at time of publication, the Quake
1 finalists were:

Thermal [SoQ]

[WAR] Dethon

Krazy Ivan [SoQ]

Bashar

[ao] VomitGod

Webby-MHCN

[kf] Rogue

JaC DeTH [AoD]

Drake [SoQ)]

Radaghast

Wargel

Tim (winner of the Hyper botblast... go dude!)

The last Quak finalists were still to be decided by
our deadline, but we'll print the winners next issue. All
of these players will be playing each other at three
huge events on November 7, in Melbourne, Sydney,
and Brisbane, with clan comps also being held at each
finals venue

IFA Gaming

Just to prove it's not all just Quake and more Quake
out there, here’s a link to the AFML (Australian FIFA 98
Modem LeagLiE). (http://www.fifagaming.com/
fita98/tourney/austleague)

It's run by our buddy Gareth Jones at PC Powerplay,
and is only quite small at this stage, but the compet-
itive spirit looks to be in full swing there, so any PC
FIFA RTWC fans out there should check it out.

Don't think that this is going to be PC only,
although due to net gaming and LAN events, most
will be PC for sure. The Dreamcast will have network-
ing and online capabilities, and as a result we expect
to see big multiplayer things happen there when it
launches next year. Once in a while console comps
are organised, and we're keen to expose them!

fo you run or play in a
league we don’t know
about?!

We don't just want to focus on Quake, so by all
means, if you either run & league or ladder for some
sort of multiplayer game, or even if you just play in
one that we haven’t mentioned at some stage, then
let us know and we'll give it a mention, or even a
full story if it's big enough.

Email us at: freakscene@next.com.au
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ANGIENL history

A new section to Hyper, where Dan Toose looks at the “good ol’ days”, and offers an updated opinion on more recent

gaming events now that they've had time to sink in.

Format: Arcade
Players: 1-2
Released: 1984
Publisher: Data East

Many of today's younger gamers probably became
aware of fighting games when Street Fighter II
became such a huge phenomenon, but that was far
from being the first of it's kind. Data East were the
first to bring out an arcade fighting game, with
Karate Champ, but we think the more significant
release was the updated version which came out not
long afterwards, Karate Champ 11 (versus edition), as I {
this was the first game to allow two players to fight : PERFECT
one another. o :

The game was basically a karate tournament, with
matches being won by earning points for landing a
hit. Good hits would earn a full point, and average
hits would earn a half point, with two points being
required to win the round. Including moving left,
right and crouching, there were 21 moves. Unlike
today's fighting games, there were no buttons, but
instead, two joysticks. Pushing the joysticks into dif-
ferent combinations resulted in various kicks and
punches.

There were funky little bonus stages, including
kicking blocks, beating up bulls (really!), and dodg-
ing rotten fruit and bottles being thrown at you. It
wouldn't draw crowds today, but for its time, this
was a truly awesome game.

Unreal

PC

There has been an ongoing saga with
this awesome game, that has led to it
falling short in a rather major area for a
first person shooter... online multiplayer
gaming. When we reviewed Unreal, we
had a network game with two decent PCs,
and thoroughly enjoyed it. With no online
servers at the time, we naturally couldn't
test how it would go online (which is how
people play multiplayer the vast majority
of the time). Unfortunate this was, and it
would have affected the score, because
the game performs terribly when trying to
play over the Internet. Epic. Megagames
have been trying to address this with
patches, but even this may not make a
difference for us out here in Australia,
because there don’t appear to be any
Australian servers active anyway.

We're keen to see exactly how well Epic
go with fixing this problem, because
essentially, any game that uses the same
networking code is going to suffer
online, and thus games like Duke Nukem
Forever may not be an online hit as
expected.

Modern History  RGINIRGHL o ~ Modern History

PlayStation

Once we heard the PAL version of Tekken 3 would be
identical to the Japanese version, we went ahead and
did the review based on the Japanese version we had.
Despite being a great game, the PAL version has a
rather major shortcoming that we should peint out to
those looking to go grab it... it's VERY slow. So basi-
cally, if you've seen Tekken 3 in the arcades, that’s the
speed the [apanese and American versions run at. The
PAL (European and Australian) version runs at some-
thing just over half that speed.

This sort of slowdown really isn’t acceptable, and com-
panies like Namco shouldn't release a PAL conversion till
they can get the speed to a more reasonable level.
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Your girlfriend just happens to be the daughter of the head of the
MOB. Marlon - The Godfather - Mozzarella has dispatched his hench-
men to kidnap his Loretta back... It's now time to put on your shades,
pick up your weapon and go get your girl back. Reservoir Rat is a
platform/puzzle/shoot-em up with 5 worlds and 17 levels per world.

Cool Hand will appeal to all kinds of card players. There are three
different types of game - Solitaire, Cribbage, and Black Jack, each
offering 4 styles of play. Cool Hand includes a unique “Learn & Play”
which you can call on at any time for help.

Montezuma S Retum is a challenging platform puzzle game where you
will have to fight your way through a maze of 150 rooms, climb
ladders, slide down poles and avoid flaming pits of fire... All this just
to find the treasure.

Thesa titles are
Yet to be
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lechRomancer-..

_fl'm Levy checks out Capcom's latest 3D _riglitﬁi;... Tech Romancer

That crew that has brought you the irrepressible Street
Fighter series and Star Gladiators have some new tasty
offerings for the discering 3D fight sim/robot/mech
lover. In the not so far away future, people have
become bored with the barbaric (not to mention low-
tech) idea of punching each other in the face, so they
have invented giant air-conditioned robots, bristling
with armaments to do their dirty work for them.

The whole TechRomancer package is very Japanese
and several (if not all) of the robots have been seen in
various manga and anime productions in the past
(hell, I've even toyed with the G.Kaiser robot knight
doll with spring loaded rocket fists when I was knee
high to a dead pregnant grasshopper)

There are 8 Mechs to choose from, and all differ with
speed, agility, and armour strength, weapon power, and
weapon range. A wide array of robots is represented and
range from military battle mechs, to robot knights to
industrial demolition robots. Video footage and/or story-
line (the reason for fighting) accompanies each robot and
definitely lends a bit more character depth to the game.

The number of weapons that can be selected is huge.
Some of the weapons at your command include: rockets,
laser rifles, machine guns, flamethrowers, parachute
mines, cannons, toxic bubbles, remote laser droids, light
sabres, wrecking ball, mortars, howitzers, war axe, con-
ventional mines, rocket fists, kicks, etc, etc. With all these
weapons at your disposal, it doesn’t seem like a battle
any more, but more like a minor war.

The game's depth lies in mastering all these weapons

and knowing their range and strength and how they can
be used in conjunction with other weapons. For example,
you can lob some parachute mines and then dodge to the
side to use a long range laser weapon. Or use the jump
button and attack from above and then land next to the
opponent and chop them with your light sabre. Knowing
your opponent’s weapons is also an advantage as some
weapons will negate another, while some weapons will
absorb another and keep on going towards the target.
Special attacks are a prime example of this. Once the
‘special attack’ gauge is full, the power may be utilized
by depressing all 4 buttons. A special attack will always
override a standard attack. Fortunately/unfortunately
special attacks have a slight time lag (barely enough
time to jump out of the way) as the characters take a
split second to form up or brace themselves whilst fir-

ing their 2 tonne mega weapons.

Battle locations are slightly unimagina-
tive (flat) and peppered with buildings,
TV transmitters and spacey thingos which
can be destroyed by weapons fire. Also
there are no ring outs, just invisible
perimeter walls to stop you straying too
far. But, this leaves the player more time
to concentrate on the huge number of
incoming attacks as well as trying to
exploit the opponent’s weaknesses.

The controls are fairly basic with Guard, A
+ B attack and Jump buttons being used
in conjunction with a single joystick.
Moving around the battlefield rapidly is
accessed by either jumping, double tap-
ping, or by holding G and double tap-
ping. Mastering moving is the key to sur-
vival. Cenerally the faster the character,
the lower the armour and firepower. The
armour is depleted by enemy attacks
which are blocked, and a gauge shows
the amount of armour remaining. Once
your armour is no more, your chances of
survival are pretty slim. If the two ‘bots
collide, a ‘grapple attack’ begins where
the winner is decided by who can depress
the most buttons the mostest.
Occasionally, bonuses appear in the
form of health, ability or weapon type.
To use the item you must press A+B+]
simultaneously after picking the item up. Don’t hold
on to the item for too long as it can be knocked from
your grasp by an enemy attack (and then used against
you.)

So far, Virtual On by Sega is the only other credible
mech combat game for the arcade. Mastering this
game and making it past all 1z computer controlled
robots is no easy feat and therefore a major chal-
lenge. So if you liked Star Gladiators, Virtual on, or
even Heavy Gear, then TechRomancer may be the
game for you.

B/10

Special thanks to Galaxy World for their
assistance with our arcade section.
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No, its not the latest panty vending machine craze to
hit Japan, its the latest action/adventure anime to hit
our shores. Meet Kei and Yuri, two seventeen year old
scantily clad "trouble consultants” who patrol the
known universe working for a private policing organi-
zation called 3Wa; (kinda like the Australian Securities
Commission with weapons of mass destruction). Kei
and Yuri are the Dirty pair, codename; Lovely Angels.
They scored high on their physical aptitude tests but
logged in record lows on their theory. They're actually
so stupid they manage to fool their enemies into
thinking that their incredibly smart and cunning. This
remarkable trait, coupled with their amazing prowess
with gun and sword, and a superhuman ability to
break anything and everything around them make
them the deadliest team in the universe!

Based on the best selling novels by Huruka
Takachiho, 1 first got into the Dirty Pair through the
Adam Warren comics of the same name published by
Dark Horse Comics. Both the comic series and the
anime seem to capture a world of high tech disinte-
gration, where technology is as shonky as it is cool.
Its pretty much taken for granted here that the human
race has colonised the galaxy, where corporations
strive to gain the largest cut of the market, where
techno-junkies (were not talking ravers either) plug

into themselves for that all addictive personal p
tour and where high tech generally
means a defective version of reality.

This is one of those series where the
characters actually get so stupid that you
can’t help but laugh. Highlights being
their city destroying rocket trip, and their
idiotic personal rivalry constantly warping
the minds of their enemies. Dirty pair is an
Anime that explains why transforming
"mech” suits are a actually a bad idea, why
sailing near whirlpools of death means
inevitable destruction, and why giving
brainless idiots weapons of mass destruc-
tion often leads to cities in ruin (now if
someone would care to outline that to
the military please!). Kei and Yuri's
special brand of humiliating their
enemies with their exceptionally low
1Q will have you on the floor
rolling, coupled with gourmet
binge eating and spittle spraying
shouting matches.

We're looking at the old "lupin”
style of animation here folks, with
retro city scenes and caricatured char-
acters. It's well executed, slick and polish yet
the action scenes do tend to get a tad confusing. Had
to take points off for an exceptionally bad dub, since
the sound emanates like it's coming from inside a
cardboard box.

Watch for Yuri's "naked sword” technique and you'll
basically pin-point the source of all this confusion
and mayhem.

An entertaining and funny comedy romp that's
worth a good look.

Rated PG 12. Available on Import through
the Cartoon Gallery.

GALLERY

Al import videos supplied by
The Cartoon Gallery,
QVB, Sydney.

Their websit ovel
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Half-Life

Go direct to the source. Valve are the team responsi-
ble for Half-Life. The Hyper crew can't believe how
good this PC game is, and if you've got some spare
time on the Net, go see what Valve are doing - which is
probably good things. All we know, is that they've
tweaked the Quake 2 engine into something brilliantly,
mind-bogglingly awesome.
http://www.valvesoftware.com/

In a bizarre web appearance, Toasty the Sheep has put
up a web page protesting Spyro the Dragon's treatment
of his fellow fluffy friends! Whether this is some promo-
tional stunt by Sony or not is hard to figure out, but hell
it's worth checking out just for a laugh. Maybe when you
do, you can see if the Cows With Guns link is working!
http://www.sheepagainstspyro.com/

Comedy Central is the American TV channel which
screens South Park, Dr.Katz and a bunch of other cult
cartoons which we don't get here yet! If you want to find
out more about where these great shows come from, and
check out all sorts of weird and wonderful Java games
and generally odd stuff, then drop them a visit. It ain't
hard to find. The South Park section, for instance, con-
tains "Chef Aid: The South Park Album”, South Park mer-
chandise (of course), and even mini South Park clips
using the Shockwave plug-in for your browser. You may
even spot Terrence and Phillip! Blat!
http://www.comedycentral.com/

For fans of all the great LucasArts games such as Jedi
Knight, the Monkey Island series and for those of you
waiting in anticipation for their upcoming titles like Grim
Fandango and X-Wing Alliance, go check out this unoffi-
cial site devoted to everything LucasArts. Lucasgames has
everything you need, from news to demos and walk-
throughs for all the great adventure games and more. It
makes a nice alternative to checking on the official
LucasArts site... Enjoy!
http://www.lucasgames.com/
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‘Mighty Toasty:
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"Sheep and dragons dan't mix, baby!”

SURGEON GENERAL'S WARNING. Breathing
Fire On Sheep !s Dangerous To Your Health
(Especially H You Are The Sheep In Question]
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Sega
1902 555 4Lk

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

Sega PC
1900 142 100

Calls charged at a rate of $1.50 per min. A higher rate
applies from public and mobile phones.

Roadshow Interactive
1902 962 000

Calls charged at a rate of §1.00 per min. A higher rate

applies from public and mobile phones.

Microprose

1902 262 667

Calls charged at a rate of $1.50 per min. A higher rate
applies from public and mobile phones.

Sony Powerline
1902 262 662

Calls charged at a rate of $1.50 per min. A higher rate

applies from public and mobile phones.

Electronic Arts
1902 261 600

Calls charged at a rate of .a5¢ per min. A higher rate
applies from public and mobile phones.

Virgin Interactive
1902 220 058

Calls charged at a rate of .9sc per min. A higher rate
applies from public and mobile phones.

GT Interactive

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

Need For Speed 3: Hot
Pursuit

Type the cheats below at any
menu to activate the cheat.

cars: Enable all cars!

rushhour: Race with lots of traffic
on the road

empire: Race on the Empire City
track

elnino: Race with the El Nino car
merc: Race with the Mercedes CLK
GIR?

gofast: Make your car go really
fast in Single Race mode

Type the cheats below then click
RACE to drive the'different non-
player cars.

goor: Miata

gooz: Toyota Landcruiser

goo3: Cargo Truck

goo4: BMW 5 Series

goos: 71 Plymouth Cuda

gooé: Ford Pickup with Camper
Shell

goo7: Jeep Cherokee

goo8: Ford Fullsize Van

go09: 64/65 Mustang

golo: 66 Chevy Pickup

goii: Range Rover

goi2: School bus

go13: Taxi - Caprice Classic
goly: Chevy Cargo Van

gois: Volvo Station Wagon

gol6: Sedan

go17: Crown Victoria Cop Car
go18: Mitsubishi Eclipse Cop Car
gotg: Crand Am Cop Car

goz20: Range Rover Cop

Car/Ranger Vehicle
R R R SR

Rainbow B

[

To activate cheats press the ' key
during the game and type in:
TEAMGOD: Team God Mode
AVATARGOD: Player God Mode
STUMPY: Stumpy Mode On
CLODHOPPER: Enlarges Player’s
Feet and Hands

MEGANOGGIN: Mega Head Mode
BIGNOGGIN: Big Head Mode
SFINGERDISCOUNT: Refill Ammo
NOBRAINER: Turns Al Off
DEBUGKEYS: Debug Keys Enabled
TURNPUNCHKICK: Changes Players
from 3D to 2D

1-goo: Heavy Breathing

EXPLORE: Victory Conditions
On/0ff

St B e ]

30 Ultra Minigolf
PC

How to score a hole in one!
Haunted House Hole:

Hit the ball from the tee to the
light grave on the left side of the
house. If you do this correctly the
ball will come out the back of the
house. PS.This only works on the

first shot.
Abominable Snowman Hole:

Putt into the middle tunnel for a
hole in one.

Moon Base Hole:

Hit your ball into the metro station
when the sign says 3. If you
haven't timed it correctly, the ball
will fall into the construction pit.
Jungle Hole:

Across from the pyramid with the
hole there is a pool of water. Putt
your ball at the bird next to the
water. The bird will pick up the
ball and drop it in the cup.
fivctoncor oo e e

Deer Hunter
PC

On the map screen, enter the
following codes:

DHSTEALTH: Invisibility

DHBAMBI: Shows all deer
DHDOEINHEAT: Lures deer to you
DHBUCKDOWN: Deer won't run if
you shoot

S T R SIS TR PSS L NG

FIFA Soccer ‘98
PC

In the Player Edit screen, change
any player name to these names
and a Special Options box should
appear:

eac rocks: Big Head Mode

johnny atomic: Take A Dive
dohdohdoh: Crazy Ball
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HYPER Letters

78 Renwick St.

Redfern, NSW 2016

Fax: (02) 9310 1315
E-mail:
freakscene®next.com.au

ASPIRING ARTIST

Dear Hyper,

Great mag. Thanks loads for
the Tekken 3 book. It soon had
me goin’ the tonk with the best
of them.

I write to express my concerns
over the N64. Recently Hyper had
an article on how badly it has
sold in japan, and how Nintendo
are already planning another
console. Does this mean support
for the N6y will drop? Already the
lack of games forced me into
buying a PlayStation. The Né4
cannot afford to have only 2
games released a month again!

Yet, there is hope, with Wipeout
64, Zelda (Finally!) and hopefully
a whole bunch of more difficult,
less "kiddie” games. (I'm not
knocking cutesy games, it's just
there's only so many fluffy
animals a sane person can
handle.) It's a great console, it'd
be a shame to see it go to waste.
Now that’s off my chest

1. When I'm not gaming, [ spend
most of my time drawing Manga
characters and the like. Does
anyone at Hyper know what
courses could lead to being an
artist at a company like
squaresoft? (Game gods of the
universe)

2. In issue 60 letters you
mention a Tekken Anime. Can you
tell me more?

3. Is Ehrgeiz coming to PSX?

4. Will there be a PAL version of
Brave Fencer Musashiden?

5. Has anyone heard of a game
called Dragon Storm on Né4?

Thanx guys
ASTRO GIRL

P.S What sort of music does Big
Heavy Stuff play? And the
Telemetry Orchestra?

AG,

Well things are certainly looking
up over the next couple of
months with Wipeout 64, Turok 2,
and Zelda all coming before
Christmas. There don’t seem to be
many original "Oh my god!” PSX
titles plying around right now.
Tomb Raider 3, Abe’s Exoddus,
Crash Bandicoot 3, Toca 2, and
Colony Wars Vengeance all look
great, but they're all sequels. The
most impressive PlayStation game
we've seen lately is Metal Gear
Solid, which Kevin has played
throush the Japanese version of.
We're helding off to see an

English version before we cast the
verdict on what the local version
will be like.

1. My advice would be to get a
portfolie of your art, and become
proficient at using 3D modelling
programa and other art
applications.

2. Not at this stage. There seems
to be very little news on this, but
when we hear some more news,
we'll do something on it in the
anime section.

3. Yes. No PAL release date, but
we do expect a PAL release.

4. We doubt it stronsly.

5. Other than that it was being
done by Interactive Studics and
was an action based adventure
game, not really. No screen shots
have been seen, but there was
talk of a similarity te Final Fight
in the presentation (although
we’d guess it'd look more like the
ADED side serolling beat em ups).
P.S. The sure fire way to pind out
is to listen to their musie
(shameless plug). Big Heavy
Stupp’s last album is Maximum
Sincere (they're recording
another album right now!), and
Telemetry Orchestra’s new album
is out mid November, called "Live
better Electrically” (It's a mind
blower fpolks! §8.)

GENSOR THIS!

Dear Hyper

Remember a few months ago,
when the two young American
boys shot some fellow students
and some teachers in their school
yard? It was around the time of
this year's E 3 and Goldeneye one
of the most popular games
around at this point. Anyway, Bill
Clinton declared that the problem
originated from "Computer
Games”. He probably waffled on
about them being “excessively
violent these days..." etc

Instead of bagging games, |
think that politicians should be
enforcing the already in-place
rating system. I mean, those kids
were only about ten or twelve. |
don’t know about you guys, but |
haven't seen any G 8+ games
where you can blow someone's
head off. (Realistically)

OK, that's my say, thanks, bye
BRIAN MORGAN

Craigmore SA
Brian,
Well, at least we know that
President Clinton won't be
pushing to enforce laws on games
where you have sex with your
interns now will he? Actually,
there’s probably a game of it in
development in Japan at this very
moment.
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TIMING VS PIRACY

Dear Hyper,

I am concerned, very
concerned about the rise and
rise of video game piracy. | am
a video games retailer from
Perth and | have just been
asked by a customer if I do
PlayStation conversions to play
NTSC games, this occurs
regularly and it has just struck
home to me why I can't seem to
sell any copies of Tekken 3, it's
because every man and dog in
Perth has already played it
months ago because a friend of
a friend bought back a $3 copy
from Bali or they know someone
who has the capability to copy
games.

When are Sony going to
address the issue seriously. I
mean they themselves must be
losing millions to piracy and
yet they still release NTSC
versions of games in Japan and
the US six months before we get
the PAL version, thus giving the
pirates plenty of time to copy,
distribute and profit from these
games. If a simultaneous NTSC/
PAL release date was made then
there would be no profit for the
pirates as people want the
games now and not in a few
weeks, so by the time pirate
copies started appearing in Bali
the game would be old and no
one would buy them anyway
even at $3 a game.

This may only be a short letter
but the message is very serious
remember what happened to
the Commodore 64. The games
were too easy to copy and soon
the system was doomed, take
note SONY.

DEAN YOUNG

Perth
Dean,

It will be interesting to see how
things go por the Dreamecast, as
the DC CDs are non-standard,

holding much more
information, and would
require a CD burner that would
not be commercially available,
and thus, pirate CDs could not
be made. Although there is talk
of the DC being easily made
able te play either NTSC or PAL
games, s0 grey importing could
still be an issue.

KEEP IT CLEAN...

Dear Hyper

I have had a few problems
with CD cleaning and was
wondering if you guys knew
which substance is best for
cleaning them. Being a big
renter of games, you can see
why 1 don't want to be
wrecking anything. If you don't
mind, I'd also like to ask a few
questions?

1. Do you think Nell McAndrew
is the best for Lara?

2. When you talk about
PlaysStation's high res mode,
what exactly would the

resolution for this mode be?

3. L am thinking of investing
in a steering wheel for
Playstation. I was wondering if
you knew of one that is
compatible with both CM Rally
and GT.

Thanks for your time, and
many thanks from myself and
friends for giving so much help
over the years
TIM WALLIS, Newtown QLD
Tim,

I've always just used a t-shirt
or something soft like that. If a
CD is really dirty, 1 just breathe
on the thing and then wipe it
clean. I've never damaged a CD
this way and doubt anyone else
haa either. There are (D
cleaning kits available at most
record stores i you're
paranoid about seratching it
yourself.

1. As the model... I guesa,
although I saw a photo of

Ietter of the month

GAMESTER,

COMPUTER GAMES...
Hyper,

AN ALTERNATIVE TO SMOKING

LETTERS

LIVEWIRE
8 RE

DISTRIBUTION FTY. LTD

I'm writing this letter in response to Cockroach’s letter in the September issue. He
prattled on about VooDoo 2 cards and the worth that is accredited to the cost of high end
computers for playing games as opposed to consoles. His arguments about the fickle
world of how fast computers become absclute had some validity. Hardware technology is
moving ahead at a frightening rate, but how anyone can see this as a negative thing is

beyond me

As for consoles being better to play games on, this sounded like the old "my console’s
better than yours” debate. He is right , Goldeneye is an awesome game, but to say that it
is better than Quake 2 is a little absurd. I've never played Quake 2 but from what | have

read it sounds to be a very different style of game to GoldenEye

I own a PSX of which [ purchased over the Saturn primarily because of the range of
games that was available . When the Né4 was released the support given to it was not
overwhelming. Games are becoming more prevalent on the N64 and the quality is getting

that good that I am seriously thinking about getting one.

I also own Pentium 233 MMX computer which I use mainly for my writing. What I am
getting at, Mr Cockroach, is that every system has it's strengths (as the wise editor of this
very magazine stated). How many flight sims are there for the PSX? Ace Combat z is a
great game but it is not a Flight Sim. ThéPCis.a far superior system for Flight Sims which
is why fans of the genre own them. llwemy PSXior it's accessibility and all the great
sports titles but I prefer to play go:lﬂmmy computeral ]ust find the computer suits golf

better than consoles and hea.'plef gourse disks.

Mr Cockroach was rightdn one regard, it can be an expmﬁye hobby as can all hobbies.
Compared to some other past times, though, it is relatively inexpensive. The average
smoker spends $2080 on Cigarettes a years My, computer set ipieastune $1700. It's specs
are 233mmx, €4 speed CD drive, 2.3 Gig ‘hard drive, 2 meg sound eard, 15 inch SVGA
monitor runningWindows o5. AsdSaid I dida’t buyiit primarily for games but 1 do love a
good flight sim so ft'serves more(hm one purpose. Thesissue of cost is relative to
priority. Most smokers'don't think of the money they. spend on their health debilitating
habit as 1 don't think aiout what I spend on computer gamings | wait until I can afford

what I want and thef [ get'it.

Gee, what a mouth full’ 1 just get a bitgick ohhaving to justify, t6 peéeple 1 know, what I
spend on computer gemes. | am 33;don’t smoke, don't gambleand don't drink (much).
It's funny how a'person can sit.ifl front'of you and hap on abbut what a waste of time
and money computer games‘are when they've got'a cigarétte hanging from their mouth

and are clutching their 6th sehooner in their hand. it'sall priorities!

LUKE SCOTT, NSW
Luke,

Well said.

Jou've won a Gamester Steering Wheel Luke! For either N64 or PlayStation.

Next issue’s “Letter of the Month” will alse win a Gamester steering wheel

Contact us soon Luke...

TTT «K¥43dAH
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ONE OF THE UPCOMING GAMES ON THE DREAMCAST: BLUE STINGER -

another model dressed as Lara
who I thought looked even more
like the character. As far as the
movie gees... We have, and
always will want Liz Hurley jor
the job.

2. 640 x 480 is the maximum
resolution.

3. Ves, the Gamester steering
wheels jrom Livewire works
with both games.

DREAMY

Dear Hyper

I was so excited when I saw
Hyper issue #58 with the big
picture of the Dreamcast on the
front. 0f course being a Sega
freak I took it off shelf of our
local newsagent. Without even
having a flick through the
pages, 1 paid my $5.95. Great
mag guys! Anyway I'll get to
the point. | hear the Dreamcast
can handle resolutions of
BooX600. If so will you need a
high resolution TV to play this
superior machine.

From LIQUID DURAL

P.S I still like Nintendo and
Sony even though I'm a Sega Fan
Dural,
No, the DC will only do 640 x
480, so0 there's no need to look
into buying a new TV jor it.

HOPEFUL

To Hyper
Great mag. I was just

wondering if there was any
chance of an AFL or Rugby
League game for the Nintendo
647

SHEPPS

Shepps,

Nope

CURE FOR BOARDERS?

To the dudes,

I just want to comment on the
N6 situation at the moment for
the last 18-19 months the N6y
has been promising all these
things yet hasn’t lived up to
any of them. Like... bringing
out more games at a steady
rate. It seems the drought never
ends! I mean, 18 months into
the console's life it should be
releasing more than 1 game in a
month (ie. September).
Sometimes [ wonder if I should
have even bought the damn
thing! | mean, I have enjoyed
some bloody great games on it,
but it is rather disappointing.
Another problem, is they seem
to have no sense of time. I
mean, you say they're going to
release a game a certain month,
but then it slips a month. Well
that's OK, but then it slips
again and again. E.g. Zelda 64,
which could have been out ages
ago. I could have had a copy on
import months ago. | just don't
get it. | understand the Né64's
biggest market is the American

and European market not the
Japanese. All | can say is that
Nintendo Australia will be
losing my business, as | am
only importing carts from now
on. Now just a couple of quick
guestions...

1. I realise that Nintendo have
got rid of borders on their
games. Shall this become a
standard on all future consoles?
1 know that the PSX doesn't do
this but will the Dreamcast?

2. Do you have any infoon a
game called Hybrid Heaven?

Thanks
HEATH
In the last jew months, the N64
has had a reasonable number
of releases, and with titles like
Mission Impossible, Banjo
Kazooie and Wipeout 64, things
haven't been that bad for N64
ouners. Besides Tenchu, Tekken
3, Abe’s Exoddus, and Medievil,
there haven't really been any
amazing PlayStation games
either. With Zelda 64 coming, I
think the big questions about
what’s going on for the
Nintendo 64 really will become
an isaue after Christmas.

We do find it amazing that you
peel you ean impert Zelda 64...
considering it hasn't been
released anywhere in the world
yet. Most big games released by
Nintendo themselves have been
coming out around the same

time worldwide lately.

1. Nintendo have not “got rid of
borders”. It's up to each
individual developer on each
title as to whether or not they
manage to exclude borders.
Borders most commenly cccur
when a NTSC game is converted
to PAL.

2. The game is described by
Konami as a 3D action RPG,
although judging by the screen
shots, it really looks more
action based. Konami’s
description is that it is a
puturistic special ops kind of
game, which basically suggests
it’s their "Metal Gear Solid” por
the N64. Inpo Is very limited
and sketchy at this peint, s0
we’'ll preview it when there’s
more substantial details.

HYPER IS JESUS

Dear lucky bastards whose job
is to play,

I really like your mag since
you touch on all ages of
gamers. However, | have some
questions that I hope the
shaman (Dan) can answer...

1. 1 read your hardware section
in the August issue (congrats
on ya new PC) on how to buy a
Ninja PC. One question sprung
to mind. How long would a
normal PC (example 166 or 200)
last until games will require a
higher PC?

2. You give the impression of
being like a crucified Jesus, ya
know, having followers and
criticizers but | wonder. Have
the Hyper crew done anything
wrong themselves? Sending the
wrong prizes to wrong people
perhaps?

3. The way you reply letters
sounds like you're one calm
bastard. Do you occasionally fly
off the joystick? I mean how do
you handle it when somecone
writes in and totally pisses you
off?

4. Lastly, that Quake Bot frag
‘em up comp you held, are we
guys here in Fiji allowed to
enter?

Anyway gotta pen off. Kudos
(what does it mean?) to all your
happy Hyper dudes, great mag,
keep running your CPUs at peak
performance.

NI SA UOCE

Kango Kokonut

P.5 Have you (the Hyper crew)
ever thought of making your
own games, since you know
games inside out? Gameplay in
particular.

1. It all depends on whether
you're after the latest 3D games
or not. Having a 3D accelerator
is a big issue now i you do
want to play 3D games. I'd say
by mid next year, those not
using a Pentium 2 or AMD K6-2
processor will have to start
settling for substandard
performance with any 3D
game. 2D games will be pine on
a Pzoo por a while, but less and
leas PC titles are coming out
these days that don't use some
sort of 3D in their visuals.

2. We're human. I think we did
send a prize to the wrong
winner onee... they sent it back
and everyone lived happily
ever after.

3. Why should I let what
anyone writes piss me off? I'm
more likely to get peeved by just
missing the train and having to
wait an extra five minutes than
by having some reader disagree
with me. It's okay for people to
have different opinions... the
world would get boring
otherwise.

4. Sure. Anywhere where Hyper
magazine is sold.

P.8. Ves, I have... but not as my
own project, but as part of a
team. Maybe one day I'll get
into game design. | have a
collection of game concepts,
but sharing them 'ﬁreety may
quiekly make them someone
elae’s concept if you know
what [ mean.
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NINTENDO 64

1080 SNOWBOARDING
AERO GAUGE

AIR BOARDER

ALL STAR BASEBALL
BIO FREAKS
BOMBERMAN 64
CLAYFIGHTER

CRUSIN USA

CRUIS'N WORLD

DIDDY KONG RACING
DUKE NUKEM 3D
EXTREME-G

FIGHTERS DESTINY ,
FORSAKEN

GOLDEN EYE

GT 64

HEXEN 64

KILLER INSTINCT GOLD
LAMBORGHINI 64

LYLAT WARS

MADDEN FOOTBALL
MARIO CART 64
MISCHIEF MAKERS
MISSION IMPOSSIBLE(Pre Order)
MORTAL KOMBAT MYTHOLOGIES
MRC

NAGANO WINTER OLYMPICS 98
NBA COURT SIDE

NFL QUATERBACK 98
NHL BREAKAWAY 98
PILOT WINGS

QUAKE ($20 Cash Back]
SAN FRANCISCO RUSH
SIM COPTER
SNOWBOARD KIDS
STAR WARS

SUPER MARIO 64
SUPERSTAR SOCCER
RAMPAGE WORLD TOUR
TETRISPHERE

TOP GEAR RALLY
TUROK

WAVE RACE 64

WAYNE GRETSKY HOCKEY 98
WCW Vs NWO

WORLD CUP 98

YOSHIS STORY

ZELDA 64 (Pre Order)

$ 79.95
$ 79.95
$ 99.95
$ 99.85
$ 99.95
$ 59.95
$109.95
$ 79.95
$ 79.95
$ 79.95
$ 99.95
$ 99.95
$ 99.05
$ 99.95
$ 79.95
$ 99.95
$109.95
$ 79.95
$ 98,95
$ 79.95
$ 99.95
$ 79.85
$ 59.95
$ 99.95
$ 9995
$ 99.95
$ 98.95
$ 79.95
$ 99.95
$ 99.95
§ 5995
$ 9995
$ 99.95
$ 99.95
$ 5995
$ 79.95
$ 79.95
$ 99.95
$ 99.95
$ 59.95
$ 99.95
$ 99.95
$ 7885
$ 99.95
$ 99.95
$ 99.95
$ 79.95
$ 99.95

| AFL98 $ 89.95
| AGE OF EMPIRES $ 8985
AIR WARRIOR 3 $ 79.95
BATTLE ZONE $ 89.95
BATTLETECH: MECH COMMANDER $ 89.95
CARAMAGEDON $ 49.95
CARMAGEDDON SPLAT PACK $ 2995
CHAMPIONSHIP MANAGER 97/98 $ 69.95
CIVILIZATION 2 § 4095
COMMAND AND CONQUER BUNDLE $ 49.95
COMMANDOS $ 89.95
COLIN McRAE $ 7995
CRICKET 97 § 4995
CROC $ 4995
DARK EARTH $ 80.95
DARKREIGN $ 4995
DARKREIGN EXPANSION $ 2995
DEADLOCK 2 $ 79,95
DEEPER DUNGEONS (exp for Dungeon Keeper) § 49.95
DESCENT FREESPACE $ 89.95
DIABLO $ 69.95
DIE BY THE SWORD $ 79.95
DUKE NUKEM KILLATON $ 89.95
DUNGEON KEEPER $ 49.95
EXTREME TACTICS $ 49.95
FIA-18 KOREA § 79.95
F15 JANES $ 79.95
$ 89.95

§ 7995

$ 50.85

49.95

FORSAKEN

GRAND THEFT AUTO
HELLFIRE DIABLO EXP
IF22 PERSIAN GULF

| INCOMING

INTERSTATE 76 ARSENAL

| 'WAR
| JEDI KNIGHT DARK FORCES Il

JEDI KNIGHT MYSTERIES OF THE SITH
JOINT STRIKE FIGHTER

LINKS LS 98

LONGBOW 2

M1 TANK PLATOON

MANX TT SUPER BIKE

MECHWARRIOR 2 TITANIUM

| MIGHT & MAGIC VI
| MONOPOLY STAR WARS

MOTO RACER

MOTOHEAD

MS FLIGHT SIMULATOR 98
MYTH THE FALLEN LORDS

[ NBALIVE 98
NEED FOR SPEED 2 SPECIAL EDITION

NEED FOR SPEED 3

NHL 98 WIN 95CD

ODDWORLD ABES ODESSEY
OF LIGHT AND DARK

PLANE CRAZY

QUAKE 2

QUAKE 2 MISSION PACK
REBELLION STAR WARS

RED ALERT AFTERMATH

RED ALERT COLLECTORS PACK
RED ALERT COUNTER STRIKE
REDNECK RAMPAGE 2

RIVEN (THE SEQUEL TO MYST)
SEGA TOURING CAR CHAMP
SHADOWMASTER

SIM CITY 2000 SPECIAL EDITION
SIN

SPEED RALLY

STARCRAFT

STARFLEET ACADEMY

STARFLEET ACADEMY ADD ON MISSION PAC

STARSHIP TITANIC

STARTREK-SECRET OF VULCANS FURY

TEX MURPHY OVERSEER

TIGER WOODS 99 GOLF
TOCATOURING CAR

TOMB RAIDER 2

TOMB RAIDER UNFINISHED BUSINESS
TOTAL ANNIHILATIO CORE CONTIN
TOTAL ANNIHILATION

TUROK DINOSAUR HUNTER
ULTIMA ONLINE

ULTIMATE RACE PRO

UNREAL

WARGAMES

WING COMMANDER PROPHECY
X-FILES THE GAME

ACE COMBAT 2
ACTUAGOLF 2

MAIL ORDERS

TO BUY SOFTWARE

Perth customers - please call our Gekko Games at Whitfords on

9401 0150

Address: Shop 70, Whitfords City Shopping Centre, Hillarys, W.A.

6025

1. Call 1300 362 686 (Strictly orders only)(Local call charge)
2. Credit Card payments despaiched same day

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

DELIVERY CHARGES

§ 89.95
$ 89.95
§ 49.95
$ 79.95
§ 8495
$ 49.95
$ 89.95
$ 89.95
$ 39.95
$ 89.95
§ 79.95
$ 89.95
$ 89.95
$ 50.95
$ 49.95
$ 89.95
§ 79.95
§ 89.95
$ 89.95
$ 89.95
§ 79.95
$ 8545
$ 49.95
$ 89.95
§ 79.95
§ 49.95
$ 89.95
§ 79.95
§ 89.95
§ 49.95
§ 89.95
§ 2995
§ 89.95
$ 29.95
§ 69.95
§ 99.95
§ 69.95
$ 49.95
§ 49.95
§ 89.95
§ 79.95
$ 89.95
$ 49.95
$ 29.95
§ 89.95
§ 89.95
$ 79.95
$ 79.95
§ 89.95
$ 89.95
$ 49.95
$ 29.95
§ 49.95
$ 89.95
$ 89.95
§ 79.95
§ 89.95
$ 79.95
§ 89.95
$ 89.95

PLAYSTATION

§ 69.95
$ 89.95

Under $50 ($5) $50 to $100 ($2.50) Over $100 (free)Delivery

PlayStation

J————

ACTUA ICE HOCKEY

AIR COMBAT PLATINUM

ALIEN TRIOLOGY

ALUNDRA

ARMOURED CORE

BLOODY ROAR

BLAST RADIUS

BOMBERMAN

BRAHMA FORCE

BROKEN HELIX

BUSHIDO BLADE

BUST AMOVE 3 DX

CARDINAL SYN

CASTLEVANIA

COLIN McRAE

COMMAND & CONQUER
COOL BOARDERS 2

CRASH BANDICOOT 2
CRASHBANDICOOT PLATINUM
CROC

DARK FORCES

DARK OMEN

DEAD OR ALIVE

DEATHTRAP DUNGEON
DESTRUCTION DERBY 2 PLATINUM
DIABLO

DIE HARD PLATINUM
DISRUPTOR

DOOM

DUKE NUKEM 3D

EXCALIBUR 2555AD

FADE TO BLACK PLATINUM
FIGHTING FORCE

FINAL FANTASY 7

FIRESTROM THUNDERHAWK 2
FORMULA 1 PLATINUM
FORMULA KARTS

FORSAKEN

GEX 3D

GHOST IN THE SHELL

GRAN TURISMO

GRAND THEFT AUTO
INTERNATIONAL TRACK AND FIELD
JERSEY DEVIL

JETRIDER 2

JUDGE DREDD

JURRASIC PARK LOST WORLD
K1 ARENA FIGHTER

LOADED PLATINUM

MADDEN 88

MARVEL SUPER HEROES
MASTERS OF TERRAS KAS|
MECH WARRIOR 2

MICRO MACHINES V3 PLATINUM
MONOPOLY

MONSTER TRUCKS

MORTAL COMBAT MYTHOLOGIES
MOTO RACER

MOTO RACER 2 (Pre Order)
MOTOHEAD

NAGANO WINTER OLYMPICS
NASCAR 98

NBALIVE 98

NEED FOR SPEED 3

NEWMAN HAAS

$ 89.95
$ 4995
$ 49.95
§ 79.95
$ 69.95
$ 89.95
$ 59.95
$ 59.95
§ 89.95
$ 89.95
$ 69.95
$ 89.95
$ 69.95
§ 78.85
$ 89.95
§ 4995
$ 69.95
$ 68.95
§ 30.95
$ 69.95
$ 89.95
$ 79.95

$ 69.95 |
$ 89.95 |

$ 39.95
$ 79.95
§ 49.95

$ 4995 |
$ 4995 |

$ 99.95
$ 8995
$ 49.95
$ 89.95
$ 7995
$ 3995
$ 3995
$ 89.95
$ 89.95
$ 80.95
$ 69.95
$ 79.95
$ 89.95

$ 4995 |
$ 89.95 |

$ 59.95
$ 89.95
$ 49.95
$ 89.95
$ 39.95
$ 89.95
$ 89.95
$ 89.95
$ 49.95
$ 39.95
$ 89.95
$ 89.95
§ 79.96
$ 89.95
$ 89.95
$ B9.95
$ 89.95
$ 89.95
$ 89.95
$ 89.95
§ 79.95

NHL 98

NIGHTMARE CREATURES
ODDWORLD ABE S ODDYSEE
PAX CORPUS

PGATOUR 98

PITFALL 3D

PONIT BLANK W/G-CON 45
PORSCHE CHALLENGE PLATINUM
POWER SOCCER 2

PRIMAL RAGE

RASCAL

RAYMAN PLATINUM

REBBEL ASSAULT 2

REBOOT

RED ALERT

RESIDENT EVIL 2

RESIDENT EVIL DIRECTORS CUT

RIDGE RACER REVOLOUTION PLATINUM

RIVEN

ROAD RASH 3D

SHADOW MASTER

SKULL MONKEYS

SPAWN

SPICE WORLD

STEEL REIGN

STREET FIGHTER PLUS ALPHA
TEKKEN 2 PLATINUM
TOCATOURING CARS
TOMB RAIDER 2
TOMBRAIDER PLAT
TREASURES OF THE DEEP
V' RALLY

VIGALANTE V8
WARGAMES

WARCRAFT 2

WCW vs THE WORLD
WING COMMANDER 4
WIPEQUT 2097 PLATIMUM
WORLD CUP 98

WORMS

Viewtop 6MB 3DFX Vioodoo
Creative 8MB 3DFX Voodoo 2

Viewtop S3 Virge 3d 4MB
Viewtop Twister ETB000 with TV Tuner
Ess 16bit Sound Card

Creative AWE 64

Creative PCI 64 3D

Floppy Drive

LS 120 Drive 120MB

Zip Drive 100MB Intemal
Champagne 480w Speakers
300w subwoofer

KTX 56k External Modem

KTX 56k Internal Modem

Avision 9600x9600 30bit scanner
SUH Keyboard Std 104key

SUH Keyboard Ps2 104key

MICROSOFT SIDWINDER JOYPAD

W/-SCS| CARD

CALL 1300 362 686

usually 2 days by courier or registered mail.
HARDWARE: Delivery charge by weight & size.
OVERSEAS AIRMAIL DELIVERY: APPROX-$20.00+
POSTAL MAIL ORDER ADDRESS

Shop 70, Whitfords City Shopping Centre, Hillarys W.A. 6025

WEB SITE : WWW.GEKKO.NET.AU

PC PARTS '

Nvidia Riva 128 4MB SGRAM with Video infout

MICROSOFT SIDWINDER PRE- PRO JOYSTICK

SCANACE 1200X600DP1 OPTICAL SCSI

$ 89.95

$ 69.96

$ 69.95

§ 69.95 Remmnn
$ 89.95

$ 89.95

$109.95

$ 39.95

$ 89.95

§ 4995 P
$ 78.95
$ 49.95
$ 89.95
§ 79.95
$ 89.95
$ 99.95
$ 89.95
$ 39.95
$ 99.95
$ 79.95
$ 89.95
$ 79.95
$ 59.95
$ 39.95
$ 59.95
$ 89.95
$ 39.95
$ 89.95
§ 79.95
§ 4995
$ 69.95
$ 88,95
$ 80.95
$ 79.95
$ 49.95
$ 89.95 |
$ 49,95 P
$ 3095 L
$ 66.95 SN
$ 49.95 |8

$279.00 &
$349.00 ¥
$249.00
$ 99.00
$299.00
$ 49.00
$159.00
$258.00
$ 49.00
$199.00 |5
$169.00
$ 79.00
$ 89.00
$149.00
$139.00
$179.00
$ 29.00
$ 29.00
$125.00 |
$ 75.00 |8
$279.00 |5

Some items may not be available or be out of stock at date of prinitng. No

rainchecks on sale item. All software, new & used carries a 30 day warranty.

Dealer enquiries welcome. We reserve the right to refuse any sale. Price subject |
| to change without notice.

=




Advertising in is free for private advertisers, and make sure you
include your phone number (inc. area code).

Send them to: HYPERMART, 78 Renwick St, Redfern, NSW 2016
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FOR SALE

Né4 games: Lylat Wars with
Rumble Pak $60, Diddy Kong
racing $50, NBA Hangtime $50,
Tetrisphere %45, Fifa 64 %30,
Goldeneye oo7 $50, San
Francisco Rush $55, Mario 64
$30, 2X 1meg Memory packs $30,
Extra Rumble Pak $15. 1 will also
swap a game for F-1 World
Grand prix. Or all for $375. Call
Benn after school hours on 03
9533 1095. Melbourne area only.

Sony PlayStation. 3 months
old. 1 controller, 1 memory card,
7 games include Final Fantasy 7,
Castlevania, Alundra,
Warhammer, Bushido Blade,
Vandal Hearts and Syndicate
Wars plus 2 demo disks. All in
perfect condition. Worth $880,
sell for $400. Or SWAP for Saturn
and good games. Call Lucas on
02 6568 5468.

Nintendo 64 with 1 controller,
1 Rumble Pak and 1 memory
card. Original cost $245. Will sell
for $140. Optional games -
Mortal Kombat Trilogy $35,
Mario Kart $35 and Star Wars
(shadows of the Empire) $25. Or
Nintendo 64 and all games for
$230. Call Ryan after spm on o7
5539 6146. Preferably Gold Coast
area.

PlayStation games- | would
like to sell Soul Blade and
Tekken z. Both for $80. Call
Simon on o3 5881 3611.

Sega Saturn games - Theme
Park, NBA Action, Virtua Fighter,
Bug and Sega Rally. Name a
price or will swap for other
games. Call Peter James on o2
6931 1144,

I'm selling my Mega Drive
with two controllers and 1 game
(spider Man) for $20. Call
Alastair after school on 02 6379
1236.

Warhammer: Dark Omen for
PSX for $40, Gran Turismo $50.
All good condition. Call joel on
02 4474 2896. (NSW only)

2 PlayStation games and
controller. Games include
Tekken 2 and Need for Speed II.
All in excellent condition. All for
$55. Please call o7 3876 7583.

Sony PlayStation- 2
controllers, memory card, 7
games- Resident Evil, Crash

Bandicoot 2, Die Hard Trilogy,
Red Alert, Toshinden, Ridge
Racer, Theme Park and 10 demo
disks including carry bag. The
lot for $550 or will sell
separately. NES with 8 games for
$40 . Sega Master System with 13
games for $65. Call Calem Kelly
on 02 4471 6699.

Né4, system, 2 control pads,
one memory pack and 6 great
games - Coldeneye, Extreme G,
Waverace 64, mace, Mario 64
and Killer Instinct Gold. In good
condition, the lot for $550 0.n.0.
Call Ben after 6pm weekdays on
02 6676 1798 (Gold Coast and
Brisbane only)

PlayStation games: Crash 1
$20, Air Combat 1 $25, Sony
PlayStation also for sale. Call
Mathan on o8 8927 9678 and
work out something.

WCW vs NWO: World Tour for
$55 and WWF Warzone for $8s.
Contact Yogo by e-mail :
xundertakerx@hotmail.com or
post: Yarden Malecki PO BOX
5887 C.C.M.C QLD 9726.

Super Nintendo system
complete with RF switch, AC
adaptor, 2 controllers, 4 games
including Super Mario Kart,
Super Mario Allstars, Donkey
Kong country 1 & 2 plus a Super
Game Boy with 1 game, Game
Boy Gallery (5 games in 1) will
sell the lot for $200 0.n.0. Call 02
6654 3470.

Turok: Dinosaur Hunter $70
(neg) + cheats, Golden Eye oo7
levels 1-18 DK mode Magnum
Enemy Rockets $60 (neg). Lylat
wars + Rumble Pak $80 (neg).
War Gods $80 (neg) Star Wars:
Shadows Of The Empire $60
(neg) + Big Cheat. All PAL carts.
Boxed with manuals. All N6y,
games. Call Kevin after school
on 03 9561 7108.

| desperately need a copy of
'Rock "N’ Roll Racing' on Mega
drive will pay up to $20. Call
Toros on 03 9888 1834 weekdays
4-8pm, weekends anytime.
Melb only.

Fighters Destiny, WWF
Warzone, 1080, Mortal Kombat
4. Also a SNES with Zelda, Super
Metroid or RPG's. Will swap/sell

Quake , Duke Nukem, Doom,
Turok or Blast Corps. Call carl on
07 4168 9843

Any “Dragon Ballz” games for
the PSX (PAL or NTSC). Call or
Fax Nee on 08 gi75 2328 Please
include name of the game,
format and price on the
fax/answering machine.

Sega game gear: TV tuner
adaptor desperately wanted. I'll
take it as long as it works. I'll
pay you a good price so please
give me yours!! Call Leigh on o8
8396 1377. SA only.

Megadrive game Phantasy
Star 3 desperately wanted. I will
pay a reasonable price $30. Must
be in good condition. Call
Simon on oz 6251 1872,

Resident Evil 2 (on PSX) will
swap with other games or offer
$30-$§50 for very good
condition game. Call Shayne on
07 3206 3499

Would like to buy Breath of
Fire 2. It is a Super Nintendo
game. It has to be in good
condition and also has to come
with it's original instructions
and chart. Prefer to buy off
somebody in the Perth
metropolitan area. Call Phil on
08 9337 3915.

Broken Sword for PlayStation.
1 will pay $30-4%40. If you have it
please call 03 9404 4264. Please
leave a message on answering
machine if not home.

1 need any Megaman stuff for
PC! Megaman X or any other
Megaman games . Even any
posters, magazines or stickers of
Megaman. ['m an obsessed fan!
HELP! Call Paul on oz 9905 2884
after school hours

I would like to own Warcraft
for PC at a very low price. | am
willing to pay $10-%15. Call Brett
on 0z 9527 4668,

US version of NTSC WWF
Warzone in good condition. will
pay $zo0. Call Ross after 3.10pm
on 08 9307 6460,

SwAapP

| want to swap PC game Fade
To Black for any PlayStation
game or for PlayStation memory
card. Call o3 5156 3326.

Nintendo 64, 2 x controllers,
Super mario, Top Gear Rally,

Cruisin' USA, FIFA 64, Shadows
of the Empire, Lylat Wars plus
Rumble Pak. Swap for
Playstation. Call Simon on o2
9518 1215.

Sega Saturn console, z pads
and gun, 9 games and 2 demo
disks. Will swap for NES 64 and
2 games. Will swap a PAL N6,
with LE Gold controller, for a
NTSC Saturn with/without
Samurai Showdown 4, X-Men vs
Streetfighter or Marvel Super
Heroes (NTSC). Will pay extra for
these games. Genuine offer. Call
Joel on 02 4474 2896 (NSW only)

I'll swap Theme Hospital,
Ridge Racer Revolution, Re-
Loaded, 8 demos (in excellent
condition- hardly used) for 1080
Snowboarding, Final Fantasy 7,
Super Mario 64 and Golden Eye
007. Call Lemuel on o2z 4885
1959.

| will swap 2 Megadrive
games (Sonic 1 and Aladdin) for
a Rumble Pak or will sell for $27.
Call Grant on o7 3849 7828

1 will swap my PSX game, Tomb
Raider 2 in perfect condition
with any other GOOD PSX game.
(Eg Starcraft, Warcraft 2 or Time
Crisis) Please call Shayne on o7
3206 3499

| want to swap Kid Clown in
crazy chase for Super Mario Kart
or another game. Will pay extra
for a control pad. Call Nathan
Hooke after school on 03 5722
L261.

I've got Theme Hospital,
Ridge Racer Revolution, Re-
Loaded, 8 demo's (in excellent
condition- hardly been used)
and | would like to swap for
1080 Snowboarding, Final
Fantasy 7, Super mario 64 and
Goldeneye oo7. Call Lemuel on
02 4885 1959.

PENPALS

Hi de ho my name is Irene and
1 am a 14yr old girl looking for
penpals aged 14 and up,
preferably male. I own a Mega
drive and a PC. 1 love Baseball,
collecting Marvel Masterpiece
cards and playing on the PC. My
favourite games are Final
Fantasy, Mortal Kombat, Street
Fighter X , Alpha and Monkey
Island. Anybody with the same

interest in games or whatever
write to me and send a photo if
you want. Reply guaranteed.
Irene Eng, PO BOX 241, Howard
Springs, N.T 083s.

Hi my name is Isaac. | am 1. |
would like anyone any age M/F
to write to me. I like Aqua,
watching movies and reading
books and playing on the
computer, Nintendo or
PlayStation games. | know
cheats for almost every game. If
you think I am your kind write
to Isaac at 30 Westpark Court,
Helensvale QLD 4212,

Hi my name is Ashley Murtha
and I'm locking for a penpal
aged between i2-14. I'm
interested in Né4, lce Hockey,
Rollerhockey and drawing
anime style. If your interested
write to 67 Vulcan St, Kingscliff,
NSW 2487.

Hello, it's Matt here, and if
you're anybody cool or sexy
between the ages of 14+ then
why don't you write to me. I'm
15 years old and I have a Sony
Playstation, play Soccer and |
love music, especially the
awesome Fear Factory,
Sepultura, Pantera, Korn and
Coal Chamber. I also devour
chicks. Write to: Matt Thomas,
97 Stirling Street, Bunbury WA
6230.

I am looking for a penpal
aged 13-16 M/F. My name is Sam
Cant, I am 14 and am desperate
to get a penpal. [ will reply to
all letters sent. My address is :
Sam Cant, Prince Alfred College ,
Rushton House, PO BOX 571 Kent
Town SA 5071,

Howdy strangers! Are you
one of those people who enjoy
playing the PSX, hates the 64
and reads Hyper just because
your brother buys them? Oops!
Forgot to introduce myself. Well
I am a 12 year old boy seeking a
penpal aged 12-13 (I prefer a
female penpal) my name is
Edmond , so grab a pen and
write to: Egghead, 17 Fernleaf
Court, Wattle Grove, NSW 2173 or
e-mail me at
edmondl@friendsfan.com. Well
actually 1 am not a Friends fan
but still like it!

_____ FUNLAND GAMES

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

* NINTENDO * SEGA ¢ IBM « CD * GAMEBOY * SONY PSX * SATURN ACCESSORIES *
* ABIGVARIETY OF RPG * FIGHTING *ADV « OLD & NEW *

CASH MONEY FORYOUR GAMES, SEND YOUR USED CARTRIDGES, MAIL ORDER FROM ANYWHERE IN AUSTRALIA
Phone / Fax
94 OLD TOWN PLAZA BANKSTOWN 2200 [CPIRFA LI L V4
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The Herd is attacking and exterminating Earth’s native insects! Only Buck Bumble, the most
advanced fighting bee ever andthe baddest bee inhive, can save the day. Use buck’s cybernetic
implants and stockade of deadly weapons to unmask the power behind The Herd!

* Put the sting on Attack Wasps and Killapillas in 20 unearthly environments * Feel the buzz with Rumble Pak™ day
* Complete 360° freedom of movement in a totally real-time 3D environment * Multiplayer deathmatches

(___nttp://www.ubisoft.com )
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DUAL FORCE

Racing Wheel for PlayStation
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FPEEL THIE FORRCE
Dual Shock Compatible Vibration - -

3 Modes: Analogue Racing, {s) Qj

Digital and Dual Analogue
8 Digital Action Buttons
Racing Foot Pedals .
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ADING RETAIL OUTLETS

9 Distributed by Home Entertainment Suppliers Pty Ltd.
4/92 Bryant Street Padstow NSW 2211 Ph: (02) 9773 0044 Fax: (02) 9773 0069




