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The Earth is 
My Mother 

Yanks 3D combat si ms into 

a whole new universe with 

spectacularly beautiful 

planets, stunningly realistic 

vehicles & blazingly fast 

gameplay. 

Feel like vou re 

inside your own Sci Fi movie 

The THREAT 

IS REAL... 

sequel to best selling RPG, Betrayal at Krondor 

TAKE IT FOR 

YOUR PEOPLE 

When war is a way of life, the warrior is the only way 

Assume the roles of five 
main characters in a quest 
over ten plot-twisting chap 
ters and meet over 150 
engaging characters. 

Highly anticipated 

A revolutionary multiplayer, 
real time, 3D Shooter - the 
ultimate in first person 
squad warfare boasting 
features never seen before 
in the world of combat 

SIERRA 

Look out for these hot new Sierra titles at all major computer stores 



Life and death 
at 6500 feet 

With full 3D support 
and a swag of 
enhancements, the 
next instalment in the 
Red Baron series will 
blow you away. 

You're on patrol high above the trenches in WWI 

epic space cunrromaiion. fresh experience. 

All Game 
No Hype 

Combines elements of space 
combat, strategic play and action 

delivering cinematic-quality 
graphics, stunning special effects, 
brilliantly rendered ships and an 

innovative interface. 

In 1968 they changed the rules of 
motor racing to make it safer..... WELCOME TO 1967 

The most realistic motor racing 
simulator ever produced. Puts 
you in the driver's seat of history's 
most famous race cars on some of 
the greatest tracks in the world. 

In the old m 
days...Racing 
was pure 

jU WM ® 

For further enquiries Ph: (02) 9417 9600 FAX: (02) 9417 9676 /f/ 
Visit our website: www.dataflow.com.au WOLF 
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apocalypse 

IT S RAW ACTION 
Take full control of one 

OF THE GREATEST ACTION 

STARS OF OUR TIME, FULLY 

MOTION-CAPTURED AND 

CYBER-SCANNED FOR THE 

MOST INTENSE HARD-CORE 

ACTION EVER. 

The end of the world is near. 

You're Bruce Willis, starring as 

Trey Kincaid, nano-physicist and sow 

DEFENDER OF THE WORLD. It’s UP TO YOU 

TO DEFEAT THE FOUR HORSEMEN BEFORE 

it's HAPPY TRAILS TO US ALL... 

DESTROY IT ALL 
Explore multi-level 

WAR FACTORIES, PRISONS, 

SEWERS AND MORE. 

Level everything to 

THE GROUND IN 360° 

BATTLE - ANYWH ERE 

ENVIRONMENTS THAT 

ECHO WITH EXPLOSIVE 

SOUND EFFECTS. 

LOCK AND LOAD 
Brave the dismal 

FUTURE AGAINST UP TO 

EIGHT ENEMIES ON-SCREEN 

at a time. Good thing 

YOU CAN DON MULTIPLE 

WEAPONS AT ONCE LIKE 

FLAME-THROWERS, 

SEMI-AUTOMATICS AND 

HOMING MISSILES. 

AcTiVmoH 

■ 

Featuring FEI/Atlantic recording artist POE as Plague. 

An original PlayStation® game 

starring Bruce Willis 
The End Begins This November. 

ww.activision.com 



Well, there sees 

another year. A year 

of impressive tech 

specs it I've ever seen 

one. PC game fanatics 

were tempted by a 

host of new 3D accel¬ 

erators... and they 

certainly needed 

them when it came to games like Unreal, 

which really pushed the limits of today's 

standards. 

It's the console tech specs that are real¬ 

ly staggering right now though, with the 

Sega Dreamcast packing an absolutely 

huge amount of raw power. By the time 

you're reading this, we will be getting in 

early and gaming hard on a Japanese 

machine. Word is that N£C have not been 

able to meet the supply demand for the 

Dreamcast production line, so there may 

be a shortage of machines for a while. 

The video footage we have seen of all the 

titles that are all set to come cut was 

nothing short of mind blowing, which is 

such a relief.,. Gaming is still growing. 

Things are still getting better and better. 

This time next year there will be four 

major gaming systems available, so if you 

thought that it was confusing keeping 

track of everything getting released 

now.,, you ain't seen nothing yet. 

Something that has really impressed me 

this month is the difference that the 4MB 

expansion pack has made for the 

Nintendo 64. The washed out blur effect 

had pretty much worn thin by now, but 

with the hi res graphics that are achiev¬ 

able with the expansion, the Nintendo 64 

is looking better than ever. 

The Reader Awards were once again 

interesting, with some categories being 

won by a landslide, and others were nail- 

bitingly close. Final Fantasy VII's victory 

for game of the year has proven that 

RPGs are not overlooked by the majority 

of the gamers in this country, which will 

hopefully provoke publishers to make PAL 

versions of more Japanese RPGs. 

Anyhow, have a game intensive Christmas, 

and we'll be seeing you next year! 

Dan 

Dreamcast on sale in lapan! The Boneyards 
are open, Cavedog’s version of Battle.net. 
Colour Cameboy is here at last. Project X 
has been given a name, and much more... 

16 WIN WIN WIN 

Seriously shocking stuff! We road test 
Gamesters new Dual Shock compatible 
steering wheel. Logitech's latest force feed¬ 
back joystick gives the Microsoft Force 
Feedback Pro a run for its money. 

38 FEATURE 
The Hyper Reader Awards ’97 -’98 

44 REVIEWS 

94 MULTIPLAYER 
Winners of the Wireplay Invades Brisbane 
finals revealed, Clan Wars, and ACCP news 
updates. 

96 ARCADE 

97 ANIME 

98 NET TRAWLIN’ 

Win a Sony Trinitron TV with a PlayStation 
and a killer Psygnosis games lineup! Also 
draws to win copies of Tomb Raider 3, FIFA 
’99, Crash Bandicoot: Warped, and a spe¬ 
cial Turok 2 pack! 

22 PREVIEWS 

22 Tiberian Sun (PC) 

24 Rakuga Kids (Nintendo 64) 

Alpha Centauri (PC) 

26 Quake III - Arena (PC) 

28 Metal Gear Solid (PlayStation) 

30 Devil Dice (PlayStation) 

South Park (Nintendo 64/PC) 

99 RETROSPECT 

100 PLAYGUIDE 
MediEvil (PlayStation) 

108 CHEAT MODE 

112 LETTERS 

114 HYPERMART 

NIHUNBB 64 
93 NHL 99 

52 SPACESTATION SILICON VALLEY 

46 TUROK 2 

88 V-RALLY 98 

50 WCW VS NW0 REVENGE 

PLAYSTATION 
55 APOCALYPSE 

71 ASTEROIDS 

62 CRASH BANDICOOT: WARPED 

54 ODT 

64 SHANE WARNE CRICKET 99 

70 TEST DRIVE 5 

66 TOMB RAIDER 3 

61 V2000 

PC 
91 101 ST AIRBOURNE IN 

NORMANDY 

92 ACTUA TENNIS 

92 AMERICA'S TOUGHEST 18 

88 A0E: RISE OF ROME 

71 ASTEROIDS 

89 BRUNSWICK CIRCUIT PRO 

BOWLING 

75 CARMAGEDD0N 2 

81 DEATHKARZ 

83 FI 6 AGGRESSOR 

74 FIFA ‘99 

78 FALLOUT 2 

92 KNIGHTS AND MERCHANTS 

93 MADDEN 99 

80 MONACO GRAND PRIX 2 

89 NIGHTLONG 

90 PEOPLE S GENERAL 

72 POPULOUS: THE BEGINNING 

76 POWERSUDE 

88 PRO PINBALL BIG RACE USA 

90 REAH 

91 RETURN FIRE 2 

89 RIVAL REALMS 

91 RIVER WORLD 

93 R0LLAND GARROS 1998 

84 SIN 

77 SPEEDBUSTERS 

90 TRESSPASSER I 

61 V2000 
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26 10 SOFTWARE UP THE STAKES & 
.ith what looks to be the most impressive 3D 
igine ever developed, Quake III is already shaping 
pkto be one of the hottest looking games of 1999. 

preview. 
Not our editor... Sir Dan Fortesque. Hyper’s 
Medievil walkthrough shalt saveth the day. 

Hint m HID PIPE! 

IT’S TUROK 2 a 
The full review of Acclaim’s spectacular sequel, which 
shows off the power of the Nintendo 64 with the new 4MB m 

x*. 
.0. DAN’S IN DIRE 

HEED OF HELP!** 

& 
THE REST OF THE REST 
The gamers of Australia have made their choice! 
Which games wowed the nation? The Hyper Reader 
Awards are back again! 

Fax: (02)9310 1315 

E-mail: freakscene@next.com.au 
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NEWS 

THE DREAMCAST IS HERE 

Well not here exactly, but over there. When you 
read this, the Dreamcast will be on sale in Japan. 
Woohoo! However, current speculation points to 
Sega having major manufacturing woes, and 
there may not be enough Dreamcast consoles 
available to meet the incredible demand. The 
Dreamcast’s graphics chips are being 
manufactured by NEC and VideoLogic, and Sega 
have admitted that a delay in their 
manufacturing means that they could receive 
only half of the expected stock! Cripes. 
Unfinished software is also looking like a minor 
hitch in their plan. Sonic Adventure probably 
one of Sega’s most anticpated launch titles, has 
been delayed by the development team, so they 
can finish a few things they are unhappy with. 
Whilst many Sega fans are disappointed with the 
Sonic delay, no-one would complain about 
eventually receiving a better, solid game. To 
offset these delays, a bunch of new Dreamcast 
games have been announced, pushing the total 
tally to something around 80 titles! Some tasty 
titles are still rumoured to be in development, 
but haven’t been confirmed, such as... Alone in 
the Dark 4, Command and Conquer, Battlezone 2, 
Dead or Alive 2, Duke Nukem Forever and even 
Metal Gear Solid 2! If all goes well, the Hyper 
crew are going to spend their entire Christmas 
playing Virtua Fighter 3 Team Battle. 
Muahahaha!! 

THE BONEYARDS 
Games publisher Blizzard have been kicking ass 

with their online service, Battle.net; and now 
Cavedog Entertainment, the makers of Total 
Annihilation, are entering the fray with their new 
online multiplayer service - The Boneyards. 
Entering Beta-testing through December, the 
Boneyards will be compatible with select future 
CT Interactive and Cavedog games such as Amen: 
The Awakening, TA: Kingdoms, Elysium and Good 
6 Evil. To co-incide with the launch, Cavedog 
have developed the first online game 
modification of Total Annihilation, called 
Galactic Wars. Once you log on to Boneyards, and 
fire up Total Annihilation, you can take part in 
the co-operative mulitplayer mayhem which is 
Galactic Wars. At the end of every day, results are 

tallied and ladders are adjusted, so hot TA 
players can see themselves rise through the ranks 
in one huge continuing war. Players don’t have 
to take part in the ladder system, as Galactic 
Wars will also allow for pure one-off matches, 
and playing on the Boneyards will not exclude TA 
players from also logging on to other online 
servers for a game. Good luck Cavedog. 



HOLV MAGIC CENTURY 
Captivating RPG 

GASP 
Anime-inspired fighting game 

ISS PRO 98 
The most advanced soccer game ever 

MYSTICAL NINJA ^^PUBBUHiyyl RAKUGAKIOS 
Awesome 30 adventure fun 
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NEWS 

FINAL FANTASY-THE MOVIE 

Sorry about the premature announcement of the November winners, here are the winners for October (minus 

MediEvil which has been sent out already)... 

DR.KATZ 

Joel Evans, NSW 

Monty Loader. Vic 

Garth Strong, SA 

Peter Mogridge, Old 

Rees King, Old 

Morgan Richards, NSW 

Alex Truskin, Vic 

George Thoms, NSW 

Nathan Hurley, NSW 

Brett Munckton, Vic 

MISSION 
IMPOSSIBLE 
Evan Williamson, Vic 

Luke Kenny-Hems, NSW 

Aaron Gurrood, WA 
Ross Goldman, Old 

Bnn Paulsen, Old 

KKND 2 
Adam Sherman, NSW 

Ben Sullivan, NSW 

Nhan Nguyen, Vic 

Jaime Zanotto, NSW 
N. Sawyer, WA 

J. Croston, WA 

Gregory Fahey, Old 

Phillip Brown, Vic 

Luke Teghe, Vic 

Eli Yarrow, Vic 

Final Fantasy the movie is no longer 
rumour, Columbia Pictures have 
officially announced that the full- 
feature length CGI film is in 
production and will debut in North 
American cinemas in the year 2001. 
Incredibly, the script is being written 
by Academy Award winning writer Al Reinert 
(Apollo 13) and will be animated for English 
audiences - Japanese movie-goers ironically 
receiving a dubbed version! The movie is being 
directed by Hironobu Sakaguchi (head of Square 
USA) at Square Pictures’ Hawaiian studios. Square 
state that their aim is to create such realistic 
computer generated characters, that human 
emotion is depicted flawlessly. The movie will be 
set in the year 2065 and will feature a brand new 
cast of characters. But you can bet your booty 
that there will be an awesome videogame tie-in 
with the film. Now that’s something to look 
forward to!! 

COMPETITION WINNERS 

MARIO WITH A 
ROCKET LAUNCHER?! 
The Nintendo 64 port of Quake 2 is just around 

the corner! Whilst development of Quake 2 for 
PlayStation is coming to a close, N64 gamers can 
expect to be gettin’ gibby around February. A 
four-player deathmatch mode will make it into 
the final game which is pretty huge news, and as 
far as the single-player game goes, this is no 
direct port. The levels, monster and even weapons 
have been slightly altered to suit the console 
experience. There are even a couple of extra items 
not seen in the PC version - the Disintegrator 
which totally... erm... disintegrates your enemies; 
the flare gun which lights up dark areas; and 
mines which you can lay for those stoopid grunts 
to step on. We’re extra keen to see how this has 
turned out on console... so bring it on! 
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NEWS 

ZELDA 64 ARRIVES! 

HI \' 

Probably the Nintendo 64’s biggest trump card, 
The Legend of Zelda: Ocarina of Time, will be on 
Australian store shelves when this issue of Hyper 
come out. Due to Nintendo’s veil of secrecy 
regarding the game, we were not able to secure a 
copy of the game for review this issue. Whilst 
hordes of you will be running out to buy the game 
now, we WILL have a big Zelda review next issue 
(as long as the office dog doesn’t chew on the cart 
or something), so we’ll let you know what we 
think. Currently, reviews in japan are declaring it 

better than FFVII, Metal Cear Solid and Super Mario 
64 and word is that it’s Shigeru Miyamoto’s best 
game ever (he’s the Japanese genius who created 
Mario and Zelda amongst others). Meanwhile, here 
are some pretty screenshots from the game to whet 
your appetite. 

CHARTS Charts kindly supplied by Hitech World 

PLAYSTATION 

1. Spyro the Dragon 

2. Tenchu 

3. Gran Turismo 

4. Duke Nukem -Time to Kill 

5. Formula One 98 

6. Tekken 3 

7. Grand Theft Auto 

8. C&C: Retaliation 

9. Colin McRae Rally 

10. Bust A Groove 

NINTENDO 64 

1. Body Harvest 

2. Goldeneye 007 

3. Mario Kart 

4. Banjo Kazooie 

5. Mario 64 

6. F-1 World Grand Prix 

7. F-Zero X 

8.1080 Snowboarding 

9. Allstar Baseball ‘99 

10. Silicon Valley 

PC 

1. Sin 

2. Shogo: MAD 

3. Dune 2000 

4. Caesar III 

5. Need For Speed 3 

6. Commandos 

7. Rainbow 6 

8. Colin McRae Rally 

9. Grand Prix Legends 

10. Knights & Merchants 



OVERFLOW GAME BOY GOES COLOUR 
Nintendo finally released their long-awaited 

colour Came Boy in Japan recently, and gamers 
have gone nuts for it. Not to be confused with 
the coloured casing Came Boy, this colour 
Came Boy gets it’s name because it has an 
actual colour palette of 32,000 colours! You 
won’t get these all on screen at once though, 
and it’s probable that that the maximum on 
screen is around 56.Though still using a Liquid 
Crystal Display, the games look remarkably 
good - certainly good enough for Nintendo to 
decide they would need one million of these 
suckers every month just to satisfy demand. 
One of the bonuses of this new Came Boy 
Colour, is that the screen is no longer backlit, 

Though a whole new lineup of specially 
designed colour games will be coming out for 
the Came Boy Colour, you can still play all 
your old Came Boy games on the new 
handheld, and the bonus is that they will 
utilise some of the colour features so you can 
add colour to your old games. Nintendo are 
also re-releasing Zelda: Link’s Awakening, the 
colourised version, which will have a whole 
new dungeon in the game to sweeten the deal 
even more. Probably the biggest selling Came 
Boy Colour cart though, will be the next in the 
Pokemon series, which will utilise not only the 
colour graphics, but the infra-red trading 
option... cool. ep 

so you will be able to play the Came Boy 
sitting outside in the full sun - hence the 
contrast control has been removed! The CPU is 
also twice as beefy as the original Came Boy, 
along with more RAM and larger ROM sizes for 
games. A small infrared port at the top of the 
Came Boy, now allows players to trade items 
and characters without having to utilise the 
link cable. Head-to-head gaming will still 
need the link cable though, but again the new 
Came Boy colour has improved serial ports, so 
it will be faster and more reliable. 

PROJECT X IS NUON! 
The low-key multimedia 

console which is the Project 
X has now been officially 
named the NUON. 
Basically a DVD player 
with features which allow 
it to also play 
videogames, much has 
been talked about what the 
machine is capable of, but 
little or no games have been 

NUON 

announced for it as of yet. The NUON 
has a suspiciously 3DO vibe about it 

(the 3DO being another multimedia 
device which survived about 6 

, months in the gaming wilderness), 
I so hopefully VM Labs (the team 

behind NUON) will do their best to 
get game developers all warm and 

fuzzy about their hardware. 
More info when it comes to hand. 

Microstar, makers of an unofficial Starcraft 
add-on “Stellar Force”, have lost a court battle 
with Blizzard Software and agreed to destroy 
all remaining stock of the game and pay 
damages. Blizzard wanted to prove that end- 
user license agreements were enforceable, and 
show that unofficial add-on products using a 
publisher’s content were clearly illegal... 

Rumours are circulating that the PlayStation 2 will use a 

new chip supposedly manufactured by Toshiba which 

supports DVD playback. This simply adds more fuel to 

the fire that the PlayStation 2 will abandon CDs for a 

DVD format. Risky move or inspired decision? Time will 

tell... Oh, and a little birdie is tweeting that the console 

will be dubbed PlayStation 2000... 

Valve Software are apparently tossing up 
whether to port their incredible PC shooter 
Half-Life to the Nintendo 64! A spokesperson 
for Valve commented that as soon as all work 
has finished on the PC version (including 
making patches), they will take a look at other 
platforms for the game. Dreamcast anyone? 

A new product called Game Commander over in the 

states allows for full voice recognition commands in a 

range of popular games. Whilst still using the keyboard 

and/or mouse, you now will have the ability to simply yell 

“Attack!" to order your units to perform that specific 

function. Interesting. Now gaming geeks will look more 

stupid than ever! Game Commander currently supports 

Starcraft, Quake 2, Battlezone, Descent Freespace and a 

few more as yet unannounced titles. 

Nintendo are developing a 3D fighting game for 
the Nintendo 64 which includes all their famous 
game characters! Mario, Yoshi, Donkey Kong, 
Link from Zelda, Luigi they will all be in there 
and more. No this isn’t a nasty rumour, the 
game already has a Japanese title • Nintendo 
All-Star Dai-Rantou Smash Brothers! We think 
it won’t be long before the game is announced 
for Western release, with a shorter, snappier 
title... heheheh... 

Sega have a new arcade machine in Japan called Star 

Wars Trilogy. Based on their model 3 technology (Virtua 

Fighter 3), the game allows you to either attack the 

Death Star in Episode IV, fight over Hoth in Episode V or 

ride speeder bikes through the Endor forest in Episode 

VI! We're all hoping that this is better than their last Star 

Wars effort, and we can't wait to play it... 

Systran and Origin have teamed up to provide Ultima 

Online: the Second Coming with revolutionary language 

translation features. Breaking down the barriers between 

players from different ends of the world, the clever 

language system can simply translate chat between 

players using different languages. Awesome stuff, which 

truly expands multiplayer gaming even further... 

Gran Turismo 2 is quickly becoming a reality. 
This time around it’s rumoured you can take a 
spin in a Ferrari and Porsche, which were not 
included in the first game! 
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mean you're up to the task! 

Fart possession! No other game 
has it - no other game wants it! 

Slap some sense into those Mudokons 
- but look out for laughing gas! 

A full - on Exoddus requires more 
stealth than a ninja armyt 

Save your race...again! 
Save your game...anywhere! 

-t 

Some cry — - ; % \ 

because of the \ % \. 
mm ^ 

challenging gameplay. \ 
V 

Others cry for their enslaved \ 

brothers. But most Mudokons cry 

because electrodes are attached to their tear \ 

glands, stimulating the ingredients for 

SoulStorm Brew, the best-selling nauseating 

elixir from SoulStorm Brewery. 

In the classic Oddworld tradition, Abes 

Exoddus delivers more intuitive communication and 

entrepreneurial evil than ever before. Richer language. 

Lusher environments. Tougher challenges. Deadlier farts. 

Welcome to the tastiest gaming brew ever concocted. 

|ph| jpg 

Slug it down. 
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Subscribe to Hyper this month, and win this incredible package all thanks to 

Psygnosis Australia! One stupidly lucky reader can take home an awe¬ 

some Sony 51 cm TV, Sony PlayStation and seven, yes seven 

Psygnosis games! Formula 1 ‘98, Psybadek, Global Domination, O.D.T., 

Colony Wars Vengeance, Newman Haas Racing and Lemmings could all be 

yours! Unreal. You’ll be stuck in front of the TV so long, you’ll forget how to com¬ 

municate with your fellow human beings! Prizes shouldn’t be your only incen¬ 

tive though... Subscribing to Hyper also means you save 37% off the cover 

price over a 12 month subscription and an awesome 44% over 24 issues. 

That’s a bargain! 

Haw To 
o Call us tollfree on 

1300361146 
Monday to Friday 

8am-8pm EST 

Fax a copy of the completed 

form, with credit card 

details, to: 

0296990334 
© 

SUbfflito} 

Cut or copy the form and post it 

with a cheque or money order, or 

youT credit card details, to: 

Hyper Subscriptions 

Reply Paid 634, 78 Renwick St. 

Redfern, NSW 2016 

© email your name and address 

with credit card details to: 

games_subso>next. com. au 

or check out our website at 

https: //www. next. com. au/ 

publishing/subs/index.htl 

Allow 4/6 weeks for 1 st delivery 

Fill out this coupon and mail it to HYPER SUBSCRIPTIONS, Reply Paid 634, 78 Renwick St. Redfern, NSW 2016 

Name-System _ 

Address Email (if appl.) 

Suburb/Town Postcode 

Enclosed is my cheque/money order, or debit my credit card for $79.95/$44.95 

~| 2 years/24 issues ($79.95 saving 44%) | 1 year/12 issues ($44.95 saving 37%) 

Bankcard 

Phone Number (_) 

Mastercard 

Card No 

□ Mastercard □ 

Expiry Date_ 

Signature_ 

Visa □ 



GET READY TO 

CRASH! 
Crash Bandicoot 3: Warped is out for PlayStation, 

and Sony Computer Entertainment have been 
generous enough to donate five copies of this great 
platformer for some lucky punks to win! Has anyone 
else ever thought that Crash doesn’t look much like a 
bandicoot? Well, to win a copy of Crash 3 for your 
PlayStation, tell us what animal you think Crash 
truly is... 

A) a party animal; B) a big rat; C) the game 
designer’s dog; or D) of course he’s a bandicoot 
you tools! 

Put your answer on the back of an envelope and post 
it off to: Bang! Crash!, Hyper, 78 Renwick St, 
Redfern, NSW 2016. Good luck! 

Win an 
EXCLUSIVE 
Turok 2 KIT BAG! 
Acclaim have generously donated an awesome 

exclusive Turok 2 kit bag to give away to one lucky 
Hyper reader! As you’ll read in our review this issue, 
this is not a game to miss, so get your entries in quick 
to be in with a chance to win all this great stuff... the 
kit includes a Turok t-shirt, baseball cap, special Turok 
binoculars, magna-lite torch, Turok zippo lighter and 
a copy of Turok 2 for PC or N64 (please specify). 

To win, answer this question... 
Is Turok an A) Indian; B) American Indian; C) 

Eskimo or D) mutant? 
Put your answer on the back of an envelope and send 

it to: Do it... the Turok Rock, Hyper, 78 Renwick St, 
Redfern, NSW 2016. 



Tomb Raider III 
Win Lara! Yeah, you wish. We do however, have 

copies of Tomb Raider III to give away, so that’s the 
next best thing. Thanks to Ozisoft, we have five cool 
Tomb Raider III packs to give away, which include a t- 
shirt and copy of the game for either PC or PlayStation 
(please specify on your entry). To be in with a chance 
to get your hands on Lara (so to speak), see if you can 
answer this question... 

Who should play Lara Croft in the Tomb Raider movie? 
A) Dan Toose; B) Liz Hurley; C) Catherine Zeta- 

lones or D) Demi Moore? 
Put your answer on the back of an envelope and post 

it away to: Lovely Lara, Hyper, 78 Renwick St, 
Redfern, NSW 2016. m 
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being ultra- 
fussy about making it "the 
best strategy game ever". Let’s see 
what we can look forward to... 
Twenty years on, the NOD and CD1 are still going 

at it, with a third bunch, the Forgotten entering the 
story. You can’t play as the Forgotten, but you will be 
able to side with them during the game, and it seems 
like they’ve been exposed to Tiberium a little more than 
lots. In fact the NOD have been experimenting wth 
Tiberium to see it’s effect on a variety of lifeforms 
and there is also the rumour that Kane 
is still alive... 
Unlike the new breed of 

polygon based 3D strategy 

Command & 
Conquer: 
Tiberian Sun 

AVAILABLE: 1ST QUARTER ‘99 

CATEGORY: STRATEGY 

PLAYERS: 18 

PUBLISHER: WESTWOOD 

STUDIOS_ 

When we first previewed Tiberian 
Sun, the much anticipated sequel 

to Command S Conquer, 1 think Cod was just a boy. Last 
word from the front line, was that it was showing at this 
year’s E3 and still looking like the strategy game to 
beat. As long as Westwood get the game out, Tiberian 
Sun could be one of the most successful strategy games 
ever. We’ve heard some funny rumours as to why the 
game hasn’t been released yet (even though it looked 
more than finished at E3), such as the actors demanding 
to re-shoot all their FMV scenes and James-Earl Jones 
sounding too much like Darth Vader in his voice overs. 

The truth is, Westwood Studios are just 

games, Tiberian Sun has gone in 
another direction completely. Whilst 
still moving into 3D territory, the 
game engine is actually based on 
voxel technology (3D pixels as 
opposed to polygons) and plays from 
a fixed isometric perspective (though 
you can zoom in and rotate the map). 
The fixed perspective will keep the 
feel of the game very much like the 
original Command S Conquer, but 
the new voxel-based graphics will 
mean smoother more realistic anima¬ 
tion, 3D effects and glorious coloured 
lighting. The lighting isn’t just for 
effect though... The deadly toxic 

Tiberium now glows eerily, and you can set up perime¬ 
ter spotlights around your base to help find and then 
blind enemy troops at night. Whilst the voxel-based 
engine means that having a 3D accelerator won’t help 
you much, you will be pleased to know that a voxel 
engine is far less demanding on your CPU, though more 
memory hungry - so invest in some RAM if Tiberian Sun 
is at the top of your list. 

New units include big chunky mechs, hover tanks, 
tunelling flame tanks, hunter-seeker drones, and jet- 
pack equipped troops - there are even NOD tanks which 
scoop up Tiberium and use it as ammo for warheads! 
Your units will now also gain experience as they survive 
battles, earning higher experience "points" depending 
upon what enemy units they manage to destroy. As they 
earn points, they will rise in speed and power and gain 
access to new abilities, which will mean your units are 
far more valuable over the course of an entire game, so 
you won’t be sending them off willy-nilly in a grunt 
attack. You’re going to need all the help you can get 
too, as now you’ll have bizarre weather conditions to 
fight in. Snow and ice-covered landscapes can be both 
hazardous and helpful, windy conditions can carry toxic 
gases, and random Ion storms can take out certain units 
and render others inoperable. Hopefully, Tiberian Sun 
will be keeping us up late at night early ’99. 
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PlayStation 
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Cauputcvs an? 

NINTENDO 64 
1080 SNOWBOARDING $ 79.95 

AERO GAUGE $ 79.95 

AIR BOARDER $ 99.95 

ALL STAR BASEBALL $ 99.95 

BIO FREAKS $ 99.95 

BOMBERMAN 64 $ 59.95 

CUYFIGHTER $109.95 

CRUSIN USA S 79.95 

CRUIS'N WORLD S 79.95 

DIDDY KONG RACING $ 79.95 

DUKE NUKEM 3D $ 99.95 

EXTREME-G S 99.95 

FIGHTERS DESTINY s 99.95 

FORSAKEN $ 99.95 

GOLDEN EYE $ 79.95 

GT 64 $ 99.95 

HEXEN 64 $109.95 

KILLER INSTINCT GOLD $ 79.95 

UMBORGHINI64 $ 98.95 

LYUTWARS $ 79.95 

MADDEN FOOTBALL $ 99.95 

MARIO CART 64 $ 79.95 

MISCHIEF MAKERS S 59.95 

MISSION IMPOSSIBLE(Pre Order) S 99.95 

MORTAL KOMBAT MYTHOLOGIES S 99.95 

MRC $ 99.95 

NAGANO WINTER OLYMPICS 98 S 98.95 

NBA COURT SIDE S 79.95 

NFL QUATERBACK 98 S 99.95 

NHL BREAKAWAY 98 $ 99.95 

PILOT WINGS $ 59.95 

QUAKE ($20 Cash Back) $ 99.95 

SAN FRANCISCO RUSH $ 99.95 

SIM COPTER $ 99.95 

SNOWBOARD KIDS $ 59.95 

STAR WARS $ 79.95 

SUPER MARIO 64 $ 79.95 

SUPERSTAR SOCCER S 99.95 

RAMPAGE WORLD TOUR S 99.95 

TETRISPHERE S 59.95 

TOP GEAR RALLY S 99.95 

TUROK S 99.95 

WAVE RACE 64 S 78.95 

WAYNE GRETSKY HOCKEY 98 S 99.95 

WCWVs NWO $ 99.95 

WORLD CUP 98 $ 99.95 

YOSHIS STORY 5 79.95 

ZELDA 64 (Pre Order) S 99.95 

PC 

AFL98 $ 89.95 

AGE OF EMPIRES S 89.95 

AIR WARRIOR 3 s 79.95 

BATTLE ZONE $ 89.95 

BATTLETECH: MECH COMMANDER $ 89.95 

CARAMAGEDON $ 49.95 

CARMAGEDDON SPUT PACK $ 29.95 

CHAMPIONSHIP MANAGER 97/98 $ 69.95 

CIVILIZATION 2 $ 49.95 

COMMAND AND CONQUER BUNDLE $ 49.95 

COMMANDOS $ 89.95 

COLIN McRAE $ 79.95 

CRICKET 97 $ 49.95 

CROC s 49.95 

DARK EARTH $ 88.95 

DARKREIGN $ 49.95 

DARKREIGN EXPANSION $ 29.95 

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 KILL A TON $ 89.95 
DUNGEON KEEPER s 49.95 

EXTREME TACTICS $ 49.95 
F/A-18 KOREA $ 79.95 

FORSAKEN $ 89.95 

GRAND THEFT AUTO $ 89.95 

HELLFIRE DIABLO EXP $ 49.95 

IF22 PERSIAN GULF $ 79.95 

INCOMING $ 84.95 

INTERSTATE 76 ARSENAL $ 49.95 

l-WAR $ 89.95 

JEDI KNIGHT DARK FORCES II $ 89.95 

JEDI KNIGHT MYSTERIES OF THE SITH S 39.95 

JOINT STRIKE FIGHTER $ 89.95 

LINKS LS 98 $ 79.95 

LONGBOW 2 $89.95 

Ml TANK PLATOON $89.95 

MANX TT SUPER BIKE $59.95 

MECHWARRIOR 2 TITANIUM $ 49.95 

MIGHT & MAGIC VI $ 89.95 

MONOPOLY STAR WARS $ 79.95 

MOTO RACER $89.95 

MOTOHEAD $ 89.95 

MS FLIGHT SIMULATOR 98 $ 89.95 

MYTH THE FALLEN LORDS $ 79.95 

NBA LIVE 98 $85.45 

NEED FOR SPEED 2 SPECIAL EDITION $ 49.95 

NEED FOR SPEED 3 $ 89.95 

NHL 98 WIN 95CD $ 79.95 

ODDWORLD ABES ODESSEY $ 49.95 

OF LIGHT AND DARK $ 89.95 

PLANE CRAZY $ 79.95 

QUAKE 2 $89.95 

QUAKE 2 MISSION PACK $ 49.95 

REBELLION STAR WARS $ 89.95 

RED ALERT AFTERMATH $ 29.95 

RED ALERT COLLECTORS PACK $ 89.95 

RED ALERT COUNTER STRIKE $ 29.95 

REDNECK RAMPAGE 2 $ 69.95 

RIVEN (THE SEQUEL TO MYST) $ 99.95 

SEGA TOURING CAR CHAMP $ 69.95 

SHADOWMASTER $ 49.95 

SIM CITY 2000 SPECIAL EDITION $ 49.95 

SIN $ 89.95 

SPEED RALLY $ 79.95 

STARCRAFT $ 89.95 

STARFLEET ACADEMY $ 49.95 

STARFLEET ACADEMY ADO ON MISSION PAC $ 29.95 

STARSHIP TITANIC $ 89.95 

STARTREK-SECRET OF VULCANS FURY $ 89.95 

TEX MURPHY OVERSEER $ 79.95 

TIGER WOODS 99 GOLF $ 79.95 

TOCA TOURING CAR $89.95 

TOMB RAIDER 2 $89.95 

TOMB RAIDER UNFINISHED BUSINESS $ 49.95 

TOTAL ANNIHILATE CORE CONTIN $ 29.95 

TOTAL ANNIHILATION $ 49.95 

TUROK DINOSAUR HUNTER $ 89.95 

ULTIMA ONLINE $ 89.95 

ULTIMATE RACE PRO $ 79.95 

UNREAL $ 89.95 

WARGAMES $ 79.95 

WING COMMANDER PROPHECY $ 89.95 

X-FILES THE GAME $ 89.95 

PLAYSTATION 
ACE COMBAT 2 

ACTUA GOLF 2 

$ 69.95 

$ 89.95 

ACTUA ICE HOCKEY 

AIR COMBAT PLATINUM 

ALIEN TRIOLOGY 

ALUNDRA 

ARMOURED CORE 

BLOODY ROAR 

BLAST RADIUS 

BOMBERMAN 

BRAHMA FORCE 

BROKEN HELIX 

BUSHIDO BLADE 

BUST A MOVE 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 BUCK PUTINUM 

FIGHTING FORCE 

FINAL FANTASY 7 

FIRESTROM THUNDERHAWK 2 

FORMUU1 PUTINUM 

FORMUU KARTS 

FORSAKEN 

GEX 3D 

GHOST IN THE SHELL 

GRAN TURISMO 

GRAND THEFT AUTO 

INTERNATIONAL TRACK AND FIELD 

JERSEY DEVIL 

JET RIDER 2 

JUDGE DREDD 

JURRASIC PARK LOST WORLD 

K1 ARENA FIGHTER 

LOADED PUTINUM 

MADDEN 98 

MARVEL SUPER HEROES 

MASTERS OF TERRAS KASI 

MECH WARRIOR 2 

MICRO MACHINES V3 PUTINUM 

MONOPOLY 

MONSTER TRUCKS 

MORTAL COMBAT MYTHOLOGIES 

MOTO RACER 

MOTO RACER 2 (Pre Order) 

MOTOHEAD 

NAGANO WINTER OLYMPICS 

NASCAR 98 

NBA LIVE 98 

NEED FOR SPEED 3 

NEWMAN HAAS 

$ 89.95 NHL 98 $ 89.95 

$ 49.95 NIGHTMARE CREATURES $ 69.96 

S 49.95 ODDWORLD ABE S ODDYSEE $ 69.95 

S 79.95 PAX CORPUS $ 69.95 

S 69.95 PGA TOUR 98 S 89.95 

$ 89.95 PITFALL 3D $ 89.95 

$ 59.95 PONIT BUNK W/G-CON 45 $109.95 

$ 59.95 PORSCHE CHALLENGE PUTINUM $ 39.95 

$ 89.95 POWER SOCCER 2 $ 89.95 

$ 89.95 PRIMAL RAGE $ 49.95 

$ 69.95 RASCAL $ 78.95 
$ 89.95 RAYMAN PUTINUM $ 49.95 

$ 69.95 REBBELASSAULT 2 $ 89.95 
$ 78.85 REBOOT $ 79.95 

$ 89.95 RED ALERT $ 89.95 

$ 49.95 RESIDENT EVIL 2 $ 99.95 

$ 69.95 RESIDENT EVIL DIRECTORS CUT $ 89.95 

S 68.95 RIDGE RACER REVOLOUTION PUTINUM $ 39.95 

S 39.95 RIVEN $ 99.95 

S 69.95 ROAD RASH 3D $ 79.95 

$ 89.95 SHADOWMASTER $ 89.95 

$ 79.95 SKULL MONKEYS $ 79.95 

$ 69.95 SPAWN $ 59.95 

$ 89.95 SPICE WORLD $ 39.95 

$ 39.95 STEEL REIGN $ 59.95 

$ 79.95 STREET FIGHTER PLUS ALPHA $ 89.95 

$ 49.95 TEKKEN 2 PUTINUM $ 39.95 

$ 49.95 TOCA TOURING CARS $ 89.95 

$ 49.95 TOMB RAIDER 2 $ 79.95 

$ 99.95 TOMBRAIDER PUT $ 49.95 

$ 89.95 TREASURES OF THE DEEP $ 69.95 

$ 49.95 V RALLY $ 88.95 

$ 89.95 VIGALANTE V8 S 89.95 

$ 79.95 WARGAMES % 79.95 

$ 39.95 WARCRAFT 2 $ 49.95 

$ 39.95 WCWvs THE WORLD $ 89.95 

$ 89.95 WING COMMANDER 4 $ 49.95 

$ 89.95 WIPEOUT 2097 PUTIMUM $ 39.95 

$ 89.95 WORLD CUP 98 $ 88.95 

$ 69.95 

$ 79.95 

WORMS $ 49.95 
■ 

$ 89.95 

$ 49.95 
PC PARTS 

$ 89.95 Viewtop 6MB 3DFX Voodoo $279.00 
$ 59.95 Creative 8MB 3DFX Voodoo 2 $349.00 
$ 89.95 Nvidia Riva 128 4MB SGRAM with Video in/out $249.00 
S 49.95 Viewtop S3 Virge 3d 4MB $ 99.00 

$ 89.95 Viewtop Twister ET6000 with TV Tuner $299.00 
$ 39.95 Ess 16bit Sound Card $ 49.00 
$ 89.95 Creative AWE 64 $159.00 
$ 89.95 Creative PCI 64 3D $259.00 

$ 89.95 Floppy Drive $ 49.00 

$ 49.95 LS 120 Drive 120MB $199.00 

$ 39.95 Zip Drive 100MB Internal $169.00 

$ 89.95 Champagne 480w Speakers $ 79.00 

$ 89.95 300w subwoofer $ 89.00 

$ 79.95 KTX 56k External Modem $149.00 

$ 89.95 KTX 56k Internal Modem $139.00 
$ 89.95 Avision 9600x9600 30bit scanner $179.00 
$ 89.95 SUH Keyboard Std 104key $ 29.00 
$ 89.95 SUH Keyboard Ps2 104key $ 29.00 
$ 89.95 MICROSOFT SIDWINDER PRE- PRO JOYSTICK $125.00 
$ 89.95 MICROSOFT SIDWINDER JOYPAD $ 75.00 
$ 89.95 SCANACE 1200X600DPI OPTICAL SCSI $279.00 
$ 79.95 W/-SCSI CARD 

F22 AIR DOMINANCE FIGHTER 

FIFA 98 ROAD TO WORLD CUP 

FLIGHT SCENERY 2 MS FLIGHT 98/95 

FLIGHT UNLIMITED 2 

$ 79.95 

$ 89.95 

$ 79.95 

$ 59.95 

$ 49.95 

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 despatched same day 
3. Payment by cheque/money order must include name, phone, 
address, order. (Allow 7 days for cheque clearance) 
DELIVERY CHARGES 
Under $50 ($5) $50 to $100 ($2.50) Over $100 (free)Delivery 

CALL 1300 362 686 
usually 2 days by courier or registered mail. 
HARDWARE: Delivery charge by weight & size. 
OVERSEAS AIRMAIL DELIVERY: APPROX-S20.00 + 
POSTAL MAIL ORDER ADDRESS 
Shop 70, Whitfords City Shopping Centre, Hillarys W.A. 6025 

WEB SITE: WWW.GEKKO.NET.AU 

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. 
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Rakuga Kids 
NINTENDO 64 

AVAILABLE: TBA 

CATEGORY: FIGHTING 

PLAYERS: 1-2 
PUBLISHER: KONAMI 

There’s something appealing about 
silly-lookin’, squat little cartoon 
fighters. I don’t know what it is... 
maybe because it’s one step closer 
to being able to slap around 
Parappa the Rapper that makes 
Rakuga Kids so much fun. Whatever, 
just don’t be fooled by this game’s 
timid exterior... Rakuga Kids is a 
clever fighting game. Sticking to 
simple cardboard-cutout 2D, means 
for some truly bizarre and unique animation, as well as 
a lightning fast bout of fighting. As you punch each 
other around, a power-gauge begins to build, unleash¬ 
ing a silly special move when it becomes full - much like 
unleashing specials in most other fighting games. 
However, the special moves in Rakuga Kids are quite 
simply bizarre. For example the cowboy character sum¬ 
mons a very stupid looking squiggle that looks like a 
bull to come stampede your enemy... or the space man 
straps his opponent to a rocket and then fires them into 
orbit (the screen actually goes into space to watch it 
happen). 
The music seems to really stand out as some of the best 

we’ve heard so far for the N64, and it looks like a rather 
classy production all round. Full review next issue, tr 

Alpha Centauri 
PC 

AVAILABLE: JANUARY 

CATEGORY: STRATEGY 

PLAYERS: 1-7 
PUBLISHER: ELECTRONIC ARTS 

The geniuses behind Civilization and Civilization II - Sid 
Meier and Brian Reynolds respectively - have teamed 
together to develop a sci-fi strategy fest called Alpha 
Centauri. Their highly respected names alone, have made 
this one of the most promising new strategy games slat¬ 
ed for the new year. Taking place in the 22nd century, 
seven different factions have slowly formed on a colony 
ship whilst it has travelled to a planet orbiting the star 
Alpha Centauri for colonisation. Now that they are there, 
the factions split off and attempt to develop their own 

territories. Each fac¬ 
tion is strongest in a 
particular area, 
whether it be the mili¬ 
taristic Spartan 
Federation, the envi¬ 
ronmentally con¬ 
scious Gaia's 
Daughters or the busi¬ 
ness-savvy Morgan 
Conglomerate, with 
each faction being 
lead by a specific per¬ 
sonality and receiving 
bonuses in their field 
of expertise. Winning 
the game may be 

acheived through conquering land or even simply evolving 
your people to the next stage of human development. 

The terrain of the planet you play on is fully 3D, though the 
game is turn-based, so your units still have to deal with a 
contoured landscape (which you can terraform to your 
heart’s content). There are also bizarre native alien lifeforms 
to contend with during your struggle against the other fac¬ 
tions, changing weather and a randomly generated planet 
every time you restart your game. You can choose to quiet¬ 
ly ally yourself with another faction, whilst secretly devel¬ 
oping technologies to use against them at a later date, or 
just waltz right in with your freshly built army. 

The overall mood of the game is somewhere between 
something Star Trek and Starcraft, with a dash of 
Civilization thrown in for good measure. We get the feel¬ 
ing this is going to be an utterly consuming game, and a 
little daunting, so start buying your tinned food now. cr 

1 



rule 85a ‘All drivers entered in the championship will be weighed, 

wearing their complete racing apparel.' 

FI A Sporting regulations. 

L K.% _= 
Formula One ‘98 Rules. OFFICIAL. A 

FORMULA 1 ^ 
gnosis Lrnl*. Developed by Visual Sciences Psygnosis and the Psygnosis logo arem or ® of Psygnosis Ltd. An ottasi product ot the FIA Formula One World Championship Licenced by Formula One Administration Limited. AH rights reserved ’ and “Playstation“ are trademark of Sony Computer Entertainment ir 
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Quake III Arena 
PC 

AVAILABLE: APRIL 1999 
CATEGORY: FIRST PERSON SHOOTER 

PLAYERS: 1-MULTI 
PUBLISHER: ID SOFTWARE 

Quake III Arena originally started out as an official id 

mission pack for Quake 2, until the programmers stum¬ 

bled upon too many cool ideas to squeeze into the 

game. Thus the idea for Quake III was spawned, eventu¬ 

ally acquiring the title Quake Arena, and it’s now 

become one of the most anticipated PC games ever. 

Essentially, id have admitted that the multiplayer aspect 

of the Quake series is what has not only kept the games 

alive over the years, but elevated it to the status of "reli¬ 

gion” amongst throngs of gamers everywhere. Thus, 

Quake III Arena will be focused almost entirely upon a 

multiplayer experience, whether you are online or not. 

The single-player game will still be intact, but it will be 

more of a "challenge" style showdown against bots 
(computer controlled players). Because of this, there 

won’t be "monsters” as such, but a bizarre array of 

opponents for the single-player to stumble upon. As 

opposed to traversing 30 levels in a linear mission- 

based way, players will be required to "learn” a smaller 

number of worlds, and eventually master them. 

Id’s main aim is to keep the code as clean as possible, I 

to ensure a smooth, fast game - regardless of how com¬ 

plex the models, textures and lighting effects become. If 

something looks amazing, but slows down the death- 

match, it will be dropped for the sake of faster play, 

earners salute you id! 
Currently, the graphics in Quake Arena look lightyears 

ahead of the previous Quake games. More colour, detail 

and atmosphere has been pumped into the game, as 

well as obscenely realistic player models (digitally 

mapped faces for instance) with a greater array of ani¬ 

mation. earners will even be able to add their own cus¬ 

tom taunts and death animations into their player. 

i 



PREVIEWS 

Realism, though, isn't id’s aim here. Quake III Arena will 
be focused on pure overwhelming entertainment, 
regardless of what would happen in "real life". Bodies 
may not explode realistically, but damn it will look cool. 

A new twist to the Quake experience will be the inclu¬ 
sion of three different player classes - light, medium and 
heavy. The light class player will be extremely fast on 
their feet, but weaker in terms of maximum health, 
whereas the heavy class player will take a lot of damage 
before they go down but will move slowly. This can only 
mean some truly interesting Teamplay games, with 
Clan’s comprising of different class players... maybe 
even some maps will be better for a certain class and 
thus a Clan will field a different team. Other additions, 
include player-id crosshairs, so when in the middle of a 
fire-fight you can see who it is you are up against (their 
name appears on screen when you pass the crosshair 

over them) if their skin is not recognisable. Also, when 
you get the kill, the frag message will appear in the cen¬ 
ter of your screen and not with the usual deathmessages 
in the top left. Currently, id software are still deciding 
how to balance the guns - should the new Rail Cun have 
a tiny amount of splash damage at point of impact? 
Should the flamethrower they are working on be includ¬ 
ed? Maybe even something unexpected with the BFC... 

Even though id would not admit it, the Quake III Arena 
world looks close to the kind of creepy atmosphere Epic 
acheived with Unreal - the difference here being that 
Quake III Arena will undoubtedly play faster than Unreal 
ever could or will. Hanging mist, curved pipes and arch¬ 
ways, coloured lighting and sexy weapons - hopefully 
including a flamethrower - will make Quake III Arena 
one of the prettiest multiplayer games to not only play, 
but watch too. ef 

PLAYER MODELS, SKINS 

AND GAME MAPS GETTING 

THEIR BITS TWEAKED IN THE 

ID QUAKE ARENA EDITOR... 
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Metal Gear Solid 
PLAYSTATION 

DEVELOPER: KONAMI 

GENRE: ACTION/ADVENTURE 

PLAYERS: 1 

SUPPORTS: DUAL SHOCK 

AVAILABLE: MID 1999_ 

First, it was Square and Final Fantasy VII. Following 
that was Capcom and Resident Evil 2. While the question 
as to which game has unquestionable market domi¬ 
nance in the present time is still up in the air, there is 
one very definite certainty about the future: that 
Konami and Metal Gear Solid will have their time to 
bask gloriously in the sun. 

Back in the early 1980s when Metal Gear was but a hum¬ 
ble but ambitious project on the MSX and later the NES, 
Hideo Kojima’s character, Solid Snake, was introduced to 
a then young and wide-eyed videogame community 
that soaked up anything new. 'Spy game’, they called it. 
It was a 2D top-down action game where you had to hide 
from your enemies, sneak past them when they fall 
asleep, steal weapons, use them, and complete the mis¬ 
sion objectives that are relayed through on your radio 
transceiver. 

So what does Metal Gear Solid offer? Basically the same 
thing, except it also makes use of the PlayStation’s mon¬ 

strous (compared to the NES, anyway) 3D graphics 
engine, CD quality sound, and Dual Shock control pads. 
The final result, from what Hyper has been able to play 
of the japanese version, is an experience beyond words, 
beyond reproach, beyond anything that the gaming 
community has ever seen. Let’s try to conceptualise it in 
these terms: you are a spy. You move within a polygonal 
environment from a top-down perspective, where press¬ 
ing yourself against a wall will change the viewpoint, 
allowing you different views of the situation. Using a 
radar, you can avoid areas where guards are present; 
and if ever you’re not sure, you can switch to first per¬ 
son mode to scan through the area and examine it to the 
last detail. How detailed, I hear you ask? Well, let’s put 
it this way: if you can think of it, it’s there. Smoke from 
ventilation shafts? Done. Footprints in the snow? Done. 
Computers in an office? Done. Disk drives and power 
switches on those computers? It’s all there. Every possi¬ 
ble detail you’d look for is there. And that’s not to men¬ 
tion the plethora of hi-tech gadgets, and weapons that 
Snake can carry, making Batman’s utility belt look 
embarrassingly outdated. 

Metal Gear Solid represents something very lacking in the 
industry: originality. It is the first game to truly exploit the 
concept of ’immersive’ 3D environments in that every 
gameplay perspective, whether it be first person, top- 
down, and so on is equally important. Every wall, every 
object, every tunnel, and every vehicle matters. 

Throw that in with 3 difficulty settings, different end¬ 
ings, and a training mode, and Metal Gear Solid promis¬ 
es to be a game that will define a new approach to 
gameplay as it laces patience, brainwork, realism, and a 
damned good storyline together. Word has it that the 
English version will be a deadly accurate translation of 
the Japanese version - so accurate, in fact, that America 
has rated the game Mis* because of blood, gore, vio¬ 
lence, and sexual themes. Hats off to Konami for not 
chickening out in the face of censorship. There are three 
words left to say: watch this space. nc 
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There’s an easier way to experience force feedback 

"9 

WingMan 
For tlic most realistic gaining experience you’ve ever had. get vour 

hands on the It s a whole new vibe. Jarring 

explosions. Shuddering recoils. Centrifugal force. Gravitational pull 

Revolutionary I-FORCE technology uses high-precision steel cable drives, 

so you can feel the force in every fibre of your being. Even sensation. 

Even vibration. Every titillation. Every mutilation. Nine programmable 

weapon buttons. Integrated throttle wheel. A 16-bit Intel controller 

chip. And customisable feedback software. Push the stick that pushes 

back. And feci your pain 

www. logit ech. com 

It s what you touch 

Available from Harvey Norman, Dick Smith Electronics, 

Electronics Boutique, selected Myer/Grace Bros, stores and 

other leading computer resellers, log 3767 
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PREVIEWS 

Devil Dice 
PLAYSTATION 

AVAILABLE: JANUARY 

CATEGORY: PUZZLE 

PLAYERS: 1 

PUBLISHER: THQ 

The PlayStation has had a wonderful track record with 
puzzle games - Kula World, Kurushii, Bust A Move, 
Super Puzzle Fighter and now Devil Dice is emerging 
from the Sony stable. The game is played out on a grid 
seven blocks wide by seven deep, and it involves con¬ 
trolling a small little devil around the screen, rolling 
big dice to match numbers and align enough dice to 
clear the grid. For instance, you may have a die sitting 
there with the number five showing... if you can roll 
another four dice up against it, all with the number 
five showing - the dice will vanish, making it easier to 
complete the puzzle. Make sense? Well, once you get 
your hands on it, it’s simple and addictive. The trick is 
knowing where to roll your dice, as the "exposed” 
number changes every time you roll it over, though 
your little devil can hop down and push a die along 
the grid as well. 

Different modes will provide a variety of challenges, 
such as time limits and quickly spawning dice, and 
the multiplayer "war” mode will make or break friend¬ 
ships with it's frantic gameplay. We can’t wait to 
review this one. if 

South Park 
NINTENDO 64/PC 

AVAILABLE: JANUARY 

CATEGORY: ACTION 

PLAYERS: 1-4 (1-16 ON PC) 

PUBLISHER: ACCLAIM_ 

The four horsemen of the Apocalypse (that’s Stan, Kyle, 
Kenny and Cartman) are here. Surely a South Park video 
game means the end of the world, right? Okay, okay... 

South Park the game is nigh, and Lord Almighty it’s a First 
Person Shooter! Every 666 years, a weird comet approach¬ 
es the Earth and all sorts of bizarre happenings take place 
in South Park. For one, the turkey population goes com¬ 
pletely nuts, deadly robots appear in town and people get 
abducted by aliens. What does this mean? Well, pick your 
favourite South Park character, grab your weapon (choose 
from a M00M002000 Cow Launcher, Phillip and Terrence 
farting dolls, even toilet plungers) and get out there to 
give ’em what for. Based on Iguana Entertainment’s Turok 
engine, every character appears in full polygonal 3D 
form... which is bizarre after staring at their flat 2D faces 
on the TV for hours on end! Matt Stone and Trey Parker 
(South Park creators) have stepped in and recorded a 
whole bunch of new dialogue for the game too, so we 
won’t just be treated with classic samples from the TV 
show. The multiplayer prospects of the PC version are 
pretty huge, with up to 16 players going head to head 
(thanks to Capture the Flag style options). South Park still 
looks on target for January, so fingers crossed we’ll soon 
be reaching for those Cheesy Poofs. » 



PREVIEWS 

UPCOMING RELEASES 
The complete guide to what's coming out over the next month here in Australia 

★ Hot stuff on the way... 

JANUARY 

Actua Hockey 

Alpha Centauri 

Baseball Pro '99 

Basketball ‘99 

Battle Group 

Blade 

Diablo 2 * 

Extreme-G 2 

FA18/E Super Hornet 

Malkari 

Mayday 

MIG Alley 

Nascar Racing 3 

Premier Manager 99 

Road To Moscow 

Saga 

Shadowpact 

Tank Racer 

Tanktics 

Theocracy 

Tribal Lore 

Tunguska 

Ultrafighters 

Wild Metal Country 

PlayStation 
JANUARY 

Asteroids 

Big Air 

Devil Dice 

Dodgem Arena 

Eliminator 

Flying Corps Gold 

Global Domination 

KKND2 

NFL Extreme 

Pro 18 The World Open 

Pro Boarders 

Quake 2 

Wild Arms 

N64 
JANUARY 

Bust A Move 3 

Command & Conquer 

Fighting Force 64 

Looney Tunes Space Race 

Rogue Squadron 

South Park ★ 
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rORMULM 

PlayStation 
Formula 1 98 PlayStation 

Piybadek 
For most people it remains a 

dream, but with FORMULA 1 98 

it can become a hair - raising 

reality. Take the wheel of an FI 

car and pit your skills against 

the best drivers on the world's 

most famous tracks. 

Psybadek combines 3D 

platform action with the thrills 

and spills of hoverdek stunt 

riding. You'll need to master the 

ways of the hoverdek before 

you'll have a chance of beating 

Krakken, the ultimate villain. 



Colony Won 

PSYGNOSIS 

(°u'd troy11 

OU 

>/ 

PlayStation 
OO T 

Trade Permit No's: VIC: 98/3819. issued 5/10/98. NSW: TC98/8380 ACT: TP98/1286. NT: 98/2514. SA: T98/3118 PCP SASS 2998PSY 

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. 

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 
and exploration. 

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. 

V€NiSANC'E 

PlayStation 

—.,„ore lnf Off 

0n<l feolify . 1 y **°gi< 

ho" - 4 

°' frenr. /J*''0'*' 

M09,( <>">•'to,,?* 

**UK 1 Glottonl oT T *a'th ot 
0ndt>«0n,i. °nbu'y ftlhvol 

M On«f Je„ ”*ntfy 
s« •ntl. JL.U (°u>d Win Y 

J -- 

riuvii Auvmy 

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. 

Global Domination 
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HARDWARE 

GAMESTER DUAL FORCE STEERING WHEEL 
PlayStation 

Type: Steering Wheel 

Distributor: Livewire 

R.R.P: $169.95 

The Gamester Rumble Force wheel didn’t take 
too long to get superceeded by another Gamester 
product now did it?! The Rumble Force Wheel 
relied upon sound to activate the vibration effect 
on the wheel, which of course means you don’t 
get a very realistic effect overall. 

Gamester have addressed this issue by going 
for full Dual Shock support. What this means is 
that you’ll get the same rumble effects that 
you’d get when you use a Dual Shock controller. 
This means a far more realistic rumble in racing 
games, so you actually get vibrations when you 
hit things, rather than when you do something 
that makes noise. 

There’s one tiny problem... The Gamester Force 
Feedback wheel does not allow analogue 
accelerating and braking whilst being in Dual 
Shock mode. So getting the authentic Dual 
Shock rumbles comes at the cost of having 
digital acceleration and braking (so it’s either 
not on, or like putting your foot to the floor, 
with no inbetween). 

You can use this wheel in such a way where the 
pedals are analogue, but that’s the NegCon 
mode, which doesn’t support any rumbling 
effects. If Gamester remedy this problem for these 
wheels made in the future, we will let you know. 

Besides that, the wheel feels good, and we’d 
recommend this over the other Gamester wheels 
so far (and they’re good!). There is a 
competitor to this Gamester Wheel, which we’ll 
be checking out next issue (with the analogue 
pedal issue in mind). dt 

LOGITECH WINGMAN FORCE 
PC 
Type: Force Feedback Joystick 

Distributor: Logitech 

R.R.P: $269.95 

Microsoft have had a bit of a free run in terms of 
force feedback controllers for the PC, and the 

arrival of the Logitech Wingman Force heralds 
the start of yet another peripheral war. 

Much of this report will be a direct 
comparison to the Microsoft Sidewinder 

Force Feedback Pro. 
The stick itself is reasonably 

^ comfortable, but relative to the 
MSFFP, it is a bit chunky, and won’t 
suit as wide a variety of hand sizes 
and shapes. There is a button at the 
thumb rest, which gives you less 

M reason to move your thumb up to 
W the hat position, which will be a 
^ welcome relief in intense battles. The 

only really major difference with the 
stick is that this one does not rotate on 

its axis, where the MSFFP does. 
The left hand rests on the throttle and extra 

buttons, and in this location the LWF does it 
better than the MSFFP. It basically comes dow to 
sheer comfort... with Logitech’s throttle being 

easier to use accurately this way, and the buttons 
rest perfectly under the fingers. 

The main feature of both joysticks is the actual 
force feedback, and there are some notable 
differences here too. If you like it hard (erm), 
then the MSFFP is your stick straight away, as the 
LWF does not come close to being as rigid if you 
choose to turn the rigidity up. However, in terms 
of smoothness, the LWF edged ahead, with far less 
discernable feel of moving against a set of 
motors. Apparently the LWF can produce 300 
vibrations per second and the MSFFP can only do 
25, but to be honest I really couldn't feel a 
difference in the thick of gaming. In terms of 
actual vibration effects, it was too hard to pick a 
winner, as both sticks did a great job. 

So which joystick wins? Well it’s pretty much 
a tie, so if one of the above factors means more 
to you than the others, then base your choice 
on that. If you have that cliche grudge against 
the company behind the Sidewinder Force 
Feedback Pro, then the LWF will keep you 
happy, but for me, the ability to rotate the 
stick on its axis was a major plus in the games I 
like, and I found it more comfortable to use 
over a long period of time. 



HARDWARE 

Buyers Guide 
Item RRP Notes j. 

PSX 
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. 

Analogue Controller Sony Dual Shock $59.95 Creat analogue control with a rumble effect. Widely supported now. 

Arcade Stick Namco 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 Dual Force $169.95 One of the more expensive wheels, but is solid and has Dual Shock support. 

Pc 
3D Accelerator Maxi Gamer Pheonix $299 Better performance than Voodoo 1 cards. The best cheap option to get 3D. 

Diamond 
Monster 3D II 

$399 The top end of the "affordable” 3D accelerators. Best results require a Pentium2, 
but Pi users will still benefit. 

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

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 PII-300 or better. Creat 2D performance. 

Flightstick Thrustmaster X-Fighter $150 Sure, there’s no throttle, but this stick feels great, and will last you for yonks. 

Microsoft Force 
Feedback-Pro 

$269.95 The most comfortable of the PC Force Feedback joysticks available at the moment. 

Gamepad Microsoft Sidewinder 
Gamepad 

$79.95 Love em or hate em, Microsoft make great peripherals, and this is no exception 

Mouse Microsoft Wheel Mouse $59.95 Works as a three button mouse, and the middle button allows window scrolling. 

N64 
Memory Pak Nyko Hyper Pak $59.95 Four times the normal memory storage AND variable Rumble settings. The all in one "Pak" 

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 $24.95 This rumble pak DOESN’T need batteries, making it excellent value. 

Tremor Pack 
Performance 

$19.95 Two rumble modes, with the strongest being REAL strong. 
Creat 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. 

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

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. 

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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C . H . A . O. S DeaYhmatch 

VMak i; ii 

L a t us prey. It's survival of t h e fittest (and the ias r e st). 

And Quake II is at the top of the food chain. No other game 

FEATURES TIGHTER DEATHMATCHES, A FASTER O N L I N E P ACE, AN I) 

MORE DEVOTED FANS THAN QUAKE II. WITH ALL THIS ATTENTION, 

WE FIGURE I T * S TIME WE PAY OUR RESPECTS. S O HERE GOES. 

Q W A R 2 

Deflowered from the Quake® community and brought d i r e c t ly 

TO YOU COMES 1 D * S TOP PICKS OF THE BEST OF T H E BliST MODS 

AROUND. It’S THE PERFECT COMPLEMENT TO AN ALREADY SUPERIOR 

BREED OF GAME. F A C E IT, YOU BROUGHT THIS ON YOURSELF. 

Unmatched. Unmistakable. But definitely not unreal. 

AcTiVisioN 
www.activision.com 

& 
MA15+I 

HIGH LEVEl I 
| ANIMATED VIOLENCE I 

wwM.idsoftwarc.com 

f I 
QUAKE II Netpack I Extremities™ © 1998 Id Software. Inc. All Rights Reserved. QUAKE II Netpack I: Extremities™. QUAKE™, QUAKE II ™ and the id™ logo are trademarks of Id 
Software, Inc. QUAKE© is a registered trademark of Id Software, Inc. in Japan. Italy. Canada. Australia Spain., the U K., the Benelux countries. France and Germany and QUAKE II® 
is a registered trademark of Id software. Inc. in Australia. The copyright in this compilation is owned by Id Software, Inc., as noted Certain individual components of this product are 
the copyrighted properties of third parties used under license and as identified within this product. 



This event has inspired more entries 
than any other in Hyper history. After crazy 

amounts of mind numbing data entry (not every 
day is a new adventure at Hyper), we got the 

verdict from the ardcore gamers of Australia 
(that’s you guys and gals!) as to what were the 

games most worthy of praise... and a slap on the 
wrist over the past twelve months. 

Enough idle banter... on to.the presentation of 
the Hyper Reader Awards. 



With awesome flight sims like 
Total Air War, European Air War, 
and others all recently released it 
will be interesting to see if they’re 
remembered in a year’s time for 
the next awards. 

BEST 
PLATF 
GAME 

PLAYING 
GAME 
1. Final Fantasy VII 

(PlayStation/PC) Squaresoft (83% of vote) 
2. Might and Magic VI 

(PC) New World Computing (5% of vote) 
3. Lands of Lore II 

(PC) Westwood (4% of vote) 

1. Tekken 3 
(arcade/PSX) - Namco (75% of vote) 

2. Dead or Alive 
(arcade/PSX) - Temco (8% of vote) 

3. Bushido Blade 
(PSX) - Squaresoft (5% of vote) 

1. Banjo-Kazooie 
(Nintendo 64) Rare (56% of votes) 

2. Abe's Oddysee 
(PSX/PC) Oddworld (28% of votes) 

3. Heart of Darkness 

(PSX/PC) Infogrammes (10% of votes) 
Just as Super Mario 64 was the 

undisputed platform game of ’96- 
’97, the next big Nintendo 64 
platform game took the honours 
this year too. Rare’s effort with 
Banjo-Kazooie really helps point 
out how they’re the best developer 
for the Nintendo systems, with the 
exception of Nintendo themselves 
(although some would say Rare do 
a better job). Abe was far from 
forgotten though, and considering 
how the video gaming world is so 
heavily geared towards 3D, to see 
a 2D platform game become so 
popular gives us sickening warm 
fuzzies... aww. 

1. Descent Freespace 
(PC) Interplay (40% of votes) 

2. Wing Commander Prophecy 
(PC) Origin (38% of votes) 

3. 1-War 

(PC) - Ocean (13% of votes) 
If you’re into this genre, '97-’98 

was a great year. Wing Commander 
Prophecy basically took Origin’s 
long running series another step 
further, and offered drool worthy 
visual effects. I-War was astound¬ 
ing, offering that "whole ship” 
experience, with the ability to man 
individual stations of your ship, 
and also giving those without 3D 
accelerators awesome visuals which 
had been limited to those that had 
them. Descent Freespace offered a 
blend of the best elements of pre¬ 
vious space games, and the best 
missions and capital ships yet, and 
these obviously had an effect on 
the gamers’ voting. 

To say that the Tekken series has 
been rather popular in the arcades 
and in the PlayStation scene 
would be a ridiculous understate¬ 
ment. Tekken 3 was not a huge 
technical breakthrough in the 
arcade, but the PlayStation con¬ 
version was extremely impressive 
considering how less powerful the 
PlayStation is compared to the 
System 12 arcade board. We do 
wonder if many of the votes for 
Tekken 3 came before people 
played the PAL version on PSX, 
which is extremely slow, and may 
be an issue for many gamers. 

In the same way that Diablo had 
mass appeal last year. Final 
Fantasy VII has done it this year. 
With an awesome storyline, gor¬ 
geous artwork, great characters, 
and so many hidden extras within 
the game, Final Fantasy VII was 
always going to be a big hit. The 
Hyper crew were stoked to see 
Might and Magic VI also get a few 
votes, as it is a great epic itself. 

ADVENTURE 
GAME 
1. Blade Runner 

(PC) Westwood (33% of vote) 
2. Curse of Monkey Island 

(PC) Lucasarts (31% of vote) 
3. Broken Sword 2 

(PC/PSX) Virgin (19% of vote) 

BEST 2D 
FIGHTER BEST 

FLIGHT SIM 
1. Longbow 2 1. Marvel vs Capcom 

(arcade) - Capcom (78% of vote) 
2. King of Fighters ’97 

(arcade/Satum/PSX) - SNK (14% of vote) 
3. Gem Fighter 

(arcade/PSX) - Capcom (5% of vote) 
Please... someone make a better 2D 

fighting game than Capcom... just for 
variety sake! The novelty of having 
classic Capcom characters such as 
Megaman, Ryu and Strider, in there 
with Hulk, and Spiderman, has obvi¬ 
ously proven extremely successful, as 
this was clearly the most popular 2D 
fighter this year amongst our readers. 
A Dreamcast version should be out 
Vre next year... woohoo! 

(PC) Janes (50% of votes) 
2. F22ADE 

(PC) DID (25% of votes) 
3. Janes F15-E 

(PC) Janes (12% of votes) 

We’re a tad curious as to 
whether or not Longbow 2 won 
this category because it was at the 
top of the multiple choice list we 
provided, as the game didn’t sell 
so many copies to suggest it 
should get this big a following. All 
that aside, it was an outstanding 
game, and our money was on 
either that or F22 ADE, so in the 
end it’s about right. 

This was perhaps the closest of 
all the categories. After a couple of 
hundred votes, there was less than 
five between all the nominated 
games! Eventually (after several 
hundred more votes), Blade 
Runner and COMI pulled away to a 
clear lead. Blade Runner broke 
ground in terms of a graphics 
engine for an adventure game, 
and the replayability of the game 
also would have helped it earn 
those extra votes that gave it the 
title this year. 

STRATEGY 
GAME 
1. Starcraft 

(PC) Blizzard (38% of votes) 
2. Total Annihilation 

(PC) - Cavedog (29% of votes) 
3. Age of Empires 

(PC) - Microsoft (22% of votes) 
All you had to do to see how 

hugely popular Starcraft had 
become, was to get on Battle.net 
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FEATURE HYPER AWARDS 

3. TOCA Touring Cars 
(RayStation/PC) Codemasters 
(8% of votes) 

PlayStation owners had really 
already voted with their dollar 
earlier this year... as Cran Turismo 
was one of the best selling games 
across the board this year. With 
awesome visuals, and that replay 
mode which had everyone drool¬ 
ing (more so than watching the 
actual gameplay), Cran Turismo 
made a lot of people happy. We 
can’t help but feel a little sorry for 
Colin McRae and TOCA, which were 
better sims, but weren’t really 
aimed at the mass market, and 
probably ended up being forgot¬ 
ten by many voters. 

Namco have proven they can do 
the gun game better than anyone 
else. Namco’s outstanding C-Con 
light gun has made the difference, 
with super accurate gameplay 
being possible with this funky 
peripheral. With Namco now 
working on Dreamcast titles, will 
we possibly see Time Crisis 2 with 
2 player support just like in the 
arcades!? Damn we hope so! 

and take a look at the number of 
games running at any given time. 
Oozing character and humour, 
whilst also having a new twist by 
having three races to choose 
from, each with their own 
strengths and weaknesses, 
Starcraft was always going to be 
another winner for Blizzard. 

Total Annihilation did exception¬ 
ally well considering it is now quite 
old, and also required a decent PC 
to get a smooth game out of. 

1. Gran Turismo 
(PlayStation) Sony (32% of votes) 

2. Final Fantasy VII 
(PlayStation/PC) Squaresoft (27% of votes) 

3. PaRappa the Rapper 
(PSX) Sony (30% of votes) 

It seems that a collection of 
known songs has proven more pop¬ 
ular than original music for video 
game music. Cran Turismo featured 
tracks from Garbage, Korn, and 
Cubanate with perhaps the best 
track for the game. Oxyacetylene. 
Squaresoft’s FF7 impressed many 
with the huge amount of music 
custom made to suit various situa¬ 
tions within the storyline, which 
will hopefully happen in more RPCs 
as time goes on. 

1. FIFA 98 World 
Cup/RTWC 

(PC/PSX/N64) Electronic Arts 
(44% of votes) 

2. 1080 Snowboarding 

(Nintendo 64) - Nintendo (42% of votes) 
3. Total NBA 98 

(PlayStation) - Sony (4% of votes) 
The FIFA games played extreme¬ 

ly well, and with authentic com¬ 
mentary, real players, and a vari¬ 
ety of playing conditions and 
great control and outstanding 
visuals made them this year’s 
favourite sports games. 

This is the first time we’ve seen 
a niche sport like snowboarding 
make a real impact in the genre, 
and the gap between FIFA and 
1080 was so small that snowboard¬ 
ing games have obviously devel¬ 
oped a cult following. 

1. Forsaken 
(PC/PSX/N64) Probe/Iguana 

(43% of votes) 
2. Lylat Wars 

(Nintendo 64) Nintendo (29% of votes) 
3. Battlezone 

(PC) Activision (17% of votes) 

Forsaken took the Descent style 
game to new levels of spiffyness with 
super smooth frame rates, gorgeous 
lighting effects, and an outstanding 
soundtrack. It is possible that 
Forsaken had a slightly unfair advan¬ 
tage in this category since it was an 
all formats title, but then again a 
developer that ensures all gamers can 
play their game should be rewarded 

1. Goldeneye 007 
(Nintendo 64) Rare (50% of votes) 

2. Unreal 
(PC) Epic Megagames (22% of votes) 

3. Quake 2 
(PC) id Software (18% of votes) 

Much to the dismay of the Hyper 
crew, a gazillion of you voted for 
Goldeneye over the two killer PC 
1st person shooters... oh well 
Coldeneye was definitely an awe¬ 
some game. Perhaps this is an 
indicator as to how few people 
have both a top end PC and an 
internet connection to get the 
most out of a game like Quake 2. 
Goldeneye’s real world environ¬ 
ment and gameplay were top 
notch, and topped off with 4 play¬ 
er split screen gaming for those 
who wanted to deathmatch their 
buddies, made for an excellent 
no-nonsense first person shooter 
experience. 

What was the deciding factor 
here? If it came down to the real 
world environment, then will Half 
Life be considered an even better 
ist person shooter by the masses? 
Or is it all a case of people wanti¬ 
ng these sort of games on an 
affordable system? You tell us... 

1. Quake 2 
id Software (35% of votes) 

2. Unreal 
Epic Megagames (23% of votes) 

3. Starcraft 
Blizzard (21% of votes) 

The two most popular genres in PC 
gaming are first person shooters and 
real time strategy games, so the 
results weren’t really a big surprise 
this year. Quake 2 has developed a 
huge multiplayer following over the 
past year, with new players still join¬ 
ing the ranks of players every day. 
Unreal set new standards in visuals 
and in the single player experience 
in a first person shooter. Starcraft 
was without a doubt the most popu¬ 
lar strategy game this past twelve 
months, and was always going to 
get a high place in this category. 

GUN GAME 
1. Time Crisis 

(arcade/PlayStation) Namco 
(61% of votes) 

2. Point Blank 
(arcade/PlayStation) Namco (28° 0 of votes) 

3. House of the Dead 
(arcade/Saturn/PC) AM2 (10% of votes) 

Talk about dominating a field! 

RACING 
GAME 
1. Gran Turismo 

(PlayStation) Sony (52% of votes) 
2. Colin McRae Rally 

(PlayStation) Codemasters (16% of votes) 
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1. Final Fantasy VII 
Squaresoft (27% of votes) 
Tekken 3 
Namco (24% of votes) 
Tomb Raider 2 

Core (18% of votes) 
Final Fantasy VII has managed 

to remain popular all year round 
and come out on top of all the 
PlayStation titles. Titles that were 
just outside the top three included 
Gran Turismo and Resident Evil 2... 
which means of the top five 
games, four were from lapan. 

Hostage executed' 

Abe 
Abe's Oddysee (39% of votes) 
Lara Croft 

Tomb Raider 2 (16% of votes) 
Sephiroth 
Final Fantasy VII (13% of votes) 
Jin Kazama 
Tekken 3 (11% of votes) 

Well, who ever would have 
thought that a wrinkly green 
creature who farts as a means of 
communication would ever be 
more popular than a woman 
like Lara? Sephiroth got enough 
votes to imply that a cool vil¬ 
lain will always be loved as 
much as a hero. 

'rrr/r* r 

T GAME OF *97- 

FinaLFantasy 
(PSX/PC) Squaresoft (If o of votes) * 

i. Goldeneye 007 
(Nintendo 64) Rare (16% of votes) 

Tomb Raider 2 
(PSX/PC) Core (13% of votes) 

Tekken 3 
(arcade/PSX) Namco (12% of votes) 

5. Unreal 
(PC) Epic Megagames (10% of votes) 

This was such a tight contest, and so many games got 

votes... in fact over 70 different titles were nominated, but 

of course many of them only got a few votes. Final Fantasy 

VII obviously impressed a lot of people to take out the title 

this year, but Goldeneye was never far behind. 

The amazing thing is that it is a Role Playing Came that 

won. This has traditionally been one of the least popular 

genres in gaming (if sales figures are anything to go by), so 

this is huge achievement by Squaresoft. 

UNNECESSARY 
USE OF 
BREASTS 
1. Dead or Alive 

(arcade/PSX) Temco 
2. Tomb Raider 2 

(PSX/PC) Core 
3. Deathtrap Dungeon 

(PSX/PC) Eidos 

If you haven’t seen Dead or 
Alive, then you’ve been missing 
out on the most misguided per¬ 
ception of how breasts behave. The 
most amusing thing about this 
category for us was that a small 
group of people voted for a new 
category "There’s no such thing as 
unnecessary use of breasts”. 

ife0 

1. Goldeneye 
Rare (66% of votes) 

2. Banjo-Kazooie 
Rare (23% of votes) 

3. 1080 Snowboarding 
Nintendo (6% of votes) 

This proves that Coldeneye was 
clearly the most popular N64 
game this year, and also that Rare 
are undoubtedly responsible for 
keeping the N64 alive in the eye’s 
of the gamers in this country. 
Banjo and Goldeneye took 89% of 
the vote... truly outstanding. 

With the success of Goldeneye, 
the Nintendo 64 became the con¬ 
sole of choice for those wanting a 
1st person shooter machine, other 
than buying an expensive PC. 

'97-98 
Spice World 
(PSX) Sony (19% of votes) 

2. Dual Heroes 
(N64) Konami (12% of votes) 

3. Pax Corpus 

(PSX) Cryo (6% of votes) 
4. Banjo-Kazooie 

(N64) Rare (5% of votes) 
5. Forsaken 

(N64/PSX/PC) Probe/Iguana (5% of votes) 

Well, even though the gamers of 
Australia hated Spice World with a 
passion... we have bad news for 
them... It sold by the truckload. 
Doh! Dual Heroes was in a way the 
real loser, because Spice World 
isn’t really a game. We can only 
assume that Banjo and Forsaken 
got vote due to some strange 
angst some gamers have about 
these two titles. 

1. uuaKe z 
(PC) Id Software (35% of votes) 

2. Point Blank 

Namco (27% of votes) 
3. Tomb Raider 2 

Core (25% of votes) 

After destroying the largest 
threat to the existence of the human 
race, you get a brief does of B- 
grade FMV of an escape pod crash¬ 
ing into a barren planet, and to see 
your fist emerge from the hatch. 
Well wasn’t that worth it? Pfft! 
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REVIEWS 

It would seem that most off the console games 

have been pushed to come out a little earlier this 

Christmas, because there’s a surprisingly low 

number of PlayStation and Nintendo 64 games 

this issue, and the only real big console game 

that didn’t quite make it in time, that is still going 

to be out before Christmas is Zelda 64. 

The good news is that there are some fine games 

this month, across all systems. As usual, there 

aren’t many N64 titles around, but what is there 

is really strong. Turck 2, Spacestation Silicon 

Valley and WCW vs NWC are all very different, 

and quality and variety around for the N64 right 

now, it would seem the system is not about to die 

an early death from lack of titles as many have 

been speculating. 

PlayStation owners finally get a good cricket 

game in the form of Shane Warne Cricket 99. 

Lara is back, and it’s pretty much like last year... 

more of the same, but the fans will be back for 

more nonetheless. Crash Bandicoot Warped 

was also better than we expected, and should be 

more than enough to satisfy those that liked 

the first two games. 

Once again, there’s a bunch of good games for 

the PC, but with so many titles coming out, this 

is really to be expected. Sin is yet another cool 

first person shooter based on the Quake 2 

engine... yet iCs not quite another Half Life. 

Fallout 2 is yet another one of this month’s "wor¬ 

thy sequels”, and with Populous: The Beginning 

also being a follow up to some old classics, it has 

actually made it clear that developers are turn¬ 

ing to sequels of successful games to make the 

big bucks at Christmas. 

Will I be writing about Tomb Raider 4 and Turok 

3 this time next year? 

Dan 

PC 
GAME OF THE MONTH 

HU10IIT2 
Reviewed on page 78 



NINTENDO 64 
93 NHL 99 

52 SPACESTATION SILICON VALLEY 

46 TUROK 2 

88 V-RALLY 98 

50 WCW VS NWO REVENGE 

PLAYSTATION 
55 APOCALYPSE 

71 ASTEROIDS 

62 CRASH BANDICOOT: WARPED 

54 OOT 

64 SHANE WARNE CRICKET 99 

70 TEST DRIVE 5 

66 TOMB RAIDER 3 

61 V2000 

91 101 ST AIRBOURNE IN 

NORMANDY 

92 ACTUA TENNIS 

92 AMERICA'S TOUGHEST 18 

88 AOE: RISE OF ROME 

71 ASTEROIDS 

89 BRUNSWICK CIRCUIT PRO 

BOWLING 

75 CARMAGEDDON 2 

81 DEATHKARZ 

83 FI6 AGGRESSOR 

78 FALLOUT 2 

74 FIFA ‘99 

92 KNIGHTS AND MERCHANTS 

93 MADDEN 99 

80 MONACO GRAND PRIX 2 

89 NIGHTLONG 

90 PEOPLE'S GENERAL 

72 POPULOUS: THE BEGINNING 

76 POWERSLIDE 

88 PRO PINBALL BIG RACE USA 

90 REAH 

91 RETURN FIRE 2 

89 RIVAL REALMS 

91 RIVER WORLD 

93 ROLLAND GARROS 1998 

84 SIN 

77 SPEEDBUSTERS 

90 TRESSPASSER 

61 V2000 

m ms ism mm 
Available: 

\ Category: 

• Players: 

Publisher: 

Pribe: 

Rating: 

Required: 

Desired: 

When the game is expected to be on sale. Release dates 

are subject to change without notice for a variety of 
reasons, so this may not always be correct. Ask your 
retailer if things don't show up. 

What type of game it is 

The number of players a game allows to play it at once. 

Simply the company that publishes the game. 

The recommended retail price. This is subject to 
change without notice. 

The OFLC's verdict on the suitable ages for the game. 

The hardware required to play the game on your PC. 

The hardware we think you need to get decent 
performance out of the game. 

Supports: Which peripherals and hardware you 
can use with the game. 

Plus: Notable good points about the game. 

Minus: Notable problems with the game. 

Visuals: An indication as to the overall quality and impact 
of the graphics in the game. 

Sound: A rating that includes not only sound effects, 
but music as well. 

Gameplay: A measure of the depth, features and fun that you 
come across when playing the game. 

Overall: The verdict, in a number. 
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REVIEWS NINTENDO 64 

Turok 2: Seeds of Evil 
After weeks of harassment and late night obscene phone calls, Dan finally handed the Turok 2 cart over to Cam Shea. 

out in the many deathmatch are¬ 
nas. There are no restrictions, 
you can run. jump, climb and 
swim. Tonk away!! 

The original Turok was an enjoyable game that was 
soon somewhat overshadowed by the critical acclaim sur¬ 
rounding Goldeneye. Turok’s time is nigh, however, as 
Turok 2 is a superlative effort. 

Turok: Dinosaur Hunter was let down by excessive fog¬ 
ging, creature regeneration, and the use of precision 
jumping as an overriding gameplay element. 

Fortunately, for Seeds of Evil, Iguana have delivered big 
time. Turok 2’s graphics engine is almost unrecognisable, 
such is the degree of improvement. The fog has been 
pushed back a long way, creating a sense of scale sorely 
lacking in the original. Dinosoids can now be spotted 
from a great distance, in contrast to Turok i where ene¬ 
mies would suddenly burst forth from the claustrophobic 
fog. Iguana have capitalised on the improved engine 
with much improved gameplay. 

Not only that, but dead creatures no longer regener¬ 
ate, they simply stay dead. The platform game elements 
from the original are gone too. No longer is Turok forced 
to prance from tiny platform to tiny platform where 
falling means certain death. There’s now a much greater 
emphasis on action and exploration. 

Right from the start Turok 2 is an immersive and com¬ 
pelling game. The first level is a port town under bom¬ 
bardment, with fires burning and explosions all around. 
As you progress you’ll come across gutted buildings, 
fallen support arches, scorch marks, dead bodies, and 
the sound of combat in other areas. The build in intensi¬ 
ty is masterful. Much of the path is set in dark passages 
and rooms. Progress through this foreboding black 
wilderness is made by firing a flare up ahead, and grad¬ 
ually moving forward. This design forces a cautious 
approach, with the constant fear of attack from the 
unknown. 

"TEK BOW, SNIPER CAPABILITY ENABLED ". 
DAMN THAT SAMPLE'S FUNKY FRESH! 

The action moves flawlessly from huge outdoor areas 
to winding labyrinthine corridors. Combat combines 
close quarters fighting and long range sniping. Sniping 
adds immense depth to the gameplay, as stealth 



THIS IS WHAT HAPPEN TO BUGS WHEN THE MORTEIN DOESN’T KILL EM THEY MUTATE AND GROW 

becomes a valid option. It’s so satisfying sneaking in 

view of a guard without alerting him to your presence 

and placing a tek arrow square between the eyes... then 

watching his head get blown off! The distance sniping 

weapons can zoom is fantastic, and really shows off the 
graphical improvements. 

Graphically Turok 2 is a stunner. Alien and level 

design is awesome, and there’s some serious variety on 

offer. The six levels are so huge you’ll often be left won¬ 

dering whether an end even exists. Among others, levels 

take place at night, in an insectoid layer, and on the 

primagen lightship. Each level has several mission objec¬ 

tives to accomplish and there’s plenty of variety in 

graphics and gameplay within each level. 

For instance, the beginning of the second level has 

Turok leaping aboard a huge Triceratops dinosaur armed 

with unlimited twin rocket launchers and charging 

through a battle scarred city. The dinosoids are heavily 

entrenched and have set up barriers, drawbridges and 

rocket turrets. Accompanied by the monstrous sound of 

the dinosaur’s feet pounding the ground and its ’’bloody 

big beast” grunts. Turok must charge the enemy strong¬ 

hold and take out dinosoids and gun turrets on the 

ground as well as in high vantage points. This section 

HELLO, 
FRAGAHOLICS 
ANONYMOUS? 

HAVE A PROBLEM... 
As we all know, Nintendo have 

traditionally shunned blood and 

gore in games for its system, so 

Turok 2 is something of a land¬ 

mark. The graphic nature of the 

bloodletting is a delight to behold 

and is certainly some of the most 

extreme yet seen in a game. Blood 

splatters the walls, creatures are 

decapitated, have arms sliced off 

and have holes blown clear 

through their chests. The blood 

itself looks rather unrealistic, as it 

is a bit too dark and gooey, and it 

always flies in thick streams with 

no fine arterial spray. Still, it’s 

damn entertaining! Bring on the 

cerebral bore! 
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REVIEWS NINTENDO 64 

WEAPONRY: YOU DOWN WITH O.T.T? YEAH YOU KNOW ME! 

Turok can tote an absolutely huge arsenal of kickass weaponry. All the weapons are funky in design and set off some of the most spectacu 
effects yet seen in a FPS. 

SCORPION MISSILE LAUNCHER: FLARE: (1) SUNFIRE POD: (11) 

IfJIMlWWtil 

CHARGE DART RIFLE: (7) WARBLADE: (2) 
CEREBRAL BORE: (12) TT' 

FLAME THROWER: (16) 

RAZOR WIND: (17) 
TEK BOW: (3) 

SHREDDER: (8) 

MAG 60: (4)gJ5JW 
i7«tT« ^Tnrni 

LASMA RIFLE: (9) — 
P.F.M. LAYER: (13) 

TRANQUILLISER: (5) FIRESTORM CANNON: (10) 

GRENADE LAUNCHER: (14) NUKE: (18) 

SHOT GUN: (6) 



helps to break up the gameplay in a challenging and sat¬ 
isfying way. The scale of combat varies dramatically, as 
Turok must accurately hit turrets positioned on the top of 
tall buildings in the distance as well as contending with 
attacks from the ground. One of the best touches in this 
section is the ability to charge down dinosoids and send 
their corpses flying. 

DANG BUNCH OF FREAKS... 
Turok 2 has an astonishing cast of creatures, with many 

unique and slick designs. There are around 40 in total, 
and they’re all rendered using soft skin techniques. This 
creates a holistic appearance, so there are no visible joins 
or blocky polygons, only smooth, realistic skin textures. 
Turok’s creature menagerie are all highly detailed with 
superb textures and animations. Throw in advanced real 
time lighting and heavenly weapon special effects and 
you’ve got a game as tasty as cheesy poofs. Amazingly 
though, it gets better, as Turok 2 supports the big N’s 
new 4MB expansion pak. Running in high res, Turok 2 is a 
sight to behold. Despite a slightly lower frame rate, the 
gameworld is deliciously sharp. 

Each enemy has unique animations, sounds and Al. 
Whilst not without it’s flaws, the AI is generally excellent 
and certainly a step above Goldeneye. Each enemy 
attacks and reacts differently, so some dinosoids hide 
behind boxes, and move to the opposite side as you try 
and outmanoeuvre them, popping up only to lob 
grenades. These kinds of techniques force a more guard¬ 
ed approach. 

SUSPECT IS HEADLESS... REPEAT, HEADLESS. 
The death animations are disconcertingly fluid and 

natural. For instance, if you kill a guard on a ledge he 
may stumble forward and step over the ledge causing 
him to fall off. The days of dead bodies hovering halfway 
off a ledge are over, as realistic physics apply. Other 
death animations are almost painful to watch. Seeing a 
decapitated dinosoid rolling around on the ground, 
twitching spasmodically with blood spraying from its 
neck forming an ever expanding pool is a tad disturbing. 

The sound effects are comprehensive and sharp. For 

SHOULDN'T HAVE MADE FUN OF HIS NEW COLOURED SHADES 

instance, with the pistol if you shoot a concrete wall, 
you’ll hear a ringing, reverberating "ping” sound and 
sparks will fly. If you shoot a wooden pole, you’ll get a 
dull, flat ’’thud” sound and a puff of wood dust. If on the 
other hand, you shoot a dinosoid, there’s a juicy "bullet 
impacting flesh” sound effect. The music is a mildly suit¬ 
able orchestral score. The biggest downside soundwise is 
the sketchy, muffled quality of Adon’s voice. Adon is 
Turok’s sage who lays out mission objectives and gives 
hints at the start of each level. 

The only faults in Turok 2 are minor. There’s occasional 
slowdown, particularly in multiplayer games. The idea of 
"lives" is entirely pointless and serves only to introduce 
another collectable (get 100 diamonds for an extra life). 
And last, powerups that need to be uncovered (eg. by 
shooting a barrel) disappear way too fast. Aside from this 
nitpicking, Turok 2 is a mammoth game of the highest 
quality, with excellent four player support, high res sup¬ 
port, and action a plenty. Go get it! 

AVAILABLE: Now 

CATEGIRY: First person shooter 

PLAYERS: 1-4 

PUBLISHER: Acclaim 

PRICE: $99.95 

RATINE: M15* 

SUPPORTS: 4MB Expansion Pak. 

Rumble Pak 

PLUS 
Gripping gameplay combined 

with high res. graphics and 

four player mayhem. 

MINUS 
Some slowdown, 

damn hard to beat. 

VISUALS SOUNO GAMEPLAY 

32 88 81 
OVERALL 

91 
An excellent example of what a 

sequel should be like. Turok 2 

addresses every problem in the 

original then goes much further. 
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REVIEWS NINTENDO 64 

WCW/NWO: Revenge 
Cam Shea is something of a stranger to colourful tights and pectoral implants, so maybe he's not the best per¬ 
son to check this game out... 

MANAGER TO THE 
RESCUE... 
YEAH RIGHT. 

lust as in the real thing, fights 
often stray outside the ring, 
other wrestlers often interrupt 
the fight if their team mate is in 
trouble, and even accompanying 
managers can make an appear¬ 
ance (and disappearance once 
you’ve decked them!). 

Wrestling can be fun to watch as long as you treat 
it like Arnie doing action/comedy, and laugh at it 
and not with it. World Championship Wrestling is 
basically an on going soap opera. Everything is 
staged and rather ridiculous, the stars are beefy 
guys and beautiful babes with no acting skills, and 
most importantly, each week is packed full of deceit, 
backstabbing and intrigue. What more could you 
want? Well, WCW/NWO Revenge comes with the 
answer! 

EVERYONE KNOWS HOLLYWOOD HOGAN'S 
CAREER BEGAN AND ENDED WITH THE HILARIOUS 
"MR NANNY'*. 

Revenge picks up where World Tour left off. 
There’s now a humungous total of over 60 wrestlers 
in the game, which is even more impressive given 
the accurate face maps, builds and even tattoos. 
Many wrestlers have their own signature moves and 
similar mannerisms to their real life counterparts. 
Indeed, some of those big hunks of meat are more 



HEY IT'S MR METHANE! 

convincing as human beings in their polygonal 

form! The wrestlers have smoother animations than 

the original and collision detection has been 

improved. 

The downside is that the polygonal models are 

starting to look a little primitive. Whilst by no means 

ugly, Revenge would benefit greatly if it used soft 

skinned models, such as those in Turok 2 and WWF 

Warzone. This technique smooths over joins and basi¬ 

cally make the models more solid and realistic. 

However, although the polygonal seams are clearly 

evident, it doesn’t detract from the gameplay. 

The gameplay and moves are largely untouched 

from World Tour, which is no bad thing. Basic move¬ 

ment is controlled by the D-pad, whilst taunts and 

special moves are left to the analogue. The A and B 

buttons control grappling and hitting. Tap lightly for 

a weak move, and hold for a heavy move. Proximity 

also plays a role. For instance, a heavy attack close in 

may result in a spinning punch, whereas from further 

away, the wrestler may launch into a flying kick. 

Blocking attacks and avoiding/countering grabs are 

controlled by the L and R buttons. The C buttons con¬ 

trol functions like running, climbing in and out of 

the ring, getting weapons, climbing the turnbuckles 

and changing your focus when fighting against mul¬ 
tiple opponents. 

Th^ controls give you the flexibility to do just 

about anything. Bounce off the ropes and knock your 

opponent out, then perform a boston crab, then 

maybe climb the turnbuckles and body slam him, 

before the final touch of leaving the ring to reach 

into the crowd and come back with a baseball bat, 

garbage bin or even a stop sign. It’s good, clean 

family fun people! Not only can you brutally bash 

your opponent, but turning the realism mode on 

brings a healthy smattering of blood to the fray, and 

there’s an excellent mid round replay feature on par¬ 
ticularly heavy hits. 

WHERE'S THE BEEF? 
Once again, the game is let down by the sound. 

Anyone who has seen Wayne’s World 2 or just about any 

Rung Fu film knows just how much of an impact sharp, 

over emphasised sound effects can have on the action. 

Unfortunately, whilst not particularly bad, Revenge’s 

sound effects aren’t quite beefy or crisp enough. That 

said, the sound of wrestlers getting pounded into the 
mat is rather good. 

The music is excruciatingly poor, and there’s little in 

the way of speech save for the referee’s count and the 

odd wrestler’s cry. I’d really love to have the excessively 

cheesy "Let’s get ready to rumble” at the start of each 

fight. Commentary is also sorely missed. In the real life 

bouts the commentators get ridiculously worked up, call 

every move and even argue with each other. The reality is 

though, that with the sheer volume of wrestlers, moves 

and possible scenarios, there’s no way to fit that amount 

of sound on the cart. 

WCW/NWO Revenge is basically an update on last 

years World Tour. However, an entertaining wrestling 

game is now even better as Revenge improves upon the 

original with an updated roster, more fighters, improved 

graphics, options and overall presentation. Whilst the 

gameplay is basically untouched, Revenge perfectly cap¬ 

tures the insanity of wrestling, and I can’t recommend it 

enough as a four player game. 

STOP GRAPPLING 
ME... NO MEANS NO! 

The grappling system is quite 

free flowing and leads to some 

intense battles as any grab or 

attack can be reversed or coun¬ 

tered. This means that an oppo¬ 

nent can grab the bat from your 

hands mid swing, or stop your 

kick and deliver a swift blow to 

the nads... ouch! Indeed it’s the 

flexibility of moves and counters 

available, combined with the 

huge number of fighters of dif¬ 

ferent sizes and style that make 

this such an awesome multi¬ 
player game. 
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REVIEWS NINTENDO 64 

Space Station Silicon Valley 
Currently dating a little known Hollywood model, Cam Shea already knows his way around one silicon valley... 

WHERE'S THE PHAT, 
STINKY SKUNK MON? 

The sheer number of different 

animals you can host are 

impressive. These include a Walrus, 

King Penguin, Elephant, Racing 

Fox, Heli-Rabbit, Ram, Dog, Hyena 

and Gorilla. Each animal has a 

unique set of attributes that have a 

huge bearing on the gameplay. 

Here’s an example: 

Type: Racing Mouse 

Environment: Europe 

Skill A: Speed Boost 

Skill B: Tail Attack 

Water Resistance: Poor 

Mass: Tiny 

Armour: Light 

Strength: Weak 

Traction: Average 

Fall Distance: Medium 

Production: Very Short 

Engine: 2.0 

Intelligence: High 

Silicon Valley is an orbiting space station that myste¬ 

riously disappeared for a thousand years and has now 
reappeared in the solar system. It was created as an 

experiment in artificial life with a whole host of intelli¬ 

gent, self replicating robotic animals. In order to solve 

the mystery of its disappearance, you become Evo, a spi- 

der-like computer chip that can hop into any dead AI 

lifeform and reanimate it. 

REJUVENATING A DEAD GENRE... 
Silicon Valley is a creative step in the stale 3D plat¬ 

forming genre. The gameplay is puzzle based and 

revolves around using the different abilities of each ani¬ 

mal. The goal of each area is to complete several subtasks 

that will then unlock the exit. Levels are relatively small 

with a carefully chosen set of animals, and each must be 

used in some way to complete the tasks. 

The best way to illustrate the game mechanics is by 

example. In one of the snow levels, Evo in penguin form 

reaches a platform where there are four switches on the 

ground, all of which need to be activated at once to open 

the exit. However, each switch turns off a split second 

after Evo touches it. The solution is to kill the other pen¬ 

guins below and leave their inanimate bodies on the 

switches. The catch, however, is that once outside a host, 

Evo is extremely vulnerable. Its life goes down fast, and 

any fall will also cost life. Thus, Evo must leave a penguin 

on one of the switches, then exit the body and quickly 

navigate down to the next penguin’s body, taking it up 

to another switch and so on. If this doesn’t sound inter¬ 

esting, throw a Polar Bear with tank wheels that shoots 

grenades and lays mines, as well as a crazy sled mounted 

Ice Husky that fires rockets! 

Activating the switches is only one part of the level 
though. The other part involves getting to a higher eleva¬ 

tion in order to kill a troublesome bird. This requires the 

Ice Husky, as its turbo boost allows it to boost right over 

chasms separating ledges. First though, it must be killed. 

As a penguin you can throw snowballs at it, but this is 

highly risky. It is, after all, equipped with twin rocket 



launchers! The more stealthy approach is to 
lure it down to where the Polar Tank is, get 
out of the way and let them fight to the 
death! Once you have the Ice Husky it moves 
at an absolute snail’s pace without the use of 
its turbo boost. However, it has low traction, 
so it recoils when firing a rocket and slides 
all over the place when boosting. Combine 
this with a very short fall distance, where any 
size fall will result in health loss, and the 
challenge of killing a flying bird high up on 
narrow ledges becomes more interesting. 

EVER PLAYED POLAR BEAR PINBALL? 
WELL NOW YOU CAN! 

The graphics in Silicon Valley are bright, cheery and 
comic. Although a little plain, it is suffused with person¬ 
ality and detail. For instance, there’s the adorable way 
the penguins waddle, the funky dance of the Gorilla, 
footsteps left in the snow, reflections on ice and glass, 
steamy breath in snow levels and coloured lighting. 

The music is suitably wacky elevator fare. A cool addi¬ 
tion are the speakers that are positioned throughout each 
level. The music rises and fades depending on your prox¬ 
imity to a speaker. A very cool touch is that if you’re close 
to a speaker the bass notes are played on the rumble pak! 

The sound effects are all excellent, from the Hyena’s laugh 
to the manic pitter-patter of the sheeps’ feet. 

The biggest drawback in Silicon Valley are the jumpy 
camera mechanics. Despite a reasonable amount of con¬ 
trol, the gameworld is often confusing. Still, this is a 
common problem in most 3D platformers, and is worth 
persevering with. 

Silicon Valley succeeds because creative new chal¬ 
lenges and sets of animals are constantly being present¬ 
ed. The difficulty is also nicely balanced, with just the 
right number of health powerups scattered around the 
levels. It won’t take you aeons to beat, but Silicon Valley 
is addictive to the end. 

CATEEIRY: 3D platformer 

Sick sense of humour, well 

crafted puzzles, huge number 

of animals and an original 

approach. 

MINUS 
problematic camera, 

simplistic graphics. 

VISUALS SOUNO QAMEPLAY 

81 82 89 
OVERALL 

Silicon Valley is a well 

balanced, quirky game that's 

sure to appeal. 
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REVIEWS PLAYSTATION 

O.D.T. 
Peter Jankulovski had to review this game, or die trying. 

Four characters are at your dis¬ 
posal, each with their own 
strengths and weaknesses, 
although a little more variety in 
their abilities and weaponry 
would have been nice. The ele¬ 
ment of magic is also present 
here, with spells being spread 
throughout stages, and in true 
RPC fashion, require the collec¬ 
tion of spirit points before they 
become of any use. In all, there 
is a good mix of different style 
of weaponry, which requires 
some selection strategy for use 
against the well-varied enemy 

throughout the game. 
The huge levels in the game are well designed, and the 

environment is very appropriate, fitting the storyline well. 
Pre-rendered cut scenes and the moody soundtrack add to 
the overall involvement and development of the storyline. 
However, all the finesse of the design is greatly let down by its 
own game engine and the very sub-standard control system. 

With a library of 300 odd game titles on the PlayStation, 
there seems to be a clear line developing between the true 
innovators and genre trend setters, and the dozens of "me too" 
titles which follow over the upcoming months/years, trying to 
cash in on the success of their more established counterparts. 

O.D.T., which stands for Or Die Trying (a good thing 
Psygnosis chose the acronym), combines action, adven¬ 
ture, puzzle and RPC elements in a third person over-the- 
shoulder environment a la Tomb Raider. While it brings 
together a tight and involving storyline and some inter¬ 
esting gameplay elements, the lack of quality overall exe¬ 
cution leaves O.D.T. well short of ’must-have’ status. 

PLENTY OF VARIETY 
O.D.T. takes place in the "Forbidden Zone", where a 

captain and his crew of four become stranded, after their 
ship is forced to make a crash landing. Your mission, for 
the most part, becomes one of "search-and-collect”, while 
blowing up absolutely everything that gets in your way. 

CATCH ME I'M FALLING... 
As is the case with many titles in this genre, the camera is 

often a problem in this title, and it consistently seems to be 
in the wrong place, making it difficult to judge obstacles 
and jumps. Very often, the view of your character is 
obstructed by other in-game elements, and it’s also the cul¬ 
prit for more-than occasional polygon clipping. Controlling 
your character’s movement with any accuracy in this game 
comes pretty close to nigh-on impossible. This is one and 
long difficult game, but the high difficulty level can mainly 
be attributed to the pointless loss of lives through acciden¬ 
tally falling of a ledge. Control is too loose and requires for 
tiptoeing around the levels, to simply avoid accidentally 
falling off the side. Running in a straight line can pose a 
challenge in itself. The close draw in of the graphics does 
not help things, and often makes it impossible to distin¬ 
guish whether it is the edge of the map, or a section of the 
level that you can’t see unless you move in closer. 

O.D.T. has all the elements that should have made this 
game a stand-out for RPC/adventure fans, had it not been 
for the poor control system and the frustration it creates 
while playing this title. With Tomb Raider III and the 
looming launch of Metal Gear Solid, one would be hard 
pressed to be playing O.D.T. 

Here’s one for those that like a bit of challenge, and can 
persist with the downfalls of its execution. 

AVAILARLE: Now 

CATEGORY: 30 Adventure/RPG 

HAIKU: 1 

PUBLISHER: Psygnosis 

PRICE: $89.95_ 

RATING: M15+ 

PLUS 
Good mix of gameplay, a 

great invloving atmosphere 

and storyline... 

MINUS 
..let down in a big way by its 

inaccurate control system 

and below 

par game engine 

VISUALS SOUND GAMEPLAY 

78 84 72 
OVERALL 

74 
A good, challenging 

adventure/RPG, if you can 

persist with its frustrating 

controls and don't fall off the 

side of the level too much. 



PLAYSTATION REVIEWS 

Apocalypse_ 
Bruce Willis in a videogame? Kevin Cheung would like to see that! 

Bruce Willis. You either love him or you hate him. If 
it’s not for his done-to-death portrayals of action 
heroes in movies like Hudson Hawk, it’s for his con¬ 
stant on-screen use of smart-ass tough-guy one-lin¬ 
ers. Funnily enough, Mr. Willis has now made his way 
to a sci-fi action videogame called Apocalypse - and 
dislike him as you may, this game is actually surpris¬ 
ingly good. 

The background story runs something along the 
lines of a post-apocalyptic future where you play a 
nano-physicist, Trey Kincaid (who looks amazingly 
like Mr. Willis'), whose goal is to escape from prison 
and bring an end to the reign of terror of 'the Four 
Horsemen' (of the Apocalyse). Cute as the religious 
connotations may be, this game requires you to simply 
run and jump your way across 3D environments from a 
largely top-down perspective, pick up weapons and 
bring^ hail of flaming death upon anyone who gets in 
your pdth. 

SPECIAL EFFECTS, JUST LIKE IN THE MOVIES. 
Graphically, Apocalypse is a stunning piece of 

work. The environmental details are superbly rich 
and pleasing to the eye, supplemented by dazzling 
lighting effects that perfectly depict the futuristic 
atmosphere. Everything from the prison compounds 
to sewers are perfect. The character animations are 
also very cool, with lots of funny death animations, 
blood, and so on. 

The sounds and music are also of a high standard. 

There are loads of voice samples of people yelling 
orders at each other, others who try to kill you - and 
yes - even Bruce Willis has a hand in a lot of the 
speech. Every so often he would offer some gem of a 
witicism like "come get some” or "I think these guys 
can do with a little lead in their diet" - which 'does' 
get a little repetitive at times, but is generally alright 
in creating that bad-ass atmosphere. And speaking of 
atmosphere, the music is a great mix of industrial 
and techno, which is kept low on the volume so as not 
to detract too much from the action - and Mr. Willis’ 
voice as well, I’m sure. 

SMASH TV, ANYONE? 
The really great thing about Apocalypse, however, is 

the gameplay. With a Dual Shock, the left knob lets you 
run, and the right knob allows you to shoot in whichev¬ 
er direction you choose. So simple is this interface that 
you'll be running around your enemies and causing the 
most awesomely explosive mayhem with the greatest of 
ease. What’s better is that the game’s not just a straight 
run-and-shoot game either. There are lots of platforms 
to jump around on and alternate paths to run. 

It’s a pity, then, that there’s no 2 player option to 
Apocalypse, otherwise it would have scored much 
higher. But that’s not so bad when you realise that 
there aren’t any PlayStation games that offer this 
action with 2 players anyway. All in all, Apocalypse is 
top stuff, and it’s the best action game to hit the 
PlayStation in a long time. 

PLUS 
Great mindless violence, 

and Bruce Willis fans will 

probably love it too. 

MIHUS 
No 2 player mode. 

VISUALS SOUND GAMEPLAY 

90 86 85 
BVERAll 

Great mindless violence, and 

Bruce Willis fans will probably 

leve it too. 
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PC/PLAYSTATION REVIEWS 

V2000 
How awful of us to give David Wildgoose a new kind of virus... Actually, it's not that bad. 

Travelling between che worlds through their hiues 

It’s rare to find a game that really challenges you these 
days. By that, I mean a game that doesn’t hesitate in 
throwing something completely new at the player, some¬ 
thing that isn’t instantly accessible nor immediately user- 
friendly, something that requires a significant learning 
process as you adapt and grow accustomed to its more 
unusual aspects. V2000, or Virus 2000, to give it its full 
name, does exactly that. It’s undoubtedly an original game 
and, even better yet, one that - aside from a couple of flaws 
- proves to be thoroughly enjoyable to play. 

Those flaws first, then. V2000 is a third-person, 3D 
shooter, which it does very well indeed. The two problems, 
however, concern the controls and the limited view you 
have of the world. Adjusting to the controls of this game 
constitutes perhaps most of the challenge of the game - 
they’re complex and initially frustrating as you crash into 
trees and buildings and often head in totally the wrong 
direction, but with experience allowing you to pull off 
some incredibly fine manoeuvres, they also open up a 
whole new dimension of immersion. Detracting from this, 
though is the heavy fogging and subsequent "pop-up” 
visual effect- especially on the PSX version (which is also 

RENT-0 KILL'S AIRBORNE DIVISION 

5- ~ - . 

dogged by a slow framerate). 
Setting the scene is a flimsy plot concerning an insect inva¬ 

sion that has somehow lead to the wide-scale spread of a dead¬ 
ly virus. Naturally, it’s up to you to eradicate this virus from the 
numerous insect-infested worlds and restore peace and harmo¬ 
ny to the planet. To do this, you are given a cool hovercraft- 
style ship to fly about in and a gun to shoot those vermin with. 
In each world, all the insects have to be killed before you can 
start attacking the "hive” (this pulsating purple dome - ugh!) 
from which they spawn. Unfortunately, the insects can fight 
back and often they’re at least as big as you - you'll definitely 
need more than a fly swat! 

Assisting your task are lots of little scientist blokes who 
can be rescued from the insects and returned to your base 
located elsewhere on the level - a gameplay element remi¬ 
niscent of the arcade classic, Defender. There, they will 
research weapons and other power-ups for you to collect 
at a later stage. This is an absolutely, gob-smackingly 
brilliant idea, but you’ll have to play it to see why. 

Cleverly, you can carry equipment between worlds, but 
there’s always the limited space on board your ship to con¬ 
sider. On some levels, then, there are bonus cargo upgrades 

that will increase your ship’s capacity. You need 
not find any of these to complete a world, but 
it’s bloody useful if you do take the time out to 
search for them. There are 30 worlds to explore 
over the course of the game, though, in a posi¬ 
tive move towards non-linearity, you will regu¬ 
larly have several to choose from at a time. PC 
owners will also be able to engage in some 
deathmatching over a network. 

V2000 is a beguiling sort of game. At first it 
appears simplistic - just fly and shoot - but 
you’ll soon realise that the gameplay stretches 
much further than that. Completing each world 
not only requires sharp reflexes, but some 
astute tactical planning as well. I’d go as far as 
to call this the thinking man’s shoot ’em up, 
and I’d also recommend it to anyone who 
enjoys a challenge. 

AVAILABLE: Now 

CATE60RY: Action 

PLAYERS: 1 (PSX). 1-8 (PC) 

PUBLISHER: Grolier Interactive 

PUCE: $TIA 

RATING: G 

REDUIRID: MOO. 16MB RIM. 4(00 

DESIRED: MOO. 32M0 RIM. 30 card 

PLUS 
Tasty shoot 'em up with 

extra strategic depth. 

MINUS 
Bizarre controls will take 

some getting used to. 

VISUALS SOUND GAMEPLAY 

76 70 83 
OVERALL 

A great sequel to one of the 

80s most innovative and 

different games.. 
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EVIEWS PLAYSTATION 

Crash Bandicoot 3: Warped 
Bears in shorts. Bright orange bandicoots in Harleys. Kevin Cheung doing naked cartwheels on the street. 

NON-PLATFORM 
IHI-JINX 

0T0RBIKES 
Crash has to use his Harley to 

avoid obstacles, jump crevices, 
and avoid cops to get to the 
finish line fiTst. 

DOGFIGHTING 
Crash and Coco can fly 

planes that shoot copious 
amounts of ammunition at 
anything that would look cool 
plummeting to the ground. 

lump on an animal, run like 
crazy. What could be simpler? 

Considering that we live in a generation where gov¬ 
ernment conspiracies and anti-institution sentiments are 
the popular discourses - and sci-fi pulp like the X-Files 
can become a cultural phenomenon - it’s a wonder how 
a series like Crash Bandicoot can find any measure of 
success. Yet here we are. Crash Bandicoot has returned 
for his third and final instalment from the folks at 
Naughty Dog, bringing to a close an interesting chapter 
in the PlayStation’s life with this de-facto mascot. As a 
staunch advocate of a videogame culture that doesn’t 
play on blatant commercialism (cough, Lara, cough), 
many of us would approach a game like this with natural 
suspicion and perhaps even cynicism. However, it is this 
very approach that makes Crash 3 all that more surprising 
a game. 

TIME-TRAVELLING CAVEMEN 
In this adventure, Ooga Booga’s evil twin, Ooka Ooka 

crash-lands in New Zealand and intends to take over the 
world with the help of Dr. Cortex and his 'time twisting 
device’ by collecting 25 crystals scattered across time. 
Taking control of Crash and Coco, your goal is to hunt 
down these crystals before Cortex and his goons can find 
them, and somehow bring an end to the threat being 
posed by Ooka Ooka. 

Anyone who’s been following the Crash continuity will 
probably know what this all means. To the rest of us. it’s 

a ridiculous gobbledegook tale wrapped around a well- 
known linear 3D platform game where you jump around, 
collect items, kill things, and generally have a good time 
of it. For genuine newbies, Crash is a bandicoot with an 
ability to spin around like the Tasmanian Devil, killing 
anything that gets in his path. Coco, the female sidekick, 
has the ability to cause mayhem as she rides around on 
animals and vehicles. 

THE SPICE OF LIFE 
Compared to its previous games, Crash 3 is a very dif¬ 

ferent game. Crash 2 gave you around 75 levels of land- 
based action that even hard-core fans admit was a bit of 
overkill. In this sequel, you don’t get quite as many lev¬ 
els, but the bonus is that there is an amazing diversity to 
the gameplay. In addition to the familiar 'running 



towards the screen’ sequences, there are underwater lev¬ 
els, shooting levels, and driving levels, all of which adds 
to the variety, entertainment value, and lasting appeal of 
the game. Crash 3 also seems to borrow from the ideas of 
other platform games such as Banjo Kazooie in that each 
level contains a series of hidden gems that can only be 
obtained by fulfilling certain objectives, such as beating 
a record time. These extra items are actually quite diffi¬ 
cult to get. Therefore, in spite of the fact that the game is 
very easy to finish, it’s actually hard to finish it ’proper¬ 
ly’. This kind of gameplay is the stuff that lovers of plat¬ 
form games really dig. 

The icing on the cake is that every part of Crash 3 is 
immaculately executed. The graphics are truly a marvel, 
displaying gorgeously detailed environments that com¬ 
bine soft textures and gouraud shading without any of 
the PlayStation’s unique seaming problems whatsoever. 
The characters themselves are of a similarly excellent 
quality, both with their humorous designs and equally 
humorous animations. In the sounds department, the 
music and various spot effects elicit a great cartoon 
atmosphere which feels very much in place. The control 
department is the only place where Crash 3 suffers: the 
jump controls are still too unbalanced to perform quick, 
precise jumps. The important part, however, is that the 

WHO YOU CALLIN A JACKASS? 

execution of the alternative gameplay sequences such as 
the motorbike racing are excellent. Carnes like Nagano 
98 were spoilt badly by the fact that they tried to com¬ 
bine too many gameplay alternatives, so it’s a credit to 
Naughty Dog that they can maintain the same level qual¬ 
ity in this medley of pure gaming fun. 

THE LAST HURRAH FROM NAUGHTY DOG? 
To simply say that Crash 3 is the best in the series is a 

forgone conclusion. Crash 3 is a game with the most 
impeccable production standards ever seen in a platform 
game. Even a cynic like this reviewer is impressed by it. 
Its diverse, flashy yet water-tight presentation is very 
reminiscent of the SNES glory days when Donkey Kong 
Country was released. Granted, the game is also as easy 
as DKC, but it’s hard to resist a game with as much funky 
twisted humour as this. At least it’s far less patronising 
than Banjo Kazooie, for which this reviewer doesn’t think 
very highly of. 

AVAILABLE Now 

CATEGORY: Platforms 

PlAYHtt: 1_ 

PUBLISHER Naughty Oog/Sony 

PRICE: $69.95_ 

RATINE: 

SUPPORTS: Dual Shock 

PLUS 
Spectacular graphics, great 

wacky atmosphere, and lots of 

character. 

MINUS 
Three words: easy as hell. 

VISUALS SOUND GAMEPLAY 

92 84 85 
OVERMl 

87 
A very entertaining showpiece 

that’ll please everyone. 
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REVIEWS PLAYSTATION 

Shane Warne Cricket '99 
Bowling, Codemasters! Eliot Fish wastes a stupid amount of time playing SWC'99... 

TUBBY SWALLOWED HIS 

CHEWING GUM THERE I THINK Cricket games are hard to come by, and really good 
cricket games are as rare as hens teeth. Australian Cricket 
Captain on the PC is probably one of the best cricket 
"tactical sims", but as far as actual on-the-pitch-split- 
second-decision-sledge-fest action goes, Shane Warne 
Cricket ’99 from Codemasters is the one. Shane Warne 
doesn’t have to worry about what he’s put his name to 
here (unlike that joke Pat Cash and the abominable Actua 
Tennis), as even though the game was developed as 
Brian Lara Cricket ’99, there’s no real difference and this 
is still a top game. If you love cricket, and have been 
hanging out for a decent game of it, then read on... 

HOW MUCH CHEWING GUM DOES TUBBY GET 
THROUGH? 

Woah. The motion capture in Shane Warne Cricket '99 
is simply superb. Players run out onto the ground, 
umpires stroll, the bowler measures his run up, fielders 
stretch their arms, and batsmen even fiddle about at 
the crease - all with the realistic smooth motion of 
actual players. The brilliant animation immediately 
makes SWC appealing to watch for cricket fans, as well 
as making it that much more playable than cricket sims 
like Cricket '97 from Beam. Why? Well, it makes it that 
much easier to time your shots, because the bowler's 
movements on the popping crease are just like watch¬ 
ing the game on TV. All the international sides are 
included in the game too, so each major player is rep¬ 

resented and knowing their strengths and weaknesses 
can make SWC a hilarious and addictive piece of cricket 
gaming. The only real gripe you could have with the 
graphics, is the fact that all the players are made up of 
only a handful of models. Different skin colour and hair 
colour is the only way to tell them apart... "Oooh, we 
have to make Shaun Pollock! Let’s just put a red blob on 
his head.’’ That kind of thing. 

The gameplay on the other hand, is simple and yet 
complex enough to satisfy fans of the sport. Batting and 
bowling is all played out with the push of a button or 
two, so your friends who are cricket virgins will still be 
able to sit down and play a match with you almost 
instantly. To bowl, you move a circular marker around 
and then press a button when it’s where you want the 
ball to pitch, then depending on your bowler, you can 
decide to bowl a variety of deliveries by pushing the 
appropriate button on the controller. Easy. Batting is 
probably more challenging, as you have to gauge how 
the ball will be delivered, which way it will bounce, 
where it will land and then choose the right shot. You can 
play a standard ground shot, defensive stroke or lofted 
shot and then use the D-pad to dictate the style of shot - 
whether it be a cut on the onside, a sweep shot, hook shot 
or whatever. Probably the only area which is lacking is 
the fielding, as manually controlling the fielders is next 
to impossible and letting them field on autopilot can be 
really frustrating. When fielding manually, the default 



SPOT THE BALLS 

Season, World Cup and Series and 
even training in the nets! There is 
also a Classic Match option which 
challenges you to guide a specific 
team to victory in an historical 
match... such as preventing Michael 
Bevan’s winning performance for 
Australia over the West Indies at the SCC in that classic 
New Year’s Day match. 

The multiplayer option in SWC is sensational. Up to 
four players can face off, with 2 friends batting at either 
end and two other friends bowling from either end. As 
long as you all enjoy cricket, you’ll have an absolute 
riot - we did here at the office! Whilst there are still 
aspects of the game which cricket nuts will niggle over, 
SWC is easily the most entertaining cricket game for 
console yet. Unless World Cup Cricket from Electronic 
Arts is surprisingly good... 

fielder selected sometimes seems illogical and lining up a 
catch can come down to pure luck because the ball is so 
tiny. When the computer controls the fielders, they rarely 
slide to stop boundaries, and tend to drop balls going 
straight down their throat, but it’s the preferred option. 

JUST PRESS THE SLEDGE BUTTON 
Shane Warne Cricket ’99 comes with a billion options. 

For starters, there are enough crazy camera angles here 
to put channel 9 out of business! Most are unplayable, 
but they can be awesome in replays. During the game, 
you can do everything from bowling around the wicket 
to changing your field (though the settings are preset), 
and even checking the weather. Everything about a game 
can be tweaked too, so One Day matches can be reduced 
to 10 overs if you desire and full blown Test Seasons can 
be played out (though you’ll need your memory card!). 
Choose from friendly exhibition matches, Test Series and 

CATICBRY: Sport 

PLAYERS: 14 

PUBLISHER: Codemasters 

PRICE: $89.95 

RATINE: ^_ 

SUPPORTS Dual Shock. Multitap 

PLUS 
The most realistic player 

animation in a cricket game 

yet. Four players rocks. 

MINUS 
The controls sometimes feel 

unresponsive, and the players 

look inbred. 

VISUALS SOUND GAMEPLAY 

87 84 84 
BVERAIL 

The best PlayStation cricket 

sim you can get your gloves on. 
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REVIEWS PLAYSTATION 

What manner of man can say no to Lara Croft? Kevin Cheung shows us how... or can he? 

WHAT’S NEW IN 
I THIS GAME? 

Unfortunately, Tomb Raider III 

doesn’t offer anything radically 

new to the series. Mind you. this 

does not mean that TR III is poor. 

In fact, the game is quite fantas¬ 

tic, but its value as a sequel to 

those who are followers of the 

series is something important to 

take note of. First and foremost, 

the suggestion of Hyper’s fear¬ 

less leader, Dan Toose, to incor¬ 

porate a crawling feature has 

been implemented as one of 

Lara’s new set of moves (disbe¬ 

lievers can refer to Hyper *50 

p.69 to be sure). Lara also has 

the ability to jump and swing 

around on certain mid-air 

objects Tarzan-style. The final 

addition to Lara’s repertoire of 

acrobatics is the addition of the 

dash. By pushing R2. Lara will 

be able to dash for a limited 

period of time - so limited by a 
second energy 'dash* bar that 

appears at the top of the screen. 

Tomb Raider III also comes 

with a set of new toys for Lara to 

play with. In the weapons 

department, Lara gets to play 

with uzis, desert eagles, grenade 

launchers, and rocket launchers. 

In the vehicular department, Lara 

gets to stomp around in quad 

bikes, mine carts, canoes, and 
funky underwater equipment. 

The focus of the gameplay 

remains much the same, where 

drawn-out explorations are 

often rewarded by a skirmish 

with a host of bad guys, whose 

number seems to have increased 

and whose AI appears to have 

been slightly improved. 

Tomb Raider 3 

It couldn’t have been more than 3 years ago that the 

console market was begging for something new. Crash 

was a slightly over-done collection of bright colours, 

Sonic was struggling for attention, Diddy Kong was 

written off as cliched... the console market was in dire 

want of a new, different mascot with whom the non¬ 

kiddy market could sink their teeth into. With that in 

mind, a new mascot of the female persuasion was creat¬ 

ed, bundled together with a 2 inch waist, an ample pair 

of DD-sized breasts, curvaceous legs to die for, a sultry 
British accent, and voila: Lara Croft was born. In spite of 

the overt use of sex appeal and commercialism, and the 

ensuing sociological debates surrounding sexism and 

whatnot, there is one undeniable truth about Lara: like 

Mario, she is one of the most popular videogame mas¬ 

cots of all time. It comes as no surprise, then, that Lara 

should already be appearing in her third game, Tomb 

Raider III - The Adventures of Lara Croft. 

A BIG STAR IN AN EVEN BIGGER STORY. 
After completing her previous quest for the Dagger of 

Xian, Lara is now in search of 4 mystical stones whose 

history is as equally jaded in mystery as is the research 

company, RX, which is also searching for them. You see. 

these stones were actually fragments from a meteor that 

had crashed on the then green and bountiful Antarctic 

continent many centuries ago. Many years later, by 

which time the Antarctic had frozen over, a tribe of 

Polynesians settled at the crash site and worshipped the 

meteor. Funnily enough, they all died. Years after that, 

the intrepid explorer Charles Darwin chanced upon the 

LARA LARA PANTS ON FIRE 

site, whereupon 4 of his crew took a stone from the mete¬ 

or and went about their separate ways around the world. 

These four people died as well. Lara’s role in this tale is 

that of the unsuspecting hero. lust as she did in her pre¬ 

vious Indiana Jones-style exploits, Lara is actually look¬ 

ing for an ancient Indian artefact known as the Infada, 

little knowing that the Infada is in fact one of the frag¬ 

ments of from the meteor. From that point on, Lara is 

drawn by fate to find the other meteorite fragments in 

competition with RX. 

For those of you who are unfamiliar with Lara, the 

Tomb Raider series is not a game to be mistaken for a 

pulse-pumping high-action platform bonanza. In fact, 

Tomb Raider is about exploration; using precise, calcu¬ 

lated, and measured movements to run, jump, swing. 
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REVIEWS PL AY ST AT ION 

WHAT'S WRONG 
WITH THIS PICTURE? 

Before playing Tomb Raider 
III, this reviewer actually 
checked out the graphics in 
other 3D-immersive games - 
namely. Spyro, Medievil, 
Apocalypse, and even a beta 
version of Soul Reaver: Legacy of 
Kain. In every instance the 

much of the vaunted environ¬ 
mental detail of Tomb Raider III. 
On that cursory evaluation 
alone, any bum could stand up 
and say that Tomb Raider III 
looks pixellated and choppy. 
However, such a statement is an 
unfair trivialisation of the inner- 
workings of the game. If you 
look closely at a game like 
Apocalypse, the 3D environmen¬ 
tal effects are just a single tex¬ 
ture resting on top of a singular 
flat surface, meaning that in 
spite of the cool-looking effects, 

I you’re actually running around 
in a very flat and plain terrain. 

I The environments of Tomb 
Raider HI. on the other hand, are 
completely 3D modelled. When 
you look out towards the disap¬ 
pearing point, you are looking at 
a cliff face that’s constructed of 
actual polygons, as opposed to a 
flat image of a cliff face being 
pasted on a flat wall. So the next 
time you want to complain that 
TR looks poor, think about the 
huge geometry that’s taking 
place, and then realise the amaz¬ 
ing things that are being done 
with the PlayStation's limited 
texture RAM. As a side note, PC 
owners with a 3D accelerator 
probably won’t have to worry 
about this at all. 

and swim your way through a series of puzzle-based 3D 
environments - or mazes if you will. Every so often you’ll 
come across a few bad guys to kill. That’s when Lara 
whips out her well-known pair of berettas and starts 
unloading on the nasty sod who’s trying to kill her. 

Each level can be broken down to being a search for a 
key, switch, or otherwise that will allow you passage to 
the next area. Within that search, Lara must be used to 
exploit every aspect of the 3D environments. She has to 
find ledges to climb on, secret passages to find hidden 
weapons, and then determine what route should be best 
taken to get from point A to point B, such as whether or 
not you can actually jump from one high ledge to anoth¬ 
er. Basically, it’s a test of your wits to map out the envi¬ 
ronment you are in, and then to suss out the best way of 
getting through it. 

In spite of all the whining that social commentators 
have made about Lara’s use of sex appeal, and what they 
consider to be the logical conclusion that the game is 
without substance, the gameplay mechanics referred to 
above is what lays at the heart of Tomb Raider. It seems 

slow at first, but before you know it, it is a completely 
engrossing, time-consuming experience. Thankfully, this 
approach has been retained in Tomb Raider III. The game 
is split into five distinct areas: India, London, Nevada, 
the South Pacific, and Antarctica. Each region contains 3 
sub-levels to be tackled. As a matter of size, even though 
Tomb Raider III sounds like it is the same as the second 
game, it is actually a little larger and complex. 

TOUCH-UPS ON LARA 
Graphically, Tomb Raider III is a very impressive game, 

but any improvements over TR II are more inclined 
towards the one-off special effects. For instance, there is 
a greater use of real-time lighting, and transparencies, 
which are observable in the dense jungle stages with the 
sunlight breaking through the canopy; there is a more 
liberal use of coloured lighting, which can be seen in the 
reflective water textures and stained glass windows. The 
game also supposedly uses a vamped up graphics engine 
to allow for more 3D effects and processing, but any 
increase in speed is really very little - and some of the 



PLUS 
Continues the tried and true 

traditions of the other TR games. 

MINUS 
It's not much of a sequel, and 

the level designs 

are very linear.. 

effects, such as the swamps, just don’t work well at all. 
Lara herself has been greatly improved, looking and 
moving in a much smoother fashion than before. I sup¬ 
pose her new costumes are also worth a mention... there: 
they’ve been mentioned. 

As far as gameplay goes, Tomb Raider II was criticised 
for offering only cursory additions to the gameplay such 
as the ability to climb. Tomb Raider III, unfortunately, can 
be faulted on exactly the same grounds. While the game 
offers new many new features (see opposite), they aren’t 
anything that add a new sense of depth to the gameplay. 
The puzzles are, by and large, exactly the same as what 
we’ve all seen before. You push around the same boxes to 
climb to the same door ways, pull the same switches, 
make the same jumps... the only difference provided by, 
say, the ability to crawl or the new vehicles, is a very 

AVfULABlI: Now_ 

CATEGORY: Adventure 

P1ATEB1: 1 

PUBLISHER Core 

PRICE: $89.95 

BATHS: Ml5+ 

SUPPORTS: Dual Shock 

minor variation on doing what we’ve done before. 
Therefore, even though it is doubted that anyone who’s a 
fan of Lara will care, Tomb Raider III is conceptually weak 
as a sequel. It would definitely have been nice to see the 
incorporation of new devices that do more than simply kill 
things, and instead play a more integral and interactive 
part in the exploration. For instance, if a device such as the 
grappling hook as seen in Tenchu were incorporated into a 
Tomb Raider game, then the exploration element of game¬ 
play would truly have been deepened as it would require a 
greater understanding of the environments than a simple 
need to crawl or look for swinging space. As a last 
point, while the controls are perfect for explo¬ 
ration, they’re actually still not very good for 
skirmishing. 

So is this game worth shelling out the money 
for? Well, even though TR III is a case of 
’more of the same’, only executed better, it is 
nevertheless one of the best adventure 
games around. Fans will love it, adolescent 
males will kill for it, and, considering that 
Duke Nukem is the only Western alternative, 
so they should. I’d rather get some from Lara 
than Duke any day. 

VISUALS SOUND SAMEPLAY 

92 84 85 
OVERALL 

90 
Lara is THE reason to get the 

game. Would you buy it if it 

starred Crash? 
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REVIEWS PLAYSTATION 

Test Drive 5 
Even serious racers need to go for a joyride now and then... Simon Bailey takes Test Drive 5 for a spin. 

AVAILABLE: Now_ 

CATEGORY: Driving 

PLATERS: 12 

PUBLISHER: Accolade 

PRICE: $79.95 

RATING: G 

SUPPORTS: Dual Shock. 

Steering Wheel 

PLUS 
Nice frame rates and good 

arcadey control will keep 

you entertained. 

MGNUS 
We've all seen Gran 

Turismo, and Test Drive 4. 

VISUALS SOUND GAMEPLAY 

84 76 78 
OVERALL 

76 
If you're after a sound driving 

game that's not to Heavy', I 

give you Test Drive 5. 

In the last year of PSX video gaming, there was one 
event that changed the way we racing fanatics think 
about driving simulators. And that one event was...Gran 
Turismo. Now, isn’t it just common sense that if you were 
to make a game with a name like ’TEST DRIVE 5’, and base 
the game around pretty much the same cars contained in 
the afore mentioned GT, wouldn’t you make sure that the 
presentation (i.e. graphics and sound), gameplay, and 
general realism of the whole experience was second to 
none? Well, I guess that all depends on what you are try¬ 
ing to achieve. 

GARGAMEL? 
Lets bare the skeleton of Accolade’s latest and greatest 

instalment in the Test Drive Series. 
With a full compliment of game modes including the 

standard Quick Race: - One Race, any track, any car. Full 
Race: - Single Race, Time Trial, Cup Race, Drag Race and 
even Cop race, and a surprisingly good two player game. 
Test Drive 5 delivers a lighthearted, arcadey and fairly fun 
racing experience. But if it’s realism you're after look else¬ 
where because these game mechanics have been lifted 
directly from Smurf-land! 

al tracks. Starting right 
here in Oz, you can make your way around the world to 
exotic (is that the right word!) locations like Scotland, 
Russia, the US of A, Iordan! the UK, Italy, the land of the 
Swiss, and of course Japan. Now each one of these tracks 
has it’s own theme if you’d like to call it that with the 
scenery being unique to the country you are in. For exam¬ 
ple: Fanging through the Australian course, which starts 
on the Sydney Harbour Bridge, you quickly descend upon 
a rather unlikely looking version of our beloved Opera 
House. In Jordan, you find yourself racing in the desert, 
and Russia looks just like it does in the movies! 

OLD AND THE NEW 
The selection of cars is quite generous and kinda retro 

in orientation. What with the old Camaros, Mustangs and 
Plymouths. Not to mention the new generation which 
includes the familiar Dodge Viper, Nissan Skyline and TVR 
Cerbera. It is however, like I mentioned before, unfortu¬ 
nate that the handling of each of these cars does not vary 
all that much and therefore does not provide a greatly 
rewarding ’driving’ experience. And with a game like Gran 
Turismo lurking about out there, there’s not too much for 
us all to get upset about. Anyway, as I said before. It is 
quite an entertaining arcade driving game, and some of 
you may possibly love it! 



PC REVIEWS 

Asteroids 
The classic is back! Eliot Fish gets dizzy doing all those 360s... 

Asteroids. My how it munched my spare change back in 
the early eighties. Such a simple concept, yet amazingly 
fun and addictive (and expensive) to play! What I would 
do to have one of the original machines in my bedroom... 
well, Asteroids on the PC is the next best thing. As you 
would imagine, this new incarnation of Asteroids has been 
given much more than a simple paint job. Full-blown 3D 
accelerated lighting effects and gorgeous looking 3D 
objects spinning dangerously across space... this is 
Asteroids on ’roids. You wouldn’t think that there would 
be much appeal in another retro update, but Asteroids 
feels timeless and there’s still a lot of fun to be had with 
the original concept. The dead simple gameplay is still as 

screen, usually tempting you to try 
and thrust your way over to pick 
up. These weapon powerups 
include cool little mines which you 
can drop around to help take out 
foreign objects, as well as lighting 
guns which instantly vaporise 
those dark rocks, ramming shields 
and classic "special’’ bursts of 
energy which wipeout anything 
surrounding your craft. You can 
choose different crafts at the 
beginning of the game, with dif- 

OH GOD NOT ANOTHER M E T E 0 R A P 0 C A L Y P S E PLOT 

addictive as ever, and with all the pretty graphics, 
Asteroids will keep you hooked... 

BIG ROCK ON THE PORT SIDE, CAPTAIN! 
The good old single-player game of Asteroids has barely 

been improved upon, yet it remains damn good fun. Your 
teeny little craft begins in the center of the screen, and it’s 
up to you to rotate and thrust around, shooting those big 
floating rocks into smithereens before they cream you. 
Because this is outerspace, one little burst of your engines 
will set you adrift unless you flip around and thrust in the 
opposite direction. Of course, this means that it’s dead 
easy to accidentally go flying into a big chunky asteroid 
unless you’re pretty deft with your gamepad. There is a 
shield button though, so you can protect your craft in 
moments of sudden danger (it’s limited though, so the 
longer you keep your shield the quicker the energy 
depletes). Whilst you’re trying to plug away at the oncom¬ 
ing asteroids, there are also alien craft shooting at you, 
and a host of new elements which Activision have intro¬ 
duced for this new 90s version of Asteroids. Various sec¬ 
ondary weapon powerups randomly float across the 

ferent strengths in firepower, shields or speed. Other new 
twists include crystalised asteroids which regenerate 
unless you destroy them quickly, and debris which 
explodes with a deadly shockwave. All the weapon effects, 
explosions and trippy space effects in the game look fan¬ 
tastic with a 3D card - transparencies and coloured light¬ 
ing ahoy. The gameplay is classic stuff, and whilst it’s 
darn basic, the pretty new graphics make this new 
Asteroids even better then the original. 

Wave after wave of levels, will keep you fighting, with 
new levels introducing cool new elements, such as a Sun 
which randomly spits out solar flares, or a black hole which 
lurks ominously in the center of the screen. Whilst Asteroids 
will have you playing until you’ve seen everything it has to 
offer, the single player game won’t last terribly long, so a 
lot of this game’s success rests on the multiplayer side of 
things. What we find here, is a fun multiplayer deathmatch 
style experience with players on the same screen attempting 
to stay alive, but it’s hardly one which is going to eclipse 
anything else out there, just be wary that whilst Asteroids is 
top fun, you could get tired of it pretty quickly. Retro 
gamers will go nuts, though. 

i • 

4 * 
dHwi ► 

AVAILABLE: Now 

CATEEORY: Shoot 'em up 

PLAYERS: 1-2 

PUBLISHER: Activision 

PRICE: TBA 

RATINE: G 

REQUIRED: P133. 24MB RIM. 

Win95/98/NT 

DESIRED: PI33. 32MI RIM. 

3D card. 

SUPPORTS: 30 hardware, 
gamepads. 

PLUS 
Basic, yet darn 

pretty graphics. 

MENUS 
Well, there's not much to it, 

so longevity is a prob. 

VISUALS SOUND GAMEPLAY 

82 77 78 
OVERALL 

75 
Great while it lasts, but will 

be a little basic for some. 
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REVIEWS PC 

Populous: The Beginning 
Dan Toose, being the megalomaniac of the Hyper crew is definitely the likely one to survive Populous: The Beginning. 

EAT THIS, 
HPITIFUL MORTAL! 

The spells of the shaman can 
instantly turn the tide of a battle, 
or even the whole match. Having 
her blast some preacher who is 
converting your troops can save 

you many men, or even more 
dramatically you could erode 
away the land under your 
enemy's most important struc¬ 
tures, sending them into the sea. 
With only one shaman though, 
who can easily be cornered and 
killed (although she does get 
reincarnated over time). 

you control individual 
units and send troops to 
attack certain targets 
etc. Previous Populous 
titles had been far less 
direct, and involved 
much stuffing around 
with getting certain 
units to move to a bea¬ 
con you’d set for them. 

SMALL RURAL DISPUTE GETS OUT 0 

Bullfrog gave birth to the god sim with Populous. 
Brutally original, Populous tried strategy in a complete¬ 
ly different manner to all those that had been thrown at 
the gaming populace. The concept was that by playing 
god and acts of divine intervention, you would set 
about creating conditions so that your followers would 
slaughter the followers of your opposing deity. It was 
thoroughly addictive, and a sequel was inevitable. This 
sequel (Populous II), saw the introduction of developing 
your god. and using multiple types of heroes to over¬ 
come the enemy. Bullfrog’s latest game is no half arsed 
update. 

As the name implies, Populous the Beginning is about 
where it all started, and the answer is simple... with a 
mortal aspiring to be a god. More so than any previous 
Populous title, PTB is a real time strategy game where 

POPULOUS 3 D 
The game engine is 

now 3D, very similar to 
Myth, in that you can 
move the screen around, 
and rotate it. To go one 
step further Bullfrog 
have allowed you to pull 
back to a global view, 
which helps give you a 
much clearer picture of 

just how far everything is away from everything else. The 
terrain is 3D, but the characters are sprites. Most note¬ 
worthy is that line of sight and height play a distinct role 
in the dealing with range and missile weapons/ attacks. 
To help your system cope as best as possible, you can 
adjust detail levels. 

Potentially daggy of me to admit it, but as someone 
who once got into the new age stuff done by Mike 
Oldfield and the like, the soundtrack to this game is 
perfectly suited to the game. If this game music doesn’t 
instill "Ye olde mystical natural stuff” in you, then 
nothing will. Besides the music, there are a host of neat 
little voice acknowledgements (all very North American 
Indian sounding), and sound effects for all the build¬ 
ing, magic, destruction and mayhem that goes on 
throughout the game. 



1 

with a preacher to ensure they don't get 
talked into joining the other team. 

Challenges are created in each map by 
a set of circumstances that are quite even¬ 
ly weighed against the spells and build¬ 
ing options you have at your disposal at 
that given time. So there’s a good learn¬ 
ing curve throughout the game. 

EVENTUALLY. YOU WILL LEARN THE CROP CIRCLE 

WHAT'S GOING ON IN THAT HUT!? 
The gameplay mechanics of Populous: The Beginning 

allow for a variety of strategies and tactics. At the start of 
the single player game, your shaman (femme who wants 
to be a god), starts with a very basic blast spell... And as 
she moves on to new worlds to conquer, she acquires new 
spells and building plans from Vaults of Knowledge. 
Your basic followers are braves, who you can assign to 
build structures, pray at objects, and fight (which they 
do very poorly). Extremely disconcerting is that you have 
no female braves, yet they still reproduce inside those 
huts you build for them... Eeep! 

The buildings you can create include training facili¬ 
ties for your braves, to turn them into warriors, preach¬ 
ers, spies, and firewarriors. Building looks cool, with all 
your little guys putting up a frame work and tinkering 
away. The preachers are without a doubt the most dev¬ 
astating units if used correctly. Basically they convert 
enemy followers to your cause, even if they were rushing 
to attack. Of course other preachers aren’t so easily 
conned, and thus you get groups of warriors travelling 

THE BAD BITS... 
A lack of being able to assign a hotkey 

to select a group of units was a bit of a 
drag after being so used to it in other 
strategy titles (unless there’s some non- 
intuitive way of doing it that I couldn’t 
discover). There’s really not to much to 
gripe about with PTB. However some¬ 
times clicking to target a spell can be a 
bit of a fudged affair. Your units also 
just head into battle sometimes when 

you really want them to stand their ground, making 
some encounters fiddly. 

Not unbelievably amazing, yet also quite hard to fault 
for the most part, Populous: The Beginning is a worthy 
addition to the very long running series that started on 
the Amiga so many years ago. 
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REVIEWS PC 

FIFA 99 
Dan Toose prepares for hours of pixelated hooliganism as he sits down with FIFA 99. 

I’ll spare you the flowery intro... It’s another FIFA game, 
’nuff said. FIFA 99 is basically a collection of all the 
European, USA, Brazilian, and International teams (sorry if 
you’re a big fan of the South Korean league). You can play 
standard domestic leagues, or run a "Dream League", 
where you basically have an assortment of top teams all in 
the one league, to hopefully provide something a bit more 
tense and exciting than Manchester Utd playing 
Nottingham Forest. 

AMAZING ANIMATION 
As is typical of the FIFA games, FIFA 99 is just that little 

bit better looking than FIFA World Cup. Player animation 
is now absolutely astounding, and it really shows when it 
would count the most. For example, if you pass to a player 
just outside the goal box, and start pumping the "shoot" 
button, your striker will take a cracking shot on the fly, 
rather than just starting the shooting animation after he’s 
collected the ball. 

Not only are the actual gameplay animations impres¬ 
sive, but also the victory animations are pretty classic 
too... Ranging from a an excellent example of motion 
capture of real player behaviour... Through to the players 
doing a convincing job of pretending to be chickens that 
then fall over and die (you gotta see it to believe it). 

The commentary in FIFA 99 is absolutely perfect. Motson 
and the boys call it just like it is, and even though you’ll 
end up hearing pretty much every comment they have to 
make after a dozen games or so. I’m positive that in one 
instance, John Motson started to call that one thing was 

NO I'M SURE HE'S GOING FOR THE BALL 

happening/was going to happen, and then suddenly the 
ball went into the goal, and he changed his call mid way 
to follow the gameplay, rather than just finish one wav file 
before starting the next! 

If you’re into big beats music, there’s also some tasty 
stuff like Naked £ Ashamed by Dylan Rhymes, Rockerfella 
Skank by Fatboy Slim, and other funky tunes to listen to in 
the menu screens. 

GRIPE TIME! 
It’s not all fair weather with FIFA 99. EA STILL haven’t 

implemented TCP/IP support, and this will be a big disap¬ 
pointment to all those hoping for playing the game exten¬ 
sively on the internet. 

A more curious downfall for FIFA 99 is that they’ve made 
the controls WORSE than FIFA 98/WC. There are now less 
special moves you can do, and the control method to do 
some of the simple moves like a basic swerve and sidestep 
has been made more difficult to execute, which seems 
ludicrous. 

Another thing EA really could have addressed is that 
Konami’s ISS games have had better passing in them for 
some time now, and EA didn’t really seem to do anything 
to fix this by creating a good through ball move or any¬ 
thing like that. The passing move does this very slightly, 
but not in a very realistic manner as in ISS. 

With heaps of gorgeous 3D stadiums, unparalleled 
player animation, an endless horde of teams and real 
players, team and player editing, a variety of weather 
effects, day and night play, numerous camera angles and 
replay facilities, and gobs of other little features that 
won’t fit on this page, FIFA 99 ends up being a top prod¬ 
uct despite its flaws. However, if you’re the kind to get 
upset about games that only seem to be minor updates of 
their predecessors, then FIFA 99 may leave you a little 
miffed. Fans of the sport will love it all the same. 

AVAILABLE: Bight about now 

CATEGORY: Sports 

HAVEN: 1-20 (modem orTPX) 

PUBLISHER EA 

PRICE: $89.95 

RATING: G 

REIBIBEB: P100,16MB BABI 

DESIRED: P2 233. 64 MB RAM. 30 

accelerator, gamepad. 

SUPPORTS: Direct 30 and Glide 

PLUS 
Stunning animation and 

appearence in general. 

MINUS 
Less special moves than 

before. Oil 

VISUALS SOUND GAMEPLAY 

94 95 87 
OVERALL 

90 
Not a major update, but 

refinement of visuals and 

team updates will keep most 

of the fans happy. 



PC REVIEWS 

Carmageddon II: Carpocalypse Now 
Disturbingly, Eliot Fish said that it was just like driving to work... cripes... 

open your car 
doors and take 
them out when 
they think 
they’re smart 
enough to dodge 
your bumper 
bar. As the race 
is time limited, 
you must squish 

pedestrians to give yourself extra time to make the 
checkpoints. Simply passing through checkpoints won't 
win you the race, as there’s only enough time to finish 
the race if you smash, squish and obliterate everything 
around you. Racing over powerups will help or hinder 
your cause too, with some powerups giving pedestrians 
funny heads, or making them tiny and hard to hit. Others 
act more like weapons/inventory items, and can be used 
against the opponent’s cars to try and put them out of 
the race. Smashing your car up or getting smashed up is 

darn easy, and like the first Carmageddon, you can just 
spend money on ’’instant” repairs which morphs your car 
back into shape before your eyes. 

The car handling in Carmageddon II is actually pretty 
good... very arcadey, but very playable. The way you can 
handbrake around corners, attempt deadly jumps, roll 
your car to recovery and nudge other cars around the 
track displays a far better driving model than is found in 
many other serious racing games. Your car also seems to 
respond realistically (to a certain extent anyway) to the 
damage you incur, and a small damage readout is dis¬ 
played so you know when you should use repairs. 

Carmageddon II is pretty darn funny, but it can get 
tiresome pretty quickly. This is good fun to fire up with 
friends and play the multitude of variations on the theme 
(racing for checkpoints or going for all-out carnage), 
and okay in single-player in short bursts when you need 
to cheer yourself up, but beware... this is a very silly 
game indeed and hardly any different to the first 
Carmageddon. 

It wasn’t hard to guess that SCI would churn out a sequel 
to the hugely popular Carmageddon. Outrageous content 
always means bad press, and bad press is good press when 
it comes to selling a politically incorrect game. Regardless 
of whether or not you thought the first game was crap - a 
lot of people thought it was hilarious and - gasp - even a 
pretty decent racing game. There was room for improve¬ 
ment though, and Carmageddon II is an attempt to be big¬ 
ger, better and bloodier. Firstly, Carmageddon II is 3D 
accelerated out-of-the-box, secondly pedestrians have 
been transformed into highly squishable polygons and 
thirdly the environments have been made more complex 
and smashable. With all these changes in place, 
Carmageddon II still plays exactly like the first game... 

SCREEECH...AAHHHHH...SPLAT 
Let’s first take a look at the graphics... though the 

game is 3D accelerated, SCI seem to have implemented it 
rather poorly, as the game seemed to chug regardless. 
Even reducing detail options only improved the framer- 
ate marginally, and it may have something to do with the 
huge, complex go-anywhere environments. Still, the cars 
look great and the variety of tracks are great. Pedestrians 
now have limbs and heads which can be torn off, and 
depending on how you smash into them, they’ll "gib” 
just like in Quake. Dead bodies can also be run over 
numerous times, and if you’re tricky you can even flip 

AVAILABLE: Now 

CATfCORY: Racing/Splatter-fest 

PLAYERS: 1-8 

PUBLISHER: SCI 

PRICE: $89.95 

RATING: M 

REOUIRIO P166.16MB RIM 

DESIRED: Pll. 64MB RIM. 3D card 

SUPPORTS 3d Hardware 

PLUS 
Fun "go anywhere" 

environments! Stupid fun! 

MINUS 
Chugs a little. Hardly any 

different to the original. 

VISUALS SOUND GAMEPLAY 

84 77 82 
OVERALL 

82 
Dumb fun to be had, which is 

even better with friends. 
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REVIEWS PC 

Powerslide 
The best looking PC racing game ever? Eliot Fish rubs his eyes... 

AVAILABLE: Now 

CATEGORY: Racing 

PLAYERS: 1-8 

PUBLISHER: GT Interactive 

PRICE: TIA 

RATING: G 

REQUIRED P166 MMX. 16MB RAM. 

4XCD ROM 

DESIRED: Pll 233. 32MB RAM. 

3D card. 

SUPPORTS: 3D hardware, wheels. 

force-feedback. 

PLUS 
Runs real fast on average 

systems with a 3D card. 

MINUS 
Slip slop sliding away. 

VISUALS SOUND GAMEPLAY 

95 89 88 
OVERALL 

Pretty exciting stuff, but still 

needs tweaking... 

As computer games get more and more visually com¬ 

plex, simply having a 3D accelerator is no longer a big 

deal - now it seems you need that latest Pentium II or AMD 

to get these cool new games to run smoothly. How then 

did Emergent (the Powerslide programming team) man¬ 

age to produce a racing game which makes all the others 

on the market look like a Saturday morning cartoon, and 

yet keep the game running at an incredible framerate on 

an average system? The answer is undoubtedly deep with¬ 

in Powerslide’s code, but frankly, who cares - they did it 

and boy did they do it well. 

I'LL RIDE SHOTGUN 
Here is a racing game which should put a smile on any 

gamer’s face. If not for the beautiful visuals, then certain¬ 

ly for the crazy powersliding action which occurs out on 

the track. Your jaw will hit the floor when you see the 

game in action. The game ran at a constant 60 frames- 

per-second, which is incredible when you consider the 

detail and design of the environments. Huge rocky 

canyons with lazy sunlight yawning across the cliffs, 
snow-covered houses, city streets and scorching desert - 

the tracks in Powerslide are gorgeous and you’ll lose your 

first few races from simply stopping to check out how 

amazing they look. Not only are they almost photo-realis¬ 

tic in places, but the freaky design is intense. Huge half¬ 

pipes, massive jumps and obstacle-laden streets - these 

tracks are awesomely fun to hoon around. They’re also 

designed to send your car into barrel-rolls, flips, 

corkscrews and general chaos as you attempt to squiggle 

past your opponents, so be prepared to see a lot of the 

underbelly of your car. This is where the gripe begins. 

Powerslide would have been one of the best action- 

packed racing games this year if it were not for the touchy 

handling. Sure, powersliding is the name of the game, but 

why should it feel like you’re always racing across ice? The 

cars feel weightless, and you’ll be flipping and rolling 

your way over the line, or sometimes even flying into the 

air after clipping a simple wooden post. What are we rac¬ 

ing on? The moon? The cars also seem to have a hard time 

stopping, with wheels spinning and cars accelerating 

even after landing from a big stack. This can make the 

game exciting as hell, but generally it feels unrealistic 

and you get annoyed pretty quickly. Still, when you get a 

hang of how to keep the car in control, you’ll start doing 

the business and there’s plenty of thrills to be had. 
There are a variety of cars to choose from, each with 

their own specific acceleration, top speed, traction etc 

and you can also choose to play as a different "radical’’ 

driver. The post-apocalyptic setting was a good idea, as 

the gloomy atmosphere and decaying environments really 

give the game a hard edge, though the sound of your car 

engine is a bit whimpy compared to how they look. 

In multiplayer mode, Powerslide is that much more a 

riot, as are most games when networked with friends. 

There are options to play a Fox and Hound game (basically 

like Tag), even with weapons enabled, which will proba¬ 

bly give the game added life after you tire of the single¬ 

player game. If the handling had been tighter and the 

physics made a little less outrageous, Powerslide would be 

unbeatable. Close finish. 

WE VE BEEN DRIVING FOR HOURS ... WHERE'S THE SURF? 



PC REVIEWS 

Speedbusters_ 
David Wildgoose checks out Ubisoft's latest arcade racing game, and it gets the "DW seal of approval". 

pos 3/6 > 

AVAILABLE: HA_ 

CATEGORY: Racing_ 

PLAYERS: 1-8 (but no splitscreen) 

PUBLISHER: Ubi Soft_ 

PRICE: $TBA _ 

RATING: G 

REQUIRED: PI33. T6MB RAM. 4xCD 

DESIRED: P200. 32MB RAM. 

3D CARD 

PLUS 
Breathtakingly beautiful 

arcade racer with loads of 

cool stuff on every track. 

MANUS 
Time limits will 

bum you out. 

VISUALS SOUND GAMEPLAY 

92 73 84 
OVERALL 

86 
A good-time racer that will 

give you a thrill every time 

you take it for a spin. 

YOU SHOULD WIN FOR THE PAINTJOB ALONE 

more frustrating 
than usual for one 
reason only - that is, 
as soon as the timer 
hits zero, it’s game 
over. Other games 
let you crawl across 
a checkpoint with 
your remaining 
momentum (ie. 
when the timer hits 
zero, you can no 
longer accelerate, 
but you keep going 
for as long as you’re 
still moving), but 
here it’s unreason¬ 
ably ruthless. 

Ubi Soft’s track record when it comes to racing or dri¬ 
ving games hasn’t been too crash hot. Neither is mine 
when it comes to hilarious car-related puns either, but 
never mind. Their sims, such as FiRS and Monaco CP, 
have been too arcadey, while their less hardcore efforts 
have disappointed, the poor POD and Street Racer spring 
to mind. Seems this time, however, they’ve finally got it 
right - Speedbusters, terrible name notwithstanding, is 
an awesome amount of fun! 

THIS IS NOT A SIM 
For a start, this is arcade racing the way it should 

always be done. The car handling isn’t anally realistic, 
yet it remains believable and fairly consistent. While you 
need not worry about perfecting the ideal driving line 
and speed through a corner, you will be required to hit 
the brakes (if not actually slam them) numerous times on 
all of the tracks. Basically, this is a driving model that 
everyone can appreciate and enjoy. 

In the single-player game, each race is over three laps 
against as many or as few AI drivers as you desire. Since 
this is an arcade racer, the typical arcade racing rules 
apply. This means you’re not only competing against the 
other cars, but also the clock. In other words, you’ve got to 
keep beating the timer to each checkpoint around the 
track. Normally, I don’t mind this, but in Speedbusters it’s 

TOP TRACKS,.. 
Thankfully, Speedbusters more than compensates for 

this flaw by including eight wickedly designed tracks. 
Let me offer a guide through some of the sights you’ll see 
on these wild excursions into gaming heaven. Mexico 
boasts a huge temple with fire-belching statues, a series 
of treacherous lava-filled pits inside caves decorated 
with wicked voodoo stone carvings, a lengthy left-hand 
curve where you’re travelling at full speed with hundred 
foot drops on both sides of the narrow track, and a 
waterfall that acts as a secret short-cut - always look 
behind waterfalls in EVERY game. The snow-covered 
mountains of Colorado feature landslides that send boul¬ 
ders tumbling across the road, snow-making machines 
spewing powerful jets of cold white stuff into the side of 
your car, unexpected avalanches that partially block the 
road, and even a bloody stupid hang-glider swooping 
overhead. California takes you through the Hollywood 
hills and down to a movie set where you run the gauntlet 
past King Kong, Godzilla, and the shark from Jaws! And 
there are five other tracks that are equally as cool and 
packed to the sunroof with amusing touches. 

Not only that, but they look drop-dead gorgeous, too. 
This is one visually stunning game, that’s for sure. The 
amount of trackside detail is very often a great distraction 
- but in a good way, of course. If only the same could be 
said of the somewhat lame sound effects and music. 

Overall, though, Speedbusters is surprisingly terrific 
fun. I can certainly see myself playing this for a while to 
come, perhaps as a form of relaxation in between stern 
bouts of Grand Prix Legends. Congrats to Ubi Soft - finally! 
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REVIEWS PC 

Fallout 2 
Mutants, drunks with firearms, chicks with switchblades... Eliot Fish loves working here at the Hyper office... 

later in the game as you go up in levels, you can pick 
extra perks) such as proficiency with Big Guns (rocket 
launchers etc), Melee weapons (hammers, crowbars etc), 
Science (so you can better understand and exploit the 
technology in the game) or even gambling (so you can 
win money in the various seedy establishments you 
stumble across) just to name but a few of many. Perks are 
added abilities which usually have both bonuses and 
drawbacks... for instance, giving your character a small 
frame makes him faster and more agile but reduces his 
carrying ability, or maybe making him a quick learner 
will help improve your skills quicker. Hell, you can even 
give your character added Sex Appeal! 

This excellent character development, coupled with the 
detailed inventory/weapon and combat system, makes 
Fallout 2 such an addicitive game, as you can be so specific 

DUCK AND COVER! 
First and foremost, the character creation and the 

ongoing character nurturing throughout Fallout 2 is one 
of the most satisfying aspects of the game. There’s the 
usual Strength, Intelligence etc stats which affect the 
amount of weight you can carry and how many hit 
points you get each level and the like, but then there are 
skills and perks which really let you define your charac¬ 
ter. At the beginning you can choose a few skills (and 

Post-Apocalyptic games come and go, but the origi¬ 
nal Fallout was something special. Besides the hilarious 
black humour, gorgeously detailed environments, gory 
animation and compelling story, Fallout was one of the 
most comprehensive RPGs to come our way in a 
looooong time. Character creation was hugely fun, with 
a whole bunch of crazy perks and skills, allowing you to 
turn your character into a wimpy but brainy scientist or 
a full-blown Rambo strong enough to lug around a 
rocket launcher. After about a year in the wilderness. 
Fallout 2 is finally here, and it seems Interplay have 
decided "If it ain’t broke, don’t fix it”. This is the same 
game engine from Fallout, but the Black Isle team have 
improved upon the first game in just about every area of 
gameplay - as well as some visual improvments. Fallout 
2, like Fallout, may seem like a daunting RPG to get into, 
but once you start playing it everything falls into place 
and you discover just how non-linear and exciting an 
RPG can be. My goodness, this just rocks so hard... 



with every little aspect of your character. 
The combat plays out turn-based, which works bril¬ 

liantly, as depending upon your attributes you will have 
a certain amount of action points to use each turn. At the 
beginning of your go, you may have io action points to 
spend... so should you fire your gun (costing 5 action 
points), try for a location specific shot to your oppo¬ 
nent’s groin, eyes or whatever (6 action points), simply 
move into a better position, use a stimpack, ready a 
grenade or even use a melee weapon like some knuckle¬ 
dusters? Make sure you have enough action points left to 
reload your weapon, if need be, too! It may sound 
tedious, but combat is quick and easy to learn, and it 
allows you to be utterly anal with your ammo and/or 
unarmed combat (like attempting a 20% chance hit to 
your opponent’s eyes, which may cause a critical hit and 
blind them). 

GET BACK IN THE VAULT! 
There are seemingly endless varieties 

of weapons and armour in the game, 
from simple pistols to laser rifles, 
leather jackets to full-welded mech 
combat armour and you can either 
barter, buy or kill for them. There are 
also animations for every weapon, item 
and armour, so you can watch your 
character get tooled up as you play. 
Non-player characters who join you on 
your mission, can now be tweaked with 
a set of menus to perform a certain 
way during combat - from how close 
they should stand to you and what 
weapon to use to how aggressive they 
should be. You can even give them 
items you don’t want, so they can per¬ 
form better. 

The gameworld in Fallout 2 is mas¬ 
sive. It’s easily twice as big as the first 
Fallout, and travelling around from 

town to town now means more random encounters - 
but not all are bad. Sure, you may stumble across a 
family of Radscorpions, but you also may encounter 
some traders and score some cool bargains (one trader 
will even accept an "alternative” form of payment if 
you don’t have any cash! Eww!). 

Each town is populated with a variety of different 
personalities - from drug dealers and prostitutes (give 
your character the Karma Sutra skill? I'm serious!) to 
animal trappers, slavers, police, religious fanatics, 
crazy doctors... it goes on and on, and you’ll simply 

lose track of all the people you can interact with, barter 
with for items and receive quests from. The conversa¬ 
tions are hilarious, allowing you to be a downright ass¬ 
hole to everyone you meet, or a polite do-gooder... you 
can even engage in a variety of crimes or maybe do the 
town a favour and blow away the local drug baron. The 
non-linear style of gameplay allows you to accept all 
sorts of quests, befriend whomever you choose and go 
about your main quest at your own pace. However, the 
plot is so much more complex than you think, that the 
game even allows you to continue playing after the 
main quest has been solved. 

All round, Fallout 2 is a bit of an RPC masterpiece - 
improving upon all the problems gamers had with the 
original Fallout, and adding a whole bunch of cool new 
stuff. Buy this game and waste a few months of your life. 
It’s totally worth it. 

Mr 
if 

WHO ARE YOU CALLING LITTLE!? 

AVAILABLE: Now 

CATEGORY: RPG 

PLAYERS: 1 

PUBLISHER: Interplay 

PRICE: $89.95 

RATING: M 

REQUIRED: P133.16MB RAM 

DESIREB: P200. 32MB RAM 

PLUS 
Huge gameworld, fantastic 

character development. 

MRNUS 
A few bugs still exist, which 

is understandable. 

VISUALS SOUND GAMEPLAY 

88 86 84 
IVERMt 

One of the best RPGs since 

the first Fallout! 
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REVIEWS PC 

Monaco Grand Prix Racing Simulation 2 
We managed to drag Jackson Goethe-Snape away from GPL in time to review GP2 

AVAILABLE: Now 

CATECOIY: FI Racing 

PLAYERS: U (1-4 split) 

PUBLISHER: Ubisoft 

PRICE: $89.95 

RATING: G 

REQUIRED: 30 CARD! P133. 

24mb RAM 

DESIRED: Pll, Voodoo2 card. 

64mh RAM 

SUPPORTS: Direct 3D. Voodoo 2. 

Force Feedback 

PLUS 
Lovely graphics, plenty of 

features. 

MINUS 
Simplified physics, no 

endorsements. 

VISUALS SOUND E AMI PI AY 

91 72 79 
OVERALL 

79 
Best modern FI game...but 

that's not saying much. 

Ubisoft’s original 
Formula i Racing 
Simulation was in gen¬ 
eral quite well received. 
The most impressive fea¬ 
ture of the first game 
was the magnificent 
visuals, supported by 
above average physics 
and decent gameplay. 
Channel 9 liked it so 
much they used it dur¬ 
ing their TV Fi coverage 
to demonstrate each 
track. However, in the 
last 12 months we have 
seen probably the most 
advanced racing simu¬ 
lation ever, in the form 
of Grand Prix Legends, 
and as a result every 
other sim simply pales 
in comparison. MGPRS2 
is no exception. 

SETTLE JACKSON STOP TRYING TO VEER INTO THE SPECTATORS. 

SOLID START 
MGPRS2 basically uses the same graphics engine as the 

original, but with quite a few tweaks with the resulting 
appearance is one of the best to date. It has the same 
visual feeling as its predecessor such as the lavish colour 
but as you play the game more the subtle graphical 
improvements become apparent. Also, special effects such 
as water and skidmarks are present. 

The sound is not up to the same standard as the visuals 
but it does do its job sufficiently. The engine noises are 
quite good, but hardly inspiring. Also, the other affects all 
sound somewhat average, especially seen when you get 
some wheelspin, and the same sound sample is played 
over and over. However overall the sound is decent. 

Bundled with the game are both texture and sound edi¬ 
tors, so your creative talents can be displayed to the world. 

HOPES HIGH 
The best part of MGPRS2 is its number of features, 

although some don’t work as well as they could have. 
The best feature of the game is the great career mode, 
where you start as a rookie driver in an incompetent 
team with an aim to eventually win the championship. 
Another good addition is the scenario mode, where you 
take control of a driver who is, quite literally, on a mis¬ 
sion. For example you might have to somehow get your 
badly damaged car to a podium finish. Along with these 
there are the usual championship, single race and train¬ 
ing modes. Also, all 17 current Fi tracks are included. As 
well as this, numerous setup adjustments can be made, 
with telemetry included to help you fine-tune your vehi¬ 
cle. 

DISAPPOINTMENT 
Ubisoft have included a "Retro Racing" mode. 

Unfortunately their attempt is a near hilarious copy of 
a title mentioned somewhere above. Another real dis¬ 
appointment is the lack of driver and team endorse¬ 
ment, meaning that you’ll be driving alongside M. 
Schmidt instead of M. Schumacher. This also takes a lot 

of the meaning out of the career and scenario modes, 
however I am sure that new fan carsets will be avail¬ 
able over the Internet. 

Like the original, the one part of the game that pre¬ 
vents it being great is its physics model. Although being 
consistent and more or less racing-like, if you play this 
title immediately after a solid Grand Prix Legends sitting, 
its faults and inadequacies become apparent. However if 
you are keen for a modern Fi game, this is probably the 
one you want. 



PC REVIEWS 

Deathkarz 
Cam Shea doesn't care much for weapons mounted on his car, as long as there are tweeters on the dash and a 
couple of 15 inch subs in the boot, he's happy... 

22D 2 ' 

Deathkarz is a vision of arcade style combat racing in 
the 25th century. The emphasis here is on speed, 
weaponry and powerslides, but underneath the bonnet a 
lot of work has gone into creating truly 3D courses and 
realistic handling. 

The karz handle weirdly at first, as there’s an unex¬ 
pected heaviness unlike most arcade racers. Cive it a lit¬ 
tle practice though, and the handling begins to reveal 
increasing realism. Beam have used a complex physics 
model for Deathkarz. It simulates various mechanisms 
within the car such as tire grip, engine, independent sus¬ 
pension, and weight transfer that will determine how it 
handles. Thus, cars lose acceleration up hills, gain it 
downhill and powerslides require a deft touch. Even so, a 
handbrake would have been a useful addition. 

PHUTURE FUNK... 
Track layout is solid and the scenery excellent. A real 

sense of space comes across when playing the game, as 
tracks are suspended high in the air, and undulate and 
roll wildly. There are some beautiful long arcing paths, 
huge jumps, steep hills and sharp hairpins. There are no 
invisible barriers, so karz can drive up the wall of a tun¬ 
nel, into trackside buildings, or off an embankment into 
space. This freedom also allows high risk shortcuts for the 
daring or foolhardy. 

There are four futuristic tracks, each with three variants 
to be unlocked. Likewise, there are four different car 
types with three increasingly powerful versions of each. A 
ghost mode has been implemented as well as full multi¬ 
player options. 

Deathkarz looks superb. The cars have an incredible 
surface sheen that give them an almost plastic appear¬ 
ance. Beam have used various impressive lighting effects, 
transparencies and futuristic design to make Deathkarz a 

visual feast. Fortunately, the AI is also well implemented, 
as you’ll often see karz muscling each other ahead on the 
track until one loses out and takes a plunge off the edge. 
When this happens, the car is regenerated back onto the 
track, resulting in only a slight loss in time. 

FRAG OR BE FRAGGED... 
To help fuel the racing spirit, the karz tote serious 

weaponry. Each vehicle is equipped with one of two 
weapons - a pulse laser or a pulse cannon. Special men¬ 
tion must be made to the way these weapons have been 
realised. They act just as a plasma projectile... err... 
would. Shoot one when going up a hill and the green orb 
will jet off into the sky. Hit a car, and the rear jumps up a 
little and sparks fly. Hit a trackside object and a burn 
mark remains. Impressive. 

The tracks are also littered with a variety of other 
weapons and powerups including guided missiles, speed 
boosts and stealth car (the car disappears aside from a 
rippling green outline). Taking too much damage will 
destroy the car and put it out of the race. As in Wipeout, 
there are energy recharge pit lanes, as well as quick fix 
powerups. Deathkarz is a challenging, fast and violent 
racer. Good one Beam! 

AVAILABLE: November 

CATEGORY: Combat racing 

PLAYERS: 18 

PUBLISHER: Melbourne House 

PRICE: $19.95 

RATING: G 

REQUIRED P 200 MMX. 16 MB REM. 

BICD ROM. 

DESIRED: Pll. 32 MB RAM. 3Dfx 3D 

accelerator. 

SUPPORTS Force feedback 

controllers. 

PLUS 
great visuals, 

excellent soundtrack, 

good learning curve. 

MINUS 
Need a fairly beefy machine 

VISUALS SOUND GAMEPLAY 

91 87 85 
OVERALL 

86 
Speed, style and high 

powered weaponry... oh 

yeah! Deathkarz is definitely 

worth a spin. 
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REVIEWS PC 

NBA Live 99 
Well... It's a better name than NBA Dead #99. Jackson Gothe-Snape dribbles profusely. 

AVAILABLE: NOW_ 

CATEGORY: Basketball 

P1ATEU: I B (14 on 1 PC) 

PUBLISHER: EA Sports 

PRICE: $89.95 

RATINE: G_ 

REQUIRED: P166, 32MB RAM 

OESIREB: P2 266. 64MB RAM 

lUPPORTS: 30 Cards 

PLUS 
Nice balance between 

simulation and arcade fun. 

MRNUS 
Average sound, far from 

brilliant graphics. 

VISUALS SOUND GAMEPLAY 

82 79 87 
OVERUl 

Good, but owners of Live 98 

think twice. 

everything is not as 
smooth as you could have 
hoped for, for example 
the player’s animations 
gets a bit jumpy when 
they come in contact with 
other players, but this 
never causes any game- 
play problems. 

The sound is also solid, 
with customary shoe 
squeaks (although some¬ 
what out of time) and 
good commentary. The 
other sound effects do 
their job, but are nothing 
special. A mystery to me 
was that it just seems very 
quiet, like you’re playing 
for the Wollongong 
South-West under-ios in 
front of a massive home , 
crowd of about 12. As well 
as this, the menu music is 
very uninspiring. 

1 remember back in the days of the Mega Drive where I 
would keenly await the weekend. Often, this would mean 1 

could rent a game from the local video store! One of my 
favourites was NBA Live 95. Now, 4 years on, NBA Live 99 
lands in my lap and how the memories came flooding 
back. I am happy to say that it is another quality EA Sports 
production. 

MALONE OPENS WITH A SWISH.... 
After installing the game you are treated to a nice FMV 

intro as expected, although I feel others, such as NHL99S 
outshines it. Entering the game itself, you are confronted 
by a menu, which takes 20 seconds to get used to, but is 
subsequently very efficient. The whole production just 
shines of glitz and glamour, which is what the NBA is all 
about. From the start menu you can choose exhibition, 
season, practice and even a three-point shootout! 

lumping into the game, you are greeted by classy visu¬ 
als although nothing special. Every NBA player’s face has 
been captured and textured onto their virtual counter¬ 
parts and each player is the correct size and shape. There 
are the typical reflections on the floor, as well as good 
motion captured player movements. One gripe is that 

BYRANT FOR THREE... 
The game recreates the feel of basketball quite nicely. 

All the strategy is there for the in-depth fans, while the 
rest of us are catered for nicely. The designers have struck 
a nice balance between total simulation and arcadey 
romp, although this may put off those craving for a true 
basketball sim. What’s best about the gameplay though, 
is that it is versatile and fun. You can attempt numerous 
different tactics, until you find one which suits your style, 
and which gives you the more success. 

The game offers an entertaining season mode, practice, 
as well as the three-point shootout, which is brilliant! 
Coing three for three with a friend gives a nice break from 
the actual game. The season mode is great, with player 
trades and league leaders giving it a more involved feel. 
All the actual NBA teams are included, as well as Eastern 
and Western Conference All Star teams. Finally, the prac¬ 
tice mode is a bit useless unless you have a few friends 
over, but fun nonetheless. 

Overall, NBA Live 99 is a good game, that will please 
many basketball fans. For others, it’s not a must-get, but 
is definitely entertaining. Like most other EA sports games 
however, owners of the previous year’s version should 
think twice before buying the 99 version. 



PC REVIEWS 

F-16 Aggressor_ 
Thom McIntyre test pilots F-16 Aggressor, one of the last Christmas release flight sims. 

availaole: now 

CATEEOBV: Combat (light 

simulation 

PLAYERS: T- network 

PUBLISHER: Virgin Interactive 

PRICE: $89.95 

RATING: G _ 

REIIHEI P133.16MIRAM 

DESIRED: P200. 32MB RAM. 3D 

_accelerator, joystick 

PLUS 
Good flight model and 

aircraft systems; well 

executed cockpit 

MINUS 
Sequential scripted missions; 

terrain could be sharper 

TsU«^DUHn»MEPl!r 

72 70 74 
OVERALL 

73 
For F-16 junkies only. 

Virgin enter the flight sim arena this month with this 
program from Ceneral Simulations Inc, starring the pop¬ 
ular F-i6 Fighting Falcon. So how does it fare on such 
well-trodden ground? 

After installation a smooth but slightly fussy looking 
GUI greets you with soft spooky music, which although 
not to my taste, is well produced. Game options and cre¬ 
ation of a pilot character are handled here before you 
select a single or multi player game. Going one-up pro¬ 
duces a menu offering training (four lessons), instant 
action (semi-custom combat) or full missions. 
Multiplayer offers instant action or four scenarios. 

In the hot seat, the first thing you notice is a decked- 
out head up display. Beyond that lie rolling hills, plains 
and mountains. The graphics engine does a fair job of 
blending the scenery together and the hills and moun¬ 
tains are rendered clearly. More textures would be good, 
and some of these aren’t all that great. The clouds mostly 
work well but blocky edges detract from the effect a little. 

THAT'S A SOLID COCKPIT YOU GOT THERE... 
The cockpit is a fairly solid piece of work. Panning 

around allows you to view all the gauges, instruments and 
the HUD while keeping an eye outside. Closeups of each 
section of the panel can be brought up with the keypad, 
much like DID’s system and the HUD has ten different 
modes. External player and target views are available. 
Your F-i6 is very detailed and other planes look up to 
scratch. Padlock view to your target is missing which will 
cramp some players’ dogfighting style. The flight model 
handles nicely. Convincing without being overly difficult, 
it’s the best overall feature of the game. 

In the pre-release I reviewed the engine sound remained 
constant regardless of throttle setting. The game does fea¬ 
ture 3D sound though and the explosions work well. 

BE MORE DYNAMIC! 
Newer military simulations being released now fea¬ 

ture dynamic campaigns. F-i6 Aggressor’s reliance on 
simpler scripted missions sets it back. You have to 
complete each mission to progress to the next, which 
could take a while. Each mission has a briefing. A 
variety of AA and AC munitions are available. You 
must consider your ground and air targets and your 
budget when you load your plane out. Successful 
completion wins you more bucks. 

Overall, this game is not bad, although it feels a 
bit dated. It faces some very stiff competition, espe¬ 
cially the impending release of Falcon 4.0, which 
promises a dynamic campaign and many years in 
development. 
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Looks like we'll have another contender for our "Most Unnecessary Use of Breasts" award next year. Eliot Fish gawks... 

security force called Hardcorps, to get out there and kick 
SinTek’s ass... 

The inital appeal of Sin is the fact that the game takes 
place in a real-world setting. City streets, subways, con¬ 
struction sites, warehouses, abandoned buildings, man¬ 
sions and secret facilities make up most of the game- 
world, and like Duke Nukem, this world is highly interac¬ 
tive. If you find a coin on the sidewalk, you can use it in 
the payphone in the subway (and be rewarded with a 
humourous joke), or if you see a computer terminal sit¬ 
ting on a desk, you can use it to shutdown security sys¬ 
tems. In one hilarious moment, I realised that a particular 
terminal had a DOS prompt where you could start brows¬ 
ing sub-directories and even attempt to boot up a game 
called Gloom (but being DOS, the mouse was not detect¬ 
ed! Heheh). Small touches like this help to lift Sin above 
the pack, but rarely do they do anything practical and 
it’s usually just in there for amusement. 

The level design is mostly excellent, with every object 
in the environment having an apparent purpose. Some 
levels have more than one exit, which makes you stop 
and think about which way you should be going, but 
how these alternate exits actually affect the game was not 
in any way obvious. Your character, Blade, is quite vocal 
throughout the game too (ala Duke Nukem), but you get 
double the trouble in Sin with your sidekick ].C. con¬ 
stantly piping through on the walkie-talkie with a smart¬ 
ass comment or two about what you're doing. It's usually 

CONFESS MY CHILD... 
The city of Freeport is gripped with drug addiction, a 

nasty drug named U4 is catching on like wildfire, howev¬ 
er it seems like something more than drug addiction is 
corrupting the city. Elexis Sinclaire, the mysterious 
buxom bio-chemist and head of SinTek is abusing the 
drug to create her own army of cyborg mutants, as in it's 
purest form, U4 has the ability to alter human DNA. It’s 
up to you as Colonel John Blade, member of a private 

Since Quake 2 was dubbed the King of First-Person 
Shooters and adopted as the multiplayer game of choice, 
we’ve had Unreal come along and startle, Duke Nukem 
Forever drift into limbo and Half-Life tug fiercely at id’s 
crown. So where does that leave Sin? Once highly antici¬ 
pated, and the demo enjoyed by thousands of gamers, 
Sin has stumbled across the line behind the hulking 
behemoth which is Half-Life - and now Quake Arena is 
glittering on the horizon. Maybe, had it been released 
about 4 months ago, Sin would have been praised for it’s 
fun Duke Nukem style gameplay, but now it’s looking 
like the shabby third-cousin of Quake 2 which is in dan¬ 
ger of being eclipsed by Half-Life. Whilst it won’t win any 
awards, there’s no doubting that Sin is a good romp with 
a gun which is packed full of laughs, action and new 
ideas. For those of you who can’t wait for Duke Nukem 
Forever to rear it’s Unrealed head, take a look at Sin - the 
Claytons Duke Nukem game. 



funny, but most of the time he’s there to give you advice 

on what to do next. This really adds character to the 

game, and in fact, most of the speech is very good, such 

as guards chatting to each other about baseball or girls 
before you "school them”. 

COME GET SIN... ER... SOME 
Cameplay in Sin seems to borrow from all the great 

first-person shooters. Sin uses the Quake 2 engine, and 

the Rocket Launcher, Crenade Launcher and Shotgun 

work in almost exactly the same fashion as they do in the 

land of Strogg. Then you have the Spider Mines which 

work like the pipebomb from Duke, the Sniper Rifle which 

we ve seen in Unreal and the bizarre energy weapons 

which Half-Life has now excelled with. Sin doesn’t really 

offer any new wonderful weapons to play with, but 

what s there is at least well designed, functional and fun 

if a little unexciting. Most of your targets are armour- 

clad humans, though as you venture deeper into the 

game you’ll be pitted against mutant cyborgs and 

experiments gone wrong. As some of you will have 

noticed in the demo, taking down enemies is easiest with 

a simple head shot. You can stand there are pump end¬ 

less rounds into their bodies before they fall, yet manage 

to hit the teeny polygon which is their head and they’ll 

go down faster than Monica Lewinski. Because head shots 

are so efficient, and human guards are so common in the 

game, over time it becomes dull and even boring always 

having to aim for the head. There are a few opponents 

who seem to take equal damage across their whole body, 

allowing you to go nuts with a chaingun or shotgun, but 

not enough. The AI in Sin seems okay, with your enemies 

taking cover and sometimes even running away to an 

area where they have backup. However, there were many 

moments where grunts would try and pursue me only to 

end up with their nose pressed up against an open door, 

running on the spot. There were some other dubious 

glitches too... such as the Mutant Mancini in the subway 

simply standing on the spot and allowing me to stick my 

gun in his torso and pull the trigger. I think he was 

meant to attack me. Other bugs include health packs 

which refuse to be picked up although you are desper¬ 

ately in need of health, doors which open out into you 

causing damage, and items lying around levels such as 

IHuBf/rH ■■ 1 til 
’ * HiAlTH ARMOR 

Multiplayer Sin is very much 

akin to Quake 2 multiplayer, 

however the hit-location dam- 

age and weapon balance makes 

it different enough to comment 

on. For starters, it makes sense to 

always target your opponent’s 

head, which just gets a little tir¬ 

ing. Some of the weapons seem a 

little ineffective in multiplayer 

too The sniper rifle for instance, 

has such a slow animation that 

you are usually dead by the time 

it’s ready to fire - unless you 

camp. There are thrills to be had 

with the Rocket Launcher, and 

the player models and game set¬ 

tings are interesting, but all up 

it just feels like a variation on 

the Quake 2 theme but without 

the fine balance in play. Still it’s 

damn close to Quake 2 and the 

design of the multiplayer levels 
is brilliant in some cases. Maybe 

mods will help enhance the 
experience. 
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pieces of fruit and pizza which your player couldn’t pick 
up to use as sustenance. Something tells me they are 
there for you to use as health, but Blade wouldn’t pick 
them up. Hopefully these annoying bugs will be fixed in 
a patch, although gamers should expect to purchase a 

fully functioning game off the shelf these days. Oh well. 

SIT ON MY FACE AND TELL ME THAT YOU'LL GIB ME... 
Progressing through Sin’s levels seems rather unbal¬ 

anced in terms of an ammo to health ratio. There’s 
either not enough health and too much ammo, or not 
enough ammo OR health to achieve a particular objec¬ 
tive. What this means, is that you’ll find yourself having 
to replay some levels just to get through that really hard 
bit at the end which you didn’t have enough health or 
ammo for the first time around. Carnes such as Quake 2 
seem to have been playtested enough to resolve these 
problems - usually by supplying the gamer with excess 
health or ammo around the level "just in case". 
Regularly in Sin, you’ll find yourself having to replay a 
level because you didn’t do it the "right" way the first 
time. This is really unfortunate. In the missile silo level 
for instance, unless you found the injured marines 
(which was a secondary objective) and received a clear¬ 
ance code, you won’t be able to prevent a missile 
launching at the end of the level and you will die. If you 
were unlucky enough to save your game past a certain 
point, the level cannot be finished. This is infuriating 

for the gamer, who is then restricted to playing through 
the level again in a certain order, not the usual non-lin¬ 
ear backtracking completion of objectives like we’re used 
to in other games. Being punished for playing the game 
differently is simply unfair. The loading times don’t 
help either. Sin has ridiculously long loading times, to 
the point where you would believe your PC has crashed. 
At times I went to watch TV or make coffee whilst wait¬ 
ing for the next level to load - almost a full three min¬ 
utes once! The serious problem with this, is that when¬ 
ever you die, the entire level reloads! There’s no room 
for experimentation, because you dread the horrendous 
reload. Besides spoiling the flow and mood of the game, 
it becomes so frustrating that you may just rather play 
something else... 

Sin does excel in a few areas... many of the levels 
require stealth over gun-toting bravado, especially when 
you first enter the SinTek facility. Your main objectives 
are usually to always avoid detection, so equipped with 
your silencer, you’ll be crawling around under office 
windows and picking off guards before they see you. 
Once spotted, scientists will run for alarms and then the 
level will flood with guards and mechanised spider sen¬ 
tries until you can shutdown the security systems. Sin 
certainly keeps you on your toes, and even though at 
times it feels a little "rigged”, the ability to encounter 
less enemies because you’ve been efficient and quiet in 
completing your objectives is a good incentive to play. 

TOOLS TO TOOL WITH 

5PEARGUN (1) 
ou’ll only use this once in 

; game, but it’s cool. 
2-357 MAGNUM (2) 

Your standard issue pistol. 
Can take out some enemies 
with one head shot. 
ASSAULT RIFLE (3) 
More like a deadly accurate 
machine gun. Can be used 
with a silencer. 
ROK-12 SHOTGUN (4) 
Cibs will fly. Bit slow though. 
H.V. CHAINGUN (5) 
Fairly deadly cyborg chain- 
gun. Doubles as grenade 
launcher. 
GRENADE LAUNCHER (6) 
Much like Quake 2’s launcher, 
good for spamming. 

SPIDER MINES (7) 
Slide them along the floor 
and watch them latch onto 
your target. Boom! 
ROCKET LAUNCHER (8) 
Similar rocket speed as the 
Quake 2 RL. Pretty cool. 
PULSE RIFLE/ 
PLASMA CANNON (9) 
A secret weapon which you 
must find parts to throughout 
the game. Deadly. 
QUANTUM 
DESTABILISER (10) 
A planet-sodomising SinTek 
weapon. You need this. 
SNIPER RIFLE (11) 
Deadly piercing bullets can 
kill most opponents with 1 or 
2 shots through full armour. 



FRIENDLY FIRE 
Mission objectives are varied and interesting with Blade 

being required to fulfill a number of tasks, such as attach¬ 
ing a modem to a computer, finding incriminating evi¬ 
dence, killing a certain enemy or even uploading a virus 
into a mainframe. There are always a variety of things to 
do, whilst attempting to either remain undetected or even 
just figuring out how to get through a particular area with¬ 
out being hammered by sentry guns. Most levels have some 
sort of event which will take place unless Blade can prevent 
it, meaning there is some replay value here. It may also 
mean some players will replay levels over to "get it right” 

which seems a little annoying. Carving your way through 
enemies is certainly no cakewalk either, and you’ll find 
yourself having to advance with extreme caution so as to not 
get picked off by snipers or cornered by cyborgs with munty 
chainguns. The story is always propelled well by in-game 
cinematics and end-of-level cinematics which really set up 
the progression of the story nicely. The end-of-game-boss is 
particularly awesome, and the final FMV craps on Quake 2. 

Sin is certainly never boring. There are flaws which make it 
frustrating to play, but the missions are always entertaining 
and the game is very well paced. There’s a lot of fun to be had 
with Sin, as long as you're prepared for it to not have the 
overall polish of something as solid as Half-Life. No doubt, Sin 
will acquire a legion of hardcore fans, but unfortunately the 
plethora of bugs means it’s not quite the awesome game 
some of us were expecting. 

AVAILABLE: Now 

CATEEORY: First Person Shooter 

PLAYERS: 1 Multi 

PUBLISHER: Activision 

PRICE: $89.95 

RATING: Ml5 + 

REQUIRED PK6. 32MB DIM. 

4XCI-I0M 

DESIRED: Pentium II. 64MB RtM. 

30 card 

SUPPORTS: 30 Hardware 

PLUS 
Interesting level design, 

awesome boss. 

MBNUS 
Level loading times 

ruin the fun. 

VISUALS SOUND GAMEPLAY 

93 90 09 
OVERALL 

Moments of brilliance balanced 

with moments that suck. 
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Age of Empires: 
The Rise of Rome 
PC  

AVAILABLE: NOW 

CATEGORY: EXPANSION PACK 

PLAYERS: 1-8 

PUBLISHER: MICROSOFT 

PRICE: $59.95 

RATING: G 

REQUIRED: AGE OF EMPIRES 

DESIRED: P200, 32MB RAM 

Age of Empires was a foray by Microsoft into the 
real time strategy and resource management 
genres. Concentrating mainly on resource gathering 
and management, each game started with a tribe in 
the Stone Age, with the goal of progressing through 
the Tool and Bronze into the Iron Age. This was 
accomplished by researching new technologies and 
creating more advanced buildings. 
The Rise of Rome is an expansion pack, 

requiring the original game to play, so you 
should already be familiar with the style of play, 
visuals and sound. In these areas nothing has 
changed greatly from the original. One aspect 
that has been changed, is the ability to assign a 
builder a number of jobs in a row. This is really 
handy at the beginning of a game when there is 
a mountain of tasks to accomplish. 
The Rise of Rome gives the player three 

campaigns at different stages in the life of the 

Ancient Rome, from its beginning as a city state 
battling the Macedonians to the glorious Roman 
empire trying to beat back the barbarian hordes. 
As well as the Romans players can assume the 
mantle of other civilizations from the same 
period and area like, Carthage and Hellenes. Each 
tribe has their own strength and weaknesses to 
discover and exploit. 

Included in The Rise of Rome along with all the 
old favourites are a four new units, fire galley, 
camel rider, slinger and scythe chariot. Basically 
The Rise of Rome is an expansion pack, giving 
the player more campaigns. The new scenarios 
seem to run a bit smoother than the originals, 
but otherwise it’s the same game 

ROSS CLARK SMITH 
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V-Rally ‘98 
Nintendo 64 

AVAILABLE: NOW 
CATEGORY: RACING 
PLAYERS: 1-2 
PUBLISHER: INFOGRAMES 
PRICE: $99.95 
RATING: G 
SUPPORTS: RUMBLE PAK 

It’s been a long time since V-Rally 
was one of the better PlayStation 
racing sims, and since then the Sony 
console has been graced with Colin 
McRae Rally - the best yet. So, how do - t i 
Nintendo 64 owners feel about finally 
receiving a port of an old PlayStation 
game? V-Rally, whilst certainly not a 
terrible game, is definitely showing it’s age... 
but ironically, the N64 doesn't really have any 
other really good rally games to compete with 
it. What we have then, is a title which is one of 
the best N64 rally games yet, and at the same 
time a slightly disappointing game. 

Some would say V-Rally is extremely realistic. 
Whilst it’s true that the cars must be driven with 
great care and patience, and crashing once 
during a race virtually rules you out from 
anything but coming last... if this is realism, 
does is it necessarily make for a fun racing 
experience? Powerslides are extremely 
uncommon, and you’ll find yourself slowing 
and braking far more often than in any other 
rally game to date. Realistic maybe, but as a 
game a little dull. The track design in some 

levels is pretty darn frustrating, with tight walls 
and grassy areas which throw your car into the 
air like you’ve hit a small fire hydrant. Where 
are the wide areas off the side of the track to 
allow for some outrageous powersliding, or 
even a bit of room to regain control of your car? 
Instead, V-Rally forces you to race with the 
concentration of Einstein. 

However, with the selection of cars on offer, the 
huge mount of tracks, smooth visuals and 
challenging gameplay, V-Rally is definitely one 
for the racing game fanatics. 

ELIOT FISH 

Pro Pinball - Big Race USA 
AVAILABLE: NOW 

CATEGORY: PINBALL SIM 

PLAYERS: 1-MULTIPLAYER 

PUBLISHER: EMPIRE 

PRICE: $69.95 

RATING: G 

REQUIRED: P90, 16MB RAM 

DESIRED: P233 MMX, 32MB RAM 

Strap yourself in as you take a race across 
America in a taxi named Brusa. Well, relatively 
speaking of course. This is the third pinball sim 
from the devoted guys at Pro Pinball and is 
probably as close to the real thing as you can 
get. Not since my days at the pinny parlour have 
I enjoyed myself as much as I did while playing 
Big Race USA, it has the features of the real thing, 
the sounds of the real thing and the dynamics of 
the real thing. 

Just like any other pinball game, the objective 
in Big Race is to get the highest score possible 
but unlike most pinnies you can’t just sit back 
and idly hit the ball anywhere. The beauty of this 
game is that it sucks you right in by having a 
good storyline that has to be followed in order to 
get a good score, with skilful placement of the 
ball being vital to your success. The table that 
makes up Big Race USA has well over forty 
different actions that can be combined to give 
over two hundred different combos and events 
with things like video mode, super-loops, nitro 
boosts, magno-saves, police chases, stunt 
driving and cash dashes giving you big points if 
done in proper sequence. 

The table looks and plays like a real machine 
with heaps of lights flashing and things going on 
all the time, made even better looking with high 
resolution graphics. The sounds, voice overs and 
background music are all very appealing, 
probably making the real machines seem a little 
boring and lifeless. The downer with BR USA is 
that there’s just one table... Argh! All up, this is 
one hell of a great game that will keep you 
seated in front of your computer for days on end 
as you say to yourself, "Okay, one more go.” 

MATT ADAMSONS 
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Brunswick Circuit Pro 
Bowling 
PC 

AVAILABLE: NOW 

CATEGORY: TEN PIN BOWLING SIM 

PLAYERS: 1-32 

PUBLISHER: THQ 

PRICE: $48.95 

RATING: G 

REQUIRED: WIN 95, PENTIUM 133, 16MB 
RAM, 4XCD ROM. 

DESIRED: 3D ACCELERATOR CARD 

SUPPORTS: 3D HARDWARE 

Ten Pin Bowling... As far as I can see, it’s a sport 
so unprofitable that bowling centres are forced to 
recycle old shoes from the local clown college. 
Drag me down to the local bowling alley and 
before you can say "Budweiser", I’ll be over at the 
arcade games reliving classics like Colden Axe. 

Okay, okay, hurling a bloody heavy ball at a 
bunch of pins can be fun, but who wants to put 
up with all the snotty kids and preppy losers? 
Why not take a trip to the local 24 hour 
supermarket late at night, grab a bloody huge 
ball of cheese (preferably White Castello) and 
arrange a big pile of whatever you want to smash 
(1 recommend prune juice bottles) at the end of 
an aisle. Wanton destruction is only an accurate 
cheese roll away. Now there’s a sport!! 
Anyway, along comes Circuit Pro Bowling to 

revive my flagging bowling spirit. As far as 
bowling sims go, Circuit Pro is quite reasonable. 
Most importantly, the physics engine is dead 
accurate. The pins respond just as they should - 
they’ll teeter, spin, roll and fly away. Cameplay is 
simple, yet comprehensive. Choose from six balls, 
position the bowler, adjust the spin, then time the 
power and accuracy sliding bars as you deliver 
the ball. There are 13 Brunswick Pro Staff Bowlers 
and many play modes to choose from including 
career, skins and cosmic bowling (glow in the 
dark disco bowling). The sound effects are spot 
on, and although average, the graphics do the 
job where it counts, in motion captures as well as 
great ball and pin reflections. It’s certainly an 
accurate representation of the sport, but hard to 
recommend unless you’re a bowling freak with a 
broken leg... or something. Not bad for the price. 

By the way, I do not in any way condone the use 
of cheese balls as a violent projectile. 

CAM SHEA IVIS U A L S SOUND QAMtPtAr 
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AVAILABLE: NOW 

CATEGORY: RTS 

PLAYERS: 1-8 

PUBLISHER: TITUS 
PRICE: TBA 

RATING: G 

REQUIRED: PIOO, 16MB RAM 

DESIRED: P166, 32MB RAM 

There are a growing number of Real Time 
Strategy games hitting the market at the 
moment, so it takes something special to make a 
game stand out from its competition. Rival 
Realms has done this by blending in many 
aspects of Role-Playing games into its RTS 
architecture. The game is played in a fantasy 
setting, with a war between humans. Elvish clans 
and Creenskin (Ore) tribes. 
There is a small amount of resource 

management, but this has been largely 
automated once set up to allow players to 
concentrate on the battle side of game. The game 
is similar to Warcraft in this respect, as well as 
the way that different buildings produce 
different units. Unlike Warcraft, the player will 
grow more attached to their units, and feel less 
like using them as cannon fodder. Individual 
units gaining experience, and increasing in 
levels and skill achieve this. Each unit is also able 
to pick up and use four magical items to improve 
speed, strength, armor or damage. Further 
incentive to protect the lives of characters is the 
ability to save them for use in later campaigns. 

The number of cool features in Rival Realms is 
too many to list, however the overall polish of 
this title is lacking, with animation being inferior 
to old RTS games like Warcraft 2. One interesting 
control, is the ability to record a game then play 
it back later. It is even possible to watch it from a 
gods eye view to analyse what the opposition 
was up to at a particular time. A large collection 
of good ideas with average finishing makes this a 
title really only suited to those gung ho about 
fantasy RTS games. 

ROSS CLARKSMITH 

AVAILABLE: NOW 

CATEGORY: ADVENTURE 

PLAYERS: ONE 

PUBLISHER: MICROPROSE 

RATING: M15+ 

PRICE: $69.95 

REQUIRED: PIOO,16MB RAM, 4X CD 

DESIRED: P133, 32 MB RAM, 8X CD 

To be honest I’ve gone right off the idea of sexy 
robots ever since the incident with my new 
Breville Love Slave 180B. Blender and Jaffle irons 
aside, Nightlong is a classic graphic adventure 
in the Lucas Arts mould. Joshua Reeve is a no 
nonsense undercover investigator doing an 
important job for Union City’s Mayor, a certain 
Mr. Martens. It seems that someone is out to 
discredit Martens by sabotaging major 
industrial installations around town and it’s up 
to you to find out who is behind these terrorist 
acts and to stop them before they use the 
ensuing chaos to take over Union City 
completely. 

As you might expect gameplay revolves around 
navigating your avatar through the game 
screens looking for useful items to pick up, 
puzzles to solve and new areas which hopefully 
reveal more of the game’s plot. 

Nightlong’s world is quite big, taking up 3 CDs 
in fact, and quite imaginative with detailed 
backdrops and quite evocative soundscapes. 
The overall feel of this future world is very 'Blade 
Runner’ with its’ hover cars and the like (can 
anybody realy imagine giving the average Joe a 
license to fly around the skyline of a city in the 
same way we drive on the roads, can you 
imagine the carnage, every Hotel and office 
building would have to surround themselves 
with crash barriers on every floor and the 
opportunities for mucous hurling youths would 
be enormous) 
The heart of any graphic adventure is its’ 

puzzles and Nightlong offers the usual kind of 
problems and quests, but does fall into the trap 
of using some poorly designed brain twisters 
that’ll have you gnawing your chair leg off. 
These titles are few and far between now so If 
you're a fan you probably should get it. 

GEORGE SOROPOS 
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People’s General 
PC 

AVAILABLE: NOW 

CATEGORY: STRATEGY 

PLAYERS: 1-4 VIA LAN, PBM OR IPX 

PUBLISHER: SSI 

RATING: G 

PRICE: TBA 
REQUIRED: P100,16MB RAM 

DESIRED: P166, 32 MB RAM 

SSI’s General titles are only beaten by Ultima as 
the longest running PC game series of all time so 
they must be doing something right. People’s 
General Takes the battle into the future, slightly, 
and thrusts you into a conflict between the 
Chinese and Western Alliance (Chinese alliance? 
China has fewer friends than a bankrupt 
stockbroker). 
There are 19 countries involved in this stoush 

including North Korea, Australia (We get to send 
our Cricket team) , the UK, US and lapan so you 
could justifiably call it WWII1, but SSI haven’t. 
There is a single campaign for each side and over 
36 scenarios all up covering such diverse 
geography as the Ural mountains to the South 
East Asian jungle. 

The latest weaponry has also been coded into 
People’s General: T-99 tanks, Werewolf choppers, 
Starstreaks and Trackwolf recon units. SSI have 
also souped up the spotting system to take 
sattelites, AWACS and other high tech gadgets 
into account and there is also a totaly new 
system for controlling air units in battle. And to 
spice things up a bit there is also now a random 
events generator to keep you on your toes! 

As you can see the backdrops in People’s 
General are the best yet with photorealistic 
terrain in 16 bit colour, the audio is also great 
with loads of good samples. If you liked SSI’s 
earlier efforts in this series you’ll more than likely 
want to play this too. If you’re a strategy novice, 
this may not appeal like RTS games such as 
Starcraft... This one’s a little more serious. 

GEORGE SOROPOS 

80 85 

Trespasser 
PC 

AVAILABLE: NOW 
CATEGORY: FIRST-PERSON ADVENTURE 

PLAYERS: 1 

PUBLISHER: DREAMWORKS INTERACTIVE 

PRICE: $89.95 

RATING: M 
REQUIRED: P166, 32MB RAM 

DESIRED: PII-300/ AMDK6-2, 2ND 

GENERATION 3D CARD 

SUPPORTS: MOST MAJOR 3D CARDS 

Trespasser is an interesting title, promising 
much, but delivering little. The game starts off 
with a nice atmospheric intro, and you find 
yourself on a mysterious tropical beach, alone. 
This is the best bit about the game, the feeling 
that you really are alone. It’s a good idea to hire 
out the Lost World from the video store, as the 
game is set a year after the events in the movie. 
From the beach, you start to explore...very slowly. 
Dreamworks Interactive have attempted to 

implement a more realistic control method for 
first-person action games. This takes the form of 
your right hand, which can be moved about and 
used to pick up and throw objects etc. However, 
despite the promise shown by this system, it falls 
flat on its face, making for frustratingly slow 
gameplay. The movement is also a bit 
unresponsive. It’s a relief that the dinosaurs are 
so slow, or the inadequacies of the control 
system would be exhibited more. 

The engine chugs along at a pitiful rate, with 
many visuals having to be turned off just to get a 
good framerate, even on a PII-266 with a 
Voodoo2. After walking around for what seems 
like ages you finally meet your first few dinos. 
It’s quite frightening with the lights off and the 
sound turned up to hear a raptor’s growl 
seemingly only metres away. However once you 
do spot it, it’s pretty straightforward to take it 
down, because they move so slowly. Guns and 
ammo are also plentiful so you’re rarely caught 
in a tight situation. The sound is good, but is not 
enough to save the game. Overall a poor title, 
with irritating control and puzzles, slow visuals 
and no action to be found. 

JACKSON GOTHE-SNAPE 

VISUALS 
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Reah 
PC 

AVAILABLE: NOW 
CATEGORY: PUZZLE/ADVENTURE 

PLAYERS: ONE 
PUBLISHER: PROJECT TWO 

INTERACTIVE 

RATING: G 

PRICE: TBA 
REQUIRED: P90, WIN95/98, 16MB RAM, 

4X CD 

You will probably laugh at this but did you 
know that Myst is still one of the highest earning 
games around? It outsells it’s sequel Riven by 
three copies to one, right now. Because of this 
we have games like Reah. Reah is an adventure 
which could be described as a cross between 
Cryo's Atlantis and Broderbund’s Myst / Riven. It 
boasts a pretty fast graphics engine (even on 
slow Pentiums with 4-8 speed CD drives) that 
allows players to explore the world of Reah from 
a true 3D perspective. 

The basic premise goes something like this: The 
player goes on a mission to investigate a 
military base on the planet Reah, where an 
ancient artefact is being examined by scientists. 
The researchers have discovered that the artefact 
is a portal, which allows access to another 
reality. Arriving at the site, the player is 
confronted with panicked scientists evacuating 
the area because the portal has, surprise 
surprise, become unstable. Of course you get 
sucked in and dumped in a world chock full of 
huge empty cities with huge empty buildings, 
with the occasional motion captured actor to 
keep you amused. 

Over a hundred puzzles await you in Reah (Oh 
joy!) Most of which will make you want to do the 
washing up instead. Reah is a very pretty game 
and, like all these sorts of titles, is essentialy a 
multimedia crossword puzzle. Thusly the sort of 
people who will like it and buy it are that same 
sort of people who love crosswords. Buy this as a 
gift for some poor office slob that you know. 
Reah is not a gamers game but rather a book 
readers game or an accountants game or 
basically anyone who owns a PC but isn’t a 
gamer. It's a form of meditation, even relaxation 
and should be taken as such. 

GEORGE SOROPOS 

VISUALS 
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REVIEWS 

River World 
PC 

AVAILABLE: NOW 

CATEGORY: RTS 

PLAYERS: 1 

PUBLISHER: CRYO 

PRICE: $89.95 

RATING: G 
REQUIRED: WIN 95, P133, 32MB RAM 

DESIRED: P233, 64MB RAM, 3D 

ACCELERATOR, 8XCD. 

SUPPORTS: DIRECT 3D, GLIDE 

River World is based on Philip lose Farmer’s 
science fiction work. You’d be buggered if you 
could tell though - for River World strays from 
any story-telling medium and goes straight for 
real-time strategy adventure. 

For the most part, it’s a real time strategy test, 
with a very Myth-like perspective. The aim of the 
game is to move closer to the source of the River, 
and uncover the secrets of River World by taking 
control of the Black Tower. There are a total of 8o 
territories to conquer along the way (though 
these are generally quite small), divided into 
four overall levels. Snore. 

To conquer territories, you harness resources, 
build buildings, equip your forces and send them 
out to capture each territory’s Grail Stone. 

This is where the adventure game elements come 
in. Gaming characters litter the landscape , and the 
idea is to talk to them and rally their assistance. If 
certain conditions are met, these characters will 
join your ranks and give you access to new 
buildings and technology to play around with. 

To keep things interesting, River World is played 
across eleven technological "ages". You start of 
in the Wood Age, and end up in the Stellar Age. 
The result of these ages? A fresh bunch of 
buildings and units throughout the game. 

The final verdict? One of the things that most 
real-time enthusiasts often take for granted is the 
game interface. If it’s all in order, it’s given little 
consideration. River World’s interface is atrocious. 
Yep, it’s in 3D and it all looks pretty, but behind 
the screen’s visuals is a shocking movement and 
control system. All the basic RTS elements are 
there too (like a 2D overhead map, unit menu, 
etc), though their functionality has been 
butchered. In the end, with a game like this, you 
just can’t get past a distasteful control system. 

MARCH STEPNIK 

101st Airborne In 
Normandy 
PC 

AVAILABLE: NOW 

CATEGORY: TURN-BASED 

STRATEGY 

PLAYERS: 1-MULTI 

PUBLISHER: EMPIRE 

PRICE: $89.95 

RATING: M 

REQUIRED: P90, 16MB 
RAM 

DESIRED: P133, 32MB RAM 

As all you history buffs would 
already know, the 101st Airborne 
Division of the US army played a significant role 
in the D-Day assault on German-occupied France 
at the climax of World War II. They jumped in the 
dead of night from their flimsy planes into the 
rolling fields of rural Normandy and proceeded 
to give old Adolf and his men a sound thrashing. 
Empire’s latest ever-so-serious wargame is a 
wonderfully atmospheric attempt to recreate such 
decades-old excitement. 

101st Airborne In Normandy - and. by the way, 
what a great title that is, it just rolls of the tongue, 
don't you agree? - is a turn-based, tactical 
wargame in the fine tradition of things like Soldiers 
At War. However, I should warn you, it is also 
incredibly hard-core. Not hard-core in the sense of 
dull hex graphics and endless statistics instead of 
animations, but hard-core in that there is a hell of 
a lot of cool things to get your camouflaged teeth 
stuck into. Prior to each mission a plethora of 

organisational duties ought to be attended to, 
while on the battlefield you’ve got so much more to 
concern yourself with than merely watching your 
action points and shooting the enemy - think 
morale, complex damage models, troops with 
distinct personalities, even parachute failure! 
Certainly, the combat engine is the most detailed 
and comprehensive I think I’ve seen, while 
remaining fairly accessible at the same time. 
Undoubtedly, this is anal, tactical wargaming at 

its best. If you’ve enjoyed games like Soldiers At 
War or the X-Com series, then I’d advise you 
check this out, too. 

DAVID WILDGOOSE 

Return Fire 2 
PC 

AVAILABLE: NOW 

CATEGORY: ACTION/STRATEGY 

PLAYERS: 1-4 (1-16 NETWORKED) 

PUBLISHER: RIPCORD 

PRICE: $79.95 

RATING: M 

REQUIRED: P200 (Pi 33 WITH 3D CARD), 
16MB RAM 

DESIRED: P200 MMX, 64MB RAM, 3DFX CARD 

SUPPORTS: GLIDE, OPENGL_ 

Return Fire was a rather successful multiplayer 
experience, essentially a variation on the Capture 
the Flag theme, but with addicitive strategic 
elements. Return Fire 2 is still exactly the same 
experience, but it’s been enhanced greatly with 3D 
accelerated graphics. The game now functions from 
a variety of different camera perspectives from 
within each of your craft to bird’s eye views and 
chase-cams. The 3D graphics help to revive what is 
now becoming a bit of a tired concept, which is to 
get out there and return with the enemy’s flag. To 
achieve this goal, you’ll need to utilise a limited 
supply of vehicles, from tanks and jeeps to jets and 
helicopters. Each vehicle is equipped to perform a 
certain task, so knowing when to deploy your unit 
(which you control in 3D) and use it well, is the key 
to capturing the enemy’s flag and winning the 
game. As a single player game, the CPU is 
challenging, but it doesn’t come close to the deadly 
game which is Return Fire 2 multiplayer. Up to four 

players can play in split-screen on one PC which is 
novel and hilarious. On a network though, you can 
take part in huge wars and be addicted for hours. 

Return Fire 2 suffers from one of the most user- 
unfriendly menu screens ever devised. Simply 
trying to figure out how to setup your preferred 
control method is a right royal pain in the 
backside, with everything on screen being icon- 
based and the accompanying manual explaining 
the process in a vague way. Setting up a game is 
also stupidly fiddly, as all the game options are 
represented with icons, so it takes twice as long to 
configure the game you would like to play. All up, 
RF2 is more of the same but with prettier graphics, 
which ain’t enough really. 

ELIOT FISH 
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E V I E W S 

Actua Tennis 
PC 

AVAILABLE: NOW 

CATEGORY: SPORTS SIM 

PLAYERS: 1-4 

PUBLISHER: GREMLIN 

PRICE: $TBA 

RATING: G 

REQUIRED: P133, 16MB RAM 

DESIRED: P200, 32MB RAM, 3D CARD 

In which Gremlin’s sports franchise expands 

yet further, setting itself up as the Euro rival to 

EA Sports American monolith. Actua Tennis ain’t 

bad. actually. Encouragingly, there are several 

novel gameplay ideas that work quite well. The 

serve control is similar to the that found in golf 

games and possibly the best around. 

Importantly, it won’t show your opponent where 

you’re planning to hit the ball, which is essential 

in any two or four player match. The single¬ 

player game is extensive, offering as it does a 

complete World Tour season for you to progress 

through. All the real players are there for you to 

compete with over rankings points. Two players 

can also play this way - in both singles AND 

doubles. 
Like all games in the Actua series, Tennis is a 

visual delight. The players look good and are 

animated well - though, one of the drawbacks of 

motion capture is its lack of flexibility, and it 

shows here. Playing a match can often feel like 

Knights and Merchants 
PC 

AVAILABLE: NOW 

CATEGORY: STRATEGY 

PLAYERS: 1-6 
PUBLISHER: INTERACTIVE MAGIC 

PRICE: TBA 

RATING: TBA 
REQUIRED: P133, 24MB RAM 

DESIRED: P166, 32MB RAM 

I’m not going to pretend for one second 

that Knights and Merchants is based on any 

sort of original concept. In fact when I 
loaded this game up at home to start my review, 

a couple of friends who were watching said at the 

same time, "That looks just like Settlers". 

Knights and Merchants is a real time strategy 

game, that like Settlers, is not just about churning 

out military units, you also go about creating a 

little thriving community, with all the basic 

requirements, for not only collecting resources, 

but also processing them into useful items. 
Knights and Merchants certainly has it over 

Settlers when it comes to combat. You can 

organise units into various formations, and with 

a variety of different types of troops to churn out 

of your barracks, there’s some depth in unit 

choice when going into battle. 
Animation and sound are quite nice, and on a 

whole, the audio-visual presentation of the game 

is really very good. 
There is however a rather hefty down side to 

Knights and Merchants... Time. For starters, you 

cannot adjust the game speed, and all 

hard work, as the sensation of hitting the ball 

isn’t convincingly portrayed. 
Yes, this is certainly a fine simulation, but I 

couldn’t shake the nagging feeling all the while I 

was playing that I really wasn’t having much fun. 

Technically superb it may be, but it also lacks 

that extra spark of life that makes for a great 

game. Actua could do with some of the charisma 

and personality Nintendo bring to all their titles, 

lust a thought. 
Nonetheless, this is a quality title, but not for 

those who prefer their tennis games to emphasise 

fun over accuracy. 

DAVID WILDGOOSE 

reasonably switched on gamers will basically be 
waiting on the game most of the time. Something 

that really compounds this problem is that you 

have to build the various structures in a very set 

order, even though you should be able to build a 

whole variety of buildings at once. This leads to 

you having to do the same mundane work on 

every new map you play on, which makes the 

game lose appeal over time. 
Plenty of missions, good presentation and decent 

gameplay make Knights and Merchants a cool 

game, but it would have been very easy to make it 

a better game with a speed control, and by being 

a little less rigid with building hierarchy. 

DAN TOOSE 

81 79 72 

America’s Toughest 18 
PC 

AVAILABLE: NOW 

CATEGORY: SPORT 

PLAYERS: 1 

PUBLISHER: BRILLIANT INTERACTIVE 

PRICE: TBA 

RATING: G 

REQUIRED: P90, 16MB RAM 

DESIRED: P166, 32MB RAM 

With a proliferation of golfing games and 

simulations on the market do we really need 

another one? Well I say hell yeah! The sport (read 

relaxing bludgers romp on a paddock) of golf is 

enjoyed by more people than any other sport in 

Australia, so it’s no wonder that the real games 

PC counterpart is also extremely popular. 

America’s Toughest 18 isn’t to be scoffed at, the 

title is appropriately named. What this game 

lacks in variation it makes up for in design and 

elements with lots of variations depending on 

how well you play golf games. Novices are 

introduced to America’s Toughest 18 with 

relative ease thanks to the plethora of options 

and settings available, while old pro’s get to test 

how good they really are. And this is all on the 

same eighteen holes that have been individually 

selected from around the U.S of A. 
The gameplay is very nice for a golf game with 

an intuitive swing and hit action. Intuitive 

because they’ve given us the option of having 

either a click, click, click approach or the usual 

hold, release, click that most games have. The 

swing meter is also pretty good, having an 

accurate rate of descent to it. As for the 

graphics, well they’re pretty nice with clear and 
sharp course images while the players have been 

motion captured which is the norm these days. 

Overall, a very appealing game if you like golf, 

with enough options to keep the only eighteen 

holes interesting. One must ask what happened 

to the multiplayer support!? However, it’s 

important to understand the title because if 

you’re after something with nice long drives and 

no sand bunkers you’d better look elsewhere. 

MATT ADAMSONS 

VII GAMEPLAY 



REVIEWS 

NHL 99 
Nintendo 64 

AVAILABLE: NOW 

CATEGORY: SPORTS 

PLAYERS: 14 

PUBLISHER: ELECTRONIC ARTS 

PRICE: $99.95 

RATING: G 

SUPPORTS: RUMBLE PAK, MEMORY PAK. 

With the bone-crunching thrills of NFL Blitz still 

coursing through our veins, the progression from 

beating each other senseless with our bare hands 

to using large sticks to accomplish the same goal 

seems logical enough a step. NHL 99, yet 

’another’ sports title from EA, hopes to fit that 

bill, while at the same time giving you the same 

tactical and technical detail of a simulation. 

The combined effect of the visuals and sounds 

is very pleasing. Everything is well animated and 

the motion of the players and the puck is easily 

followed. It’s good to see that programmers have 

finally given up on trying to make ridiculously 

large animated characters with roving camera 

tracking, which the Nintendo 64 clearly could 

not do well in previous hockey games. The 

traditional form of presentation offered here is 

an excellent well-executed compromise. Even the 

sampled sounds aren’t bad - particularly the 

hard collisions, audience, and commentator. 

With gameplay, however, I should say that I 

cannot profess to know the sport well, save for 

whatever I’ve derived from other sports and the 

odd SBS highlight. To that end, I felt that the in¬ 

game strategy was slightly lacking. Sure, there 

are flash moves like skating backwards, but the 

passing and character-switching systems are 

inaccurate and confounding; and there’s little 

freedom in the direction you can hit your puck, 

which takes away a lot of strategy. The problem 

is further compounded by the slight 

sluggishness in the controls, which takes away 

the fast precision action. In the end, though, 

while NHL 99’s controls aren’t executed quite as 

well as they could have been, the hard-hitting 

action combined with glossy NHL logos and 

statistics makes it a worthwhile purchase for any 

recreational follower of the sport. 

KEVIN CHEUNG 

Roland Garros 1998 
PC 

AVAILABLE: NOW 

CATEGORY: SPORTS SIM 

PLAYERS: 1-4 

PUBLISHER: GROLIER INTERACTIVE 
PRICE: $TBA 

RATING: G 

REQUIRED: P133. 16MB RAM 

DESIRED: P200, 3DFX 

The first Roland Garros title appeared at the tail- 

end of last year into a PC market not exactly over¬ 

burdened with remarkable tennis simulations. I 

quite liked it, but that was probably more due to 

the dearth of competition rather than anything 

special on RG’s part. A year later and, with the 

solid Actua Tennis, that competition is a bit 
tougher. 

Unfortuantely, Roland Garros 1998 fails to 

improve on its predecessor in any meaningful 

way. Graphically, this is marginally better. The 

stadiums are dull and fail to inspire the necessary 

atmosphere. The players, however, while 

possessing that eye-catching agility that 

impressed me the first time round, also still 

appear to glide across the court instead of 

running. And again, just as in the first game, the 

umpire calls "Fault” when the ball simply goes 

out. I mean, really, how difficult could it be to 

record some bloke shouting "Out!”? 

As far as options are concerned there is the usual 

basic selection - up to four players, singles or 

doubles matches, etc. A Season play is provided, 

but it doesn’t scale the heights of that in Actua 

Tennis and seems pretty miserly in comparison. 

Perhaps the aspect of RG98 that I find most 

disagreeable is its control method. You use the 

up/down buttons to set the power of your shot, 

rather than holding down the shot button itself. 

The shot button instead determines the length of 

the shot. It’s completely counter-intuitive and 

confusing as hell, even with practice. 

If you’re after a tennis game this month, then 

there’s really only one choice - and this isn’t it. 

DAVID WILDGOOSE 

Madden NFL 99 
PC 

AVAILABLE: NOW 

CATEGORY: SPORTS 

PLAYERS: 1-4 

PUBLISHER: EA SPORTS 

PRICE: $89.95 

RATING: G 

REQUIRED: P200MMX (P166 WITH 3DFX 

CARD), 16MB RAM 

DESIRED: P2-300. 3D CARD, 64MB RAM 

I’ll make it quite simple, if you’re a dedicated fan 

of gridiron that has a fair grasp of the rules of the 

game then Madden 99 is a game that you should 

invest in. If however you’re like the majority of 

Australians that laugh at the silly uniforms and 

consider the play to be stop-start malarkey then 

Madden 99 is going to leave you cold. It’s not that 

it’s a bad game it’s just that you have to know a lot 

about gridiron if you want to succeed in winning 

any matches. Sure you could sit back with the NFL 

Almanac and try to spark some interest in this 

great game but if you don’t like NFL then don't 

bother getting to know the rules because it won’t 

make things anymore exciting. 

Following the tried and true formula that is 

Madden, this the latest instalment is sure to make 

any NFL fan happy. It has a full season roster, a 

quick match facility, training sessions and even 

arcade which is for those that like a fast game 

without all the tactics. You can also free-trade 

any of the players on any roster as you strive to 

make up the ultimate dream team to conquer the 

world. However, the real fun of Madden lies in the 

fact that it’s a strategy sports title with heaps of 

different plays to experiment with. 

So if you’re like Homer Simpson and you’ve 

always dreamed of owning the Dallas Cowboys then 

this is the game for you. As a matter of fact, I would 

urge anyone that enjoys strategy games to give 

Madden 99 a go because that’s the type of skill that 

is needed to get the full enjoyment out of the game 

and once you do get the hang of the rules, you can 

say goodbye to your weekends as this is one 

engrossing game. Madden 99 is probably the best 

NFL simulation money could buy. 

MATT ADAMSONS 
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AUSTRALIAN COMPUTER GAMER 
ing gamers. So are you a newbie gamer, not sure how 

to control a rocket jump, or you want the finer points 

on game strategy for single player or team play. Well 

you should attend our Newbie training day or strategy 

day. ACCP will teach all the basics, what is the best 

configuration for you. check out the configuration of 

the top players, both hardware & keystrokes. Ever won¬ 

dered what the top players are using in the way of 

hardware, how they train themselves to rail almost 

impossible shots, well we will tell you. If you are inter¬ 

ested then email newbietraining@acgp.com.au or 

strategytraining@acgp.com.au with your details and 

we will let you know when the next day is on, places 

are limited so please get in early. 

ACCP Summit 
The ACCP National Summit was held on Wednesday 4th 

November. It was attended by the organisers of the 

MPU CLAN WARS 

Calender 
ACCP have set up a calender on our site that will list 

every LAN based event happening across the country. 

Also any Camer related events as well, like launches, 

when magazines go on sale, when new games are due 

for release or on sale. So if you have a LAN event that 

we do not know about or do you have a gamer related 

event or info that you feel is relevant to the wider com¬ 

munity. If you do and you would like it to be added to 

our calender of events around australia the please 

email calender acgp.com.au with all the relevant 

details £ contact numbers. 

Iraining Hr icwtie gamers i strategy trailing 
ACCP is committed to helping the newbie gamers 

establish themselves and learn the basics from the top 

players. Also to hone the talents i strategies of exist¬ 

A ** » 

Australian Starcraft Nutters Unite! 
We want to see the Australian strategy enthusiasts out 

there get competitive, and there are some people who 

have already taken a step in the right direction by set¬ 

ting up the Kali Starcraft League. According to the site, 

they're not just restricted to Kali, so it seems that 

Battle.net play is fine, meaning anyone in Australia 

who wishes to put their Starcraft skills to the test is wel¬ 

come! Their URL is 
(http://gameserverl.ogn.aust.com/leagues/sc/) 

Alternatively, if you want to take this a step further 

and go International (good luck getting a smooth 

game), you can try (Case's Ladder: 

http://www.igl.net/kstarcraft/) 
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In conjunction with the Wireplay Invades Brisbane final, MPU (Multi Players United) held a 
special Clan Wars event, with 20 Quake 2 clans entering the event in a double elimination 
competition. The first matches started at 11am, and the final finished not long after mid¬ 
night... and what a final it was. Draconic Guild (DG) met Malevolence (MAL) in what can only 
be described as the most intense and evenly matched team deathmatch game this country 
has seen. DG scored a kill in the last second of the match to tie the scores, and then went 
on to win in overtime. 

Australia vs New Zealand! 
Watch this space! Next month we'll have the full 

report on the long awaited Quake match between 

Australia’s best, versus a crack squad of team players 

from NZ. 

Tekken it Further 
We now have a national champion for Tekken 3 who 

will be heading to the UK in January, in an effort to 

prove that Australian Tekken 3 players are the best in 

the world! Major cqjgf^fulations to Carl Maxwell of 

Bentley, Victoria, who took on all comers from the other 

states around Australia, and won. Typically, the star 

gamer evaded the cameras, but we doubt he’ll be able 

to do so once he's playing at the International level 

over in the UK. so expect mug shots of the best Tekken 

3 players in the world in a couple of issues time. 



WIREPLAY INVADES BRISBANE FINALS 

LEFT: TIM QUAKE 1 WINNER ABOVE QUAKE 2 WINNER PREDATOR 

Many months ago, 

hundreds of enthu¬ 

siastic Quake t and 

Quake 2 fanatics 

entered into the 

biggest online com¬ 

petition this coun¬ 

try has seen... the 

Wireplay Invades 

Brisbane competi¬ 

tion. Matches were played as deathmatch free for alls, 

with a double elimination format. After many rounds, 

there were 12 finalists for the Quake 1 comp, and 8 for 

the Quake 2 comp. Wireplay set up large video projec¬ 

tor screens to give the audience something to look at. 

and finalists in each of the three states (NSW, QLD, and 

VIC) played their guts out for prizes, and the crowds 
present that cheered them on. 

Besides the finals, there were games being thrown out 

and offered to the crowd, and some very healthy young 

women to "inspire those present". Here are the results: 

Quake 1 Final Placlngs 

1. Tim 

2. Webby 

3. |aC DeTH 

4. Dethon 
5. Thermal 

6. Wargel 

Quake 2 Final Placings 

1. PredaTor 

2. HeLlFiRe 

3. Thermal 

4. Hillary 

5. DeX 
6. Borg 

Well done to Tim. Earlier this year he also won the free 

for all comp at Cibcon, and also our Hyper Botblast 

comp, making him an extremely consistent player! 

Congratulations also to PredaTor, who has been a con¬ 

sistent ace player on the Wireplay Quake 2 servers. 

PROFESSIONALS NEWS UPDATE 
major LAN’s in each state, media representatives, service 

providers like Wireplay and Multiplay and of course rep¬ 

resentative gamers themselves. The purpose of the sum¬ 

mit was to get everyone moving together with a single 

focus towards a First National Quake 2 Tournament. Other 
games will soon follow. 

• A national tournament is to be run across the follow¬ 

ing four leagues QCL, SCL, VML and the South Australian 

contingent that will finish in March 1998. 

• The tournament will start in December for QCL 

(Queensland), and January for SCL (NSW), VML (Victoria) 

and South Australia. All leagues will use a standard set of 
rules and regulations - yet to be finalised. 

• The winners of each state league will proceed to the 

finals of the tournament, which will be an event held in 
one of the four participating cities. 

• ACCP will collate, sort and present results of the four 

leagues during the period of the tournament. 

What’s happening in the future - Well all of the LANs 

involved are sitting down with us at Impulse98 to nut out 

the finer points of the setting £ format etc. Also Simon 

Foxe 6 Andrew Robertson will be on hand at impulse to 

answer any questions about ACCP or the ranking system, 

so if you see them, please say g’day, as they’re keen to 

finally put faces to all the people they’ve have been deal¬ 

ing online with, and to meet other interested gamers. 

Remember the ACCP is not just looking to cover Quake 2, 

so if you’re involved in a gaming league or ladder of 

some sorts, or even if you're not, but you’re passionate 

about a certain multiplayer game, enough to want to be 

involved in organising a national league or comp for it, 
contact ACCP and let them know! 

THE 
MULTIPLAYER 
DIRECTORY 
As more leagues and ladders appear, this list will 

continue to grow. If you run, or compete in a ladder 

or league not listed here, please let us know and 
we’ll add it. 

[National Gaining Services 
ACGP * http://www.acgp.com.au/ 

Australian Computer Gamer Professionals 

Wireplay - http://www.wireplay.com.au/ 

An online gaming service currently catering to 

Melbourne, Sydney and Brisbane 

Multiplay - http://www.multiplay.com.au/ 

An online gaming service that is the official Australian 

licensee of the TEN (Total Entertainment Network) client 

Major State LAN events 
VML - http://www.newsninja.com/vml/ 

Victorian Multiplayer League. The major Victorian 

regular LAN event. Will be the Victorian part of the 

national league. 

MPU - http://www.mpu.com.au/ 

Multiplayer United. A monthly LAN event, that will be 

hosting SCL (Sydney Gaming League) for the national 
leagues. 

Regen - http//www.regen.powerup.com.au/lan/ 

The major Queensland LAN event, which is host to the 

QCL (Queensland Gaming League) for the national league. 

Quake Scene 
Challenge-AU - http://www.challenge-au.com/ 

Run by Hoony, this site is dedicated to International 
Quake challenges. 

AusQuake - http://ausquake.newsninja.com/ 

The main Australian Quake 2 web page. 

Quake.AU • http://www.quake-au.net/ 

A top Quake news site that covers a broad range of 

stuff, run by Malby. 

OZTFL - http://oztfl.newsninja.com/ 

An Australian Team Fortress League. 

OTFCR - http://otfcr.kanga.com.au/ 

The other major Australian Team Fortress League. 

02 League • http://sas.ml.org/q2league/ 

A Quake 2 Capture the Flag league, based on the 

Power servers. 

Starcraft 

KSCL - http://gameserverl.ogn.aust.com/leagues/sc/ 
Kali Starcraft League. A dedicated Australian Starcraft 

ladder, separate from the Battle.Net ladder. 
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PANIC PARK NAMCO 

CALIFORNIA SPEED ATARI 

When your company has recently released the racing 

sim that others are judged by, you are left with the sit¬ 

uation where you have to out do yourself. San Francisco 

Rush had the right combination of arcade style fantasy 

(six story jumps) and race car driving realism to satisfy 

the Aryton Senna in everyone. So the question is - how 

does California compare to San Francisco? 
Starting in the car department, there are only 4 cars 

to choose from. None of the cars are defined as easy or 

hard, so you'll have to read the fine print and test 

drive each car. Even though there are speakers located 

in the seat headrest (Very cool), the cars 
engine/exhaust note lacks the macho bass and grunt 

of San Fran. The car physics don't compare to San 
Fran's either. In Rush, the car seemed to have a greater 

tendency to float realistically into corners and land 

badly if a jump wasn’t negotiated (in both speed and 

a* c 

vehicle is ever travelling TOO fast for 

I ^ y gTl the situation. 
L . i* All this aside, the major draw card to 

m VLT* Speed is that there are 14 tracks to 
Jl choose from. Track difficulty ranges 

jE&Bm from easy to expert and all take you 

“ to a variety of off beat situations. For 

example. Silicon Valley is a semi-psychedelic experi¬ 
ence where you leave the road and continue the race 

inside a computer full of giant microchips and video 

screens with Chaos Theory graphics. Other tracks take 

you through an aircraft carrier, along a razorback 

ridge, onto the streets of L A and over various circuit 

racetracks. On several of the tracks, there are pedestri¬ 

ans who have foolishly strayed a little too close to the 

roadway and have become bitumen bait for your 

bumper. 

The computer droid cars are driven by law abiding 

lamos and stick to their lane markings. In San Francisco 

Rush, the droids were driven by careless lunatics who 

were all too willing to dent some panels to finish first. 

Fortunately, it seems that Rush 2 is nearing completion 

and whilst California speed is a good racing sim with a 

few novel twists to the norm, it lacks the punch which 

the original San Francisco Rush has previously delivered. 

When is the last time you played a physical contact 

video game? We’re not talking chucking a temper 

tantrum and punching out the victor in a hectic game 

of Tetris or Street Fighter, but having to physically 

bump your opponent into burning lava or a high volt¬ 

age fence. Fortunately the lava and high voltage fence 

are on a screen but the body bumping is a major com¬ 

ponent to this game. 

Panic Park could be likened to a very comedic futuris¬ 

tic game of gladiators. Your aim is to guide a little 

man through a series of 2D/3D courses and having to 
dodge an onslaught of incoming objects or to collect a 

pre determined amount of coins or a combination of 

both. To add to this already deadly combination, you 

can go 'mono e mono' with a human opponent. So 

instead of just trying to survive the course, you are also 
attempting to 'detour’ your opponent into say an 

incoming giant mechanical chicken or a UFO’s tractor 

beam or into the path of a giant hammer, which of 

course makes for one hell of a funny competition. 

The control interface is unique in that it is a joystick 

which moves on a horizontal plane. The joysticks have 

rubberized bases allowing you to bump your oppo¬ 

nents joystick and therefore their character into the 

countless dangerous obstacles. 

Each game comprises of 5 courses selected at random 

from a total of 25. The courses range from easy to diffi¬ 

cult, with the most difficult needing a very high level 

of concentration to complete (very challenging) 

Panic Park is a refreshingly funny game which seems 

to borrow a few leaves out of Point Blank’s book in 

terms of humour and level design. The game is also 

challenging in one player mode though it is in two- 

player mode that it gets the most laughs. 

=i/i □ 
trajectory angle) properly. In Speed, even with the car 

at full acceleration, you don’t get the feeling that the 
Thanks to Galaxy World 
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A N I M E 

All import videos supplied by The Cartoon Gallery, QVB, Sydney. 
Their website lists over 2.300 anime items. Phone: (02)9267-3022 
http: //www. cartoongalle ry. com. au 

PICTURE 

Fantasy. It's about elves, magic, demons, sword and 

sorcery. It's about beating up local bad guys whilst 

stumbling upon an horrific plot to eat the souls of the 

local human population. It’s usually about a group of 

adventurers (with differing skills at butchering their 

enemies) gathering together to raid the local dragon 

hoard just outside of town. Elves dance like zippies in 

the depths of the forests, twisted dwarves mine for gold 

in demon infested mountains while monsters of every 

shape and size roam the plains for that fresh taste of 

human blood. Enter: Slayers. The next big thing being 

watched by anime freaks around the globe. 

YOUR V7ET DREAM (S MOW A FANTASY 

That’s right! Plug into Slayers and watch big breasts 

bulging with every spell cast, courtesy of Nagha the 

serpent side kick partner to the so-called small breast¬ 

ed powerful runt grrl Lina Inverse. It’s not hard to see 

the appeal of Slayers to the teenage male dominated 

anime market in the west (kinda reminded me of "Sexy 

Girls with Sexy Guns"). Lots of skin mixed in with the 

sprays of blood and jelly fish. 

Slayers the motion picture is like a cross between 

Dragon Half and Dungeons and Dragons. It’s an action- 

adventure set in a far away land where anything can 

happen, including degenerating into humiliation and 

total absurdity for the characters. 

a respectable gathering of lesser demons. It’s a race 

against time to travel into the past to save the future! 

Based on the hit animated series of the same name. 

Slayers the movie is a wild and wacky offering set in a 

fantasy backdrop. It’s a buddy film where the two 

characters aren’t exactly buddies; where demons dress 

themselves as frogs and people are hypnotized to see 

dancing people dressed as mushrooms. Slayers is a well 

executed animation filled will lots of comedy and 

action. It seems pretty obsessive about breast size, and 

the humour gets so lame that it becomes down-right 

weird. A strange slow moving plot filled with weird- 

arse interludes. Fantasy boffins everywhere will love 

this. 

Slayers Lina and Nagha are two of the world’s most 

powerful sorcerers drawn to the hot springs of a haunt 

ed island masked as a famous tourist attraction. Once 

there they stumble upon a dreamweavers’s spell, who fonvinces Lina to embark on a quest to rid the island of 

he "big boss demon” who eats dried squid and laughs 

like a turkey. Lina and Nahga are promised untold rich 

es in return for their services, as well as a promised 

boob job for the insecure Lina. Along the way they bat¬ 

tle the strongest men on the island, as well as swarms 

of jelly fish, water dragons, zombie villagers as well as 

Rated PG . Available on Import through the .4 

Cartoon Gallery. / # 
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> LEVEL EDITING 
Most games released these days either come with level editors or are hacked to pieces by ardent fans and 

supplemented with home-made level editors on the internet. Making your own levels can be tedious and 

frustrating, but it can also be one of the most satisfying things you can achieve with your PC. The Hyper team 

have wasted many an hour tweaking our custom-made Quake levels for our own after-hours deathmatches. 

There are many online resources you can use to help you create your own masterpieces, from tutorials to 

troubleshooting guides as well as funky tools to help you create what you see in your head. Here’s a net 

trawl this month of a few game editing programs and their websites... 

http://www.planetquake.com/worldcraft/ 

Worldcraft is probably the most widely-used level 

editing program available. Thanks to this awesome 

tool, you can create your own single-player and multi¬ 

player levels for Quake. Quake 2. Hexen 2 and Half-Life! 

At The Forge, the official Worldcraft Editing site, you 

can read tutorials on how to create everything from a 

simple room to complex stairways and funky lighting. 

There are a bunch of texure WADs to download too, if 

you want to get creative. Most of the mission packs for 

the aforementioned games are supported too, so just 

about everything you would ever need is at this one 

site. 

http://www.darkjedi.com/ 

JED is a unofficial freeware level editor for Jedi Knight. 

The website also provides you with editors for Outlaws 
(LawMaker) and the original Dark Forces (WDFuse). 

Unlike the comprehensive all-in-one package of 

Worldcraft, these editors require a bit more technical 

knowledge and the ability to use a variety of editing 

tools. However, for fans of these games, this is the best 

place to be for info, tools, levels and help in creating 

your dream levels. There is even a messageboard where 

you can trade problems and hopefully help someone 

else solve theirs. 

http://www.unrealed.net/ 
Unreal was one of the first games to come packaged 

with a functioning level editor. Though the editor is 

well presented enough for gamers to figure out fairly 

easily, there is a semi-official website devoted to pro¬ 

viding assistance. With comprehensive info on script¬ 

ing as well as standard level editing, you can go about 

creating a whole Unreal Mod or TC using the wealth of 

information at Unrealed.Net. Yes. there is a tutorial 

available online too! 

http://www.blizzard.com/star/editor.shtml 

Though nowhere near as difficult as creating entire 3D 

levels from scratch, the Starcraft Scenario editor is still 

a tool for fans to extend the life of this brilliant strate¬ 

gy game. Again, this editor actually comes with the 

game, so it’s not too difficult to figure out on it’s own. 

However, the net is bursting with info on how to get the 

most out of the scenario builder, and the official 

Blizzard site is a starting point as good as any. 

? SIdler.ill Campaign Editor (|4)0ppoxing City States ’98 tem] 
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RETROSPECT 

GAUNTLET II ANCIENT HISTORY 

to play at once was a major leap forward in terms of 

thinking for arcade games. 

The basic concept behind the Gauntlet games was 

very simple. Simply navigate your way through the 

maze, and find the exit. Along the way you’d be 

attacked by endless hordes of monsters, and foul traps. 

Of course there were powerups and health to keep you 

going. Players could choose to be either a warrior, wiz¬ 

ard, valkyrie, or elf. Each character had varying levels 

of shot damage, melee damage, armour strength, 

speed, and magic ability. 

Gauntlet 1 allowed four players, but had a specific 

joystick for each specific character in the game, so it 

was a bit limited in that if you wanted to play as a war¬ 

rior, and somebody was already using the warrior... 

Too bad. Gauntlet II in my mind was the true classic, as 

it allowed you to pick whichever character you wanted 

WIZARD 
SCORE HEALTH 

o o 
INSERT COIN 

ELF 
SCORE HEALTH 

o o 
INSERT COIN 

1 COIN = 
750 HEALTH 

FORMAT: ARCADE/AM IGA/C 64 

PLAYERS: 1-4 

PUBLISHER: ATARI 

If you want to talk about the history of multiplayer 

action games, then a good place to start is with 

Gauntlet. Atari stumbled across a formula for success... 
multiplayer gaming. 

We had seen 2 player games before, but to take it a 

step further and offer a game that allowed four people 

LEVEL 13 
ELF 

SCORE HEALTH 
170 1413 

UALKYRIE 
SCORE HEALTH 

6414 1827 

to be, and your joystick simply related to which 

colour you were. 

Something that many an old arcade goer will remem¬ 

ber the Gauntlet games for is the evil system Atari set 

up to allow you to get extra health. During the game, 

you constantly lost health, at a slow, yet steady rate. 

Unless you were moving quickly between health 

powerups, and not getting caught up in big battles, 

you would basically be dying most of the time. To 

avert death, you could slip in twenty cents (that was 

a bigger ask in those days), and you’d receive 750 
health points. 

The only way for players to really get on top of things 

was to play as a tightly knit team, although this is 

where the next twist came into play. It was possible to 

hurt your team mates on some levels, and on others it 

was even possible to stun them, making them helpless 

to fight against the monsters that were killing them. 

Gauntlet II went on to inspire games such as Demon 

Stalkers for the Commodore 64 (The best Gauntlet style 

game ever in my opinion), Hexplore by Infogrames, 

and Get Medievil by Monolith. Whilst they have all 

improved on the surface, nothing that any of these 

games has offered has caused the same sort of intense 

excitement as the old Gauntlet II arcade machines... 

And no other clone in the future probably never will 

recreate that super cool multiplayer buzz that hit our 
arcades in 1986. 

In an attempt to counter the legitimacy of 

our comments (okay, call us paranoid!), Epic 

Megagames released a patch for Unreal around 

about the time our last issue hit the streets. 

This patch included totally new network code, 

which has basically turned the game from 

being an online barker, to a smooth 1st person 

shooter like Quake 2. Of course, you still need a 

very grunty PC to get a good frame rate out of 

the game, but there have been some minor 

improvements for those with Voodoo 2 cards. 

The main issue here is not so much for Unreal, 

but for those other companies out there that have 

developed new games using the Unreal engine. We can 

now rest assured that games like Wheel of Time and 

Duke Nukem Forever won’t suffer the same fate that 

Unreal did when it comes to Internet play. 

If you want to go get the patch, a good place to 

look for all things Unreal is at http://www.plane- 

tunreal.com/ 
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 Sure, Medievil is the coolest looking game to have hit the PlayStation in a long time, but don’t let the pretty 

graphics and Elfman-esque soundtrack fool you: the game does have quite a few devious little puzzles. What 

this playguide offers is a simple walk through the game, highlighting the main important parts within the game 

(ie don’t expect every last secret). 



DAN’S CRYPT [level 1] 
Nothing really special here. Just make sure you 

pick up the Small Sword, Throwing Daggers, Life 

Bottle, and Copper Shield. The red patch on the 

wall can be later bashed down with the club or 

hammer to reveal coins and a life bottle. 

THE GRAVEYARD [level 2] 
Run through the path and pick up the Earth Rune 

on the right hand side. Keep on running till you 

reach the green fountain. Open the Earth Rune Cate 

to the left behind you and grab the Chaos Rune. 

Run up the stairs through the Chaos Rune Door, and 

then hit the Angel so that it rotates and opens the 

door to the chalice. When you’ve killed enough 

zombies to collect the chalice, get the chalice and 

then hit the Angel again twice to open the door on 

the opposite end. Co through those gates, pick up 

the life bottle and then the copper shield. Go over 

the bridge, avoid the deep water, and exit the 

stage. If you qualified for the Hall of Heroes, go to 

the first statue on the left to pick up the crossbow. 

CEMETERY Hill [Level 3] 
Stick to the left, use the skull chest as a super 

bomb, grab the energy vial, and use the Gargoyle 

in the stable to get some supplies. Then run over 

to where the boulders are coming at you. Dodge 

them, run up the first flight of step, then run to 

the left. Take the copper shield from the chest, 

and then jump down into the little enclosure. Get 

the club from the chest. You have to use the club 

sparingly since its power can run out. Smash 

through one of the three boulders, then go 

through the gates directly opposite to the other 

little enclosure. Use the Club to smash through 

the boulder, then go inside the Witches’ Den. Use 

the sword to kill off all of the zombies, then go 

back outside. Set your club on fire by smashing it 

down on the fire, then go back inside the 

Witches’ Den. When you get to the circular room, 

smash your flaming club down on the stone in 

the centre of the room. Kill off all of the baddies, 

then make off with the Energy Vial, Witch 

Talisman, Copper Shield, Chalice, and coins. 

Go back to the path with the boulders. Make 

your way up the hill, using the steps where nec¬ 

essary and ignoring the chests full of goodies for 

now. When you get to the top, the boulder prob¬ 

lem should stop, so you can go back down and 

pick up the goodies you saw on the way up. Heal 

yourself at the fountain, then go through the 

door. At the Hall of Heroes, go to the statue 

immediately on the left and get the life bottle. 

THE HILLTOP MADSOLEDM [Level 4] 
Run through the room killing all the baddies, 

then grab the club in the chest at the end of the 

room. Use the club to smash all the coffins and 

grab the money and energy vials. Smash the cof¬ 

fin at the far right and jump down. Run along the 

tunnel, use the club to smash through the glass. 

Kill the baddies, smash through the glass wall on 

the left, and head down the path. Destroy the 

glass shards on the floor, kill the baddies, pick up 

the energy vial, and then get the Earth Rune. As 

the floor starts falling from beneath you, run 

back the way you came and then smash through 

the purple glass in the middle. Smash the shards, 

go through the Earth Rune Gate, and then make 

your way up the stairs. Go right, pick up the 

Moon Rune, then go right again to the skeleton 

organist and find the Chaos Rune. The gargoyle 

head should also be there if you’re looking for 

supplies. Leave the Organ Room from where you 

came, go down to the coffins, then jump back 

into the hole under the coffin. When you get to 
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PLAYGUIDE 

the junction again, smash through the glass on 
the right. Co down the path, smash the glass 
shards, and then go through the Moon Rune gate. 
Make off with the Energy Vial and Sheet Music. 
The ground will fall from beneath you again, so 
run back to the junction, run back up the stairs, 
and then make your way back to the organ room. 
Select the Sheet Music, and the Organist will play 
a tune to unlock a secret door for you. Make off 
with the money, and if you’ve killed enough bad¬ 
dies, make off with the Chalice. Leave the Organ 
Room, go left, down the stairs, and then go 
through the Chaos Rune Cate. Push the flame 
down the path until it rests underneath the frozen 
heart, which should then begin to melt. Now run 
back up to the area with the stained glass win¬ 
dow just before the Organ Room. There, you’ll 
meet the Stain Class Boss. To beat him, just keep 
your distance every time he attacks. The only 
time this boss is vulnerable to attack is when it 
goes to the middle of the screen and pulls out its 
heart. The best weapon to use is the crossbow. If 
you ever run out of arrows, use the throwing 
knives. When the Boss is dead, take the Skull Key 
and get ready to enter the Hall of Heroes. If you 
do make it to the Hall of Heroes, get the Hammer 
from the statue on the far right. 

RETURN TO THE GRAVEYARD [Level 5] 
Kill all the zombies and run over the collapsing 

bridge. Run along the dirt path, dispatching yet 
more zombies, and use the Skull Chest for a super 
bomb. Collect the Energy Vial on the far corner, 
and look around for the Silver Shield and the 
Gargoyle to buy more supplies. 

Run up the stone steps, then make a u-turn to 
the left down the grass ledge. Kill the zombies, 

grab some coins, and then use the Skull Key to 
open the gate. Kill the wolves with the Hammer, 
and follow the path to the Star Rune gate. Co 
around to the other side of the hill, then run to 
the top of it to find the Star Rune. Co back and 
enter the Star Rune gate, collecting the coins and 
Energy Vial before going into the tunnel. You 
should see the Chalice when you come to a fork in 
the road. Co down the left path first, killing the 
baddies, then jump up when you get to the end 
of the tunnel. On the top ledge, push the stone 
till it falls off the end, then repeat the process for 
the stone on the lower ledge. lump back down 
into the tunnel, run back to the fork, and this 
time take the right path. Jump up push the stone 
off the ledge, and you will have formed a make¬ 
shift bridge to get across the water. Pick up the 
Chalice if you’ve killed enough baddies, then 
come back out from the Star Rune gate. Jump 
across the stones you just pushed over, and then 
heal yourself at the fountain. 

When you pass the next set of gates, you’ll 
encounter the Craveyard Guardians - a pair of 
wolves that seem to disappear and attack at ran¬ 
dom. The only time you can attack these wolves is 
at the instant after they lunge at you. Your strat¬ 
egy should therefore be to wait in a position, and 
then run to the side at the last minute and attack. 
Alternatively, you could try using your shield, 
but it runs out pretty quickly. 

THE ENCHANTED EARTH PARTI: ANT 
CAVES [level 6] 

At this stage in the game, you can only finish 
one section of this level. Use the crossbow to kill 
off the frogs and plants, make your way to the 
Witches’ Cauldron, and use the Witch Talisman. 

You’ll then get miniaturised, and you'll enter 
the Ant Colony. Co down the little slope, and 
smash open the ’door’ on the right to release the 
firefly. The firefly will then light the way down 
to the ant colony. 

Your first task is to find 7 pieces of amber. 
These can be found by smashing the ant larvae 
found scattered across the colony. Your second 
task is to free all of the firefly’s mates, who are 
trapped in the walls of the ant colony. When 
you're done collecting the amber and fireflies, 
you’ll eventually find a big door next to the gar- 
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goyle’s head (where you should stock up on more 
supplies). Smash the door open and go in to kill 
the queen ant. 

When fighting the Queen, dispatch the drone 
ants with your Hammer. The only time the Queen 
is vulnerable is when she exposes her underbelly 
to you, which you should shower with your cross¬ 
bow. Once she’s dead, go through the portal to 
get a prize from the witch. If you’ve saved all the 
fireflies, you’ll be taken to the Hall of Heroes, 
where you can get the Broad Sword from the far 
left statue. 

SCARECROW FIELDS [Level 7| 
In spite of the book’s advice, kill off every¬ 

thing, including the scarecrows: otherwise you’ll 
never get the Chalice. Keep moving forward, and 
you’ll come to a wagon sitting in the way. Hit the 
wagon on the right to move it out of the way. 
Follow the path down to the fire, picking up the 
coins on the left and the energy vial on the right. 
Co through the left gap towards the windmill, 
where you’ll encounter a large robot. All you 
have to do is shoot your crossbow at the head of 
the robot. You can run underneath its legs, and 
once the head is gone, shoot the critter that's 
controlling the robot. When it dies, get the Moon 
Rune, go around to the Moon Rune gate, and 
enter it. Kill off the bats and grab the Earth Rune. 

Co back up to the windmill and enter the Earth 
Rune gate. Avoid the windmill blades, avoid the 
scarecrow, and heal yourself when you get to the 
fountain. When you get to the next robot, kill it 
in exactly the same way as before and avoid its 
fireballs. When it dies, grab the Chaos Rune and 
open the gate. Co read the book by the barn, and 
then go left around the back of the building. Hit 
the skull chest to release a serpent spirit, who’ll 
help you kill off the scarecrows. Navigate your 
way through the corn field, making sure you 
don’t touch it, then make your way to the next 
windmill. Time the movement of the blades and 
dash past them. When you get to the rotating 
grinder, run through it clockwise. In the next 
room, run clockwise again and take it slowly 

(forget the coins - you’ll get them on the way 
back). Use the fountain, then go around the out¬ 
side of the next section, avoiding the flames. Co 
clockwise around the next section, then anti¬ 
clockwise around the next. Get the Harvester Part, 
then make your way back through all the 
machinery you just came through. Go back to the 
barn, push the cart out of the way and enter the 
door. Flick the switch to lower the corn-cutting 
machine, then use the Harvester Part. Follow the 
path it makes, and then cross the bridge for an 
Energy Vial, coins, and the Chalice. After you get 
the Chalice, go all the way back through the 
machinery again, and exit on the right of the 
spinning wheel. In the Hall of Heroes, all you can 
get are some coins from the statue on the far left. 

PUMPKIN GOREE [Level R| 
Head down the right tunnel by the branches 

and follow the path. Slash the tentacles that 
attack you and find the Moon Rune. Kill off the 
pumpkins and get some ammo from the Gargoyle 
if needed. If you smash the wall to the right of the 
Cargoyle, a path will be revealed that leads to the 
Chalice. Follow the path, dispatching more 
pumpkins and tentacles, and smash through the 
rocks with the Hammer. Co through the Moon 
Rune door, and run clockwise around the wheel 
to get the Chaos Rune. Co back outside, then go 
up the narrow ramp where you can go through 
the Chaos Rune gates (ignore the exit for now). 
Run around till you get to the first door. Enter it, 
then jump across the mushrooms and ledges to 
reach the stony path on the right, which will lead 
to the Earth Rune. Smash through more baddies, 
exit through the door, then go left and go 
through the Earth Rune door. Co up the winding 
path and kill the Pumpkin Man to get the Star 
Rune. Smash the boulder to exit. 

Co back up via the mushrooms (or stony path) 
and get to the dirt path, which should lead to the 
Star Rune gate. When you go through, the Time 
Rune will be whisked away by a bunch of tenta¬ 
cles and baddies, which you must continually 
hack and slash at until the Time Rune comes back 

/r¥' i\ 

down. Crab it, and open the doors on either side. 
Co left first, smashing everything in sight, and 
then taking a right turn at the fork. You might 
want to go back and pick up the Chalice now. 
Come back, and this time turn left when you get 
to the fork. Ride the mushroom to the exit. At the 
Hall of Heroes, go up the left stairs and get the 
Spear from the first statue. 

PUMPKIN SERPENT [Level 9] 
Get past the left tentacles to the witches’ caul¬ 

dron. Use the Witch Talisman. To wake the 
Pumpkin Serpent, you have to mash all of his 9 
pods. Hit the one by the tight house, then the one 
near the arch. Co through, then take the first path 
on the left and hack your way through to the next 
pod. Come back to the main path and hit the pod 
by the tentacles. Head right along the offshoot to 
find the next pod. Use the fountain and grab the 
silver shield. When you get back, slash the pods 
near the Pumpkin Serpent. Avoid the tentacles, 
and don’t hit the skull chests just yet. Slash the 
last 2 pods to awaken the Serpent. When fighting 
the Serpent, hit the skull chests and throw your 
spears. Heal yourself at the fountain, and when 
you’ve killed enough pumpkins for the Chalice, go 
get the Dragon Gem from the Witch, then jump 
into the well by the arch. Crab the Energy Vials 
and buy supplies, and grab the Chalice on the way 
through the tunnel. When you get to the other 
side, go to the exit just past the Serpent. In the Hall 
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of Heroes, go up either the left or right stairs and 
get the Longbow from the Centaur statue. 

THE SLEEPING VILLAGE [Level 10] 
Don’t kill any of the villagers, as it will reduce 

your Chalice percentage. Find a Silver Shield in 
the iron smith, and a fountain in the church. Co 
all the way down the main road to the fountain 
(where the Chaos Rune is sitting on top). Co into 
the left house and grab the Moon Rune. Leave, 
then go into the next house to find the Moon 
Rune gate. Push a barrel on to the switch to open 
the hatch behind the fence. 

Co through the gate and go down the hatch to 
get the Club. Exit right to the Earth Rune gate. Co 
upstairs and use the Hammer to get the Earth 
Rune, then come back down and go through the 
Earth Rune gate. Flick the switch and go back 
upstairs for the Landlord’s Bust. Co back down¬ 
stairs, go left, then upstairs, and then outside. Co 
kill the baddies when they start coming through. 

Co down the stairs near the Moon Rune gate 
house and flick the switch to move the Chaos 
Rune off the fountain. Cet it, then go open the 
door to the library. Read the books, then Hammer 
the middle bookcase for the Crucifix Cast. 

Co back to the iron smith and put the Crucifix 
Cast in the hot forge, followed by the Landlord’s 
Bust. Jump up and down on the bellows to heat it 
up, then go collect the Cold Crucifix when it pops 
out. Take the Cold Crucifix to the church and use 
it to open a secret panel at the back. Cet the Safe 
Key, then go through the gate in the garden with 
the pool. Climb through the hole to get the Coins 
and Energy Vial. Cet the Chalice if you’ve killed 
enough baddies. Climb back out, climb up the 
roof, and jump down the chimney of the main 
house. Open the blue safe with the Safe Key to get 
the Shadow Artefact. Flick the switch to open the 
fortress gates, then exit the garden and enter the 
fortress. In the Hall of Heroes, get the Cold Shield 
from the second left statue upstairs. 

THE ASYLUM GROUNDS [level 11] 
Co right through the gates, then right when 

you come to the cross-roads. The answer to jack’s 
first riddle is Stars. Go back to the cross-roads 
and go left to hit the first star by the Chaos Rune 
gate, then return over the cross-roads to hit the 
next star. From the cross-road again, turn right 
and go into the maze. Head right to find the next 
star. Co past the maze entrance (stay inside the 
maze), then turn left for the next star. Head down 
the steps and hit the last star. 

Co back to jack for the next riddle. Co back to 
the maze, go left, then to the left path just before 
the last set of steps. Follow the path and flip all 
the sad masks around to reveal their funny side. 
Flip the masks quickly in the following order: top 
right, bottom left, top left, bottom right, top. 
You’ll know it when you’ve got it. 

Co back to jack for the next riddle, then go 
back to the maze, head left, and go through the 
gap on the right just before the steps. Cet the 
Chaos Rune, go to the hand lock (near the start), 
and use it. Get the mouse to follow you. Co to the 
cross-roads through the gates, follow the path 
until you reach the elephant. Co back to the hand 
to collect some coins. Avoid the cats and use the 
mouse to frighten the elephant. 

Co back to jack for the last riddle. Co back to the 
elephant and go through the smashed wall behind 
it. At the junction, you can turn left for a fountain. 
Otherwise, drop down a hole on the left and exit 
the room. Push the 3 fire blocks next to the stained 
glass windows, then go back inside the room and 
stand in the light to be taken out of the maze. 

Go back to jack, then go to the elephant for the 
Chalice. Enter the maze from behind the ele¬ 
phant, turn right at the junction, then hit the 
chess pieces to move them on to their coloured 
squares. If done correctly, the exit will appear in 
the middle, just jump in. At the Hall of Heroes, 
get the Flaming Longbow from the Centaur. 

INSIDE THE ASYLUM [Level 12] 
Kill the zombies, then jump down the hatch. Kill 

the zombies again to get through the gold door. Kill 
more zombies again, and jump down the hatch. Kill 
the straight-jacketed people, collect the vials, and 
talk to the Gargoyle and get your sword enchanted. 
Co through the gold doors. In the lava room, exit 
through the gold door on the right to get the 
Chalice and Earth Rune. Free the Mayor and get the 
second Dragon Cem. At the Hall of Heroes, go up the 
right stairs and get the Axe from the second statue. 

THE ENCHANTED EARTH PART 2: 
SHADDW DEMONS [Level 13] 

Co past the cauldron and make your way to the 
tree lift. Use the fountain just beyond the lift 
before going up if necessary. Co up the lift, make 
your way up the winding ramp, and push all of 
the eggs off the nest to get the Earth Rune. Come 
back down the lift, go to the pool cross-roads 
and turn left, then left again at the fork, then 
open the Earth Rune door. Use the stones to jump 
across the water, then use the Shadow Artefact to 
open the hatch, jump in. Step on the floor 
switches in the following order: Fire, Earth, Water, 
Wind, and grab the Shadow Talisman. Teleport 
out of there, then go through the gates. Head left 
back to the start of the level and get more ammo 
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from the Gargoyle. Go to the pool and place the 
Shadow Talisman in the socket. Go up the stairs to 
get the Star Rune. The two demons here are best 
killed with the Spear and Longbow. When they’re 
dead, heal yourself at the fountain near the top, 
then go across the bridge to get the Energy Vials. 
Drop down the hole, kill more demons, and when 
you’ve landed enough kills to get the Chalice, jump 
back over the water to the prison to pick up the 
Chalice. Teleport out of there, open the Star Rune 
Gate, and exit. At the Hall of Heroes, go up the right 
stairs and get the coins from the second statue. 

POOLS OF THE ANCIENT OEAD [Level 14] 
Cross the bridge and get the Energy Vial from 

the back of the tower. Turn left at the junction 
and talk to the boatman. Return to the junction 
and go around the path. Don’t bother trying to 
kill the fat guys - just knock them into the water. 
Refill on ammo at the gargoyle, jump right to the 
stone bridge, kill off the baddies, and heal your¬ 
self at the fountain. Jump left to get the Helmet, 
then jump back to the fountain and go around to 
the left. Hit the Skull Chest for the Serpent Spirit, 
who’ll lend you a hand in killing the knights. 

Go over the first small bridge, pick up the 
Helmet, get the Chaos Rune, and get an Energy 
Vial and another Helmet from the tree. lump over 
the small gap (pick up the Chalice from here 
when you’ve got 100%) and get another Helmet 
from the orange flag. Jump to the left area of 
land and come back past the stone bridge. Turn 
right at the junction to get the Energy Vial if 
needed. Otherwise, go straight, get the shield 

and Helmet, then use the small rock near the hel¬ 
met to jump to the next piece of land. Ignore the 
skull chests, grab the Helmet, and go through the 
Chaos Rune gate. 

Get the Helmet on the right, kill off the skele¬ 
tons, then run down the hill and jump to the 
other side to avoid the chariots. Go up the ramp 
for the final helmet, then kill as many skeletons 
and nasties as is needed till you can get the 
Chalice. Take all the helmets back to the boatman 
and onward to the next stage. At the Hall of 

Heroes, go up the right stairs and get the Magic 
Sword from the first statue. 

THE LAKE [Level IS) 
When the Ferryman drops you off, head up the 

stairs and go along the walkway. Go left at the 
junction. Kill the green frogmen as you go. Go 
over the right path to get the Earth Rune, then go 
into either one of the doors opposite. Cet the 
Energy Vial at the back of the water room, go 
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through the next door, then run between the eye 

and the water spout to get the Chaos Rune on the 

left. Wait around for some frogmen (the Star Rune 

will have to wait till later) and kill them, then go 

all the way back past the rotating junction and 

go down the pathway. When you get to the 

whirlpool, go around and take the second left 

path, activate the Earth Rune device, go back to 

the whirlpool area, and go left to collect the Time 

Rune. You can jump into the frozen whirlpool. 

Follow the tunnel - note the location of the 

Chalice here - and after the doorway go right to 

collect coins. Cross the bridge, get supplies from 

the Gargoyle, and then enter the door into the 

building. Go left, through the arch, and pick up 

the Star Rune. 

Go back outside and go to the left of the fence. 

Tum right, go through a door, and hit the switch to 

raise the gate back to the cross-roads. Go back to the 

cross-roads, turn right, and go through the water 

room to get to the Star Rune exit. Get the Longbow 

from the Centaur statue in the Hall of Heroes. 

THE CRYSTAL CAVES [Level 16] 
Cross the bridge and turn right at the junction 

(Chalice on the left). Talk to the Gargoyle, then 

go release the imp. Kill the imp. then turn right, 

then release and kill the next imp. Go left into the 

room with rotating beams to get the Earth Rune, 

then come back to the cross-roads and go to the 

area on the right. Kill the imp, then hit the skull 

chest to kill a few more. The rhinotaurs are best 

killed with the sword before they can get too 

close. Go down the next passage, kill more imps 

and rhinotaurs, get supplies from the gargoyle, 

and then go through the Earth Rune gate. Go 
through the waterfall, jump the gap to collect the 

Star Rune, then awaken the Dragon by inserting 

the two Dragon Gems. To defeat the dragon, you 

have to use the Hammer on the ground and cause 

rocks to fall on the Dragon’s head. You can’t 

inflict any damage on it directly. The Dragon, 

once defeated, should yield the Dragon Armour. 

From the waterfall, go through the large cav¬ 

ern, killing more imps, and then go through the 

door to kill more imps before jumping down the r 

tunnel, where you’ll end up at an earlier junc¬ 

tion. Turn left to get to the Star Rune lock, and i 

get the Chalice before leaving. In the Hall of 

Heroes, go through the opened doors to get the } 

Lightning. 

t 

THE GALLOWS GAUNTLET [level 17] 
Read the book, then walk down the passage 

killing all the baddies. Forget the slime exit at 

this point: use your Dragon Armour to get 

through the fiery portal, and step on all the floor 

switches while avoiding the serpent spirit (you 

can’t kill it). Go through the fiery portal and keep | 

running till the serpent disappears. Go through ! 

all the gates you’ve opened, get the goodies - the . 
floor switch opposite the dead dragon reveals the i 

Chalice - and kill more baddies on the other side l 

of the Star Rune gate. Get the Chalice and get out S 

of there. In the Hall of Heroes, get the Life Bottle 

from the Centaur. r 

THE HAUNTED RUINS [Level IS] 
Get the chickens to start eating from the grain ‘ 

pile on the floor to reveal a floor switch, which 

should lower the drawbridge. Go up the stairs to 

the left and get the Chaos Rune. Return right, kill 

the flying demon, then jump to the right to get to 1 

the courtyard. Equip your Magic Longbow and 

run left, killing all of the shadow demons before 

they start barbecuing the prisoners. Use the 

Hammer to put out the 3 fires, then step on the ' 

floor switch to release the prisoners. 
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Return right to go through the opened gate, 
run past the cannons, buy supplies from the 
Gargoyle, go up the stairs, and go around the 
walkway to the left. Go down the stairs, then go 
through the Chaos Rune Gate at the other side of 
the courtyard after picking up the goodies. 

Use the Dragon Armour to get through the flames 
and go to the throne room. Go towards the throne, 
fall through the trapdoor, and then go through the 
left doorway to get the Crown. Leave the room, then 
go through the right door, heal yourself, then exit 
left and get back to the throne room. Go to the 
throne and use the Crown, which will summon the 
King, who’ll teleport you to the floodgate lever. Get 
the Earth Rune at the bottom and hit the switch, 
which will then start a countdown. 

Whip on your Dragon Armour and use your fire 
breath to push the stone golems over the ledge. 
Run through the gates, past the cannons, through 
the courtyard, through the doorway, and then to 
the Earth Rune Lock. Activate it, exit, go left, and 
go up the zigzag path to get the Chalice. Go back 
to the bottom, go past the books, and hit the 
switch to drop a boulder into the catapult. Get on 
the catapult and get thrown to the next stage. In 
the Hall of Heroes, get the Energy Vials from the 
first statue up the left flight of stairs. 

THE GHOST SHIP [Level 19] 
Go right, fight the skeletons, then go up the 

ramp to the mast to get the Moon Rune. Go back 
to the start, open the Moon Rune door, then buy 
supplies from the Cargoyle and get the Star Rune. 
Go to the right of the deck, jump up to the left, 
and go through the Star Rune door. Drop down to 
kill the skeletons, run down the right ramp, and 
get the Chaos Rune. Come back and open the 
Chaos Rune door on the right of the deck. Bounce 
across to the other side, then jump over the 
hinged platforms, then heal yourself at the foun¬ 
tain. Jump on a long blade on the rotating wheel 
and go up the right stairs to kill a few baddies. 
Come back down and jump in the cage for a ride. 
Jump out to get the items when necessary, and if 
the cage drops, just jump straight up so that it 
comes back up a bit. Be sure to get the Chalice. At 
the rotating blades, go up the stairs on the right, 
go through the right door and face off with the 
Captain. Get the club, light it in the fire, and use 

; it to fire the cannons at the Captain. lust don’t 
use the club to kill off the other skeletons. When 
the Captain falls arse over, go through the slime 
exit. Go up the left stairs in the Hall of Heroes to 
get some coins from the second statue. 

: THE ENTRAHCE HALL [Level 20] 
Kill the Imps with the Magic Sword. Co left at 

the junction, and go down both flights of stairs 
killing everything in sight. Co all the way back up 

J, the stairs, then go down the other side, killing the 
all of the imps there as well. Use the Flaming 

\ Longbow and try not to get your weapons stolen. 
Once all the imps are dead, you’re free to get the 
Chalice, and you can go all the way to the exit at 

\ the Dragons Hall. Collect a Life Bottle from the first 
■ statue up the right stairs in the Hall of Heroes. 

THE TIME DEVICE [level 21] 
Hit the switch, kill the guard, and run to the 
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left. 
Ignore 
the flying 
clocks. lump past the 
wrench and go left 
down the narrow 
ramp. lump to the 
clock face, avoid the 
hands, get to the next 
platform, then go over 
the bridge. Go past the 
pendulum to another 
clock, and then head over to 
the next one. Go over the 
bridge, get the Time Rune, flick 
the switch, and go through the 
gate. 

Return to the entrance and kill 
the baddies on the other side. 
Note the time on the descending 
clock as you near the butterfly 
gates: you have to make the large 
clock face display the same time. 
Bounce on to it with the spring pads 
and set the time with the silver and 
gold buttons. Drop off, go through 
the gate, and heal yourself. 

Spring back to the clock face, go over 
the bridge and go through the Time Rune 
gate. Note the time as you come near the 
butterfly gates, then run clockwise to the 
back to ride up the platform. Go right and 
up the circular platform, get past the pendu¬ 
lums and grab the Chaos Rune. Get back to the 
circular walkway, go over the rising platform, 
and jump into the pipe. Hit the switch to start 
the countdown. Hit one of the electric field 
junctions to disable the field, then go down the 
stairs to collect the Earth Rune. 

Go left from the rising platform to go to the 
Chaos Rune gate. Go through it, and then 
through the Earth Rune gate. Push the arrow to 
rotate the train towards it. lump into the wagon 
behind the train and go for a ride. When the 
train stops, shoot the guards, and bounce over 
to get the Moon Rune. Jump back in the train, 
open the Moon Rune gate, rotate the train 
towards it, jump in again for another ride. Co 
along either side of the track, hit both switches, 
and leave through the slime exit. 

ZAROK’S LAIR [Level 22] 
Spend all your money at the Gargoyle’s, get 

the Silver Shield and Good Lightning, and go to 
the grey circle in the middle to place the Chalice. 
When your soldiers face off with Zarok, just 
spend your time topping up your soldiers’ ener¬ 
gy with good lightning. The more who survive, 
the more Energy Vials you get later. To beat the 
mounted champion, it’s preferable to use the 
Longbow. Otherwise, just side-step the attacks 
and keep your distance from the force field. 
When Zarok turns into a lizard, run to the foun¬ 
tain and heal yourself. Basically keep your dis¬ 
tance from him, avoiding the death breath and 
charges by running in circles. Zarok is only vul¬ 
nerable when he rears up, and you have to slash 
him with the magic sword from behind. Be care¬ 
ful to avoid his force fields and lightning 
attacks. When Zarok is dead, sit back, relax, 
and watching the ending sequence. 
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CHEAT MODE 

Sega 
1902 555 444 
Calls charged at a rate of .95c 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 S1.50 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.9SC per min. A higher rate 

applies from public and mobile phones. 

Virgin Interactive 
1902 220 058 
Calls charged at a rate of .95c per min. A higher rate 

applies from public and mobile phones. 

GT Interactive 
1900 957 665 
Calls charged at a rate of 93c per min. A higher rate 

applies from public and mobile phones. 

Colin McRae Rally 
PC 

Add these cheats in the Name- 
Edit-Screen: 
TROLLEY: Four-wheel steering 
FORKLIFT: Back-wheel steering 
HELIUMNICK: Copilot talks like 

Mickey Mouse 
MOREOOMPH: Turbo mode 
BLANCMANGE: Rubber car 
BACKSEAT: Nicky Grist as copilot 
PEASOUPER: All tracks in fog 
OPENROADS: Choose all tracks 
SHOEBOXES: Choose all cars 

NHL 99 
PC 

When you’re playing a game, 
press SPACE and enter these 
cheats: 
Homegoal: Goal for the home 
team 
Awaygoal: Goal for the guest team 
Zambo: The ice machine comes on 
the field 
Injury: A player of the team you’re 
playing against becomes an 
injury 
Check: Every player checks 
another player 
Grab: Every player checks another 
player with his hockey stick 
Spots: Turn off the lights in the 
hall 

Flash: All spectactors use their 
cameras 
Victory: Fireworks 
NB: You must use Y for Z and Z for 
Y (American keyboard layout) 

Get Medieval 
PC 

Within the game, type: 
mpkfa: God Mode 
protectme: gives lots of armor 
diediedie: full weapon upgrade 
thereisnotry: completes the whole 
dungeon i and 2 
mppos: Global Position 
mpfps: Frames per second 

Lego Island 
PC 

Inside the Info Centre, keep 
clicking on the arrows until an 
elevator appears. Enter the 
elevator and click 
on the 3rd floor. Two arrows will 
materialize. If you click on the 
right one, a desk appears. Now, 
click on the middle drawer of the 
desk and you will be given clues 
about a cave code. Now, while 
playing the game, press T and Z 
simultaneously to make the 
flowers and trees dance. 

Caesar III 
PC 

Money cheat: 
Use this cheat when you get the 
option of going into the Senate. 
Click the Emperor icon in the 
Senate. 
Give yourself a wage of 500 
denarii (Caesar’s wage). After a 
few months, when you 
accumulate around 3000 denarii, 
go to the same screen and press 
the "Give to city’’ button. Click the 
"all” button in the dialog. Then 
press the "give” button. Notice 
that you have no savings at all. 
Press the "Give to city” button 
again, (do not press the "all 
button again"), just press the 
"give" button again, and your 
savings go into negative digits. 
Keep repeating this and you’ll 
have a fortune. 
Came file cheat: 
There is a file named 
c3_m0dels.txt in your Caesar 3 
directory. This file will let you 
change just about everything in 
the game. lust read the simple 
instructions, then find out what 
all the numbers mean, and you’re 
all set. 
Another money cheat: 
In the Caesar 3 directory, there is 

a file called c3_m0del.txt. Open 
that file and look for the word 
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dig. On the first line, change the 
number to a negative number, eg. 
-looo. Now. whenever you destroy 
some terrain or a building, 1000 

will hP aHHpH tn vniir 

second fountain you come to. Co 
left and follow the road come to 
until you see a statue on the 
right that looks like a woman 
hnlHirm a lnnrt Diprp of oadpt 

tiny 
PLAYTIME: Tiny players and large 
goalies 
B1CBIC: All the players are huge 
BRAINY: Players have big heads 

until you hear the sound you like 
and hold the button. This causes 
your opponents rumble pak to 
rumble continuously. 

uciiam win kjc ouucu tu yuui 

funds. 
iiuiumy a luny pictc ui popwi. 

Tail whip it 3 times. Each time 
you hit it the statue should 
wobble off balance. After 3 hits 
it should fall over and a life will 
pop out. 
Unlimited Extra Lives: 
In the beginning of the game, 

EAEAO: Activates the EA Blades 
team 
3RD: Selects team’s third jersey if 

they have one 
FREEEA: Adds game developers to 
the free agent list 

NASCAR 99 
N64 

The Fifth Element 
PSX 
rhPAt mpmr 

Aerial Tricks: 
Turn off damage in the options 
screen. While racing, turn around 
and slam into an oncoming car. 
You’ll do aerial stuff like front 
flips and barrel rolls. It won’t help 
you win the race, but it’s fun. 

1 MIC IIU. 

From the main menu (new game, 
load game, options, etc.), press Li, 
L2, R2, Ri, Select. 
Thic will nrivp v/nn atppqq to 

get the extra life on top of the 
fountain. Then, pause the game 
and check your status. Unpause 
thp rrArne and there will be 

MediEvil 
PSX 
Cheat Menu* Hilo win yivc yuu auccoo tu 

infinite lives, weapons, items, cut 
scenes, and all the levels. 

111^ U Ulllv Q11U V 1 1 V 1 w Will KJ C 

another extra life on top of the 
fountain. Keep on doing this for 
as long as your cheating heart 
desires for unlimited extra lives! 

vlivcn If 1^ IIU* 

While playing, pause the game. 
Hold down the L2 button while you 
press Down, Up, Square, Triangle, 
Triangle, Circle, Down, Up. 
Square, Triangle. 
Super Cheat Menu: 
While playing, pause the game. 
Hold down L2 while you press 
Triangle, Circle, Triangle, Circle, 
Circle, Triangle, Left, Circle, Up, 
Down, Right, Circle, Left, Left, 
Triangle, Right, Circle, Left, Left, 
Triangle, Circle, Down, Circle, 
Circle, Right. 

Duke Nukem:Time To Kill 
PSX 
Pause the game and enter these 

Spyro the Dragon 
PSX 
In order to get a sneak preview of 
Crash Bandicoot Warped, simply 
pop the Spyro disc into your 
PlayStation, boot it up, andwhen 
you see the screen that says ’’Press 
Start,” press the Li and Triangle 
buttons simultaneously. 
Run FA«;fpr- 

codes. Be careful - if you put them 
in too quickly, they may not work. 
If they have been done correctly, 
it will write on the screen the 
name of the cheat that was 
entered. 
INFINITE AMMO: L, R, L, R, Select, 
L, R, L, R, Select 
ALL WEAPONS: Li, L2, U, Li, L2. D, 
Ri, R, R2, L 
ALL INVENTORY: Ri • 5, L2 * 5 

Future Gup: LAPD 
PSX 
Passwords 
Level l: TAFRGYBLRR 
Level 2: CRCRCYBLRY 
Level 3: FUMRCYBLRL 
Level 4: SICUCYBLLI 
Level 5: TAFUGYBLLR 
Level 6: CRCUCYBLLY 
Level 7: FUMUCYBLLR 
Level 8: SIFYCYBISR 

IMAII rOJIvii 

To run faster, hold the RUN and 
JUMP buttonPsimultaneously. NHL 99 

N64 

ALL KEYS - U, R, U, L, D, U, R, L, R. D 
INVISIBLE: Li, Ri, Li, Ri, Li, Ri, Li, Ri, 
Li, Ri 
DOUBLE DAMAGE: L2, R2, L2, R2, L2, 

NHL ‘99 
PSX 
Change Crowd Sounds: 
After scoring a goal press and/or 
hold the triangle button and you 
will hear one of four sounds. They 
are: Crazed Fan, Bullhorn, another 
type of horn, and Fireworks. 

Enter these codes on the 

Nascar 99 
PSX 
Waving Driver: 
Select cockpit view, then hold 
Select until the driver waves. 

password screen. 
3RD: Away team wears third jersey 
BIGBIG: Big players 
BRAINY: Big heads 
FREEEA: EA Blades and EA Storm 
teams 
SPEEDY: Faster game play 
VICTORY: View ending sequence 
Goal Sounds 
After scoring a goal you can make 
some various sounds that are 
heard after goals. When the 
instant replay starts, hit Z to hear 
different sounds. Keep hitting it 

R2, L2, R2, L2, R2 
INVINCIBILITY: L2, Ri, Li, R2, U, D, 
U, D, Select, Select 
BIG HEAD DUKE: Ri x 9. U 
TINY HEAD DUKE: Ri x 9, D 
BIG HEAD ENEMIES: Ri x 9, L 
TINY HEAD ENEMIES: Ri x 9, R 
Beat The Game: 

Jersey Devil 
PSX 
Extra Life: 
In the park level, follow the road 
from the start. Walk up to the 

Cheat Codes: 
Enter these codes at the password 
screen. 
STANLEY: View winning movie 
CIPTEA: Easy win vs. team England 
NHLKIDS: Players and goalies are 

Whilst playing hold L2 ♦ R2 the 
press Square, Triangle, Circle, 
Circle, Start. 
Level Select: 
Whilst playing, pause the game 
and press Down 9 times then press 
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CHEAT MODE 

Up and it should say "Level 
Select". Now you must quit the 
game, and you will find an extra 
option on the Main Menu called 
"Time To Kill". Select it and press 
Right or Left to choose the level 
you want. Press X to play. 

THE UNHOLY WAR 
PSX 

Secret Warriors and Mayhem 
Backgrounds: 
To release two secret fighting 
backgrounds, beat Strategy Mode 
on Normal level with each side. 
The Arcane victory will release the 
Menhir Circle; the Teknos, the 
Dark Maze. 
To gain control of two secret 
super-warriors, beat Strategy 
Mode on Hard level. The Arcanes 
earn the nasty MegaPrana, while 
the Teknos recieve the Beta- 
Razorfane, their first truly 
effective flying character. 
NB: These caodes are usable in 
Mayhem Mode only. 

ABES DDDYSEE 
PSX 

Try either of these on the main 
menu holding the Ri button: 
Level Select 
Down, Right, Left, Right, Square, 
Circle, Square, Triangle, Circle, 
Square, Right, Left 
FMV 
Up, Left, Right, Square, Circle, 

Triangle, Square, Right, Left, Up, 
Right 

ABES ODDYSEE 
PC 
Try these on the main menu 
holding the Shift button: 
Level Select 
Down, Right, Left, Right, Left, 
Right, Left, Up 
FMV 
Up, Left, Right, Left, Right, Left, 
Right, Down 

Parasite Eve 
PSX 

Cet 60 rounds of bullets 
On the first level, after you beat 
Eve on the Opera Stage, go 
backstage and you will see the 
hole. If you listen carefully at the 
hole you will hear sirens. Co back 
outside the Operahouse and ask 
the cop on the far right for bullets. 
He will give you 60 rounds. 
Infinite Bullets 
In the NYPD go downstairs and 
enter the left door. You can find 
the bullets in the box near the 
counter get it and go out to the 
New York map. Now return to that 
room for more bullets. Repeat as 
needed. 
Infinite Medicine 
This trick is similar to the code for 
infinite bullets. In Day 3:Selection, 
after the battle in the NYPD #i7th 
District where Torres will die and 

Wayne will take over for him, 
whenever you leave the precint 
and come back, visit the weapons 
room and check the chest to the 
«Lright. There will always be a 
^Blicine 2 or 3 waiting for you 
everytime. 
Lots of Trading Cards 
When you're at the hospital, just 
before you go to the 13TH floor, 
find the room that has the nurse 
who is looking for more hurt 
people. Now go to the top of the 
room to the fallen cabinet, look 
behind it to find lots of tradng 
cards. Make sure you have room 
for them in your inventory. 
Weapons from Junk 
Have you ever wondered why you 
got so much junk in Parasite Eve 
Have you also wondered why 
Wayne always asked you to get rid 
of junk Well, if you give Wayne 
more than 300 pieces of junk, he 
can make AWESOME weapons from 
them, just make sure that you TELL 
him what to make, instead of 
letting him decide because he 
screws up sometimes. 

NHL 99 
PSX 
Change Crowd Sounds 
After scoring a goal press and/or 
hold the triangle button and you 
will hear one of four sounds. They 
are: Crazed Fan, Bullhorn, another 
type of horn, and Fireworks. 
Cheat Codes 

Enter these codes at the password 
screen. 
STANLEY: View winning movie 
C1PTEA: Easy win vs. team England 
NHLKIDS: Players and goalies are tiny 
PLAYTIME: Tiny players and large 
goalies 
BIGBIG: Ail the players are huge 
BRAINY: Players have big heads 
EAEAO: Activates the EA Blades 
team 
3RD: Selects team’s third jersey if 
they have one 
FREEEA: Adds game developers to 
the free agent list 
Easter Eggs 
Go get all of the easter eggs, win 
the tournament on pro level. 

TRASH IT 
PSX 

Passwords 
On Quest go to passwords and 
enter these codes: 
Tank: Castle 
Boggin: Chemical plant 
pleb: Toy world 
bostin: Launchpad 
Minging: Planet core 
Shatner: City 
Glitter: Timmy temple 
Smudge: Moonbeams lab 

NEED FOR SPEED 2 
SPECIAL EDITION 
PC 
Auto Pilot 
At the main menu screen type 
SLOT to drive a car that will steer 
for you. 
Bad Weather on Mystic Peaks 
Type "rain" at the main menu to 
race with rain conditions in the 
Proving Grounds or Mystic Peaks 
tracks. (THIS CHEAT DOES NOT 
WORK WITH 3D FX CARDS.) 
Bonus Cars 
To access these vehicles, type one 
of these words at the Car Select 
screen. 
vip: limo 
goi8: school bus 
goi9: commanche pick-up 
go2o: school bus 
go2i: semi 
go22: school bus 
go23: red car 
go24: school bus 
go25: shool bus 
go26: red car-black 
go27: vw fastback 
go28: red car-blacktop 
go29: school bus 
go30: school bus 
go3i: army truck 
go32: school bus 
go33: snow truck 
go34: monolithic studios tour bus 
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CHEAT MODE 

go35: limo 
go36: red car 
go37: school bus 
go38: fast school bus 
go39: fast school bus 
go40: airplane crate 
go4i: wheelbarrel 
go42: Outhouse 
go43: T-rex 
go44: Western wagon 
go45: Green souvenier box 
go46: Blue souvenier box 
go47: Red souvenier box 
go48: Log 
go49: Crate 
goso: Box of Beer 
gosi: Stone cube 
bomber: Bomber BFS 
tombstone: Daytona Tombstone 
fzr2ooo: Super car 
Bonus Track 
To race through Hollywood studios, type 
''HOLLYWOOD” at the track selection screen. 
Chase Mode 
When you are at the main menu screen type 
in the word CHASE. During the race, if u go 
close to a car and then continue driving the 
car will follow you. EX. If u crash he will 
crash too. This works on NFS 2 SE cars not 
the civilians. 
Faster Engine 
To upgrade all vehicles to the Pioneer 
engine, enter the password "PIONEER”. 
Ford Indigo 

> To drive the Ford Indigo, win the game in 
tournament mode or type "RED RACER" at the 
main menu. 
Mad Cow Disease 
Type "mad” at the main menu to have cows 
fly behind your car instead of dust. (THIS 
CHEAT WORKS ONLY WITH 3D FX CARDS.) 
No "Walls" 
Start the race on either the Mediteraneo or 
the Mistic Peaks track with the McLaren Fi in 

Simulation mode. At any time during the 
race drive in reverse, keep your horn blaring 
and hit any at moveable object (NOT A SIGN) 
at about 6omph now the cheat is enabled. 
To use the cheat you must drive over 8omph 
and hit any guard rail, bridge, etc. You will 
fly off track. 
North Country Shortcuts 
Prior to the 1st switchback right after the 
grey tunnel, slow down and go right down 
the hillside. You there is no fence to stop 
you in the middle. You will bypass the first 
switchback by doing this. 
Offroad in Monolithic Studios 
Race in Monolithic Studios until you reach 
the Jurassic Park segment. After you pass the 
first two huts on your right, drive about 20 
feet and you will be able to turn right and 
enter the jungle. 
Overhead Camera 
While the game is loading, press and hold B 
and Right Shift 6 times. After the camera 
zooms to the car at the beginning of the 
race, press and hold these 6 times again. 
You will now be able to drive in the over¬ 
head camera view. 
Pacific Spirit Shortcuts 
1. At the part where you see the parking lot 
on the left, enter the parking lot. Now drive 
on the grass until you reach the road again. 
2. Drive down a logging road. When you 
reach the long straightaway by the sea. 
Slow down veer right towards the trees. 
There is enough room to go in between 
them. Then you will have a straight stretch 
on a logging road that runs parallel to the 
road. Beware it ends where the black 
mountains start exit the same way, between 
the trees and to your left. 
Play at Night 
To play at night, hold ’N' while the race is 
loading. 
Rainbow Car 
Type "kcjones” at the main menu to drive a 

rainbow colored car. (This cheat works only 
with a 3d fx card.) 
Roadrage 
When you are in the main menu type in 
ROADRAGE. While racing, honk your horn to 
make the car in front of you crash. 
Rush Hour 
On the main menu, type 'rushhour'. While 
the playing, the cars around you will honk 
constantly. 
Screenshots 
To take a screenshot, press Fio while playing. 
Slippery Tracks 
Type 'slip' at the main menu to make the 
track really slippery! 
Street Fighter Collection (PSX) 
Original Ken and Ryu 
In Street Fighter 2 Alpha Gold press start 
once and press any button to select them 
and they will have no power level bars on 
the bottom, meaning u can’t use super 
moves. 
Play as Akuma 
Put the curser on Ryu then simultaneously 
press Li and Ri to make Akuma appear. 
Play as Cammy in Street Fighter Zero 2 

Select Vega in arcade mode and complete 
the game in first place with a score greater 
than 50,000. Enter CAM as initials on the 
high score screen. Select versus mode, 
highlight M.Bison, and press START three 
times. 
Play as Evil Ryu 
Highlight Ryu on Street Fighter Alpha 2 Gold 
and press start TWICE. Then press any button 
to select him. He will be able to do Akuma’s 
Teleport and 3 power bar special move 
"Raging Demon” aka "INSTANT HELL 
MURDER" by pressing Low punch, Low 
punch. Low kick, Forward, Hard punch FAST. 
Play as Gouki in Super Street Fighter IIX 
In the selection menu highlight Ryu, Hold Li 
and press Ri. Now you can play as Gouki 
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Without a doubt the moat long awaited Nintendo 

64 game has to be The Legend of Zelda: Ocarina of 

Time. The game should be out around the time this 

issue hits the streets, sc we'll have the full review 

next issue. It could be a strong contender for the 

best game of the year... 

HYPER LETTERS 
78 Renwick St. 

Redfern, NSW 2016 

Fax: (02) 9310 1315 

E-mail: 

freakscene@next.com.au 

CHEAT HYPOCRISY 
Hyper team 

my views on people using 

cheats is that they suck. If u 

need cheats to pass a game then 

u must have either a short 

attention span or u are totally 

crap at the game. What 

challenge is a game where u put 

cheats on so you dont die and 

there is no possibility of you 

losing. The creators of a game 

make the game to put a 

challenge to people and make 

something for people to enjoy. 

But once you use cheats on a 

game its never the same, you 

see how easy it is with the 

cheats on then when you try it 

without cheats on you see how 

hard it is then you put them 

back on and pass the whole 

game in like 5 min. Then the 

game becomes boring because 

its too easy to pass then the 

whole game is screwed and you 

just wasted $80 or whatever it 

costs to buy the game. Anyway 

off that subject and to say I 

really like the reviews in ur mag 

and maybe you should 

concentrate on reviews more 

than cheats. The company who 

makes the game cant be too 

happy with you publishing 

cheats. But anyway overall I 

think your mag is great maybe 

you could put a jokes section or 

something like that in it for 

something new. 

seeya 

JAMES 

James, 

While we don't use cheats either 

ourselves, and basically agree 

with you. cheats are extremely 

popular with many gamers, and 

we’re just providing cur readers 

with what they want. As tor the 

companies not being happy with 

us... they SCND the cheats out. 

so I don’t know where you get 

that idea. We also get around to 
reviewing every game we get 

sent (and we request everything 

to be sent to us), so there’s 

really no more to cover review 
wise than what we’re doing. 

Lastly it using cheats is so 

wrong, why did this come just 

atter an email trcm you asking 

when the link to the cheat* 
section on Hyperactive would be 
up again? 

WOT WE RECKON 
Hey Dan, 

1 was just wondering what you 

thought about the Dreamcast. It 

looks pretty darn amazing 

doesn’t it. But i am wondering 

what this means for the poor old 

PlayStation. Incidently, is the 

PlayStation the best console 

(other than the gameboy) on 

Earth in the history of 
videogames systems (in terms of 

sales), and in your opinion? Back 

to the real letter, i was just 

wondering how long you think it 

is gonna take before Sega 

catches up to Sony in all World 

Wide Videogame markets again? 

And what are your opinions of 

the dreamcast, and how do you 

expect it will perform? 

I would be very grateful if you 

could answer these questions 

for me, 

Thanks very much Dan, 

Yours sincerely, 

DAVID PETRICEVIC 

By the time you’re reading this. 1 

will be kicking Steve O’Leary’s 

arse at Virtua Fighter 3... Heh. 

We’re VCRy excited about the 

Dreamcast. Cvery bit ct video 

tcctage we’ve seen ct the DC 

titles has looked stunning. All 

games will run in high res (so 

we’re told), sc 64c x 48c will be 

the minimum resolticn 01 any 

game you see on the machine. 

Apparently you can also plug 

them into a monitor with ROB 

connectors, sc those ct you out 

there with expensive monitors 

can get the absolute best image 

quality cut ct the machine. Sc I 

urge any PC purists to give the 

Dreamcast serious 

consideration, as you can use it 

with that horrendously 

expensive monitor you bought. 

As tar as Sega taking over or 

catching up to Sony some time... 

I wouldn’t count on it. Let’s say 

tor argument’s sake that the 

Dreamcast is tar superior not 

only to the PlayStation, but also 

the next console Sony release 

too... it really doesn’t matter. 

The hard core gamers out there 

will care, and they’ll put their 

money behind the better system, 

but when it comes to the real 

money, it’s the mainstream, and 

they’re more heavily influenced 

by good marketing than good 

hardware or gameplay. Sony 

have marketed the PlayStation 

far better than any other 

company has marketted any 

other console, and they’ve made 
a ton of money as a result. 

Sega’s success depends on not 
only the machine and the 



40 ftware. but also the 

marketing. 

MARKET ANGST 
Dear Hyper, 
D’oh!, That was my reaction 

to the news that the wonderful 

Tobal No. 2 was not being 

released outside Japan. Oh 

well, I said, but then 1 
discovered just how often this 

sort of crap happens. What 

about all the Jap RPC’s that 

never see the light of day on 

PAL shores? The missing 

Evolution Disc that came with 
Rival Schools? Who were the 

smeg heads responsible for 

that? WAKE UP!! There is a BIG 

market for those kind of 

games, and it’s growing all 

the time. All you have to do is 
read letter pages like these for 

proof of that fact. The worst 

thing is that most companies 

would rather release a crap 

western game than a cool 

Japanese one. 
Could you now answer just 

one question? Will there be 
another Wipeout game on PSX? 

Cos we all know there’s 

nothing quite like playing 

Wipeout at 4am with the music 

up full blast 

Farewell 
MR FLUFFY 

FluMc. 

While we certainly share ycur 

sentiments about wanting an 

authentic translation oh what 

the Japanese get with their 

games, there’s some 

unfortunate truths to know. 

Firstly, there isn’t a big market 

cut here tor those kinds of 

games, you. 1 and the rest of 

the serious gamers cut there 

in Australia are actually a 

pretty small minority. The 

average person out there who 

buys a PlayStation or a 

Nintendo 64 doesn't actually 

look cut for freaky Japanese 

stuff that all the hard core 

gamers will be hanging for. In 

fact the average console 

| owner freaf4 the thing more 

like a fad than a way of life (I 

know., they’re missing cut). 

For a while at least, those 

gamers cut there that want 

things like Jap RPGs will 

seriously have to consider 

buying an import console, 

importing the games you can’t 

1 get out here, and learning to 

read the language! 

[ As for Wipeout. Psygncsis have 

[ never hinted at a 3rd PSX 

' Wipeout game. The going 

theory is that they want to 

leave that series on a high 

note, rather than take the risk 

of not wowing everyone again. 

ONE TRACK MIND 
PREVENTION 

Dear Armand, 
I’ve decided to give up video 

games until major end of year 

break (he’s crazy) you’d say... 

Nope because video gamers 

have made me a complete 

moron. I mean ’the point of 

this letter ’ is to say that 

there’s a point in ones life 

where you realise that there 
are much more important 

things other than video 

games. Yep. I mean girls, 

school, uni and homework 

(I’ve sort of realised this a 

little late I know but after 

failing a few subjects in such 

a crucial year you begin to 

realise how much of a bum 

you’ve become). Come on 

people I know others used to 

be like me. You know the 

motto "Less work and more 

videogamers” so my great 

message to you bums out 

there is do something that will 

get you somewhere OK. Trust 

me, listen to my message and 

do good and even a bum can 

become smart, clean and 

intelligent like me... The wise 

one. 

Thanks 
Your great fan. 

POLAND 

Poland. 

Just exercise moderation. I 

think ycur schoclwcrk 

references won't convince 

anyone, but for the younger 

guys cut there, make sure you 

don’t just think and talk 

about video games and 

nothing else, otherwise you'll 

be completely miserable when 

you meet some girl you like 

and you can’t find anything 

to say that she’ll find 

interesting. If you think that 

the kid in ycur year who 

spends all his time collecting 

fungus was boring... if all you 

do is collect games, then 

others will find you just as 

boring as fungus boy. 

For girls it's a bit different, in 

fact it will probably work as 

an attractive feature rather 

than a deterrent, unless the 

guy you're after is a total 

technophobe. 

I'd actually say your urge to 

give them up altogether for an 

extended period of time will 

actually just irritate you more 

than anything else. Just try 

and cut down. If you can go 

cold turkey just like that, it 

makes me wonder how into 

gaming you were in the first 

place. 

OH DEAR... 
Dear Hyper 
I’ve been watching this 

program I saw on T.V and to 

my surprise I saw this 
information about a "Virtual 

Sexuality" coming to some 

company in Japan. Well I was 

thinking (being me eager to 

know) if there will be a 
"Virtual Sexuality" game 

coming to our home systems, 

the PlayStation and Nintendo 

64. If there is maybe they 

should take some of my ideas. 

Here they are: You should be 

able to go in ist person view 

or 3rd person view. Also 

being able to pick your 

characters 

MEN 

Duke Nukem 

Link 

Mega Man 

Bomberman 

Mario 
Banjo-kazooie 

WOMEN 

Lara Croft 

Princess Toad 

Cummy (SF) 

Chun-Li (SF) 

Sonya (MK) 
And choosing if you’re a man 

or woman. Also a level of 

difficulty, how experienced you 

are in the game. And if you’re 

not satisfied you can start 

again. Oh, YES!! And don’t 

forget the 2 player action on 

the Dual Shock controller so 

you and a friend can have 

heaps of fun guaranteed. But 

this game would only be able 

to be available to people over 

i8+ years old. 

I hope you liked my ideas and 

maybe you might be able to do 

something about it. 

P.S I love your mag. Creat 5th 

birthday special. 

C.T. 

Dear CT. 

you sir. are a freak! We must 

admit that the prospect of 

Bomberman getting wet and 

wild had U4 in fits of laughter. 

As for doing something about it. 

we’re just going to advise you to 

give up on the idea as quickly 

as possible. 

LETTERS 
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TO HELL WITH ORIGINALITY! 
Hey Hyper dudes 
For a while now I’ve heard people (including yourselves ) 

Icomplain about how you wish game developers would 

come up with some original ideas. I don’t disagree totally, 

but lets be honest, what new ideas are you thinking about? 

It’s not easy to come up with radical new ideas that are 

[totally different to what is now on offer. Mario 64 wasn’t 

original, just an ordinary platformer in 3D (Hunter on the 

Amiga was in 3D). You want originality...? How about a 

[game where you’re a pogo stick, and you jump around up 
and down in different locations, while a cook is baking a 

cake to throw at you while standing on his head! Extra 

points if you hit him between the legs! 
How about them other two entertainment mediums, 

movies and music? They haven’t changed much in the last 

20 or so years either... just that gun slingers and gangsters 

have been replaced by aliens and computer generated 

graphics, but the plots stay the same! 
So where am I going with this you ask me... Well, I’m just 

pointing out that I prefer fun, exciting and challenging 

games which are more often than not unoriginal! 

Originality isn’t the spice of life, variety is. Enjoy all 

jgames.original or nay! B 
P.S Why isn’t Final Fantasy Tactics coming out since all 

other RPGs are? B || 
NADJ Sheidow Park, SA »S( rry I cut your letter down a bit. but it was either that or 

it was too long to print, you've pointed out something that I 

|ioa4 going to bring up as a major discussion point. Ask 

\ the question. "Now that we have done ist person 

( 3rd person 3D games... what is next?”. The thing is... 

that s it! For sc many years, creating a real 3D 

cnment was impossible due to the limits of 

technology, but now the only real Mmif4 are time (for the 

■ amount oj detail we can go to), and money (you can’t just 

develop games forever or you'll lose lots of money). 

We get lots of comments on Quake and Doom clones, saying 

that the new games in this genre lack originality. Bill is 

right though... Originality doesn’t always mean quality. I 

think what we need to start seeing is ist person games that 

aren’t just about running around with guns shooting folks. 

Like a real time adventure game where you need to use 

ycur eyes and ears to find clues to solve puzzles. The scope 

is huge, it's just a case of having the time and money to 

make such an immersive world. Time will bring more 

interactivity and better visuals. Don't expect a constant 

stream of original ideas... because most of them have 

happened. 

P.S. Maybe it has to do with the fact that Vandal Hearts, a 

very similar game, did quite poorly cut here, although I 

suspect the "Final Fantasy” branding would assure some 

reasonable sales figures. 

Gamester PSK Rumble Force Wheel. 
Don’t forget to include your contact details ON your letter. 

you’ve won a Gamester Steering Wheel Bill! For either N64 or 

PlayStation. 
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FOR SALE 
PSX demo's; all cased and in 

excellent condition. $5 each. V- 

Rally cased with instructions and 

in excellent condition, hardly 

used. Only $50. Call Jonathan 

between 4-7 weekdays on 02 

6772 5641 

Unreal, Klingon Honor Guard 

$40 each or $70 together. Both in 

original packaging. Call Aundray 

on 02 9612 5466. Sydney only 

Everything in perfect 

condition! Sony Playstation (in 

box), 1 digital controller, 1 dual 

shock controller (brand new), 15 

slot memory card, RF Unit, 8 

games (Gran Turismo, V-Rally, 

Rapid Racer Cool Boarders 2, 

Croc, Spider, Pga Tour 96, Die 

Hard Trilogy ♦ light gun), 6 demo 

CDs, 5 magazines plus a Lara 

Croft poster. All with manuals 

and boxes. The LOT only $510 

o.n.o. Call Chris on 02 9746 9474. 

N64-1 will sell 1080 

Snowboarding for $50, Yoshi 

story $35 and Mission Impossible 

$75 or all for $140. Or I will sell my 

N64 with 6 games-1080, Mission 

Impossible, Yoshi Story. 

Goldeneye. Banjo Kazooie and 

Mario Kart 64 plus 2 controllers 

for $499. My e-mail address is 

Berti senet.com.au or phone 08 

9289 4734- 

Original Black Gameboy, good 

condition with clear case that 

holds 5 games, $50. Also, Super 

Marioland 1 ♦ 2, Mortal Kombat 3 
and Killer Instinct all for 

Gameboy $12 separate or $100 for 

the lot. All games come with 

original booklets and Gameboy 

comes with batteries. Please call 

Paul after school hours on 02 

9773 3734.. 

PC games for sale from $25. Call 

Sean 02 4454 0054. 

PC games: over 20 for sale 

varying from $io-$30. Titles 

include Crusader:No Remorse, 

Command & Conquer, Dark 

Forces, Syndicate wars, The Need 

for Speed 2, X-wings vs Tie 

Fighters and many more. If 

interested call 02 9601 8319. 

Playstation game ’GEX’ 3d 

Enter the Geko, $55. Call Rowan 
on 02 4758 6997 

PC Games- Ultimate race pro 

$40, Incoming $40 and G-Police 

$35 or all 3 for $95. Call mark on 

08 9341 3482. W.A only. 

James Bond 007 for Gameboy. 

Boxed with instructions $30. Call 

Nick after 5pm on 03 9836 9853 

WWF Warzone for N64 $75, 

Lylat Wars without Rumble Pack 

$35- Includes manuals. Call Peter 
on 08 9405 2351. 

Sony Playstation , 2 control 

pads, 15 black memory card. RFU 

adaptor, AXC power cord, Av 

cable, Resident Evil 2 and 

Destruction Derby 2 in boxes 

only. 1 year old all in excellent 

condition. The lot for $290. Call 
07 4162 3287. 

Ferrari F-40 $140,000. Heavily 

warn tyres, but comes with a 

spare railgun and 30 slugs. Call 

J.Carmack at :8oo-idsoftware 

Sony PSX grey control $15. 

White boxed control $15 or both 

for $25, Namco Negcon control 

boxed $25 (rrp $75), Games 

Firestorm $25, Ridge Racer 2 $30, 

Destruction derby 2 $30, Wipeout 

2097 $35. V-Rally $45, Resident 
Evil 2 plus Hyper playguide $70. 

Demo i, Shock demo and 2 other 

demo’s call for details of games 

etc. Also N64 control pak $15 

(boxed), Waverace $50. Call 08 

9248 1871 WA only 

Anime videos: Appleseed, 

Battle Angel Alita, Detonator 

Orgun, Fist of the North Star, 

Genesis Survivor Gaiarth Series, 

Macross Clash of the Bionoids, 

Macross II Series. Megazone 23, 

New Dominion Tank Police Series, 

Odin, Patlabor, Roujin Z, Vampire 

Hunter D. Vampire Princess Miya 

Series, The Wind of Amnesia. All 

good condition. Sell to anywhere, 

you pay postage. 

Call Tristan on 02 6239 7764 

SWAP 
Fighters Destiny, 1 month old 

in brand new condition to swap 

for Mortal Kombat 4. Should be in 

similar condition. Phone Zein 02 

9554 8207 

Saturn games- Virtua Fighter 2 

with cheats. Will swap for 

Virtual Cop 2, Steep Slope Sliders 

or Sega Rally and Shining the 

Holy Ark with walk thru and tips 

will SWAP for any of the above or 

any other good game. Call Tim 
on 03 5231 2725 

I want to swap my Mario Kart 

for plain Mario in good 

condition. Call 03 974! 2940 

I want to swap one of the 

following Playstation games for 

Suikoden. The Adventures of 

Alundra, Gex 3D: Enter the Gecko 

or Theme Hospital. Or if none of 

these games appeal to you, I will 

pay $40 for Suikoden which must 

be in good condition with case 

and manual. Call Rose after 4pm 

on 08 9345 2479 (W.A) 

Will swap Interstate *76, 

N.F.S 2, or Quake with M.P *1 for 

Diablo. All in excellent 

condition. Ask for Rauli after 

4pm on 02 6895 3868 

If anyone wants to swap a 

N64 with between 5-15 games for 

my playstation with 3 controllers. 

1 is red another is dual shock and 

the standard controller., 14 

games and about 30 demo discs. 

Call Alex on 02 9571 9607 . Please 

leave a message if unavailable. 

(Games preferred are Goldeneye f 

zero x or Banjo Kazooie) 

WANTED 
Mortal Kombat 4, F Zero X. 

Others considered. Will swap/sell 

Quake, Duke Nukem, Doom, Fi 

Gran Prix, Turok, Diddy Kong 

racing, San Fran Rush or Blast 

Corps (all in perfect condition). 

Call Carl after 5 on 07 4168 9843. 

Moto X and Wild Ride for PC 

for $i5-$2o with manuals or I will 

swap for Destruction Derby or 

Normality. Call Michael on 02 

62910021. 

A PAL version of Disc World 

for the Playstation. Call Ricky on 

02 9310 2985. Will pay $ioo. 

Megadrive games. Alicia 

Dragoon, Shining Force 1 £ 2, 

Buck Rogers, Zero Tolerance, 

Mutant league hockey, Zombies, 

landstalker, Toe Jam £ Earl 1 £ 2, 

and of the Phantasy Star series, 

Will Pay $15-20 depending on 

title and condition. Call Kane on 

(03)9417 3572 

Megadrive games. Super Street 

Fighter 11, Splatterhouse 2, Streets 
of Rage 2 and 3, Ghouls and 

Ghosts and Sword of Vermilion. 

Instructions and boxes would be 

nice. Price neg. Call Josh 03 6272 

5570. (TAS preferred) 

PENPALS 
Hi, I'm looking for a penpal, 

preferably a 12-13 yr old girl that 

likes Tekken 1,2 and 3, Resident 
Evil i and 2, Horror Movies and 

Happyland. I live in Sydney and 

like all those things plus BMX and 

I do Tae Kwon Do and I am not far 

away from Black belt. My name is 

Hwoarang. Write to me at 9 Tent 
St Kingswood NSW 2747. 

Anime!! You like Anime then 

write to me: Troy Bickle, Unit 1/20 

Valentine Street, Gympie QLD 

4570. I'm 19 and I don’t care who 
or what you are.just write!! 

Write to me!! I’m a 15 yr old 

male looking for a penpal. I own 

a PSX, N64 and loves to link up to 

whoever the hell I want. Write to 

Curtis at 20 gabriel St, Moray 
Field QLD 4506 

Mr Cow, that's my name. That 

name again is MrCow!!. If you 

would like to chat with me then 

add me to your ICQ list. My ICQ 

UIN is 6305963.1 play Quake 2, 

Starcraft, Worms 2 and more. So if 

you want a silly someone on your 

list then I am your piece of cheese 

My name is Mitchell, 1 am nyrs 

old and I’m looking for a male or 

female penpal aged 10-12.1 have 

a PC megadrive and a master 
system 2. But I am mostly 

interested in my PC. I’ll talk 

about anything. All letters will be 

replied to so if you want a penpal 
yet get your pen moving. My 

address is 7/6 Rutland St, 

Allowah NSW 2218 

Hi my name is Vonne. I’m a 9 

year old who is looking for a M/F 
penpal aged 8-11 who owns a 

playstation and who is interested 

in music and games. If you are 

interested write to me at 13 Aspinall 

Ave, Minchinbury NSW 2770 

Fast Frame Driving Simulator for your PlayStation or Nintendo 64 
Special Introductory 
Price v ^ A . ^ 

Postage & 
handling 
ranges frojn ^ 
$8 to S25 
(Phone for details) 

Mad Catz wheel & pedals 
not included in the price 

Patent Application PP4908 

Fast Frame is a new product designed and made in 
Australia for use with your Mad Catz steering wheel 
to create your own personal driving simulator. 

Fast Frame features - 
Unique three way adjustment accommodates 
players of any size 
Durable steel construction 
Castors for easy positioning 
3 month warranty 

Buy from the Australian manufacturer 

Phone (02) 6683 4042 FAX (02) 6683 4502 
Uisit us on the net at uieb.one.net.au/~creighton/ 

BUY NOW 
enjoy the security of 

a 14 day money back trial 
period (except for freight) 



Who’s realty getting 
hurt by game piracy? 

/ 

Pirating is not just copying, its stealing. Every illegal copy robs 

money from the game developers and that means there’s 

less to spend on creating the next generation of games. 

If it doesn’t stop, the flow of ground-breaking new 

games will. And in the end, you’ll be the one who 

gets hurt most by piracy. So don’t support 

pirates. Report them. Phone 1800 248 885 

or visit www.scum.com.au 
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WHO'S THE MONSTER NOW? 


