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Is Crash Bandicoot history already?



The latest PlayStation titles are in Woolworths.
(Ready; steady; obliterate.)
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' COMMAND
€ CONQUER

A mighty hit on PC CD-ROM, hopes are
g 2 high for a perfect conversion to the
PLayStation of this top notch real time strategy
| war game. Check out our full report.

5
WAYS TO
CONTACT PLAY!

Fax us on: (01202) 299955 e
d letters to: Play magazine, Parago .
- st peter’s Rd, Bournemouth BH12)
E-mail: play@paragon- .co.uk i
http://WWW- paragon.co-u

Home page: Tel: (01202)200228

(5-6pm weekdays only!)

THE REGULARS...

[PLAYSTATION WIRED]

We cast a topical eye over the very
0 6 latest news stories breaking on
Planet PlayStation. Brand new games
you’ve never heard of, secret sequels,
new peripherals - the bloomin’ lot!

[WALL OF GAME]

A selection of ultra-useful cheats
49 and tactics for you to pull out of
the mag and stick on the wall until
wretched. This month the first part of an
epic Mortal Kombat Trilogy guide!

[STATION MASTER]

The very best solutions every
76month. Maps, cheats, tips and your
gaming queries answered.

DIE HARD TRILOGY GUIDE PT2 76
TomB RAIDER GUIDE 78

[SUBSCRIPTIONS]

2]oin the UK’s best selling unofficial
5 PlayStation magazine team and
receive PLay every month.

[ARENA]
2 0i, PLAY - sort it ahhhht! Yep this
9 is the letters section, where you
the chance to voice your opinions on
azine, the Sony PlayStation — in

[PLAYBACK,

Want to know the games that PLay
9 4 really rates? Then you’d better
turn to Playback, where we've rated the
ten best games in each genre. Sports,
shoot-’em-ups, racing games - they’re all
there in this handy buyers’ guide.

[INTERVIEW WITH...]
We speak to Toby Gard, the man
behind the 94% rated game Tomb
Raider in the palatial surroundings of
Lara Croft’s ancestral home. Just what
makes him tick, and more importantly,
what does he think of Derby?
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WORKSTATIONS

Your first look at the latest games still in
development. If it’s behind closed doors,
we’re the ones with the battering ram!
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WIRED UP

A short preview look at the hottest games
before the full review next issue. Space is
tight, so only the most exciting prevail.
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ﬂ'lm approaches like a

huge white snowy thing and once
again PLAy magazine groans under
the weight of all those last minute
game reviews. We've 15 of the
buggers this month, and because we
like to also give you a huge news
section and features on the latest
games in development, we still
didn’t have enough room to fit them
all in. Next month you will no doubt
see the rest of the rushed Christmas
releases seeping into the magazine
even though some will already be
on the shelves.

This issue we saw Command &
Congquer for the first time on
PlayStation, and whereas the
presentation and basic game
structure remained intact from the
PC version, the graphics were largely
unchanged too, which was a shock
because we had expected it to be in
the PlayStation’s high resolution
mode and in far more detail. |
should point out that the graphics in
the feature on page 26 are different
from those in the playable version
we received as this issue was going
to press, and although the features
and comments in the article are
entirely valid, you should hold back
from buying the game until you read
our full review next issue. Only then
will you be sure of what you're
getting.

Finally, a big thank you to all PLay
readers for buying the magazine and
constantly sending us your
comments and advice. Without you,
the magazine would not exist and
now there are more of you than ever
before. Hope you enjoy this issue
and P'll see you in the new year.
Merry Xmas from the Pray team!

Damian Butt

Managing editor

WHAT'S IN STORE

THE PLAYSTATION

’
IF YOU REreadingthisthenthe

chances are it’s very close to Christmas
or the new year and already your
thoughts are turning to what 1997 will
bring for the PlayStation. As this year is
winding down for PLAY too, and because
nothing really controversial happens in
the season of goodwill, our lead story
this month is devoted to looking into
our crystal ball and predicting what will
happen next year.

The PlayStation will of course sell
like hot cakes this Christmas and not
just among the affluent twenty-
somethings who first took to the
machine. With a lower price point and a
plethora of bundles (Tekken 2, Rayman
among others), a new generation of
younger PlayStation owners will find
the 32-bit console at the foot of their
family Christmas tree this year. It’s
already happening, with younger PLay
readers sending in letters and calling
our hotline all the time. Sony predicts
that by March, there will be over
750,000 PlayStations sold in the UK
alone and many of the new owners in

1997 will be aged 16 or under.

This will have important
ramifications on the software being
produced, with more younger-
orientated games being developed, and
the likes of Resident Evil 2 being
frowned upon by parents. Perhaps even
censorship will begin to rear its ugly
head as more and more impressionable
young gamesplayers adopt the
machine. We at PLay hope this does not
happen because the PlayStation has
always been about giving the childish
16-bit games of old a kick up the
backside and bringing them up-to-date.

1997 will also be a year for some of
the most hyped games ever to finally
appear in the UK. Tobal No.1, the
splendid polygon beat-’em-up from
SquareSoft will be released officially
(although whether it will come with a
free demo disk is still unknown), and
both Soul Edge and Time Crisis from
Namco will make their impressive
entrances to worldwide acclaim. The
latter is reported to be an amazing
arcade conversion, and it should come

packaged with the ultra-cool Namco
Guncon. And then there’s Tekken 3...

Resident Evil 2 is also scheduled for
a mid-year release and from the
screenshots we’ve all seen, it looks
likely to be far better than the original.
Porsche Challenge and Rapid Racer
from SCEE also promise to be great
games from the official side, and let’s
not forget that Psygnosis, the
PlayStation’s numero uno PSX
developer, has yet to announce its full
1997 schedule — expect something that
will blow your minds.

What else can we expect from 19977

[ABOVE] Porsche Challenge from Sony will be

one of next year’s biggest games.




Well a new Sony analogue control pad
for starters, and maybe even a further
price drop as reports indicate that the
new low-spec PlayStation may come to
Europe late in the year. We still have no
news of a budget range of software, but
surely something must be done next
year to combat the renewed interest in
the Nintendo 64.

Yep, it’s all going to plan, and next
year will be the best yet for PlayStation
owners. See you then.

[ABOVE] Sony’ Yaroze scheme will start next year

in Universities — see page 15 for details.

WHO TO CONTACT AT PLAY MAGAZINE...

DAmIAN ButT

This month our leader actually dared to take a
holiday — right on deadline - right when everyone
else had left the building. Never again. E-mail
play@paragon.co.uk.

AsAM AHMAD
This is Asam’s final issue of Play as the caveman

disappears to the big smoke to live the life of a God.

We wish him well, but now there’s no-one who can
fix the office TV. Damn!

THE MASKED REVIEWER

The identity of the masked reviewer is a dark secret.

All we know is that we send him games to a

postbox in Whitechapel, and a couple of days later, a
review appears. Do not ask questions, just believe in

The Masked Reviewer!

YEAR TWO for the mighty

PlayStation then and with over 150
games and 400,000 sales in the UK
we at PLay thought it was time to put
it all into perspective. Here are some
little known facts about Sony’s 32-
bit console.

* The total number of PlayStations
shipped up until December 1996 is
nine million: 4 million in jJapan, 2.8
million in America and 2.2 million in
Europe.

e By the end of the year, over 400
games will be available for the PSX
in Japan.

* For the months of November and
December, Sony aims to produce
over two million PlayStations to
cope with demand.

® Sony predicts that over 750,000

(layStations will have found new

PLAYSTATION - THE FACTS

homes in the UK by March of next year.

According to Chart Track, who
provides PLay with our monthly sales
charts, in the month of October
when the PlayStation had the top
two slots of the CD-ROM chart with
Tekken 2 and Formula 1, these two
titles sold more than the rest of the
top 20 put together and the market
share for the PlayStation rose to an
all-time high of 31.3%.

* A new version of the PlayStation
has just been launched in Japan
which features a simplified internal
design and merges the video output
terminals into one AC multi output
jack. There are rumours that this
new model loses the serial link
capability, but at the time of going to
press that is all they are. The price
therefore of the basic PSX has
dropped in Japan and the same is
expected to happen worldwide.

i
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RUMOURS WE cant
substantiate, whispers of secret
projects, general snooping, that’s
what this regular column is all
about — we’ll do our utmost to

find out all the juicy titbits that the
Sony PlayStation has to offer.

We've heard this month that

EA will be publishing Delphine
Software’s latest game, Moto Racer
in March of the new year. So far
we have very few details.

A juicy rumour this month comes
from the murky underside of the
Internet. Apparently the next
generation of the PlayStation, the
so-called PlayStation 2, has already
been shown to major software
developers, some of whom have
development kits for the new
machine already. PlayStation 2 is
code-named Project Highlander and
we've heard that prototypes are
already being circulated in America.

The whisper from Europress

Software is that they WILL be
converting their excellent PC game,
RAC Rally Championship to the
PlayStation for Autumn next year.
The game faithfully re-creates every
mile of the rally held all over the
UK and gives you the chance to
ride in a Skoda, Suberu, Escort
Cossie, Renault Megane, Golf GTI
and Proton. The heads of
Europress only came to the
decision to convert RAC Rally as
this issue of PLay was going to
press, and it’s certainly good news
because it’s one type of racing
game that the PLayStation sorely
lacks. The Sega Saturn has Sega
Rally, the PC has Screamer 2 and
RAC, and now the PlayStation can
at last boast an authentic rally
game. Hooray!

And finally this month we

have news that the version of
Command & Conquer featured on
page 26 is in fact not the one that
will appear on PLayStation, so
check out the full review next issue
for more details.

@\ﬂation wire@(ne‘WS)
INTERNATIONAL PLAY BOYS § ‘
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SONY'S DOUBLE

A BRAND NEW oficial Sony controller was unveiled recently at the

PlayStation Expo in Japan and looks to be taking on the innovative Nintendo 64
pad head-on. The new pad features all the
standard buttons and D-pad, but two
analogue mini-joysticks have been added
to the lower portion. It is thought that
these new methods of control will more
suited to the next generation of Sony
software including Tekken 3 and Rapid
Racer. It also makes games like Robotron
X, where two controllers are the proper
way to play the game, more accessible.
The new pad is likely to hit these shores
within the first three months of next year.

[ABovE] Sony’s new double analogue control

pad was unveiled in Japan recently. Cor.

o

£500,000 CAMPAIGN
FOR TOMB RAIDER 57

BO LSTERED by fanatical review scores in every .
PlayStation magazine, Eidos, the parent company of Core
Design, has put a £500,000 marketing campaign behind

their flagship product this Christmas, Tomb Raider. The )
game, which was first revealed to the public by PLAY

and received 94% last issue, is without a doubt 5y
the best game on PlayStation. Sadly, despite 2 A
capacious wallets, Eidos has yet to pledge its
support for this magazine.

II' RECOMMENDS....

¥ FORMULA 1 (92%)

DD 2 DELAYED!

DUE TO hit the shelves in

November, it now looks likely that
Destruction Derby 2 by Psygnosis will
slip into the new year. This is despite
the fact that the American version of
the game is already out, even though
DD2 was developed in the UK. DD2
looks to be the victim of the Christmas
rush to get games out, although
Psygnosis say it was planned.

AIR COMBAT 2
LIFTS OFF IN 97

AFTERBURNER has a lot to answer for because it spawed a whole
generation of jet combat games, many of which were poor. Ace Combat arrived on
PlayStation just after the console was released in the UK and scored a respectable
79% in PLay. Now the sequel is just being finished in Japan and it looks set to blow
the genre apart. Boasting far better next generation graphics (check out that
stratofortress below), over 30 missions (twice as many as in the original) and 16
different planes to control, Air Combat 2 is one to look out for in the Spring of ’97.

TR, . o T R e <’
[Asove] And for the full Afterburner effect, here’s

[Asové] Air Combat 2 looks very similar to the

original, but the graphics have been improved. the exterior chase view.
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WH | LST Toshiden was an incredible looking game and one of the first
‘ground-breakers’ on the PlayStation, its sequel, the cleverly named Toshinden 2
was a complete dog. The graphics had suddenly become much worse, and it
wasn’t as fun to play. Not surprisingly, people stayed away in their droves. Why
then should you be expected to get excited about the third in the series,
Toshinden 3? Well for a start it’s likely to have 30+ characters (even the mighty
Tekken 2 only had 25!), including a Japanese detective called Iwashiro Nagisa
who has a pistol and a nightstick as weapons, David, who carries a chainsaw,

and Bai Fo, who's an ape. Toshinden 3 desperately wants to be just like its cooler,

more facile half-cousin, Soul Edge, and the stage is all set for a monumental
showdown in January. Soul Edge is still set for a December release in Japan.

[ABove] Toshinden 3 boasts over 30 characters,
some of which are based on the old ones.

Y § Xt/

[Aaovs]>The main difference bétween Toshinden
and Tekken is the prolific use of weapons.

[ABoVE] Toshii i such weapons
as swords, axes, guns and even a chainsaw!

PENNY RACERS
GETS UK RELEASE

Fl NALLY an official release for

the import game ChoroQ which was
reviewed in PLAY issue 11 and scored a
better than average score of 70%. In
the UK the game is called Penny
Racers and it is a cartoony racing game
featuring miniaturised Micro Machines-
style vehicles based on real cars. On
offer are a Lamborghini Diablo, many
different Japanese cars, and even a
mini cooper. It's great fun, but our
main criticisms of the game were that
it lacks a two player mode and isn’t
that challenging. It should be out now.

»LAP TRME-
o

, e FeEIEIy

[ABOVE] Penny Racers is great fun and good to
look at, but ultimately lacks challenge.

US TOBAL GETS F

WILL SONY UK FOLLOW SUIT IN JANUARY?

SONY US has packaged a playable demo of Final Fantasy VII with the
official copy of Tobal No.1 on its release in America last month. The superb 3-D

fighting game from top japanese developer, SquareSoft, was reviewed in issue 12

of Ptay and scored a respectable 94%. So far Tobal No.1 has sold over 700,000
units in Japan alone and hopes are high for success on a Tekken 2 scale.
Certainly the game has netted Square enough money to mobalise the rest of its
PlayStation titles, namely Final Fantasy Tactics and Bushido Blade for worldwide
release, and they have also just announced a range of sports titles (see our

Japanese column for more information). Sony UK has a release date of 10 January

for Tobal, although there is no confirmation of the FFVII demo.

REE FFVII

1'50" T BUTTON
01'50"28 mP‘USN STAR)“ )

\»k Vi e bV

[ABOVE] Tobal No.1 will arrive at the start of
1997, but will there be a playable demo with it?

GAMES GIANT Acclaim

has reported that its full year losses
for 1996 could top $200 million. The
troubled publisher has been quiet
since the mighty Alien Trilogy (PLAY
review: 91%) on PlayStation, with only
the addictive and underrated Bust-A-
Move 2 and the awful Revolution X
punctuating the release schedules in
1996. Bubble Bobble has not turned
up yet despite being slated to arrive in

October. According to sources inside
Acclaim, over 100 staff members have
been laid off in the last couple of
months including the president, Rob
Holmes. The firm blames 16-bit
cartridge over-stocks and over-lengthy
development times for its losses.

A sad day for the once mighty
marketing driven software publisher.
Batman Forever (reviewed on page 54)
is unlikely to cause a u-turn in their
fortunes in our opinion.

[ABoVE] Batman Forever is the latest game to

come from the licence giants, Acclaim, now

facing financial trouble.

An all-time classic game that could
be converted to PlayStation is Head
Over Heels, written by Jon Ritman

with graphics by Bernie
Drummond. You guided
independently contro
charaéte_@;{g%& varying abilities,
and who could eventually team up
and become one being. Isometric
‘and full of puzzles, it was ace.

i



EVERY PLAYSTATION
GAME REVIEWED!

OUT NOW isa huge 164-

page special PlayStation magazine
which comprehensively reviews every
single PlayStation game released since
its launch in 1995. THE COMPLETE A-Z OF
PLAYSTATION GAMES *96 (priced £4.99)
features loads of in-depth reviews, a
look at the console’s dominance, and
some reviews of the many peripherals
on offer. It’s the perfect Christmas
present for a PlayStation obsessive
and offers invaluable buying advice if
you’re looking to blow some cash on
something PlayStation related.
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NEED FOR

SPEED 2

BY AUTUMN SAYS EA

WH |SPERED last issue was

news that EA is currently developing
The Need for Speed 2 in America and
the game will arrive in Autumn 1997.
We have no news on the exact details
of the game (even booze won’t shift
those tight lips!), but we reckon a big
presence for Ferrari, Lamborghini,
Lotus and possibly even Maclaren. Our
wish list would be: Ferrari F50/355
Spider, Lamborghini Muira, Maclaren
F1, Lotus Esprit V8, Shelby Cobra,
Aston Martin DB7, Porsche
959/Boxster. Dear Santa...

0on-220 une

7.4

[ABOVE] The Need for Speed was so successful
on PSX, they’re doing another one. Yes!
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THOSE RELEASE

DATES IN

Well over 100 games were released in 1996 for the PlayStation, and 1997
is set to be even more active. But first, what’s coming out in December
and has anything slipped through to the new year?

DECEMBER

Aryton Senna’s Kart Duel (Sunsoft)
Batman Forever (Acclaim)
Breakpoint Tennis (Ocean)

Cheesy (Ocean)

Chronicles of the Sword (Psygnosis)
Command & Conquer (VIE)
Crusader: No Remorse (EA)

Die Hard Trilogy (EA/Fox)
Discworld 2 (Psygnosis)
Earthworm Jim 2 (VIE)

FIFA’97 (EA)

Firo & Klawd (BMGie)

Floating Runner (THQ)

Hardcore 4x4 (Gremlin)

Hyper Match Tour Tennis (VIE)
Iron & Blood (Acclaim)

Konami Open Golf (Konami)
Lomax (Psygnosis)

Mortal Kombat Trilogy (Acclaim)
NASCAR Racing 96 (Sierra)

AND THE SLIPPERS...

GAME (PUBLISHER)

Destruction Derby 2 (Psygnosis)
Micro Machines (Codemasters)
Smash Court Tennis (Sony)
Prime Goal (Sony)

Firo & Klawd (BMGie)

FULL

NBA Jam Extreme (Acclaim)
NHL ’97 (EA)

On-Side Soccer (Telstar)
Pandemonium (BMGie)
PO’ed (Warner)

Powerplay Hockey 96 (VIE)
Project Overkill (Konami)
RelLoaded (Gremlin)
Robotron X (GT)

Sim City 2000 (Maxis)
StarFighter 3000 (Telstar)
Star Gladiator (VIE)

Street Fighter Alpha 2 (VIE)
Street Racer (UBI Soft)
Tempest X (Interplay)

Tilt (VIE)

Tomb Raider (Eidos)
Tunnel B1 (Ocean)

Victory Boxing (JVC)

WW In your House (Acclaim)
X-Com:Terror from the Deep (MicroProse)
X2 (Team 17/Ocean)

(o)}
December January
November February
December January
December January
October December

Pos GAME

il SOVIET STRIKE EA
2 CRASH BANDICOOT
3 FORMULA 1

4.  WiPEOUT 2097

5.  TEKKEN 2

6 RESIDENT EviL

74 FINAL Doom

8

9

ACTUA SOCCER
TUNNEL B1
ACTUA GOLF

NEON

DEVELOPER

NAUGHTY DoG
PsyYGNosIS
PsyGNosIs
NAMco
CAaPcoOM
WILLIAMS
GREMLIN

GREMLIN

(/

PLAY
SCORE
EA 83%
SoNY 84%
PsYGNoOSIS 92%
PsyGNosIs 93%
SONY 95%
VIE 95%
GT INTERACTIVE 82%
GREMLIN 94%
OCEAN 87%
GREMLIN 88%°

PUBLISHER

PLAY magazine January 1997'
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CAT BUCAN ' [0])] brings you all the news

on what’s hot in the land of Bill Clinton and endless

| cable TV channels.

== Ifyou remember, a few issues ago |
E=——= mentioned a new game called Deception —
a first person perspective 3-D adventure which placed
{ you in the shoes
of the bad guy. Well now this game has
just come out over here and it’s getting
widespread acclaim because of its
originality. You are the keeper of a fully
texture mapped castle and the idea is to
lure unsuspecting adventurers into your
many traps. From what I can tell it’s a
similar concept to UK developer
Bullfrog’s game, Dungeon Keeper. The
only problem so far encountered with
Deception is that you will need to
persevere to get the most out of it
because it is very slow going. Still, why
not check it out at your local import store.

DECEPTION e

=

== Just out in the USA is Capcom’s

é first 3-D beat-"em-up, Star
Gladiator and the press over here are
going mad for it. The game features nine
selectable characters and three secret
ones (compared to Tekken 2’s 25!) and
they are a mixture of aliens and robots
from every corner of the galaxy. Each
character has their own unique weapon
which can be used in conjunction with
their impressive array of special moves.
Saturn, for example, has a plasma yo-yo
which he uses to hack away at his
opponents. Also, in the great Capcom
tradition, Star Gladiator features a host
of combos, power moves and elaborate
special effects to dazzle the gamesplayer.
The animation is top notch, as you would
expect from the makers of Street Fighter
Zero 2 (Alpha in the UK - Ed), and Star
Gladiator is aiming to go head-to-head
with Squaresoft’s recently released beat-
’em-up, Tobal No.1.

Although Star Gladiator doesn’t look
as impressive as Tekken 2, it does at
least give Capcom the chance to perfect
the 3-D techniques that will be used in
Street Fighter Ex due out in the USA for
the Easter holidays. Breath is duly bated.

STAR GLADIATOR

' §

Asove| Cat Bucannon - likes

games and banana yogurt...

EA IS BOWLED
OVER (GROAN)

]UST IN from EA Sports this month is Ten Pin Alley, the
PLayStation’s first bowling simulator. The game allows you to take
control of various rendered charcters individually or in teams and try to
get the highest score. not that much is known about the game as we
literally received it as the magazine was going to press, but we’ll have
a full review next issue. Ten Pin Alley will be released early next year.

[ABOVE] Ten pin bowling on the PlayStation — [ABovVE] To jazz up the otherwise predictable

you heard it here first folks. gameplay, EA has included humerous cut scenes.

ALLIED
GENERA

CHURCH ILL tastic news from
Mindscape is that Allied General, the
latest in the ‘General’ series (which
includes Pacific, Fantasy, Star and
Panzer on PC) is to be converted to the
PlayStation and released in May ’97.
PSX owners should already be familiar
with Panzer General, which was
released earlier this year, but the new
game takes you into central Europe for
the battle against the Axis powers
headed by Adolf Hitler. In fact you can
play as the Allies or Axis powers in the
game, and there are 35 different
scenarios ranging from the standard
battles, to fantasy ones like Churchill’s
never realised Operation Jupiter.
Strategy fans — save those pennies!

One of the all-time classic games
from the computer boom in the mid
Eighties was MicroSphere’s Skool
Daze, |ater followed by the sequel,
Bak 2 Skool. The game was a side-
scrolling affair, with you playing
Eric, a new pupil at the school from
hell. The aim was to get hold of the
answers to the exam papers before
the exam day, but violation of the
school’s rigid rules meant being
penalised with lines. 10,000 of
them and you were instantly
expelled, so the real trick was to
sneak around the school during
lessons and solve the puzzles
whilst avoiding the beady gaze of
the agile teachers. A classic game,
surely someone could convert it?

EW nI lnl
e

g

[ABovE] Allied General - get to stomp through

France and shoot Germans. All the fun of WW2!
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B SquareSoft in Japan announced this

month that it is creating a new label
called Aques, an abbreviation of the
company’s aim: Advanced QUality
Entertainment and Sports. The first
titles to emerge will be Super Live
Stadium (baseball), Grand Champion
Rally, and a mahjong game. All three
games are expected to be released at
the start of 1997 and will be coming to
an import shop near you.

BusHiDO BLADE

Bushido Blade, thought to be

SquareSoft’s next release (after
Final Fantasy VII) has been delayed
from 20 December to 14 March.
Development complexities have been
blamed.

B The latest Japanese sensation

- hitting Japan at the moment is
Parappa the Rapper, a totally bizarre
gaming experience best described as a
the videogame equivalent of MC
Hammer! Debuted at the PlayStation
Expo last month, Parappa the Rapper
is a cartoon style game which features
many different animated musical
rappers and the idea is to keep in time
with each of their raps by tapping the
buttons on the joypad in the right
sequence. The game takes place in
many different locations and with
loads of quirky rappers testing your
powers of memory and timing.
Parappa the Rapper is scheduled to
arrive over here by Christmas, but at
the moment there are no plans to
release the game in Europe or America.
Apparently the Japanese are unsure as
to how you guys will cope with the
concept. Japanese kids though have all
lost their minds over the game.

And finally a reminder that the epic

weapons fighting game, Soul Edge,
is confirmed as being released at the
end of December in Japan and so far
there are no delays. Soul Edge is
expected to be just as popular, if not
more so, than Namco’s other beat-’em-
up, Tekken 2, and Soul Edge (which is
called Soul Blade in the US — no news
on the UK version) is more of the
same, but with weapons. Can’t wait!

SouL EpGe
S —!!‘.r
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TIME CRISIS
FIRST SHO

AS PLAY was just going to

press we received first news and shots
of the PlayStation version of Time Crisis
from Namco. Due out in March or April
of next year Time Crisis is widely tipped
to be as popular as Tekken 2 and the
PSX version is now confirmed as having
the story mode of the arcade machine,
a time attack mode, and a plethora of

never-before-seen special stages.
Packed with the game is Namco’s
Guncon, a black light gun with a red
button on the side which is used to
duck/hide and is a substitute for the
pedal in the arcades. The Guncon does
NOT have a recoil facility as was first
thought, but it is amazingly accurate,
and Namco claims it is up to ten times
more precise than Konami’s gun. We
will have a full report on this game in
the new year.

[ABovE] Namco’s Guncon will not be black when

it comes over here, for obvious reasons.

[ABoVE] The red button on the Guncon allows :

[ABoVE] Time Crisis looks to be one of the

hottest new games for '97. you to duck and hide behind objects.
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TOGETHER AGAIN!

Al.l. BETS are off! Sony is no longer planning to sell off Psygnosis
after over six months of the hugely successful software developer being ‘on
the market.” With the unprecidented sales of both Formula 1 and Wipeout
2097, to say nothing of the back catalogue including Destruction Derby and
the original Wipeout, Sony has decided to keep the Liverpool based firm,
albeit with a new structure. Psygnosis has reportedly been given more
freedom to manage its own affairs with very little interferance from Sony’s
Japanese headquarters. Sony, according to insiders, realised the true value of
Psygnosis’ tremendous games know-how and saw that in the long run they
would lose out. Psygnosis is the most successful PlayStation games
developer, with Formula 1 already selling over 600,000 copies in Europe, and
at least the same projected for Japan.




PLAYSTATIONS

now come in three colours
— grey (standard), blue ' \ o«
(development), and Black X / o » .
(home programming). Yes that’s

right, the Black PlayStation, called /
Yaroze, has at last been unveiled to the (
UK press, and Sony says that the black

machine which includes everything you

need to program your own PlayStation  Finally, Sony also supplies three

PL.AY magazine January 1997'

games will become available to manuals with a start-up guide, user
members of the Yaroze scheme in guide and a reference library.

February 1997 for just £599! The UKis  On-line support comes from Sony’s own
the first territory outside of Japan to member’s web site (hence the need for
have Yaroze because Sony recognise a modem) and you can also download
the popularity of demos and the new bits of software on demand. If you
wealth of potential programming are interested in joining the Yaroze

talent. Yaroze will be initially aimed at ~ scheme then send your name, address,
universities, but it is open to anyone telephone number and e-mail address
who can afford the system and has the  (if you have one) to the following

desire to learn the process. address: Yaroze application, Sony
The Yaroze kit allows you to write Computer Entertainment Europe,
programs using a PC and then Waverley House, 7-12 Noel Street,
download to a PlayStation. You will London W1 4HH. You will then be sent

need a PC minimum spec of a 486DX2-  an application form next year and if
66MHz with one or more serial ports, a interested, send the completed form
28.8 modem (ideally), CD-ROM drive, back with your payment.

mouse, 10Mb of free hard disk space,a  We at PLav applaud the Yaroze idea as it
SVGA monitor and at least 4Mb of RAM. paves the way for the re-emergence of
Yaroze will work with DOS version 5 or  the ‘bedroom programmer’ and a host

later and Windows 3.1 or 95. of original and personal games which
For your six hundred smackers you will ~aren’t motivated by making a fast buck
get the following: A black Yaroze or riding on the back of a hit movie.
PlayStation, two controllers, one Hopefully as more and more people:
access card, memory card, serial cable  adopt Yaroze, Sony will be inundated

. and an AV lead. Plus the actual with a fresh injection of game writing
development kit stored on two CDs talent. Now all we need is for Yaroze
consists of: standard C programming members to realise that all the best
libraries, maths, high level 3-D games were made on the Spectrum and
rendering, controller interface and Commodore 64 between 1983 and 1988 2
sound libraries, graphical file utilities ~ and we’ll all live in a perfect world. j l '0527
and 3-D object creation/conversion Please remember to check out PLAY’s : i - “:éggmw .
utils. Also, you get an R3000 C regular ‘Most Wanted’ sections for game

Y compiler, a linker and a debugger. ideas.

DO YOU HAVE A PLAYSTATION HABIT? DESPERATE FOR TIPS ON RIDGE RACER REVOLUTION AND ALL THE LATEST GAMES? -
CRAVING FOR DETAILS ON FUTURE RELEASES AND COMPETITIONS? CALL POWERLINE. WE'RE HERE TO HELP YOU DEAL WITH YOUR ADDICTION [£ @"MJ
24 HOURS A DAY, 7 DAYS A WEEK, 365 DAYS A YEAR. ALL CALLS WILL BE TREATED IN THE STRICTEST CONFIDENCE. e aae Sl

"‘g" and “PlayStation” are trademarks of Sony Computer Entertainment Inc. “TouchTane service, calls are charged at 25p/min cheap rate, 39p/min at all other times (correct at Apr '96). Calls cast no more than £2.99. Please seek permissior from the bill payer before making the call,” *Adcall, P.0. Box 3000, London N20 9HRO.
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BETTER
THAN ONE

NEW from Technoplus is a

quirky controller which should be
perfect for games such as Robotron
X and, er, well that’s it at the
moment. The Freedom Pro is a two
handed gamepad which splits the
standard PlayStation pad and its
functions in half and allows you to
perform two things at once,
theoretically. The Freedom Pro is
certainly a wacky idea and we’ll
have a full report on it next issue. If
you want to take the plunge and
get one now though, it retails for

£19.99.

PLAY magazine January 1997'
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SEQUEL CITY

lT’S 'NEVITABLE that when a game is successful there will be a

sequel, and perhaps even another and another. Only the most hardy blood-
lines survive though, with perhaps only the Mario and Megaman series proving
that you can improve on perfection. What next for the current crop of ultra-cool
PlayStation games then? Resident Evil 2 you should already know about
because PLay printed the first screenshots of the game in issue 12, along with
an exhaustive plot summary and list of features. Mark our words, this game

is going top be a monster, and with the original selling over a
million copies worldwide, only a fool would bet against RE2
shifting at least twice as many. It’s money for old rope. The -
real trick of course is coming up with a game that

deserves a sequel. Crash Bandicoot will inevitably return.
Despite a general loathing for the shiny happy marsupial by
more hardended gamers, a marketing budget that could fund
a third world country will ensure that Crash is grinning inanely =
in the majority of PlayStation owning homes this Christmas. A |
sequel is on the cards and Naughty Dog are already working %
on ideas. So what else? Well Tomb Raider is an odds on ¢
favourite and regular readers will already know that the sequel %
to Soviet strike will be Asia Strike. Also on the cards are X-Com S
3: Apocalypse, The Need for Speed 2, Namco Museum Volume 4 , w..'—«‘

N

& 5, Fade to Black 2, Wing Commander 1V, Discworld 2, Tekken
3 and Street Fighter Alpha 3.

=
all
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STATE ISSUES REQUIRED:

METHOD OF PAYMENT,
PLEASE INDICATE YOUR CHOICE:

| | CHEQUE/POSTAL ORDER
Please make payable to Paragon Publishing Ltd.

| ] CREDIT cARD
Expiry date

Card number

Please return this coupon (or photocopy) together wth
your cheque/PO (if applicable) made payable to
Paragon Publishing Ltd to the following address:

Play Back Issues, Paragon Publishing Ltd,
FREEPOST (1255) Bournemouth. BH1 2TA

It won’t cost you a penny in stamps if posted in the
UK. Alternatively, call our credit card hotline on (01202)
200200 or fax us with your details on (01202) 299955.

[ABovE] Formula 1 has sold over 600,000 copies

already - a follow-up must be on the cards.

[ABOVE] Street Fighter Alpha 2 will be a success
this Xmas and there is already a sequel planned.
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[he Ultimate Games Bible For PlayStalion Owners

Packed with reviews of virtually every PlayStation game ever released, The
Complete A-Z of PlayStation Games is the only guide you'll ever need.

Overload on PlayStation reviews, screen shots and gaming information.

With this unrivalled collection of game reviews in one huge fact-packed
guide, you'll never make a wrong purchasing decision again.

SIMPLY THE BEST

A huge, encyclopaedic-like guide to virtually all the Sony PlayStation

games released to date. All games covered are fully reviewed and rated ==

— over 100 titles featured. The games appear in superb detailin %
alphabetical order for easy reference.

GET YoUR COPY Fns

* Largest ever guide to PlayStation games -164 pages!

* The only complete reference guide to all the games available for the Sony PlayStation.

* Reviews run alphabetically for quick and easy access.

* Monster reviews of all the top games.
* Over 1000 fantastic screen shots

* Every game fully reviewed and rated
* Superb design and layout

Yes! Please rush me
\~The Gomplete A-Z of

5,
priced at s0.99 GAMES "96

(Including postage and packing).
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AT THE END OF THE DAY
WE ALL WANT 10 KNOW

ABOUT THE LATEST ,
We scrutinise all the g: thoroughly, playing each for hours, even days, on end.
PLAYSTATION SOFTWARE, f ner to discuss the review scores to make sure we get it right. The

AND THERE’S NO BETTER ; : ) nominates their own personal category for each ga;nfe. G:zne
' ut of 100%.

PLACE THAN RIGHT HERE IN " He re :

PLAY!_ - some gamepla\:"'/jﬂaws, but nothing
‘ : serious.

5 0_7 5These are average
games that may be

entertaining but are fundamentally
flawed or don’t have any lasting appeal.

30_ 5 oG&mes that should be

avi by everyone
except die-hard fa e genre and
masochists.

N Complete
0»‘ 3 " costs!

Uses a Memory Card Split Screen Link Cable compatible o
(for save games) eg Bust-A-Move 2 eg Formula 1 eg Die Hard

[l page number



REVIEWS » WORKSTATIONS » WIRED UPS

WORKSTATIONS

You want in-depth features on the
latest software? You got it!

CommAND & CONQUER 26
DESCENT Il

This clever little box is designed to
show you instantly how long a
game will last (in our opinion)
based on the review. The one
player game (in red) will more
often than not be lower than
multiple players because it’s more
fun playing a friend than the
computer. Although it is entirely
subjective, we hope it gives you a
rough guide to a game’s lifespan.

CONSTANTLY

ONE PLAYER

MULTIPLAYER I

(the games ) introduction)

PLAY REVIEWS

9 Nobody does it better. PLay reviews are the only place you
should turn if you want authoritive advice. Never buy a
PlayStation game without seeing what we gave it first.

PANDEMONIUM &L 20

PL.AY magazine January 1997 '

FIFA*97 34 ““éﬂ *”“?
TERROR FROM THE DEEP 38 ‘
HARDCORE 4Xx4 )

GRIDRUN 44 {

NBA JAM EXTREME 46 [ ===

BATMAN FOREVER

BLAST CHAMBER
BLAck DAWN
NASCAR RACING 96
X2

ROBOTRON X

NHL '97

PITBALL

Bussy 3D

WIRED UP

b A short look at a game which is either too big to be ignored,

or a final assessment before it’s reviewed.

MECHWARRIOR 2 [82] ¢ 2

S‘ -t
NBAINTHEZONE2 83 | & <71 ”r
it s (20200 M, LA
TEMPEST X a

ISS DELUXE 88

ER :&‘ 419
TDEFITH&PB
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Written By Asam Ahmad

on the PlayStation to date haven’t
P l a t fo rmers been anything special. So far
developers have tried various
twists to the genre and although they've
managed to produce decently playable
efforts, they haven’t been outstanding.
Sony’s Crash Bandicoot, although
technically brilliant, lost marks for being a
little too frustrating (especially saving
your progress), a bit too linear, and
frankly, not that good. The Jumping Flash
Pmu series took classic platform elements and
o transformed them into a true first-person
INFORMATION

Publisher: BMGie

Customer support: 0171 973 0011
Price: £44.99

Release date: December '96
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ONE PLAYER

BIG

——GAME

IN THE BATTLE oF THE 3-D

PLATFORM GAMES, DO WE AT
LAST HAVE A CLEAR WINNER?

3-D perspective with plenty of freedom,
but didn’t quite make classic status for its
lack of variety in gameplay. Now there’s a
new player vying for that elusive position
atop the platform podium, and by all
accounts, it looks like it’s gonna just pip
the opposition to the post this Xmas.
Pandemonium has been developed by
Crystal Dynamics. One of the foremost
developers on the 3DO system, Crystal
Dynamics hasn’t really made an
impression on the PlayStation as yet, with
previous mediocre efforts such as Gex and

~“Dl2Pens

M(

Total Eclipse, both published by BMGie.
The wind is changing, and the tide is
turning.

A BIT O’ RUMPUS

Pandemonium is perhaps one of the most
unassuming 3-D platformers available for
the PlayStation. | don’t mean unassuming
as in “boring,” but sedate as in “not-
trying-too-hard-to-be-different.” The
gameplay is strictly classic 2-D, but
presented in a 3-D world. This means that
the control of your character is limited to
left and right movements, along with the
obligatory jump and fire, but the action is
translated effectively into a swirling,
rotating, twisting 3-D landscape. Rather
than being restrictive though, this lack of
control is actually curiously emancipating
in that through the ease of the control
system you can get into the game so
easily, and all that remains as a challenge
is the game itself — something other
games of this ilk haven’t quite




PLATFORM PERILS

THIS IS ONE OF THE SIMPLER PUZZLES IN THE GAME, BUT DESPITE BEING EASY TO ACTIVATE, IT STILL
REQUIRES DEFT CHARACTER CONTROL TO ENSURE YOU MAKE IT ACROSS THE HUGE GAP BY JUMPING ON

THE BIRDS TO THE BONUS CRYSTAL STORE AHEAD.

1: Now, HOW DO | GET UP TO THAT
PLATFORM ON THE RIGHT? HMMM.
I’LL TRY JUMPING UP TO THE
LEFT...

THIS’LL SURELY HELP ME ACROSS.

2: TEN ATTEMPTS LATER AND I'M
UP. | COULDN'T HAVE DONE IT
WITH FARGUS - HE CAN'T jJUMP
HIGH ENOUGH. A-HA! A KEY.

3: Now WHAT?! THE BRIDGE ONLY
GOES SO FAR... THAT BIRD ACROSS
THE WAY IS JUST THE FIRST OF A
SUCCESSION OF ‘LIVE-PLATFORMS’
TO JUMP ACROSS.

successfully managed to achieve. This no-
nonsense approach makes Pandemonium
easy to pick and wonderful to play.

The story of the game revolves around
a couple of crazy kids who have gone just
a little too far playing with magic.
Featuring a jester, Fargus, and his wooden
stick-puppet, Sid, they’re naughty and
always getting into mischief. This time
they’ve encouraged Nikki, a wizard
protégé, to conjure up some magic spells
but things have gone a little wrong and a
huge village-eating monster has been
unleashed. Of course in order to reverse
the spell, the duo (and the puppet) are
going to have to find a few items to help
them send the monster packing.

IT AIN’T BEDLAM

Playing Pandemonium is a dream. You
enter the game as either Fargus or Nikki,
with each having slightly different
abilities. Nikki can run faster and jump
higher, but Fargus has a special
cartwheel-like spinning trick up his

sleeve. Both can collect weapons, ranging
from a standard blaster, to a miniaturiser
that’ll shrink your enemies, and even a
freezing weapon to give them the cold
smoulder. But there’s more. As you
progress through the game, some of the
levels become literally impossible to
navigate. Fear not, as magic is to the
rescue! Yup, as you get further and further
and require different abilities, when you
pass certain checkpoints your character
transmutates into another creature such as
a turtle, a rhino, or even a frog, each with
its own unique abilities necessary for that

particular section. Ribbit. This is )

neat, as it breaks up the

(pandemonium (review)

.;,,‘/ " w
: -
[ABOVE] The way the game rotates the 3-D world around you is absolutely superb. Here you

PLAY magazine January 1997'

can see a long way into the distance, and to what’s ahead.

WHO AM I?

amn: ARE TWO MAIN CHARACTERS TO CHOOSE FROM, FARGUS AND NIKKI. AS YOU
PROGRESS THROUGH THE GAME, AT CERTAIN POINTS YOU CHARACTER CHANGES
FORM INTO A RHINO, A FROG OR A TURTLE.

[FARGUS]

FARGUS CAN JUMP AND RUN, AS WELL AS FIRE
WEAPONS WHEN COLLECTED. HE ALSO HAS A
CARTWHEEL-LIKE SPIN ATTACK TO DISPOSE OF
ENEMIES, WHICH IS VERY HANDY FOR WHEN YOU
DON'T HAVE A WEAPON.

[Nikki]

NIKKI CAN RUN SLIGHTLY FASTER THAN FARGUS
AND CAN JUMP A LOT HIGHER, WITH A SPECIAL
DOUBLE-JUMP. UNFORTUNATELY SHE DOESN'T
HAVE A SPIN ATTACK, BUT THIS IS MADE UP FOR BY
HER SUPERIOR AGILITY.

[RHINO]

THE RHINO HAS A HIGH INERTIA VALUE MEANING
HE STARTS SLOW, BUT CAN GET UP TO A DECENT
SPEED. TO KILL ENEMIES, YOU CAN JUMP ON 'EM
AS WITH FARGUS AND NIKKI, OR, IF YOU'RE GOING
FAST ENOUGH, PROD THEM WITH YOUR HORN.

[FroG]

FROGGY IS VERY HANDY FOR INCREDIBLY HIGH
JUMPING POWER, BUT CAN ONLY ATTACK ENEMIES
IN THIS MANNER. UNFORTUNATELY, LIKE ALL THE
ANIMAL CHARACTERS, YOU CAN'T USE ANY OF THE
WEAPONS WHEN IN THIS MODE.

[TURTLE]

THE TURTLE IS SLOW AND CAN'T EVEN JUMP VERY
HIGH, BUT IS PROTECTED FROM ABOVE THROUGH
H1S SHELL. LUCKILY YOU ONLY USE HIM LATER ON
IN THE GAME, BUT HIS LACK OF AGILITY PROVES
QUITE A CHALLENGE.

BEKXXXKD 633
253
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standard platform gameplay and ensures
the game doesn’t get too monotonous.

Given that Pandemonium is played
strictly in a 2-D manner, you could be
forgiven for thinking that it is going to be
linear. It isn’t. As you progress through
the 3-D worlds, you can see the level
ahead through the clever automatic
camera positioning. Of course the most
obvious route is always shown directly in
front of you, and, as your character stays
predominantly in the centre of the screen,
there is scope to look around. Often at
the extremities of the screen, you’ll

[Asove] That crystal below is a little invitation to investigate further. It turns out to be a route

to a small bonus area.

[ABovE] Spider ain’t gonna catch me in this web now that

I've frozen him. Time to smash the annoying arachnid.

notice crystals that are just beyond your

reach. They must be collected somehow,

and after a little trial and error, you’ll find
out how.

The mechanics of this work very well. If
you see an area of the level you can’t
seem to get to at first, often you’ll be able
to find a way without taxing the old grey
matter too much. It might need a key to
collect, or to stand in a certain position, or
kill an enemy. But this doesn’t mean that
it’s easy to access all the secret areas, it
just means that the secret areas are
findable, but you’ve still got to try and get
to ’em... This clever construction ensures
that through the 19 levels you’ll be able to
complete the game with a bit of work, but
at least you won’t find yourself
dumbfounded at what to do next.

SOUNDS, PRETTY, GOOD

Technically, Pandemonium has been very
well produced. Okay, so it doesn’t allow
you total freedom of movement, but for a
game like this it’s probably a good thing —
it’s a classic 2-D platformer in a 3-D world,
nothing else. Importantly, you can’t fall off
sideways like in Crash. The graphics are
sumptuous, the camera positioning is very
clever, and the variety from level to level is
extremely vivid, breath-taking even.
Within a level, colour palettes and graphic

styles change as you progress, )
@00

particularly when you pass the

TIME FOR BRUCEY

aDEPENDING ON HOW WELL YOU DO AFTER
EACH LEVEL, YOU ARE AWARDED A BONUS
LEVEL. WE'VE FOUND TWO DIFFERENT BONUS
LEVELS IN THE GAME, BOTH SEEMINGLY BASED
AROUND A CURIOUS PINBALL TABLE. OF COURSE
THERE ARE PLENTY OF BONUS AREAS WITHIN
EACH LEVEL TOO, SOME ALWAYS ACCESSIBLE IF
YOU CAN FIND "EM, AND SOME ONLY ACCESSIBLE
ONCE THE RELEVANT KEY HAS BEEN FOUND.

[INTER-LEVEL BONUS]

THIS BONUS STAGE IS FOUND HIDDEN IN LEVEL
THREE. YOU AUTOMATICALLY GET AWARDED A
STANDARD BLASTER WHEN YOU ENTER THE ROOM,
AND HAVE TO AIM AT THE TARGET TO RELEASE
AWARDS FROM THE SPOUT ABOVE. THEY COME
OUT AT DIFFERENT SPEEDS ON DIFFERENT
PROJECTIONS SO IT’S ACTUALLY QUITE TRICKY TO
AMASS TOO MUCH. COLLECT AS MANY AS YOU

CAN BEFORE THE STORE RUNS OUT.

[Bonus 1]

IF YOU GET 90% OR MORE OF THE CRYSTALS IN A
LEVEL, YOU’RE TRANSPORTED TO THIS BONUS
SECTION. YOU'RE ON A TRACK (SUSPENDED IN
SPACE?), WITH A HUGE SWIRLING MASS CHASING
YOU. AS YOU PROGRESS THROUGH ON THE
TRACK, SPINNING WHEELS PROPEL YOU RAPIDLY
FORWARD. THE TRICKY BIT IS AVOIDING ALL THE
OBSTACLES IN THE WAY, FOR IF YOU SHOULD STOP
AND THE SWIRLING MASS CATCH YOU... WELL IT’S
CURTAINS AND NO MORE BONUS LEVEL. YOU DO
GET THREE LIVES THOUGH...

[BoNus 2]

IF YOU OBTAIN 95% OR MORE, YOU GET THIS
GURT GREAT VERTICAL PINBALL TABLE TO GET
SMASHED AROUND ON. THIS BONUS LEVEL IS
ACTUALLY EASIER TO AMASS A HIGH BONUS
SCORE, BUT IS OBVIOUSLY HARDER TO GET TO.
THERE ARE PLENTY OF SPRINGLOADED
PLATFORMS TO THROW YOU AROUND THE PLACE,
AN TWO HUGE FLIPPERS AT THE BOTTOM TO
SHOOT YOU SKYWARD. AGAIN, YOU GET THREE

LIVES TO GET AS MUCH AS YOU CAN.
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“In shorf SimCity 2000 s  superb fitle that is qoing o keep you hooked.” “IF's no surprise fa'see SimCify 2000 holding onto the fop Spot”
Score 94% (CVG) (PC GAMER)
“Lovely graphics and an invalving simulation-make this game.a classic.” “IF's addictive..-ther are unlimited things-you can do.”
(MAC FORMAT) _ (PC WORKS) 4
They said it. Now you can play if. For tie first time,SimCity 2000.is available for the Sony PlauStation. 5
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MAXIs LIMITED,-CALEDONIA HOUWSE,
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MAIN TELEPHONE: O171-505 1500

MAIN FAX: O171-505 1600
WEB.ADDRESS: HTTP://WWW_MAXIS.COM

& and “Playstation” are"trademarks*6f Sony Computer Entertainment Inc. ©4995
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DIE, WILLYOU!

QTHERE ARE THREE DIFFERENT TYPES OF WEAPON YOU CAN COLLECT TO HELP YOU
ALONG THE WAY. OF COURSE YOU CAN ALWAYS JUMP ON AN ENEMY TO KILL ’EM, BUT
THESE WEAPONS COME IN VERY, VERY HANDY. HOWEVER, THE FIRST HIT FROM AN
ENEMY, PROJECTILE OR TRAP AND YOU LOSE IT. BUMMER!

[BLASTER]

THE STANDARD BLASTER,
INDICATED BY A RED GLOW
AROUND YOUR CHARACTER IS
HANDY TO DISPOSE OF
ENEMIES FROM A DISTANCE.
THEY TAKE AS MANY SHOTS TO
KILL THEM AS IT WOULD
JUMPS.

PL.AY magazine January 1997]

[SHRINKER]

THE SHRINKING WEAPON IS
VERY HANDY. ONE BLAST AND IT
MINIATURISES YOUR ENEMIES
MAKING THEM SMALL ENOUGH
TO TREAD ON. THIS WEAPON IS
ESPECIALLY HANDY WHEN
SURROUNDED.

[FREEZER]

THE FREEZING WEAPON ER,
FREEZES YOUR ENEMIES FOR A
SHORT TIME, RENDERING THEM
PRETTY DEFENCELESS AND
USELESS. SIMPLY JUMPING ON

®201

THEM WILL SMASH THEIR
FROZEN ASSES TO
SMITHEREENS.

mid-level points and end up in new
sections. And as the levels change, so do

the enemies, of which there are a wide
variety.

Sonically, the game isn’t outstanding,
but the sound effects are amusingly
comical and suffice. The tunes that play in
the background are typically ‘twangy,” with
lots of harpsicord going on, and they are
suitably atmospheric, but again, nothing
special. It would have been nice to get the
sound produced in Dolby Surround, as
most key titles seem to be these days, but
hey, it’s not a big point. Something else to
note though is that there is no memory
card support — it uses eight-letter
24 passwords. This isn’t a problem, but it can

get tedious having to write them down all
the time.
Overall though, there
isn’t any one thing that
sets this game apart from
the opposition, except for
the fact that it has very
few failings, unlike its
contemporaries which
have niggly faults in
various departments. The
level construction is very
good, with a gentle
learning curve, and
Pandemonium is
immensely playable as

[ABoVE] Fargus isn’t particularly fast or agile, but makes

up for this by having a permanent cartwheel spin attack

l page number

to get rid of enemies.

[ABovEe] There are plenty of tunnels, slides and
ramps to travel along, and the graphics flow
tremendously fast at all times.

result. Perhaps my only criticism in this
respect would be that the game does feel
a little short, especially for the more adept
player. With only 19 levels and only three
(albeit very impressive) bosses, with the
first six or so being relatively
straightforward, it does feel as if it could
have done with a bit more. Saying that,
the levels do get a lot longer as you
progress through the game, but if you
don’t get 100% on them and just take the
straight route, you’ll miss out on quite a
bit of the game. In this case it's wise to go
back to some of the levels to look for what
you missed the first time around.
Otherwise, a top-notch effort, and
certainly much more enjoyable to play
than Crash Bandicoot. Pandemonium is a
beautiful platform romp through a
wonderful fairytale land. Well done Crystal
Dynamics and BMGie.

HOURS DAYS . WEEKS MONTHS
i

CONSTANTLY

FREQUENTLY

OCCASIONALLY

ONE PLAYER

Looks
SounDSs
GAMEPLAY
VALUE
ACCESIBILITY

MULTIPLAYER

O

ALTERNATIVELY:

CRASH BANDICOOT (84%)
JUMPING FLASH 2 (87%)

:90%

It’ll be Pandemonium this Xmas
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COMMAN

IT’s WAR! Westwoobp Stupios anp VIRGIN INTERACTIVE ENTERTAINMENT HAVE
AT LAST CONVERTED COMMAND & CONQUER ONE OF THE BEST SELLING GAMES
of ALL TIME, To THE PLAYSTATION. StouLp You Be EXCITED? Too BLOODY RIGHT!

PLAY magazine January 1997'

“Your base is under attack.” So says the
-—(A l e r t | A l er t D laconic woman in mission control as

hundreds of NOD infantry units blow a
hole in your perimeter fence and pour into your
undefended base while your main invasion force
is two miles away and out of radio contact.
Engineers capture your vital installations, SAM
missile launchers bombard your gun turrets and
barracks, and just to add insult to injury, five
Apache gunship helicopters suddenly appear in
support and cut off your escape route. “Battle
control terminated.” Damn!

It’s two in the morning and NOD has
won again. But wait a minute what’s
this? There are three cups of cold
coffee by the PlayStation, your
dinner’s in the dog, and Sellotaped
to the lid of your console is a letter
in female handwriting which simply
says “Lock the door on your way
out.” Command & Conquer has
claimed another victim.

No change there then because since its launch
on PC in 1995, Westwood Studios’ epic tour de
force must have been responsible for more
relationship break-ups than Princess Di! Such is
the addictive nature of this superb war/strategy

Written By Damian Butt

Blueprint
_Publisher: Virgin Interactive
Entertainment... ...
Developer: Westwood- Studlos

Jé‘;:;:g‘;::;:oé’m Dec 9‘6“ _ game that once you’ve loaded it up, you cannot
Ofiginz USA ~ - stop playing until your plucky little guys have

" No of Players: 1-2 won the day, and even then you're still hooked by

that “just one more go” factor. What’s all this

26

lAaov;) Astand off, NOD attacks a voarty éefendad GDI baso but ﬁnds the guard towers more than a
match. Note the silo going up in @ mushroom cloud to the left. That's a nuclear warhead for you.

[l page number

leading up to? Well, the bad news, at least for
partners of PlayStation owners across the globe,
is that Command & Conquer is coming to the
PlayStation... soon. In fact before Christmas says
publisher Virgin. Looks like the divorce statistics
are going up again!

NEVER...

Command & Conquer was developed by US coder,
Westwood Studios, the visionaries behind such PC
and console classics as Dune Il, the Kyrandia
series, Lands of Lore (also coming to the
PlayStation) and of course who could
forget, Monopoly. Essentially C&C is
an overhead strategy/war game
where you take control of vast
numbers of forces and must
command them in the heat of
battle.
The biggest shock is the control
method. Despite Westwood’s best
efforts, C&C on PlayStation will NOT be
compatible with the PSX Mouse — a fact that
defies belief given the game’s PC origins.
Apparently this is because the interface between
the console and the mouse cannot handle quick
movements during on-screen action, a problem
highlighted by Sony’s very own Broken Sword.
Luckily though, the game is just as easy to control
using the standard joypad because you can assign
the buttons to various commands and the scroll
rate is high. You make your army units active by
either clicking on them individually or dragging
the cursor over an area; highlighting everything in
its path; men and vehicles alike. This is important
because whereas stealth missions may require a
small squad or single scout vehicle to investigate,
if you're being attacked, you want to get as many
of your forces to defend as quickly as possible.

«..IN THE FIELD

OF HUMAN COMBAT...

C&C on PlayStation, as has been reported in PLay
before, is displayed in the console’s high
resolution mode and this means that you can fit as
much if not more on the screen than the PC
version. The sidebar which includes all your
available units, energy level and tactical map has
also reputedly been spruced up (the version we
had didn’t have any changes), with enhanced
graphics for each icon. The bottom line is that on

[ABove] Near the end of the game
the GDI forces develop an orbital
ion cannon which can be used to
take out NOD bases from space.
It takes a while to charge though.




“[C&C] must have
been responsible for
more relationship
break-ups than
Princess Di!”

SOFTOGRAPHY

VIRGIN INTERACTIVE:
Lands of Lore {PC)
Monopoly (PC)

Dune I} {PC, Mega Drive)

command & conquer

PlayStation, you are likely to see even more
of the battleground and therefore have a lot more
work to do.

To heighten the tension and test your abilities
as a commander further, C&Cis played in real
time as opposed to the turn based antics of
games like Warhammer:SOTHR, and so you have
very little time to react if surprised. This works
both ways of course, meaning you need to master
the art of ordering men around quickly in order to
maximise the impact of an attack. If you forget a
squad during an attack, the chances are they will
be wiped out off-screen (to the accompaniment of
screams and the omnipresent announcer saying
“Unit lost.”) without your help.

At the start of the game you decide which side
to fight on. The Brotherhood of NOD are the bad
guys (but you get to do lots of lootin’ and
shootin’), and the Global Defence Initiative is
Earth’s clean cut marines sent to stop NOD by the
United Nations. Playing against NOD is the most
difficult of the two sides because ‘the dark side’
has almost unlimited resources and better
weapons, and because the GDI is ,36.}}
backed by government, funds do oy,

MINERAL WAR

COMMAND & CONQUER 1S DRIVEN
BY AN EXTRATERRESTRIAL MINERAL
CALLED TIBERIUM WHICH FIRST
FELL FROM SPACE NEXT TO THE
TIBER RIVER IN GERMANY, HENCE
THE NAME. TIBERIUM FEEDS OFF
THE EARTH’S NATURAL
RESOURCES; PUMPING SPORES
INTO THE AIR AND INFECTING ALL
NEARBY LAND. TIBERIUM IS TOXIC
TO HUMANS AND SO YOU MUST
ALWAYS GUIDE YOUR TROOPS
AROUND INFESTED AREAS. IN
ORDER TO BUILD BASES AND HAVE
ENOUGH CASH TO GENERATE
TROOPS AND TANKS IN THE GAME,
TIBERIUM MUST BE COLLECTED BY
HUGE HARVESTERS AND THEN
REFINED. THE MORE TIBERIUM YOU
CAN HARVEST SAFELY, THE MORE
CASH YOU WILL HAVE TO CONTINUE
YOUR CAMPAIGN. TIBERIUM IS
ESSENTIAL TO VICTORY IN
COMMAND & CONQUER.

workstation
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“There’s no doubt
that Command &
Conqueris a
landmark title...”

command & conquer)

occasionally run dry if you become unpopular. To
cope with all the game data, the missions, 6o
minutes of FMV and 25 original musical scores,
C&C comes on two CDs, one for each side. It will
still retail for £50 though. Hooray!

...HAS SO MUCH

BEEN OWED BY...

PlayStation Rommels get not only the original’s
30 missions (15 for each side), but also the
mission disk Covert Operations (a plotless series
of ultra-tough combat zones - not as good as the
original) and over ten completely new never-
before-seen missions created specifically for the
PlayStation — over 50 in all! By my reckoning
that’s well over a hundred hours of warfare.

Each new level signals a gorgeous piece of
streamed FMV which shows how the war is going
and more often than not, a huge explosion and
lots of dead bodies flying about the place.
Command & Conquer makes use of these cut
scenes like no other game, and they manage to
take your mind off the tiny graphics of the main
battle screen.

Where C&C really scores is in the execution and
how it plays. If you’re not occupying an existing
base, each mission begins with a massive
armoured Mobile Construction Vehicle (MCV)
which transforms before your very eyes into a

[ABovVE] This is Kanefbb\ der of the Brotherhood of NOD. When fighting on their side, he, or one of
his generals will instruct you on mission objectives. Here, we discuss the invasion of Angola.

[Berow] The PlayStation’s high resolution mode makes the game grapim:s seem even smaller than
on PC, but you can also see more of the game map.

construction yard. You have a certain amount of
Tiberium (money, effectively) allocated which is
used to build first, a power plant to support your
fledgling base, then barracks, a weapons factory,
and most importantly, a refinery which then farms
Tiberium (see panel on mining this mineral
elsewhere in this feature) and turns it into more
cash to further the war effort. Without Tiberium
you will not be able to expand your base or build
vehicles, so protection of the harvester and
refinery is paramount.

...50 MANY TO SO FEW...

With cash flowing like wine you can enforce your
base further with a comprehensive list of
buildings and assault vehicles. Gun turrets will
automatically see off marauders if your attention
is diverted elsewhere, and you can also construct
a communications centre which gives you a radar
display of the whole game map and shows enemy

l page number

EMPIRE BUILDING

YOU'RE DROPPED DEEP BEHIND NOD LINES WITH NOTHING BUT A
a HANDFUL OF MEN AND A MOBILE CONSTRUCTION VEHICLE — HOW
DO YOU GO ABOUT BUILDING THE PERFECT BASE? HERE’'S YOUR FIVE
POINT PLAN.

1. DEPLOY THE MCV AND IMMEDIATELY CONSTRUCT A POWER PLANT, A

TIBERIUM REFINERY (COMES WITH A FREE NARVESTER) AND A

BARRACKS. BEGIN BUILDING SANDBAGS AROUND THE PERIMETER.

2. ENCIRCLE A LARGISH AREA OF LAND WITH SANDBAGS AND THEN
LEAVE ONE OPENING, PREFERABLY FACING THE LARGEST
CONCENTRATION OF TIBERIUM. BUILD A COUPLE OF GUARD TOWERS OR
GUN EMPLACEMENTS AT THE ENTRANCE TO PROTECT IT.

3. START CHURNING OUT TROOPS (ROCKET LAUNCHERS ARE GOOD FOR
FIRING OVER SANDBAGS) TO PROTECT THE BASE FROM ALL ANGLES. AS
THE TIBERIUM STARTS FLOODING IN, EITHER BUY ANOTHER
HARVESTER TO INCREASE QUTPUT, OR INVEST IN A WEAPONS FACTORY
TO ADD MUCH-NEEDED TANKS.

4. THE ENEMY IS BOUND TO START BOMBARDING YOU FROM THE AIR,

SO GET SOME SAM MISSILE LAUNCHERS IN THERE TO PROTECT MAJOR
INSTALLATIONS. AND WHILE YOU'RE AT IT, BUILD MORE SILOS TO COPE
WITH ALL THAT TIBERIUM AND A COMMUNICATION CENTRE TO KEEP ON
EYE ON THE ENEMY.

5. FINALLY, START PATROLS AROUND THE AREA TO ILLUMINATE BLACK
SPOTS AND BUILD A REPAIR CENTRE TO HEAL WOUNDED VEHICLES
WHEN THE REAL FIGHT BEGINS. YOU WILL ALWAYS NEED POWER, SO
MAKE SURE IT IS TOPPED UP. FINALLY, GET SOME HELICOPTERS OR
ORCA ATTACK CRAFT IN THERE AND START LONG RANGE BOMBING. YOU
ARE NOW READY TO ATTACK.
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Presents you with plenty
of in-game choices and
you can restart missions
at any time.

4
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When all NOD SAM
sites are wiped out
(and you're playing as
GDI) you can invoke an
airstrike using A-10s.

The amount of
Tiberium you have
collected and can be
used as cash.

Buildings which have been
attacked by the enemy can be
repaired using this icon. Vehicles
need a special base to do this.
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This is your power level.
The green indicates your
power output and the
arrow shows the rate of
consumption.

The structures menu appears when you deploy your Mobile
Construction Vehicle and it becomes a fully functional yard.
Choices include an airstrip (if you’re NOD), communications

centre, barracks, weapons factory, gun turrets and the all-

At any time you can get rid
of the sidebar and leave
more of the screen devoted
to the battle.

This is the tactical map and it
only comes into play when
you've built a communications
centre and you have surplus
power to run it. It shows where
yours and the enemy’s forces are
located but it cannot penetrate
the darkness of uncharted areas.
You have to do that yourself.

At any time you can instantly sell
your buildings and get half the
price for them. Handy if you need
instant cash.

This is the men and vehicles
menu and it shows what you can
buy or manufacture. You must
have a weapons factory to make
tanks and bikes, and a barracks
for troops. Once one is in
production, you cannot access
the others.

important sandbags and concrete walls.

movements. Later in the game orbital ion
cannons, Orca attack craft, helicopters and even a
nuclear missile become available so that you can
launch strikes on your enemy from the comfort of
your own base. After all, why send a hundred men
to do the job of one ten mega-ton device? The
wealth of options in Command & Conquer means
you’ll be playing it for months and many different
strategies can be tried and tested.

Troops are vital to your plans of lebensraum
and they come in many flavours, such as the basic
grunt (minigunner), grenade infantry, rocket
launchers, flame-throwers, commandos, and the
very sneaky engineers, who can be used to take
over enemy buildings sometimes without them
even knowing. A cunning tactic for example would
be to fill an APC with engineers, blow a hole in the
back of the enemy’s base and then take over key
installations before launching a frontal attack. All
of a sudden your opponent will find he hasn’t got
any power, troop-making facilities, and his
refinery is silently filling your coffers instead of
his. Victory is thus assured.

WINSTON CHURCHILL
There’s no doubt that Command & Conquer is a
landmark title on PlayStation as it was on PC. The
control system has been tweaked to give
maximum performance from the joypad, and the
graphics have been considerably enhanced. It all
goes to make one hell of a package that no
PlayStation owner should be without. And ®
the gameplay? Well you’ll have to wait for
our review next issue.

ANOD’S AS GOOD AS A WINK...

THE TWO WARRING FACTIONS YOU CAN CONTROL IN COMMAND & CONQUER ARE EXPLAINED BELOW. EACH

COMES ON ITS OWN CD. THERE ARE ROUGHLY 25 MISSIONS FOR BOTH SIDES.

[THE BROTHERHOOD OF NobD]
FOUNDED: DATE UNKNOWN. COULD BE AS EARLY As 1,800BC.
IDEOLOGY: ULTIMATE CONTROL OF THE WORLD’S RESOURCES.
LEADER: KANE, ALSO KNOWN AS CAINE, JACOB AND AL-QUAYYM.
BASE: AT KUANTAN, MALASIA. AL-KHALI, SAUDI ARABIA. TOKYO. CAEN, FRANCE.
MILITARY STRENGTH: PREVIOUSLY BELIEVED TO BE ONLY A SMALL TERRORIST ORGANISATION. A UN SCANDAL REVEALED THAT
NOD ARE WELL EQUIPPED BY THE MILITARY SWORN TO DEFEAT THEM.
ECONOMIC STRENGTH: ASSETS BELIEVED TO BE IN EXCESS OF $255.2 BILLION.
POLITICAL STRENGTH: SOLE BACKERS OF THE ALLAH PARTY IN JORDAN (52%), UNITED WE STAND AMERICA PARTY IN THE USA

(12%), ALBION FIRST! PARTY IN THE UK (25%+) AND MANY OTHER UNCONFIRMED PARTIES.
\ AFFILIATIONS: IRISH REPUBLICAN PARTY, ISLAMIC JIHAD, KHMER ROUGE. j

[GLOBAL DEFENCE INITIATIVE]
FOUNDED: 12 OCTOBER 1995 (IN ACCORDANCE WITH UNITED NATIONS GLOBAL DEFENCE ACT (UNGDA). PREVIOUSLY KNOWN AS
SPECIAL OPERATIONS GROUP ECHO AND BLACK OPS 9.
IDEOLOGY: ENFORCE UNGDA AND UPHOLD IDEALS AS OUTLINED IN THE UN CHARTER.
LEADER: B GENERAL ABRA , CHIEF OF STAFF OF UN MILITARY COMMAND.
BASE: UNITED NATIONS MILITARY COMMAND CENTRE, LOCATION CLASSIFIED.
MILITARY STRENGTH: WITHIN PARAMETERS OF UNGDA, ARTICLE V, SECTION 3A, PARAGRAPH 12.
ECONOMIC STRENGTH: FUNDED BY UNITED NATIONS AND VARIOUS TS, PUBLIC AND PRIVATE

POLITICAL STRENGTH: NOT APPLICABLE. NO POLITICAL INFLUENCE.

AFFILIATIONS: UNITED NATIONS.
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Written By Asam Ahmad
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ANOTHER GAME THAT’LL NO-DOUBT SPAWN AN
‘INTERESTING’ MARKETING CAMPAIGN IS HERE. THE
SEQUEL 10 Descent 1s LOOMING, AND AFTER THE

MIXED RECEPTION OF THE FIRST, How wiLL THIS FARE?

{Goin’ down can>

be a hell of a lorra fun y’know,
‘specially in the dark. Oooh
matron!? No, not in that sense

ll page number

Publisher: Interptay
Developer: Parallax Software
“““ % Complete: 8o% —
Expected Release Date: Feb’97
Origin i
No of Players 12 |
_

you depraved rascals (but that’s pretty cool too!),
down as in below, into, under. Just imagine - you
can hardly see, your goal is buried deep down
past many winding, weaving shafts. Crevices
entrap. Chastising guardians attempt to impede
your progress at every turn. It’s gotta be Descent
hasn’t it. Yup, as revealed exclusively last month
in PLay, the sequel to Interplay’s 3-D mining
mission is almost ready, and after the rather
substandard letterboxed effort that was the
original Descent on the PlayStation, Interplay
seems to be quietly confident that this sequel is
gonna be the lordy nad-of-dog. Hmmmm...

For anyone who may not be familiar with the
plot of the original, in Descent you were
contracted as a mercenary by the PTMC
corporation to cleanse their mining operations in
the Sol system. Nope, it ain’t as a chimney sweep,
but more to do with destroying the corporation’s
mining robots which have gone berserk due to
being infected by a specialised computer virus of
alien origin. Upon completing the mission, you
flew back to a rendezvous point at the edge of the
solar system to collect your fee, and a well-
earned vacation.

This is where Descent I picks up. Upon arrival at
your recreation point, you, the pilot, discover that

[ABove] Dynamic light-sourcing ensures that you really ‘feel’ hits when you get targeted

by enemy fire. [INSET] BANG!

you’ve been cheated out of this immediate rest and
payment and contractually coerced into flying
another, low-risk, ‘reconnaissance’ mission. Seeing
no available option but to comply, you’re dropped
at the first waypoint on the outskirts of Terran
space. Once there, you discover that this new
mission is anything but low-risk...

3-DESCENT TOO

“Descent Il is a first person action game where the
player’s goal is to stay alive through 30 levels of
dark, sub-terranean tunnels, and devious, robotic
furies. The skills the player learns initially in the
game are those that he will rely on throughout;
namely, the ability to manoeuvre and blast
enemies in a weightless, 3-D environment with six




LADS GOING
DOWN...

THE DEVELOPMENT TEAM
BEHIND DESCENT II:
PROGRAMMER * CHRIS PFEIFER
LINE PRODUCER > KiHAN PAK
PRODUCER > RAPHAEL
HERNANDEZ

LEVEL DESIGNERS » DouG
BROOKS AND DAN WENTZ

LeAD TESTER » DEREK BULLARD.

“Descent 11
guarantees faster,
deadlier, and more
intense gameplay
than the original...”
Raphael Hernandez

CUTHEEGT: CHLING B ——
CHILE-BGT: FIHLING DED RE

[ABove] This is a Preliminary Integration Groundbot. More of a

drone than a formidable enemy, but nevertheles is annoying.

degrees of freedom,” explains Raphael
Hernandez, DII’s producer. So, not much change
there then.

“Within each level, the goals are clear: destroy
the mine’s reactor and escape before everything
within the mine is vaporised. How the player
actually has to do this is always different,
depending on what level he is facing. Early levels
are fairly easy and straight-forward, with the
opposition being challenging without posing an
overwhelming threat. Later levels, however,
require far greater skills at surviving encounters
with deadlier robotic opponents, a greater
propensity for exploring ever-darker more
complex mining centres, and the ingenuity to
both avoid traps and solve puzzles necessary for
progression. Near the end, the player is not only
fiendishly fighting for his very survival, but also
having to contend with the full complexity of the
mines’ geometry and puzzles.”

ONE WAY IN

“Throughout the course of the entire game there
is no one set method of achieving the player’s
immediate and long-term goals. Though each
mine’s geometry does not change, there are
usually multiple pathways for reaching the same
areas. The Al governing the robots’ actions is one
point of exceptional note - the robots in Descent
Il will cleverly use their 3-D environment to their
fullest advantage: robots will take shots at you
from behind, then quickly duck behind corners
and openings before you realise they were there
at all. Some robots will attempt to lure you into
following them to a large ambush awaiting you;
still others will silently drop down on you from the
darkness to rip your ship apart,” explains

Hernandez. o
“The physics model within the game @

(descent I%orkstation}

GO AHEAD, SHOOT ME

'Ev:nvnonv LOVES WEAPONS, AND DESCENT /I CERTAINLY ISN’T SHORT OF THEM. HERE’S A
BRIEF RUN THROUGH OF SOME OF THE BALLISTICS YOU MIGHT HAPPEN TO PICK UP.

[PRIMARY WEAPONS]

SUPERLASERS (THE ULTIMATE IN LASER CANNONS)

GAUSS CANNONS (A PARTICLE-ACCELERATOR CANNON OFFERING TREMENDOUS POWER)

HELIX CANNONS (AN UPGRADED VERSION OF THE ORIGINAL SPREADFIRE CANNON)

PHOENIX CANNONS (LIKE DESCENT’S PLASMA CANNON, BUT SHOTS CAN ‘BOUNCE’ OFF WALLS)
OMEGA CANNON (THE ULTIMATE IN SHORT-TO-MEDIUM RANGE PEACE-KEEPING)

[SECONDARY WEAPONS]

FLASH MisSILES (USED TO TEMPORARILY ‘BLIND’ AN OPPONENT)

MERCURY MISSILES (ULTRA-FAST MISSILES THAT IMPACT ALMOST INSTANTLY)
GUIDED MISSILES (MISSILES THAT THE PLAYER CAN GUIDE HOME TO ITS TARGET)
SMART MINES (MINES THAT RELEASE GUIDED BOMBLETS THAT HOME IN ON TARGETS)
EARTH-SHAKER MISSILE (THE ULTIMATE RESPONSE TO ANY THREAT...).

o
-
; -

\-\\"\\\.\‘\'\\\:"‘,

[ABove] Thankfully, with the aid of the GuideBot, you can find

your way around to the various sections you need to go to. You

can issue commands to it, and if you get lost, it'll come back to

get you. Good stuff.
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@vorkstatio@(descent )

YOU ARE NOT
ALONE...

'WITHIN THE DEPTHS OF THE
MINES, THERE'LL BE MANY

SOME WILL ACTUALLY BE
HELPFUL, BUT MOST WILL BE
INFECTED AND AS A RESULT
RATHER MEAN AND NASTY
TOWARDS YOU. HERE ARE JUST A
FEW...

PLAY magazine January 1997 ]

Ipage number

DIFFERENT CRAFT TO ENCOUNTER.

OnE [GuIDEBoOT]
THE GUIDEBOT IS YOUR ALLY.
ORIGINALLY DESIGNED AS A
TOUR GUIDE, GuIDEBOT
COMES IN HANDY TO HELP
YOU NAVIGATE AROUND THE
TWISTY TURNY MINESHAFTS.
YOU CAN CONTROL IT TO A
DEGREE, ISSUING
COMMANDS, AND IT’LL HELP
YOU FIND KEYS AND EXITS.
SUPERB.

©

@00

Two [BANDIT] THreE [PIG] Four [ITD]
THE BANDIT IS A CHEEKY THE PIG IS A PRELIMINARY THE ITD (INTERNAL TACTICAL
LITTLE RASCAL. O LLY A INT 10N G DROID) IS ACTUALLY A DEVIOUS

TRASH COLLECTOR, THE VIRUS
HAS MANAGED TO CHANGE ITS
PROGRAMMING INTO THAT OF
AN OPPORTUNISTIC THIEF. IF
IT EVER COMES IN CONTACT
WITH YOU IT'LL STEAL ONE OF
YOUR WEAPONS, WHICH CAN
BE EXTREMELY ANNOYING,
ESPECIALLY IN BATTLE.

® is also of considerable note: Robots all
have mass and are knocked around

when struck by heavy weaponry; all explosions
will damage both robots and players within their
vicinity; active force fields will cause energy
weapons to ricochet in random directions,” he
adds. This realism indeed sounds impressive, but
it’s all down to implementation.

PLAY ME...

Of course it’s a one player game, but with a link
cable, two players will be able to play at once
either in Anarchy, CoOp, or RoboAnarchy modes
of play. Anarchy is simply an arena style of play
where each player is out to destroy the other
player as many times as possible. CoOp is, as its
name suggests, a co-operative mode of play
where two players attempt to complete the game
by pooling their efforts together. RoboAnarchy is
an all-out fight against the other player and a
host of robotic enemies. Also, to make the game
easier to play, PlayStation owners who've bought
the analog flightstick will be able to use it for

advanced craft control.

One of the main criticisms of the original was

"o FLIGHT CONTROLS MOYE = RECEL/RLULAL
+/m CHANGES UIEWING BISTRHCL
1= SLLLETE MARKER TO WILW

[ABOVE & INSET] The Automap feature is invaluable. It only shows you where you've been, but is an immense

CThL=0 GRLETES

help for navigating around this labyrinthine mess that is Descent 1. You can rotate it to help orientation.

AN INTERSECTION GUARD, IT
LINGERS AROUND
PROTECTING SECTION SPLITS.
IT’S PRETTY SLOW AND ONLY
HAS WEAK WEAPONS BUT CAN
NEVERTHELESS PROVE DEADLY
WHEN YOUR SHIELDS ARE
LOW, OR WHEN THEY ARE
ATTACKING IN NUMBERS.

LITTLE BUGGER. IF IT SEES YOU,
IT’LL NO-DOUBT ENGAGE IN FIRE,
BUT IS PRONE TO RUNNING
AWAY TO ALERT BIGGER, MORE
POWERFUL BOTS TO THE
DISTURBANCE. IT’S BEST TO
DESTROY THESE AS FAST AS YOU
CAN OR REINFORCEMENTS WILL
DESTROY YOU.

[ABovE] The blue globe is a shield power-up,
dropped by another vessel on destruction. You
can ‘use’ power from other ships this way.

the extreme screen letterboxing.
Although the preview PAL version
we’ve seen is indeed very-much
letterboxed, when asked about this
Hernandez explained.

“Having learned certain lessons
from the first Descent game, we’ve been
able to optimise portions of the game’s
engine, making it faster while increasing the
sophistication of the game’s Al. With the addition
of the game’s new weapons, robots, and
environmental effects, Descent Il guarantees
faster, deadlier, and more intense gameplay than
the original Descent.” Still, this doesn’t mean it’ll
be full-screen and after the cold reception of the
original, let’s hope they at least optimise the
game to some degree. We’ll await the finished
version before final judgment.

Parallax Software is already doing preliminary
work on Descent /11

“This game will continue both the previous
game’s storyline and push the technology out
beyond current limits. We will be creating a
brand-new engine and will take advantage of all
of the possibilities this opens up. Right now, this
is what’s exciting us most about the future,”
enthuses Hernandez. All very well, but unless
Parallax ensures Descent Il is as playable as
possible (meaning that it’s fast enough )
and you’re not enclosed by a tiny screen) ‘
there may be no point...

FIVE [SMELTER...
AND THE REST]
THERE ARE SEVERAL OTHER
BOTS IN DESCENT Il, AND
THEY'RE ALL GONNA MAKE
YOUR LIFE HELL, LIKE THIS
SMELTER. WHAT THIS ONE
DOES ISN’T QUITE KNOWN
YET, BUT IT’S CERTAINLY A
FORMIDABLE OPPONENT.
DESTROY IT ON SIGHT, IF YOU
CAN...

SOFTOGRAPHY

Interplay so far on the
PlayStaiton...

Cyberia

Descent

Casper

Disruptor

coming soof...

Lost Vikings Il
Tempest X

Rock ‘n’ Roll Racing
Star Trek: Star Fleet

Academy
Wild 9s



FAST FRIEND
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A-Train

Actua Golf

Actua Soccer

Adidas Power Soccer
All Terrain Racing
Andretti Racing

Blam Machinehead
Blazing Dragons
Bubble Bobble Trilogy
Burning Road

Broken Sword

Casper

Cheesy

Chronicles Of The Sword

Complete Onside Soccer
Crash Bandicoot - 8th November

Destruction Derby 2

Die Hard Trilogy
Dark Stalkers

Deadly Skies
Earthworm Jim 2
ESPN Extreme Games
FIFA ‘97

Floating Runner

Formula 1

Incredible Hulk Pantheon Saga

Jumping Flash 2

Lomax in Lemming Land
Madden NFL ‘97

Motortoon GP2

Myst

Namco Museum Piece Vol 1
Namco Museum Piece Vol 2
Namco Soccer Prime Goal
Namco Tennis Smash Court
Offensive

Open Golf

Penny Racer

PGA Tour ‘97

Po’Ed

Project Overkill

Project X2

Resident Evil
Ridge Racer Revolution
Sampras Extreme Tennis

UNIT 15, MITCHELL POINT,
ENSIGN WAY, HAMBLE,

HANTS, SO31 4RF

Our Sales staff are ready to take your order

Monday-Friday 9.00am-6pm;
Saturday 10.00am-4.00pm.

Please have the product name, advert reference
code PS 099601, credit card number and
expiry date, billing address for your credit card
and delivery address ready. This will help us to
process your order quickly. Order by credit
card, cheque or Postal Order. Free delivery in
the UK. £5.00 Europe. £8.00 Rest of the World.

LY SERVIC

=P -0 E -

£38.95 Sim City 2000 £39.95
£39.95 _ Soviet Strike £39.95
£39.95 £ Space Hulk VOTBA £39.95
£39.95 £ Starfighter 3000 £38.95
£39.95 Supersonic Racers £39.95
s Tekken 2 £39.95
£34.95 Time Commando £38.95
£39 95 Titan Wars £35.95
£38.95 Tomb Raider £38.95
£38.95 TOp Gun: Fire At Will £38.95
£35.95 Toshinden 2 £39.95
£36.95 © Transport Tycoon £38.95
£39.95 Tunnel B1 £38.95
£39 95; Warhammer - Shadow Of The
£39.95 Horned Rat £37.95
: Williams Arcade Classics £30.95
£39.95 Wipeout 2097 £39.95
£38.95 X-Men Children Of The Atom £38.95
££%88%55 X-Com Terror From The Deep  £38.95
Sy HARDWARE
£39.95 :
£37.95 Playstation Console £194.95
£39.95 Playstation Controller £24.95
3 Scart to RGB Lead £18.95
£38.95 Negcon Control Pad £39.95
£38.95 Performer Steering Wheel £49.95
£38.95 Phono to Scart Lead £9.95
£39.95 ASCII Joypad £28.95
£38.95 ASCII Joystick £48.95
£39.95 Memory Card £19.95
£39.95 Mouse £23.95
£39.95 i Courier Bag £13.95
£38.95 " Link Cable £18.95
£38.95 Multi Tap £30.95
£39.95 Euro AV Cable £32.95
£38.95
£38.95
£38.95 SPECIAL OFFER
£38.95 Rerserve an unreleased product and get 50p off your
£38.95 purchase + entry into the CD Direct Sim City 2000 Prize Draw
£39.95 - 1t Prize, Limited Edition Sim City 2000 Jacket (worth £80)
2233%%55 +2nd, 3rd & 4th prize Sim City 2000 T-shirts.

SECURE ON-LINE ORDERING

ALL AVAILABLE AT
PRICES http://www.cddirect.co.uk
INCLUDE VAT

CEEREIRECHE
RIRICE MATEH

CD Direct will
match or beat any

advertised price on
all software featured in
this magazine

INTERNATIONAL SALES (6 LINES)
TEL: (44) 01703 455115
FAX: (44) 01703 453231

Email: sales@cddirect.co.uk.
PRICES CORRECT ON DAY OF PUBLICATION BUT ARE
SUBJECT TO CHANGE. PLEASE FREEPHONE BEFORE

ORDERING TO CONFIRM PRICE AND AVAILABILITY E.&0.E.
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ON THE
BALL

THERE ARE
' MANY SKILLS
AND TRICKS TO
MASTER,
INCLUDING
FLATTENING

OPPOSING
PLAYERS!

[PAass]

THE ACCURACY NEEDED TO PASS TO TEAM-

MATES DEPENDS ON THE SKILL LEVEL.

[SHoT]

YOU CAN SERVE SHOTS WITH AFTERTOUCH AND

VOLLEY CROSSES FOR SPECTACULAR GOALS.

EE AN ™ R

[CHIP]

THIS IS USED FOR CROSSING BALLS INTO THE
BOX, AND FOR BEATING PETER SCHMEICHEL.

[HEADER]

DEPENDING ON THE BUTTON PRESSED, YOU

GET A FLICK-ON OR POWER HEADER.

do come Christmas

'{Whatever will EA> 19997 | mean, will

they be releasing

PLAY &

[l page number

INFORMATION

Publisher: Electronic Arts
Customer support: (01753) 549442
Price: £44.99

Release date: Out now!

(&

ONE PLAYER MuTiPLE PLAYERS
MEMORY CARD Mutri-Tap

FIFA’ 00? Hmm, that’s probably what they
should have named this latest instalment
in EA’s long-running soccer series. It’s a
real ‘nil-nil on a rainy night’ sort of game.
The fans must be wondering when, or if,
the good times are ever going to return to
the EA Virtual Stadium. After the series’
glorious heyday on the old 16-bit
consoles, the disappointing PlayStation
FIFA’ 96 saw a downturn in form akin to
Blackburn Rovers. Fuzzy players, slow-
motion gameplay and a general lack of
skill started the slide. And while some of
these problems have been addressed in
the latest version, ’ 97 is still likely to see
a crisis of Manchester City proportions. |
already have visions of angry fans
picketing EA’s offices with placards
demanding a new chairman.

STERLING EFFORT

It would be a tad unfair, though, as it’s not
as if EA hasn’t made a real effort to
improve matters. Not only is John Motson
back, but joining him in the commentary
box are Des Lynam and Andy Gray — be
grateful for small mercies, it could have
been Trevor Brooking! As usual, Motty’s
insights into the game are fairly intelligent

FIFA 9

INTERESTINGLY enoueH, MOTTY’S BAck
BEHIND THE MIKE For EA’s LATEST SHOT AT
THE PLAYSTATION PREMIER LEAGUE.

Vs

[ABOVE] Southgate hits the net for England at last. See what | mean about duff goalies?

and relevant to the on-field action, not to
mention amusing as he yells “Oooohh!”
and “What the heck?...”

Graphically it all looks good too. The
texture-mapped players are a huge
improvement on their predecessors (even
if some look like they’re related to Peter
Beardsley), featuring great detail to
admire at close range. Obviously, the
close-up camera angles aren’t very
practical during normal play (you can’t see
where the hell you're running), but great
for replays, and the choice of eight
perspectives certainly can’t be faulted.

Goal by
(5) G. Southgate

FREE TRANSFER

Take a peek at the long list of game
options (which we’ve come to expect from
EA) and there’s nothing lacking in this
department either, apart from maybe a
chance to select different pitches or
weather conditions. However, a quick look
at the team line-ups reveals that (as with
the previous game) they’re taken from last
season! Shearer still at Blackburn, Bruce
at Manchester United... and this is meant
to be the up-to-date '97 version? Hmm, at
least you can now ‘transfer’ players
between teams to amend the inaccuracies




[Fuick]
COMPLETELY BAMBOOZLE DEFENDERS BY DEFTLY
FLICKING THE BALL OVER YOUR HEAD.

[BLocK TACKLE]
THE STANDARD TACKLE PUTS YOUR FOOT IN TO
CLAIM THE BALL EASIER THAN A SLIDE.

[ABOVE] The team runs out onto the pitch to be greeted by the roar of the crowd and

Des Lynam’s comments.

[ABovE] Goal kicks are shown from behind the
keeper as he hoofs it down the field.

(although why EA couldn’t have got it
right in the first place is a mystery). Even
the English teams are from last year’s
Premier League, so fans of Leicester
(including yours truly!), Sunderland, and
Derby will be sick as a parrot.

One of the game’s better points is in
the ‘team management’ area where, in
addition to selecting a formation, you can
customise it by adjusting the positions of
individual players to plan your perfect
tactics — a nice touch. Another is the way
you can select from three ‘skill
levels’ which vary the amount of

‘i/‘:«f y

off the walls.

IN THE DUGOUT

[SLIDE TACKLE]
GET STUCK IN, BUT DON’T GO IN FROM BEHIND
OR YOU’RE LIKELY TO BE BOOKED.

¢ ey

a IN ADDITION TO PLAYING ON THE PITCH, YOU NEED TO MAKE MANAGERIAL DECISIONS ABOUT

SUBSTITUTIONS, FORMATIONS, AND TACTICS.

[TRANSFERS]
ALTHOUGH THE TEAM LINE-UPS ARE TAKEN FROM THE '95-"96
SEASON, YOU CAN ‘TRANSFER’ PLAYERS FROM ONE SIDE TO
ANOTHER. SO OFF ALAN SHEARER GOES TO NEWCASTLE WITHOUT
EVEN PAYING ONE PENNY OF THE

[PusH]
IF ALL ELSE FAILS, PUSH THE ATTACKER TO THE
GROUND. BUT EXPECT AN EARLY BATH.

Tunist

@
dew Zeatnd
Greece”
China
Atgeria

tsrael
Uruguay [
=

[ABOVE] A six-a-side indoor game is incorporated. Get ready to bounce those shots

IFA L TRANSE

ENGLAND Name
T ccxoun

Mimms 8

Sutton €
Wilcox J

Name

£15 MILLION.

e rn

Albert P D
Barton W D
Heresfordd O

Overall

{ Shots on Goal

= Attacking

® in Midtield
Defending

[SusTiTUTIONS] fih ¥ Shearen?

3 (13} F*Barmb.
YOU’RE ALLOWED THE STANDARD .
Select Nox t Player
THREE SUBSTITUTIONS PER GAME P

TO REPLACE INJURED OR TIRED

Formation  Sweeper

PLAYERS.

[TacTicS]

AS WELL AS SELECTING FROM SEVERAL FORMATIONS AND
STRATEGIES, YOU CAN ADJUST THE POSITIONS OF INDIVIDUAL
PLAYERS ON THE PITCH.

Overall

Blengisn Adams T
Ehiogu U
Gullit R

BRAZIL Name

- America

Jefferson N
Carlos A
Clair S
Lopes M

[ABOVE] There are several EA Custom sides to fiddle
with to create your very own dream team.

Starting Line

AM MANAGEMENT

-

Formation  Sweeper

i VI VT

Starting Lineup
Rosi

Red card to
(16) A. Shearer

[ABovE] It's a great laugh hacking down the keeper,
but expect to receive your marching orders.
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BallCam

[ABOVE] As seen in close-up instant replay, the Rangers forward holds off the challenge of

two Celtic defenders.

24

[ABove] The Ajax players are jubilant after opening

he scoring. There are several different celebrations.

B &n.&ml?ﬂ-?g?ﬁ-‘
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Tunisia

&

Vew Zealnd
Greece

China 1
9
Algeria 1

Israel el

Uruguay 1
=

maty —I

]
[ABovE] Tournament options include a league, Euro
'96-style competition, and this eight-team knockout.

) computer assistance given for
passing and shooting etc,
enabling experts to play fairly against
beginners.

DONKEY DERBY

All very well so far, but the whole thing
starts to fall apart as soon as you run out
onto the pitch. Housewives’ favourite Des
may be anticipating “a thrilling match no-
one wants to miss” in his link from the
studio, but he’s not going to get it.
Instead he may be left wondering “how
do they do that?”: mess up the most vital
aspect, ie the gameplay.

You know there’s something wrong
when Tony Adams sprints right up the
pitch to bang in a goal. This is due to
some dubious CPU player intelligence.
For a start, there’s that golden own-goal
for a football game: crap keepers. | don’t

Goal by
(15) D. Platt

tf-‘/)

[ABovE] Arsenal take on Juventus, but the similar
kits make it tricky to pick out your team-mates.

Shooting
Running
Passing
Defence

Overall

know who’s been bunging these guys
brown envelopes, but they manage to
miss virtually every ball in the area, often
running miles out to try and catch
crosses and leaving a wide-open goal.

The defenders aren’t much better,
backing off far too much — they must
think a tackle is something you fish with.
This makes it dead easy to just sprint
ahead, making this by far the easiest
route to goal. Hence there’s little call for
intricate passing or accurate through-
balls - just dribble all the way. Although
there’s more of a defensive challenge
against a human opponent, the dribbling
technique is still the most effective. |
don’t know about you, but endlessly
hammering the sprint button isn’t my
idea of a good game of football.

KICK-OFF

a THE STANDARD GLITZY
INTRO SEQUENCE SHOWS
REAL PLAYERS IN ACTION. Do
THOSE GLOWING GEEZERS PLAY
FOR SELLAFIELD UNITED?
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[STADIUM]

AS VIEWED FROM THE CORNER OF
THE STADIUM, THIS OFFERS A
DIAGONAL VIEW.

[SIDELINE] [CABLE]

GIVES A LOWER VIEW THAN THE THIS HIGH CAMERA SLIDES AND
TELE CAMERA, AS IF WATCHING ROTATES TO TRACK THE ACTION
FROM THE SIDELINE. FROM END TO END.

Free Cam [TELE]
YOUR STANDARD TELEVISION
CAMERA TRACKS THE ACTION

FROM THE GRANDSTAND.

i e
iy, L
alf %

[ABovE] Replayed from the adjustable Free-Cam, the [GOAL] [SHOULDER] [BALL]

EXTREME CLOSE-UP. NoT
ACTUALLY IN THE BALL... WELL, NOT
THE ONE THEY'RE PLAYING WITH!

[TOWER]
My GOD, THOSE PLAYERS LOOK
LIKE ANTS FROM UP HERE. EVEN

Dutch striker fires in a superb shot.
THE REF HAS A MINI-CAMERA ON

HIS SHOULDER FOR AN EXCITING
CLOSE-UP VIEW.

A STRIKER-STYLE UP-PITCH

PERSPECTIVE, BUT TRICKY IF

YOU’RE PLAYING DOWNWARDS. GAZZA SEEMS PETITE.

HeAaps Down

There are other ball skills to master, but
they don’t prove that effective. Heading is
a particular weak point as it’s difficult to
get your position and timing exactly right,
and then you can’t really direct the
header. Occasionally you’ll be able to hit
a super-powerful volley or a well-judged
banana shot, but it’s hardly necessary to
score. With no need to learn and master
new techniques and tactics, the
gameplay never emulates the realistic
skilfulness of Olympic Soccer. There’s
also some nasty graphical slowdown at
times and, on the expansive pitch, the

PL.AY magazine January 1997'

GRANDSTAND

TERMBLAY.

HOURS DAYS WEEKS ) MONTHS

ONE PLAYER MULTIPLAYER

pace never rises above jogging, so there’s
not even the high-speed arcade
excitement of a Striker ’ 96.

Following such promising presentation,
and the FIFA series’ illustrious history, it’s a
disappointing performance. A lack of
instinctive playability and emphasis on
skill quickly sinks the game into
footballing mediocrity. And, sadly for EA,
they can’t even use the old ‘grey kit’
excuse.

7 8) P.Gra
(A¥ Ceiectod

[ABove] What sort of Americanism is this? Apparently red-carded

players are ‘ejected’ from the game.

N |

VIEWS

bTHERE ARE NO LESS THAN
EIGHT CAMERAS TO CHOOSE
FROM, INCLUDING THE AMAZING
BALL-CAM — EAT YOUR HEART

OUT SKY SPORTS!

Looks OO

SOUNDS O
GAMEPLAY 990e 37
VALUE 0000
DONKEYS:

= 70%

How could they miss from there?

ALTERNATIVELYS

[LeFT] The ball’s gone out for a corner. This is a great chance to

score, as the keepers don’t like crosses.

Ipage number




(review)(x-com: terror from
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THE MosT ADDICTIVE came oF XMAS ’95 Is

SCENE SETTING

9"’5 THE YEAR 2039, 30 YEARS AFTER

X-COM DEFEATED AN ALIEN INVASION

FORCE WHICH, IN ITS DEATH THROES, SENT
OUT A POWERFUL TACHYON BEAM. THIS

WAS PICKED UP BY INTERSTELLAR
COLONISATION STARSHIP WHICH CRASHED
70 EARTH 65 MILLION YEARS AGO. THIS
SHIP HAS NOW RE-ACTIVATED AND IS
TERRORISING HUMANITY. AN OCEAN LINER
WAS THE FIRST VICTIM, BUT NOW ALIEN
FLYING SUBS HAVE BEGUN ATTACKING
PORTS AND SHOOTING DOWN AIRLINERS.
A NEW WAR HAS BEGUN...

BACK In TiME FOR XMAS 96, BuT Is IT STILL
LORD OF ALL IT SURVEYS?

~(The full title)

of this came is really X-Com:
Terror From The Deep: A Strategy
Game Unlike Any Other. The

PLAY &
INFORMATION

Publisher: MicroProse
Customer support: 01454 893893
Price: £44.99

Release date: Imminent

ONE PLAYER MEMORY CARD

MousEe

latter, tired cliché has been appended to
every Julian Gollop game since Rebelstar
Raiders blew apart the preconceptions of
arcade fiends with its brilliantly tight,
compulsive game engine. X-Com was not
only the nth refinement of Gollop’s
inspired combat system, but a
repositioning of it alongside a more
conventional, but equally compulsive
resource management sim and an inspired
narrative.

It was the latter which really put in the
hook - as compelling as six-inches of steel
curved into a marlin’s throat. The more you
played, the more the story twisted,
revealing more and more about the aliens,
and the weapons your scientists would
slowly duplicate. With most games, the
more you play the more repetitive a game
becomes. With X-Com, the more you
played the more weapon-toys you got and,
as a consequence, the more elaborate
your tactics became. What’s more, it even
delivered on a spectacular finale taking
your team off-planet to test their mettle
against an alien outpost on Mars.

[ABOVE] Are the Faeroe Islands really this tropical?

Note multi-level 3-D battlezone with alien below.

How the hell do you follow that? An
intergalactic voyage to the alien home
planet? A new invasion producing an even
dizzier spiral of military technology?

AQUATIC ACCOUNTANTS
Sadly, to keep the accountants happy,
Gollop’s Mythos Games embarked on
merely redressing the old game in aquatic
garb. The new, sea-based enemy require a
whole new set of firepower, so once again
X-Com must play catch-up, beginning with
primitive hardware and developing new
weaponry which, strangely turns out to be
a very close match to the non-aquatic
weapons previously encountered.
Unsurprisingly, MicroProse’s ad

[ABovE] Approaching an alien base. Have they
noticed the huge alien jellyfish (bottom left).

campaign focuses on new FMV (ten times
as much as before) and new ‘improved’
graphics. The former certainly delivers,
ditching the cartoon look of the original in
favour of artily executed CGI. Sadly, this
only underlines the paucity of other
artwork which, if anything, is worse than
the original. The equipment screens,
where you outfit your squad, reveal a
frankly disturbing collection of genetic
freaks. In-game backgrounds are more
detailed than before, but the Jules Verne
suits are ugly, the aliens comical and the
Victorian-styled alien subs simply bizarre.
The bubble-contrails left by projectile
weapons are a nice touch, but the
unsettling conjunctions of aliens lurking in
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(x-com: terror from

There are six mission types: investigate alien
landing site, alien base and crash site (after an
1 " interception), combat terror raid, protect shipping

DAYS B WEEKS B8 MONTHS ; > : i S Eae and protect base against alien attack.

CONSTANTLY

Targeting cursor for currently selected aquanaut.

c “ An alien waits in ambush. Areas not seen by your
FREQUENTLY I b - troops are automatically blacked out.

L el : L5 ¢ &y ; Your first, Triton class carrier sub can only carry
A L= ¢ . w4 eight aquanauts. The yellow arrow indicates which
person you currently control

Warning indicator: Whenever one of your
aquanauts see an alien, one of these appear.
Useful if they're not shown on the main screen.

ONE PLAYER MULTIPLAYER N/A

PLAY magazine January 1997'

Item held in Move View next Map Access a Select Split-view End Turn. Item held in
left hand. aquanaut level Screen. selected next of multi- right hand.
up/down. up/down. person’s aquanaut. level 3-D With arifle,
inventory. battle-field. accuracy
requires left
hand is free.
- % \ "
' -~ Y » 1 -
= « a
= - 4 » 2 sl
- z i
s = = - -
[ABoVE] Seeping smoke and rivers of lava add detail 33
and animation to battlezones. [ ] .
Reduce time units Reserve time units for ‘opportunity Stand/ Centre Deselect Options Individual Abort
to zero - useful if fire’. This means your troops can kneel. display on | current such as rank, mission.
you fear someone shoot during the alien’s turn if an Helpful selected aquanaut. save/load | health, Troops
might be taken enemy enters their field of fire. The for taking aquanaut. etc. strength, left not
over by aliens same goes for them during your turn cover and time units in sub
during their turn! though! accuracy. etc. die.

“Backgrounds are
more detailed than
before, but the
Jules Verne suits
are ugly...”

o

Looks 0000
SOUNDS 0000
cornfields at backward farm communities GAMEPLAY O 39
are lost. s wd VALUE )
For fans of the original, MicroProse BT aed e e || iy ] el DEPTH
promises a tougher Cha"enge with [ABove] Saving a game during a battle requires a whopping ten memory blocks to record all

imprOved alien Al and, well, all those the variables. Alternatively, if you save at other times much less memory is needed.

things which made the original so great.

Newcomers should probably start here, - e E
although the cost-conscious won’t lose ; 2 r DA ohe s

much going for the original game. For : : : i tex 14

veterans, the decision is harder. Anyone . A = Prokeetion couod Gikedk b

with the time to play through the original
on various skill settings will probably love
this. For myself, I’'m more reluctant, this v

i i ly X- 5 Tl e Sl )
being ultimately X-Com: Terror From The X-Com: ENEMY UNKNOWN (80%)

Deep: A Strategy Game Unlike Any Other... I S - b : ; e
Except X-Com: Enemy Unknown. i - CoMMAND & CONQUER (ouT DEQ)

Brilliant, but over-familiar

lpage number
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[ABove] Oh dear, did Gremlin lift that dashboard from some Amlga
game? No matter, few people will be able to stick this perspective
without suffering stomach-heaving motion sickness!

LAF1/3

A MIDGET IN A worLD OF GIANTS, GREMLIN
HAS SURVIVED anpD PROSPERED BY BEING

QUICK AND CLEVER. HARDCORE 4x4 1s YET
ANOTHER PIONEERING EFFORT.

we raved over 3-D cars whizzing
-—(A y ear a ft e D about 3-D but largely flat courses,

the zeitgeist is for a far more

Written By Stewart Wynne

PLAY &:
INFORMATION

Publisher: Gremlin

Customer support: 0114 2753423
Price: £44.95

Release date: December ’96

MuTIPLE PLAYERS

ONE PLAYER

@

STEERING/ANALOGUE MEMORY CARD

Link CABLE

l page number

demanding experience. Dynamic,
exceptionally varied landscapes is today’s
fashion, exemplified by the imminent mob
of jetski games. Hardcore is desperately
scooting ahead of that crowd, and most
particularly Psygnosis’s imminent Monster
Trucks.

The first thing to say about Hardcore is
that Gremlin’s programmers have, once
again, done them proud. The six,
progressively more complex and difficult
tracks are not only impressively hilly, but
remarkably cohesive with minimal texture
distortion and polygon tearing. Add in six
huge trucks bouncing about at a fair old
speed and you can’t help but admire their
determination.

DAIHATSU FOURTRACK

Dropped on top of this programming
wizardry is a relatively conventional game
structure: you can whiz about the tracks in
a one-off single race, a time trial or take
them all in championship mode. In the
latter, you compete against five CPU
controlled trucks, drawn from a selection
of six trucks offering varying trade-offs
between speed and grip. Come first in
championship mode and you progress

[ABOVE] Crunchlng colhsions with competitor trucks is good
violent fun but can seriously degrade your truck’s performance ~
particularly if you rotl your monster machine.

inra/3

{ABovE] The truck mechanics and suspension are accurate re-
created and this means you often bounce all over the place in
search of the right way around the course.

[ABove] Arcade aspirations are evident in turbo mode, double-tap the accelerator to activate one of three
turbos per race.

from Novice to Pro, with 25% more
horsepower and four laps rather than
three. Extreme Mode ups the laps to five
and adds another 25% horsepower. A wild
card factor is the weather, while
selectable in other modes, for the
championship it’s totally random, cycling
through Good, Overcast and Severe in
permutation with Day or Night-time
conditions. The differences have real
impact, reducing visibility and traction.
The speed of the graphics engine
makes Hardcore instantly appealing,
bumping over such challenging terrain in a
huge 4x4 is good fun. However the more

you play, the more you want from the
game. It is, for example, a neat idea how
the route isn’t clearly signposted lending
an air of adventure, especially on the first
lap. But after that first, relatively brief lap
it all settles down into a familiar groove.
Bigger tracks, perhaps with varying routes
to require off-road map-reading, would be
as welcome as a few more tracks —
particularly bonus ones. The ability to
save after every race is welcome, but
lessens challenge. Anyone can fluke one
excellent race result, making success often

a matter of persistence and luck
rather than skill. L)



TWO PLAYER BOX

HARDCORE 4X4 FEATURES A LINK-UP TWO
PLAYER MODE IF YOU HAVE TWO PLAYSTATIONS
AND A LINK CABLE. UNFORTUNATELY, TWO
COPIES OF THIS GAME WERE UNAVAILABLE AT
THE TIME OF REVIEW AND SO AT BEST WE CAN
ONLY SPECULATE ABOUT HOW WELL IT PLAYS.
FROM THE ONE PLAYER MODE YOU CAN
INSTANTLY COME TO THE CONCLUSION THAT THE
TWO PLAYER IS MORE FUN, AND BECAUSE THE
TRUCKS CAN GET DAMAGED, YOU WILL MORE
OFTEN THAN NOT END UP JUST TRYING TO RAM
EACH OTHER TO DESTRUCTION RATHER THAN
RACING. A FULL REPORT IN NEWS SOON.

TOTAL TIHE 02 50° 596

The timer function action adds to the

i cluster of readouts without
really contributing that much to
gameplay.

Laps are relatively short and with just
three for most races. The game
certainly doesn’t overstay its welcome.

A
Yes, all right, I'm last.
You want to make
something of it? Huh?
You try finding your way
in a snowstorm!

FERE)

You have three Turbos
per race. While they
offer an impressive burst
of speed, the twisting
courses offer few
opportunities to really
exploit them.

While manual gears are
on offer, only the fool-
hardy will choose to
further complicate an
already demanding
game.

1HRE76)

GG GEHE OO 68 GO

#
¥ . &

| [ABOVE] And they'ro offt On sarly levels, a skiiful driver shiould be ableto barge to the front
of the pack right away... it's holding the lead which is tough.

[ABovE] Nope, it's not a fellow competitor iced up
 and frozen into an Artic sarcophagus, this blue truck
is merely part of the lush scenery.

PLAY magazine January 1997.
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LXLX6

THERE ARE SIX COURSES IN HARDCORE 4Xx4. ) Dynamite Pass _ )

[DYNAMITE PASS]

RELATIVELY STRAIGHTFORWARD, BUT WATCH OUT
FOR THOSE NARROW BRIDGES WHEN AMONGST THE
PACK!

[DeviL’sS KITCHEN]

SOME NUTTERS SET UP ON RACE ON THE SITE OF
THE GULF WAR. WATCH OUT FOR KNOCKED-0UT T72
TANKS!

[ABovE] And yes, the boy Wynne rams into the wall
again. Well that’s what happens when you don’t
have a car yourselfisn't it?

WEEKS MONTHS

CONSTANTLY

FREQUENTLY .

OCCASIONALLY

ONE PLAYER MULTIPLAYER I—

[ARCTIC INFERNO]

WHEN HELL FREEZES OVER IT'LL BE LIKE THIS.
ALTHOUGH SNOW ISN’T AS SLIPPY AS YOU'D
EXPECT, IF IT'S ACTUALLY SNOWING DURING THE
RACE THEN TRACTION IS LOUSY, AND VISIBILITY

DROPS RIGHT DOWN TO A FEW METRES AHEAD. b

[HADES HIGHWAY] y JHMEINGE o,
SOME TIGHT TURNS, BUT IT LOOKS NASTIER THAN IT
PLAYS,

[MERCURIAL FOREST] ;
ONE OF THE MOST GRAPHICALLY IMPRESSIVE ““‘n’
TRACKS WITH A NICE STRETCH OF MOTORWAY FOR g 1 iEatatieuiod o,

SOME RARE HIGH-SPEED OVERTAKING
MANOEUVRES.

[GROUND ZERO GULCH]
A TUNNEL MAKES FOR SOME CRUNCHING
COLLISIONS, BUT OTHERWISE PRETTY SIMPLE Fluund Zero Gulchl “

LAND ROVER

Shortcuts could be made more of as well.
Certainly the racing isn’t as satisfying as it
could be, 4x4s are obviously not the most
nimble of vehicles. Overtaking on a
straight, with all the trucks bunched
together, is something of a lottery,
entertaining but less than precise. The
main overtaking manoeuvre is cutting
corners, judging just how early to take an
inclined turn is entertaining but ultimately
a little repetitive.

Another neat idea is mud being churned
up by the truck ahead, obscuring your
vision with huge clumps whirling across
the screen. Pity they’re so crude and
blocky. Fog bound tracks lessen visibility
further, heightening the rough and ready
feel which is the game’s shame there wasn’t time to execute this

~

principal strength. Night- properly. Imagine slippin’-slidin’ through a
time tracks have a similar night track with your headlights filtering
appeal, but again you wish  through a thick veil of snow...

i the programmer had been Overall, Hardcore is another perfectly
‘ given more time: while the  fine Gremlin game, clearly designed to
scenery is cloaked in exploit the PlayStation’s chipset to
darkness, the trucks are lit  maximum effect. If a little less speed
for daytime conditions. might’ve made for a classier product, at
- 4 Given the PlayStation’s least what’s here is playable enough. The
f3th s m’j‘“ excellent lighting effects, gravel-crunching approach of Monster
and the programmers’ Trucks is daunting, but its ambition by no
skill, it’s a considerable means ensures it will be better.

LAP1/3

[ABove] Skilfut drivers will learn how to execute hand-
brake turns... Novices will get used to the reverse gear!

Looks 000
SOUNDS Q00O
GAMEPLAY SC@)
VALUE ©C)
SICKBAG REALISM O

=81%

Solid as a Mack truck
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GRID RUN

SUCKED inTo A woRLD OF COMPLEX
MAZES AND PATROLLING MONSTERS,
YOUR ONLY HOPE oF ESCAPE IS TO COLLECT
FLAGS... WHAT?!

’ me wrong getting paid to
-—Q\l ow d on t g e t> play and evaluate games is

like a Godsend for a lower
class slacker like me, but if | was a member
of the general public that was shopping
around to shed their wallet of 50 nicker in
the cause of a decent software purchase,
then Grid Run isn’t something | would opt
for, unless drugged considerably and with
a gun pointing at my head!

What | would want is a game that
showcases what the grey plastic box is
worth... something like WipEout 2097 for
class, or Resident Evil for laffs, not this — a
game which when all said and done is
nothing more than a glamorised version of
Kiss Chase!

ON A ROAD TO NOWHERE
Yep Grid Run is a game of tag whereby you
dash around maze-like complexes
collecting flags pursued by marauding,
drooling, snarling 1oft demonic monsters. If
the said monster catches you, you
automatically become ‘It’ and are unable to
collect any more flags before hunting down
the demon and tagging it. Naturally there’s
a little bit more to it than just that though.
You come equipped with a weapon to slow

PLAY x:

INFO RMATION down the pursuing beast, plus a wealth of
ST magic which will temporarily stop them in
sher: ; : ;
Customer support: 0171368 2255 their tracks. Also, if you collect the time
Price: £44.99 ; ? :

Release date: Out Now

ONE PLAYER MuTIPLE PLAYERS

[ABove] Slippery stuff! It is often extremely hard to

Mutri-Tap hit a moving target whilst sliding arse-over-tit!

MEemoRY CARD

[ABoVE] Victory! Your haste in collecting the flags leads you to a magnificent triumph over the understandably

gutted crab-man — who didn’t actually manage to collect any.

bonuses, these comprise a time limit for
you to run riot in the bonus levels after
three conventional mazes have been
completed - that’s it basically. New
features come into play on later levels such
as teleporters, jump pads, and speed
boosts, also the terrain’s alter to hinder
your performance. There is a pounding
sense of urgency about each maze, once
your opponent has been tagged, the race is
on to collect as many flags as possible
before they hunt you down because it
doesn’t take very long for them to catch up
and tag you back. As well as your guns and

[ABoVE] On some stages you must lay a bridge of
squares to access hard to reach areas.

magic (all of which can be upgraded with
certain power-ups), you can also lay special
temporary platforms to bridge voids and
get to unobtainable areas, but these don’t
last long and your opponent can also use
the ones you lay. That’s really all the
strategy there is, the rest is mindless
running around trying to reach your quota
of flags. The bonus levels are a worthy
inclusion though, as they give you the
opportunity to boost-up your speed, magic
and agility should you collect enough
coloured blobs in the allocated time.

There are three levels in each world, and

[ABoVE] More bonus fun as you dart around the extra
stage assisted by speed arrows.



BEASTIE BOYS

DAYS  WEEKS MONTHS aLET US TAKE THIS
== OPPORTUNITY TO INTRODUCE

CONSTANTLY YOU TO SOME OF YOUR VICIOUS
OPPONENTS FOR TONIGHT'S
MATCH-UP:
FREQUENTLY e
! MINOX - AsuLky
MINOTAUR WHO GOES AT IT LIKE

A BULL IN A CHINA SHOP.
OCCASIONALLY
LETHOTEP - A pacey

ALLIGATOR WHO'LL SNAP YOUR
CHOPS GIVEN HALF THE CHANCE.

ONE PLAYER MULTIPLAYER I KRAVKEN - A crasay
GEEZER WHO REPELS BULLETS.

KOLO - A mammorh THiNG
¥ WHO'S COOL, LIKE THE MINT
[ABoVE] Once you're ‘it’, the arrow will assist you in finding any flags that e o e, P P 7 WITH THE HOLE.

PLAY magazine January 1997

need collecting. If you're tagged though it will point you in the direction of A - X4 BELOK - Satan HIMSELF
the particular mutant you are trying to chase. 2 -4 . DWELLS IN THE FIERY STAGE OF
; AsH.

. 5 4
! ) i MANTOS - A e66-LavinG
BR“(EY BONUSES V' . ; e,
oy PRESENT A PROBLEM.
1. BY COLLECTING THE SPECIAL HOUR-GLASSES ON EACH MAZE, YOU’LL ACCUMULATE VITAL SECONDS TO TAKE - - '

BOG - A stinky rroG-maN

WITH FISHY BREATH, SAY NO
MORE.

INTO THE BONUS ROUND (FIVE SECONDS FOR EACH GLASS).
2. USE THIS TIME TO DASH AROUND LIKE MAD COLLECTING THE VARIOUS POWER-UPS. THE BONUS ROUND [ABOVE] You've got some catching up to do as the
WILL END WHEN YOU EITHER COLLECT ALL OF THE POWER-UPS OR RUN OUT OF TIME. mutant ant sours into the lead.

3. A CHART WILL THEN DISPLAY HOW WELL YOU DID.

. BONUS
ROUND

e TN T T T soundtrack

o o that noteven

sl L PERFECT

. MAGICy ‘

st . would swing
once these have been beaten, the boss of h ls M &S pants

that world (your opponent) is left truly 3 to ”
gutted in the wake of your destruction. A 80
new world yields a new boss and what a

twisted bunch of saps these are. Ranging

from Satan to Minotaurs. These are a

laughable bunch of rendered twerps that MaAGIc
wouldn’t look out of place in the Banana

Splits, or worse... The Mighty Morphin’ e
Power Rangers! ALty

Looks

FoolL’s GOLD SOUNDS 00000
Grid Run is good fun to start with as you GAMEPLAY /000
traipse through the levels kicking monster VALUE 00000
butt, but after a while it starts to get very, UNPLAYABILITY

very boring, and the tone isn’t lifted much o

by a mundane soundtrack that not even w

Dale Winton would shake his oversized
M&S pants to!

So who would buy something like this? :
Fools? Masochists? Or simply some lost GET 4 MOREELAGS
soul in search of a decent multi-player - .
game? Grid Run does indeed boast
multiplayer capabilities if you link two
PlayStations up with two people.playing ALTERNATIVELY:
on each. But not even that can disguise
the fact that this game is, when all else is
said and done, poop.

w
e he
1

Running on empty, pal!

page number

[ABoVE] To get to this flag you must build a bridge ROBOTRON X (850/0)
over from the green squares. Tricky. PiTBALL (660/0)
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WRITTEN BY RYAN ButT

Wow! THe Jam
HAS GoT FRUITIER
THAN EVER wiTH
EVEN MORE
CHUNKY BITS T10
SAVOUR THAN EVER
BEFORE... so wHy
IS IT SO HARD TO
SWALLOW?

BEASL X
INFORMATION

Publisher: Acclaim

Customer support: 0171 344 5000
Price: £44.99

Release date: January ’97

[ page number

ONE PLAYER  MuTIPLE PLAYERS

MEemoRrY CarD

NBA

NBA Jam
- Kerchang!) =
ecoming

somewhat of a vast, booming money-
spinning dynasty. Let’s be honest - it’s a
license to print money. So fair-play to
Acclaim for belting out another sure-fire
cash injection this Yuletide.

In the early days though, who would
have believed that it would span this far?
What started off as a hugely addictive
coin-op translated splendidly onto the
thriving 16-bit consoles, in fact overnight
it seemed that the whole planet had gone
alley-oop for a bit of rim-rockin’ action.
Then came the inevitable sequel,
Tournament Edition, which, in this
reviewer’s eyes’, detracted from the
original game’s stark grit and bone
simplicity and featured niggly ‘new’
quirks such as Hot Spots and suchlike
(sorry they weren’t memorable enough
for me to remember the full list).
Suddenly what started out as a one-off
masterpiece degenerated into another
FIFA, or NHL franchise - but even if you
didn’t think that after Tournament Edition,
you will after Extreme does the rounds.

BECOME GobD

It would appear that my initial scepticism
was a tad premature though because
Extreme has at least got ‘Next Gen’
branded all over it. Yeah the same old

. kT P

[ABoVE] Smokin’! Three consecutive baskets will send

your player on a hot-streak that is hard to douse.

jazz is here — unfeasible dunks, fiery hot
streaks and sadistic fouls, but the
perspective has been altered for a more
eye-pleasing approach and the actual
players themselves are awesome! You
can select from a more varied tally of
team-mates to jam with, and there is
even a brand new ‘Extreme’ button that
provides your player with God-like
qualities for a limited time:

PoLYyGon PELVIS

In fact the whole thing is a lot more in-yer-
face and over-the-top than ever - although
if | see that Ewing geezer gyrate his fat,
polygon pelvis again after scoring, | fear |
may projectile vomit into my PlayStation!

The game possesses the same pick-up
and play appeal that it had before due to
the sheer simplicity of the controls - when
starting out all you need is the turbo and
dunk controls sussed and you’ll be
ramming in triple-somersault backflips
and scorching three-pointers before you
even realise it’s the demo you’re watching!

The more complicated skills follow suit
shortly afterwards, although | say
complicated with a pinch of salt when
really all this consists of is maybe laying-
off certain plays to your partner or
twatting your arch rivals into the crowd
before nicking the ball and shattering
their back board.

The whole game is pretty basic stuff,
but at the end of the day it’s just the ticket
for four mates to get together and party
on a court surrounded by arm-waving
imbeciles all gagging for a bit of
entertainment. And NBA Jam Extreme is
entertaining. The only real downers are
that there’s a certain ‘been there, done
that’ aura about the whole proceedings,
and of course the niggly deep-down
knowledge that there'll almost certainly
be another sequel next year that promises
to be better in some way than this. But sod
it, this is fun and certainly one of the most
enjoyable four player games on the
market.

HOURS DAYS WEEKS LULIGH

CONSTANTLY

FREQUENTLY

OCCASIONALLY

NEVER

ONE PLAYER MULTIPLAYER [

PUEsBETRITIINE TT e

ffﬁ?,.u{? FiEEssaar
% '3 Yoy mm—
'3 .v y

(3

[ABovEe] Mr baldy bloke dashes in vain to prevent

the inevitable slam. Eat my fire slap-head!

eruption of dissatisfaction from the jeering crowd,
as well as this fancy light show to rub it in.

Looks DODLEeecee
Sounps DRELeC00ee
Gamertay 0000000000
VALUE Y ) )
Jaminess 0000000000

:19%

Acclaim do make exceedingly good jams!

ALTERNATIVELY:

NBA JAm TOURNAMENT EDITION (90%)
ToTAL NBA (94%)
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One of the best beat-'em-ups around executed in 3D, making Tekken an exceptional game.
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BATMAN FOREVER COIN-OP

INCREDIBLE HULK 13599 PANDEMONIUM
INT'L MOTO CROSS .35.99 PANZER GENERAL
5.99 INT'L SUPERSTAR SOCCER DELUXE ...36.49 PENNY RACER ...
PERFECT WEAPON »

34.99 VICTORY BOXING 36.99
36.99 VIPER ... 2 LE N SATURN 0 0 {e
34.99 VIRTUAL GOLF . 33.99 -
36.99 WARGODS ... .99 Bt 2

BEDLAM . 9.99 INT'L TRACK AND FIELD 85% (TAP)
BLACK DAWN 4.99 [RON & BLOOD » .. PGA TOUR GOLF 96 86% . 34.99 WILLIAMS ARCADE GREATEST 80%. N “B DEAL (0%

BLAM! MACHINEHEAD 6.99 IRON MAN/XO» .. PGA TOUR GOLF 97 36.99 CONTAINS DEFENDER, ROBOTRON, e
BLAST CHAMBER * 2,99 JEWELS OF THE ORACLE PHILOSOMA 37.49 BUBBLES, JOUST, DEFENDER 2 STARGATE : ; ;

BLAZING DRAGONS 0.99 JOHN MADDEN NFL 97 PLAYER MANAGER 2 5599 SINISTAR AND INTERVIEWS - ) | Allprices clide Y AT and catagote MOST LI rmainlanciaddrossos .
BREAKPOINT . 4.99 JOHNNY BAZOOKATONE 85% PO"ED 87% .. 199 WING COMMANDER 3 82% ... ... .. 5o | WE.ONLY SUPPLY MEMBERS BUT YOU CAN OROER'AS ¥OULJDIN.
BROKEN SWOR| 1.99 JONAH LOMU RUGBY . POWER MOV .99 WING COMMANDER 4 .. i | TRIAL MEMBERSHIP ONLY £1 0 macazmm |
BUBBLE BOBBLE 2 KILLING ZONE .. POWER PLAY HOCKEY 96 36.99 WIPEOUT 94% (ANL, LINK) . g ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD! 1
BUBBLE BOBBLE & RAINBOW ISLAND . KONAMI LINKS 1GOLF) 136149 PROPINBALL ...... 32.99 WIPEOUT 2097 (ANL, LINK) ... | (UK) (EC) ( ) H
BUST A MOVE 2 88% LAST DYNASTY « ... .. 133.99 PROJECT OVERKILL 36.49 WORMS 92% ... . i Buy one item as you join for a year and we'll give you a choice of great FREE gifts. Over 250,000
CASPER . LEGACY OF KAIN RAGING SKIES (LINK) 34.99 WWF IN YOUR HOUSE . people have joined, and Special Reserve has 80 dedicated staff. Members are under
CHEESY . LOM. RAW PURSUIT 36.99 X-COM ENEMY UNKNOWN 99 | no obligation to buy anything. Our regular club magazine contains a staggering selection of
CHRONICLES OF THE SWORD MAGIC CAHF‘ET 90% . RAYMAN 87% . 37.99 X-COM: TERROR FROM THE DEEP 1 I products, many at below trade price. Hundreds of pages of information on our internet site at
CITY OF THE LOST CHILDREN MAGIC THE GATHERING RE-LOADED + . 31,99 XFIES) .uv..n i se ! www.reserve.co.uk. Amazing club shops at C Essex and Sawt ), Herts.

COMMAND & CONQUER
CRASH BANDICOOT

MECHWARRIOR 2 «
MEGAMAN X3 .

RESIDENT EVIL 95%
RETURN FIRE 84% ...

37.99 X2 (PROJECT X2) 33.99 | PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail).

No Quibble return policy £4 min or 2.5% - see the club magazine for details.

© =2l
1 ll

CRIME WAVE .. MICKEY'S WILD ADVENTURES RIDGE RACER 93% (ANL) 29.99 HIGH CAPAC“Y s
CROW: CITY OF MICRO MACHINES 3 ... RIDGE RACER REV 90% (AN .99 | Overseas orders must be paid by credit card
5
g:?gSRAgEH NO REMORSE . mggiﬁt Egmgﬂ ?siéé? E&Ag[$¢§goo 919% 37.99 | MEMORY CARD ...27. 99 | Hardware items (battery or mains) are only supplied to the UK mainland
--------- 7 G £ 120 SLOT. 8 TIMES THE SIZE ||

DARK STALKERS MOTOR TOON 2 (LINK)

SKELETON WARRIORS Overseas surcharge £2.00 per software item or 25% on other items

OF STANDARD MEMORY !l

DEADLY SKIES ... MYST i cummoniissi srmmpmses . SLAM ‘N' JAM 96 31.49

DESTRUCTION DERBY 2 (ANL) ..40.99 NAMCO MUSEUM VOLUME 1 SOVIET STRIKE 36.99 CARDS. PLUGS INTO ! (BLOCK CAPITALS please) PLAY
DESTRUCTION DERBY 86% (ANL, LINK) 36.99 INCLUDES POLE POSITION, PACMAN, SPACE HULK - VOTBA 34.99 MEMORY CARD SLOT ON l'Name & Address

DIE HARD TRILOGY 93% (PLG) GALAGA, BOSCONIAN, TOYPOP, RALLY-X SPACE JAM 35.99 PLAYSTATION.

DISCWORLD 74% AND A 3D MUSEUM . .. ..38.99 SPOT GOES TO HOLLYWOOD ...35.99

SAITEK MEGAPAD 11 JOYPAD 15.99
= ERGONOMIC HAND GRIP DESIGN,
OFFICIAL PLAYSTATION AUTOFIRE, 8 TURBOFIRE BUTTONS Postcode
CONTROLLER . s BB c AND INSTANTANEOUS RESPONSE If Mac or PC please state DISK or CD ROM
VRF1 ARCADE 4 1Phone No Machine,

STEERING 1 = 2 .
WHEEL y Enter membership number (if applicable) or

PlayStation Peripherals

FIRE INFRA-RED JOYPAD SYSTEM . . ..29.99
INCLUDES 2 JOYPADS AND A
RECEIVER BOX. TURBOFIRE
AND THUMB CONTROLLER.
EXTRA LOW POWER
CONSUMPTION FOR LONGER
BATTERY LIFE. REQUIRES

4 X AAA BATTERIES
(NOT INCLUDED)

GAMESTER STEERING
WHEEL & PEDALS ...74.99
TRUE ANALOGUE
PROGRESSIONAL STEERING, |
ACCELERATOR AND BRAKE.
8 DIGITAL ACTION BUTTONS
AND ANALOGUE FOOT

PHASE 9 CYCLONE
CONTROLLER ...17.99
8 INDEPENDENT BUTTONS, FULLY
FEATURED AUTOFIRE, TURBOFIRE

AND SLOW MOTION

PREDATOR LIGHT GUN ... ... ...26.
FOR SATURN OR PLAYSTATION. 3
SPEED AUTOFIRE, BULLET AUTO-
LOAD, PRE-SET NUMBER OF

BULLETS, LED DISPLAY LIGHTS.
LOOK FOR GAMES MARKED (PLG)

| 9.99
GIVES TRUE ANALOGUE * *

PROGRESSIONAL STEERING. LOOK “wod
FOR GAMES MARKED (ANL)

item

OFFICIAL
PLAYSTATION

MOUSE ...29.99
COMPLETE WITH
DESIGNER MOUSE MAT

DUST COVER FOR PLAYSTATION ...7.99

item

.
)
I
}
I
I

litem
' Please use this box to add any optional fast delivery charge
1 ! 1st Class Post 50p per posted item or £3 hardware

PEDALS. LOOK FOR GAMES PS FLIGHT FORCE PRO FIRE MEMORY CARD 17.99 8§
MABIRED (AN ] JOYSTICIC, 4000 " L IGH GAPACIY. MENIGRY. CARD. 2750 |ALL PRICES INCLUDE UK POSTAGE & VAT | £
“ | LOGIC 3 ARCADE STICK 24.99 PROGRESSIONAL STEERING. _ | (120 SLOT). 8 TIMES MORE CAPACITY | Cheque/P.0O./Creditcharge/Mastercard/Switch/Visa
8 FIRE BUTTONS. 8 DIRECTIONAL ERGONOMIC HAND GRIP, 4 . | THAN STANDARD SMART CARDS. TURBO
CONTROL, MICROSWITCHED, 4 MODES OF OPERATION, - FORMAT BUTTON FOR SUPER FAST
SPEED AUTOFIRE. 3 SPEED SLOW JOYSTICK & THROTTLE A\ FORMAT/ERASE, STATUS LED AND HIGH QUALITY DESIGN
MOTION AND 9 LED INDICATORS CONTROL, 15 PROGRAMMABLE LINK CABLE ...... ...11.99
FIRE BUTTONS & AUTOFIRE. ALLOWS TWO PLAYERS, EACH WITH THEIR OWN |cREDIT CARD SWITCH

PLAYSTATION AND TV TO PLAY WITH OR AGAINST EACH | EXPIRY DATE SIGNATURE (ISSUE NO. )

. LOOK FOR GAMES MARKED (ANL)
* Ve

LOGIC 3 CONTROL STATION ...12.49 e ’ gy OTHER. CONNECTS VIA REAR SERIAL PORT
BEUTTONCONTROLLERWITH e @ g | PSGAMEPAD CONTROLLER 1599 OFFICIAL PLAYSTATION MEMORY CARD Mail Order address. Cheques payable to:
EXTRA LONG CABLE : .'. «"s | 8BUTTON CONTROLLER WITH ALLOWS YOU TO SAVE AND LOAD GAME DATA. SLOTS | INTO SPECI AI_ RESERVE
NEGCON JOYPAD ....... ... ... ...35.99 6" == "g" | SEMI AUTOFIRE FUNCTION SMART CARD SLOT ON PLAYSTATION card sdblect

INNOVATIVE ERGORNOMIGALLY OFFICIAL PLAYSTATION MULTI-TAP ..28.99

= ™\ DESIGNED TWIST GRIP PROVIDES PLUGS IN VIA CONTROLLER PORT ALLOWING FROM 170 4 to status.

L) B ROl TWO TOPMOUNTED. PS PROPAD JOYPAD ...16.99 CONTHOULERS, 1O BEGONNEGTED

- " 5 K Inevitably some games listed may not yet be available. Please phone magazine

BUTTONS AND TWO ACTION BUTTONS. 8 BUTTON PROGRAMMABLE SCART LEAD - PLAYSTATION RGB TO SCART TV ... ... ...8.99 to check availability. Prices may change without prior nofification. 9

Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts.

: DIGITAL DIRECTIONAL PAD WITH CONTROLLER WITH AUTOFIRE HIGH QUALITY CONNECTION FROM S ety s for details.
‘WHHEE OTHER BUTTONS * AND SLOW MOTION PLAYSTATION RGB OUTPUT Sent to press 22.11.96 E .& O.E. SAVE = Saving off full retail price.
L]



Definitive
solution

‘Machinehead
Mapped... sorted

Broken Sword //4- -
We break its back q.

Victory Boxing ot TR
Out for the count...
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MK Trilogy »;
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Mortal Kombat

Trilogy features an
incredible 37 characters
with more combos and
secret moves than any
other fighting game.
Naturally it was our first
choice for the Wall of
Game this month and we
present not the standard
moves, which you should
all know anyway, but the
fatalities, morphs and
cheats - the real meat of
the game. If you want a
completely unexpigated
version of this solution,
check out PowerStation
magazine issue 5, on
sale 12 December.

PLAY

INFORMATION

Publisher: GT Interactive
Customer Support: (0171) 258 3791
Price: £44.99

Release date: Out now

(mortal kombat trilogy (wall of game)

MORTAL
KOMBAT

[ACCESS THE ? SCREEN]

Go to the options screen and highlight any of
the four boxes. Hold L1 + L2 + R1 + R2 and
then hold Up. If you’ve done it correctly you
will here a ‘boom’. You can now access the ‘?’
in the options screen. Here are your
selections:

One Button Fatalities ON/OFF (See right for
details)

Instant Aggressor SECRET KONFIGURE
I BUTTON FATALITIES:

ON/OFF INSTANT GAURESSOR:
NORMAL BOSS DAMAGE:

Normal Boss Low BanAdE

Damage ON/OFF HEALTH RECOVER

Health Recovery
ON/OFF
Low Damage

[ONE BUTTON FATALITIES]

To execute these, stand right next to your
opponent and press any of the following
buttons for the desired effect.

HP: Brutality HK: Fatality 1

LK: Fatality 2 R2: Animality

R1: Friendship LP: Stage Fatality
L2: Babality

[CHOOSE YOUR BACKGROUND]

In the character select screen, highlight Sonya
and hold the Start button, then press Up on the
control pad. If done right, you'll hear a low
exploding sound. After you choose your
character, you’ll also get to choose your
background.
If two
players
happen to
be playing,
whoever
enters the .
code is the
one who
gets to
choose the
background.
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[Quick ExiT]

You can exit a game in the middle of any
match by pressing the Start button and then
Select. You'll then be asked if you want to
continue with the fight or quit. You probably
know this already, but you can be
guaranteed that at least one person hasn’t
figured it out yet!

[PLAY As CHAMELEON]

To reveal the hidden character Chameleon,
pick either Human Smoke, Ermac, Classic
Sub-Zero, Scorpion, Noob Saibot, Rain, or
Reptile. Before the round starts, hold < +
HP + HK + RU + BL. Chameleon now has the
abilities of the same colour ninja that he
morphs into.

[CLASSIC CHARACTERS]

There are two MK1 and MK2 characters to
find. To reveal all four of them, simply press
Select on the appropriate character to reveal
their previous incarnation. The characters in
question are: MK1 Kano, MK1 Rayden, MK2
Kung Lao and MK2 Jax.

[RANDOM SELECT]

For this to work, press Up + Start at the
select screen whilst the default players are
highlighted.

[CRiSPY!!!]

If you hold both run buttons after you do the
stage fatality on Scorpion’s Lair, you can
hear Shao Kahn say “Crispy.” If you hold
both punch buttons, Dan Forden will pop out
and say “Crispy.” You can hold both run
buttons and both punch buttons to hear
both Shao Kahn and Dan Forden say
“Crispy.”

[FrRosTY!!!]

Sometimes Dan Forden doesn’t say
“Toasty,” he says “Frosty.” To do this, freeze
your opponent while he/she is in danger.

[P1T FATALITIES] .

Here is a list of pits and what to do for those
spectacular fatalities.

Pit 1: Uppercut

Pit 2: Perform the Stage Fatality

Pit 3: Perform the Stage Fatality

Dead Pool: Hold LK + LP + & then tap HP

Kombat Tomb: Perform the Stage Fatality ™.

Shao Kahn Tower: Perform the Stage Fatality
Subway: Perform the Stage Fatality

PL.AY magazine january 1997'
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The Big Game busts open the game of the moment and

devotes up to ten pages of sh

Wired

less ¢ ge to g

we think you should be excited about.

A\

RESI

\

e

PLay’s news section is the envy of the world! With late-breaking
exclusive stories, PlayStation revelations and items on every

new game coming to the console. It's always in Pay first!

Puar reviews are the best in the world. Every aspect
of the game is laid bare and we try to give you the
most honest opinion. Long term challenge, value for
money ~ all things to consider when you whop out
yer wonga, We also review more games per month

than anyone else. Fact!

Qv A A

AND CHOOSE FROM
ONE OF THESE GAMES!

We pull the pin on Westwood Studios’
stunning new strategy game!

DESCENT:

Exclustve first look -
has it improved?

< 3 e

[ABoVE] Tomb Raider was rated
94% in issue 14 and we reckon it's
the best PSX game ever!

[ABovE] They dont come much
better than Die Hard Trilogy - three
fantastic games in one!

[ABOVE] Destruction Derby 2 is the
most destructive force on PSX and
far better than the original.

[ABOVE] Better than Sony’s puny
Crash Bandicoot, now you can own
BMG’s awesome Pandemonium!

HEXEN - HARCORE X, - NASCAR RACING 15 REVIEWS!

fa.95




In-depth Workstations reveal behind-the-scenes information

Subscribe to Britain’s best-
selling unofficial PlayStation
magazine and you’ll...

@ Get Pray delivered to your
door before everyone else, so
you’re always in touch with
the hottest news, interviews,
previews, reviews and cheats
on the PlayStation scene!

@ Take advantage of our
special offer and SAVE
between £10-15 on one of
FOUR top games.

@ Rest assured that even if
the newsstand price of Ptay is
increased, the price you pay is
fixed. It will not go up.

@ Receive a special
subscribers-only letter packed
full of behind-the-scenes
gossip from the PLay team.

and pictures on the games you want to know about.

PLay previews are packed with all the
information you need to assess a game
before the review. Detailed captions
explain every facet of gameplay as this
is our last chance to comment on the
game before it is submitted to Sony.

o

Annual subscription to PLAY — 13 issues
Save almost 25% on UK newsstand price.

WoRLD
£58.00

UK EUROPE
f27.00 £40.00

Annual subscription + one PSX game

Annual subscription to Pray plus choose any one of these four
top games saving f10 -£15 off the RRP, Resident Evil
(95%), Fade to Black (90%), Pro Pinball (9o%) or Int Track &
Field (85%).

WORLD
£74.99

UK EUROPE
£54.99  £64.99

Including postage & packaging.

a cheque/PO made payable to Paragon Publishing Ltd) in an
envelope to the following address: Play subscriptions. Paragon
Publishing Ltd. Freepost BH 1255, Bournemouth BH1 1BR.

IT WON'T COST YOU A PENNY if posted in the UK.
Alternatively, call our Credit Card hotline on (01202) 200200
or Fax us with your details on (01202) 299955.

(regular order(subscription)

= QQO

CHOICE OF SUBSCRIPTION

YOUR DETAILS: D
| would like my subscription to start from Issue No

IF YOU ARE TAKING OUT A SUBSCRIPTION TO PLAY FOR
YOURSELF OR AS A GIFT FOR SOMEONE ELSE, PLEASE FILL IN
THE DETAILS BELOW:—

Signature

Address

METHOD OF PAYMENT
[1 Cheque/Postal Order
(please make payable

[J Credit Card
Expiry Date

To Paragon Publishing Ltd) Card Number

[1 Just send me 12 copies of PLay, | don’'t want to take advantage of
your fantastic deal on any one of the four brilliant games available.

[[1 Save over a tenner on one of your four top games AND get 12
issues of PLay, What a deal! Here, take my cash quickly! Before the
offer ends.

The game | would like is:

Tomb Raider

Die hard Trilogy
Crash Bandicoot
Destruction Derby

IF THE SUBSCRIPTION IS A GIFT PLEASE FILL IN THE DETAILS OF
WHO YOU WISH TO RECEIVE THE MAGAZINE.

Name.

Address .

Postcode

Phone Number...
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few acts of cinematic

-—Crhere have beerDvandalismquiteas

crass as Joel

PLAY &:

INFORMATION

Publisher: Acclaim

Customer Support: 0171 3445000
Price: £44.95

Release Date: December 96

&

MuTIPLE PLAYERS

ONE PLAYER

MEMORY CARD

Schumacher’s Batman Forever,
transforming a once quirky, original series
into a garish MTV mess. Yet however bad it
was, it was never quite so bad as this
game which is, sadly, complete tripe!

Disillusionment begins swiftly with a
drab intro sequence. Given the CGI
spectacular which graces the PlayStation
version of Tekken 2, it’s ironic that a multi-
million dollar movie conversion can’t
stretch to a few film clips. Scrolling pans
over the newfangled Batmobile and
Batman logo are reminiscent of old Super
NES games, right down to the limited
colour palette.

[ABovE] Huge background objects such as this
wrecking ball periodically lurch into action, sneakily
using slowdown to aid their surprise attacks.

/YOU EVER DANCE WITH THE DEVIL...?

' THE CAPED CRUSADER FIRST APPEARED OVER 50 YEARS AGO IN DETECTIVE COMICS 27, CREATED BY
BoB KANE AS A SUPERHERO WITHOUT SUPERPOWERS. BATMAN COMICS HAVE BEEN IN
CONTINUOUS PRODUCTION EVER SINCE. BATMAN’S CRITICAL RENAISSANCE BEGAN WITH FRANK MILLER’S
HUGELY INFLUENTIAL DARK KNIGHT SERIES, CURRENTLY AVAILABLE AS THE DARK KNIGHT RETURNS
GRAPHIC NOVEL. THIS SMART, MEDIA-HIP AND ENDLESSLY CYNICAL STORY INSPIRED NUMEROUS CLONES,
AS WELL AS THE SCRIPT FOR ROBOCOP (FOR WHICH MILLER WOULD WRITE TWO SEQUELS). ALTHOUGH
ORIGINALLY QUITE DISTINCT FROM THE MAIN STORY-LINES, ITS HUGE
SUCCESS LED DC TO REINTERPRET THE WHOLE SERIES IN ITS MOULD
BEGINNING WITH BATMAN: YEAR ONE. TiM BURTON’S 1989 BATMAN MOVIE
OWED MUCH IN STYLE AND STRUCTURE TO DARK KNIGHT, WHILE ITS PLOT
DREW INSPIRATION FROM ALAN MOORE’S EXCELLENT THE KILLING JOKE.
CURRENTLY THERE ARE SOME FIVE MONTHLY BATMAN COMICS, PLUS THREE
SUPPORTING TITLES: ROBIN, CATWOMAN AND AZRAEL. A NEW MOVIE —
BATMAN AND ROBIN — 1S CURRENTLY IN PRODUCTION STARRING GEORGE

\ CLOONEY, ARNOLD SCHWARZENEGGER AND ALICIA SILVERSTONE.

S

BRUCE WAYNE

At the time of the movie’s release, much
was made of Acclaim providing a motion-
captured CGI Batman for composing within
dangerous action sequences, but they
have junked all that graphical splendour
for the PlayStation version and replaced it
with quite the worst character sprites since
THQ’s Home Alone! There is simply no
excuse for the shambolic collection of
‘wouldn’t look out of place on a ZX-81’
characters and backgrounds. Seen from a
distance, Batman Forever seems
spectacular, with masses of on-screen
action, but this illusion is shattered when
you view it up-close. Hordes of enemies
attack simultaneously, power-ups are
constantly flashing, the screen is forever

[ABovE] There’s a huge gunship copter in the
background, honest.

blanking under the effect of this or that

Batman FOREVER? PromiSE OR THREAT? WE FIND OUT...

stun bomb. Unfortunately, for the player
gameplay is itself a little like taking a stun
grenade in the face. Action is generally
fast, almost too fast as you struggle to
land a punch - even an NTSC machine
suffers immense patches of slowdown
which has your reactions constantly
flipping between too slow/too fast.

This problem is emphasised because of
the confusing nature of combat: a
plethora of power-ups makes your
character more unpredictable than the
enemies. Particularly annoying is a
screen-blanking fireball power-up which
has your character rising into the sky,
flames glowing and lightning cracking all
around. It looks great the first few times,
but thereafter becomes a tedious
interruption to the action, particularly in
two player mode. Taken all together,

" | zaPPER

[ABoVE] Subtle colour changes allow for two Robins
or two Batmans to be onscreen simultaneously, here
taking on an android end-level boss.




(batman forever: the arcade game)(review)

-

) ¥

%

. 2 ’U ‘ : o
‘g' ,‘ VAR Y
SRS e } ey e
L SEANT

BAMAGE DAMAGE -

PL.AY magazine January 1997'

HOURS DAYS | WEEKS _ MONTHS

CONSTANTLY
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OCCASIONALLY

ONE PLAYER MULTIPLAYER

“It looks great the
| first few times, but
thereafter
becomes
tedious...”

these factors drastically reduce
interaction.

As the game’s playability wanes, the
ugliness of the graphics becomes ever
more apparent. The main characters are
poorly animated, the scaling is rough and
during a dramatic swinging-out-of-the-
screen attack they bitmap appallingly.
Depth of colour is sadly limited, painfully
muting the garish design which was the
movie’s principal characteristic. When a

Sikorsky gunship copter attacks it Looks 000000
appears the graphic artist had barely two

colours available. Other end-level bosses Sounps OOO000O

also appear somewhat unfinished. GAMEPLAY 000000
Compared to Konami’s gorgeous Batman VALUE 000000 55
Returns on Super NES, Acclaim’s effort ROBIN OO0O000000

seems primitive and crass. Even the
sound samples are tacky and distorted.

DINNER, DINNER

Given the total lack of competition,
Batman Forever only had to turn up in
reasonable shape to earn itself
comfortable sales and reviews. In the
event, over-ambitious programming has
delivered a self-inflicted knock-out blow.
File this under ‘Closet, Skeletons in the’
and wonder once more about that cryptic
phrase: ‘Sony Quality Control.’

shl%

Batsignal Konami Fast!

Ipage number
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is a traditional head-to-head

-—<B I as t Ch am b e D multiplayer game translated

into a new environment.

PLAY &

INFORMATION

Publisher: Activision

Customer support: 0181 742 9400

Price: £44.99

Release date: December '96

ONE PLAYER

MEMORY CARD

®

MuTIPLE PLAYERS

Mutri-Tap

Given that head-to-head multi-player
games are undoubtedly the most
engrossing of game genres, the cards are
set for a promising blast-fest with all the
evil vengeful glory that makes games of
this ilk so moreish. However, it’s all down
to the implementation...

BomBs, MAN!
Like most of the classic multi-player games
such as the Bomberman series, Blast
Chamber is set in a single room where you
can see all the action at all times. The basic
aim of the game is to survive,
predominantly by ensuring your opponents
don’t. The mechanics of the game are
derived from what could be described as a
futuristic gameshow. Strapped onto your
back is an explosive device with a counter
continually ebbing away. Your task in each
level is to collect a power crystal and
deposit it in a coloured-coded receptacle to
earn precious seconds, giving you more
time before the inevitable blast. Of course,
if you can’t make it to your own receptacle,
there’s always an opponent’s one to drop it
into, taking away seconds from their fuse
times.

Okay, so the object is pretty simple, and

WELL IT’s ABOUT TIME we HaD ONE 1sn’T ir? FOUR
PLAYER HEAD-TO-HEAD CARNAGE OF THE BLASTING

Tage sage SaNE 18T

so it should be. Where the variety comes
in is in the chambers themselves. The
rooms are 3-D affairs, where you can roam
just about anywhere within the confines of
the walls. There are obstacles to jump
over, pits to avoid and plenty of power-ups
to alter the course of the gameplay.
Interestingly, in the multi-player modes,

as the rooms are symmetrical, in order to
get to your receptacle you’ll need to rotate
the room. This is done by stepping on
arrow pads situated in the corners. The
gameplay element really starts to develop
here...

In order to get the crystal, you can
shove your opponent to the ground and
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[ABovE] One of the 4o single player arenas.
Navigating your way towards the crystal is often
easier than it looks.

‘tit-for-
tat’ warfare!”

pick up the power pellet that has been
dropped. Of course if one of your
opponents is just about to score, you can
try to rotate the room; forcing him to fall
as the room spins, and steal the crystal
that way. It all adds up to a manic multi-
player jaunt with plenty of ‘tit-for-tat’
warfare!

SPIN ON THIS

But it’s not all dandy. I've focussed mainly
on the multi-player aspects of the game,
as in single player the game does lack
substance. All you have to do is to try and
get the crystal past all the obstacles to
the receptacle before the time runs out.
There is a sense of urgency with the
imposed time limit, and some of the
rooms do require a certain amount of
strategy, but the shallowness of playing
Blast Chamber on your own tends to leave

[ABovE] The difficulty level of the single player
arenas rises progressively, requring a little strategy
to complete them within the alloted time.

w4
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you quite bored after a while.

So, back to multi-player, and things are
looking rosy. Except... well despite the
fairly well presented graphics, it can be
difficult to see your exact position in the 3-
D cube. This aspect can be annoying at
times when you’re aiming for precise
positioning but can’t quite get it because
the graphics don’t have the detail to
illustrate your position well enough. There
is a camera control function which helps to
alleviate this, but it isn’t very easy to use
in the throws of a feverish tournament.

Otherwise, Blast Chamber is an
enjoyable affair, and a true next-generation
original, but nothing overly special. More
could have been made of the hardware to
make the contact between players and the
ball more tangible.

(blast chamber)(revie@

HOURS DAYS ‘W_EE_KSv MONTHS

CONSTANTLY .

FREQUENTLY

OCCASIONALLY

ONE PLAYER MULTIPLAYER

[ABove] All the multi-player arenas are symmetrical,
allowing equal opportunities for all contenders. Notice
the abundance of spikes.

[LerT] After stepping on the platform on the right, the
pathway disappears. It’s one way only in this game!

Looks Q0O
SOUNDS 00O
GAMEPLAY O
VALUE 208
Boom! OO

:8

Blasting good fun.

Maé Boorts
ALLOWS YOU TO RUN ON THE
WALLS AND ON THE CEILING

GRAVITY'BOMB
REVERSES OPPONENTS’
GRAVITY, FORCING THEM TO
RUN ON THE CEILING

PARALYSER
FREEZES ALL OPPONENTS
FOR Asﬁm PERIOD OF
TIME

Psy-BOMB
REVERSES YOUR
OPPONENTS’ coﬁnm.s FOR
A SHORFTIME

Hi jumps
ALLOWS YOU TO JumP
HIGHERWIO!&AL FOR A
PERIGDIOF TIME

MERCURIES
ALLOWS YOU TO RUN
INCREDIBLY FAST FOR A TIME

Time'Boms
SUBTRACTS TIME FROM
YOUR OPPONENTS’ FUSE

TiMES

CRYSTAL
DISRUPTOR
MAKES THE CRYSTAL WARP
TO ANOTHER LOCATION, EVEN
WHEN IN POSSESSION

VISEGRIP
ALLOWS YOU TO HOLD ON TO
THE CRYSTAL DURING
ROTATION OR WHEN PUSHED

CRYSTAL MAGNET
DRAWS THE CRYSTAL
TOWARDS YOU

REACTOR SWAP

MAKES THE REACTORS

(CRYSTAL Rgc:rucizs)
CHANGE COLOUR

EXTRA TIME
GIVES YOUR KILL-CLOCK
MORE TIME

CRYSTAL BomB
MAKES THE CRYSTAL
EXPLODE WITH DEADLY

N
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Massive EXPLOSIONS, JUNGLES VAPORISED,
SPECTACULAR BATTLES... BUT THAT’S ENOUGH
asoutr APOCALYPSE NOW. LET’s TALK ABOUT
BrAck DAWN insteap.

petty perks of
reviewing a game when

-{One of the more). _
it’s sent to you without
any packaging is that you get to make up
PLAY

your own scenarios. Such is the case with
INFORMATION

Black Dawn, a helicopter gunship game
which sees you blasting seven shades of
shit out of the sadistic forces of the bloke
Publisher: Virgin from the Daz Doorstep Challenge, who has
Tel: (0171) 368 2255
Price: £44.99
Release date: January '97

Written By Andy McDermott

his mind set on world domination and will
not rest until his smirking mug is plastered
over every TV screen, poster, wall and
pillowcase across the globe. Or something
along those lines. Look, the bottom line is
that you’ve got this super-duper helicopter
and you blow stuff up with it, okay?

BiG CHOPPER

With battles taking place over several
different terrains, such as deserts, arctic
wastelands and forests, you guide your
throbbing chopper from point to point on
an undulating map, at each stage
completing an objective which usually
involves riddling the Dazster’s minions
with red-hot metal fragments or picking up
your own stranded soldiers before their
cammo fatigues become whiter than
white. If this sounds eerily familiar, then
you’ve quite probably already bought
Soviet Strike, and will thus have not even

ONE PLAYER MemoRY CARD

M

BLACK DA

[ABOVE] As an enemy vehicle explodes, the hurtling pink mass on the left is all that remains of a hostage who
got caught in the blast.

the slightest interest in Black Dawn unless
repetitive ‘whup-whup-whup’ noises get
you frothing.

The two games, it has to be noted, play
in a fairly similar way, the main differences
being in viewpoint — EA’s game looks
down on the action from an isometric
perspective, whereas Black Dawn,
although possessing a not very helpful
‘wing view’ which makes it practically
impossible to see what you’re shooting at,
is meant to be played from a first-person
perspective looking out through the

cockpit window. Although this makes
flying a rather more visceral experience
than in Soviet Strike, the landscape
swaying beneath you like a trip home from
the pub, it does mean that there’s a lot of
clipping on hills which even the now-
common trick of making the playfield look
like it's enveloped in a pea-souper fog
doesn’t entirely disguise.

CHOPPER HARRIS

Having never flown a real helicopter
(apart from that one time over 'Nam) |

[CockPIT VIEW]

A PILOT’S-EYE VIEW, WITH WINDOW FRAMES

[HUD view]

THE BEST WAY TO PLAY, GIVING YOU A FULL

AND THINGS TO GET IN THE WAY. FIELD OF VISION.

[WING VIEW]
RATHER UNHELPFUL ISOMETRIC VIEWPOINT,
WHICH MAKES IT HARD TO AIM.

[CHASE VIEW]
VERY HOLLYWOOD, BUT NOT VERY PRACTICAL.

J page number
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THOSE MAGNIFICENT MEN IN
THEIR FLYING MACHINES

HELICOPTERS. WHERE WOULD WE BE WITHOUT 'EM,
EH? IF IT WASN’T FOR THE LIKES OF IGOR SIKORSKY
WE WOULD NEVER HAVE HAD FILMS AND SHOWS LIKE
THESE... WAIT A MINUTE. SIKORSKY! YOU B*STARD!

[WHIRLYBIRDS]
KIDDIE-ORIENTED 'COPTER-RELATED ACTION FOR THE
LONG OF TOOTH. A PAIR OF CLEAN CUT AMERICAN
HEROES (READ: ANNOYING SMUG GITS) FLY AROUND
IN A HELICOPTER RIGHTING WRONGS. THE BAYWATCH
OF ITS DAY (NOT).

[BLUE THUNDER]

THE FILM AT LEAST HAD HAD ROY SCHEIDER AND
MaLcoLm McDowALL. THE TV SHOW HAD, ERM,
NOBODY YOU'VE EVER HEARD OF AGAIN. CLEAN CUT
AMERICAN HERO, GEEKY SIDEKICK, FAT BLOKE IN A
VAN AND TOKEN BLACK GUY WITH A MOUSTACHE.

PL.AY magazine January 1997'

RUBBISH.

[AIRWOLF]
RIP-OFF OF BLUE THUNDER THAT SOMEHOW MANAGED
TO BE MORE SUCCESSFUL THAN THE ORIGINAL, A BIT
LIKE THE MUNSTERS VERSUS THE ADDAMS FAMILY.
BETTY FORD CLINIC CANDIDATE ]AN-MICHAELVINCENT
[ABoVE] The terrorists have access to all the US PONCED ABOUT WITH A BIG FIDDLE, ERNEST
BORGNINE ANNOYED EVERYONE AND THE MAN FROM
DEL MONTE LOST AN EYE AND TOOK OVER THE CIA.
FROM THE MAN WHO BROUGHT YOU QUANTUM LEAP,
AMAZINGLY.

military’s latest gear, such as this Osprey tilt-rotor.

[WiNGS OF THE APACHE]
STUPID TITLE, AS HELICOPTERS IN FACT DON'T HAVE
WINGS. NICHOLAS CAGE SLUMS IT, TOMMY LEE JONES
OVERACTS AS USUAL AND SEAN YOUNG WEARS ONE OF
THOSE CURVE-ENHANCING FLIGHT SUITS YOU ONLY
GET IN HOLLYWOOD. SOME BALLS ABOUT DRUG
SMUGGLERS RUINS A PERFECTLY INANE TOP GUN RIP-
OFF PLOT.

HOURS DAYS WEEKS MONTHS

CONSTANTLY

FREQUENTLY

OCCASIONALLY

[ANY MODERN ACTION THRILLER]
don’t know how realistic the controls WHAT SELF-RESPECTING BEEFCAKE VEHICLE WOULD BE
are, bUt \/OUT aircraft dOGS have a COMPLETE WITHOUT AN EXPLODING HELICOPTER?
convincing sense Of inertia. The BROKEN ARROW LEADS WITH THREE, BUT ANYTHING

multiple functions for each button on FEATURING STEVEN ‘BLIMP ARSE’ SEAGAL OR JEAN-
the pad are at first confusing, but after LLANDE VAN DN ECAN T B AR PEH D,

a short while they become second
nature, and it’s quickly possible to spin
around targets in mid-air; strafing them
like something from Airwolf, though
hopefully without spilling your booze
and drugs. Weapons can be upgraded
by shooting Doorstep Boy’s troops and
collecting power-ups from the blazing
hulks, the ultimate toy being a tactical
nuclear weapon with which to sear the
very flesh from the bones of the bad
guys. Huzzah!

The main problem with Black Dawn is
that EA got there first, and it has to be
said that Soviet Strike is the better of
the two games — it’s simply more
enjoyable to play, and there’s not really
much else that matters. Black Dawn
lacks any real adrenaline-pumping
moments, which are what videogames
should be all about. The Daz bloke can
relax — everyone’s going to be gunning
for those nasty ol’ commies instead.

NEVER
ONE PLAYER MULTIPLAYER N/A

LAY

Looks OOOODO00ee
SOUNDS [ X T )
GAMEPLAY 0000060000
VALUE (SIS X X )
CHorpER JokEs 0000000000

167

Don’t keep your rotor running

\LTERNATIVELY:

[ABoOVE] “And the Flying Eye this morning reports heavy drug smuggling traffic... just

Ipage number

remember to keep out of the crossfire.”



(review) nascar racing '96 )
TRACK € FIELD B

. FOR YOUR £45 YOU GET 16 OFFICIAL COURSE, . et Lowding ; 4 ‘ i Sioud
PLUS MADE UP ONES AND NIGHT VERSION. IN ALL, mp 24

OVER 20 ARE AVAILABLE WHICH IS MORE THAN ANY

OTHER RACING GAME ON THE PLAYSTATION.

PL.AY magazine January 1997.

NAS

FORMULA 1 .ackep oprions. DESTRUCTION
DERBY 2 was sHaLLOw. BuT THISs RUBBER-

MIGHT JUST SNATCH THE TITLE...

most of us have ever got to the
-—@h e C l oses D American NASCAR motorsport, is

watching Tom Cruise ponce about in

Written By Damian Butt

Publisher: Sierra

Customer support: (01734) 303322
Price: £44.99

Release date: December

ONE PLAYER MEeMORY CARD

STEERING/ANALOGUE

Ipage number

overalls during the film, Days of Thunder.
In Europe we’ve got Formula 1, touring car
and GT championships, all of which more
than satisfy our lust for mechanical things
crashing into fleshy bodies, and so
NASCAR has never taken off. This and the
fact that it largely takes place on huge
concrete ovals, and is therefore about as
interesting as watching paint dry. The cars
may be able to muster over 70obhp and
make a noise not unlike a 747 with a
stubbed toe, but unless there are chicanes
and the possibility of a messy death at
every turn, we're not interested.

NASCAR Racing from developers
Papyrus is an accurate simulation of the
sport, converted from their popular PC CD-
ROM game. Whereas Destruction Derby 2
offers mindless maiming aplenty, NASCAR
gives the chance to do all that and adjust
spoilers, set weight distribution, regulate
the gear spacing, set tyre pressures to aid
steering — the whole nine yards.

0001728

a’.‘,"‘ﬂ <

w

< % : »
rewind playh pause forward

[ABOVE] The game features an easy replay mode which
lets you see incidents from eight different views.

1 3ih

Cnd gear

58 mph
Urmpm

[ABovE] Coming off of the flat pit entrance you flip the back end out and crash into car 71. Unfortunately, the

impact is so great, your engine falls out.

OH, OH, SHOW

ME HEAVEN...

From the vast range of options covering
car set-ups, realism, viewing opponent’s
cars and save facilities, you then launch
into either an arcade or simulation race
(the latter giving you pit radios and a full
garage during warm-ups) on one of the 20

tracks, 16 of which are officially endorsed.

Firmly harnessed in the sweltering,
claustrophobic cabin the first thing you

Q i &%

‘U "CONTROLS

‘ ,ﬂ PLAYER INFO
OPPONENT INFO
REALISM
SOUNDIMUSIC
MEMORY CARD
CREDITS
Exir®

Shifting
Braking Help
Race Length
Yellow Flligs
Pace Lap
Pp Car Damage
Oppnl. Strength 100%
Return

)

[ABOVE] NASCAR'’s comprehensive set of options is
impressive, if a little daunting for beginners.

notice is that there are a heck of a lot of
dials. Pressing the top shoulder buttons
on the pad brings up eight menus
showing data such as fuel/lap ratios,
race positions, tyre wear and
temperature, and general race
information. These can be
accessed at any time and are
vital for pit-stop strategy
and monitoring your car’s
stamina. In the simulation
mode you can also call up
the pit radio and plan
changes well in advance;
something which was
badly missing from
Formula 1.

Blipping the throttle
produces a meaty roar
from the mighty engine,
which is good because that’s
all you’re going to hear on
the move. You would be well

advised at this point to turn off )
5 . @ @
the in-game music as Papyrus, W9
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NASCAR GIVES YOU THE OPTION OF DRIVING
IN ONE OF THREE CARS, EACH WITH SUBTLE
HANDLING DIFFERENCES. THE NOVICE IS FAIRLY
% NEUTRAL, BUT THE EXPERT MODEL IS ALL SPEED
LR(51Y RR{51Y: !F‘;“‘, AND NO FINESSE. THE GAME FEATURES NO WAY
TO CUSTOMISE THEM AS IN THE PC VERSION.
THIS IS A SHAME.

P19,
AR

[ABOVE] Boof! Late breaking always has an element of
risk. Crushed bodywork is one of NASCAR’s best features.

51 Labonte
#23) Speicer

117 mptt Bin 8 ¥4 S Marild § "4 8 Marin

39
49
24
B3 -
60  7640mpm  Trd ges #6 M Martin d ge? #6 M Martin

onleY Musgrave
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[ABovVE] Most of the circuits are simple ovals where
the only danger is slamming into the wall.
Collisions like this damage the wheels and

suspension.

New Hampshire &
Internalional

Speedway

1.058 Miles

Fuel: 20.9 qal
Mileage: 4.33 mpg
Proj Laps: 37 1 36 mph 18
Fill To: 22 gal 7532 pm  3rd gear

[ABove] This is the highest view of the three and it
allows you to see more of the track ahead as well as
behind. As you can see you can call up the race

menus at any time.

55
> "/ Phaenix
2% / Internationa}

Nicwec

= Sears Point
% Raceway

?‘2 Wn:
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In case you
aren’t paying
attention or
unfamiliar with
the way the rev
counter works,
this display
tells you which
gear you’re in.
Only real
thickies will
need to look.

PLAY magazine January 1997

Any car, even a
Rover Metro 1.1
will cease to
function if the
water boils in
the engine. If
this gets too
high, let the
revs drop while
it cools off.

The course map is
useful for seeing
what bends are
coming up next.

The more you over-rev and redline
the car, the hotter the oil pressure
will get. Too hot oil means a loss of
performance and even a seizure!

Overall speed doesn’t really
matter in this kind of racing,
which is why the speedometer
is relegated to this tiny slot.

The all-important rev counter is used
to time gear changes and over-taking
moves. Do not redline it, much.

The rear view mirror is essential if
you are to swerve in the right
direction and shut that door. It is
extremely distorted though.

This is evidence of
some early race
shunting. As you
make contact, the
hood gradually
distorts and
obstructs.

The fuel gauge is
vitally important
when you are
racing at 100%
length. Itis
embarrassing to
run out one lap
from the finish.

This red light
illuminates when
you redline the

The oil pressure goes up car and cause it

and down depending on d Not that
acceleration. If you lose it,  you care - it’s not
the car will not respond. yours!

) 4

PIT RADIO

aA CLEVER TOUCH IS THE
PIT RADIO, WHICH CAN
BE USED TO PLAN PIT-STOPS
IN ADVANCE OR ORDER TYRE
CHANGES WELL BEFORE YOU

62

ARRIVE.

Return 10 Track
Lap Info

Standings
Fuel

Tire Temps
Tire Change
Cross Weight
Spoiler
Stagger

Pit Status
Clear Pit Radio

ll page number

in keeping with all other racing games,
has included a whining medley of tedious
cock rock. When will people realise that
you want to hear the engine during in a
racing game — you don’t see Damon Hill
slapping on a bit of Thin Lizzy as he exits
the pits do you?

Out on the blacktop and initially all
looks good. The graphics are bright and
colourful and move at a fair old pace. Of
the three views, the in-car is the best
because you get a great idea of how the
car is performing and when it is being
over-stressed. There are some clever
touches, like when you shunt another car,
the hood (it is American after all) bends
up to obscure your view and make the
racing even more difficult. | particularly
like the way body panels fly all over the
place and tyres can be ripped off. On a 78
lap race, you've got to be very careful to
survive to the end — not easy when
everyone else on the track wants you
dead.

CRUISER
Of course all that car dynamism and
wreckage means major slowdown when
you go sideways into the
middle of a pack of cars, and
this is NASCAR Racing’s only
real fault. Get more than four
guys in front of you and your
smooth progress is suddenly
interrupted by Jerry the Jerk
from Jerkytown. Also, lest you
forget, because the majority
of the tracks are simple ovals,
a championship season of 20
races can be an incredibly
boring series of long left
turns.

“The.cars
muster over
7oobhp and

make a noise
not unlike a 747
with a stubbed
toe!”

NASCAR Racing is a game for racing
purists. Casual players will find the options
and over-sensitive control method off-
putting. This is no Ridge Racer Revolution,
nor does it have the immediate appeal of
DD2, and | am surprised that Papyrus
didn’t include the ‘paint your own car*
option from the PC. Surely that could have
been saved to the memory card?

If you're looking for a racing game with
more meat on its bones, then NASCAR is
definitely worth a spin but, like the sport,
it is an acquired taste.

P11 mph
6264 pm

18t
Frd {

DAYS MONTHS

CONSTANTLY

FREQUENTLY

OCCASIONALLY

ONE PLAYER

CONTROLS

BAS MENTIONED IN OUR EXCLUSIVE NEWS
STORY WAY BACK IN ISSUE 12, NASCAR
RACING ALLOWS YOU TO PLAY WITH JOYPAD,
NEGCON AND PSX STEERING WHEEL. BOTH
ANALOGUE CONTROLLERS ENHANCE THE
PLAYABILITY OF THE GAME BECAUSE YOU DON'T
HAVE TO KEEP ADJUSTING YOUR COURSE WITH
THE D-PAD. STEERING WHEEL IS BEST BECAUSE
YOU GET PEDALS AS WELL, AND THERE'S NOTHING

MULTIPLAYER  N/A

LIKE STOMPING ON THE GAS AND HEARING THOSE
TYRES SQUEAL!

Shift Down

Cycke PiRadio |  Cycle P

L Accekiate

 Brake

Accelerate

Brake

Full Steer Right * Pause Game
4 SELECT »

Looks OO
SOuNDS OO00O
GAMEPLAY OO
VALUE O0O
BHP OO

80

Pedal to the drawing board
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SPOT THE
DIFFERENCE!

'THERE ARE THREE SHIPS TO
CONTROL IN X2, EACH
BOASTING SLIGHTLY (AND |
MEAN SLIGHTLY) DIFFERENT

THE DESIGNS ARE NOT
RADICALLY DIFFERENT AND YOU
COULD BE FORGIVEN FOR NOT
EVEN FINDING THE OTHER TWO.

SPEED AND STRENGTH RATINGS.

.ECT SHIP PL
Xs01

SPEED  POMER

SELECT SHIP PLRYER 1

XS02

SPEED  POUER

{IP PLAYE

SPEED

HERE 1715, THE
PLAYSTATION’S very
FiRsT R-TYPE cLoNE.
IT’S aBout GOD-
DAMNED TIME...

from my hands, the joypad is awash

S we at i S p ou ri n g> with persperation making it as

slippery as an eel. On-screen is

INFORMATION

Publisher: Team 17

Customer support: (01924) 267776
Price: £39.99

Release date: December ’96

MuTIPLE PLAYERS

ONE PLAYER

The first end-of-level boss is this huge base
ship which fires missiles and front lasers at
you. All’s well until...

Team 17’s X2 (formerly Project X2), a good
old fashioned 2-D shoot-’em-up which rips
off just about every other game of this
genre and then piles on even more insanity.
This surely must be the ultimate shoot-
’em-up, if only for the fact that you couldn’t
possibly cram anything more onto the
screen.

Lavishly presented with a techno
soundtrack, futuristic menus and a catchy
logo, the gameplay of X2 is simple to grasp
and difficult to leave. You control one of

L3 .
It opens like a seed pod and suddenly spews
laser death from every orifice! Aim for the
middle section to defeat it.

three nimble ships throughout ten
horizontal and vertical scrolling levels,
each packed to the rafters with squadron
upon squardon of funky looking alien
ships. Limb-seperating death comes from
all angles, with missile launchers popping
up from the sands, ships spiralling in from
every conceivable angle, and natural
obstacles such as rock formations proving
to be a constant niggle.

No, NO, NO, NO...

To survive, you must keep your thumb
firmly pressed on the fire button, and when
something really monstrous appears, like a
mid-level boss, or a mighty alloy leviathon,
let loose with one of your smart bombs.
Vape an entire run of similar looking aliens
and a power-up is left behind (usually right
in the middle of something deadly) and
once collected it adds to your arsenal or
speeds you up. From the standard laser
you can bolt on a ripple laser, flame-
thrower, multiple missile pods, echo guns
and the impressive looking lightning ray,
which sends out a constant stream of
electricity; striking those closest in range.
You couldn’t ask for a better looking shoot-
’em-up than X2, and at times the mass of
high speed objects and swirls of colour
look more like a Jean Michel Jarre concert
than a game!

You'’ve got to hand it to those Team 17
boys, they know how to make a playable
game and have done so since the early
Amiga days, but only now has the
PlayStation’s great scope for visual effects
meant that their wacky ideas can become a
reality. Aside from the breath-taking
weaponry, the backgrounds are quite
superb, particularly the first level city,
complete with blitz-like searchlights, and
everything from the smallest enemy fighter
to the gargantuan end-of-level guardians
wouldn’t look out of place in one of the
new Star Wars movies. But of course there
is a catch...

«..THERE’S NO LIMIT!
Unfortunately, unless you like staring at
computer art, you are going to want to play
X2, and it is five seconds into level one that
its only acheiles heel rears its head. To put
it simply, everything including the kitchen
sink, shelf units and matching panelled
doors is thrown at you; making it



AR

[ABovEe] The boss for the ice level is this huge mini-gun-toting robot. There’s no set strategy, just shoot the crap
out of it and avoid its twin guns. In this shot we see a super bomb being let off.

impossible to survive parts of the level. The
only way to progress in this game is to
keep ploughing through, not really
avoiding anything (because you can’t see
what to avoid) until you reach the end. The
password system means that once a level
is completed, you never need to see it
again, and the levels are relatively short.
After a few goes you realise that being
clever or agile is pointless, and you regard
losing a life as inevitable, rather than a
mistake on your part.

The problem escalates with the
simultaneous two player mode (stolen
from the Mega Drive game Bio Ship

Paladin), which doubles the number of
weapon discharges and eliminates both
players’ chance of ever avoiding anything. It
also gets very annoying when tooled up to
the nines with every gun the games has to
offer, they still don’t kill even the lowliest of
minions.

X2 pulls rabbit after rabbit out of the hat
of PlayStation tricks, and although it is very
well done, and a definite boon for the
console, it can be unfairly difficult to all but
the most skilled of players (or those on hard
drugs). This is the ultimate blaster, but
some tweaks definitely need to be made for
us mere mortals.
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[ABOVE] Remem
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ber these tentacles from the game Salamander? You must of course stay at
the top of the screen, and that’s just where the enemy wants you.

LOOKS FAMILIAR?

IF YOU CAN'T BEAT THEM, JOIN THEM GOES THE SAYING, BUT TEAM 17 HAS TAKEN THIS

IDEA ONE STEP FURTHER. IF YOU CAN'T BEAT THEM, FUSE THEM TOGETHER. X2'S VARIED

HORIZONTAL AND SIDEWAYS SCROLLING LEVELS PILLAGE MANY IDEAS FROM CLASSIC
SHOOT-'EM-UPS OF OLD. THE BEEFY POWER-UPS AND GUARDIANS FROM R-TYPE,
TENTACLES AND INTERACTIVE BACKGROUNDS FROM SALAMANDER AND ARMALYTE, THE
REALISTIC MILITARY ANGLE FROM UN SQUADRON, AND FINALLY THE POWER-UPS WHICH

GET CHANGE THE LONGER YOU LEAVE THEM IN THE OPEN AIR FROM ZNAPS. BUT THIS IS

NO BAD THING. IT DOES BEG THE QUESTION THOUGH, ARE THERE ANY NEW IDEAS LEFT?

HOURS DAYS WEEKS MONTHS

CONSTANTLY © s -
FREQUENTLY I
OCCASIONALLY

ONE PLAYER MULTIPLAYER I

U +®°o
O (X

Looks

SOUNDS OO

GAMEPLAY OO

VALUE 0000

PANIC OO

sTT%

Guy Fowkes night times a million!
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gameplay old-skool style. With one of the
highest body-counts per second of any
videogame ever created, how can
Robotron X lose?! A brand new
postmodern 3-D interpretation of Eugene
Jarvis’ 1982 classic, Robotron X takes a
proud place on the podium as one of the
most frenetic shoot-’em-ups available for
the PlayStation. It’s 2084. The robotrons
are here. Let’s kick butt!

Robotron X is perhaps one of the
simplest shoot-’em-ups you could ever
conceive of. Your job is simple - to save
the human race from the ever-encroaching
robot forces. The action takes place in an
almost endless number (200 actually) of
single room arenas, with no place to
escape to. You're stuck, but then so are
your fellow humans. All you have is your
trusty raygun and all you can do is shoot.
Sounds bleak, doesn’t it? What it is in fact,
is fantastic.

QWHEN ROBOTRON 2084 WAS FIRST RELEASED BACK IN THE EARLY
EIGHTIES, THE ARCADE MACHINE BOASTED TWO JOYSTICKS — ONE FOR

THE CONTROL OF YOUR MAN AND ONE TO CONTROL THE DIRECTION OF

FIRE. THE PLAYSTATION INCARNATION USES THE STANDARD JOYPAD THE

BEST IT CAN, WITH YOUR MAN'S CONTROLS USING THE STANDARD D-PAD,

AND THE FIRING CONTROLS ARRANGED ON THE RIGHT-HAND SIDE

BUTTONS PROVIDING, IN COMBINATION, THE SAME EIGHT-WAY FIRING AS

THE ARCADE.

THIS WORKS WELL, EXCEPT FOR THE RSI-LIKE THUMB-ACHE THAT

DEVELOPS AFTER A SHORT WHILE. IN ORDER TO COMPENSATE FOR THIS

SOMEWHAT, ANOTHER OPTION IS ALSO INCLUDED TO ALLOW YOU TO USE

TWO JOYPADS IF YOU DESIRE, WITH THE FIRST’S D-PAD TO CONTROL YOUR

MAN AND THE SECOND PAD’S D-PAD TO CONTROL FIRE. ALTHOUGH THIS

ISN’T THAT MUCH BETTER THAN USING ONE PAD, IT DOES MEAN THAT IF

YOU HAVE TWO JOYSTICK-STYLE CONTROLS, YOU CAN HOOK THEM UP TO

PLAY ROBOTRON X THE WAY IT WAS MEANT TO BE PLAYED. HOORAH!

[ABove] The three-way fire upgrade only lasts a
short time, but its effects are something to
behold .

AIM, FIRE, REPEAT!

Robotron X is a level based romp where
all you have to do is shoot, shoot, shoot.
Along the way, you might want to save a
few foolish humans that happen to be
wandering around, and perhaps boost
your presence with few short-lived but
valuable weapon power-ups, but in
essence this game is all about destroying
as many human-killing robots as you can,
as fast as you can, before they get you.
Nope, there ain’t much in the way of
strategy. Nope, your mission doesn’t
change from one level to another. And no,
the humans never learn!

The beauty of Robotron 2084, and this
Nineties reincarnation, is the simplicity of
the whole affair. With so little to master, it

ROBOTR

ARCADE GamepLAY FRom THE EIGHTIES? Less
STRATEGY THAN WAKING UP IN THE
MORNING? Surkety Not! IT can’T BE! IT Is.
ROBOTRON X iN ALL ITS 32-BIT GLORY.

[ABoOVE] A bonus level. Fast, buzzing bees fly around

you. Shoot ’em before you get the sharp end of their

poisoned points.

is purely about lightning fast reactions
and a nervously-charged trigger finger.
Your only aim is to last as long as you can!
As you progress through each level, you'll
encounter more and more outlandish
robots, plus many new ones all with
different abilities. Some will home in on
your position, some will capture humans
and turn them against you, hell some will
fire homing missiles at you, leaving a few
mines around ready to blow you up at
your first faltering step. It’s all quite mad
and the pressure builds constantly, but
what makes this game so addictive is the
pure adrenalin rush it forces upon you.

ELECTRICALLY CHARGED

All this arcade action is further reinforced
by a pumping techno soundtrack. If there
was ever a game for which this kind of
music was perfectly suited, Robotron X is
it. As you’re wandering around urgently
looking for a power-up, herding the
increasing numbers of homing aliens
around your position as you constantly
strafe and turn in concentric circles, techno
just seems to heighten the whole electric
atmosphere of the game.

And as if the hypnotic beats weren’t
enough to send you into an elevated
mental utopia, behind the simple
geometric play areas, tunnel-like visuals
entrance the mind with subtle hypnotic
graphics designed to draw you further and
further into the game as you play. The
functional line-based nature of the screen
displays pay homage to the early arcade



[ABovE] A-ha! I'm protected by a shield. Try me now
you blood-sucking robotrons!!!

heritage of the game. Although the
graphics are relatively plain and simple, as
you get further on in the game the line-
based approach grows into something
more substantial with texture-mapped
floors. However, given the simplicity of the
on-screen action, the game still
shamefully exhibits signs of slow-down
when the number of characters on-screen
rises. This is the main criticism | have for
an otherwise superbly interpreted
rendition of the archetype Robotron 2084.
It won’t appeal to everyone — many might
find it too simple, perhaps banal. That’s
probably true — it is very basic. However, it
is a whole lot of fun.
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[ABove] Puck-off dude, 'm gonna win this face-off matey! The graphics are well-detailed
and fairly fluid to boot.

We've HaD FIFA, PGA, NFL, NBA anp

ACRONYMS? Nore, jusT EA IN BORING GAME
NAME SAGA. OOOPS, THEY’VE DONE IT AGAIN.

3 is what most people would
-—@ uc k erin g u p> associate with moving in to snog

a chick in a nightclub. Not so

hage number

PLAY &
INFORMATION

Publisher: Electronic Arts
Customer support: 01753 549442
Price: £44.99

Release date: Out now

o (®

ONE PLAYER

p L

MEemoRy CARD

MuTIPLE PLAYERS

Mutri-Tap

with the Canadians. Nope, since 1850,
they’ve been pucking-off in teams of six,
against six other similarly surly, skate-
wearing sportsmen brandishing sticks,
for fun. It’s ice hockey of course, and after
the delays that prevented the ’96 version
appearing, EA has finally managed to get
it together for NHL ’97. And it’s good.

The game is pretty much what you'd
expect from the licence masters at EA
Sports. With the NHL licence, all the
teams from the various divisions in the
National Hockey League are included, as
well as all the players with varying
attributes in several key departments.
You can also customise or add new
players which is a nice touch, but only
hardcore fans will probably want to
develop this option. With several play
modes and all the extraneous options
you'd expect taken for granted, let’s get
on with the game.

ICE, ICE, BABY

The way it plays is the most critical part of
a game, and thankfully NHL ’97 is indeed
very fluid. Of course the obligatory thumb-
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ache manifests itself after a while, but it’s
nothing you wouldn’t expect from a game
like this. The inertia of the players has
been well calculated and above all, the Al
of the other players in the team is high
enough to ensure you have logical
passing/shooting options most of the
time. Most importantly of all though, EA
has wisely decided to make sure the most
realistic aspect of the game has been
included - fighting! Yup, get a little irate
on skates and you can engage in a
scrappy punch-up with the full
complement of comedy sounds for
authenticity. This aspect is a most
welcome addition, especially to relieve
the stresses of losing. It’s not Tekken 2,
but it is fun!

Perhaps a little less well developed is
the in-game sound. Limited to crowd
noises, the odd ‘schliding’ and

s -
oyz2 ¥A"a
FRCEDHF

‘schlapping’ sounds and the occasional
(redundant) piece of commentary, it isn’t
particularly inspiring. It would have been
better to be able to perhaps add some
more useful commentary or to have some
background music playing other than the
obligatory organ. Saying that though, in
between each period you do get a rather
rotund moustachioed bloke spouting
some commentary-cum-advice, but these
FMV bits do get very repetitive. Thankfully
you can turn him off.

HOLIDAY ON ICE?

Graphically, NHL ’g7 is fine,and everything
moves at a cracking pace. The polygon
players have been motion captured to
create a decent illusion of real hockey
motion. The detail level is high, especially
with each and every player having their
own numbers and names texture-mapped
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[LEFT] As you can see from this helmet view, all the
players seem to have the same faces. It would have
been nice to see some variety.

“The most ’ {

realistic aspect T

Of th e ga m e h a S [ABoVE] Ice hockey is a very fast moving game, so the replay function can come in useful to relive glory

moments, and to watch tactics.

been included -
fighting!”

on to their backs, however, unfortunately,
they all seem to have developed from the
same zygote - their hair colour and faces
are identical!
The presentation of the rest of the

game is just what you’d expect from

. Electronic Arts. The intro sequences are
amongst some of the smoothest FMV bits
you’ll ever see, the menu interface system
is fancy but functional, and the whole
package just oozes television-like quality.
With very few bad points apart from the
minor niggles noted above, NHL ’97 is yet
another quality title from the EA Sports
stable. If you're into hockey, this is
certainly your best PlayStation option,
and even if you're not, but like the idea of
a fast, frantic sports simulation for up to
eight players, NHL ’97 will still provide
much enjoyment.
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Fighting fit, puck slappin’ shenanigans

:
VIEWTO

aWE‘RE ALL USED TO
MULTIPLE-CAMERA MODES
IN PLAYSTATION GAMES,
MAINLY DUE TO THE FREEDOM
THAT 3-D GENERATED POLYGON
WORLDS ALLOW. SO IT COMES
AS NO SURPRISE THEN THAT
NHL ’97 DOES INDEED HAVE ITS
FAIR SHARE OF ’EM TO SUIT
DIFFERENT TASTES. HERE’S A

LITTLE RUN-THROUGH.

THE CLASSIC VIEW COMES IN
THREE FLAVOURS OF ELEVATION,
IF YOU'RE USED TO PLAYING UP
AND DOWN THE SCREEN, THIS
VIEW IS THE ONE FOR YOU.

THE HORIZONTAL SIDELINE
CAMERA ALSO COMES IN THREE
SIZES, AGAIN CHANGING THE
CAMERA HEIGHT FOR EACH ONE.

FOR THOSE THAT DON'T LIKE TO
SHOW THEIR ORIENTATION
PREFERENCES, A CLEVER
‘SITTING ON THE FENCE’
ISOMETRIC MODE COULD BE THE

ANSWER.

THIS IS THE MOST INTERESTING.

A FIRST-PERSON PERSPECTIVE
MODE, WITH THE CAMERA
LODGED FIRMLY INSIDE THE
HELMET OF THE PLAYER YOU'RE
CONTROLLING. YUP, IT PLAYS AS
BIZARRELY AS IT SOUNDS, BUT
AT LEAST THE FEATURE IS
THERE. OKAY, SO YOU CAN'T
TURN QUICKLY ENOUGH, IT'S
CONFUSING WHEN YOU SWITCH
FROM ONE PLAYER TO ANOTHER,
YOU CAN’T WORK OUT WHERE
YOU ARE ON THE RINK, YOU
CAN’T ACTUALLY SEE THE PUCK
WHEN IT'S IN YOUR
POSSESSION, AND AS SUCH, IT
PROBABLY HAS NO PRACTICAL
USE AT ALL. BUT | LIKE IT.

J
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WiLL THE ReAL BITMAP BROTHERS pLEASE

RAISE THEIR HANDS AND COME

FRONTSTAGE. THERE ARE A FEW TOO MANY
IMPOSTERS IN THE BUILDING...

happy, are they? If they’re not
-—(N 0) b 0 d y ,S ev eD con’:li)‘{aining azout ’

fluctuations in beer prices
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around the country, they’ll probably be
complaining about the sheer complexity of
today’s games. Okey dokey, let’s get back to
basics. Remember Speedball? Yup? Then
you’ll be interested to hear that the
PlayStation now has its own version. Sort of.
The basics of Pitball are simple. It’s a
futuristic two-on-two basketball-style game
set, quite literally in a pit, on various
planets around the galaxy. It’s a full contact
sport, so not for the faint-hearted, and
progressing through the tournament will
involve plenty of foul play. Attacks and
special moves need to be mastered, and are
indeed encouraged, with a handy training
mode to help you build up your skills. Apart
from your standard abilities, you can pick-

[ABoOVE] Gooooaaaaall!! Player one has just scored
a long-distance goal, indicated by the red glow
surrounding the globe on the left.

[BeLow] Several different power-ups can be bought

pre-match, as well collected throughout the game.

ANTE GEAVETY BOOTS

up equipment such as jet boots and special
fighting gloves to power-up with.

PITBALL TERRIER?

Now for the crunch. Despite the simplicity
of the concept, Pitball doesn’t play as
smoothly as it could. Fluidity is lost
somewhat by the torpid movement of your
players around the ambitiously large 3-D
arena. For the number of players the
arena is far too big, but worse is the fact
that your guys move so unresponsively
despite any pick-ups, it’s like they’re
wearing concrete boots!

The fact that the game is inherently
multi-player means that it does have an
extended lifespan. On its own Pitball is
dry, lacks substance and longevity, but get
a few mates round and up to four players
can battle it out for a bit of head-to-head
mayhem. In this mode the game can be
fun, but still the action-based nature is
hampered by the floaty sluggishness of
the players’ motion and as a result can get
tedious.

Pitball’ s a good attempt at emulating
an old classic, but the 3-D translation has
taken its toll on the playability. A game
like this needs speed, and Pitball could
well do with powdering its nose.

DAYS _ WEEKS MONTHS

CONSTANTLY

FREQUENTLY .

OCCASIONALLY

ONE PLAYER MULTIPLAYER I

Looks 00
SOUNDS 000
GAMEPLAY 000
VALUE OO00
TEDIUM 00

=66%

More like Pitball Poodle
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SUCH. THINK oF BuBsy 3D :

GAME AND YOU CAN T ‘

Of course they do because since!
early Eighties every home com
console that has ever seen the
day has been force-fed a diet @
types of games. Things have
ever so slightly since then (altl
dreaded “please wait, game is
screen seems to have made sol
of a resurgence), we now get fancy FMV
intros, pseudo 3-D in-game graphics and
32-bit speed and fluidity. Oh yeah, and
we also get Bubsy 3D.

BOBCAT OR TOPCAT

Due to the fact that there is no other
game out on the PlayStation that can
claim to be a truly inter-dimensional
affair (yeah yeah, | can hear the shouts
of Sir Crash of Bandicoot, but isn’t that
really only a tarted up 2-D engine hiding
behind a 3-D premise?) Bubsy 2D nips in
and steals the 3-D crown. What Bubsy
does is place the player in 16 levels of
total 3-D environment that can be i
panned around the full 360° limits of the
playing area. Basically, this means that
you get full freedom of movement and a
strange uneasy feeling of vertigo. Let
Crash have a go at emulating that.

words pla
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LAGER, LAGER, LAGER

The game is played out over a modeled
polygonal landscape that not only
features mountain ranges and plateaus,
but also platforms in the sky. Look up into
the lunar firmament and you’ll see a
multitude of intricately designed
walkways that are all geared towards
taking you to new heights. Switches,
enemies, secret levels and a whole host
of other platform staples are all there but,
when combined with the super-slick 3-D
engine, it somehow seems a lot more, er,
real. You've still got to jump onto the
enemy beings’ heads but there is also
more of a puzzle element to this game
that most of its contemporaries. Oh yes,
and did | mention that there is a two
player mode? Get a mate around and one
of you can have a go at controlling the
bobcat while the other takes potshots at
him and tries to snuff out some of his
nine lives. It takes a little getting used to,
but once you've sussed it it’s great fun.

‘Bubsy 3D may not be everyone’s cup of

, but younger players will be

‘él(lthralled by its bright colours and

simple gameplay, even if adults reach
straight for the sick bucket.

— "

[Above] Yes, we know it looks like the illegitimate
son of a ZX-81 and a Simon Says machine, but
Bubsy 3D be extremely playable, if you're a very
young PlayStation owner.

r

(bubsy 3d)review)
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[Above] The red object to your left is a restart point. Very useful in this case because there
are Woolies everywhere and they all shoot at you if you get too close.

Written By Kane out of Kung Fu

“Have a.go at
controlling the
bobcat while the
other takes
potshots at him!”
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CHEATS > TIPS > LETTERS

MoRE MAGNIFICENT T1iprs AND CHEATS FoR ALL THE LATEST GAMES.
REMEMBER, IF YOU WANT THE FULL PICTURE, AND OVER 132 PAGES oF

SOLUTIONS TO THE LATEST GAMES, CHECK ouT POWERSTATION mAGAZINE. IF

YOU HAVE ANY CHEATS THAT You THINK oTHER PLAY READERS wouLb

STAR GLADIATOR

Invisible Walls

If you beat the game on any skill level,
go to the options screen and a new
option will have appeared that allows
you to turn the invisible walls on or off.
This basically means that there’ll be no
more Ring Outs.

Fighting In The Dark

Select your character as per normal
and then press Down + L2 + R2 and
hold them until the fight starts. You’ll
now notice a distinct lack of light as
you commence the fight.

Fight As Bilstein

This cheat can only be accessed in one
player mode, but once it has worked
you’ll be able to access the character
in two player mode. On the character
select screen, go to Hayato and press
and hold Select. Now move to Gore
and press X, @, X, @, H, H, W, A, A,
A, X + @. Bilstein will now appear to
the right of Gore.

Fight As Kappah

Once again this cheat can only be
accessed in one player mode, but
once the cheat has worked, you’ll be
able to access the character in two
player mode. You must perform the
Bilstein cheat before you can get this
to work. On the character select
screen, go to Bilstein and press and
hold Select. Now move to Hayato
andpress @, l, A, B, X H, A, N,
@, l, X + A. Kappah will now
appear to the left of Hayato.

BENEFIT FROM, PLEASE SEND THEM IN TO THE FOLLOWING ADDRESS:
StationMaster, PLAY MAGAZINE, ParaGon House, ST PETER’S
ROAD, BournemoutH, Dorset BH1 2JS.

GUNSHIP

Invulnerable Mode

At the Loading Screen after you get
you mission orders, press and hold
L1+L2+R1+R2 for the entire load
time. When the Mission Screen
appears you’ll see the word “Cheat”
in the upper/left corner.

wraTEIOpTE | "
UL TR TB0 SHN SEE

IMPACT RACING

Invincibility

Go into the password section and
put in the words I.LAM.IMORTAL
and you will become invincible.

DIE HARD TRILOGY

DH1 - Bazooka

In the first level, shoot the blue car to
get a bazooka.

Cheats

DH1

Silly mode

Pause the game and hold the R2
button. Then press Down, ®, ®, Down,
A, Down.

Flat shade mode

Pause the game and hold the R2
button. Then press Down, Up, Left,
Left, Down, Up, Left, Left, Down, Up,
Left, Left.

FERGUS!

Pause the game and hold the R2
button. Then press @, Down, Down, A,
X, i

STARBLADE ALPHA

Rapid Fire Laser

At the Main Title Screen enter Up, Up,
Down, Down, O, Triangle, Square while
the letters are moving together. You’ll
hear a “Boom.” While playing the
game press X to access the laser
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TEKKEN 2
Mini-cheat

Just a small little cheat for Tekken 2:

If, having obtained all of the secret
characters, you press Up + Select

when choosing a character - lo and
behold you will enable SKY MODE!

You must hold down this button
combination until the fight actually
starts, at which point you will hear a
‘punch’ sample to confirm that

the cheat has been activated...

Basically it allows you to fight in a
Mortal Kombat style, with certain
uppercut-type moves resulting in your
opponent flying high up into the sky.
For some strange reason it seems to
work with sweeps

as well...

Here’s an easier way to get
Roger/Alex. First get all the players
selectable. That is including Kazuya
and Devil/Angel. Now all you have to
do is go to practice mode and do one
10 hit combo with any caracter. Make
sure that you turn the tool bar at the
bottom of the screen where you can
see the buttons to press. The code will
not work if that is not turned on. You
should hear the word “great.”

TUSIN | 50
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SIM CITY 2000

One Million Bucks

1. Load or Start a city

2. Once you’re in the game, access
City Info / Budget

3. At the Budget Screen, press & hold
R1

4. While holding R1, press X, ®, A, H
5. Release R1

6. Hold down L1

7.Press X, @, A, B

8. Release L1

9. Hold down R2

10. Press X, @, A, W

11. Release R2

12. Hold down L2

13.Press X, H, A, ®

14. Release L2

15. You should hear a cheer, and your
cash will increase to a million bucks!
Get building that city!

WIPEOUT 2097

Passwords
Challenge .1 HO N A®GA AOHE
HAXE
Challenge | HON A ® A X H X
AAXOO

SOVIET STRIKE

Passwords

Level 2: GRAND THEFT
Level 4: CHERNOBYL
Level 5: CIVIL WAR

TOBALNO.1

Kill HOM
To make HOM shut himself down,
press Down+R1+L1 during a fight

TUNNEL B1

Cheat
Pressing L1+R1+L2+R2+H+@+X+ A at
the same times gives all weapons.

This may only work on the US version.

station mas

VICTORY BOXING

Secret Characters

Jack-In-The-Box & Snake - Fight your
way up to the Champ in Open style to
obtain Jack as a secret character in
Exhibition mode. Then defend your
title five times to obtain Snake.

Kiki & Mimi & Edward King - Fight
your way up to the Champ in Peek-A-
Boo style to access Kiki & Mimi as a
secret character in Exhibition mode.
Then defend your title five times to
obtain your very own promoter,
Edward King as a secret boxer.

Roboxer Betal & Carrie the Bunny -
Fight your way up to the Champ in
the Detroit style to access a
demented robot called Roboxer as a
secret character in Exhibition mode.
Then defend your title five times to
access the lovely Carrie as a secret
boxer.

TIME COMMANDO

Secret Level
Type this at the password screen:
COMMANDO

A FEW MORE READERS, DESPERATE
FOR HELP AND ADVICE GET THE Q&A
TREATMENT THIS MONTH. IF YOU’VE
ANY PROBLEMS RELATING TO THE
WORLD OF THE PLAYSTATION, GAMES,
PERIPHERALS OR OTHER PRODUCTS,
THEN WRITE IN AT THE ADDRESS
BELOW. AND PLEASE, NO MORE L

Dear Play,

Do you have any cheats for
Shockwave Assault by Electronic
Arts?

N Mirza, London

Indeed there is Mr Mirza. Pause the
game and enter a password, then
quit out (Select button) and you
should be able to access the
following codes.

Code activation: X

Special laser: ©, @, X @, A, B
Refuels you once: @, X,
Invincibility: W, X, A

Dear Play,

I have just bought Final Doom and
am stuck on level six, could you
possibly furnish me with some
passwords for this perhaps even the
later levels (creep, creep).

P Booty, Bristol

Try these for size Mr Booty.
Level 6: O4MSK2X921
Level 7: YTTLCXXLXV

Level 8: 09SMBYO4YW
Level 9: 7KKBLDV53

Dear Play,

I’'m completely stuck on level one of
Soviet Strike which | bought recently.
| keep running out of lives and there
doesn’t seem to be any way of
getting more. Can you help as | am
going out of my mind - how can the
game be this tough?

D Murphy, Dublin

Christmas has come early because if -

you go to the bottom right corner of
the map you’ll see Santa on his
merry sleigh with his pack of
reindeer, patiently waiting for
landing clearance. If you shoot
Santa’s sleigh without killing him or
his beasts you will get an extra life
for your trouble. Also, once you've
rescued your co-pilot from the prison
camp, an outside toilet will appear
near your base. Land on the pad near
the bog, let your man do his business
and when he emerges, blow it up to
receive a box of sidewinders.

playing tips
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THE SECOND insTALMENT of our DIE HARD

TRILOGY GUIDE TAKES MCCLANE SAFELY THROUGH
THE TERRORIST-INFESTED DuLLES AIRPORT

DIE
HARDER

Level Guide

Level 1 - Terminal

1. Don’t shoot a cab or cop car at the
very start or you’ll get a ‘Major
Disaster’ message and the cops will
start targeting you!

2. Shoot the helicopter at the
beginning to get a second Beretta.
Dual Berettas do awesome damage.
3. When the game starts if you avoid
shooting any good guys, once you kill
the bloke at the entrance booth with
the girl hostage, you’re taken back out
into the car park area for some extras.
4. Kill the baddies hiding in the kiosk
without getting hit and you’ll get a
Merry Christmas bonus and extra
power-ups.

5. If you do well in the section where

the taxis come crashing into the
terminal, it scrolls to the right and you
get a bunch of rockets.

Ny UUUULOY U

6. When the Head Honcho turns up
with his cronies, let loose with your
rockets and grenades.

Level 2 - New Wing

1. Shoot the wooden box on the shelves
at the start for an M16.

2. Barrels can be shot to blow up
nearby terrorists, but take care that no
hostages are in range.

3. Do well on the catwalk section after
going up the escalators and you’re
rewarded with three grenades and a
medikit on the left — otherwise you get
a load of baddies there.

4. A Gratuitous Violence bonus can be
earned where you shoot at villains on
the distant escalators and below. Shoot
them all and you're rewarded with an
M16 and some ‘sitting duck’ baddies to
shoot with it.

5. Do well on the section where the
baddies come up the escalators and
you get a Secret Route bonus with tons
of power-ups to shoot through the two
doors opposite.

6. Once the Head Honcho is dispatched
with rockets etc, you have to shoot
some distant baddies to complete the
level.

¥ NNNAS7740N

Level 3 -~ Tunnel

1. Watch out when shooting at the
villains behind this cop, otherwise a
salvo of rockets will come your way.

2. That bloke in the window is very
tricky to shoot — better use a grenade.
3. Do well in the last section and you
get a Gratuitous Violence bonus.

4. The Head Honcho appears just after
the baddies pop up behind the close
metal boxes.

5. Make sure you shoot the crates
which fall from the ceiling: they contain
medikits. A few more dead baddies and
the level is over.

08y
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Level 4 — Runway

1. Shoot the chopper at the start for a
Secret Route. This takes you to a tower
with several power-up crates to shoot.
2. After scrambling over the plane, you
come to this hangar where the Head
Honcho pops up. Once he’s dead, you
get his AK47.

X NNNAGNADAT
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3. Do well in the hangar section and
you’re taken round the side and back
for crateloads of extras!

4. Use rockets and grenades on the
jeeps which race around.
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5. The level ends with a helicopter
firing missiles at you. Shoot the
missiles while using rockets to knock
the chopper out of the sky.

Level 5 - Plane Interior

1. After the first two baddies, four more
come out of the woodwork, along with
two hostages. The latter run towards
you on the right, so you can use
rockets or grenades on the left two
villains.

ANNSAGNSEN

2. Collect the shield from the baddies
in the doorway and you can then
afford to wait until this girl hostage is
safely out of the way before picking off
the gunman. behind her.

3. Shoot the brown crate on top of the
darker one to receive a medikit. Down
below it is a crate of explosive ammo.
4. You have to shoot the cabin crew:
the game won’t proceed until you do.

y ¢ nnnRa7730N

5. Once you’ve shot all the baddies
teeming through the cabin doorway,
you’ll get a Major Disaster. Don’t
worry, McClane will find an ejector
seat!

Level 6 - Church

1. Shoot the rightmost guy at the start
for an MPs. Kill the bloke semi-hidden
in the trees for a Merry Christmas
bonus.

2. Beware this red-shirted ‘hostage’ by
the snowmobile. He’s actually a villain

who pulls out a gun and rolls left.

3. Shoot the chopper hovering over the
church, using rockets to help down it.
4. Avoid killing any hostages at the
front of the church and your Good Cop
Bonus takes you round the back for
extra power-ups.

) ¢ nnnEa773N0N

5. You get to revisit the rear of the

church for more crates later in the level.

Make the most of them.

6. The Head Honcho is inside the
church. Use any rockets or grenades
you have left.

}a NNNE12AAAC
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Level 7 - Snowmobile Chase

1. You seemingly can’t blow up that van
on the bridge, so just shoot the villains
on it.
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4. Shoot all the snowmobiles for a
Good Cop Bonus, rewarding you with
several crates.

5. It gets tricky with half a dozen guys
perched on the hilltops and bridge.
Throw everything you’ve got at them.

NNNASS 785K

6. The level ends amidst some
grounded choppers. You can’t destroy
them, so concentrate on the baddies
which pop up.

Level 8 - Plane Intercept
1. Make sure you grab the shield in the
yellow crate that drops at the start.
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2. Shoot at the targets on the
choppers, using well-aimed rockets to
speed things up.

3. It’s pure Hollywood as the terrorists
stand on the wings of a moving jumbo
jet! Use rockets and grenades and grab
any power-ups.

4. Avoid shooting the civilian
parachutists and you get a Good Cop
Bonus.

nNNQ1420Q5KH

600D COP BONUS

5. More choppers appear, so get the
explosive ammo to shoot them down
more easily.

6. In the grand finale, many targets
appear all over the plane. Shoot the
four engines to turn it into a fireball
and complete the game.

AFFICIAL GAME CARE
JIP2 IR 144,
AR
20

1

0
44 9 ]
A Q1 o]

PRESS ¥ TR ENTER rARF
PRESS TRIANELF TR EXIY

2. If you down the chopper (best use
rockets) over the bridge, you're
rewarded with a powerful Steyr gun.
3. When chasing the enemy
snowmobile, don’t miss the two crates
containing a shield and medikit.

nnNNaoQ12csH

Level Codes
Level 2 — New Wing
14_J)2)B144)L[_ =
space]

289144JB_ _F1_[two
spaces between B and
F]

4)LKT3GS9_L38
F144)L289144)

Level 3 - Tunnel
SS_XHKG5SW3DF
KQ6SW3F!QQ1SM
3DDQRNCCVDFJQ
2SW3DFKQ6SW3_

Level 4 — Runway
F416QVMBF5NQL
VC9F5NNSLCHFg
NQMi1W6TDP6LWC
FF5NQLVCQF5N]

Level 5 - Plane Interior
N_ _V38Y3N2JB1 [two
spaces between N and
V]

85_N2J955Y1NL
JB_1L4Q7TV195
4N2)B185_N2J_

Level 6 - Church
8N_N8KL68P2NB
KB58P2RQ!L581

2NB698681NB|B
18P2NBKB58P2)

Level 7 — Snowmobile
Chase
8D142)2_8F1N6
JV38F1))3B_8P
1IN7BGCBSV46KV
78F1IN6JV38F1)

Level 8 - Plane
Intercept
N_1B58Y3N2)B1
85_N2JHHXP2NZ
JB_76LXXNV195
4N2JB185_N2J_
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TOMB

THIS 1S ONLY A TASTER oF A HUGE SOLUTION TO BE FOUND CURRENTLY IN

PLAY magazine January 1997

In the cavern to the right, you can
find a secret area (containing a
small medikit) by jumping from
the sloping block and grabbing
hold of the ledge.

Backtrack and climb up the rocks
to the right to enter another
corridor. Get ready to the shoot
the bats which attack. Go down

Drop down into the cavern and
down the stairs leading under the
floor. Hit the switch to open the
door. Watch out for more bats as
you enter the room with the bars.

[ page number EERITIEEGD

this corridor and round to the left.

POWERSTATION MAGAZINE AND WE WILL CONTINUE IN MORE DEPTH NEXT ISSUE.

Just after the start, watch out for the darts coming from either side of the
corridor.

Climb up through the hatch in the
northeast corner of the ceiling. Follow
the corridor round and you come to a
large cavern with two bridges across it.
Shoot the two wolves down below
before venturing further. Follow the
ledge round to the right and jump from
the end of the one bridge to the other.
Go through the doorway and you’ll find
aroom divided by a chasm - a bear pit.
Jump across to the save crystal. Look
down and shoot the bear before
dropping down and going through the
doorway to find another secret area.

Grab the small medikit and stand on
the floor switch to open a door back to
the large cavern with the bridges.
Climb up the bridge and go back to the
room with the pit.

Jump across again and grab the small
medikit before going down the stairs.
As soon as you pass through the
doorway, two wolves will attack. jJump
back while shooting them. Go through
and down some more stairs.

Now run onto the two crumbling
tiles in the middle and fall
through. Go north and jump
between the ledges above the
bars. Round the corner, shoot
the wolf and go through the
south door to find a switch. Hit it
and quickly go back round and
jump down between the beams
into the main hall. Go through
the doors before they close.

Climb up the blocks in the southwest
corner and jump across to the ivy-
covered ledge to find another secret
area containing a large medikit.

Back in the main room,
climb up and hit the switch
in the northwest corner.
Quickly jump over to the
doors and go through before
they close again. Avoid the
darts on the second set of
stairs and be ready to the
shoot the wolf in the next
room.
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OPENS FINAL
DOORS

TWO DARTS
EITHER SIDE

UNDER
STAIRCASE

OPENS DOORS
TO LEFT FOR A
SHORT TIME

SHOOT FROM
UPPER LEVEL

LARGE SMALL DARTS CRUMBLING FLooOR
MEepIKIT MEDIKIT Blown from TILE SWITCH
Restores a huge Replenishes sides of 7 Quickly crumble, Step on them to
chunk of health about half health comidors making you fall open some doors
SWITCH/ SAVE WoLvEs 4w &
LEVER CRYSTAL They usually W, ™ v
These open Use it to save hunt in
doors and hatches your position packs

SECRET AREA TWO DARTS

EITHER SIDE

SWITCH OPENS DOOR

Two WOLVES
ON GROUND

o* DOOR LEADS
BACK TO
BRIDGE
PILLAR
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100-plus games featured...
In excess of 500 cheats and codes...
More than 1000 screen shots...

Dver 200 pages of raw adrenalin...

| this in one
osive package!

tures

playing guides to all the top
pn games, including Alien Trilogy,
na Toshinden 2, Crash Bandicoot,
logy, F1 Racing, Fade to Black,
prtal Kombat, Resident Evil, Street
a/Zero 2, Tekken 2 and many

500 explosive cheats and codes
ally every PlayStation game

pd. From 3D Lemmings to Zero

r 100 games featured - an
li-colour reference guide.

punds, infinite lives, level selects,
tages, secret bosses, bonus
s, passwords, undocumented moves,
, unlimited continues... exclusive
s and tactics for every PlayStation
e revealed.

Unauthorised! Unrivalled! Unb
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mortal kombat 3

CHEATS

*

FREE PLRY
SMOKE
FATALITY TIME
LEVEL SELECT
7 ROUND MATCH
1 HIT DEATH

Secrets, strategies and solutions
For all these games inside:

3D Lemmings
Ace/Air Combat
Actua Soccer
adidas Power Soccer
Agile Warrior
Alien Trilogy
Alone in the Dark
Assault Rigs
Bases Loaded
Battle Arena Toshinden
Battle Arena Toshinden 2
Beyond the Beyond
Bogey Dead 6
Braindead 13
Bust-a-Move 2
Bubble Bobble
College Slam
Crash Bandicoot
Crime Crackers
Criticom
Cyberia
Cybersled
CyberSpeed
Defcon 5
Descent
Die Hard Trilogy
Discworld
Doom

Dragonball Z
ESPN Extreme Games
F1 Racing
Fade to Black
FIFA Soccer '96
Firestorm
Gex
Goal Storm
Gunners Heaven
Hermie Hopperhead
Hi-Octane
Hyper Formation Soccer
Impact Racing
In the Hunt
International Track & Field
J-League Winning Eleven
Johnny Bazookatone
Jumping Flash
Jumping Flash 2
Kileak the Blood
Krazy Ivan
Loaded
Lone Soldier
Madden '97
Magic Carpet
Mobile Suit Gundam
Mortal Kombat Ili
Motor June GP

Motor Tune GP2
Namco Musem 1
NBA Jam: TE
NBA Shoot Out
Need For Speed
New Japan Pro Wrestling
NFL Gameday
NHL Faceoff
Night Striker
Off World Interceptor
Olympic Games
Parodius
Philosoma
PO'ed
Pop ‘n’ Twin Bee
Power Instinct 2
Primal Rage
Project Overkill
Puzzle Bobble 2
Raiden Project
Rayman
Resident Evil
Return Fire
Ridge Racer
Ridge Racer Revolution
Rise 2: Resurrection
Road Rash
Shanghai Triple Threat

Shellshock
Shockwave Assault
Sidewinder
Space Griffon VF-9
Space Hulk
Street Fighter Alpha
Street Fighter Alpha 2
Street Fighter: The Movie
Striker '96
Syndicate Wars
Tekken
Tekken 2
Theme Park
Time Commando
Tobal No 1
Tokimeki Memorial
Total Eclipse
Total NBA '96
Triple Play "97
Twisted Metal
V-Tennis
Viewpoint
Warhawk
Wipeout
Worms
WWEF Wrestlemania
X-Com
Zero Divide

tation

strategies o 5()/utr'on,<)

1Yes! ...
| PlayStation

Secrets ¥ Strategies * Solutions
priced at £14.95 (including
postage and packing).

| would like to pay by:

[1 Cheque/Postal Order
(Please make payable to
Paragon Publishing Ltd)

[] Credit Card

(] Switch/Delta

T G R
BT DUIBETS it ammssmmmorssssie
S je il Ry s AR ——
Switch/Delta number.:..................

41 g T SRR B s W R
PRIETOBRE oot

I IS FIUPAIES sy
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Please return this coupon or a
photocopy of it (together with your
cheque/PO for £14.95 if
applicable made payable to
Paragon Publishing Ltd) in an
envelope and post it free (within
the UK) to the following address:
Book Offer, Paragon
Publishing Ltd, FREEPOST
(BH 1255), Bournemouth
BH1 2TA. Alternatively fax your
coupon to 01202 299955 or

ring the 24 hour order hotline on
OI9ND DANONAD
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[ABove] The mechs in the game are extremely detailed. Some are huge and very

counts.

impressive with high polyg

-{Theroboté)

are coming! MechWarrior 2 is progressing
steadily and strongly, and has come on
quite a way since we covered the game

600

PEASLX
INFORMATION

Name: MechWarrior 2
Publisher: Activision

% Complete: 75%

Release Date: February 97

exclusively way back in PLay 11. Your task in the
game is to pilot one of 12 powerful BattleMechs
which can be customised with over 20 lethal
armaments, including missiles, lasers and guns.
Sounds fairly simple doesn’t it? But it’s not all fun,
you’ve a job to do.

There’ll be two main ways to play: Instant
Action — an arcadey shoot-’em-up against a
plethora of other mechanoid monstrosities, or the
mission career mode which sees you progress
from a lowly rookie ’Mech to the leader of your
Clan by means of accomplishing many tactically
charged excursions. Hey — there’s plenty of depth
in this one.

’MECH, SCHMECH!

You might be mistaken for thinking that MW2 isn’t
going to be much cop - the previous console effort
on the Super NES was slow and devoid of lasting
appeal, but from what we’ve seen, the PlayStation
version is shaping up to be a smart blaster. It’s got
the arcadey appeal of games such as Krazy Ivan,
but has much more involved long-term gameplay.
Of course the emphasis of the PlayStation
translation has had some of the deeply strategical
elements cut down from the PC version, but this is
a good thing as it focuses more on the action

[ABovE] Explosi
plenty of different weapons (indicated top right).

are suitably satisfying. There are also

whilst still keeping the most important aspects of
war strategy.

Graphically, the game is looking very promising,
with plenty of polygons flying around, with fully
texture-mapped buildings and land constructions,
and above all, the frame rate is admirably high —
something that was another problem for
the Super NES. One to look forward to over
the next month or so.

< M—n
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basketball
-(“Oh no, not another ) smeone
PlayStation,” |
hear you cry, but yes it is and the sequel to the

PMU @oo hugely successful NBA In the Zone by Konami.
o o We've had Total NBA, NBA Jam and NBA Live ’ 96,
so you might think there are no new surprises in
INFORMAT|ON the PlayStation basketball camp — but you’d be
Name: NBA In the Zone 2 wrong. Zone 2 for example has taken every single
;f’gg:':‘el’e’tzf’"z';ﬂ player from every one of the 29 teams in the
ReleasepDaté:gjanouary American NBA and not only included all their stats
and records, but also made them look like their
real life counterparts, included their trademark
dunks, and even texture mapped their faces onto
their polygon bodies. You can take realism too far,
can’t you?
Zone 2 is a five on five challenge game which
builds on the frame of the original game and adds
many new features including more advanced
types of foul, substitutions, stamina which affects
player performance, and even the chance to play’

PL.AY magazine January 1997'

God and create a player or even an entire team [ABOVE] NBA In The Zone 2 now features enhanced graphics, reflections in the shiny court’s surface,
from scratch. As you can see the graphics in-game and every player is individually texture mapped.

are extremely detailed and despite texture

mapping all over the place, it never slows down or The new stamina feature is paramount because

exhibits any screen jerking. There is also the now it can affect the whole swing of play. Imagine your

standard ‘squeaking’ of the players’ trainers as top player suddenly getting a bit tired and slowing

they leg it around the court, and player reflections  down drastically. Or your defensive line-up losing
have also been added. It all goes to make Zone 2 concentration and letting in your opponent’s top
the most realistic looking basketball game yet. scorer. The idea is to watch how your players are
How can Total NBA ’ 97 top this? doing and if they get low on stamina, substitute
them for some fresh legs or decide to stick it out
until the end of the period. This adds a much
needed strategy element
that many other
basketball sims lack.
NBA In the Zone 2 will
be released in January
and looks far better than
any other sports game
on PlayStation. You even
get a rendered woman
singing the Star
Spangled Banner at the
start of each match. Full N
review next issue where Ghoose shape.
we will be wearing our

wiEE il

4 w11-7_mi213 Posc

mge number EENTRGIEER %

[ABOVE] Check out that level of detail. Even the faces have biggest pa ir of [ABoVE] NBA In the Zone 2 even allows you to create a player
been slapped onto the polygon frames for the ultimate pneum atic from scratch. Here’s a tip, make him seven foot tall with great
realistic touch. trainers. [X] big flapping hands.
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are back and their appetite for blood is as  abilities. This RPG-style
-—Cl- h e d emon S) voracious as ever. Yup we’re back to the id  extends far into the gameplay,
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[ABOVE] Take that with my pointy stick you two-headed squi Unfonunately close-combat [ABOVE] Most weapons, apart from the one you start with, require mana (magir.) as power to mlke

& 4

is a big part of the game and the enemies bitmap badly, but that’s true of all the Doom games. them work. Live long and prosper, dude.

dimension courtesy of GT interactive, and  with plenty of magic to collect
a first person adventure with magic, mystery and,  and utilise, as well as the

er, more monsters than you can shake a pointy obligatory weapons to pick-up
stick at. along the way.

Hexen is the latest Doom-style game to emerge The main differences Hexen
from the GTi stables, and is being developed by  sports over Doom however are based in the
id in conjunction with Probe Entertainment, control department. As well as all the usual

developers of the well-received Alien Trilogy ~ movements, Hexen allows the character to jump
and Die Hard Trilogy, amongst others. as well as looking up and down. These extra
The game engine is based around the degrees of freedom open up the gameplay
tried-and-tested formula that made Doom  somewhat, making the whole experience more
such a hit in the first place, but Hexen rewarding, and as a result should go down well
takes its predecessors’ gameplay, adds a with players longing for something trickier and a
little hocus-pocus into the mix, and comes little more cerebral than the norm.
up with a worthy successor packed with Allin all Hexen is shaping up to be as dastardly
similarly devilish demons and wondrous and demonic as you might expect, but a little work

weapons still remains on getting the frame-rate up )
Hexen features three main characters to choose  to speed. We're hoping to have a review
from, each with differing magical and warrior next issue. )

[ABove] Oh shit.
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BPEAS.x:
INFORMATION

Name: Hexen

Publisher: GT Interactive ; s : :
% Complete: 75% [ABovE] Key-finding is going to be an integral part of getting [ABovE] A hidden passage lies behind a stained-glass window.

Release Date: February '97 anywhere in this game. There’ll be much in the way of puzzles in Hexen.
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@ THESE HAVE MADE US BRITAIN'S LARGEST MAIL || RESANaSD e
ORDER SUPPLIER OF PLAYSTATION GAMES! ST R e
THE WORLD’S MOST POWERFUL CONSOLE AT

R ' F £184.99

INCLUDING POSTAGE
ALL PLAYSTATIONS COME WITH
ONE SONY PAD AND A PLAYABLE
DEMO CD FEATURING 6 GAMES

PRICES INCLUDE FREE NEXT DAY DELIVERY
" TO MOST AREAS IN THE UK (susecT T0 STOCK) ’
UNBEATABLE SERVICE GUARANTEE All machines bought from
Gameplay are fully guaranteed by Sony and we offer full after sales

support. If your machine develops a fault within the guarantee period
we will COLLECT IT FROM YOUR DOOR FREE OF CHARGE

SONY PLAYSTATION & DOOM...ccctvvnecenrnencrecseceecsecees. £210.99
SONY PLAYSTATION & Toms RAIDER . .£216.99
SONY PLAYSTATION & FIFA ‘97 or RESIDENT EVIL X G i = ¢
PLAYSTATION & FormuLA 1 OR TEKKEN 2... © X20ueDeceveir  STAR GLADIATORS DUF DEC

PLAYSTATION & Die HArD TrILOGY & GuUN .........
BuYy AN RGB SCART CABLE AT THE SAME TIME AS A PLAYSTATION FOR JUST
Buy A MEMORY CARD AT THE SAME TIME AS A PLAYSTATION FOR JUST....

Buy A CYCLONE PAD AT THE SAME TIME AS A PLAYSTATION FOR JUST.
BUY A LINK-UP LEAD AT THE SAME TIME AS A PLAYSTATION FOR JUST..
Buy A DusT COVER AT THE SAME TIME AS A PLAYSTATION FOR JUST..

Z

FOLLOWING IS A LIST OF PROVISIONAL
RELEASE DATES FOR FORTHCOMING
RELEASES. PLEASE REMEMBER THESE ARE
INTENDED AS A GUIDE ONLY AND WE
CANNOT BE HELD RESPONSIBLE FOR ANY
CHANGES OR DELAYS.

A TRAIN o4 0esssoress ..DECEMBER
AYRTON SENNA KarTs...6TH DECEMBER
CASTLEVANIA .. 12tH DECEMBER
Commanp & CoNaQuer.6TH DECEMBER
CRUSADER NO REMORSE27TH DECEMBER
DesTRUCTION DERBY 2 .MID
Die Harp TR uemr

EXHUMED ..

..DE
DECEMBER

DECEMBER

DECEMBER

NBA LIve“97
PITBALL ... .
PLAYER MANAGER 2.,
PowerpLAY HOCKEY ......6TH DECEMBER
RE-LOADED . 9TH DECEMBER
OBOTRON, X 91H DECEMBER
POT GOES TO HoLLYwoop .DECEMBER
TREET RACER.. 6TH DECEMBE$

.................. EARLY DECEMBER
RANSPORT TYCOON....131H DECEMBER
VICTORY BOXING .......... 6t DECEMBER
WWEF IN Your House .5TH DECEMBER
X-2 (PROJECT) .........22ND NOVEMBER
. % % 5 4 X Com: TFTD... EARLY DECEMBER
NASCAR DUE DEC X Men: COTA . ..mip DECEMBER

UK PLAYSTATION GAMES JOYPADS

DISCWORLD 2. .99
DISRUPTOR ... 5
Doom
DRAGONHEART FIRE & STEEL
EARTHWORM Jim 2. 5
ESPN EXTREME SPORT:

OVIET STRIKE
PACE Hulk V.O.T.B.A .
POT GOES TO Hou.onon

TARFIGHTER 3000

EXTREME PINBALL ... LOMAX IN LEMMINGLAND _STREETFIGHTER ALPHA TER ALPHA
NBA Jam Tou! EpimioN 74l STREETFIGHTER ALPHA 2
mgﬁ IJ-AM E9X‘£REME ............................ 23 g SOy B
IVE i
NBA Live ‘97 5. VRF1 Arcape
“?:ELDGFOR SPEED .. ; PHAsE 9 CrcLonE PAD - ERGON e
AMEDAY. . TURBO-FIRE, AUTO-FIRE AND SLOW MOTION .£15.
AYRTON SENNA KART DUEL  CRASH BANDICOOT NFL MADDEN ‘97 ; 5 FiRe INFRA-RED JOYPADS (x2) £29.99
3D LEMMINGS 5 NFL Qu K CLus ‘97. 3. PITBALL JOYPAD EXTENDER CABLE.. £8.99
ACTUA GOLF 5. > S NHL Face-Orr. 7. WiLD THINGS ARCADIA ARCADE JO
ACTUA SOCCER 4. FIFA 97 JUMPING FLASH 2 NHL Hockey '97 6 BUTTONS INDIVIDUALLY PROGRAMMABLE (TURBO/AU‘TO-
ADIDAS POWER SOCCER 6. FIFA '97 6.99 Bt,‘éfﬁ‘;’ o ] o FIRE & SLOW MOTION). CHUNKY DESIGN.....£24.99
ﬁﬁ'% WARR'O Z Firo & CLawo .. .}gg OFF WORLD INTERCEPTOR 4. Saire MeGaPAD 1 14.99
AIV GLOBAL EVOLGTON 7 6.99 gtm::g g;occER """ 4. 4 3 et Jorpap CasLE £8.99
L Lost 2 3:99  ON-SIDE Soccer 99 VICTORY BOXING STREET RACER HER ACCESSORIES
ANDRETTI RACING 6. GRID RUN £35.99  DANDEMONIUM 6.99 TREET RACER.... c :
b 7. GuUNSHIP 2000 3.99 PANZER GENERA! 4.99 UPERSONIC_ RACER ...
ASSAULT RIGS 4. HARDCORE 4X4 3.99 PGA Golr 97 ... 2.99 YNDICATE WARS
9] Hi OCTANE 4.99 PrreaLL 2-29 EKKEN.....
5. HyPER MATCH TOUR TENNIS 5.99 ;SY“ Manacer 2 ? EKKEN 2
2 IMPACT RACING 299 6.99 HEME PARK ONY/DATEL 15 5LOT MEMORY CARI
6. INCREDIBLE HULK: PANTHEON SAGA 5.99 . DATEL 120 SLOT MEMORY CARD (8
BLam! MACHINEHEAD 5l INTERNATIONAL TRACK & FIELD. ...........S £33.99 < \ME ND DATEL Disk DRIvE.
BLAZING DRAGONS . 0. J 3 ITAN WARS Dust Cover
BRAINDEAD 13 2. . . 4 el ! Tome RAIDER RGB Su:ru CABLE - IMPROVES SOUND & PICTURE
7. EEE: - 8 QUALITY. ALLOWS YOU TO CONNECT YOUR PSKTO A
- L s O SHIN DEN 2 o
[ 2 % . - MOTOR TOON G2 PROJECT OVERKIL OTAL NBA 196 i M Al e
ggggbsglgscﬂ}s § 2 i == ¢59.99 ’::mLGRSLG; £ e OGN 1 s {&L;R&Sé WHeN UseD W AN RGB SCART CABLE p%gg
‘ S Ay B | PROJECT OVERKILL. UNNEL B1 A ;
Bus A MOVE 2 z DIE HARD TRILOGY PRO PINBALL Tre Wit WISTED METAL 1 Remucone R [0 A5 GO i soproe o
CASPER... 4. PsycHIC DETECTIVE VICTORY BOXING ALLOW YOU TO CONNECT YOUR 10 A HI-FI A
CHEESY. . 6 & PREDATOR LIGHT RAGING SKIES VIEWPOINT ...... PREDATOR LiGHT GUN FoR Die HarD TRILOGY....£25.99
CHESSMASTER 3D oy 3. GUN FOR JUST RAIDEN PROJECT VIRTUAL GOLF., I DATEL Action RerLaY Pro - [rercoers
CHRONICLES OF THE SWORD. . 3. £59 ! RAYMAN VIRTUAL OPEN TENNIS .............. NS TO0S OF IR e
COMMAND & CONQUER 7 ok o RELOADED . WARHAMMER: SHADOW OF HORNED RAT! FOR ALL PSX GAMES TO REALLY LET
CRASH BANDICOOT 8 7 0 Evi WARHAWK YOU GET THE BEST FROM YOUR
CRITICOM .. 9. halierphe v lualione iy ’ RETURN FIRE . WWE IN YOUR HOUSE GANES. 10U CAN ADD MORE CHEATs (N
CRUSADER NO REMORSE 6 RO ; RIDGE RACER WWF WRESTLE MANIA . (FOR FREE!) ~AS NEW GAMES ARE
CYBERIA :: 4. e 099 RIDGE Racr WILLIAMS ARCADE CLAS .£45.99
b 6 -,’(‘I'L“é‘::(N.?HE Lhs 2 3 RISE 2 - THE RESURRECTIO! 3 wlgg) &OMMANDE“ B
B:C‘l(scCup TENNIS 14‘= ﬁ“““c’ ZgNE e 0. 58331';3? WirEouT 7067
DEFCON 7 Kb iansaL: (L) 2 SAMPRAS \%XTREME TENNIS wom’s Cup Gotr STEERING WHEEL
DEesCeNT 3. s HADOW WARRIOR........cerrerieernennen £37.99  WORMS...... i
el 339 Loape..... g Rt WiECrK i CRew : COMES coMPLEgE WITH GEARSTICK AND
Bt TRlCTION Deksvio 3: d o FOOT PEDALS. SUITABLE FOR USE WITH
Die HARD TRILOGY... 6. 4. X Com: TERROR FROM THE DEEP ALMOST ALL DRIVING AND FLIGHT GAMES,
6.99  SKELETON WARRIORS «-oomroommoommioes X MeN CHILDREN OF THE ATOM £G WipeouT, NEED FOR SPEED, RIDGE
Die Harp TRILOGY & GUN 9. 5 3 y
DISCWORLD 7. 3" ZERO DIVIDE ...t 33. RACER REVOLUTION, AIR COMBAT,
3 54 h - BurnING RoAD, FORMULA 1, ETC
2. -
3.
5.9 SPECIAL OFFER 1!
M i & ] s ;g BUY A GAMESTER
= AMCO MUSEUM VOLUME £37. = e = STEERING WHEEL
BURNING ROAD DESTRUCTION DERBY 2 NBA IN THE ZONE £24.99  PROPINBALLTHEWEB RESIDENT EVIL [ORS RN WIPEOUT 2097 AND GET £5 OFF ANY
..... DRIVING GAME
PLEASE RING 10 CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LINITED STOCK & SOME GAMES MAY NOT HAVE BEEN BELERSED

"""""""" g>< Cut out this order form and post to: ITEM_DESCRIPTION PRICE

0113 234 0444
SALES HOTLINES

FAX ORDERS ON-
0113 234 0770

OPEN SEVEN DAYS A WEEK (24 HOURS A DAY) GHME'[I@M]
GAMEPLAY, UNIT 3 TAVERNERS WALK, 1
LINES OPEN 9am-8pm MON- ORDER WITH CONFIDENCE FROM ONE OF THE I INORTH STREET, LEEDS, LS7 1AH £ I
FRI,10am-7pm SATURDAY, 10am- LARGEST DISTRIBUTORS IN THE COUNTRY! OVER £
4pm SUNDAY. 600,000 SOFTWARE ITEMS SUPPLIED SO FAR! NAE: Bl NG l
RN R WA e USTOME SR e
NO QUIBBLE EXCHANGE POLICY - IF YOU WE PROVIDE ONE OF THE FASTEST DELIVERY I £
ARE UNHAPPY WITH YOUR PURCHASE FOR Z] SERVICES ARGUND; 2-3 WORKING DAYS MAX
ANY REASON, SIMPLY RETURN THE ITEM IN ON STOCK ITEMS. (PLEASE ALLOW 7 DAYS Tainiiims s AR O L Sl AW L opre ey TR i e g ol
PERFECT CONDITION WITHIN 48 HOURS FOR CLEARANCE IF SENDING A CHEQUE) l |
OF RECEIPT BY RECORDED DELIVERY AND e
SURIECT TO A FEE (10% OR MINIMUM £4), bR e e ' ...................................................................................................
WE WILL SWAP IT FOR ANOTHER [TEM.(THIS ZI e l
OFFER APPLIES ONLY TO ITEMS LISTED IN o el e A BIES DAt PETCORE R L T e SIGNATURES 12 i diny e T e e e MM S PR
OUR MOST CURRENT ADVERTS. WE RESERVE BEFORE 3PM TO ENSURE IMMEDIATE I item plus £1.00 for each subsequent item. B l
THE RIGHT TO REFUSE XCHANGE IF THE DESPATCH. § Lo s TR R e e i L Orecos posge. €250 persivreion. TOTAL "
CONDITION). ‘. v, Cheques payable to 'Gameplay'.
Bl Srameseenro, (SO el | o omm "Gl BTNl Sospostier Someploy,
Z 8535;5535'&3'}: %QREES EC?EE%U&ZES‘K\L RING AS NEW STOCK ARRIVES DAILY. WE I I
REGISTERED POST FOR YOUR OWN e e e L Caro No. [ JJOODOOI0000OCOOCC] Exery Date 1/ |53§'|~3§H R PL2(XMAS) ’
PROTECTION). SORRY, NO CASH ON AND PC SOFTWARE. ] e O — —
DELIVERY. Last order do'es for Chns'mcs by paymen' meihod credn cord '|7/'I 2/96, chaq'ue 8/1 2/96 goﬂol orders/cash - 13/12/96. We can inke ord after
these dates but we would recommend next day delivery to avoid dlsuppomfmen PLEASE CHECK STOCK BEFORE SENDING PAYMENT IN THE POST"
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INFORMATION

Name: Tempest X

Publisher: Interplay

% complete: 100%

Release date: December 96

ll page number

228265

tell me about Tempest.”

“Well, Tempest was an arcade game from the
early Eighties.”

“Wow! Before | was even born!”

“Erm, yes. Anyway, it was one of those simple but
highly addictive games that was regarded as a
classic.”

“Did it have FMV?”

“No, but-”

“How about bosses?”

“Nnnno....”

“Power-ups? It must have had power-ups.”
“Look, will you shut up for a minute? Tempest
didn’t have power-ups, bosses or any stupid FMV.
Nor did any other games back then.”

“Cheh! | can’t believe anyone ever played them.”
“They didn’t need them! Games back then were
designed to be played entirely by instinct. You
couldn’t plan ahead or memorise patterns — you
just had to react to events on screen.”

“You ~ you couldn’t - no patterns to memorise?
How did you ever complete them if you couldn’t
learn each level by route?”

“You couldn’t complete them. They just went on
forever until you lost.”

“What’s the point of that?”

SMACK!

“Ouch!”

“Anyway, as | was saying, in Tempest you
controlled this little claw thingy that moved
around the top of a series of geometric webs.

AA

5.4 I L B

7
¢

[ABovE] The superzapper in action, frying the bad guys in a dazzling cascade of multispectral

polygons. Not bad, eh?

[ABovE] Psychedilic explosions burst from the screen as yet
more stylised aliens bite the dust. Who needs acid when you
can just stare at this for a while?

Things tried to climb up the webs, and you had to
shoot them before they got there.”

“That’s it?”

“That’s it.”

“Doesn’t sound like a classic to me.”

SMACK!

“Ow! Ooh! Grandad, that hurt!”

“Yyyeeessss. Anyway, after its lifespan in the
arcades came to an end, Tempest was largely
forgotten until 1994, when Jeff Minter wrote
Tempest 2000 for the Atari Jaguar.”

“The what?”

“Exactly. Anyway, Tempest 2000, an updated,
psychedelically charged version of the original,
was too good to waste on the Jaguar, so in 1996
Interplay brought Tempest X — a rewrite of
Tempest 2000 — out on the PlayStation. The
gameplay was as exciting as ever, but it now had
raved-up music and even more levels and power-
ups, though fortunately it still didn’t need bosses
and FMV to make it a great game.”
“Hmmm.”

“With retro gaming the in thing at the time,
Tempest X became another avatar of pure
gameplay, rather like Robotron.”
“Robo-what?”

“l see I’'m going to have to teach you a

lesson you won’t forget...” @00
SMACK! SMACK! SMACK! (<]
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FINISHED IT? DON’T LIKE IT? BORED WITH IT?

THEN SWAP IT EOR A DIFFERENT ONE

USING OUR UNIQUE SYSTEM IT IS
POSSIBLE TO PLAY UP TO TEN DIFFERENT
GAMES FOR THE PRICE OF ONE BOUGHT

OEE I HESH G HS SaERIE BT 1

WAPS
£V

24 hr DESPATCH ON STOCK ITEMS

ALL POSTAGE & PACKING
PLAYSTATION

SATURN

CALL NOW 01588 673400

MEGAMART

MEGAMART, P.O. BOX 12, CRAVEN ARMS, SHROPSHIRE SY7 9RL

* We operate a simple price banding system.
Offer applies to used games within the same price band.

WONDERBOY GAMES

< . U O 3 O
__WE BUY, SELL. AND EXCHANGE NEW AND USED GAMES.

LIST iS JUST A SMALL SELECTION OF THE MANY D
AM \ HA A\ DCE
PLAYSTATION MEGADRIVE
SELL BUY RIDGE RACER REVOLUTION 32 18 SELL BUY
ADIDAS POWER SOCCER 30 16 ROAD RASH 28 15 ALADDIN 18 9
AGILE WARRIOR 25 12 SPACE HULK 32 16 ALIEN3 12 5
ALIEN TRILOGY 25 12 STREET FIGHTERALPHA 28 15 BATMAN FOREVER 18 9
BUST A MOVE 2 25 16 TEKKEN 25 12 BATMAN RETURNS 15 7
CRITICOM 25 13 TEKKEN2 36 25 CASTLE/ILLUSION 12 4
CYBERIA 30 15 TOTAL NBA 28 15 DRAGON (BRUCE LEE) 18 8
D 25 12 TRACK AND FIELD 30 16 EARTHWORM JIM 18 8
DEFCON 5 25 12 WIPEOUT 20 10 EARTHWORM JIM 2 2L
DESTRUCTION DERBY 24 12 WIPEOUT 2097 36 25 F1 WORLD CHAMPION 24150
DOOM 28 14 WORMS 28 15 FIFA'% 20 10
EXTREME GAMES 30 16 WWF WRESTLEMANIA 25 12 JUDGE DREDD 17 7
EXTREME PINBALL 25 12 JUNGLE BOOK 24 12
Fl 36 22 SUPER NINTENDO MICROMACHINES ‘96 28" 1
FADE TO BLACK 28 14 MK2 25512
FIFA SOCCER ‘96 ol SELL BUY MK3 d5e Eia
FIRESTORM T/HAWK 2 20 10 ALADDIN 2 10 SATURN
GEX 28 14 DONKEY KONG 2 35118 SELL BUY
GUNSHIE 30 16 poom 28 14 BAKU BAKU 25 "2
IMPACT RACING 30 5ASE T ; =
ST Y EARTHWORM JIM 2 28 14 CLOCKWORK KNIGHT2 28 ]f
I GADED %5 14 ILLUSION OF TIME 18 g D o 28 14
i i 1SS SOCCER 15 5 F1 CHALLENGE 28 14
MECIC GARPE] el MAGIC CARPET e v
MICKEY'S WILD ADVENTURE 28 15 ISS SOCCER DELUXE 28 14 NEED FOR SPEED 30 15
MK3 20 10 KILLER INSTINCT 18 7 PANZER DRAGOON 2 28 14
NBA IN THE ZONE 25 10 MARIO KART 20 8 PEBBLE BEACH GOLF 28 14
NEED FOR SPEED 30 16 MK3 35 18 SHELLSHOCK 28 14
L G GaVES) 32 I8 GhCRETOFEVERMORE 28 15 SLAMN'JAM aey
OLYMPIC SOCCER ST RIER R e P = STREET FIGHTER ALPHA 30 15
PANZER GENERAL 28 15 SECRET OF MANA 22 12 yicTORY BOXING 30, 14
RAYMAN 25 12 WWF ROYAL RUMBLE 20 10 VIRTUA COP + GUN 40 22
RESIDENT EVIL 35 22 YOSHI'S ISLAND 32 18 X-MEN RO TS

Stock changes daily. Please phone for availability before sending payment.

end all games or cheques to:
onderboy Games, 38 Colworth Road, Leytonstone;
London E11 1HY Tel: 0181 556 7583
Please send £1.20 for posting and packaging. It is advisable
that you send any money or games by recorded delivery.

e all games are boxed with instructions and.z copies.

Il Megastore B
MegaDeals

PlayStation
Mouse + Pad
£23.99

Predator

»
PlayStation PlayStation

Link
Cable
£9.99

Pad
Ext. Lead
£5.89

D#“Hard G un g:rgb
o ider
£42.99

o £26.99

RGB Steering Wheel
Scart Cable + Pedals

£10.99 £64.99

4 Games PlayStation Pack ;
Resident Evil, Ridge Racer Revolution, Actua Soccer and Shellshock
£288.99
Deposit £28.99, Monthly £11.00 Apr 27.8%, Subject to Status.

Other Packs On Special Offer
Mail Order Service Available
Please Rig Now. Store Prices May Vary

nzn B | T

Two Large Showrooms

Carry
Case
£9.99

Computers | -
¢ BLECTRONIC MEGASTORE | joysticks I

i g the
65-67 SWANS LANE, SWANSGATE CENTRE, | Printers S Tl
WELLINGBOROUGH, NORTHANTS, NN8 1EU Tvs 21A CHURCHGATE SHOPPING CENTRE,

Videos | HITCHIN, HERTS, SG5 1DN

TEL+FAX: 01933-271500 | wrn |TEL+FAX: 01462-436622

TEL: 01942-796016
FAX: 01942-886965
MOBILE: 0973-292244

76 TYLDESLEY ROAD
ATHERTON
MANCHESTER M46 9DG

ENQUIRIES, INFO, HELP, RING AFTER 7PM

.............. s P
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Konami has slyly nipped in with another.

PLAY S

INFORMATION

Name: Int Superstar Soccer Deluxe
Publisher: Konami

% Complete: 85%

Release Date: January ‘97

» = As if there weren’t enough PlayStation u_..
-—(C Il p es a l lve D football games to contend with already, S

No it isn’t one of those Winning Eleven games with
the block-headed players and vastly oversized
goals, in fact if you cast your mind back to the
Super NES heyday then the answer is staring you
right in the face — because everyone who’s anyone
knows that there was only ONE football game
doing the rounds at the time that was worthy of
the recognition, International Superstar Soccer
Deluxe! [ABove] Okay, so the graphics look a little primitive and 16-bit

FooTBALL’S COMING HOME

It’s all coming back to you, right? The gameplay
smoother than a freshly-whipped tub of angel
delight, the fantastic attention to detail, and of
course the players themselves, who bared an
uncanny resemblance to their real life
counterparts. ISS Deluxe had it all, and now
PlayStation owners who are eager to experience
what a real football game plays like can await the i i RMEU D
release of this game with the kind of anticipation o, ; "
one would expect for the end of the world,
because all going well, this game could BLOW the
competition sky-high!

compared to FIFA ’g7, but it’s how it plays that counts.

CLoB]

-
SIS ISR N, -
. A Do sy

Some of the aspects that made the original so
great were things such as the scenario — whereby
you were transported into the dying minutes of a
tense grudge match between two pre-picked
teams, and then in the short time allocated, you
had to work miracles to turn the game around and
win it for your country. Or perhaps the intricate
detail tickled your fancy - the ability to hoof the
ball at snapping paparazzi, argue your point with
the ref and ultimately throw a tantrum, and the
vast wealth of neat little tricks you could perform
to gain an edge.

The game is basically a straight port over from
the 16-bit console, with all of the characteristics
and gameplay of the original remaining intact.
Obviously though there’s bound to be a few new
quirks as well as the abundance of commentary
that is already flowing nicely at this stage of
development. /SS Deluxe is loaded with options to
tweak the gameplay, tournaments and suchlike,
plus plenty of on-field trickery to have you literally
running rings around your opponents. And more : et
good news is that even the fantastic doggy ) ; a— = ; ” .
cheat has made the conversion, but more [ABovE] Every International team in /SS Deluxe features players who look exactly like the real thing.
about that at a later date. Woof!

The only problem being that many of them have now moved from where they were two years ago.
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The fastest \
with new games i

PLAYSTATIONS AMER
n-

Heens=

JAPANESE GAMES

Zero Diwide
Bozexrs Road
Brime Goal
Jumping Flash IT
Galaxian IIT
Motortoon TT
King of Fightezgy

IR W HACKS / TIPS / CHEATS / CODES

SWAP SHOP
FROM JUST £5 PER SWAP*

OTHE UK’S FAVOURITE
SWAP SERVICE

®JOIN OUR 1000’S
OF SATISFIED CUSTOMERS

OFRIENDLY AND HONEST SERVICE
PHONE FOR WRITTEN DETAILS

NEXT DAY DELIVERY + NO EXTRA POSTAL CHARGES
£1 VOUCHER WITH EVERY ORDER

OPEN 7 DAYS A WEEK 8AM - 7PM
CALL

0121 - 423 - 1969

* games are swapped on NOW!

an age and quality basis

WIN'AT CONSOLE GAMES WITH
THE CONSOLE HELPLINE

0891-318-400 .... INFORMATION LINE & INDEX

0891-318-401 .... PLAYSTATION CHEATS / CODES / HELP

0891-318-402 .... ULTIMATE MORTAL KOMBAT / SATURN

0891-318-403 .... ADVENTURE GAMES FULL SOLUTIONS!

0891-318-404 ... MEGADRIVE CHEATS / GOLDEN OLDIES

0891-318-405 .... SONIC I & Il HINTS, TIPS, CHEATS

0891-318-406 .... GOT A MODEM? CALL THIS NUMBER FOR 1000s OF CHEATS
0891-318-407 .... NEW RELEASE LINE, CHEATS, HELP & TIPS

0891-318-408 .... MEGADRIVE CHEATLINE (LOADS OF GAMES HELP HERE)
0891-318-409 .... SEGA SATURN / CHEATS, TIPS, HINTS

0891-318-410 .... SEGA SATURN & MEGADRIVE GAME HELP

0891-318-411 .... PLAYSTATION!!! 190 CHEATS & TIPS, THE WORKS
0891-318412 .... GOT A MODEM? CALL THIS NUMBER FOR 1000s OF CHEATS
0891-318-413 .... MORTAL KOMBAT lil, CODES, CHEATS, TIPS & MOVES
0891-318-414 .... CHEATS ALL KINDS OF CONSOLE GAMES

0891-318-415 .... MORTAL KOMBAT I, CODES, CHEATS, TIPS & MOVES
0891-318-416 .... PLAYSTATION NEW RELEASE CHEATLINE

0891-318-417 .... SEGA SATURN NEW RELEASE / CHEATS / HINTS / HELP

NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP.
PLEASE HAVE PEN & PAPER READY FOR INFO.
SEE US ON THE INTERNET AT HTTP://WWW.GATES.CO.UK

IF YOU ARE UNDER 18, PLEASE ASK PERMISSION TO USE THIS SERVICE,
CALLS COST 39P CHEAP & 49P PER MIN PEAK.

HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MIDDX.

New PlayStation games
lor your old ones

Send us any old PlayStation game for a brand new title!
From £20 - Please ring for confirmation

NEW GAMES
Actua Golf £35  Destruction Derby 2 £39.50  Pandemonium £39.50  Streetracer
Andretti Racing £37  Die Hard Trilogy £37 PGA ‘97 £37  Super Moto Cross
Bedlam £35  Earthworm Jim 2 £35  Raging Skies £37  Supersonic Racers
Blam Machinehead £35  Exhumed £29  Return Fire £37 T(_ekken 2
Bubble Bobble Trilogy ~ £37  Football Manager £37  Robopit By }\meé:ommundo
Burning Road £37  Formula 1 £37  Sampras Tennis £37 TOP |UB"]
Casper £37  Iron & Blood £37  Sim City 2000 £37 e 06
Cheesy £35  Jumping Flash 2 £37  Slam N Jam £29  wild Animalympics
Crash Bandicoot ~ £39.50  Konami Open Golf £37  Starfighter 3000 Wipeout 2
Davis Cup Tennis €35  Onside Soccer £37  Streeffighter Alpha 2 £37 X Men

NEW GAME - BARGAIN PRICES OR SWAP FROM £10

Doom £29  Need for Speed Striker ‘96
9 £25  Olympic Games Tekken
Thunderhawk 2
Jupiter Strike Power Serve Toshinden
K\'Emk the Blood £17  Primal Rage Toshinden 2
Lone Soldier Raiden Project True Pinball
Mickey's Wild Adv. Resident Evil Viewpoint
NBA 96 Ridge Racer Rev wivrl?FCommunder 3

3D Lemmings Gex
Actua Soccer International Track & Field %%7 Olympic Soccer

NBA in the Zone Rise fo Ressurection
NBA Jam TE Shellshock £ Zero Divide

SECOND HAND GAMES - SEND US ANY OLD PLAYSTATION GAME & SWAP FROM £7

D’ €21 Exireme Pinball  £15  Loaded £22 Pro Pinball £23 Thunderhawk 2 £19
Alien Tril Fade to Black £24  Lone Sold £19  Ridge R

ien Triloy ade to Blac| one Soldier idge Racer hinden 219
Cybersledgy £15  Jumping Flash Mortal Kombat 3 £15 Siaﬂ)\ade Alpha T\/%ilrhuwk 13
Defcon £20  Kileak the Blood NBA in the Zone  £21  Striker £1 Wi 015
Destruction Derby £21  Krazy Ivan £23  Novastorm £15  Tekken £ ipeout
Doom £24  Lemmings Parodius £15  Theme park Zero Divide £15

also
PlayStation £179.99; PlayStation Pads £12.99; Sony Pads £22.99; Linx Cable £17.99; Scart Lead £14.99;
Memory Card £13.99; Official PlayStation Bag £13.99; Mad Cat 2 St Wheel & Pedals £49.99;
Megadrive Pads £6.99; Supernes Pads £6.99; £1.50 p&p per game. All prices are subject to availability.

All returned games must include Box and Rules.
WEDECO GAMIES SERWICE
12 West Street, Ware, Herts. SG12 9EE
Tel. 01920 486482/3. Fax. 01920 486484. B
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THis MoNTH, ARENA HAS BEEN TAKEN OVER BY THE GHOST oF FORMULA 1 anp we’ve PRINTED As MANY IRaTE READER’S
LETTERS As PossiBLE. WE HAVE GIVEN BoTH PSYGNOSIS AND SONY a cHAncE To DEFEND THEMSELVES, BUT AT THE TIME
OF GOING T0 PRINT we HAVE HEARD NOTHING. Dut 10 THE SHEER VOLUME OF CORRESPONDENCE, WE HAVE EXTENDED THE
LETTERS sectioN THis moNTH. HOPEFULLY THis cAn enp THE F2 CONTROVERSY. LETTERS ON A DIFFERENT SuBJECT TO
THE FOLLOWING ADDRESS: ARENA, PLAY MAGAZINE, PARAGON Housk, ST PETER’S RoAD, BOURNEMOUTH BH1 2JS. OR E-MAIL
US AT PLAY@PARAGON.CO.UK. Now THAT We’RE INTo PLAYSTATION YEAR TWO, How ABouT YOuR THOUGHTS ON How IT’s
GONE SO FAR AND wHAT You HOPE T0 SEE IN THE FUTURE.

DEAR PLAY,

Having bought Formula 1 and
practiced like crazy in order to be
competitive against a friend with
his PlayStation linked to mine, |
have to confess at being very
disappointed. We only played the
game (or attempted to) for about
three hours. During this time we
discovered most of the bugs
mentioned in your news articles
and also that when playing against
each other with no computer cars,
as soon as one player pits the race
ends. All of the reviews | read raved
about the link-up mode but as well
as the bugs which make it
unplayable, the slow down when
playing a full grid is appalling!!! |
could not believe that the replay
feature didn’t work with the
NeGcon and even rang Psygnosis
about this, of which they were well
aware of the problem. Its pretty
obvious that Psygnosis didn’t even
bother to test the finished product
knowing that | found so much
wrong with It in such a short
amount of time. Either that or they
just couldn’t give a toss. Well that’s
another 50 quid gone. The game is
now gathering dust as | have not
played it since.

Marcus Woods, e-mail

I think you’re being a bit unfair on
the link-up option, Marcus. For the
review | linked it up with a friend and
apart from the fact that he had to
play on a smaller TV than my 30”
monster, the game was incredibly
playable. Yes there was some slow
down, but mainly when there were
loads of cars, or we did plenty of
skidding and had smoke all over the
place. | wouldn’t say it was
appalling. | also did not encounter
the pit problem you mention, except
on the last lap, where the person
behind cannot go into the pits
without being placed last
automatically. The link-up mode is
the best bit of the game in my
opinion.

stars aren’t they? Can you shed any
light on it? Yours disappointingly.
S Hayhoe, Norwich.

Thanks for the tip, but no official
statement from Psygnosis yet,
though.

DEAR PLAY,

In response to the Formula 1
complaints made last issue, | too
noticed that having all made one pit-
stop, half the cars would continue to
do so on each subsequent lap — very
annoying! This can be overcome by
going to the car set-up menu and
turning the fuel off. But we shouldn’t
have to should we? When | rang
Psygnosis about this problem they
acknowledged it but then denied
that the game was bugged. Surely
they are talking out of their brown

DEAR PLAY,

On your comments on the 3D0
ashtray, | would not like you to
forget that the 3DO mag probably
outsells PLay and makes your bosses
a disgusting amount of money.
Where does a lot of your decent

games come from? Space Hulk,

Po’ ed, The Need for Speed,
Shockwave, Alone in the Dark,
Primal Rage, Return Fire, Cannon
Fodder, Wing 111, Road Rash,
Starblade, Total Eclipse — do you
want more? And don’t forget the
long awaited M2. If you want to
make space for your PlayStation |
suggest a large tub of Vaseline and
a smile. | also own a PlayStation and
it is a good machine, just don’t
knock the 3DO.

Abdul Malik, Sutton.

[ABove] Abdul Malik still clings to the dreams

of his 3D0 rising like a phoenix and crushing
the PlayStation. Sadly, it's well and truly dead.




3DO0 magazine no longer exists and
you know why, because no-one
bought the machine. The 3D0,
whilst technically brilliant, was a
slow, ill-supported dinosaur which
has now been put out of its misery.
Live in the now. | can criticise it
because like you | once thought it
was going to be the ‘next big thing’,
but sadly it’s rubbish. Support your
local Spectrum instead. Your just

bitter *cos you spent £400 on one. |

DEAR DAMIAN,
As an avid F1 fan | couldn’t wait for
Formula 1 to be released. It was with
disappointment that | read your
small article about the bugs that
seem to litter the game. | personally
do not own a PSX steering wheel or
a NeGcon, so | can’t comment on the
replay mode, but | have noticed that
sometimes if you watch your car
during the replay it will crash into
the barrier and just spin constantly.
The problem that Mr Kitson rang in
to say about the pit problem also
works on the medium difficulty
level. Has anybody noticed the intro
sequence not always coming on?
Unfortunately, | missed your
review in issue 11 and so didn’t see
the points you made. | must admit
to thoroughly enjoying the game at
first, but knowing all of these faults,
| do feel let down somewhat.
Perhaps Psygnosis could offer a
discount on their next game on
proof of purchase of Formula 1.
S Witchard, Rangeworthy.

We all feel let down, Mr Witchard,
but it is important to remember that
the game works fine with a standard
joypad and it is really only the
Formula 1 enthusiasts who have
discovered these bugs. More casual
players, myself included, can enjoy
the game as it stands. it’s just
unfortunate that Formula 1 was
billed from the start as the most
realistic racing game ever. It didn’t
turn out that way. The discount idea
is a good one, but Psygnosis is
unlikely to adopt it as there is no
way to prove that claimants were
genuinely dissatisfied or just
wanted to swap the game having
completed it. It is one of the points |
have put in my letter to Psygnosis
asking for some answers.

DEAR PLAY,

In the November issue of your
magazine you asked anyone who
had problems with Formula 1 to get
in touch, well | have had a few and

being the Yorkshire lad that | am |
say what | like and | like what |
f*cking well say, ie I'm a bit on the
blunt side. After buying Formula 1 it
all went wrong...
1. Steering wheel doesn’t work with
replay.
2. The analogue brakes are absolute
sh*te. | know F1 brakes are a bit on
the keen side, but you must be able
to slow down gradually.
3. I've met taxi drivers with more
intelligence — very rarely do the back
markers actually pull off the racing
line to let you through and if they do
| can guarantee they will pull straight
back into the back of you causing
you to grind to a halt.
4. Fuel & tyres. Both seem to have
no effect on the way the car handles.
5. Loss of wings — yet again,
absolutely no effect on the handling.
6. This is the worst one. Halfway
through the race you've got the pit
all the time syndrome, more
commonly known as “b*llocks to the
bugs, they’re all too thick to notice
and we’ve got a deadline to meet.”
Don’t patronise me Mr Programmer.
Can you imagine what real F1 would
be like if halfway through the race
the drivers started pitting every lap
then disappearing. Imagine the
press conference. So Damon you
seemed to be struggling to keep up
with the pace in the first half of the
race, then suddenly found yourself in
the lead, how did you manage it?
“Well, | have to hand this victory
to lady luck I'm afraid. | was lying in
forth position when the three guys in
front decided to pull out of the race. |
believe Jean Alesi had a dentist
appointment. Mika Hakkinen was on
a promise with some bird he met in
the pit lane. And Johnny Herbert had
to take his mum shopping!” Now
after all that slagging off | do
actually like the game, but sadly find
it far too easy, even on the hard
level.
Jason Simpson, Yorkshire

The loss of wings definitely do affect
the handling drastically, Jason - it’s
one of the only things that does

work.
i

DEAR PLAy,

With regard to your article
concerning Formula 1. | bought the
game on the day of release and
immediately experienced some
problems. For starters the intro
screen wouldn’t always come up,
and Murray Walker’s commentary
stops briefly as it is loaded from the
CD. | contacted my local independent
games shop and he told me without

hesitation that it was my machine at
fault and not the game. Feeling
pissed off, | then telephoned the
Sony helpline who were very helpful
and explained that if all of my other
games played okay, it was the game
at fault. My PlayStation is only three
month’s old, do you have any idea
what is going on?

Richard Brant, fax

BESY TIME
1:32.294

@rena)@etter

people to sign. This would show
those at the top that the people who
pay their wages are not happy and
are no longer willing to cough up
hard earned cash for unplayable
games.

The price reduction of £100 for
the PlayStation was an example of
every magazine praising Sony, but
nobody gave a toss about the
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[ABOVE] Many people are still annoyed with Psygnosis for the bugged Formula 1. So much so in fact

that we've had to extend the letters section just to fit them in.

It’s the game and you are not alone.
Try to get a refund from the shop if
you still have the receipt, or perhaps
swap it for another, Tomb Raider or
Die Hard Trilogy for example.

DEAR PLAY,

After reading in the recent issue of
PLay about the many faults with
Formula 1| feel | must write to
complain. | have also encountered
similar problems with the game in
grand prix mode where the drivers all
go into the pits. This makes it totally
unplayable. Without the grand prix
mode with pit stops, tyres, fuel,
damage, repairs and racing around a
course for over 70 laps, it is just
Ridge Racer with a few extra tracks. |
have contacted Psygnosis who are
aware of this major gameplay bug
but do not intend to do anything
about it. Surely magazines like Pray
should not just be here to report
faults found in a game, neither just to
inform the buying public of new
releases, review games or publish a
few hints and tips, but also to stand
up for PlayStation owners and use
your influence to stop the large
games publishers ripping people off.
At least get them to admit their
faults. You should be encouraging
people to write in with their
complaints and print petitions for

100,000 Or more owners, based on
Sony’s own figures, who were ripped
off and paid the full price. | would
urge PLAY readers to phone
Psygnosis (Tel 0151 282 3000) or
write to them at: Napier Court,
Stephenson Way, Wavertree
Technology Park, Liverpool L13 1HD
with your complaints.

Paul Morris, Skelmersdale.

We are encouraging people to write
in and complain Paul, and it’s good
to see the other PlayStation mags
following suit. Always remember
that we were the first to print news
of Formula 1’s bugs and therefore
open the floodgates. Doubtless
everyone else was too afraid of
what Psygnosis would do to them
to do anything constructive. That
has now changed. Formula 1 is still
a good game despite the bugs
though, not like Frontier: First
Encounters on the PC, which had a
catalogue of errors so fundamental,
you could not even play it. The
really funny thing about all this is
that the suits at Psygnosis have
chastised the UK press for
“destructive journalism” — bollocks!
We report the facts and we
comment on things that we
discover or the public makes us
aware of. What's more destructive,
the truth, or trying to hide it from
us all?

s)
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DEAR PLAY,

You asked for comments regarding
Resident Evil, F1, Tekken 2 and demo
disks so here goes. Firstly | was
extremely pleased with Formula 1.
Since the launch of the PSX | have
been hoping that someone would
have the common sense to update
Geoff Crammond’s Grand Prix which
| owned for my ST. Although not the
same game, Psygnosis’ version was
more than adequate. Secondly |
found Resident Evil immense fun.
The game captivated me from
beginning to end. One of the finest
moments has to be filling the
stranded sharks full of lead!
However after a week I had finished
the game and having seen
everything | found there was little to
go back for. Tekken 2 was probably
the biggest disappointment of the
three. While it is an excellent game |
was dismayed by the sloppy PAL
conversion. Compared to the
American version this is s-l-o-w.
Finally having been an official PSX
member for well over a year | have
received two demo disks as well as
various special offers from Sony. The
most recent CD had playable demos
of Crash Bandicoot and Die Hard
92 Trilogy to name but two. While two
CDs in the space of a year might not
seem a great deal | never expected
to receive anything. Good work Sony
and keep up the good work PLay.
James Holden , Newcastle Upon

Tyne.

Thank you for your comments
James, good to hear something wide
ranging for a change. On the subject
of Tekken 2, | find the game
perfectly acceptable having avoided
the NTSC version of the game until
the PAL arrived. Yes there are tiny
boarders and perhaps it runs

Ipage number

[ABOVE] Does giving Lone Soldier 90% mean PLa is corrupt? See letter by Mr S Williams.

slightly slower, but not enough to
spoil the game. Tekken 2 is
incredible fun (especially at parties
where the team battle comes into its
own) and | would still recommend it
to anyone. NTSC versus PAL is like
getting into a sports car after your
family hatch, and then suddenly
feeling that your car is
underpowered. It’s an illusion. Play
PAL Tekken 2 for a while and soon
don’t even notice the difference.

DEAR PLAY,

As a poor whinging student may |
first congratulate you on a well
printed and good value magazine.
My only gripe is that you review
games that are on imminent release
and then Sony push back the release
date due to their quality control and
bug-testing, so that it
is sometimes months
before games appear.
| waited from April for
Return Fire to appear,
which it did in the
middle of October at
my local GAME
(Arndale Manchester).
Now a few questions:
1. With not having any
money ever | was
wondering if Sony or
any third party
producers were
planning on a budget re-releasing of
older games, especially those that
have been on release for over a year
orso? | think it is appalling that
shops are still charging full price for
games like Loaded and Wipeout !!

2. | buy most of my games second
hand for about £25 and also hire
them from my local video store
(Hooray for Blockbuster) especially

[ABovE] Command & Conquer does not suppol

for newer games such as Tekken 2,
Resident Evil and Formula 1.
Unfortunately some of these CDs are
dirty and or scratched — could you
tell me how to clean them as | do
not want to scratch my CDs.
Somebody at a local game store also
recommended cleaning CDs with
brasso to remove scratches which
sounds totally daft-heard of that
one?

3. When does Command and
Conquer come out? Will it come
packaged together with a mouse for
a couple of quid more (I saw a
Saturn game packaged with a
Joypad for about a tenner more than
a normal game). Will it feature a
link-up option as this is ace on the
PC.

4. On the subject of Spy Hunter How
about Konami putting it on one of
their games as a sub-game to pass
the time during tedious loading ?
The game must only take up 48K
’cos | had it on my speccy.

5. Which of the forthcoming
lightguns looks the most promising?
Which games will be compatible?

6. Will Sony produce Data disks for
games’ upgrades such as C&C:Red
Alert and Worms Reinforcements? If
so how much would they retail at?
Thanks for your time

Simon Baxter, Manchester

1. A budget range has been launched
in Japan, but according to Sony UK,
there are no plans for a similar
scheme in the UK. Sad but true, we
are simply not a big enough world
market to justify the extra cost.
Expect to see it in the US soon.

2. Use a non-static cloth and wipe

Fiairenarinatin

mouse and has no

link-up option. This will disappoint Simon Baxter.

the CD from the inside out across
the tracks. Do not wipe left/right.

3. Virgin claims it should be out
before Christmas (which means
while you’re reading this most
probably), but we can’t see it
happening. We have a version which
does not feature a link-up option,
nor one for a mouse. These are both
huge mistakes in my opinion.

4. A great idea, unfortunately it was
by Elite.

5. The Logic 3 Predator is the best
so far and it looks the coolest.

6. The idea is certainly possible and
Sony announced a few months back
that it would actively encourage
developers to develop data disks for
their games. Command & Conquer is
a prime example and so is Worms.

DEAR PLAY,

Congratulations on producing such a
high quality magazine, but could
you please answer my question. Do
you admit to giving good reviews for
average games if publishers pamper
you with expensive lunches or other
similarly persuasive measures?
Otherwise, how can you explain
giving terrible games such as Lone
Soldier, Rise 2 and Adidas Power
Soccer high ratings? Adidas
especially, as it no longer figures in
your top ten sports sims even
though it received an enormous 95%
at the time!

Mr S Williams, Harrow.

Just send me a cheque for £50 made
payable to CASH and I'll answer you.
Seriously though bribery does go on
I’'m sure but not on this magazine
(was that convincing enough?).
Sure, games publishers take us out
to lunch and slip portable compact
disk players in our pockets when
we’re not looking (“how did that get
in there?!”), but it never gets in the
way of a review. The games you
mention were covered well before
my time, Mr Williams, and | too am
perplexed at their high scores. Lone
Solider in particular, while looking
impressive, has quite the worst
control method I've ever
experienced. The reason Adidas
does not feature in our top ten is
that | compile it and | don't rate it.
Olympic is much better. The PLay
team has changed quite a bit since
the first issue and whereas some
were enamoured by the early games
because they represented such a
huge graphical jump, us cynical
‘veterans’ now see games in a
completely different light. We have
much higher standards because
machines like the N64 are forever
pushing forward the boundaries.

We reserve the right to edit your
letters and regret we cannot reply
personally. If you want us to print

your e-mail address for further
electronic discussion, please give
specific permission at the end of
your letter.




GAME CRAZY

WE HAVE A LARGE SELECTION, BOTH NEW + USED, OF
PLAYSTATION AND SATURN GAMES.
OFFICIAL AND IMPORTED IN STOCK.

PLEASE CALL FOR LATEST TITLES AND PART
EXCHANGE DETAILS.

WE ALSO STOCK NEO GEO CD SOFTWARE
+ THE INCREDIBLE NINTENDO 64.

GET THE POll/lT'

For the best in sales and exchanges come to 30 Union Court, Richmond, Surrey
or phone us on 0181 332 1101

< The POWER JTATION
- OI6965 5003850
SONY PLAYSTATION, { CONTROLLER, RESIDENT EVIL,

RIDGE RACER REVOLUTION, ACTUA SOCCER, SHELLSHOCK
FOR ONLY £299~00

SONY PsX STEERING WHEEL & PEDALS
ONLY £68~00

PHONE FOR LATEST PRICES AND AVAILABILITY ON ALL PLAYSTATION HARDWARE & SOFTWARE
PRICES INGLUDE VAT ~ NEXT DAY DELIVERY AVAILABLE
VAT REGISTRATION NUMBER ~ 681 7697 81

24a Honeyborough Green. Honeyborough. R
Milford Haven. Pembrokeshire. SJA73 IRG

V' Zzszozzs

Part Exchange Specialists

U.K. and Import always available.

Large selection of new releases
and used games.

PlayStation and Saturn game rental only £1.00 per day.
Fast delivery - All main formats stocked

Call, fax or write for details.
Visions, TEL/FAX

2 R akwy — 0113 261 3424
: Next Day Delivery

Till 9.30 pm LS17 TBA.

8404,

i Mortal Kombat 3. . . .
: Namco Museum . . .
i NBA In The Zone

: NBA Live 96 ..

¢ Olympic Games.

Sony PlayStation
3D Lemmings . ..
Actua Soccer . .
Adidas Power S
Air Combat . . . .
Alien Trilogy

Alone In The Dark 2

Assault Rigs

BUSEAMOVEE Do it s« o o adas o » o 2
D SRR A S :

i Ohmpic Soceer. wid . oag Y ..
¢ Ridge RAcer . .5 L G0N S e R
{ Road Rash

i Ridge Racer Revolution .

: Theme Park

VIDEO GAME CENTRE

- PLAYSTATION, SATURN, 3DO, 32X, J.
MEGADHIVE S FAMICOM GAMEBOY, LYNX, GAMEGEAR, ﬁEO GEO (CD), NINTEND064

L

Tomb Raider £44.99 Destruction Derby 2 (USA) £54.99 Mortal Kombat Il £19.99
Soviet Strike £39.99 Star Gladiator (USA) £54.99 Alien Trilogy £24.99
Crash Bandicoot £44.99 2 Xtreme (USA) £49.99 Tekken £24.99
Supersonic Racers £34.99 Tobal No1 (USA) £59.99 \lecou £24.99
Wipeout 2097 £44.99 Soul Edge (JAP) £69.99 mg Commander il £29.99
Pandemonium £39.99 Blast Chamber (USA) £49.99 £29.99
Command & Conquer £39.99 NBA Extreme (USA) £49.99 Toshlnd:n £24.99
Formula One £44.99 Streetracer (USA) £44.99 Virtual Golf £29.99
Motor Toon GP2 £39.99 Formula One (USA) £49.99 Magic Carpet £24.99
Actua Golf £34.99 Final Round Golf (USA) £29.99 Zero Divide £24.99
Resident Evil £39.99 Project Overkill (USA) £29.99 Shockwave £24.99
Ridge Racer Revolution £39.99 Actua Golf (USA) £49.99 Warhawk £24.99
Sampras Tennis £39.99 Ridge Racer Revolution (USA) £44.99 NHL Face Off £29.99
Bubble Bobble £27.99 Alien Trilogy (USA) £19.99 NFL Gameday £29.99
Tunnel B1 £34.99 Resident Evil (USA) £24.99 True Pinball £29.99
Sim City 2000 £39.99 Skeleton Warriors (USA) £19.99 Thunderhawk 2 £24.99
Die Hard Trilogy £39.99 NBA Jam T.E. (USA) £19.99 Striker ‘96 £19.99
FIFA ‘97 £39.99 Winning Il (JAP) £9.99 Raiden Project £24.99

+100s More in Stock +100s More in Stock 3D Lemmings £24.99

+ WE HAVE LOADS MORE GAMES IN STOCK
15T CLASS POST - FREE! 888 WIMBORNE ROAD, BOURNEMOUTH BH9 2DR

™ TEL/FAX-01202 527314

Thunderhawk 2. . .
i Total NBA ‘96
i Wing Commander 3. ... ...

Cyberia. . . . o
PefconSa . . .. 0%
Descent s
Destruction Derl

Extreme Pinball . . .
Fade To Black .

Formula 1

Gunship 2000. .

Impact Racing . .
Jumping Flash . .

Lone Soldier

Magic Carpet Plus
Mickey's Wild Adventure

NINTENDO®®
Universal PloyStation

{Plays UK, JAP + USA Gomesl,
1 Joypcd

WILD IMPORYS

Specialist Importers
TEL: 01908 640040 FAX: 01908 640162 TEL: 0410 566515

US Nintendo 64,
- Mario 64, RGB Compatible,

CALL FOR
:laﬂs}ghom Power Pack,

LATEST

' Killer Instinct Gold £Call
Shadows of the Empir . £Call

e

PlayStation

356323

I TAVISTOCK SOUND + VISION l
21 THE BROADWAY,
BEDFORD, MK40 2TL
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BUYERS GUIDE -

PLAYBACK IS YOUR ESSENTIAL GUIDE TO WHAT’S HOT AND WHAT’S NOT IN THE
BELOW HAVE BEEN COMPILED BY THE ENTIRE PLAY TEAM IN WHAT STARTED AS AN AUTHORI!
TURNED INTO A VIOLENT DRUNKEN BRAWL. IN OUR OPINION THEY REPRESENT THE BEST GAMES IN EACH GENRE AND THE ONES
YOU SHOULD SERIOUSLY CONSIDER ADDING TO YOUR COLLECTION. EVERY MONTH WE ASSESS THE CURRENT CROP OF GAMES
THAT HAVE BEEN REVIEWED AND ADD THE CHOICE CUTS TO THESE DEFINITIVE TOPS TENS. PICK ANY OF THE GAMES IN OUR TOP
THREES HERE AND YOU CAN’T GO WRONG AND IF IT’S NOT HERE, IT’S WORTHLESS!

BUYERS GUIDE

- BUYERS GUIDE

- BUYERS GUIDE

JGAMING. THE LISTS
CUSSION BUT QUICKLY

1, Tekken 2 Namco Sony May '96 95@
2. Street Fighter Zero 2 (import) Capcom Capcom Oct ’96 94%
3. Tobal No.1 (import) SquareSoft Sony Oct 96 94%
4. Mortal Kombat Trilogy Williams GT Interactive Dec ’96 92%
5. Street Fighter Alpha Capcom Capcom/VIE May ’96 93%
6. Tekken Namco Sony Nov ’95 95%
7. Darkstalkers Capcom (Japan) Capcom/VIE Aug’96 88%
8. MK3 Williams Sony Nov ’95 93%
9. Rise Of The Robots 2 Mirage Mirage Mar ’96 88%
10. Criticom Vic Tokai VIE Feb '96 87%
FIRST PERSON PERSPECTIVE SHOOT-’Em-UPS
(1. Alien Trilogy Probe Acclaim Easter '96 91% )
2. Doom id Softwave GT Interactive Jan’96 93%
3. Magic Carpet Krisalis/Bullfrog Bullfrog/EA Apr’96 90%
4. Tunnel B1 Neon Ocean Aug’96 87%
5. Descent Interplay Interplay Apr’96 85%
6. PO’ed Studio3Do Warner Interactive May '96 87%
7. Shellshock Core Design Core Design Apr’96 85%
8. Krazy lvan Psygnosis Psygnosis Feb ’96 90%
9. Assault Rigs Wheelhaus Psygnosis Jan’96 81%
94 10. Lone Soldier Tempest Telstar Dec ’95 92%
| ARCADE SHOOT-’EM-UPS
1. Die Hard Trilogy Probe Fox Interactive Aug 96 93%)
2. Soviet Strike EA EA Dec ’96 83%
3. X2 Team 17 Team 17 Jan’97 77%
o 4. Project Overkill KCEC Konami Nov ’96 89%
Qo 5. Gunship MicroProse MicroProse Jun’96 90%
g 6. Loaded Gremlin Interactive Gremlin Interactive Nov ’95 85%
= 7. Starfighter 3000 Krisalis Telstar Jun’96 85%
(<) 8. Return Fire Silent Software Warner Interactive May 96 84%
%D 9. Thunderhawk 2: Firestorm Core Design Core Design Jan’96 85%
é 10. Williams Arcade Greatest Hits Williams GT Interactive Jun’96 84%




| SPORTS SIMS

DEVELOPER

(playback)buyers guide)

PUBLISHER

REVIEW DATI

SCORI

1. Total NBA ’96 Sony Sony Mar ’96 94%)
K 2. Olympic Soccer Silicon Dreams US Gold Jul’96 84%
3. Actua Golf Gremlin Interactive Gremlin Interactive Aug’96 88%
4. Int Track & Field Konami Japan Konami Jul’96 85%
5. Victory Boxing JvC JvC Nov ’96 90%
6. Actua Soccer Gremlin Interactive Gremlin Interactive Feb 96 94%
7. Olympic Games Silicon Dreams US Gold Jul’96 89%
8. Sampras Extreme Codemasters Codemasters Jul’96 90%
9. Striker ’96 Rage Software Warner Interactive Nov ’g95 89%
10. Big Hurt Baseball Iguana Ent Acclaim Jul’96 81%
| STRATEGY /ADVENTURE GAMES
' 81— 1. Resident Evil Capcom VIE Jun’96 95% )
2. Tomb Raider Core Design Eidos Interactive Dec’96 94%
3. Fade to Black Delphine EA Jul’96 90%
4. X-Com: Terror from the Deep MicroProse MicroProse Jan’97 88%
5. Space Hulk Key Games EA Aug’96 84%
6. X:Com: Enemy Unknown MicroProse MicroProse Apr’96 82%
7. Theme Park Krisalis/Bullfrog Bullfrog/EA Nov 95 86%
8. Wing Commander Ill Origin EA Apr’96 82%
9. Alone In The Dark Infogrames Infogrames Feb ’96 77%
10. Discworld Perfect 10 Psygnosis Nov ’95 74%
| PuzzLE/PARTY GAMES
511 1. Bust-A-Move 2 Taito Acclaim Jun’96 88% )
2. Bubble Bobble Probe Acclaim Sep 96 85%
3. Pro Pinball Empire Empire Aug 96 90%
4. Worms Team 17/Ocean Team 17/0cean Nov ‘95 92%
5. Namco Museum Vol 3 Namco Sony Nov ’96 73%
6. Hebereke’s Popitto Sunsoft Marubeni Dec’95 43%
1. Wipeout 2097 Psygnosis Psygnosis Nov ’96 93%)
2. Formula 1 Psygnosis Psygnosis Sep '96 94%
3. The Need for Speed EA EA Apr’96 94%
4. Ridge Racer Revolution Namco Sony May '96 90%
5. Destruction Derby 2 Psygnosis Psygnosis Dec’96 82%
6. Supersonic Racers Supersonic Software Mindscape Sep '96 91%
7. NASCAR Racing Papyrus Sierra Jan’97 80%
8. Street Racer UbiSoft UbiSoft Dec’96 84%
9. Burning Road Toka Funsoft Oct ’96 90%
10. Hardcore 4x4 Gremlin Gremlin Jan’97 81%
| PLATFORMERS
1. Pandemonium Crystal Dynamics BMGie Jan’97 90%)
2. Crash Bandicoot Naughty Dog Sony Nov ’96 84%
2. Jumping Flash 2 Sony Sony Jun’96 86%
3. Rayman UbiSoft UbiSoft Nov ’g95 87%
4. Lomax Interactive Design Psygnosis Dec ’96 70%
5. Jumping Flash Sony Sony Nov ’95 87%
6. Earthworm Jim2 Shiny Entertainment  VIE Oct ’96 69%
7. Johnny Bazookatone Arc Development US Gold Feb’96 85%
8. Gex Crystal Dynamics BMG Interactive Apr’96 76%
9. Herme Hopperhead Sony Import Dec’95 53%

PL.AY magazine January 1997'
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(feature)the play interview )

AFTER WORKING SOLIDLY oN THE 94% RATED TOMB
RAIDER ror every DAY AND NIGHT FOR FOUR MONTHS
PRIOR TO ITS COMPLETITION, ToBY GARD AND HIS TEAM ARE
NOW 7aKING A werL EARNED Rest. PLAY FORCED THEM TO
STOP PLAYING MARIO 64 FOR JusT A COUPLE OF MINUTES TO
ANSWER A Few PosT-HYPE QUESTIONS at LARA
CROFT’S ANCESTRAL HOME.

PLAY magazine January 1997 ]

PLAY: 7omb raider. where did you get the idea from?

Toby Gard: The idea for Tomb Raider came from a variety of
sources, both games and films, mainly the Ultima Underworld
series, Prince of Persia, Virtua Fighter, Indiana Jones (of course)
and all John Woo films. The challenge was to take elements from
all of them and try to jam them into one game that played well.

Puay: Is it true it was pretty much you on your own at the
start and that you did all the plotting and animation?
TG: While the idea was just that, | had the problem of
hooking up with a programmer talented enough to pull
off such a mammoth task. Luckily Paul Douglas started
just at the right moment and we took it from there as a
team. | did all of Lara’s animations and most
of the enemies. The plot of the game was
co-written with our in-house script writer
Vicky Arnold.

PLay: What games have you done before
on computers/consoles?
TG: Erm, BC Racers was my first project,
but that was not my idea I can tell you.

PLaY: Has Tomb Raider turned out the way you
envisaged it, or were there any compromises?
TG: Yes I'd say Tomb Raider is pretty damn

close to the original game concept, in practice

of course it evolved quite dramatically as it was
being made. Lara’s exact list of moves were
made on the fly. Swimming was added to spice
things up, and in the end it’s less cinematic than
I'd originally hoped, mainly because if you try to
be too clever with the camera, it tends to confuse
the player, which isn’t very good. There are always
compromises, deadlines dictate that there must be, but
we kept them to a minimum by working every hour that
God gave us for the last four months.

INFORMATION

Name: Toby Gard
Job title: Mr Tomb Raider
Company: Core Design
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PLav: What makes a good game in your opinion?

TG: | don’t think you can pin down the specific elements that
make a good game mainly because there are so many different
types of successful games. Playability and decent presentation
are essential, but basically any idea that the developers really
believe in and are willing to put their all into will do pretty well |
reckon.

PLay: Have any games impressed you of late on the PlayStation
and why?

TG: | like Tekken 2, Crash Bandicoot looks nice, .
Wipeout 2097 is lovely. Er,
PlayStation needs more good
games doesn’t it?

Pray: What do you think of the
PlayStation as a development
machine?

TG: | like the PlayStation because it’s
so damn fast, and its colours are
vibrant. Certainly the PlayStation
version of Tomb Raider looks the best of the -
lot.

PLay: Why do so many games simply seem
to be variants on a successful formula, is it
hardware limitation, lack of imagination,
or something else?

TG: It’s pretty hard to get a game !

started that is too different from

what already exists. So much ’;
money is put into the development ’
of a game, the people who hold 3
the purse strings have to feel
confident that firstly, it can actually
be done, and that it can be done in



a realistic amount of time, and that there’s a market for it. | think
the most original game designs are probably turned down
because they are seen as too much of a risk.

PLay: What will be your next game and how far off will it be?
TG: | don’t know yet (cop out — Ed).

PLay: Are there any new gaming genres left or
are we destined to re-hash the same ones
over and over again?

TG: There’s always going to be someone
out there with such an unusual idea that it
bears little or no resemblance to what
has gone before, but they are few and
far between. There’s huge room for
improvement in the genres that we
already have, so long as people don’t
just improve the presentation but
actually alter the gameplay. It’s
always worth re-visiting the old

stuff.

Pray: What is your all-time favourite
game on any platform and what is your
fondest memory of it?

TG: Super Mario 64. My favourite
memory of it is all of it!

Pray: Will Tomb Raider make you rich
and famous and if so, what will you
buy first with your new found
riches?

TG: People who write computer
games don’t get famous
because as a group we’re
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perceived as a bunch
of geeky kids with no
lives, which isn’t
really the thing for
making teen idols. | intend to spend as much
money as | can on as many holidays as possible.

Puay: Is Derby (Core Design’s home town) a technological
nirvana?
TG: Derby is a technological pus bucket!

Pray: Now that Tomb Raider is completed, imagine
that Core give you unlimited funds to take your

team on a well deserved break. Where do you

go?

TG: It would have been nice to have gone to
Egypt with all you press b*stards, but we
were too busy finishing the game. However,
Core’s unlimited funds would buy us a bus

fare into the centre of Derby and a cheese

sandwich from M&S. Then we could

enjoy the walk back to work.

Pray: And finally, how do you get past
the jump on the Natlas mines level,
after the lava section and a8t
all those pillars you have to
jump across?

TG: Pull the TNT box out

somewhere and get onto it and jump

into an alcove type bit. Run up there

and pull the switch to blow up the TNT
and this allows you to progress.

Pray: That’ll do.
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NEXT MONTH

A full report on Porsche

Challenge and Rapid Racer
from Sony, Darklight from EA,
Legacy of Kain, Viper,
Exhumed, Hyperblade, Moto

Racing, Syndicate Wars,
Incredible Hulk, The Need for

...And many others will be featured next month in our huge end-of-year round-
up and look forward to the best that 1997 has to offer! Every single new game

for the PlayStation will be featured as well as in-depth looks at some of the
choicest cuts. If you’re mad about PlayStation — you cannot afford to miss it.

Speed 2, Reloaded, Actua

Tennis, Tiger Shark, Command
& Conquer, Suikoden, Wild

9s, VandalHearts, Monster
Trucks, Star Gladiator and
many many more!
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BUY WITH CONFIDENCE

who, why, what, where, when?

PLAYSTATION DIRECT LIMITED ... the name is self
explanatory .. our commitment is solely to the SONY
PlayStation market. We are allowed and authorised to use the
name of the most popular CD console machine, because our
commitment to this market place was instigated 9 months
before the official UK release.

We are the only official mail order company in the UK that
solely supplies SONY PlayStation products. All our machines
and games are official UK released products. All machines
carry a SONY 1 year warranty. We pride ourselves in the
following:

©® FIRST RATE PRODUCT KNOWLEDGE @ EFFICIENT SERVICE

©® EXCELLENT PRICES @ OBTAINING THE GAMES FIRST!

FREE GIFTS WITH EVERY ORDER OR ON REQUEST (SAE REQUIRED)

© RAPID DELIVERY SERVICE ~ ® NO MEMBERSHIP PAYMENT

We get the games first...but more importantly we supply YOU with
them first!!

You have chosen the best CD console technology ...
best mail order company for that product...

PLAYSTATION - DIRECT TO YOUR DOOR

Perfect
“Ie(o;\bat" ablllty

s -
PlayStation

now choose the

S0P £249.93)

SPECIAL OFFERS PLAYSTATION YOU ACCESSORIES PRICE  PRICE WITH GAME
DIRECT SAVE AC001  SONY JOYPAD 24.99 14.99
MK0O1  Official UK PLAYSTATION MACHINE + GAME OF THE WEEK 199.99  UPT049.99 AC002  SONY MEMORY CARD 19.99 17.99
MK002  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 199.99 49.99 AC003  SONY MOUSE 24.99 14.99
AC004  SONY MULTITAP 29.99 27.99
WHEN ORDERING A MACHINE FROM PLAYSTATION DIRECT WE WILL OFFER YOU THE FOLLOWING ACOD5  SONY OFFICIAL CARRY CASE 19,99 149
DISCOUNTED PACKAGES + YOU WILL GET A FREE CARRY CASE AC006  SONY LINK CABLE 19.99 12.99
MK003  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY MEMORY CARD  217.99 57.00 AC007  SONY EURQ SCART 29.99 21.99
B (hicsix PLAYSTATION MACHINE » MORTAL KOMBAT 3 » SONY JOYPAD 222,99 52.00 ALOUS ~ NAMCO NEGCON PAD 4.9 20.99
e 4 s : : AC009  ASCII JOYPAD 20.99 21.99
MK0O5  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY MOUSE 222.99 52.00 AC010  ASCII JOYSTICK 49.99 47.99
MK0O6  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY CARRY CASE  214.99 54.98 ﬁ%ﬂ}; m@gs?ﬂﬁ%ﬁg&g WHEELS 5333 S;gg
MK007  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + M/PORT SCART LEAD ~ 207.99 56.99 ACO13  RFU UNIT 1499 909
MK008  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + LINK CABLE 209.99 54.99 AC014  PDL MULTIPORT SCART CABLE  9.99 7.99
K009 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + NAMCO NEGCON PAD  234.99 54.98 28312 g%ﬁﬂfmﬁ“m%ﬂnv . ;ggg 2383
: MK0O10  Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + MADCATZ ST/WHEEL ~ 255.99 74.98 ACO17  DATEL ACTION REPLAY 3009 34,09
: MK0O11  Oificial UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + Any pdirect £39.99 game 234.99 50.98 AC018  OFFICIAL SONY DISC WIPES 1.49 0.99
AVAILABLE NOW!! PRO PINBALL AVAILABLE AUGUST BUST A MOVE 2 BLAST CHAMBER FATAL FURY 3 MARVEL 2099 SKELETON WARRIORS WATERWORLD
ACTUA SOCCER PSYCHIC DETECTIVE 3D DECATHALON CASTLEVANIA 2 BROKEN SWORD FIGHTER ATTACK MELT SLIPSTREAM WEREWOLF : THE
ADIDAS P/S SOCCER RAYMAN A TRAIN CENTRECOURT BUSTER BROS FINAL FANTASY 7 MICRO MACHINES 3 SMASH COURT TENNIS APOCALYPSE
AGILE WARRIOR RESIDENT EVIL ACTUA GOLF DESTRUCTION DERBY 2 COLLECTION FOX HUNT MIDNIGHT RUN SOUL EDGE WILD 9's
AIR COMBAT RIDGE RACER ALIEN ALLIANCE DIE HARD TRILOGY CARNAGE HEART GHOST RIDER MINDSCAPE GOLF SOVIET STRIKE WWF : IN YOUR HOUSE
ALIEN TRILOGY REVOLUTION AQUANAUTS HOLIDAY DOWN IN THE DUMPS CASPER GUN MONSTER TRUCKS SPAWN X - FILES
ALONE IN THE DARK - JB ROAD RASH CHEESY DRAGONS LAIR CHAMPIONSHIP POOL 2 HAHDCORE 4x4 MONSTERS FARM SPEED KING 6 X COM : TERROR FROM
ASSAULT RIGS SAMPRAS EXTREME CHRONICLES OF THE FIRO AND KLAWD CHOPLIFTER: FINAL HARDWAR MOTOR CROSS SPIRAL SAGA THE DEEP
CHESSMASTER 3D TENNIS SWORD GEAR N GUTS MISSION HEXEN : BEYOND MOTOR TOON 2 SPOT GOES TO Z0IKS!!
CRITICOM SHELLSHOCK FORMULA 1 (F1) GENDER WARS CLANDESTINY HERETIC MYTH ADVENTURES HOLLYWOOD
D SHOCKWAVE ASSAULT FRANK THOMAS MYST COLLIDERZ HMS CARNAGE NANOTEK WARRIOR STACKERS AVAILABLE NOVEMBER
DEFCON 5 SLAM N JAM BIGHURTBASEBALL NASCAR RACING CONTRA - LEGACY OF INCREDIBLE HULK NBA IN THE ZONE 2 STAR CONTROL 3D ACTUA POOL
DESCENT SPACE HULK GALAXIAN 3 NBA .IAM EXTREME WAR INCREDIBLE TOONS NECRODOME STAR GLADIATOR ALADDIN
DESTRUCTION DERBY STARFIGHTER 3000 NAMCO MUSUEM VOL 1 0.A CRASH BANDICOOT INCREDIBLE IDIOTS NHL HOCKEY 97 STAR TREX : ATHANOR
DISCWORLD STREETFIGHTER ALPHA NFL QUARTER BACK 97 RAW PURSUIT CREATURE SHOCK IN SPACE PANDEMONIUM GENERATIONS COMMAND AND
DOOM STREETFIGHTER THE OFFENSIVE SIM CITY 2000 CRIME CRACKERS INT SOCCER STARS PERFECT WEAPON STARWINDER 3D CONQUER
EXTREME SPORTS MOVIE ONSIDE SOCCER SPACE J CRIME WAVE DELUXE PINK AND THE BRAIN STEEL HARBINGER FIFA 97
FADE TO BLACK STRIKER 96 PROJECT OVERKILL SUPEHSONIC RACERS CROW 2: CITY OF INTERSTATE '76 PITBALL STREET RACER FINAL DOOM !
FIFA 96 TEKKEN RETURN SWAG MAN ANGELS IRON AND BLOOD PITFALL 3D SUIKODEN GOLDEN NUGGET
X THEME PARK ms[ RESURRECTIDN 2 SYNDICATE WARS CRYPT KILLER IRON MAN / X-0 POWER RANGERS SUPER KICK BOXER INDEPENDENCE DAY
GUNSHIP 2000 THUNDERHAWK 2 SLA TILT DARK FORCES MANOWAR PINBALL URREAL KINGS FIELD 2
HI OCTANE TOSHINDEN TEKKEN 2 VICTORY BOXING DARK STALKERS : JET MOTTO PROJECT RALLY TEMPEST 2000 KONAMI LINKS GOLF
IMPACT RACING TOSHINDEN 2 TIME COMMANDO VIPER VAMPIRE WARRIORS JETFIGHTER 2 PROJECT X2 TEN PIN ALLEY MARCO POLO
INT TRACK N FIELD TOTAL NBA TOKYO HIGHWAY WIPEOUT 2 : 2097 DARKNET JOHN MADDEN 97 QUAKE TENKA MEGAMAN 3
KRAZY IVAN TRUE PINBALL BATTLE DEADLINE JUMPING FLASH 2 RACE AND CHASE TERMINAL VELOCITY MISSION IMPOSSIBLE :
LOADED VIEWPOINT TOP GUN AVAILABLE OCTOBER DEADLY SKIES KILLING TIME RAGING SKIES THE FALLEN THE FILM
MAGIC CARPET VIRTUA GOLF TUNNEL B1 ADVANTAGE TENNIS DEMON DRIVER KUMITE : THE FIGHTERS RAVEN PROJECT THE TICK MORTAL KOMBAT
MICKEYS WILD ADV WARHAWK X-MEN CHILDREN AH-64D LONGBOW DISCWORLD 2 : EDGE RAYMAN 2 TIGER SHARK TRILOGY
MORTAL KOMBAT 3 WILLIAMS ARCADE OF ATOM ALIEN VS PREDATOR PRESUMED MISSING LANDS OF LORE REBEL ASSAULT 2: TOBAL NO 1 PGA TOUR GOLF 97
NBA IN THE ZONE CLASSICS ANDRETTI RACING 97 DISRUPTER LAST NINJA STARWARS TOMB RAIDER T2: I'LL BE BACK
NBA JAM WING COMMANDER 3 AVAILABLE SEPTEMBER APOLLO 13 DRAGON HEART LETHAL ENFORCERS 1 REBEL MOON RISING TOY STORY TOTAL NBA '97
NEED FOR SPEED WIPEOUT ACTUA TENNIS AVI EVOLUTION GLOBAL DREAM TEAM LETHAL ENFORCERS 2 RED ASPHALT : ROCK TRANSPORT TYCOON WING COMMANDER 4
NFL GAMEDAY WORMS ARC THE LAD BALL BLAZER BASKETBALL LITTLE BIG ROLL RACING 2 TWISTED METAL 2: ZERO DIVIDE 2
NHL FACE OFF WWF : WRESTLEMANIA BLAM ! MACHINE HEAD CHAMPIONSHIP DUKE NUKEM ADVENTURE 2 RELOADED : LOADED 2 WORLD TOUR ZORK : NEMESIS
OLYMPIC GAMES X-COM ENEMY BOGEY : DEAD 6 BATMAN FOREVER EARTHWORM JIM 2 LOMAX IN ROADRAGE VANISHED POWERS
OLYMPIC SOCCER UNKNOWN BRAINDEAD 13 BEDLAM ELEVENTH HOUR LEMMINGLAND ROBOTRON X VETTE : SAN FRANSICO AVAIUJHLE DECEMBER
PANZER GENERAL ZERO DIVIDE BUBBLE BOBBLE BEYOND THE BEYOND ESCAPE FROM LA MAGIC : THE GATHERING SAMURAI SPIRITS / THRILLS SENTINEI
PGA 96 TRILOGY BLOOD OMEN : EXHUMED MAJOR DAMAGE SHOWDOWI VR POOL Release dares subject
PRIMAL RAGE BUBSY 3D LEGACY OF KAIN EXTREME SPORTS 2 MARVEL SUPER HEROES SHINING SWORDS WARHAMMER to change

xxxx AJ] GAMES ARE £39_99 **** FREE GIFT WITH EVERY ORDER
WEEKLY DISCOUNTS AND SPECIALS ON SELECTED TITLES - JUST CALL!

Cheques/Postal Orders payable to:
MAI L 3 . Playstation Direct Limited
Postage & Packing
o R D E R SONY PLAYSTATION MACHINE £7.00
MAD CATZ STEERING WHEEL  £7.00
D I R E CT ' ’ Software and Accessories FREE

1oteeepHoNe unes N (€]
Open 10 a.m.-7 p.m. E

217 LONDON ROAD o APSLEY  HEMEL HEMPSTEAD o HERTS HP3 9SE
PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE
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The Most Powerful Games Magazine on Earth!
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