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FUSION LETTERS
Reader Feedback...Useful Data...Some

not-so-useful data...Fonts to drive a man
quesy...The latest In torture techniques.

. do things for God, eive our money

Sony seek new
marketing avenues for

’96...M2 changes hands...hot

new multimedia products

.online gam\nq...FUSION

Stock Monitor...lntertalnment

_News... WipeOuts seventh

..the kitchen sink...

FUSION NET
Radio days ahead...lntemet DJs are

streaming real-time audio broadcasts via

copper wire, and the world is listening.

FUSIONC0NTENTS

ULTRA 64
The most talked-about gaming system

is finally unveiled. Join the FUSION staff

for the very first look at Nintendo’s next-

generation platform, including early game

screenshots, an interview with Nintendo

of America Prez Howard Lincoln, a

behind-the-scenes look at the November

Shoshinkai Show and up-to-date system

specs. Get the latest word on the future
(

of 64-Bit gaming.



GENERALLY NOMADIC
Sega’s new Nomad offers traveling

gamers 16-Bit Genesis power in a

hand-held. Play your favorite games
*'

wherever you damn well please...we did,

TOP FIVE HOTTEST
GAME DEVELOPERS
Take a glimpse into the minds of the

game industry’s up, corning and

already arrived talents.

FUSION REVIEWS
Console game reviews-DOom,

Agile Warrior, Assault Rigs,

Viewpoint, WarHawk, Sega Rally

Championship, World Series

Baseball, VR Troopers, Donkey

Kong Country 2, more...PC game
reviews-Stonekeep, Hexen, Rebel

Assault II, Millenla, Ascendancy,

FUSION ENDNOTES
Anile Katz throws out all

his old 32-BK consoles In

anticipation of the new
super systems.

FUSION PRO-FILE
Pick the brain of veteran video

gamer Dave Siller for his vision

of gaming’s past, present, future

and what is in his refrigerator.
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CRITICAL SS

Gaming Prognostication 101

There’s an uncountable number of people

in the gaming industry attempting to predict

the future. Everyone has an opinion,

whether they’re of sound mind or not. If in

cyberspace, one could imagine the entire

industry laid out as a huge adumbrating

tent, overflowing with a colorful mixture of

fortune-teller booths, tarot-reader stands

and free-floating psychic friend avatars.

In this issue, we’ve tried to lay out the

facts as they’ve rolled out from the next-

generation companies so far, from an

in-depth look at Sony and Sega’s new year

marketing strategies, to profiles of the biz’s

hottest developers, to the late-breaking info

on the ultra-secretive Ultra 64.

While the PlayStation and Saturn currently

rule the gaming market, and while the Ultra

is attracting an enormous amount of atten-

tion, be prepared for a little hustle and bus-

tle from the M2 chip. Things are only getting

started for Matsushita and 3DO in ’96, a

year that looks to be revolutionary for game

companies and game players alike. Over the

coming months, we’ll keep you up to date

on the latest developments of who’s who,

what and where. Count on FUSION to act as

your gaming prognosticator for the year

ahead and beyond. All this, and you don’t

even have to call Dionne Warwick.

Be careful out there.

The Management



Note: The FUSION staff does not recommend reading this issue while operating heavy machinery.

"We've got a very powfnur
processor that's enabling us to

in essence compute on the fly.'
1

Howard Lincoln,

President of NintendoMifeerica
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PlayStation

To find out more about PlayStation, check out our WebSite address at http://www.sony.com. For game hints call 1-900-933-S0NY (7669). The charge is $0.95 per minute. Callers under the age of 18 must get parental

and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. U R NOT READY is a trademark of Sony Interactive Entertainment Inc. Developed by Sony Interactive Studios America: Officially licensed

and GameDay are registered trademarks of the National Football League. All rights reserved. Officially licensed Product of the National Hockey League Players Association.©1995 NHLPA. TM and ® designate

not be reproduced without the prior written consent of NHL Enterprises, Inc. ©1995 NHL. Officially licensed Product of the National Hockey League ®. NHL is a registered trademark and Face Off is a trademark of the NHL.



sports/ Well, it's not a dream anymore. It s a nightmare.

.

SIBllllSIlt

If you’re not blocking a 100-mile-an-hour slapshot,

you’re getting trampled by a weak-side blitz. What’s going

on? You’re on the ice with NHL’ FACE OFF ’ and you’re

on the field with NFLGAMEDAY.~ The Sony PlayStation’s

super-fast 360° graphics bring you face-to-face with

a Natrone Means stiff-arm and face-to-astroturf with a

Seau blindside sack. On the ice, you’ll be trading

3-D hip checks with Ray Bourque and Jeremy Roenick,

while trying to keep Mark Messier and Pavel Bure from

SONY scoring on you at will. (After all, the players

have their real-life abilities.) You can even

roiiow your stats (no matter how pitiful they are)

throughout the season. Just like in the pros. Where your

nightmare is every defensive lineman’s dream come true.

ihone is required. Available 24 hours a day/7 days a week. U.S. only. Sony is a registered trademark of Sony Corporation. PlayStatioi
product of the NFL Players and NFL Properties. NFL team names, logos, helmet designs and uniform designs are registered trademarks of the' team indicated. N!

trademarks of licensor and are used under license. All NHL and team logos and other marks depicted are the property of the NHL and the respective teams and rri

©1995 Sony Interactive Entertainment Inc. Call 1-800-771-3772 for Information on Game Ratings.



You finallyfigure out The 7th Guest , only to hear that its sequel, The 1 Ith Hour is going to be released.

2
Disbelief.

This can’t be true! You read the articles, memorize the reviews, 8c talk incessantly about The 11th Hour. Friends shun you.

3
Resentment.

They said it would be out, 8c you believed them. Where is it?! Why would they lie to you?!!

4 m
Acc eptance.

' It’s out!!! Finally! It’s everything they said it would be 8c more. Now, ifyou could just figure out,what is behind the.

5
Death.

m

Visit our web site at http://www.vie.com

The 11th Hour: The sequel to the 7th Guest & The 7th Guest are trademarks of Virgin Interactive Entertainment, Inc. & Trilobyte, Inc. © 1995,©1992 Virgin Interactive Entertainment, Inc. & Trilobyte, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd.



The 3-D graphics will whiten

your hair, notyour teeth.

You can stop grieving now. The llth Hour: The sequel to the

Relax, and let us drawyou

a nice hot hloodhath.

‘Gee Wally, Mrs. Cleaver

isn't so nice anymore.”

Nineteen puzzles kill precious

time, as well as brain cells.

7th Guest ” has finally arrived. This PC CD-ROMgame fuses

incredible 3-D graphics and mind-numbing challenges with a

full-length psychological thriller. It's also 12 times bigger and 2

CDs longer than its predecessor. So, is The llth Hour really

worth the wait? Well, we think it’s totally killer. TRILOBYTE

It sfinally arrived.







FUSIONNEWS
ALL THE NEWS THAT WE SEE FIT TO PRINT

Cash
Of The Titans
Sony and Sega Marketing Campaigns Contend for the New Years Platform Title

T
oothpaste manu-

facturers added

tartar control and

baking soda to

their products in an attempt

to exceed or match one

another in mouth-cleansing

capabilities; likewise, the

beer industry introduced ice

beverages and microbrews

while sneaker companies

overhyped pump action gear

and rear shoe lights. Hardly

disappointing gamers, Sony

and Sega are similarly rais-

ing the gaming industry’s

stakes with a slew of new

marketing campaigns and

system add-ons for their

respective PlayStation and

Saturn platforms. And from

the look of things, if anyone

is going to be the winner

this holiday season, it'll

be the consumer.

It’s evident that the gaming

contest has become a two-

horse race (Nintendo aside),

with Sony ahead of Sega by a

length or two. But don't count

the Saturn out of the running,

because round two of the

32-Bit war is just heating up.

Sega is diversifying, preparing

to take an advantage from

several fronts. SegaSoft, still

in its infant stages, was initi-

ated by Sega in recognition of

online gaming’s potential, and

probably from an acknowledg-

ment of the need for a more

competitive arsenal against

the dominating PlayStation

and looming Ultra 64. An

Internet peripheral is currently

in development (as is a key-

board) and is targeted for a

$150 price point. Neil Cohen,

Sega’s VP of marketing

explains the move: “Obviously,

providing inexpensive access

with functionality might be

appealing to consumers. Larry

Ellison (Oracle COO) talks

about an under-$500 black

box, but if we can make that

happen, it will be under $300
and play games too.”

While SegaSoft hopes to

bring online gaming and cheap

Internet connectivity to life,

Sega PC, yet another company

division, is busily porting over

existing games like Sega’s

Sonic and Ecco titles and the

popular Comix Zone.

Is Sega spreading itself

too thin? Executive VP of

Marketing Mike Ribero doesn’t

think so. “Ubiquity has proven

what it can do if you have a

brand that can sustain the

kind of diversity we’re

looking for.”

Good luck to Sega because

they have a rugged newcomer

in the PlayStation. Whereas

Sega is employing their

“ubiquity” strategy, Sony is

unwaveringly focused on their

new platform. Chip Herman,

Sony's VP of marketing com-

ments, “When Sony designed

the hardware system, one of

the objectives was to develop

a product that could last a

long time in the marketplace.

We don’t anticipate an

upgrade or modifications..”

So don't expect PlayStation

PC, PlayStation Online or

PlayStation 64 anytime soon.

That doesn’t mean that

Sony isn’t striving for apprecia-

bly better and better gaming

o



PLAYSTATION
PROMOTION
• Sony's latest television

advertising campaign involves

a collage of quickly cut,

stylized cyberimages,

a la MTV. “Interactive” is the

key word from Sony VP of

Marketing Chip Herman. You
might need to freeze-frame

the frenetic commercials, but

if you look hard, ye shall find

some pretty cool hidden

codes and messages. (Ads

conceived by TBWA ChiatI

Day Inc.)

Ad line:

“The good news is, these

games kick serious butt...the

bad news is, you’re the butt."

Quick cuts and cyber images

invoke a VR feel to Sony's ads.

Themes of CD technology and

the mysterious “eNOS Lives”

run through all Sony ads.

V
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The tag line:

“You are not ready.”

in the future; simply, the

PlayStation has already proven

what it can do. According to

a retailer at a Chicago

Electronics Boutique, “The

PlayStation is way outselling

the Saturn.” While the EB

worker, declined to provide a

comparative sales ratio, as did

Toys ‘R Us, it’s clear who’s

moving hardware.

So how did marketing chief-

tain Sega lose the edge to

upstart Sony in the first place?

“There were three reasons,”

explains Cohen. “First, the

Saturn] was at a very high

price point, $399. Second,

there wasn't a lot of software

available at the launch that

really showed the power of the

system. Third, our development

systems weren’t as easy to

use as they could have been.

So all of those things created

a perception that there was

some kind of technical troubles

with the machine.”

Of particular difficulty for

programmers like Takara were

the dual Hitachi SH2 32-Bit

RISC processors. But while

the complexity of the proces-

sors first caused difficulty for

programmers, look for it to

be a future advantage.

Second-generation games like

Virtua Fighter 2 already look

downright impressive.

Sony, on the flip side, can’t

seem to do any wrong (except

for infinitesimal PlayStation

difficulties hooking up to old

Zenith televisions). Credit that

to an intuitive bunch of market-

ing prognosticators as well as

the larger, financially muscular

umbrella corporation. Masters

in audio and video gadgetry

and second only to Coca-Cola

in brand-name recognition,

Sony has the resources of

a third-world nation.

On Sony's cooperative

marketing strategy, Herman

remarks, “We recognize we

have to do it differently. Sega

and Nintendo have done a

great job in reaching this fickle

market.. .We’ve taken the

approach that Sony means
quality and leadership, and

that’s what kids were telling

us. All elements of our market-

ing plan contain information

and interactivity. Every televi-

sion ad, every print ad has

codes hidden in that marketing

element. There is depth to

everything we do.” Sony will

also be leveraging sister-

company influence by placing

PlayStation trailers before

Columbia/TriStar holiday films

and first quarter home-video

releases; also by situating

PlayStation kiosks in Sony

theaters in over 17 states

and by updating (on an eight-

week basis) a sampler of the

latest platform games.

Sega will have their hands

full in challenging the jugger-

naut Sony Corp. while simulta-

neously fighting off the SNES.

Sega’s waging war on two

fronts at once and can’t forfeit

what’s still a much larger

16-Bit market. According to

Cohen, however, Sega does

have one distinctive advantage

over the PlayStation, and that’s

first party proprietary develop-

ment. “All of our key arcade

ports will only play on Sega

Saturn. You'll never see them

on the PlayStation, like Sega

Rally and Virtua Cop. However,

all of the best games that Sony

has will eventually play on our

system. They only have win-

dows of exclusivity.”

Sony’s Herman rebuffs

Cohen’s claims by pointing to

two very strong PlayStation

titles, Warhawk and Twisted

Metal. As far as games like

MK3 and Namco’s Ridge Racer

are concerned, he adds,

“Frankly, that may be too

little, too late (for the Saturn

system).” Time will tell. •

SEGA SATURN
SALES
Sega is introducing some
punchy and compactly script-

ed commercials for the com-
ing months. Their new cam-

paign is often dark and noir in

style, overlaying moody music

with shadowy backdrops. The

target audience for the new
Saturn ads (not all of them)

appeal to an older demograph-

ic, but still retain the “cool”

quality of past campaigns.

(Ads conceived by Goodby,

Silverstein & Partners)

The 1 5-second spot entitled

“Car Alarm” begins with a shot

of a parked vehicle, and the

sounding off of its car alarm.

A close-up of the windshield

reveals a break-in.

A crack of a bat and a soaring

stadium home run reveal the

true nature of the break-in.

WORLD SERIES R ASERA LL'

The tag line:

“A little too real.”

"WE'VE TAKEN THE APPROACH THAT
SONY MEANS QUALITY AND
LEADERSHIP, AND THAT'S WHAT KIDS

WERE TELLING US."

-CHIP HERMAN
SONY VP OF MARKETING

©



FUSIONNEWS

DIE HARD M2:
3D0 Gets d Second

A mega-deal has turned the M2 from

potential vaporware into the Ultra 64's

most potent competitor. The 64-Bit

technology is now on the fast track

for second-half 1996 delivery.

Despite rumored deals with Sega and

Philips, 3DO struck a $ioo-million accord

with Matsushita Electric Industries Co.,

sending the erstwhile hardware competi-

tor into the 64-Bit battle with a fat wallet

for a shield and an aggressive worldwide

licensee as an ally. Matsushita now owns

The images shown here provide an

example of M2 programming capabilities.

exclusive rights to the M2 hardware

and its operating system—the agreement

stipulates a 53-a-disc royalty for 3DO that

could pour an additional $150 million into

the 3DO treasury over the next five years.

Many analysts who liked the original

platform had long questioned 3DO's

financial ability. The hard facts indicate

that it takes at least $100 million to

introduce a new console to the interna-

tional market. Prior to this, the Redwood

City, Calif., company had precariously

Ayako Shotoko of Matsushita’s

Electric Industrial Co. Ltd.,

Interactive Media Division,

sheds a little light on M2’s
shady future.

“Having had a discussion with our

development team, as they are still in

the process of finalizing the design,

there is a high possibility that the

design will change from the one shown
at E3 .”

—Expect a much sleeker, more compact

design for the new M2 hardware system,

with a possible choice in console colors.

“We are in the process of negotiating

to sublicense hardware manufacturing

to the third-party hardware manufactur-

ers. We have not reached any

agreement yet.”

—3DO is in development for at least 1

0

games for the M 2 platform. Other third-

party publishers are rumored to have

begun development as well.

“We are currently studying the pricing

that will be acceptable to the market,

but we have not reached any conclu-

sion yet. I think it is too early to

comment even about the price

range, having not seen that product

yet. And we are not confirmed what

the material costs will be.”

—The future M 2 platform was originally

priced by 3DO, in mid-’94
,
between

$399 -699 . Matsushita has not confirmed

new price points, but has promised an

upgrade for the M2 system (nicknamed

the “bulldog”) that will play 3DO games.

dwindled to a cash reserve of less than

$20 million.

"In order to succeed in this business,

we needed to acquire the rights and

become the licensor,” explains Mikio

Higashi, Matsushita's managing director.

"We will implement this technology in

a wide variety of applications in both

o

M2 AT A GLANCE
Highlights
• 1 0 custom coprocessors
• 528 MBytes/Second Bus Bandwidth

• 1 million polygons per second

1 000 million pixels/second

rendering speed

CPU
• Power PC 602
• 66 MHz RISC
• 1 32 Million Floating Point

Operations per second

Memory
• 48 Mbits (SDRAM, ROM)
• 64-Bit bus
• Cache Coherent Memory
System

Graphics
• Resolution: 640x480 & 320x240

or 1 6-Bit color depth

• Full-Motion Video

Audio
• 66 MHz DSP
• 32 channels: hardware decom
pression and interpolation on all

channels.

• 3-D CD-quality sound

consumer and commercial audio, video

and computer businesses."

The first two products, to be sold in the

U.S. under the Panasonic brand name, are

an accelerator add-on to upgrade the 32-

Bit REAL multiplayer and a full M2 console.

No price points have been set, but $150 is

the price most often estimated for the

accelerator. Also expect an M2 set-topper,

a modular coin-op machine and integra-

tion with home computers to follow.

Matsushita will join 3DO in whooping

the M2 consumer mating call to the rest

of the world in an attempt to match the

success Sony had with the release of the

PlayStation. Matsushita will sublicense

hardware and software rights, although

no developers have signed at press time.

Good luck to all involved. •



2 GAMES
2 CDs INSIDE

tCl'//

And whether

you’re at the

controls of

Russia's premier

attack helicopter

you don’t ha’

American counter-

part, the RAH-66

lying over the

network or

direct connect)!

you can go

head-to-head,

team up for

cooperative

play or fly solo.

player
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Notes FromCOMDEX
Go To Mars
Fans of the PlayStation

game WipeOut will be pleased

to know that there’s a secret code

hidden in Sony

commercials

(above) that

enables gamers

to reach a

seventh hidden

track. Aptly

named Flrestar,

the course sends

drivers across the red drifts of

Mars. To access Flrestar, choose

single player at the Option Screen,

and press and hold down the fol-

lowing buttons at once: LI, L2,

right directional arrow, start, S, 0,

X. The X must be pressed last.

• Forte’s Vfxl Headgear Virtual

Reality System will retail for $995
and provide a 3-D stereoscopic

flip-up visor with adjustable binary

optics, dual .7”-color LCDs, stereo

headphones, cyberpuck controller

and microphone.

• ViewSonic multimedia monitors

were the pick of the show with

sparkling color and high quality

sound. The 1 5” monitor retails

for approximately $600.

• A version of Top Gun technology,

used by 7th Level in Battle Beast, will

be sold to other

developers next year

for around $500.

• IBM announced
plans for an interper-

sonal computer that

will ship some time next year. The
machines have no floppy drive

and are designed specifically for

networking.

• Time Warner’s T-Mek Tournament of

Destruction National Collegiate Tour

will visit 128 colleges throughout

January. Find out more at

http://user.aol. com/TMEKI

.

• Probably the most embarrassing
moment of COMDEX this year:

Blistex gave Bill Gates the Most
Micro-Soft Lips Award in their World’s

Most Beautiful Lips promotion.

(/) ft
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Comdex/PacRim Jan. 16-18, 1996, Vancouver Trade &
Convention Centre, Vancouver, British Columbia, Canada;

contact the Interface Group at (617)449-6600. Trade Only.

UniForum Feb. 14-16, 1996, Mascone Center, San

Francisco, CA; contact the Interface Group at (617)449-

6600. Trade Only.

New Media Expo Feb. 27-29, 1996, Los Angeles

Convention Center, Los Angeles, CA; contact the Interface

Group at (617)449-6600. Trade Only.

Comdex/ComExpo-Mexico Feb. 27-March 1, 1996,

The Sports Palace, Mexico City, Mexico; contact the

Interface Group at (617)449-6600. Trade Only.

Windows World/Mexico Feb. 27-March 1, 1996, The

Sports Palace, Mexico City, Mexico; contact the Interface

Group at (617)449-6600. Trade Only.

Enterprise Computing Solutions April 10-12, 1996,

Georgia World Congress Center, Atlanta, GA; contact the

Interface Group at (617)449-6600. Trade Only.

For more information regarding convention dates, contact;

http://www.eia.org/ceg and
http://www.comdex.com

For second quarter 1995, worldwide

CD software sales reached $292

million. While gaming products out-

sold business software in total units,

business software reaped in more

total revenue.

“What is a billion?” asks Nintendo of

America. The answer: the annual

interest on Bill Gates’ Microsoft

stock; 200 times man’s tenure on

Earth; and most importantly, the

number of cartridges sold by

Nintendo to date. In the past 12

years, the gaming giant has sold

video games around the globe at

a rate of nearly three per second.

End to end, that means plastic

cartridges circumscribing the

world three times over.

A Jupiter and Yahool survey reports

that the majority of current Web
users have been connected for less

than a year. It also maintains that in

the past six months, nearly 30 per-

cent of respondents have actually

made a purchase online, 66 percent

of which were made through the

Web. The survey depicts the average

Internet consumer as a single, 25-

34-year-old American male with an

income between $35,000-49,999.

According to the latest RLB Inc. poll,

the number of jellybeans in your

local Osco’s “Win All the Beans”

jellybean contest is 1,986.
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Ridge Racer™

I

Virtua Fighter™

Bug!™

To you they're games.

To the Game Shark they're lunch.

Kill faster! Jump higher! Never die!

Interact s GAME SHARK " for the Sega

Saturn™ and Sony PlayStation™ systems

is the ultimate game enhancer! GAME

SHARK gives you total control over the

hottest Saturn and PlayStation titles! It's

got tons of built-in codes, and it's totally

updatable for all the new releases.

Hardcore gamers can join DANGEROUS

WATERS, the members-only source for

GAME
SHARK

VIDEO
GAME

ENHANCER Interact
Make your
own rules.

exclusive Game Shark codes!! GAME

SHARK will change the way you play your

games—forever.

For the latest codes call the Game Shark Hotline at 1 -900-773-SHARK
(Call costs $1.29 per minute. Must be 18 years of age or have parent's permission to call. A service of Interact Accessories, Inc.)

Ridge Racer is a trademark of Namco Hometek, Inc. Virtua Fighter and Bug! are trademarks of Sega Enterprises, Ltd. Sega and Sega Saturn are registered trademarks of Sega
Enterprises, Ltd. Sony PlayStation is a trademark of Sony Computer Entertainment Co. THIS PRODUCT IS NOT A GAME. GAME SHARK for the Sony PlayStation and GAME SHARK for

the Sega Saturn are each sold separately. GAME SHARK is a trademark of Interact Accessories, Inc. © 1996 Interact Accessories, Inc. All Rights Reserved. Interact Accessories, Inc.

A RECOTON COMPANY, 10945 McCormick Road, Hunt Valley, MD 21031, (410) 785-5661.
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Quips & Q uicks

Cheech & ROMs
"I play a pizza delivery

guy. It's very funny.

They're just doing the

voice-over right now,"

Cheech Marin told FUSION

about his yet-to-be-

released Turner

Entertainment CD-ROM,

Zoom. Aside from recent work in The Lion King,

Desperado, Tin Cup (Kevin Costner), The Great White Hype

(Samuel Jackson) and From Dusk Till Dawn (Quentin

Tarantino, George Clooney), Marin has also occupied his

time with Terry Jones' (Monty Python) British humor

infused CD-ROM Blazing Dragon, a King Arthur misadven-

ture developed by Crystal Dynamics. Both CD-ROMs are

due out first quarter '96.

Playing Doctor
On Oct. 10, actress Shari

Belafonte, on behalf of the

Starlight Foundation and

Nintendo of America,

donated the 1,oooth

Nintendo Fun Center to the

pediatric patients of UCLA

Medical Center.

Dig This CD-ROM
Fans of the famed Woodstock photographer, Elliot Landy,

can now appreciate the artist's celebrated work on

Panasonic's ELliott Landy's Woodstock Vision: Spirit of a

Generation (due for release in February for IBM and Mac

CD). Included are Landy’s renowned capturings of Janis

Joplin, Jimi Hendrix, Dylan's Highway 61 cover photo,

Woodstock, psychedelia, The Band...over 350 images, along

with video clips, music and narration. Groovy.

Digital Film
Vision Interactive Publishing has announced

an agreement with Orion Interactive and

ESPN to deliver video CD/MPEG bundles

(includes 24-Bit Ace Movie Master MPEG
card). The Orion MPEG Movie Pack will

include eight full-motion video CDs from

Orion Pictures, such as Throw Momma From

the Train, F/X and Navy Seals. The ESPN

bundle will include titles such as Extreme

Game Highlights and Sports Blooper

Awards. Each CD bundle will retail for $429.

EXTRAS
Reader’s Digest and PBS have joined forces to provide worldwide marketing of CD-ROMs

and multimedia products to be based on yet unfilmed television programming... Creative

Artists Agency initiated two new departments, the New Media Group and the

Entertainment Ventures Group. Leveraging CAA's talent pool, both start-ups will tackle

the interactive market, including the creation of CD-ROMs, online services and broadband

networks...Monty F*ython favorite Terry Gilliam has inked a deal with Enteractive Inc. to

produce a CD-ROM game entitled Animations ofMortality.

LOG ON GARTH
Journeymen of the World

Wide Web, are you ready to

rock? The cheesily titled

Cyberian Rhapsody, the first

symphonic concert on the

Internet, has assembled a

remarkable group of scrunge

musicians. The likes of Alice

in Chains, Soundgarden, Pearl

Jam, Queensryche, Heart and

Guns ‘N Roses (Slash) were

streamed live over the

Internet on Nov. 10, and can

be downloaded through

February for aural enjoyment.

In conjunction with

CompuServe and funded by

Seafirst Bank (to benefit the

King County United Way),

Cyberian Rhapsody consisted

of four movements that

included a tribute to Nirvana

and Jimi Hendrix.

Rumor has it that many
users had difficulty connect-

ing to the online concert, but

IntertaiNet orchestrator Chip

Wilson declares that Cyberian

Rhapsody was enormously

successful in combining live

entertainment and the Web.

“There were so many things

to do. Many people think, ‘This

just deals with bandwidth

issues,’ but it dealt with rights

and licensing issues, Internet

contracts and all kinds of

stuff. We solved a lot of prob-

lems and so far are the only

ones who have.”

Expect several new Internet

symphonic performances in

the near future from

IntertaiNet. For now, check

out Cyberian Rhapsody at

www.theparamount.com/

intertainet/. •
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An introduction to the hierarchy of Doom.
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Cyberdemon

Imp

Demon

Spectre
( invisible)

Former Soldier Former Sergeant

Cacodemon

4
Chain Gunner

You

ij Custom Edition
for the

I Sony Playstation.

Doom. The Sony Playstation Custom Edition. Over 50 levels of madness and mayhem from
Doom I and II. Plus all new levels of destruction as well. Every weapon, monster,
and surprise you loved before. Plus a two-player Deathmatch mode for when you're
feeling really nasty. The nice thing about Doom is you always know where you stand.
Even if it's at the bottom of the food chain.

©
DOOM™ © 1993 Id Software, Inc. All rights reserved. DOOM™ in the Sony Playstation Platform © 1995 Id Software, Inc. All rights reserved. Distributed by Williams Entertainment Inc. under license from GT Interactive Software Corp. DOOM™,
the DOOM logo™, character names, images, distinctive likeness and other elements depicted thereof, are trademarks and the exclusive copyrighted property of Id Software, Inc. The Id™ and the Id logo™ are trademarks and the exclusive copy-

righted property of Id Software, Inc. Williams® is a registered trademark of Williams Electronics Games, Inc. GT™ and the GT logo™ are trademarks of GT Interactive Software Corp. All other trademarks are property of their respective companies.



FUSIONNEWS

PSINet Gets Civilized
Who’s got their hand in the online

cookie jar these days? Well, just about

everyone, but the most notable

announcements have come from the

Internet providers over at PSINet who
have recently signed agreements with

both Microprose and

Mpath Interactive to

bring gaming online.

“We are the sole

provider that

Microprose sought

out because our

backbone actually

makes this thing work

as well as it does,”

boasts Brain Muys of

PSINet about the

newly planned

Civilization online game. Actually,

Microprose has been actively seeking

out other Internet providers—but yes,

PSINet’s InterRamp service is a great

platform for the game, especially con-

sidering their 1 60 worldwide POPs
(points of presence). A special CivNet

Web site, www.microprose.com/civnet,

will allow up to seven international

users to locate other opponents, and

compete and chat in real time.

Mpath declined to comment on

any of their content, but a PSINet

spokesperson spilled, “Mpath’s game
has only been screened to date for a

select group of ana-

lysts. They’ve suggest-

ed it’s going to be

called Terminal

Velocity. It will essen-

tially be a jet fighter,

Star Wars-type, very

lifelike simulation

along the lines of what

F-1 8 fighter pilots use

when they’re training.”

Mpath did announce,

however, a complimen-

tary platform that will enhance

PSINet’s network performance for

latency critical applications. Look for

Mpath software in early ’96. CivNet

software, on the other hand, will arrive

in stores early winter and will be

bundled with InterRamp software and

a free seven-day trial service. Mmm,
bundling goodness. •

NEWLY-WEB

Word of Mouth
Je ne parte pas Francais?

Not a problem. Accent

Software’s home page,

www.accentsoft.com, now
offers Net-goers a free utility

that allows Web browsing in

over 30 languages. Similar

to other Web browsers,

Accent’s software supports

graphics and hypertext links,

and pops up automatically

when a user downloads mul-

tilingual text. Fantastique !

Tune Up
It turns out that buying

that ’72 Dodge Pacer was a

bad idea after all. Before you

hit the used-car lots, be sure

to check out the Automotive

Information Center’s con-

sumer resource site at

www.autosite.com. A show-

room of over 24,000 pages

provide car buyers with book

values, published reviews

and repair guides. There’s a

lot of free info at AutoSite,

but a $4.95, three-month

passport fee provides users

with unlimited access.

Night Life
Memories of awful films like

Electric Dreams and Weird

Science might be invoked

when you enter the carnal

realm of Virtual Dreams
(www.virtualdreams.com). The

real-time adult entertainment

service, targeted to hetero-

sexual male voyeurs, com-

bines sensual fantasies with

a computer interface. For up

to $5 a minute, users can

receive live video transmis-

sions via standard phone

wires. Is it worth it? That’s

a matter of taste.

Southern Exposure
Excuse the banal pun, but

Mountain Travel-Sobek’s

Virtual Antarctica is one of

the coolest new sites on the

Web. Join a real explorative

voyage to the Deep South

with live chat sessions,

digital photos, weather

updates and travel itiner-

aries. Glaciers of information

on wildlife, crystalline ice

caves and historical explo-

rations complement an enter-

taining interface. Hypertext

to www.terraquest.com for

loads of ice, ice baby.
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imensional Challenge!

Treat your

brain to a whole new
sensation. Take on a friend

or a cleuer CPU opponent and move

shapes in a real 3-Dimensional environment!

Mental Block?
If old puzzle games leave you feeling flat,

r**-

'^lECHnOS
* ^4 amERican iechtiOs inc. iff;

lor 2
Players

TS
American Technos, Inc. 2010 North Flrsl Street, Suite 500, San Jose, CA 95131

Geom Cube is a trademark of American Technos, Inc. <£) 1995 Technos Japan

Corporation. Licensed exclusively to American Technos, Inc. PlayStation and the

PlayStation Logos arc trademarks ol Sony Computer Entertainment Inc. The ratings

icon is a registered trademark ol the Interactive Digital Software Association
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Whole-in-one
Conceptually, it's here

—

RCA’s Genius Theater is

one of the first all-purpose

multimedia technologies,

and incorporates a 35-inch

direct-view color TV, CD-ROM
changer, wireless keyboard

(for accessing a number

of online services) and a

point-and-click remote

control. The Genius Theater

is not for sale yet, but when

it is, going online will be as

easy as turning on your

television.

F>R0DUCT

Watch
Wonder Twin Powers Activated
Using an ATM-like technology, Dallas Semiconductor is intro-

ducing their computer "deadbolt,” or the Priva-C ($79). The

device secures any home computer from undesirable users

through patented software and two electronic chips, one

that attaches to a keychain or ring and another that plugs

into the parallel port of a PC. Touch the two access buttons

together, type in your PIN number, and voila, you have

access to your computer.

Multimedia Jukebox
NEC Technologies, Inc. has developed the first

internal, quad-speed, four-disc changer, a step

up from Gateway’s current three-disc shuffler.

For $279, multimedia users can (at the touch of

a button) swap Grammar Rock for Space Sirens

II for Compton ’s Encyclopedia for PC Golf—and

the changer operates as either a single- or four-

drive letter device.

FUSION STOCK MONITOR

The FUSION index of interactive electronic stocks flattened out

in October after rising consistently since April. During the month,

several stocks were highly volatile, reflecting the battle between

enthusiastic growth investors and critics of high multiple stocks

(especially the PC-oriented companies with market capitalization

to revenue multiples in excess of 6X). By segment, PC-oriented

companies rallied 2.3 percent, offset by declines in retail (-1 1 per-

cent) and cartridge publishers (-4 percent). Eleven stocks lost

ground during October, versus four that gained.

On the plus side, the shares of America Online jumped 16

percent (due to strong investor demand for online service compa-

nies), followed by a 5.5 percent increase in Activision (favorable

earnings surprise) and a 2 percent rise in Davidson. T*HQ spiked

25 percent on profitable September quarter results.

The retail segment stocks were down, reflecting concerns about

a slowing economy, high consumer debt and weak anticipated hol-

iday sales. Shares of Egghead sank 1 5 percent (exacerbated by

poor corporate division earnings), CompUSA dipped 1 1 percent

and NeoStar slid 1 3 percent.

Many other stocks gave up ground. Spectrum Holobyte dropped

19 percent (related to arbitrage after completing a $50 million

convertible bond offering), Broderbund dipped 9 percent on con-

cern that SoftKey would break up the merger with The Learning

Company, and 3DO slumped 9 percent after announcing it had sold

off rights to M2 to Matsushita for $100 million. Creative Labs fell

1 5 percent and Sierra eroded 5 percent, reflecting dynamic intra-

month price swings. Electronic Arts closed down slightly, Acclaim

lost 8 percent and WMS gave up 7 percent. •
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The battle rages on. Two opponents.

Two strategies. The year is 1941 and

the scene is the Pacific. Japanese Zeros

appear on the horizon, marking the

beginning of World War II. From Pearl
—

Harbor to unconditional surrender, this

is your battlefield.

PTO II delivers the power to

control this infamous war. With new

technology, faster and better war

machines are at your disposal. Command

the guns of the mighty Missouri, launch

devastating Japanese fighter attacks, or

storm the beaches of Okinawa. India,

Australia, and the east coast of the

United States mark new regions for

enemy domination. Three campaigns

await the most ambitious of generals

while single-ship engagements

prepare you for more!

Play one of three major campaigns

or seven short scenarios

Set your own victory conditions

II Execute precise military maneuvers

with over 100 unique officers

Select from 120 war-

ships, 60 fighters &

I bombers, 20 submarines, &

. 10 categories of tanks

Intercept & decipher

H enemy messages using

technologically

advanced weaponry

Command forces from 70 strategic

bases around the globe

Full motion video enhances special

events and commands (not available

for Super NES or IBM CD)

One or two player excitement

auyii-.fi cu>

Strongarm Presidents,

Prime Ministers and

Commanders.

Super NES Screens Shown

Torpedoes are a deadly

FORM OF ATTACK.

Powerful guns provide

LONG-RANGE FIRE POWER.

tH9 plan phase rrnjer

PTC*
Pacific Theater of Operation

Coming Soon for:

SMHNIHim
Microsoft*
WINDOWS-
COMPATIBLE

IBM CD ROM

Available at your favorite retailers nationwide.

Phone 415/348-0500 for additional information

or to order direct.

KOEj
K0EI Corporation

1350 Bayshore Hwy, Suite 540

Burlingame, CA 94010

PTO II is a trademark of KOEI Corporation. Nintendo, Nintendo Entertainment System,

and the official seals are trademarks of Nintendo of America. Sega and Sega Saturn

are trademarks of Sega Enterprises, Ltd. Microsoft, Microsoft Windows, and the official

logos are trademarks of Microsoft Corporation. All Rights Reserved.
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Bits, Bytes and Buzz. .

.

Oracle continues to

promote their $500 network

computer and expect a

working model sometime in

'96 Virtual i-o, the

maker of VR headsets,

announced $19 million in

financing to develop lower-end

and more affordable hard-

ware, in part for the Sony
PlayStation AOL and

Intuit have joined forces to

provide online electronic

banking....Byron Preiss
Multimedia has released

their Virtual Toy Store, offer-

ing users 3-D downloadable

playthings at www.byron-

preiss.com....AT&T is

offering free Internet access

and voice messaging to

110,000 public and private

schools. It will be a costly

investment for AT&T, but

they’re banking on a future

pool of service buyers.

...Multimedia Magic
is allowing anyone to set up

a 3-D virtual apartment in

The Colony, the residential

district of Cybertown. Also

expect flyable spaceships

and drivable freeways

real soon. •

CONVENTION WARS II

The International Digital Software Association

initiated a little head-to-head competition against the

Summer Consumer Electronics Show last year, and

virtually stole away the electronic entertainment

industry to their own E3 show in Los Angeles. Well, a

whole new pack of industry convention hounds are

battling it out again. This time around, it’s the

International Data Group (IDG) partnering with the

Interactive Multimedia Association that’s

causing a stir. The two groups will

stage the IMA Expo in New York

City, Sept. 1 7-1 9, 1 996, a show
that will focus on CD-ROMs,
onlines, broadband, enterprise

networks and Internet

delivery systems.

The worst casualty of the

latest convention war will

probably be Comdex Las Vegas.

The sheer size of their November
Comdex show drew grumbles from

attendees and many former patrons

indicated that they would be happy to support

another more industry-specific show.

Michael Braun, chairman of the IMA, told FUSION,
“Our members want to dedicate their resources to

just one major multimedia development show a year,

and right now no show comes close to what we
envision for the IMA Expo.”

IMA is asking several affiliated trade associations to

hold their annual conferences at their new
convention, and so far, CD-ROM/DV Expo has agreed.

Powerful companies that have also signed up for

the show include Apple, Horizons, IBM, Intel, Kaleida

and Macromedia. With strong backing like that,

prepare for more convention fireworks to come. •

GAMING TOP TEN

TOASTING THE
In its debut, Ultimate Mortal

Kombat 3 sprung to the top of the

charts, knocking previous king of

the hill, Tekken 2, to the number

two position.

VIDEO ARCADE GAMES
Ultimate MK 3 Midway

Tekken 2 Namco
Open Ice Midway

Mortal Kombat 3 Midway

Viper Fabtek

Gal’s Panic 2 Kaneko

Great 1000 Mile Rally Kaneko

Raiden DX Fabtek

X-Men: Children of Atom Capcom

VIVif Wrestlemania Williams

Estimated costs of up to $7 million

and a developmental timetable

somewhere between two to three

years may or may not pay off for

Phantasmagoria. This month,

however, Sierra enjoys top sales.

£PC GAMES
1 4 Phantasmagoria Siena On-Line

2 2 Microsoft Flight Simulator Microsoft

3 6 Ultimate Doom: Thy Flesh Consumed GT Interactive

4 3 Myst Broderbund

5 1 Mechwarrior II Activision

6 5 NASCAR Racing Papyrus

7 - Command & Conquer Virgin

8 9 Doom II GT Interactive

9 7 Dark Forces LucasArts

10 - Apache Gunship Interactive Magic

Myst continues to enjoy top Mac
sales, but there’s really no substi-

tute for blowing away the minions

of hell. Expect top honors to swell

for Doom II in the weeks to come.

^MACINTOSH GAMES
1 2 Doom II GT Interactive

2 4 Myst Broderbund

3 3 Dark Forces LucasArts

4 1 Dungeon Master II Interplay

5 6 Star Wars Rebel Assault LucasArts

6 9 SimCity 2000 Maxis

7 5 Top Ten Pack Electronic Arts

8 10 SimCity 2000 Collection Maxis

9 - Caesar’s Palace Virgin

10 - Star Trek Next Generation: Omnipedia Simon S’ Schuster

Video Arcade Game listing courtesy of RePlay Magazine.

LAST
MONTH

1 -

2 1

3 -

4 2

5 3

6 9

7 18

8 4

9 5

10 8

NEW YEAR



Infiltrate the enemy
Comm Bunker.

crashed

on a strange

planet. You quickly become

friends with the local alien,

Gaan. Together, you'll go from

hauling butt through the forest

to blasting into a bomb-filled

mine shaft to fighting through

an armory to destroy a reactor.

It's Alien Cdyssey — the PC CD-ROM

game with incredibly smooth character

animation and Argonaut's exclusive 3D

adventure game technology. It's total

annihilation. But in a friendly sort of way.
A R BO N A UT

Use teamwork to solve

puzzles and outwit invaders.

AUZh
ODYjjEY
a PHILIPS

©1995 Philips Media, inc. ©1995 Argonaut Software Limited. For more information call 1-800-340-7888. Visit our Web Site at http://www.philipsmedia.com/media/games
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COORDINATES: TIEBMASTER@WWW.TRANSFUSION.COM

Thanks for all the praise

Wendy, your check’s in the

mail! You think we’re funny

now, wait until we come out

of our protective chrysalis.

that is until FUSION hit. I

really like the wit and humor
interspersed throughout the

magazine, not to mention the

visuals. I loved the list of

things the

PlayStation can-

not do. I also

loved the William

Shatner wig-

treatment thing

in the November
issue. That was
brilliant!

Keep up the

good work and

don’t lose your

sense of humor.

Wendy Hansen

Madison, Wl

FMV DISAPPOINTMENT
Dear FUSION,

Concerning your article on

the making of Ripper the

interactive movie by Take Two
Interactive, check out those

cheesey special affects done

on the fat guy’s belly! The

technicians could have done

a much better job of creating

a convincing exploding belly.

It looked like the guy had a

Hoppity Hop glued to his gut

or something. What was the

budget for that thing anyway,

something like $4 million? It

just goes to show you that

the interactive game genre

has a long way to go. Even

with big names like Walken it

still lacks the excitement

level that a good, old-

fashion digital game can

bring. I would pick Doom or

even Pac-Man over any FMV
PC game. What is the appeal

of the FMV game? Looking at

the extensive line of Digital

Pictures products I see

nothing that interests

me. The amount of

movements available

to the player are

just too limited. A digital

game offers far better speed

and character manipulation.

FMV is still in its infancy and

the amount of coverage

FUSION gives the genre

should be limited to the

new FMVs that are truly

groundbreaking and not just

another dumping ground for

used-up actors.

Jerry Erhal

Albany, NY

You’re right, FMV is still in its

early stages but we feel the

amount of coverage we give

the genre is about right. The

gaming public is buying these

games, so we must review

them for quality. Oh, and by

the way, the exploding belly

wasn’t that bad.

GOOD EFFORT
FUSION,

I have read every issue of

FUSION and have been,

for the most part,

pleased with what I

see and read. The

direction FUSION struck

out on was a bold one

for a magazine root-

ed primarily in gam-

ing. The whole

cyber-culture, pop-

culture thing is big

now what with

mags like

Access and

Wired out there,

but the gaming

mag circle has

remained pretty dry;



COMMENTARY FROM THE EDGE OF THE NEW FRONTIER

DEHYDRATION
Dear FUSION,

I applaud your willingness to use Bill Gates

in your mag for something other than the

usual “Bill is God" routine I see everywhere

else. I really dug the cybersickness schtick in

the November News section. Right on. It’s

important to shed some humor on those who
don’t normally receive it. Come on, no one’s

untouchable these days, even the King of DOS
himself. I hope Bill Gates sees

the piece and can have a

laugh over it. If he doesn't,

then he’s just a big grump.

Clarence Hendricks

Lansing, Ml

Bill who?

CRACK THE CODE
Dear FUSION,

I am not sure if it has occurred to you guys

that many of your readers are probably hard-

core game addicts and would appreciate some
secret game codes. I have gotten codes from

other gaming mags and see no reason why

FUSION could not provide some tasty codes to

some of the more popular games out there. Also, more game reviews in

general would be nice. With all the different systems available, I may only

find three to four reviews for games that I can use on my system. Perhaps

you could divide up the games by system and review several for each.

Andrew Stack

Hinkley, IL

Well Andrew, we’ll do our best to include some codes in the mag. Check

out this month’s News section for a great WipeOut code. Remember, watch

those Sony PlayStation commercials very closely...you may just find some
more great codes.
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ULTRA CRAZY
Dear FUSION,

With the release

of the Ultra 64 on

the horizon, I have

to question

Nintendo’s logic

in creating the

system. In the

first place, why do

they think the

gaming public is

going to accept

cartridges after get-

ting a taste of the pleasures

of the CD? Sure it takes a lit-

tle longer to get the game up

and running, but the wait is

worth it once it has started.

Second, the price of a car-

tridge is way too high! I can’t

see the gaming public shelling

out that kind of money for one

game. What if the game really

sucks? I would be plenty mad
if I spent $65 on a game and

it was a complete dibble.

Nintendo might want to

research the product a little

more before they turn it loose

on the gaming public. Even if

the games look awesome it’s

going to be hard for kids to

come up with the money to

buy new games.

Bill Shmails

Columbus, OH

The youth of today have a

huge disposable income. If

the games are good, the kids

will find a way to buy them.

BEND OVER
FUSION,

Can you please tell me why big game companies feel

they need to constantly upgrade systems for us, the

unlucky consumer? I am getting tired of always having to

second guess my judgement in buying games for my 16-

Bit system! I don’t care

about the PlayStation or

the Sega Saturn. I am
perfectly satisfied with my
Super NES and see no

reason to "upgrade” to

one of the overpriced,

unproven systems. I'm

pissed that this might be

the end of the cartridge

when I am still interested in building up my game library.

Hell, I still enjoy playing Space Ace as I’m sure others do

too! Why do I have to bend over for the big money-

grubbing game companies?
Mike Eiler

Boston, MA

Mike, Just as the 8-track fell to the cassette and the

record fell to the CD, some things just have to evolve to

take full advantage of their technology. There is no rea-

son why you should stop playing your 16-Bit games if

you still enjoy them, Including Space Ace.

Veiled in shadowy darkness, they awaityour return. Mechanical monstrosities. Shrieking invaders.

You thoughtyou had destroyed them. You thought the nightmare was over. You thought wrong.

Prepare yourself for the all new Descent II. Warped to a distant part of the galaxy, you'll

battle all new enemies and all new terrors in a mind-twisting 360° 3-D environment that will challenge

you like nothing before. Travel through cascading waterfalls, sink into deadly molten lava, and plunge

into total darkness as you descend into the very heart of the enemy. Atyour command is a deadly

D E IN/I O
arsenal of 10 new, configurable weapons and an all new Weapons Transfer system that

allows you to assist buddies during multiplayer assaults. You’ll also find a helpful robotic

ally, all new power-ups, a rocking new soundtrack, explosive sound effects AND a

high-powered headlight beam to assist you when things seem their darkest.

Descend upon the Interplay web page at http://www.interplay.com or check with your

local computer software retailer for the latest release of the Descent II interactive demo.

A vailable for IBM and compatible. developed by

Watch for the full 30-level version coming this March.

D 1996 Parallax Software All rights reserved. All trademarks property of Interplay Productions.

1 clfculciX
Software

By Gamers. For Gamers.

17922 Fitch Avenue

Irvine, CA 92714

(714) 553-6678

http:,//www. interplay,com



CLEVER INSTINCT
Dear FUSION,

While playing Killer Instinct for SNES I discovered a code

that speeds up the game three times. To do this code you

must hold A,B,Y,X,L and R while pressing the directional pad

back and fourth in One-player Mode. If you do this code cor-

rectly, you will hear a punch sound after you pick your player

and [the screen] is showing the battle contestants.

Jeff Drobik

Fullerton, CA

KOMBAT COP-OUT
FUSION,

I’d like to applaud Pat Sandberg’s opinions on Mortal

Kombat in his review of WipeOut (November ’95 issue). MK is

a rancid piece of dogshit! I like games that immerse me in a

different world, not ones that require me to master a thou-

sand different joystick/button combinations. Christ! Some
geeks invent a game where you can rip someone’s head off

and every frenetic 16-year-old goes nuts! Now, thanks to

Midway, the gaming industry regurgitates the same, boring

fighting scenarios every year. Get a clue, folks! Sounds like

WipeOut has gone and done something original... for a change.

Eric Hart

Champaign, IL

Next time you write us, Eric, don 't hold back so much.

PEZ APPEAL
Gentlemen,

I noted with interest your

recent feature on the Web
site devoted to PEZ candy.

You might be interested to

know that in the late ’70s,

the Shriners introduced a

promotional candy based on

PEZ. Derived from the

Shriners’ colorful and fash-

ionable headgear, this candy

treat was called FEZ.

However, due to copyright-

infringement issues and a

strange scent that seemed
to emanate from the beige-

colored candy pellets, the

trial run was cut short, and

was never resumed.

However, maybe this was for

the best, considering that

consumer surveys revealed

that wee tots—a desirable

demographic for any purveyor

of candy—found the prospect

of extracting treats from the

“neck” of an elderly man

made of plastic unappealing,

to say the least. Those crazy

Shriners should do their mar-

ket research next time!

Jerry Cosloy

New York, NY

Crazy yes, but nobody—and I

mean nobody— looks as

good driving a 1/5-scale

Corvette.
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DIRTY BIRD
FUSION,

It’s a sad thing when we
as game players have to put

up with the most obnoxious

commercials and magazine

advertisement in the world.

I’m talking about the plethora

of idiotic game commercials

on the air today. There are

those inane Sega ads where

the big dumb guy hits himself

on the head with a flattened

road- kill

squirrel in

order to see

colors on his

Game Boy.

Then to add

insult to

injury, we
have the

word

"SEGA”

screamed in our face at the

end of the commercial.

“You do the math.” Who
can forget that stroke of

marketing genius. Not as

simple or stupid as just

yelling “Sega” but hey,

they’re trying. Now it seems
we are bombarded with

quick-cut game commercials

almost constantly! Don't

blink your eyes or you may
miss the whole damn thing.

Yes, I like games and I do

have an attention span

longer than a second, thank

you. Who are these commer-

cials aimed at anyway,

Beavis and Butt-head? Come
on ad guys, give us a

break—we do have brains

you know!

The ads in magazines are

just as insulting as their TV

brethren. If they are not

featuring a guy with his finger

up his nose they are focusing

on three fat guys’ buttcracks.

As an adult gamer I object

to game ads that treat us as

lower echelon, brain dead

idiots! I’d rather have them

cleaned up or taken off the

air and the magazines

altogether!!!

Pete Marswick

South Bend, IN

Pete, what

more can we
add to that

insight except

advertisers

seem to be

caught in a

"Shock” rut

when it

comes to

catching the attention of the

MTV Generation.

ONLINE GAMING
FUSION,

I have to agree that online

gaming is the shape of

things to come, as stated in

your December feature on

the subject. In a way it could

end up being an indecisive

person’s nightmare, so many
games so little time! I guess

the key to the whole thing

would be the cost of such

a service and also the

reliability of it.

Please bring us more info

on the different services as

it becomes available.

Mike Justice

San Diego, CA

Mike, well bring you all the

info we can on the subject.

-ruaion
Thanks, everyone, for writing. We welcome your

letters, e-mail and other unmentionables—the
more the merrier! Send your snail mail to:

. . . Fall Out c/o FUSION
1920 Highland Avenue Suite 222 . . . .

Lombard, IL 60148
Webmaster@WWW.Transfusion.COM

<i>yr
http this:

The Best in

Web Sitings

<•> Riddle du Jour

http://www.new3.com/riddle/

Match wits luith the

inscrutable Online

Sphinx. Daily brain-^

teasers and prizes, and

the thrill of being lion-

ized in the Hall of Fame.

Two Minute Warning

http://www.dtd.com/tmw/

Gain uirtual yards

in pigskin triuia.

Compete against

other Web sports

fans for nifty

autographed sports

paraphernalia.

Win Ten Million

Dollars Now!!

http://www.studentser-

vices.com/cs

There's little

confusion about the

stakes: millions! Rll

you haue to do, see,

is fill out this form,

and get some info on

low-cost magazines.

„

iMARK
i'—\ —

<•> Riddler

http://www.riddler.com

fl collection of elaborate

online puzzles. Race

through the Web to find

your way through a

course of hints and hyperlinks, look for clues in a

scauenger hunt or just answer some triuia questions.

Honorable Mentions: HUen Software Creatiuity

Contest http://wujLU.aliensoft.com/creatiue.html

Cyberspace Challenge http://cyberchallenge.paranet.com/

Prizes Domain http://www.prizes.com/
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Joystick Joyride
F

or those who don’t yet own
a PlayStation, Sony has

constructed an intriguing

interactive game at www.scea.sony.

com/SCEA/dungeon that takes the

Net-goer through a Virtual

Development Facility (SVIDEF).

Probably one of the more
immersive sites on the Web, this

interactive world works much like a simple

adventure game and operates with the three

commands: “Use," “Look” and “Get.” An
ever-present PlayStation joystick acts as the

navigation tool to move through the virtual

hallways—one need only point and click on

the joystick’s directional arrows to walk from

room to room.

Solving small riddles, like the deciphering

of access panel codes, allows the gamer to

ride up a virtual elevator to higher levels

where assorted clues, objects and PlayStation

game characters await discovery. For example,
in the Lounge on Level 1, players can speak
with Mortal Kombat 3’s Sonya Blade and Kano.

Amusingly, if you annoy him enough, the mean-
hearted Kano challenges

you to a “death match.”

(A, While the Virtual Develop-

ment Facility experience isn't

anything spectacular from a

gaming standpoint, it runs

with more depth than almost

any site currently up on the

Web. And expect much
more from Sony in the near

future, particularly from their

planned joint Internet venture

with Visa to bring a multi-pro-

gram entertainment service,

the Sony Station, online. •

IT'S YOUR FIRST DAYON THE JOB. GETA CUIE.

T
he body was found bound and gagged.

Even your grandmother could tell this

was no accident. Welcome to the gripping,

ultra-realistic world of SFPD HOMICIDE™

where you're the chief investigator in an

actual case from the files of San Francisco

homicide detective Frank Falzon.

From collecting evidence to interrogating

suspects, it's up to you to uncover the real

•story and make an arrest. With 40 fascinating

characters and 20 Bay Area locations
—

over 80 minutes of full-motion video in

all—SFPD HOMICIDE is the most authentic

true-crime mystery ever created. Get it at

your local software retailer.

Or call 800-262-9791.

Sorry, donuts not included.
0pluj

Internet: http:// www.3prongplug.<om
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Radio Free Online
Will the Internet Stop Video From Killing the Radio Star?

I

n 1995,

it’s hard to

believe that

75 years ago

radio had much of

the same hype and

mystique surround-

ing it that the

Internet does today.

People were excited

by the possibilities,

and an adventurous

minority actually had

access to the new,

exciting technology.

The rather insipid state

of modern FM and AM
radio doesn’t really compare

with the anything-goes nature

of the WWW. As far as most

are concerned, the possibili-

ties of radio have been fully

explored, and the future lies

elsewhere.

Not to downplay the great

impact of radio on this centu-

ry, but it just isn’t an exciting

technology today. With the

exception of stereo in the

1960s, radio hasn’t changed

much as a medium since

Marconi invented it in 1907.

Until today.

While at first glance it may
seem unlikely, the synthesis

of radio and Internet is

another mixture that promis-

es to change the Internet

and is already changing

radio. With the Internet, radio

stations can broadcast their

content all over the world

without needing to belong to

a network, or, possibly, with-

out even needing a radio

transmitter.

Broadcasting out of their

home station of KSCO AM
1080 in Santa Cruz, Calif.,

La. > mJ m .4 .
m‘«. J

Part 1

Here a the RealAudio ptiycr for n a seff ettacang jrchrve Herns the RealAudio player for Ifyou

have the RealAudio player autaSed, you can hstenmg to 'Music for RealAudw part 1‘

,V.a. Thsvtrsxm is tot yrt rrai-onw. ames ourmntr caiutot afford ttm FialAluba so/twan. Ifyouart

nuvtmg a RsalAm&o smtr and nouldhit topartxipaU it Jostxptnmat by hoeatg tJmstJiltspitas* tm&l

RadioNet (http://www.

radionet.com) has a transmit-

ter, but it is a show on the

vanguard of a trend with the

potential to change radio

dramatically. RadioNet is a

radio show with a twist.

Every Sunday morning at 10

a.m. Pacific time, RadioNet

takes phone callers like any

radio show, but they also

solicit user comments
through e-mail and IRC

comments from the WWW,
making it more interactive

than any radio show ever

before. While this is unusual,

what takes the show beyond

the ken of normal radio

broadcast is their use of

RealAudio technology (see

sidebar) to broadcast their

show live on the Internet.

Internet broadcasting

instantly overcomes one of

the biggest inherent limita-

tions of radio: range. AM
signals can bounce off the

ionosphere and travel

we're kind of

inventing this new
way of publishing

information.”

John Bates of RadioNet

puts it this way: “Our market

used to be a few hundred

square miles. Now as long

as people understand English

and have an Internet connec-

tion, they can listen to our

show. If we could get that

across to our sponsors

most people don’t really

understand.”

Of course, RadioNet is not

forsaking all the traditional

avenues of radio broadcast-

ing. The show is broadcast

live via satellite, on the Talk

America Radio Network, to

over 20 affiliate stations

hundreds, sometimes thou-

sands of miles, but that’s

not a reliable way to broad-

cast, and FM transmissions

are line of sight only. Internet

broadcast frees radio

stations of these physical

constraints. Overnight, com-

puters are opening up local

shows to global markets.

"What makes it interest-

ing, [is] there’s no handbook

to pick up on how to put

audio on the Web,” says Jeff

Herman, producer of the ABC
RadioNet site. “I feel like

(laughs) we’d be pretty

stoked.”

Unfortunately, RadioNet’s

sponsors don’t seem as

receptive to the possibilities

of Internet broadcasting.

“RadioNet is a very novel

concept to so many people,"

comments RadioNet’s

Producer and Programmer

Sheila Siden, “it’s really an

amazing thing to combine

radio with the Internet,

because what we’ve done is

created a radio show with a

shelf life. In the past a radio

show was perishable: The

minute the words escaped

the radio, it was gone. Now
we’re able to capture it and

put it on the Internet. So

you take that intangible

radio and combine it with

something that is also

intangible (the Internet)

and it’s so esoteric that
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New York.’’ Siden also feels

too isolated from the listen-

ers. "The average person just

listens. Back when I was a

listener to RadioNet I was
kind of in the same boat

where I would just listen.

I couldn’t even clean house

while I listened to it. Consi-

dering our market, a lot of

people really don’t have

anything to say."

But even if they did, some
Net D.J.s wouldn’t necessari-

ly want to hear it. "If geeks

or idiots complain about my
show, then I forbid them to

listen," remarks iRock’s G.J.

Goldwyn (http://www.irock. com).

regular station."

That doesn’t totally rule

out "pirates,” though. "You

could do it with a CD player,”

he admits, "but I don't know
how many listeners you’re

going to maintain.”

But whether it’s from

RadioNet, RealAudio or your-

self, live broadcast over the

Internet will be an important

part of the next decade’s

impending info-smorgasbord.

The combination of radio and

Internet surely won’t return

us to the Golden Age of

radio, but it may well be a

part of the Golden Age of

the Internet. •

around the country, from

Oregon to Massachusetts.

Does RadioNet's main

chance lie in network syndi-

cation or in Internet transmis-

sion? "That’s the question of

the day” says Siden. “I’ve

been talking about that near-

ly daily with people, and I

think we need to have both

radio and Internet. If we go

100 percent Internet, then

we have a totally different

audience.” Sheila is afraid

that by concentrating on

Internet broadcasting, Radio-

Net would lose the radio

listeners who were tuning in

to learn the basics about

computing and the Net.

In that light, Siden has

been concentrating on

developing the radio side of

RadioNet. “I think we need

to be in more major cities;

San Francisco, Los Angeles,

“My philosophy is simple: I

make good radio and good
music." And if anyone finds

a problem, they can simply

hit elsewhere. Fair enough.

“Radio on the Net is sort

of like an underground radio

station,” the ’70s radio

veteran continues. "It’s

like having a pirate setup

except that I'm not violating

any laws.”

At the same time, Goldwyn

explains that even with this

new technology, hundreds

of would-be Pump Up The

Volume-ites probably won’t

be springing up across the

country. “True, it’s easy. But

it’s costly. You need a Tq line

for a server or you get

cramped after a thousand

listeners. Then you have to

deal with music licensing

and attorneys, so it basically

costs the same to have a



Sure, there was life on the Internet
TM

beforeTotalAccess.

It just sucked.

Easy, award winning plug-and-play software

includes Netscape Navigator.™

Cheap, fast, uncensored access to the Internet.

Its that simple.

The coolest, easiest Internet access on the planet.

$19.95 per month. Flat rate. Unlimited hours. Free 2 meg Web home page.

Call now for your free TotalAccess software with Netscape Navigator.
1 ' 1

1 -800-395-8425
EarthLink Network, Inc.

3171 Los Feliz Blvd., Suite 203, Los Angeles, CA. 90039 Fax (213) 644-9510

Info via email: info@earthlink.net, live human via email: sales@earthlink.net

Internet access and software for MACINTOSH, WINDOWS, WINDOWS 95, featuring Netscape Navigator.™'

EarthLink Network is one of the largest Web space providers in the United States. EarthLink also provides ISDN,

Frame Relay, Tl and other professional Internet access services.
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Copyright ©1995 EarthLink Network, Inc. Ml Rights Reserved. Trademark* -tv property of their respective owner-..
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IfYou Could See What I Hear
"What we’ve done is make it

practical to deliver live and

on-demand audio-based

content on a global basis.’’

Audio is great, but isn’t

this all going to go away
when we have widespread

video-conferencing and CU-

SeeME? No, says Glaser.

“We also have a focus on

continually going back to the

technical drawing board and

improving as much as possi-

ble.” Future enhancements
will include better quality

audio, higher bit rates, scal-

able bandwidth and delivering

audio-visual information.

According to analyst Marty

Levine, editor of the Digital

Technology Report, there's

no question that the technol-

ogy will be in widespread

use. The question is what

happens when that day

comes. “Issues involved in

transmitting audio over the

Internet relate far more to

copyright issues than they

do to technology.’’

Soon, Internet bandwidth will

allow for CD-quality audio.

“It’s a combination of eco-

nomics and technology today;

tomorrow it’s a copyright

issue,” says Levine. “If you

have 100,000 people who
will listen to an AM-quality

talk show, you may have 1

million people who would

listen to a preview of the

next Rolling Stones album."

The upshot is that some-

one is going to want you to

pay for that preview, and it’s

quite likely those same
someones won’t want you to

copy and give or sell it to oth-

ers. “Recordable CD is here

now,” Levine points out in

response, “and it’s only get-

ting more readily available.’’

The RealAudio player is

available for downloading at

(http://www.realaudio.com/)

.

Minimum system requirements

C
ritics say that AM
quality voice transmis-

sion over the Internet

is no different from telephon-

ing on the cheap, so what's

the big deal? “Well, I’m sorry

but there’s something funda-

mentally more powerful going

on here” replies RadioNet’s

John Bates. “RealAudio is a

real enabler for us.”

What RealAudio and other

helper applications like it do

is read a file as it comes into

your computer. It's similar to

downloading any file off the

Net, but the player interprets

and plays the audio stream

as it is downloaded. Not only

does this allow you to hear

sound files much faster, but

it gives the capability to send

live feeds over the Internet.

“All of a sudden we were

able to compress our two-

hour radio show, about 200
Megs of information, down
into 2 Megs of information,

and make it available in

real-time download so all

people have to do is start

this stream."

Rob Glaser, RealAudio’s

founder, is convinced that

he is on to something big.

Glaser once ran Microsoft’s

multimedia and consumer
systems and was in charge

of establishing the stan-

dards for multimedia

PCs (MPC), so he’s

no wide-eyed kid.

are a 486/33 SX or better

PC running Microsoft

Windows 3. lx, Windows
NT or Windows 95. The

Macintosh version requires

System 7 or higher on a 25
MHz 68030 processor or

better, or a Power Mac with

8 MBytes RAM.

One competing technology

exists, and that is Xing

Technologies StreamWorks.

It supports scalable s

speeds of transmission from

8.5kbps to 112kbps and live

video. In the current version

at ISDN rates (112kbps -

128kbps), it can receive

30fps full-motion video with

monaural sound at approxi-

mately quarter-screen resolu-

tion. It’s readily and charm-

ingly available at http://

www.xingtech.com/, in

Windows, Mac and

Unix versions. •



FAVOR BANNINGAll zombies in

Corpse Killer
RAISE WHATEVE

RAISE

R YOU

0 F

YOUR, WELL,
GOT LEFT.

j Welcome ta Cap

Mail, a eazp little inland

in.fiet.ted with eneaph zvmOies

ta fiilm the neat 8 sequels ta

Mipht afi the Slattinp ID.ead.

(It a Special ,‘J.otces. afifiicet,

pan mast maw pout wap

thtauph a C./.d. plat pane

awtp, stappinp anlp ta spit,

telaad and wipe the splatteted

zamhie hlaad afifi pant loots.

!j,he new Qtauepatd Edition featwies patp sounds, tons, afi shootinp twiqets, fiull

scteen zombies and, pet., lots, afi Mood. Enjep. %jou ttigqet-hap.pp little sicha.

Available on Windows 95 and MS-DOS CD-ROM, Sega Saturn and Macintosh CD-ROM. See your local retailer, http://www.digipix.com 1 -800-332-0032

Corpse Killer is a trademark of Digital Pictures, Inc. © 1994, 1995 Digital Pictures, Inc. All rights reserved. All other brand or product names are trademarks or registered trademarks and are the property of their respective owners.



RealAudio

Homepage

FUSIONNET

Take A Walk On The Wired Side
music is played, each listen-

er hears something different.

These people have too much
time on their hands.

W hat’s that? You say

you want to listen

to radio on your

computer, but you don’t want

to listen to a computer radio

show? You’re in luck,

camper.

Internet Radio Hawaii

(http://www.hotspots.hawaii.

com/IRH-Home. html) is an

Internet-only radio station

in Hawaii. As part of the

burgeoning Hawaiian culture

resurgence, IRH plays tradi-

tional Hawaiian music, and

has resources for Hawaiians

who want to learn more

about their own culture.

BantamDoubleday Dell Online

(http://bdd.com/athwk/bddat

hwk.cgi/1 0-1 3-95/newbook)

has excerpts of best-selling

books online. Recent lineups

include Darksaber by Kevin J.

Anderson, a new novel in the

Star Wars saga.

WWW site. We will use lan-

guage that some pussy-foots

might find offensive. We don’t

care if this bothers you.” In

addition to real punk cache,

you can go to the listening

booth and find downloadable

RealAudio files of the punks

that these punks love.

clnet Radio (http://www.

clnet.com/index.html) is

one of the newest RealAudio

sites, with hourly news,

convention updates, technol-

ogy stories and more, clnet

is already a cool site, and

RealAudio drops the temp
by at least five degrees.

Music For RealAudio (http://

www.ibmpcug.co.uk/~irdial/

real_b.htm) is a bit mislead-

ing. It’s an experiment to pro-

duce music that purposefully

is designed not to survive

RealAudio’s compres-

sion/decompression

cycle. When the

UNSPEAKABLE HORRORS
FROM OUTER SPACE

PARALYZE THE LIVING AND
RESURRECT THE DEAD!

“ —

Plan 9 From Outer Space

(http://www.w2.com/docs2/

c4/plan.html) Yes, you can

now listen to the entire origi-

nal motion-picture soundtrack

from the worst film ever

made. One hour and 10 min-

utes of frighteningly bad film

is enough to satisfy the most
psychotronic among us. Oh,

yeah, you can also buy the

soundtrack here, too, and

read a history of the film.

Find more RealAudio sites

at the RealAudio Homepage

(http://www.realaudio.com/

raguide.cgi). •

Carving Knife Records

(http://www.peak.org/~flux/

ckr/ckr.html) is chock-full of

attitude. "This is a punk

Carving Knife Records .?
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new name in next-gen systems is

and Nintendo's new 64-Bit is the

o



ou. l{ 1995. was a crowning dag in the final chapter of one

of the gaining industry's most protracted hardware laonches.

With all eyes leveled at the Shoshinkai Show in Japan that Friday, Nintendo's

global boss, Hiroshi Yamauchi, laid out the plans that his company had only days

before worked to conceal from the press, consumers and competitors alike. In

addition to answering many of the pivotal questions that have dogged Nintendo's

foray into the next-generation console battle, the company finally pulled away the

veils covering the most important part of the Ultra 64 equation: the software that

it will play.

For months, Nintendo has remained a mysterious third player, touting partner-

ships and hardware power while rivals Sony and Sega continued to eat up the mar-

ket of consumers ready to lay down more than $200 for a taste of what only pow-

erful arcade games could do a year ago. While the Saturn popped up on store

shelves ahead of schedule and Sony methodically introduced their PlayStation to

overwhelmingly popular support, Nintendo continued to issue press releases.

It had to be an awfully hard position for the once dominant video game super

power to find itself in.

Now that has all changed. With the passing of a single day, Nintendo has finally

stepped up to the plate to show the world that it means business. As the company

president officially introduced the U/64 to the trade at Shoshinkai, it became

apparent that the number-one question surrounding the Ultra 64 has now been

answered: Nintendo had delivered. —O

"..IT

REDEFINES

WHAT THE TERM

INTERACTIVE

IS ALL ABOUT.

JUDGING BY

THE REACTIONS,

IT EXCEEDS

JUST ABOUT

EVERYONE'S

EXPECTATIONS.."

Nintendo of America

VICE PRESIDENT

PETER MAIN



rwa ut 'I* I-rs,

lie history of theto staffed

more than three years ago...

The Ultra 64 was originally intro-

duced more than a year ago under

the code name "Project Reality.”

This was widely seen as a suspect

title considering the reputation for

vaporware that Nintendo had

developed: for example, their

promising new hardware platforms

like the Nintendo PlayStation (a

joint venture with Sony that never

quite materialized) and the long-

anticipated Super NES CD-ROM

that was fully spec’d but never

developed.

At that time, all of the major

gaming powerhouses, including new

upstart Sony (who were determined

to bring the PlayStation to market

on their own) were following the

lead of an American manufacturer

that was gaining widespread praise

from the financial communities for

a top-secret project known as the

Opera. What would eventually

become the 3DO managed to incite

competitors into believing that the

need and consumer demand for

high-end video-game systems with

price tags in excess of $700 had

finally arrived.

They were wrong.

As a consequence of feeding into

the fervor surrounding the 3DO, all

of the next-gen platforms that have

since been introduced have been

relatively high-priced machines based

on CD-ROM storage mechanisms.

Project Reality, meanwhile, took a

different direction. Pairing Nintendo’s

knowledge of the video-game market-

place with the technical wizardry of

new computer company Silicon

Graphics, Nintendo planned to

counter these competitors by

producing a state-of-the-art machine

that would essentially "leapfrog” the

existing technologies and provide

gamers with environments straight

out of Jurassic Park and gameplay,

courtesy of Nintendo.

Officially dubbed the Ultra 64

almost a year ago, Nintendo has

carefully controlled the release of

that their Ultra 64 would claim over

the competition. The only problem

was that there was, in fact nothing

to prove that the U/64 existed

beyond promotional tapes and slick

graphics cooked up courtesy of

Nintendo's partners at Silicon

Graphics.

So going into the Shoshinkai exhi-

bition in Tokyo on Nov. 24, Nintendo

knew they had to deliver.

Anything short of providing the

industry and press with a sample

of the Ultra 64 playing experi-

ence would come across as yet

another attempt to hide platform

woes. The press would trumpet

the delay as being a bad sign. A

very bad sign.

Software is the fuel that makes

the hardware run, and the display

at Shoshinkai succeeded in partially

sating the question of whether or

not the Ultra 64 was for real.

Although the look and feel of the

games that were on display

impressed nearly everyone, no one

can really evaluate the new console

from the exposure granted at

Shoshinkai. At its unveiling,

Nintendo only made two games

available and one of those, Kirby

Ball 64, looked so much like Kirby's

Dream Course for Super NES this it hard-

ly seemed worthy of running on a 64-Bit

machine. Others were showcased on a

press tape (see the reviews on page 50),

but one cannot make an accurate evalu-

ation of the Ultra 64 based on the han-

dling of a single game that is only half

completed (Super Mario 64).

The unveiling at Shoshinkai did, how-

Pilot Wings 64

information to pique consumer and

industry interest while it continued

to battle with other systems that had

since been released. Aware that the

18-month head start that they had

given Sega contributed to Nintendo’s

misfortunes in the 16-Bit arena, the

company has consistently touted the

advantages and technical superiority

"The quality is way beyond the Sony
can achieve on the Ultra 64 is completely



ever, reveal enough about the Ultra 64

to determine that the machine is unique

and highly qualified to compete against

the Saturn and PlayStation—provided

Nintendo couple the technical magic the

machine's capable of performing with

solid gameplay that truly delivers more

than digital cotton candy.

In addition to a highly adaptable con-

troller that Nintendo world President

Hiroshi Yamauchi proclaimed as the sys-

tem’s strongest feature, the Ultra 64

showed off some of the most dazzling

graphics ever displayed on a console

machine. Powered by a 94 MHz spin-off

of the Silicon Graphics "Reality Engine,"

the U64 reflects the technology that has

made Silicon Graphics the leading name

in computer graphics.

While the Sega Saturn and Sony

PlayStation can handle large, detailed

sprites and characters, the Ultra 64

takes the concept to a much higher

level. At the E ! show in Los Angeles last
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B
he Ultra 64 controller is, in the

words of Nintendo President

Hiroshi Yamauchi, “the key to a

unique gaming experience.”

In fact, the Nintendo team feels so

strongly that the U/64 interface will

revolutionize the way games are played,

that Yamauchi went on to tell the press

“if you think this is just another con-

troller, you don't know anything about

video games.”

Strong words? No doubt. Can Nintendo

back them up? Without question.

The Ultra 64

showcased

some of the

most dazzling

graphics ever

displayed

on a console

machine.

• A „
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What makes the U/64 controller so

unique is that it’s actually three game

pads in one. Unlike the “kidney-shaped”

controller of the Saturn or the handle grips

of the PlayStation, the U/64 has a rather

peculiar three-handled design.

Nintendo's concept takes a little while

to master. Boasting 10 buttons on the

face and underside, the controller has a

standard directional pad in the top left cor-

ner and thumb-sized analog joystick over

the middle handle. By holding the outside

handles and using the crosshair

May, Nintendo had a Silicon Graphics

workstation running an animation of a

shark that twisted and moved with

streamlined realism. Skeptics looked at

the demo and said, "Great, but what can

an Ultra 64 do?”

In Super Mario 64, one of the playable

games shown at Shoshinkai, Mario swam

through waters patrolled oy that exact

shark. In fact, there were several

sharks, all large characters swimming

with that same lifelike animation. And

Mario, swimming his believable version

of the breast stroke, looked far more

convincing than the sharks.

If the power of the Ultra 64 sounds

heady, the cost of the system is surpris-

ingly light. Targeted to go on sale in

Japan on April 21 with a street price of

25,000 yen (about $250 in the U.S.), the

machine seems poised to make a run at

current next-gen

leader

Sony.

r
directional pad, you can

use the device like a normal

Nintendo game pad. By also including the

analog stick, U/64 games give you the

unique ability to conduct multiple actions,

controlling characters and camera angles

simultaneously (used effectively in Pilot

Wings 64).

The controller doesn’t stop there. Similar

to the PlayStation memory cards, Nintendo

has integrated a feature into the controller

that will enable players to utilize memory

functions, call up information, upgrade and

tailor characters and levels (new tracks in

racing games or characters in fighting

games) as well as an additional “save

• Memory cards, analog stick and conventional game pad have been melded into one controller data” feature. •

PlayStation. The type of game we
unachievable on the PlayStation"

Brad Hunt, programmer, angel studios
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PERFECT GENERAL II FULL THROTTLE CELTIC TALES VIRTUAL POOLWhat makes CGR different? Check out COMPUTER

GAME REVIEW, the

leading magazine for com-
puter and CD-ROM gaming!

No matter what computer or

CD-ROM system you own,
CGR covers it all in full

color from beginning to

end!

GAME REVIEW
and cd-RO^i r-ntertafr ment
Exclusive!\SS[ , / l' 1 /

Honest reviews from three

experienced gamers who
tell it like it is!

Previews of the newest

titles from around the

country and around the

world!
Heart of Djtrftness

heads the list at F3!

Lear/i the Hottest rumors
& deals from the insiders!

First looks at the most
exciting games ever seen!

COMPUTER GAME
REVIEW gives you the

latest news and information

on the best role-playing,

strategy, sports, simulation

and action software avail-

able. Each issue is packed

• Game maps that show you
the entire game at a

glance! EXCLUSIVE PREVIEWS INSIDE:
CONFIRMED KILL DUNGEON KEEPER EMPIRE II

XRUSADER: NO REMORSE CAESAR II URBAN DECAY

MI^WECHVUARmOR 2 - MAGIC: THE GATHERING

Plus tips, strategies and
much, much MORE!

PONT MISS OUT ON
with previews, multi-person

reviews, inside information,

THIS SPECIAL OFFER! maps and strategies! You

*YES! I want to the premium edition of CGR for 12

issues, which includes the CD-ROM CGR GameDisc for $36.95

Basic service - 12 issues for only $23.95 (No CD-ROM)

Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621

Name
Address

City

State Zip

E-Mail Address

Payment Enclosed Bill Me
Credit Card Orders: Visa MC
Card Number Exp. Date

Signature

For Faster Service, Cali:

1 -800 -846-8503 |
Please allow 6-8 weeks for your first issue to arrive. Enclose U.S. Funds Only. All foreign m
orders must be prepaid. Canada & Mexico add $10.00 per year. Foreign $102.95 per year. O

get it all!



The Tradition of Excellence Continues...
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“The Empires
OF THE FUTURE

ARE THE
EMPIRES OF
THE MIND.”

Designed by

Mark Baldwin
and Bob Rakosky
THE CREATORS OF
Empire, Empire

Deluxe and
Perfect General.

Winston
Churchill
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PUT YOUR WARFARING SKILL TO THE ULTIMATE CHALLENGE WITH EMPIRE II: THE ART OF WAR
THE LATEST CHAPTER IN THE BATTLE-PROVEN EMPIRE SERIES

Empire II gives you complete control over troop details and battlefield strategy
INCLUDING INTENSIVE CAMPAIGN PLANNING, RESOURCE MANAGEMENT, DEPLOYMENT, COMBAT,
GEOGRAPHIC AND WEATHER CONDITIONS, SUPPLY LINE SECURITY, FORTIFICATION AND MORE.

Check out our hot new Web site at

http://www.nwcomputing.com

© 1995 New World Computing. Inc. Empire ll is a trademark of new world
Computing. Inc. New world Computing and its distinctive logo are regis-
tered trademarks of New World Computing. Inc. New World Computing,
Inc. is a wholly owned subsidiary of NTN Communications. Inc. All rights
reserved. IBM Screens shown. Actual screens may vary. All other trade-
marks BELONG TO THEIR RESPECTIVE HOLDERS.

NTW W^HIO COMPUTING, INC

Available at your local software retailer or order
DIRECT FROM NEW WORLD COMPUTING AT 1-800-251-9653

(818-591-4 136 OUTSIDE THE U.S.), OR BY MAIL:

P.O. BOX 4302, HOLLYWOOD. CA 90078-4302.
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WHAT
WE KNOW
• System
price will
be $250

• There will

be three
games at

launch; 30

games will

be out in '96

• There will
likely be
no pack-in
game

• A magnetic
storage unit

will be

ULTRA KILLER INSTINCTS EYEDOL & COMBO

Games are expected to clock in at a

reasonable $60-70; a far cry from the

$100* that critics were quoting before

the show. "The U.S. price points on

Nintendo Ultra 64 software should be

in the $60-70 range as 1 originally indi-

cated was consistent with where we
currently are. ..with 16-Bit releases,"

explained Nintendo's Vice President of

Marketing and Sales Peter Main.

Perhaps the only real weakness to

the Ultra 64 is the lack of games. Sony

and Sega are working with hundreds

of licensees and churning titles out on

an almost daily basis. Nintendo, out-

wardly at least, appears content to

work with its select group of "Dream

Team” talent who will reportedly have

only three games available at launch.

According to Nintendo's Yamauchi,

approximately 30 games are presently

under development, 13 of which

were made visible in some form to

attendees at Shoshinkai.

Nintendo's strategy of limiting devel-

oper access is suspect. While it would

be foolish to expect great games from

Sony's 300 developers, odds are that

over the next year Sony will have a lot

more winning titles to stack up against

the Ultra 64’s assortment of in-house

and third-party offerings.

ut luhat about the games?

Since one can hardly judge a system

on a single game, all that is left to

judge is the game itself. After years of

hype and mythic-sounding predictions,

it is safe to say that nothing even hint-

ed at the technological achievement of

Super Mario 64. It's one thing to disbe-

lieve fancy Silicon Graphics-created

animations; it's quite another mind-

bender when control of those anima-

tions is put in the palm of your hand.

The game on display was only 50

percent completed when shown, so

there was no way to play all the way

through it. The fragments that were

ready begin with Mario standing out-

side a great castle. If you're imagining

that old, two-dimensional Mario that

simply ran left and right, forget it.

©

This is the plumber of the '90s with

three-dimension construction includ-

ing facial expressions and moving

limbs. All of the familiar characters

are back, including the ghosts, B

bombs and Koopas, only now they

fill the screen and employ a totally

three-dimensional, rendered look.

The first task in the game is to get

GoldenEye 007

Kirby Ball 04

Mario Kart 04

Mario through the front door of the

castle. This is no side-scrolling thumb-

candy either! The castle grounds are

completely interactive with trees,

lakes and other challenges to explore.

Once you get into the castle, you

guide Mario to various numbered

rooms. Room number four holds

nothing but a large painting of

water. This is a portal and when

Mario jumps through the canvas

you enter a deep cistern.



Fifty years ago, air combat decided the

fate of the world. Now it’s your turn. With

Fighter Duel for PC CD- \ : •„

ROM. The most realistic —

>

dogfight simulator in his-
, .

„•

tory. Through amazing iT

high-resolution graphics,

you’ll experience real-world physics and flight

modeling as you pilot Messerschmitts,

Spitfires, Mustangs, Corsairs and Zeros.

There’s even a rookie mode for beginners.

Can you survive seven

tactical scenarios? Over-

come eight bandits at

once? Or outgun that

second modem pilot?

Without losing your lunch... Or your life?

Fighter Duel. The way it is, is the way it was.

£

©1995 Philips Media. Inc.

For more information call 1-800-340-7888.

Visit our Web Site at http://www.philipsmedia.com/media/games PHILIPS
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Photo-realistic, fully functional

instrument panel.

Dogfight the deadly Zero or 12 Scan the skies with multiple Take on human opponents in

other classic WWII war birds. cockpit views. two-player modem duels.
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This is where you encounter the

aforementioned sharks. While explor-

ing the depths, Mario must capture

oxygen containers to provide addition-

al air to stay submerged or he drowns

and the game begins back at the castle.

All of this action takes place in an

environment that is so three-dimen-

sional that it looks like a cross

between puppetry and cartooning.

Miyamoto, the creator of the Mario

series of games, uses his author’s

license to make games his way, prefer-

ring art to realistic computer render-

ings. It's eye-popping!

Other levels that were featured at

the show include an arctic wasteland

filled with slippery ice-capped hills

and perhaps the most impressive

scene: a confrontation with the fiery

King Koopa. Some of the most amazing

Ultra 64 effects occurred during this

round of play that features an oppo-

nent that is easily five times the size

of Mario and fully articulated in the

same 3-D style as the rest of the

game's characters. To eliminate the

threat, Mario grabs the monster by

his tail and swings him around at

lightning speed!

If this sounds more like a movie

than a video game, you're getting the

point. Though it is as interactive as

any of the earlier Mario games, the

Ultra 64 incarnation utilizes an almost

surrealistic quality never before

achieved in a video game. No other

software has even come close to

duplicating these effects.

Not everything is perfect about the

game. In an effort to demonstrate the

machine’s power, you often find the

shifting camera angles to be more

bothersome than they are worth, and

learning to navigate in a simulated

three-dimensional environment takes

a little getting used to.

RATING THE
55U/64 GAMES
Please note that many of these titles are being reviewed for their aesthetic appeal and the use of

the U/64's abilities on a comparative basis. Outside of Kirby Ball 64 and Super Mario 64, the

rest of the games were reviewed on these merits alone from videotape.

Htle:

Publisher:

Overview:

Rating:

title:

Publisher:

Overview:

Rating:

Title:

Publisher:

Overview:

Rating:

title:

Publisher:

Overview:

Rating:

title:

Publisher:

Overview:

Rating:

title:

Publisher:

Overview:

Rating:

Super Mario 64

Nintendo of America

Nintendo plays it safe with the lead-off title for the

U/64, a three-dimensional version of their earlier

side-scrolling adventures.

A

Super Mario Kart R

Nintendo of America

The company's 64-Bit upgrade to the original

1 6-Bit Mario Racer provides more realistic envi-

ronments and camera angles but remains similar.

B

Pilot Wings 64

Nintendo of America

One of the many updates that carry the 64 suffix,

this title again enjoys the benefits of the U/64’s

enhanced graphics.

A-

Kirby Ball 64

Nintendo of America

Very similar to Kirby’s Dream Course, this looked

nice but hardly seemed worthy of running on a

64-Bit system.

B-

Star Fox 64

Nintendo of America

One of the most impressive-looking games on the

Nintendo tape, although gameplay wasn’t tested.

Lots of polygon ships fill the screen with no problem.

A

WaveRace 64

Nintendo of America

A water-racing game with realistic wave effects

and surroundings that should make for an exhila-

rating alternative to Super Mario Kart R.

A-



The Game
You are the Endangered
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Species.

Where

Communicate vja satellite using the

innovative Travifcom workstation

CONGO: THE MOVIE™ Descent into' Zinj. The adventure

begins whd*e the’movie left off.

Get ready for this heart-stopping jungle adventure that drops you

head-long into the heart of the African Congo. On this all-new expedi-

tion, you'll battle mutant adversaries with your high-tech weapons and

solve mind-bending puzzles as you search for diamonds hidden deep

within the Lost City of Zinj: An experience so real, you'll be lost in

> the jungle forever!

of deadly adversaries

in the caves of Zinj

First-person action-

adventure experience

Dazzling spe-

Immerse yourself inHigh-action

sequences and

a multitude of

„ adversaries.

stunning 3D graphics

Immerse your-

self in over 100 puzzles

and 100 locations.

For more information call (800) 469-2539

or visit your local software retailer.

Call (800) 771-3772 for

information on Game ratings.

Use futuristic high-tech weapons in your
search for the legendary diamonds
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CONGO THE MOVIE TM & © 1995 Paramount Pictures. All Rights

Reserved. Game design •& software code © 1995 Viacom

International Inc. All Rights Reserved.
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rwa uurm*i "Nintendo is

here is the UB4

going to go from Here?

One of the testaments to the design

of any piece of hardware (but especial-

ly video-game consoles) lays in its abili-

ty to remain flexible and provide users

with low-cost upgrades in the future.

The roads are strewn with the shells of

gaming systems that touted their

upward compatibility at launch only to

become obsolete when the manufactur-

er instead opted to introduce a new

piece of hardware altogether. With the

notable exception of the Genesis, few

games systems have ever delivered on

the promises that some hidden expan-

sion port seemed to offer.

That could change radically with the

Ultra 64.

"We have repeatedly indicated that

we are not going to get into CD-ROM,”

explained Nintendo’s Howard Lincoln,

"which is, simply put, the flavor of the

day.” What Nintendo is willing to invest

in is a new type of writable magnetic

disk that will, according to Lincoln,

"...contain more than sufficient memory

for game storage and also have a very

fast access speed.” The Magni-Disc will

be sold separately as an accessory for

the Ultra—possibly as early as the end

of 1996 with Legend of Zelda 64 as the

lead title.

Another area in which Nintendo

appears to be following Sony’s lead is

in the use of memory storage cards that

can secure playing data and allow posi-

tions, scores and settings to be saved

for later retrieval. The memory cards

that plug into the U/64 controller, how-

ever, will also be designed to carry

patches, game upgrades and more

(imagine adding new tracks to your

racing game by simply clicking in a

new memory card).

PRETTY ON THE INSIDE

missing the

boat thinking

the world

wants to go

back to the

expensive

and limited

cartridge

format "

3 D 0 SENIOR VP OF
HARDWARE ENGINEERING
& OPERATIONS
Toby Farrand
%

Gathered together here are the system specs for the major players: the upcoming hopeful in the next-generation race, Nintendo’s

Ultra 64; the current front-runner, the Sony PlayStation; the catch-up system, the Sega Saturn and the dark horse, the elusive M2,

whose system design is as yet unreleased, but promises to be compatible with all existing 3DO units.

Sega Saturn
Ultra 64

MAIN CPU: 64-Bit MIPS R4300

RISC (custom)

@ 93.75 MHz

MEMORY: 36Mbit RAM (main)

GRAPHICS: 256x224 to

640x480 dot

resolution

SOUND: Custom RCP 16-Bit

audio, 44.1 kHz

sample rate, up to

100 channels ol

wavetable synthesis

STORAGE: Memory cartridge

PlayStation

MAIN CPU: 32-Bit R3000A RISC

@ 33 MHz

MEMORY: 16Mbit RAM (main)

8Mbit RAM (video)

4Mbit RAM (audio)

GRAPHICS: 256x224 to

640x480 dot

resolution

SOUND: ADPCM 16-Bit audio,

44.1 kHz sample

rate, 24 channels

STORAGE: Memory card

(128K, 15 slots per

card)

MAIN CPU: 2 32-Bit Hitachi SH2

RISCs @
28.6 MHz

MEMORY: 16Mbit RAM (main)

12Mbit RAM (video)

4Mbit RAM (audio)

4Mbit RAM (butler)

GRAPHICS: 320x224 to

720x526 dot

resolution

SOUND: Yamaha FH1 16-Bit

audio, 44.1 kHz

sample rate, 32

channels

STORAGE: Backup RAM (51 2K)

MAIN CPU: 64-Bit Power PC

602 RISC (custom)

@66 MHz

MEMORY: 48Mbit RAM (main)

GRAPHICS: 320x240 to

640x480 dot

resolution

SOUND: Custom DSP,

44.1 kHz sample

rate, 32 channels

with hardware

decompression and

interpolation

STORAGE: Internal RAM

€>



Get “Back To Basics
With

,

If your golf game hasn’t been up to

“par” lately - get “back to basics” with

the FUN-damentals of golf In TEE TIME.

Your drive is a “slice” of life. Your short game
is taking too long and your long game has

come up short. Your putting has all but

“puttered” out. And the “grass seems
greener on the other side of the sandtrap.” If

all this is happening to your game, it’s

time. ..in fact it’s TEE TIME to get “back to

basics” with the FUN-damentals of golf.

FORE that reason, we want you to approach
your game with our game and an entirely

new attitude—LIGHTEN UP AND HAVE FUN!

TEE TIME brings a sense of realism to the

game with championship golf course

challenges that are second to none. Watch
out for the tricky par four dog-leg. Stay clear

of the sand traps and water hazards on the

back nine—definitely not “a day at the

beach!” And when you hit in the rough on
seventeen—your chances will be “rough” to

make the hole in par.

For more information
visit your local retailer or

call 1 -800-GAMETEK.
KIDS TO ADULTS

GAMETEK

Adjust your stance to avoid

a slice or a hook!

Tee Time is a trademark of GameTek (FL), Inc. 2999 Northeast 191st Street, Suite 500, Aventura, Florida 33334 U.S.A.
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The
Ultra Man

Nintendo Bigwig Howard Lincoln
Answers the 64-Bit question

With the imminent debut of what

might turn into the biggest console

this industry has ever seen, many
are dumbstruck and dizzy consider-

ing the repercussions. The masses
wonder, “Who will be developing for

the Ultra?” “Will it feature a car-

tridge pack-in?" “Can I supersize

that and get the biggie fries?”

In response to this mass ponder-

ing, Chairman of Nintendo of

America Howard Lincoln was kind

enough to answer a few questions

regarding the new system.

What are your thoughts on the Ultra

controller?

I think this new controller will all by

itself help revolutionize the video-

game industry. It gives the entire

development community the oppor-

tunity to do things that simply have

not been possible before and it cre-

ates the potential for entirely new
types of games.

We’ve heard 64-Bits before. What
necessarily does this mean for the

Ultra 64?
[The system] will contain between
64- and 96-Megabits of memory. By

way of comparison, 64-Bit is twice

the size of either of the 16-Bit

Donkey Kong Country games now
in the market. And we expect that if

game developers are interested,

they will in the future be able to

make cartridges with a 256-

Megabit capacity.

What exactly is the “bulk storage

medium accessory?”

[It] is a magnetic disk accessory

that we have been hard at work on

for some time. We have repeatedly

indicated that we are not going to

get into CD-ROM, which is, simply

put, the flavor of the day. This is a

writable magnetic disk accessory

that will contain more than suffi-

cient memory for game storage

and also has a very fast access

speed, but I cannot give you any

further details or any technical

specs at this point in time. [We]

expect that this accessory will be

previewing in playable form at the

Shoshinkai Show one year from

now. Don’t be surprised if the first

game you’re going to see this vast-

ly expanded storage medium is the

Nintendo Ultra 64 version of the

Legend of Zelda.

Has a decision been reached

regarding a pack-in game? Possibly

Super Mario 64?
We have not made a decision about

whether we' will pack-in software

with Nintendo Ultra 64 for the U.S.

or the European launch. Software is

not going to be packed in with the

system in the Japanese market.

That is consistent with our launch-

es in Japan in the past of the

Super NES, the Game Boy and

what have you.

What is the current third-party

licensing program?
The short answer is we have not

either in Japan, the U.S. or Europe

announced any third-party publish-

ing program and I don’t anticipate

us doing that at this show. I do

expect the first announcements on

third-party publishing programs will

come out of Japan, and it’s conceiv-

able that could happen before the

end of this year.

In the U.S. or for North America

we have a slightly different twist,

by
the
fusion
staff

we have a number of companies
that have been appointed as early

developers of Ultra 64 titles. All

[are] under letter agreements, each

providing that the company will get

an early look at Ultra development

specs and will be coming up with

one Nintendo Ultra 64 game for

the North American market—exclu-

sive to the Ultra 64 for a period of

one year from the date of the

launch of the title. These early

developers will form the core or

the backbone of any third-party

publishing program or development

program that we announce.

What is the current state of these

developers?

We have two types of developers.

[There are] those 10 Dream Team
publishers that we have announced,

like Virgin and Acclaim. We also

have second-party developers like

RARE, DMA, Angel Studios and

Paradigm, and some others I’m not

at liberty to talk about right now.

RARE is working on a Killer Instinct

title and Angel Studios is working

on a baseball game. There are sev-

eral first titles being worked on in

Kyoto at Nintendo.

As Mr. Yamauchi announced [at

Shoshinkai], what we’re trying to do

with Nintendo Ultra 64 is not do tra-

ditional games in a 2-D type envi-

ronment where Mario moves from

left to right. Now the Mario game
we’re showing here is in a complete

3-D environment. The challenge that

we have before us is to take this

very powerful hardware system that

allows for the creation of games in

a 3-D environment and redefine

what games are all about. •

©
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The new quarterly CD-ROM entertainment title is on sale now at music,

CD-ROM, book, comic and video outlets. Call them and demand it.

Over 10 hours of great bands, artists, and intellectual gurus, backstage

footage, bootleg video, and never-before-seen or heard music, graphics

and pictures...

* Issue of DigiZINE™. Send us your name, age, sex and

address on anything legible, plus a check or money order for $5 (U.S.

funds only) for postage and handling to: DigiZINE free offer

c/o Ahrens Interactive, Inc.

400 north state street

Chicago, illinois 60610

SUBSCRIBE! 4 issues: $19.95!

Receive all four quarterly issues of DigiZINE

(one year's worth of a jolly good time) for only SI 9.95

(plus $6 postage & handling— U.S. funds only).

FOR CREDIT CARD SUBSCRIPTION ORDERS

just call 1 -800-908-7245
and check out our web site at:

http://www.digizine.«om

DigiZINE™, the DigiZINE logo and Customizing Your udtural Experience™ are trademarks

of Ahrens Interactive, Inc., a member of the Black Dot Utoup. Offer expires 1 2/31/95.



1 J !

. r r-J JT „

Although Nintendo did not officially

release the specifications for this new

upgrade at the Shoshinkai Show, look for

a complete review of the Magni-Disc

product in an upcoming issue of FUSION.

Other areas of interest for Nintendo

and the Ultra 64 include rumored conver-

sations with Netscape about inserting

Internet browser software within the

Ultra 64.

"We've had continuing discussions with

Jim Clarke and other people at Netscape,"

related Howard Lincoln. "As you know,

Jim was the chairman of Silicon Graphics

when we announced the Nintendo Ultra

64 project in August of 1993. The recent

rumors that there was a deal between the

"Ultra 64

software should

be in the $60 to

$70 range7

Vice President
Nintendo of America
PETER MAIN

"We believe that

the Ultra 64

will redefine

this kind of

entertainment!
1

President
Nintendo of America
Howard Lincoln

two companies relative to some Internet

project is unfounded. At this point we

are simply in the discussion stage and we

have not made any announcements about

the use of the Nintendo Ultra 64 on the

Internet and 1 don't anticipate anything

in the [near future!.
”

Still, with Sega making major commit-

ments to the Internet category, it is

highly unlikely that Nintendo—with the

unique relationship they have with SGI’s

former and Netscape's current visionary—

would ignore this future business oppor-

tunity. How the browser would be

accessed and whether or not it would be

a self-contained or "one-way’’ selection

of sites that users can tap into (as the

Sega model is currently built around)

remains unknown.

Regardless of what supplementary

products and services Nintendo releases,

it's clear to see that the company firmly

believes the Ultra 64 will be the platform

to carry their video-game business into

the next century.

It's also evident that the engineers

responsible for creating Nintendo’s first

foray into the next-gen console sweep-

stakes have designed the machine to

offer the power that software developers

and consumers alike are looking for,

while providing the flexibility that will

be a likely requirement to

stay competitive in 1997

and beyond.

THE SHAPE
OF GAMES
TO COME

While the only two games that

were available to play at Shoshinkai

were Super Mario 64 and Kirby Ball

64, Nintendo showcased over a

dozen titles on a special videotape

provided to select members of the

press. Games on this video Included

Star Wars: Shadows ol the Empire

Buggy-Boogie, BlastDozer, Star

Wars: Shadows of the Empire,

GoldenEye, Body Harvest

Creator and Legend of Zelda 64.

Mysteriously absent from the

show, however, were a number of

high-profile titles that have been

touted for some time as being

launch vehicles for the Nintendo

next-gen system. Included among

this list are Ultra Killer Instinct and

Cruls’n USA—byproducts of the

Wllllams/NIntendo venture that got

underway last year.

Other titles currently under devel-

opment for the Ultra 64 Include FIFA

Soccer from Electronic Arts, Turok

from Acclaim, Robotech from

Gametek, Monster Dunk from

Mlndscape, Red Baron from Sierra

On-Line, Top Gun from Spectrum

Holobyte and Doom from Williams. •



CHIPS&BITS INC.
P.O. BOX 234 DEPT. 10544 ROCHESTER, VT 05767

ds 1=1:

CALL NOW
TO ORDER 800-699-4263

Int’l 802-767-3033 Fax 802-767-3382 Source 10544

INTERACTIVE
ENTERTAINMENT

Receive an episode of Interactive Entertainment CD ROM magazine FREE with any in stock CD ROM software

order. Offer subject to change or cancellation without notice. Valid from 9/1/95 to 1/31/96 or while supplies last.

‘WARCRAFT 2’

The battle bet-

ween the evil

ores and the

noble humans
rages on. With

powerful new
allies, terrifying

new creatures

and ingenious

new weaponry,

the struggle for

the domination

of Azeroth contin-

ues ever land, sea

and air. CO $46

FORMULA T2

DRIVING CON-
TROLS’ New
Ford Mustang

style steering

wheel with a

padded soft rub-

ber grip, im-

proved shifter

with increased

travel for a more

realistic feel, real

gas and brake

pedals on an

improved floor

base! $108

‘WING COM-
MANDER IV’ is

the next stage of

the epic adven-

ture, when men
of ambition try

to use the after-

math of a galaxy

spanning war

to promote their

own greed for

power. The story

is a masterpiece

of motivation

and corrup-

tion. CD $51

DB31 IBM ADVENTURE

THE LOST
ADMIRAL 2’

Dare to enter

the waters once

again. The pre-

designed maps
are monumen-
tal, the random-

ly generated

scenarios are

tremendous
and the cam-
paigns round

out a titanic

gaming experi-

ence. CD $39

IBM ARCADE IBM SIMULATIONS

INDY CAR
RACING 2’

This new, offi-

cially licensed

racing simula-

tion will be the

most realistic

Indy Car simu-

lator ever devel-

oped for the

microcomputer.

Features innov-

ative, real time,

3D texture

mapped sce-

nery! CD $48

‘JET SKI

RAGE’ A wave

pounding 360°

3-D free for all

combat race in

windows! Rage

through the

flooded city

streets of San
Francisco and

collect points

while taking on

aquatic arse-

nals, and dodg-

ing floating mine

fields. CD $39

GAME OFFER
Spend the specified amount on any

in stock software and choose a

free IBM game from the corre-

sponding list below. Request must

be made at time of order.

SPEND $60
Airborne Ranger 5.25, Captain

Blood 3.5, Conquerd Kngdoms Seen

1 3.5, Gunship 5.25, Mercenaries

5.25, Net Cruiser CO, SOI 5.25

SPEND $100
A.TJ*. 3.5, Challnge 5 Realms 3.5,

DRAGON Force 3.5/5.25, Dr. Floyd’s

Desktop Toys 3.5, ESPN Sports

Shorts CD, Flight Sim Toolkit 3.5,

The Horde 3.5, MacArthur’s War 3.5,

Megafortress 3.5, Megatraveller

Zhodani 5.25, Precisn Apprch 3.5,

RR Tycoon 3.5, Return of Phantom

3.5, Storm Across Europe 5.25

SPEND $160
Alone in the Dark 3.5, Battles of

Destiny 3.5, Blood Bowl CD, F15

Strike Eagle 2 3.5, Rules of Engage-

ment 5.25, Sail Simulator 3.5, Silent

Service 2 3.5, Simon the Sorcerer 3.5,

Star TVek Judgement Rites 3.5, Total

Control Virtual Controller, Ultima

Underworld 2 3.5, Walls of Rome 3.5,

Worlds at War 3.5/5.25

SPEND $200
Complete UMS 3.5, Harpoon

Classic CD or WIN CD, Falcon 3.0

3.5, Harpoon 2 3.5, Jutland CD,

Links Pro 386 CD, Maxx Control

Flight Stick, Under a Killing Moon

CD, Universal Neverlock 3.5, V
Victory: Market Garden 3.5SB IBM TRADITIONAL 3DO

American Laser Gun $43
Batter Up for PC $52
CH F-16 Combatstick$58

CH F-16 Fighterstick $75
CH F-16 Flightstick $36
CH Pedals $41

CH Throttle $60
CH Trackball Pro $75
Diamond 4000 Kit $475
Digital Edge 3xi CD $699
Dolphin Helm Cnsle$139
Game View $99
GameWave 32 Plus $139
Gravis Firebird $58
Gravis GrIP Cntroller $29
Head-On Modem $129
Joyswitch $38
Logitech WgMan Ext $45
MS Sidewinder 3D $29
Mitsumi Quad CD $215
Modem Blaster $169
NEC M-spin 6xi CD $479
Plextor 6 Plex 6x1 $479
ShareVision PC 300 $629
Sound Blstr 32 IDE $179
SB Performance 4x $229
SB Value CD 4x $229
Spaceball Avenger $99
Speedstar Gms Kit $169
Suncom FI 5 Eagle $118
Teac 6x Int CD $424
T-master DCS (T2) $108
T-master FI 6 TQS $1 08
T-master FCS Pro $99
T-master FLC (FI 6) $108
T-mstr FLC Limited $499
T-master Pro Golf $559
Total Control Vrt Cntr $25
VFX 1 Headgear $949

IBM ACTION

Crusader $48
Duke Nukem 3D $35
Hexen (Heretic 2) $49
Magic Carpet 2 $44
Maximum Roadkill $34
Ruins $44
Space Hulk 2 $40
Star Trek Generation $41

Tek War $46
Terra Nova $41

Warhammer 40K $39
Witchaven $39

10th Planet $44
7th Guest 2: 11th Hr $53
Alien Alliance $48
Aliens $43
BrainDead 13 $38
Calia 2095 $47
Chronomaster $47
Creation $52
Curse of Dragor $41

Cyberia 2 $48
Cybermage $44
Daedalus Encounter $29
Darkseed 2 $45
Druid $40
Entombed $29
Fade to Black $47
Frankenstein $46
Freelancer 2120 $41

Full Throttle $45
G-Nome $43
Gabriel Knight 2 $55
Gender Wars $38
Harvester $46
Heart of Darkness $55
Hellraiser $52
I Have No Mouth $45
Indestructibles $44
Journeyman Prject 2 $46
King’s Ransom $32
Kingdom O’ Magic $38
Lawnmower Man 2 $44
Loadstar $44
Mission Critical $39
Nibelrung Ring Cycle $39
Night Trap $48
Pandora Device $54
Phantasmagoria $53
Police Quest 5 $50
Prisoner of Ice $42
Riddle of Master Lu $49
Ripper $48
Scroll $38
Shannara $39
Silverload $38
Simon the Sorcerer 2 $33
Space Quest 6 $45
Spawn $37
Star TrekJudge Rites $15
Star Trek: Academy $46
Starship Troopers $39
Terminator: F Shock $44
The Dig $48
Urban Decay $39
Z $48

3D Ultra Pinball $40
BC Racer $25
Battle Beast $44
Corpse Killer $35
Dragons Lair 2 $39
Hive $44
Lney Labyrinth Pnbll $29
Maximum Surge $44
Monster Island $44
Mortal Kombat 3 $46
Pinball Illusions $29
Pinball Worlds $35
Rebel Assault 2 $47
Last Bounty Hunter $37
Thexder 2 $40
Tri-Tryst $24

IBM ROLEPLAYING

Anvil of Dawn $34
Arena $33
CyberJudas $32
Death Keep $39
Dungeon Master 2 $37
Elder Scrolls 2 $48
Hunters of Ralk $48
Lands of Lore 2 $46
Lords of Midnight $48
Realms of Arkania 3 $46
Rng of Medusa Gold $23
Star Trek Dp Spce 9 $41

Star Trek TNG: Unity $46
Stonekeep $50
Terracide $42
Ultima 9: Ascension $52
Vampire Masquerade$48

IBM SPORTS

3-Decathlon $42
ESPN Hockey $40
FIFA Int’l Soccer ‘96 $40
F Pge Sprts Bsbll ‘96 $48
F Pge Ftball Pro ‘96 $48
Hardball 5 $40
Links Pentium $49
Madden Football 96 $40
NBA Jam Tournament $44
NBA Live 96 $40
NHL Hockey 96 $40
PBA Bowling $32
TroyAikman Football $42
Unncsry Rghness ‘96$42

Winter Sports $28

A-10 Attack $42
A10 2: Silent Hunter $48
AH 64D Longbow 95 $48
Absolute Zero $42
Air Warrior 1 or 2 ea $34
Battlecruiser 3000 $48
Combat Air Patrol $25
Confirmed Kill $42
Dawn Patrol 2 $42
Descent 2.0 $46
Destruction Derby $36
EarthSiege 2 $48
F-16 Fighting Falcon $44
FA 1 8 Hornet $54
Fast Attack $37
Fighter Duel Pro 2 $34
Fighting Falcon $47
Flying Nightmares 2 $42
H.A.W.C. $35
Indy Car Racing 2.0 $48
Iron Angel $44
Jet Fighter 3 $41
Last Dynasty $48
Ml Tank Platoon 2 $48
Mech Commander $40
Mechwarrior 2 $46
Metal Lords $34
MS Sim Flight Shop $38
Nascar Racing Tracks $24
Phoenix Fighter $49
Raven Project $39
Red Ghost $42
Renegade 2 $26
SU-27 Flanker $46
Sail ‘95 $35
Screamer $41

Silent Hunter $46
Silent Steel $45
Sub Battle Sim 2 $39
TFX EF2000 $44
Terminal Velocity $29
The Darkening $54
The Need for Speed $47
Tie Fighter Collectrs $47
Top Gun: Fire At Will! $45
Tower $42
Trophy Bass $48
U-Boat 2 $36
Virtual Karts $41

Warhawk $40
W-wolf Vs. Comanche$48
Wing Commander 4 $54
Wolf Pack $15
Wrld Circuit Racing 2 $41

1830: RR & Robbers $34
Advanced Civilization$34
Alexander $43
Ascendancy $44
Awful Green Things $35
Battles in Time $35
Breach 3 $40
C.E.O. $44
Caesar 2 $47
Capitalism $42
Celtic Tales $34
Civilization 2000 $42
Colonization $42
Command/Conquer 2 $50
Conquered Kngdm 2 $38
Conquerer A.D. 1086 $37
Deadline $38
Detroit $15
Dungeon Keeper $48
Empire 2 $34
Escalation $32
Exploration $40
Fantasy Fiefdom $48
Grandest Fleet $33
Great Naval Battles 3$41
HercForce $48
Hero Might & Magic $34
Jagged Alliance $46
Lemmings 3D $31

Lemmings Paintball $31

Lost Admiral 2 $39
Machiavelli t’ Prince $19
Master of Antares $41

Master of Orion $25
Metal Marine Mstr Ed $48
Millenia $42
New Horizons $34
Northlands $39
Operation Crusader $39
Outpost 2 $45
PTO 2 $34
Pax Imperia 2 $46
Railroad Tycoon 2 Dx $24
Sim Ant $40
Sim Earth $19
Space Bucks $40
Star Control 3 $46
Syndicate Wars $45
Vikings $40
Warcraft 2 $46
Warhammer:Shadow $43
Warlords 2 Dlx $41

Wden Ships, Iron Men $39
X-Com: Apocolypse $42

Bridge Dlx 2 w/Sharif $29
Bridge Mstr Chmp Ed $39
Card Plyers Paradise $31

Casino Deluxe $24
Chessmaster 5000 $44
Dragon Dice- $44
Hoyle’s Classic Crds $40
Hyper 3D Pinball $38
Jeopardy $29
Magic the Gathering $41

Mega Maze $28
Monopoly $40
Ms. Metaverse $32
Solitaires Journey 2 $35
USCF Chess $40
Virtual Vegas 2 $24

IBM WAR

Allied General $43
Bground Gettysburg $42
B-ground: Ardennes $42
Byond Squad Leader$45
D-Day:Amer. Invades$39
Fantasy General $42
Great Naval Battles 4$44
Harpoon 3 $39
Iron Cross 2 $39
Last Blitzkrieg $41

Sid Meir’s Civil War $58
Steel Panthers $39
This Means War $24
Victory at Sea $42
War College $36
Wargame Cnstrctn 3 $39

IBM HINT BOOKS

7th Guest 2: 11th Hr $16
Civilization Network $1

0

Command& Conquer $16
Dungeon Master 2 $16
Full Throttle $16
Hero Might & Magic $16
Jagged Alliance $18
Journeyman Prject 2 $16
Mechwarrior 2 $16
Panzer General $16
Phantasmagoria $16
Ravenloft 2 $12
Space Quest 6 $16
Star Trek TNG: Unity $16
Stonekeep $16
Thunderscape $16

3DO System $299
Death Keep $48
Flying Nightmares $52
Foes of Ali $52
Need For Speed $52
PGA Tour 96 $54
Pagoda of Puzzles $54
Psychic Detective $52
Quarter Back Attack $54
Rock & Roll Racing $48
Shred Fest $54
Space Hulk $52
Top Gun $54

CDI

Axis & Allies $44
Jeopardy $32
Merlin’s Apprentice $44
Myst $44
Secret Mission $35
Voyeur 2 $52

PLAYSTATION

Playstation System $319
3D Baseball 96 $56
Dark Seed 2 $52
Dark Sun $54
Destruction Derby $52
Dungeons & Dragons$52
Madden Football 96 $54
Magic Carpet $52
NFL Game Day $52
NHL Hockey 96 $54
Power Sports Soccer $54
Slayer $52
Top Gun: Fire at Will $52
Twisted Metal $54
Warhammer Fantasy $52
Wipe Out $52

SATURN

Saturn System $349
3D Baseball 95 $56
Agile Warrior: Fill x $54
NBA Action $52
Prime Time FB 96 $59
Romance 3 King 4 $58
Sim City 2000 $54
Virtual Hydlide $52
Virtua Racing $52
Wing Arms $54

OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require addi-

tional shipping charges.Visa, MC and Discover accepted. Checks held 4 weeks. Money orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped

same day. Shipping times may vary. Price/availability may change. All sales final. Call for details.

© 1995 CHIPS & BITS, INC. FSN196P1
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"We are very concerned about the
quality issue for video games"
NINTENDO OF AMERICA PRESIDENT HOWARD LINCOLN

There’s no question that Nintendo,

with help from their friends at Silicon

Graphics, Rambus and others, have ere

ated a state-of-the-art

video-game machine will

once again revolutionize

Nintendo’s position in the

market. But has the Ultra

64 revolutionized the mar-

ket itself? Has Nintendo

more info from the internet

For anyone looking for more
information on the launch of

the U/64 or the games and

game companies mentioned in

this article, we suggest search-

ing out the following addresses

on the Internet:

NINTENDO Homepage:
http://www.nintendo.co
m/low/low.html
NUKE InterNETWORK:
http://www.nuke.com
IG's Nintendo U/64
Headquarters:
http://www.igonline.esc
ape.com/capscott/nu64-
cap.html
SGI's Project
Reality Page:
http://www.studio.sgi.co
m/ProjectReality.html

succeeded in taking gaming to a level

never seen before?

With both Sega and Sony already on

store shelves, Nintendo must deliver

software that does just this. Nintendo's

Howard Lincoln believes that "a few

companies will be looking to play catch-

up,” but the marketing and software

have to be in place to drive the Ultra

where Nintendo wants it to go.

There are few third-party licensees

and Nintendo's first batch of

games appear evenly split

between mainstream and

younger titles, although all

are of extraordinary quality.

Even the release date, that

has now been firmly pegged

in Japan for April 21, seems

uncomfortably absent when

Nintendo executives talk of

committing to a U.S. unveiling. Although

most believe that the domestic launch will

get underway a few days later on April 24,

the final plan may change yet again.

While the Shoshinkai debut of the

Ultra 64 answered some of the most piv-

otal questions relating to the machine's

capabilities of displaying games and

graphics worthy of other next-gen com-

petitors, there are new questions that

have been raised about which direction

Nintendo plans to go with the system in

the months and years to come.

For Nintendo to have the standard

capable of taking them into the future in

the face of continued erosion in the 16-

Bit market and to shoulder a lack of

support for other product lines such as

the Virtual Boy, the Ultra 64 must suc-

ceed. Given Nintendo's past successes in

marketing video-game hardware, com-

bined with some truly breathtaking

games, the U/64 appears to have the

potential to deliver a gaming experience

that lives up to any expectations that

gamers may have. •

o

U64
DREAM
TEAM
Since the first announcement of the

Ultra 64, an elite group of hardware and

software developers and publishers

have been given unique access to the

U/64 as well as its development and

engineering data. Baptized the “Dream

Team” by Nintendo, this group of high-

profile names will be largely responsible

for what you see and hear from that

U/64 you buy next year...

HARDWARE:
• RAMBUS
Develops high-speed memory
technology for the U/64.

• SILICON GRAPHICS
Develops the 64-Bit hardware

system used in conjunction

with the U/64.

DEVELOPMENT
TOOLS:
• ALIAS RESEARCH
Markets a myriad of 3-D

graphics tools for use with

the U/64.

• MULTI-GEN
Produces real-time modeling

tools for the U/64 licensees.

Software Creations develops

sound tools for the Ultra.

DEVELOPERS:
Angel Studios

DMA Design Ltd.

Paradigm Simulation, Inc.

RARE Ltd.

Software Creations

DEVELOPERS:
Acclaim Entertainment, Inc.

Electronic Arts

Gametek, Inc.

Mindscape, Inc.

Sierra On-Line, Inc.

Spectrum Holobyte

Virgin Interactive

Williams Entertainment, Inc.



A MINDSCAPE® COMPANY

BIGGER. BETTER.
READYTO ROLL!

If you were blown away by
Panzer General; you'll be blown
to bits by ALLIED GENERAL

!

ANZER GENERAL took the gaming world by

storm. It established an entirely new game
category, prompting Computer Gaming World

to call it, “...suchfun that even non-wargamers

are likely to find themselves hooked.
”

Now, prepare to become an ALLIED GENERAL.

Volume II in SSI’s premier 5-Star Series
1"

has you in its

sights — and this time the battlefield is the state-of-

the-art Windows® 95 environment!

Like its award-winning predecessor, success

depends on your effectiveness as a leader. Play three

campaign games as an American, Rritish or Russian General against

the German army. Or choose over 35 scenarios that let you play as either

the Allied or Axis side. Engage in a little conjecture: several what-if scenarios

include Churchill’s never-realized invasion of Norway — Operation Jupiter.

many choices, your abilities will be tested as never before!

Watch your forces grow with each victory. Use new troop types such as

ski troops. Engage in E-mail gaming with

streamlined file transfer and full VCR playback

of your remote opponent’s turn. All of this and

more await your challenge. Welcome to the next

generation of strategy gaming!

WINDOWS 95

CD-ROM for IBM

& Compatibles

Power Mac
CD-ROM

RUNS ON

WINDOWS@95
AND

WIND0WS®3.1ALLIED GENERAL.
The excellence continues.
To Order: call 1-800-601-PLAY with Visa/MC

(North America only).

ALLIED GENERAL and PANZER

GENERAL are trademarks of

Strategic Simulations, Inc. ©1995
Strategic Simulations, Inc. All rights

reserved. Windows is a registered

trademark of Microsoft Corp.

IBM

SVGA

DISPLAYS



Studio e
Studio e is looking for experienced programmers

and artists lor possible PlayStation, Saturn, or PC

CD-ROM game development. Please send resume

and applicable work samples to:

Studio e

Department AD

1920 Highland Avenue, Suite 105

Lombard, IL 60148

Game Design

Game Development

SGI Computer Imaging

Advanced Pixel & CGI Artwork
Studio e and the Studio e logo are trademarks ot

Studio e
Full Sound FX & Musical Orchestration
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If it’s in the game,
it’s in the game:
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If it's in the game,
it’s in the game:9 /

^ you’re playing NHL 96 and voi

qjI
-

^
have to blink, do it one eye at a time.

You miSht miss something.

ByEBSSfiSMI This is speed, tenacity, and /
rr

toughness personified. It’s state-of-the-art

graphics that clearly make this the best %

^
I°°^' n§ hockey game on the market. Including digitally-mastered CD ^

KwmJ^W^1 sounc^ sampled from actual hockey coverage. And virtually^^^^^^~

limitless camera angles that put you down on the ice.^^^^^

You manage the variables. From^ changing

lines on the fly to whether you drop pass or go top shelf in
j

a one-on-one with the goalie. It’s all here. Ifyou can keep up.

' 199s Electronic Arts. EA SPORTS and the h\ SPORTS logo arc trademarks and "If it s in the game, it's in the game." is a registered trademark of

Electronic Arts. All rights reserved. National I loekey League. SI II.. the Sill, shcild and Stanley Cup are registered trademarks of the National Hockey

'League and arc used under license !>v Electronic Arts. NHLRA, National I loekey League Players' Association and the logo of the Ni II.PA arc trademarks

of the NHI.PA and are used under license by Electronic Arts. All NHL logos and marks and team logos and marks depicted within this advertisement arc

the projtcrry of the NI II, and the respective teams and may not lie reproduced without the prior written consent ofNHL Enterprises, Inc. ©1995 NHL.
Officially licensed product of the National Hockey i-cuguc Players' Association.
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HOLE l

HOLE3

Peter Jacobsen

Career Earnings: $4,000,000+

TOUR Victories: 6

1994: 3 top ten finishes

Back-to-back TOUR victories

in 1995

1994/95 PGA TOUR Statistics

Shot lie: Cup
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PGAflTOUR96

PC-CD
http://\v\v\v.ea.corn/easports.html

PGA TOUR 96

It takes more than

nerves of steel to play on the

PGA TOUR . Triple reinforced

titanium is much more like it.

Your drive has to be straight.

The approach on the money.

And your putt has to hit bottom.

Everything counts. .And there

are 14 of the TOUR’s top pros

waiting for your first mistake.

It’s all here. The real players

and their swings have been motion captured and digitized into the game. You’ll even be playing

actual courses like SPYGLASS HILL and TPC at Avenel. With courses

like THE LINKS AT SPANISH BAY’ to add on later.

BvTEii
Do you have what it takes? It’s time you found out. It’s time you took ***“

a swing on the PGATOUR
<’

1W5 Electronic Arts. Iv\ SPC)RTS, the EA SP( )RTS logo and Target Arc are trademark!* of and "If it's in the game, it's in the game." is a regis

All rights reserved. PGATO l R. the TOl’R logo, the Tournament Players Club and TPU are trademarks ofPGATOUR Inc. and used by pern

of SPYGLASS HILL andTHE LINKS AT SPAN ISH BAY arc trademarks and service marks of Pebble Beach Company and are used under I

red trademark of Electronic Arts,

'inn. Images and course designs

;nse by fttbble Beach Company.





Your feet are a blur. Your head is a weapon. No doubt about

it, this is FIFA Soccer 96.

Put yourself on the field with graphics, sound, and SGI"-

rendered player animations that, until now, were only a dream.

New Motion Design' technology makes bicycle kicks, slide tackles,

diving headers, and tons of other moves even more incredible.

You control the teams, the conditions, and the strategy that

make you a winner. Virtual Stadium" gives you

almost unlimited camera angles to command it all.

Taste victory at the hands of your own greatness.

Or taste grass at the feet of your competition.

UN

PC-CD
htrp://\\A\Av.ea.com/easporrs.html

SPORTS
If it’s in the game,
it’s in the game*

m
FIFA

© |9U5 Electronic Arts. KA SPORTS, the FA SPORTS logo. Motion Design and Virtual Stadium are trademarks of

and "If it’s in the game, it's in the game." is a registered trademark of Electronic Arts. All rights reserved. Official

FIFA licensed product. SGI is a trademark of Silicon Graphics.

3



mo

NAME:
:

MATT KRAHLING

Team: -Free Agents- (141
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Jersey No.: 11

COLLEGE: SAN DIEGO ST

ACQUIRED: CREATED



If it's in the game,
it's in the game."

NBA LIVE 96

You need to be quick, relentless, and agile to step on the court of NBA* Live 96. Unless,

of course, you'd rather end up as a losing star in tomorrow’s sports page.

This game rocks. And a lot more than the rim. The awesome court graphics, and the heart-

pounding sound put you on the floor of an NBA game. Where you can take a pass on the fast

break for a 1 80° slam. Or get passed in the lane by a foot-tangling cross-over.

You control the team and the strategy. You can even create players. With v
all the league schedules, team rosters, and volumes of '.tats to work with.

Maybe we should just say, w elcome to the NBA.

©1995 Electronic .Arts. EA SHORTS, the EA SPORTS logo. Motion Design and Virtual Stadium are trademarks of and “If it’s in the game, it's in the game." is a registered trade-

mark of Electronic Ana. All rights reserved. The NBA and individual NBA ’learn identifications used on or in this product are trademarks, copyrighted designs and other forms
of intellectual property of NBA properties. Inc. and the respective teams and may not be used, in w hole or in part, without the prior written consent of NBA Bupcrtics. Inc.

©1995 NBA Properties, Ine. .All rights reserved.



SPORTS
If it's in the game,
it’s in the game;

MADDEN®
'9a

SEE MORE http://www.ea.com/easports.html

ORDER, VISIT YOUR LOCAL RETAILER OR CALL 1-800-245-4525.

PC-CDLINE

NHLg/6
MUA
^Live
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The FUSION staff

rates some of the
best places and
times to play Sega's

In what may well

signal the death of

the Game Boy (and

far more likely the

Game Gear), Sega
has recently released

a portable version

of their 16-Bit

Genesis system.

Besides Sega

upping the ante for

portable units through

sheer Bit size and a

pre-established 500+
game library, the

Nomad also benefits

from its ability to plug into normal television sets through a separate hookup.

This allows it to function in entirely the same way as a Genesis, for about the

same price. Since many older Genesis titles are starting to be sold fairly

cheaply at toy and game stores, this could possibly be the perfect time for

the Nomad’s introduction.

Other accessories for the system include additional controllers to allow for

two players, an AC Adaptor and/or rechargable battery pack to save on bat-

teries (this thing devours them) and a car lighter adaptor for those long road

trips. All these combine to ensure the Nomad carries no fixed address. The

following is a list of some of the best circumstances to have the wee system.

portable Genesis.

Jail—
Informing your family of your

incarceration doesn't have to be that

bad, if you've got your Nomad, that is.

“I'm in jail!" you'll happily say. “I like it

here! I’ve got a system!"

True, they’re even harder to come by in

the joint than a good shiv and cost at least

one black, tarry lung worth of cigarettes,

but they’re easily worth it. If you can pro-

vide for the batteries, your sentence’ll fly by

so quickly you probably won’t even notice

you’re being punished at all.

Business
Meetings—
Being pulled into a quarterly report

can test even the most well rested.

That’s where the Nomad comes in.

Simply explain that you’re product test-

ing for R & D. When your boss starts

drawing graphs citing the increased

sales ratio between guns and butter, at

least your eyes will be open...



Pondering One's

Own Mortality—
Every gamer knows the sinking feeling that

comes in the time between new hardware systems.

When the really invigorating titles start petering

out and the new Bit systems seem so far in the

future, existence just doesn’t seem as bright and

cheery. But mopers rejoice, now there’s a system

to accompany you while you wander around, mind

thick in the haze of clinical depression. Remember
these words of advice, though: When you peer into

the abyss, don’t drop your system.

Space Flight—
As any astronaut can readily attest, floating around

dodging your partner’s vomit gets old after a few days.

The scenery outside isn’t even as disparate as the

drive from Chicago to Ohio. What’s going to hold your

attention? Forget the ship, these things practically fly

themselves these days. Try this baby out instead.

And meanwhile, if emergency situations do arise,

the Nomad can easily be refitted to flush dangerous

carbon monoxide from the ship’s cabin. Just be careful

to turn the Nomad and other electronic devices off

when leaving and entering the Earth’s atmosphere.

Waiting For
the Holiday

Dinner—
A good holiday turkey takes what?

Nine hours to stew in its own juices and

cook? That’s a lot of time to spend

avoiding tense moments with your adult

family and dodging the wee ones

beneath your feet. You’ve got plenty of

time to kill: Doesn’t a thousand rounds

of MKII sound just about right?
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G
aming is advancing like never before. With new
technology spawning new systems and new systems

spawning new games, an elite group of video-game

designers have risen above the pack. As they usher

in a new age of gaming with both an understanding of

gamers’ wildest dreams and the talent and creativity

to make those dreams a reality, the editors of FUSION tracked

down the top five up, coming and already arrived movers and

shakers of the industry to find out what makes them tick.



What we try to do is make a strong

game; it has to stand up as a game.”

While The Neverhood is now in

full-scale production, the creative juices

keep flowing for the game-designer-

turned-animator-turned-writer, who is still

involved in bringing EWJ to the big

screen and oversees the EWJ cartoon.

“We’re going to take Jim and twist it

even more,” he laughs. “For anyone

who’s still half-following the show, we’ll

be sure to lose

them next year.”

TenNapel has

several animated

series and two

children’s books in

the works. He’s

also co-writing a

Pulp Fictionssque

R-rated animated

film, but that is no

indication that

TenNapel is making

a break from his good-natured projects

aimed at kids.

“I want to be entertaining for kids,"

he explains. “I love nurturing creativity

in young minds, and I feel very responsi-

ble for the stuff that I put in front of

them. I don’t just say, ‘Hey parents,

don’t buy it if you don’t approve of this

gun-toting character.’ I appreciate the

kids who have supported the stuff that

I’ve been involved with so far, because

it’s their approval that allows me to go

on and do more things, so why would I

betray that audience?"

R
ubbing elbows with the

DreamWorks SKG big cheeses

Spielberg, Katzenberg and

Geffen might cause a guy to

get a swelled head, especially

if they had sought you out,

signed your newly formed company to a

three-game deal and pretty much left it

up to you to determine what to create.

This dream-come-true for most game
designers is a reality at the Neverhood,

Doug "Earthworm Jim” TenNapel’s new
studio. TenNapel has managed to stay

very down to earth in light of all his

success in his short four-year career,

a virtue he attributes to surrounding

himself with his friends, who have no

trouble making sure their boss’ ego

stays in check.

"They really keep me in line,”

TenNapel says. “We have very open

communication. We make fun of each

other a lot. That’s important to me.

None of these guys think of themselves

as employees, and I don’t think of them
as my employees. I think of them as my
friends. Because of that, we can work

together. [Ejveryone feels like they're a

part of a team.

Everyone feels like

they’re a peer... and

I’m going to have

these friendships

long after this busi-

ness is done.”

The DreamWorks
deal seems to be

the perfect situation

for the young

designer, because

TenNapel and his

crew are left to do what they do

best—create games, and at the

Neverhood, they do so without pressure

to stick to a proven formula or seek

out characters.

“I think at other places I’ve worked

there is that pressure,” TenNapel says.

"They say, ‘Oh you came up with this

character, so now crank out another

character like this.’ Well, anyone who
knows anything about our next game,

The Neverhood, knows we didn’t reverse

engineer the characters out of a toy line.

People can see through that garbage.

Doug TenNapel

Age: 29

Marital Status:

Married, to Angie

Vectorman

All-Time Favorite: Myst

Pig-Out Food for Late-Night

Design Sessions: Pizza

Bone

Last Good Movie I saw:
Toy Story

I Stay Home to Watch:
Letterman

Lucky, Fortunate, Retarded

I Drive a: Beat-up Toyota pick-up

truck with a brand-new radiator

Proudest Moment: Marrying my
wife in 1990 was a real turning
point in my life; a really cool

moment.

Favorite Toys Growing Up:
Micronauts
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John Romero

Studio id Software

28

Marital Status: Married, two
sons ages 7 and 8

Currently At Work On: Quake

Secret ofMaria and Secret of
Evermore

Fave Game Ever: Ultima 5

Last Good Movie I saw:
True Lies

Talk Soup

Three Words That Describe Me:
Busy, busy, busy

I Drive a; Ferrari 348, Ferrari

Testarossa

Favorite Pig-Out Food During
Late-Night Work Sessions:

Pizza and Chinese food.

V mm

I

n spite of what his guidance

counselor may have warned, John

Romero's doing pretty well for a kid

who got low grades in high school.

While his classmates were

memorizing state capitals, fighting

their way through trigonometry and

conjugating verbs, the misunderstood

Romero’s mind was on fun and games.

“It was too boring," Romero explains.

“I was too busy trying to write games.

The thing that sucks is back then, there

were no books on game design.

Nowadays, there are tons of books on it,

[and] it's great to

get into it, even

though it’s a really

tough market to

break into. Back

then, it was black

art for real.

Nobody knew how
to do it. Learning it

on your own was a

lot tougher.”

Bringing PC

users titles such

as Castle Wolfen-

stein, Doom and Hexen to take their

minds off spreadsheets and memos for

a while, Romero was able to start id

Software with the profits of his first PC

hit (Commander Keen), and continues to

change the face of PC gaming.

“A lot of people in this industry don’t

remember things that we’ve done,

because they weren't even around when

we did this stuff. In 1990, we came out

with Commander Keen, which was like a

Mario-type game on the PC," he says.

“PCs had never seen a Mario-type game,

and everyone went nuts. We wrote this

game in our spare time, put it out and

BAM!—cash. It’s awesome. We haven’t

flopped on anything."

Hoping to add to his list of hits,

Romero is currently at work on Quake,

which he expects to release next spring,

but the release date as well as the

premise of the game is still up in

the air.

“It keeps changing,” Romero says.

“I can’t really tell you what [Quake’s]

premise is, because it was one thing

awhile ago, and it’s been changed to

something else now, and it might

change again. It's pretty much killing

things in a really cool way."

Romero first got the designing bug in

1979 when he learned how to program.

“The first things I was programming

were games. That’s the only reason I got

into programming—just little text adven-

ture stuff, because I was writing them on

HP mainframe terminals,” he chuckles.

His first professional work came when

he submitted a program to Insider

magazine for a hundred dollars.

“That’s how I'd do stuff from the very

beginning,” he says. “I’d write tons of

games, and then I'd get them published

either in magazines or

on disc magazines.”

Since then,

Romero’s games have

been duplicated (Doom
is estimated to be on

75 percent of PCs) and

often imitated, but as

long as the imitators

do it right, Romero

doesn’t seem to mind.

“It's a totally open

market,” he says, “We
just wish that they

would do it right, like Dark Forces.

Descent and Dark Forces are

the only two products that

we've seen that are truly

cool. The rest just

didn’t get it.”

As PCs continue

to creep into every

home and eventual-

ly become as

common as TV,

Romero’s star is

certain to contin-

ue to rise, but he

also sees great

opportunity for console games as well.

“Consoles are starting to get into the

multiplayer arena, which is the future of

gaming. It’s cool to see that the

Sony PlayStation and the

Saturn are moving into

Internet access,

moving into multi-

player gaming,”

Romero explains.

“It’s kind of inter-

esting. They’re

getting into down-

loading games
into the systems.

Multiplayer is

definitely the

future of games.”
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Perry Rodgers

Sony Interactive Studios

Age: 33

Marital Status: Single

Current Favorite Game:
Jumping Flash!

All-Time Favorite Game:
The original Super Mario Bros.

arcade game

Favorite Comic Book: Spawn

The Last Good Movie I Saw:
Hoop Dreams

I Drive a Mitsubishi 3000GT

I Stay Home to Watch:
The Simpsons, Beavis and Butt-

head, Golden State Warriors

basketball games and tennis.

Three Words That Describe Me:
Organized, focused, passionate

about what I do.

I 'd Give Anything to Meet:
"One thing I always thought
I'd love to do is hit a few balls

with John McEnroe."

Favorite Toy Growing Up:

My Pachinko Machine

B
lame Sony Interactive Studio’s

Perry Rodgers for bringing car-

nage into living rooms like

never before by flawlessly

adapting the third installment of

Mortal Kombat chaos for the

Sony PlayStation in all of its realistic and

gory playability.

“[With] the technology of the

PlayStation as good as it is, what we
wanted to do was
make it a very real

adaptation or conver-

sion of MK3,"

Rodgers says of his

year-long project. "We

thought we could real-

ly do justice to it. The

most difficult part

was pushing the sys-

tem to do that and

make it very authen-

tic, so players really

felt that it was MK3.”

Rodgers says that the advances of

gaming technology may be a blessing in

disguise for designers.

"It’s really interesting,’’ says Rodgers.

“You would claim that it would be easier

to do the games of today over yesterday,

but you always want to push the limits of

your technology... players expect more.”

Rodgers’ current work is Philosoma
,
a

3-D graphic shooter heavy on cinematics

and story. “It takes shooters to a new

dimension,’’ he says, “it shows off what

the PlayStation can do.”

Rodgers has come a long way since he

began his career with Activision, convert-

ing the arcade version of Double Dragon

for the Atari 2600 and 7800. For

Rodgers, however,

there were early

signs that hinted

at what his future

held in store.

“As a kid, I had

one of those little

plastic pinball

machines that you

bought at Sears. I

tore that apart and

all the bumpers off

of it and tried to

build my own.”

While in college, instead of breaking

toys, Rodgers broke a world record in the

Guinness interim video-game contest for

the Super Mario Bros, arcade game,

which Rodgers still looks back on as one

of his proudest moments.

“It was a big moment. Right now you

look back on it and say that was kind of

trivial, but I was competing with a player

that was pretty well known, Erik Jenner,

and it was kind of a boost as far as

something that I really worked very hard

to achieve. It taught me that hard work

pays off, and it has more meaning than

my name in a book.”

While video games remain his passion,

Rodgers looks for other outlets to take

his mind off work and to maintain a

balance, which he finds in the form of

exercise and sports, especially tennis.

“If I could make it on the tennis

circuit, I’d be playing tennis," he says.

The disciplined Rodgers even manages

to fight off the legendary urges for pizza,

pork rinds and Pepsi that designers are

known to pig out on during the late hours

of deadlines. “If I said [I ate] pizza and

doughnuts and all that good stuff, I’d be

lying to you,” he admits. “I really try to

eat healthy. I like to run, eat right and

get enough sleep, because in the long

run, that just keeps you going. You’re not

going to get burned out.”
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An Angry Alien.

Available for PC and Macintosh® on CD-ROM
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W
hen he’s not working on

a new video game or

playing an old one,

there’s a good

chance that Shiny

Entertainment’s Grand

Poobah, Dave Perry, is probably out

masterminding a new title. Then again,

it’s even more likely that he’s singing

Barry Manilow tunes in the shower or

off somewhere munching on Pringles

with his mouth open while the crumbs

get all over his shirt. Breaking this

nasty habit, however, is at the top of

his resolution list for 1996.

It's Perry’s off-the-wall sense of

humor that powers the company which

brought fans the quirky Earthworm Jim,

but make no mistake: Beneath his

fun-loving exterior is a fun-loving interior,

Dave Perry

Studio: Shiny

Age: 28

Married

Favorite Comic Book:
Dennis the Menace

Current Favorite Video Game:
Command and Conquer

Ail-Time Favorite Video Game:
3D Death Race

The Last Good Movie I saw:
The Sound ofMusic

I Stay Home to Watch: Baywatch

Three Words That Describe Me:
Tall, tall, very tall

I Drive a: Dodge Viper, Porsche,

Jeep Grand Cherokee

Have I Ever Been Abducted By
Aliens?: Hasn't everybody?

but even beneath

that lies the business

savvy that helped make
Shiny-designed Aladdin,

both a critical and

commercial hit.

So what is it that has

kept Dave Perry running

throughout his 13-year

career?

“Pizza, pizza, Alka-Seltzer

and more pizza,” he says. “I

started making video games
when I was 15 years old and sold

them for $50 a game."

Video games took a toll on his

studies, however, as Perry admits to

being a lousy student. “I kept playing

Game Boy under the desk.” That didn't

keep him from landing his first job with

Micro-Gen, however, where he began

working on a game entitled Pyjamarama

for a whopping $5,500 per year.

His persistence and playfulness has

paid off in a big way when Perry began

his own studio and struck a quirky

chord with gamers. "When I started

Shiny, I asked Doug TenNapel to create

some concept characters. Earthworm Jim

was the first one.”

With a line of toys, a cartoon, and the

sequel to Earthworm Jim in stores now,

Shiny is full of happy people, but Perry

is tight-lipped about what his next project

will be.

"I could tell you, but then I’d have to kill

you and all of your readers one by one,”

he warns.

One thing the future definitely holds for

Shiny Entertainment will be multiplayer

games in 3-D environments, which are not

only what Perry sees as the future of gam-

ing, but are also his favorite games to play.

In his personal life, however, Perry shows
an enormous respect for the little things in

life, citing his proudest moment as the day

he learned how to walk (although he isn’t

quick to point out just how old he was when
he mastered it) and his truly appreciative

nature for the people who play his games.

“I personally love every Shiny fan,” he

gushes. “We will keep making the grooviest

games just for you.”
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Top: Dave Jaffe

Middle: Super Dodgeball Man
Bottom: Mike Giam

RoAdWar»i0rS
ore than any creators

making their mark on the

PlayStation era, Mike

Giam and Dave Jaffe are

blazing a path for a new
breed of 3-D video-game

designers with two of the most innova-

tive and entertaining games to play.

Heavily influenced by movies and science

fiction, in both Jaffe’s Twisted Metal and

Giam’s WarHawk, they approach making

games like film directors getting the

most out of PlayStation’s capabilities.

“ Twisted Metal

really came from two

places,” Jaffe

explains. "Mike and I

were driving back

from the airport

where we had just

met with our develop-

ers, Single Trac, who
are some of the most

brilliant guys we’ve

ever worked with.

Driving back from the

parking lot, some guy

backed out— I don’t think his rear lights

were on, and he cut us off. I don’t know

if we had some Raiders of the Lost Ark

music in the CD player or something, but

we said, ‘Man it would be so great just

to blast that guy,’ which I think is a

fantasy a lot of people have. The real

genesis really, is our love of great movie

car chases. As the technology got more

powerful, we saw an opening where we
could actually give players the feeling of

being in on one of these classic

Hollywood car chases.”

Since the pair began as game testers

for Sony one week apart from each

other, they’ve worked together ever since

and have solidified as a team, but both

credit their executive producer, Allen

Becker, as the key to their success. “He

has stood by us and

encouraged us and

basically kept every-

body off our backs

while we made the

games," says Giam.

Another constant in

Giam and Jaffe’s

career that has

become an inte-

gral part of their

team is Super

Dodgeball

Man.

“Ohhhh,” the pair exclaims

collectively when their cardboard

cut-out good-luck charm is

mentioned. “Super Dodgeball

was a game that we played on

break [as testers],” Jaffe

explains. “Mike and I used to

play the crap out of it; we loved it.

The Dodgeball Man was from an old

CES, and basically, as we kept mov-

ing up the ladder and kept

moving offices, he just kept

coming with us. Every

now and then,

people think

we’re crazy, we
actually hold

his hand and

take him for a

walk around the

office. People think we’re nuts, but

he deserves it. He's a metaphor

for ourselves and life in the ’90s,"

he laughs.

“Super Dodgeball Man is the

one who kept us company at

Sony Imagesoft after hours,”

Giam adds affectionate-

ly. “Whenever we
were working late, g
[he] was there.” •

Dave Jaffe

Studio: Sony Interactive Studios

Age: 24

Favorite Comic Book:
Spider-Man

All-Time Favorite Video Game:
Flashback and an old Apple HE
game called Mask ofthe Sun

The Last Good Movie I Saw:
ColdenEye

I Stay Home to Watch:
Public Access. It makes you feel

much better about yourself.

I Drive a: 1987 powder-blue
station wagon.

Favorite Pig-Out Food: Cheese
pizza (no sauce), diet coke (tons)

Mike Giam

Sony Interactive Studios

Age: 27

Favorite Comic Book:
Sandman

Current Favorite Video Game:
Twisted Metal

The Last Good Movie I Saw:
Toy Story

I Drive a 1990 Toyota Celica

I'd Give Anything to Meet:
George Lucas or Stan Winston

Favorite Pig-Out Food: Other half

of pizza (with sauce), diet coke
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FUSIONREVIEWS
IMPARTIAL NEWS AND REVIEWS OF THE LATEST IN INTERACTIVE ENTERTAINMENT

SPECTACULAR
FUSION Gives a Preliminary Review of a

Much-Anticipated Bit of Hardware

O
ur editors had the chance to test

, Nintendo’s new 64-Bit game

1 system— the Ultra 64— at the

I recent Shoshinkai Show held

I in Chiba, Japan, on Nov. 24,

1995. At this show there were

over 70 game systems set up

and they were playing two U64
games: Super Mario 64 and Kirby Ball

64. While far short of the 10 playable

games originally promised, these two

games were nevertheless extremely

impressive and clearly demonstrated

the incredible power that is within

this machine.

The system itself is quite compact.

Measuring only 10 1/4 inches wide,

7 1/2 inches deep and only 3 inches

high, the U64 is small by game system

standards. This is another testimony to

Nintendo and Silicon Graphics’ ability

to pack such a large processing power

into the minimum amount of space.

The outside of the Japanese

Nintendo 64 (its Japanese name) is

gray and has relatively few ports. On
the top there is the cartridge slot; the

front has four controller ports and the

back has a power cord and one power

port for sending the signal out to a

TV/monitor. Since all of the systems

were completely enclosed in plastic we
could not see what other ports were on

the underside.

On the very top left and right of the

controller are the left and right (L &R)
trigger buttons. In the very center of

the unit and on the middle arm is the

analog 3-D stick. By using your thumb

you can control the character on the

screen. You will have the ability to

move your character anywhere within

a 3-D environment, and being analog,

this type of controller will allow for

very fine and subtle movements in

absolutely any direction. On the

underside of the controller is the Z
trigger button. This is in such a

position that it will be able to work

harmoniously with the analog stick.

It also is in such a

position that it

could imitate a

trigger control

for a gun. With

three arms on this

controller, there

are three ways

that the con-

troller can he

held. Depending

on the type of

game, each has its

specific use. In the left position the

3-D stick is used with the right hand.

This may be more comfortable for

some of the newer games, which may
not need any view changes. You use the

right position for the 3-D games and

the outside arm position for games that

use normal Super NES-type controls.

The most innovative feature on

this controller was the memory card

on the underside of the unit. This card

functions in the same way as the

PlayStation card; however, it has the

added feature of being portable. A
player can play a game at home, save

the game to the card and then take the

controller and card to a friend’s house

and continue the game where he or

she left off on the friend’s machine.

The controller can also be custom

configured a certain way and this

information would be downloaded

into the friend’s machine. Handi-

capping or keeping track of wins and

losses in a fighting game has never

been easier. Also, in a three- or four-

player game all of the information from

all of the memory cards would be sent

to the machine for customized play.

Overall, the control was large enough

for bigger hands and the analog con-

troller worked perfectly. Moving Mario

around the screen was easy from the

start and didn’t require any practice.

The buttons were responsive and

while other games for other systems

offered limited change ofviews, this unique

perspective control was a feature never

before seen in a controller.

There was no slowdown noticed

even in a four-player quad-split

screen of Kirby Ball. Like the other

next-generation systems, the colors

number in the millions, so there

was no advantage here. The texture

mapping and 3-D screen movements

were all real time. Nothing has been

done this well on any of the other

machines. The anti-aliasing and depth

buffering were also real time and added

to the feeling of actually moving

around and participating in a virtual

world. Clearly there is a lot of power in

the U64, more than in any other game

system. But one cannot say that it is the

best because there are only two games

to play, and the most complete is only

half done.

On the downside, for the most part

all we are seeing are old games redone

in a 3-D environment. Super Mario,

Zelda, Star Fox, Pilotwings, Kirby,

Mario Kart, etc., have been done

before. There is little that is truly

creative and revolutionary. But

perhaps as we see what more of the

games are going to be like we will be

able to judge whether this system is

going to be another “kids’ toy” or a

system that will appeal to an older audi-

ence. Otherwise, from what has been

shown so far, this is the most impressive

piece of hardware we’ve seen.

—Ed Semrad



If PlayStation’s Your Vessel...

Earth invasion! Earth invasion! Annihilation is imminent! Deploy

Jupiter Strike... Survival of the human race boils down to you!

You’re in the cockpit for the most realistic 3-D intergalactic war of

all time! Through blackest space, raging asteroid belts with deadly

You'fc JKAitY U pcc? 9*?t!

This is more than intergalactic warfare. This is the future of mankind! They come from the bowels of a million hostile

planets. Buggin’ turbocharged enemy warships! Big ones! And they want you. ..dead! This is high density combat of galactic

proportions! Your only hope. ..lock-on lasers, explosive tracking missiles, lightning-quick reflexes and a soft spot for

the human race!

01995 TAITO CORP. /TAITO AMERICA CORP. Licensed by TAITO CORP. /TAITO AMERICA CORP. Developed by Taito Corporation. The "41.
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and PlayStation are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights
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rMmergfced BUNNY
O

he PlayStation’s Jumping Flash!

accommodates all the elements of a

trippy and vividly real 3 a.m. dream.

The phantasmal game places the

player in the shoes of a stalwart

robotic bunny that must jump its way

through strangely landscaped worlds in an

effort to combat a host of equally surreal

invaders. While that may sound strange, it

hardly touches upon just how cool Jumping

Flashes environments are— floating blimps,

sandblasted Sphinxs, fire-breathing dragons

and spiraling ice castles are only a few of the game’s graphically

powerful landmarks.

And best of all, the game is totally 3-D immersive. Except for slow,

standstill rotation, the game character moves with wonderful agility.

The most impressive effect comes when the jump button is depressed

in three rapid successions— the techno-hare is sent leaping to immea-

surable heights, and the 3-D effect is not unlike the feeling one gets

in those museum, Grand Canyon OmniMax films.

Jumping Flash! is structurally familiar, consisting of five worlds,

each containing three individual levels (with the third being a

concluding boss stage). In the first two levels of each world, gamers

must find the four scattered jet rockets (before time runs out) that

will propel Jumping Flash to the next level.

Of course, there’s plenty of ammo so as to blast through the throngs

of malcontent frogs, giraffes, pelicans and other assorted animal

adversaries and gather those blasted rockets. Aside from the unending

supply of bunny bullets, you might find spe-

cial-weapon fireworks like cherry bombs,

roman candles and firecrackers that do some

real heavy carnage. Power-ups appear in the

form of carrot bundles, and secret bonus

worlds await in the clouds above.

Essentially, there are plenty of peripheral

weapons and surprises to continually bait the

gamer and help him or her push through to

higher and higher levels. But while Jumping

Flash! is challenging, it might be too rapidly

completed by more advanced gamers. And
this is where the game, ever so slightly, is

wanting of perfection. That, and the relatively

unchanging soundtrack. Otherwise, Sony has themselves an impec-

cable and remarkably original adventure game. —Rob Bernstein

Jumping Flash!
PUBLISHER: Sony SYSTEM: PlayStation

THEME: Adventure MEGS: N/A 1 PLAYERS: 1

LEVELS: 5

1234125



You’ve played

Mortal Kombat®, street

Fighter™ and Primal

Rage;“ but nothing

matches the spectacular

game play and visual

power of Battle Beast;"

the ultimate fight game

from 7th Level.

Battle Beast sets the standard for game play and realism on the PC.

There's nothing like it. Guaranteed! Or your money back*
• Master more than 100 fight moves • Discover hidden bonus rooms and secret weapons

• Marvel at feature-film quality audio and animation • Fire rude interactive keyboard taunts at your

opponent • Outwit the computer's artificial intelligence • Battle it out over network or modem

Question: what are Mortal Kombat, Street Fighter and Primal Rage? Answer: Redundant!

Welcome to the 7th Level.

Gome Over!

Visit your retailer for a free demo or download the Battle Beast Promo on AOL (keyword: SEVENTH) or CompuServe
(CO: SEVENTH) or on the Web (www.7thlevel.com). For more information or to order, call 1-800-884-8863 ext. 108.

7th LEVEL .

*30 day money back guarantee. Call 7th Level for details (214) 437-4858.

©1995 7th Level, Inc. 7th Level is a registered trademark and Battle Beast is a trademark of 7th Level, Inc. All other products are trademarks and/or registered trademarks of their respective owners.
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simple puzzles. Though rather basic,

there’s something quite entertaining

about wading through level after level,

leaving a trail of demon corpses in your

wake. Entertaining enough to be make
Doom one of the most popular games

of all time, that is.

The Doom PlayStation Custom
Edition boasts quite a few advances

over its computer cousin, not the least

of which is that this version features

weapons, enemies and levels culled

from both Doom and Doom II.

Veterans will find all the original hid-

den rooms and features are still in

place, as well as impressively enhanced

graphics. Not only has spooky ambient

lighting been added, but the creature

pixilation and graphic scrolling match-

es that found on only the really beefy

computer systems. Also, through the

PlayStation’s link capability, players

can also face off against one another in

Deathmatch Mode or act out a buddy-

action flic of sorts in Cooperative.

If you’ve got Doom on the brain, this

seems like the version to get.

Newcomers are sure to enjoy the hell

out of it and, at the same time, veterans

can appreciate it as well. Let’s hope

having this impressive of a version will

embarrass developers into not making

clones for the PlayStation. Cross

your fingers. —Phyllis Torquemada

ith the estimation that nearly

75 percent of all computers

have Doom installed, it goes

without saying that there’s

been a lot of anticipation

behind the PlayStation port

of the title. Sure, the title has

shown up on other console systems,

but this version promises additional

features and even better graphics than

the original. And it delivers, too.

Though licensors deemed it neces-

sary to elaborate upon it in the form of

a truly vapid novel, the story behind

Doom is really quite simple. The player

acts as some “bad-itude”-filled, jarhead

soldier who’s Earth’s last hope against

an invasion from hell. You begin with a

pistol and must “scavenge” for addi-

tional weapons (from shotgun to the

“BEG 9000”) while blowing away

everything in sight and solving a few

I PUBLISHER: Williams Entertainment

I SYSTEM: Sony PlayStation

I THEME: Action/Shooter

I MEGS: N/A

I PLAYERS: 1-2 LEVELS: 50+

DOOMED
GENERATION

O
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In many titles, once the player passes a

level, running through it again generally

feels pretty tedious. WarHawk, on the other

hand, retains a good amount of play

value throughout. Even though the

use of board codes makes it unnecessary,

running through early missions is enter-

taining. Cliche or not, getting there is

half the fun.

Loaded for bear, WarHawk contains a

full bevy of impressive features: rich

soundtrack, handsome 3-D graphics,

excellent gameplay and a fairly com-

pelling story line (enhanced by a different

ending nearly every time your ship goes

down, including one where Kreel chokes to

death on a chicken bone while laughing at

your miserable fate). All combine to make

the game just another one of many reasons

to own a PlayStation. It’s one of the titles

that’ll be defining next-generation gaming,

as well as one the other air-combat titles

could well learn from. — ]oe Fielder

WarHawk I- ,

PUBLISHER: Sony Computer

Entertainment

SYSTEM: Sony PlayStation

THEME: Flight/Adventure

MEGS: N/A
j /!.

PLAYERS:! LEVELS: 6 A4J Hi/ 2

STURDY
BIRD OF

®
ir combat titles seem about a dime

a dozen these days, making it

quite remarkable to find one that

sticks out as much as WarHawk
does. To be brief, it’s damn fun.

The game is a little deceiving at

first, beginning in a full-motion video

introduction like most. Unlike most though,

this and later FMV segments work well to

integrate the player into the game’s story

line. Herein, your commanding officer

assigns you to suicide mission after suicide

mission against Kreel, an evil warlord intent

on taking control of the world by force.

Kreel utilizes the mysterious Red Mercury

to run his huge arsenal of ships and weapon-

encrusted bases, and the player must help

discover the mystery power source’s secrets.

The first mission requires the player to

search out and bring back a canister of Red

Mercury, while later missions carry much
more aggressive requirements, as one more

actively takes the fight to Kreel.

Game Players

I U \*i» II 15 Enormous
rej, Ine 30 Levels To Explore

Sptatth AtlcJ ggp-.;
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THROUGH THE air

GREATEST OF EASE

®
escending in from

5,000 feet for a

pinpoint missile strike

is as easy as pie with

the new Agile Warrior

F-J 1 IX by Virgin

Interactive. This is a

flight-attack game for the player

who likes a bit of complexity in

his or her simulations. Not to

say the game is overly compli-

cated, but it’s definitely more

than just a pure shoot-’em-up

free-for-all.

Several missions greet the

eager pilot, most

of which deal

with covert gov-

ernment actions

in the Middle

East or even as

far north as

Russia. FMV
mission briefings

prior to the

carnage may be viewed

or bypassed as wished.

The real fun in this

game lies within the

combat sections of the

missions. Several ground

targets including tanks,

foot soldiers, armored

vehicles and the explod-

ing palm trees dot the

countryside giving their lives

willingly for your killing plea-

sure. Check the in-flight mis-

sion map to find your targets

and current mission objectives.

Choose your special weapons,

be it Sidewinders, Napalm,

Mavericks, Rockets or Cluster

bombs. In addition to the spe-

cial weapons, unlimited bullet

firepower is available at all

times. Keep an eye on your fuel

and shields and you’re ready to

rumble. Actual combat is quite

fun to behold, the main objec-

tive is to blow up targets on the

ground, but you must keep an

eye on the attacking jets and

helicopters that surround you.

Power-ups are available, free

floating above recently deceased

targets. Once an objective is

destroyed, move on to the next

until the mission is cleared.

Only a few things bothered

me about the game, one of

which is the

rate at which

the landscape

appears as you

get closer to it.

At times it

seems like

there is an

ocean in the

Agile Warrior
PUBLISHER: Virgin Interactive

SYSTEM: Sony PlayStation

THEME: Flight/Action

MEGS: N/A
PLAYERS: 1

I LEVELS: 7 missions 123
c

distance, but wait, it turns into

land! The heavy-metal sound-

track bothered me, too. When
will game companies realize

that pop music today is different

than when they were in high

school and perhaps kids playing

games now might want to hear

something from their own era?

But all tunes aside, the game is

a real winner. —Dean Hager

I

a
et me say this right up-front. I don’t play race games

to beat other cars on the track. I play race games to

wreak havoc, destroy property and run over the unfor-

tunate bystander. In other words, 1 play these games

like everyone else: as a release for the day-to-day

iiorrors of the real world.

Having said that. I’ve gotta say that I was really surprised at

how much fun I had playing this game.

The game starts with a deci-

sion on your part. You must

choose a Celica or a Delta,

automatic or manual. With that

done, the race begins with 14

other cars competing on three

increasingly difficult tracks:

desert, forest and mountain. •

Along each course you

must hit timed checkpoints.

If the clock counts down

before you reach them, you

are retired and. ..game over.

The desert track is the

easiest of the courses.

Hitting the checkpoints is

pretty easy unless it’s your

first time. I’his is the point

where you learn that you also

have a codriver (or navigator)

who hollers out road conditions

ahead (curves as well as the

level of danger). Pay attention

and coordinate with his voice.

By the time you get to the

mountain course, you not only

have to deal with more twists and turns but a town as well. It’s

rough and more often than not I’ve found the nose of my car

pushed into a wall or the sides of a tunnel.

Variations within the game are pretty fun, including a two-

player, split-screen game option. I actually find it more fun

racing another tangible person than the vague race cars of the

regular game with their undefined locations. There’s also a

time challenge game that is exactly what it sounds like.

Overall, this is a fun game where one can actually learn

from mistakes and eventually get the subtleties of steering and

braking down enough to move ahead in the pack. Now if they

could only add a teeny bit of off-road destruction I would be in

heaven. —Frank Kurtz

Sega Rally Championship
PUBLISHER: Sega SYSTEM: Sega Saturn

I THEME: Racing MEGS: N/A PLAYERS: 1-2“ 12345
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PLAYER STRIKE!

Q
orld Series Baseball on the Saturn will satisfy many
an armchair coach with its special features and

overall feel. For one thing, from the standpoint of

statistics (dear to the heart of any baseball fan),

they’re all here at

least as close as 1994.

All the players from both

leagues have been captured on

the CD-ROM and one of the

game’s neatest features is to be

able to call up each player in a

baseball card-like display.

Beyond the impressive data-

base, there’s also some impres-

sive gameplay. If you want, you can choose any team and play

against any other team (either controlled by the Saturn or a buddy)

in an Exhibition Mode. Or you can set up a Pennant race with a

season length of 13, 26 or 162 games. Up to four players can join

in a Playoff style of games but our favorite is to simply set up an

All-Star game and run the best players from both leagues.

Games can take place in four exactly detailed stadiums (Fenway

Park, Astrodome, Wrigley Field and Yankee Stadium) and the

game viewpoint can

be switched between

four different camera

angles or even a ran-

dom choice so on

each play you’re never

sure how you’ll see it.

Control is well

designed and the gamer

will find that it’s easy to

do everything from

bunting, stealing bases

and pitching to batting,

running and fielding.

Still, it’s too bad that the

main batter figure lacks the attention to animation given to other

areas of the game. The fellow looks like he’s on rails and moves to

and away from the box in a very unfluid motion. It’s also a shame

that no matter who is at bat, it’s the same figure. We found that the

lack of attention to this one detail hurt the feel of this game and

lost it a rating point. But if you want to be taken out to the old ball

game—you could do worse than this package! —Neal Shapiro

World Series

Baseball

PUBLISHER: Sega

SYSTEM: Sega Saturn

THEME: Sports

MEGS: N/A
PLAYERS: 1-4

LEVELS: N/A

12345
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GREATAPE
hile there’s an abun-

dance of hype about

32-Bit platforms and

next-generation gaming,

master Miyamoto has

shown once again that it’s

the software, not the hardware,

that makes a great gaming

experience. Flat out, DKC 2 is

presently the best Nintendo has

to offer for the SNES.
Is it better than the original

DKC? Ah, yes. Graphically, it’s

akin to the first in the series, but

slightly more interesting with

imaginative layered backgrounds,

like the oozing honey that rolls

unobstructively down the screens

of the beehive stage. But the real

improvements come in the shape

of lead characters Diddy Kong and

Dixie Kong, between which there’s

greater interaction than that

enjoyed by the duo in the preced-

ing DKC. To incapacitate Kong-

loathing adversaries and reach out-

of-the-way places, secret barrels,

hidden worlds and bonus coins,

the two simians can team up, and

throw one another in assorted acro-

batic and masochistic fashions.

The other major improvement in

DKC 2 is the augmented difficulty

in all levels of the game (bonus

worlds excluded). While most

boards in the original moved

at a rollicking pace, the

sequel demands longer

hours— thus translating into

more gameplay. But while

increased difficulty can be

marked as an improvement,

also recognize that some of

the boards will frustrate the

living bejeezus out of you.

Particularly beware ofWeb Woods.

As Squitter the Spider, the player

must spin web platforms over the

bottomless chasms below. Webs

don’t last terribly long and the

finesse required to manipulate

around flying enemies can stump

the best of gamers.

While all boards are amazingly

rendered and offer all-new terrains

and realms for exploration, many
levels do appear awfully familiar;

underwater caverns, roller-coaster

rides and barrels full of blasting

monkeys draw from the gameplay

of the original. But a few clever,

new tricks, like blowing winds,

sticky honeycombs and lots of

TNT, provide Diddy and Dixie

with additional challenges.

Cranky is back for the sequel,

but this time around he charges

for tips, as does Wrinkly Kong

(Kong’s mother) Swanky Kong

(the Armani monkey-suited game-

show host) and Funky Kong (the

high-flying monkey pilot).

ffidden boards are plentiful, as

are bananas and a new series of

minted coinage. DK bonus coins

improve Diddy’s hero status and

are hidden on each and every

board; Kremkoins are necessary

for crossing the overtestosteroned

Klubba’s toll bridge (which leads

to an entirely separate secret

world) and banana bunch coins

can be used to purchase informa-

tion and the like from itchy-

fingered, money-grubbing family

members. And of course, all-new

enemies and animal friends have

been introduced: amiable snakes,

spiders and angel fish included.

Donkey Kong Country 2 is a fun

ride, despite its close resemblance

to DKC. It’s near perfect entertain-

ment, despite Diddy’s and Dixie’s

annoying board-clearing rock solos.

— Rob Bernstein

Donkey Kong Country 2
PUBLISHER: Nintendo

SYSTEM: Nintendo

THEME: Action

PLAYERS: 1-2 *00
.

P*

MEGS: N/A ],£J«|i/25
LEVELS: 6
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Viewpoint
PUBLISHER: Electronic Arts

SYSTEM: PlayStation

I THEME: Shooter

MEGS: N/A

PLAYERS: I

LEVELS:

6

8 ~>7c Complete

®
iewpoint for the Neo»Geo
clearly surprised quite a

few people, and it was a

pleasant surprise at that.

The title had nice

graphics, not to

mention solid ganreplay.

Now, EA has upgraded

the title, using SGI-ren-

dered artwork to create

an even more 3-D feel.

Players must navigate

through six levels of

Zaxxon-Yike perspective

play. Your ship begins with a basic

shooter (which can be held for a

charge), but add-ons can be picked

up to make your gear more formida-

ble. Three types of smart bombs helj:

the player keep the screen clean, but

should be used only when things get

hairy since replacements are sparse.

Each level has a radically different

background and a variety of 3-D-

rendered creatures that are beautiful,

quick and fully ready to give you

their own personal version of tough

love. After piloting through areas rife

with blaster fire and bulky, swinging

obstacles, players are rewarded with

end Bosses that are armed to the gills

and about as mobile as yourself.

To make this a little easier on

players, EA has added a password

function making it possible to start

up in several spots through each

level. Quite welcome, as even the

“easy” in “Easy Mode” is a relative

term. Either way, this title was consid-

ered one of the better shooters even

before the PlayStation came along.

And now, it looks even better.

—Steven Garrett

II

1

®
magine jumping behind

the controls of one of the

cvbertanks from the
'

80s

film Tron and you’ve got

the general feel of Assault

Rigs. One big exception

though: Your controls respond

like thev've been prescribed a

healthy dose of Percodan.

Assault Rigs finds the player

controlling a computer-generated

mech in a futuristic cyberspace

arena. One must

collect various

items w hile fend-

ing off oppo-

nents to move on

through level

after level of

increasingly diffi-

cult areas. WTiile

this first-person tank joyride is

admittedly graphically impressiv e,

the gameplav is lacking.

Assault Rigs
PUBLISHER: Psvgnosis

SYSTEM: Saturn

THEME: Action

MEGS: N/A A
PLAYERS: 12 /

“ LEVELS: 42

Navigating around through the

various arenas is a tedious process,

and dodging enemy fire is even

more frustrating. For the most

part, players can only watch as

enemv fire launches toward you—
and w hen you die, you must

annov inglv resume at the begin-

ning of the lev el. Only the fastest

of the three tank speeds available

has a chance of avoiding them. In

some instances, changing the per-

spectiv e of the screen

to a bird s-eve v iew (of

the five provided) will

alert you to enemies

hidden around the

corner before they

blast away at von,

but w ho cares? Then
there aren’t any

surprises at all.

Tvvo-plaver variations are provid-

ed as well, such as Gem Warz

(where opponents race to collect

the most gems and exit the

screen) and Rig Rumble (where

plavers face off).

All in all. Assault Rigs tries to

keep its plavers interested, but the

basic gameplav falls too short

from the get-go. This is the first

title I’ve seen for the PlayStation

that didn't demand mv attention

and keep it. I'm afraid that if the

future is this dull, there’s just no

future in it. —Phyllis Torquemada



ports simulations can be

heavy into statistics, or

they can stress playabili-

ty, or they can feature

fine animation— but

the very few great sports

games accomplish all of this at

once. FIFA Soccer ’96 is such a

rare, great sports game!

Just about every country in

the world with a soccer team is

represented in one of the cart’s

leagues— down to the individual

players on each team.

Every team is rated in key

areas as to performance. So

if you want to set up a game

between yourself and a friend or

a couple of friends or the com-

puter it’s very simple to decide

amongst the wealth of teams.

Up to four people (using

Sega’s 4-Way Play adapter) can

each control (two per team) the

on-screen players. Controlled

players run atop a colored star

and control can be

rapidly shifted from

one on-screen play-

er to the next.

Kicking, passing, all

the defensive

and offensive

soccer moves

are easily

controlled

although there

are so many
different

options the

Practice Mode will surely come
in handy. The animated players,

although small, are excellent as

they run in almost rotoscoped

motion and design. Turn on

injuries and watch an unlucky

few fall in leg-twitching, pixelat-

ed anguish to the field!

Games can last various lengths

as halves can be set to be from

two to 45 minutes in duration.

The true soccer nut can even

play full-length league tourna-

ments—and be extra thankful

for the cart’s save feature; you’re

going to need it.

If you enjoy sports games

on your Genesis, it just doesn’t

get better than this soccer

extravaganza.

— Charles Mitford

" mad
c/>

asWORLD
oshi’s Island features a palette of colors

that gives new meaning to the word

pastel. These are eye-dazzling, mind-

warping pastels that lend an air of

impressionism to what might have been

run-of-the mill graphics. Okay, maybe it’s not

like Vincent Van Gogh designed the game (but

given that he never sold a painting in his life, I

bet he would have jumped at the chance) but

graphics add to the involvement of any game —
and this is one involving game.

Baby Mario (infant plumber extraordinaire)

has been kidnapped and luckily dropped onto

Yoshi Island where all the residents join forces

to carry him back to his parents. Any Mario fan

will recall Yoshi: the little dragon with the big

heart, long tongue and high cuteness quotient.

Well, not only is he back, he’s probably the best

and most reliable sitter on the whole island.

Here we have a relay race of running the

Mario Baby

through vari-

ous challeng-

ing stages atop

Yoshi. Most of

the stages are

side-scrolling

Super Mario Worid 2:

Yoshi’s Island
PUBLISHER: Nintendo of America, Inc

SYSTEM: SNES

THEME: Action

MEGS: N/A - f\n M I-

PLAYERS: I

LEVELS: 48

with some ver-

tical ones and

all are plat-

form-jumping as would befit the Mario uni-

verse. At the end of each stage, Baby Mario

gets passed to a new, differently colored Yoshi.

Don’t mess with any of these Yoshis as they

all suck in enemies, turn them into eggs and

spit ’em out. The control to do this is superb

and this is one of the easiest games to learn and

use that we’ve seen in a while. The levels are

full of challenges that are difficult and intense

without suddenly topping out into impossible.

About the only thing I could find to criticize

in this game was the lack of detail in most of

the Bosses and larger critters. In this case the

minimalist graphics might be a shade too mini-

mal. But, hey, if you like Mario games feel free

to give it that last half a star. —Neal Shapiro

/TM
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does whatever
ffi VECTOR can

ectorman on the Sega features very

little, if anything, that hasn’t been

seen many times before— but that’s

not necessarily a putdown. The
animation of the main figure in this

usually side-scrolling (a few perspective

changes here and there) platform jumper

is fresh, fluid and it’s the kind of game that

a person who enjoys shooters may play

over and over.

Vectorman is made up of 23 spheres that

can shift and transform him (if you find the

right power-up) into such things as a fish or

a drill or even an exploding bomb. The
actual morphing from one shape to the

other happens with a neat fool-the-eye

quickness that makes it fun to learn the

new ways of moving Vman and not just

a gimmick.

Garbage in, garbage out may be a motto

of computing, but Vman is only concerned

with garbage out as he fights other garbage-

robots gone mad on his mission to clean up

Earth for when the humans get home.

Well, that’s the scenario. One disappoint-

ment was that Vman never (in the levels we
saw) actually collects garbage, he just fights

the meanies.

Oh, and there’s $160,000 in prizes if you

beat Vectorman and get a special screen at

the end. There’s even 90 Sega Saturns being

given away— odds of winning one is one in

5,722, according to the info sheet. So,

maybe you should write

a request to Old St.

Nick anyway.

Vectorman is fun

although not ground-

breaking— but fun ain't

half bad!

— Neal Shapiro

Vectorman
PUBLISHER: Sega

SYSTEM: Genesis

THEME: Action

MEGS: 16

PLAYERS: 1

LEVELS: N /A

1231245
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Q
nspired by the popular kid’s action

television series, this game is a real

disappointment and perhaps a sure

sign of the decline of the 16-Bit

Sega format in favor of new (i.e.,

more expensive, higher res) formats.

The idea is entirely basic: The player is

given the choice of picking one of three

heroes from the TV series. Each of the

heroes’ designs are significantly simplified

from what is seen on TV, no doubt due to

the complicated details of the originals.

Even the villains in the game look simpli-

fied, giving an overall generic feel to the

entire proceedings.

All there is to the game is fighting, without

even the ability to pick your foes like in

Mortal Kombat. Each foe comes up in all

his mediocrity and you beat the crap out of

him. Then you have a quick round where

you beat the crap out of a slew of the big

bad guy’s

crs
PUBLISHER:

'

SYSTEM: Genesis

THEME: fighting

MEGS: 16 * An 1 1"

PWYERS:| -2 ju345

minions.

This

repeats

almost into

infinity.

The sim-

plicity of

the game

is relentless. Often, you can simply keep

your character hopping around without even

hitting your opponent and when the clock

eventually runs out, you’ll win. It’s as simple

as that. Sure, there are a few special moves

that allow you to trash your enemy, but who

cares? When you can

win by doing nothing,

what’s the point anyway?

Okay, maybe the game

even with its B-grade

gore is intended for kids.

Most of the kids I know

would be through this

thing within half an hour

and then beg for another

game. My suggestion is

to look elsewhere first.

—Frank Kurtz

®
t used to be that a golfer

was expected to carry a

bag of heavy clubs around

the course, but then they

invented the caddy, and fol-

lowing that the golf cart, and now

PGA Tour ’96 and your Genesis

combine to make the golfing expe-

rience easier than ever before.

You don’t even have to worry

about putting together a foursome.

The computer will set up a match

or skins game for you and fill in for

opponents or a partner with any of

the top 10 pros on the tour. Heck,

tee time isn’t even a worry.

Play can commence on three

superbly drawn and well-known

golf courses— River Highlands,

Sawgrass or Spyglass Hill. It may be

an illusion but every tree and shrub

looks to be in place, not to mention

every hole, green, sand trap, water

hazard and tee.

Practice, as in the real game, is

the key to performance. Keeping

your back straight, your arm extend-

ed and your eye on the ball may
not help here, though.

Rather, the player will need to

hone joystick reflexes to click at just

the right portion of the backswing

to impart exactly the right impetus

to the ball while allowing for the

wind. Some shots such as

using a pitching wedge

reminded this golfer very

much of the feel of the real

game. The putting is realis-

tic also and you can even

read the green via

onscreen grids.

The only downside is

the speed with which the

graphics are updated. This will probably only bother those who

have seen the PC version of this game on a 486 100 MHz com-

puter but it’s pretty obvious the old Genny is using all its silicon

brain cells on this cart. But if you want to golf on a 16-Bit video

game console and don’t have a big ol’ multimedia computer

handy, then PGA Tour ’96 is a clubhouse treat. —Neal Shapiro

COBSEN (C)

PGA Tour ’96
PUBLISHER: Electronic Arts

SYSTEM: Genesis

THEME: Sports

MEGS: 16

PLAYERS: 1-2
J

*f 0 J£
LEVELS: N/A JL4 JM/2 rtl
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dmit it. You’ve got a

3DO and lately you’ve

been looking at those

PlayStation titles and

their slick 3-D graphics

with envy. Envy no more.

Games like Battlesport

transcend trendy

technology.

Make no mis-

take, Battlesport

delivers plenty of

engaging 3-D

visuals. But,

more important-

ly, it delivers where it counts: in

addictive gameplay.

You are a competitor in the

sport of the future, where

armored “sleds” trade laser

fire in a huge arena. But unlike

earlier genre titles,

which focused on racing,

Battlesport borrows from foot-

ball and basketball. You scram-

ble around the obstacle-laden

arena for a floating ball. Get

the ball and shoot it at the goal.

The only problem

is your rival is try-

ing to do the same

thing—and

instead of 300-

pound linemen,

Battlesport
PUBLISHER: Cyclone Studios

SYSTEM: 31)0

THEME: Action

MEGS: N/A
PLAYERS: 1-2 if

LEVELS: 30 *1

he’s hurling missiles.

Battlesport succeeds by offer-

ing a nearly mind-numbing

array of variables. To begin

with, the goals of the future

don’t stand around— and nei-

ther do the balls! In Pregame

you can choose from a number

of different ship types, each

with different advantages and

trade-offs. Once you’ve decided

on a sled you can equip it with

30 different attachments,

from more powerful lasers to a

device that literally draws the

ball toward your ship.

Battlesport offers five differ-

ent computer-controlled com-

petitors, but where it really

shines is head to head. The
split-screen' action is fast paced

and should get you and a

friend shouting.

— David Gerding

CARTOON
0

e runs, he shoots. ..lie

induces nausea.

Captain Quazar is a

shooter in the style of

the old Contra arcade

games. You get a handful of

weapons and traverse the land-

scape blowing up everything in

sight. Unfortunately, Quazar

doesn’t do enough to update

this well-worn style of play.

You assume the role of

Captain Quazar, a Dudley Do-

Right look-alike with pea-sized

intelligence and a superhero

grin straight out of The Tick. It

is the cartoonish quality that is

immediately off-putting. While

a cartoon look and feel work for

Earthworm Jim and Rayman,

they fail here.

To its credit, Quazar tries to

offer improved gameplay. For

example, there are a number of

puzzles or obstacles on each

level, such as prisoners that

must be interrogated, resulting

in pass codes and the like.

Rather than accentuate the

game, these little puzzles mere-

ly succeed in accentuating the

limited depth of play. The
game also suffers from astonish-

ingly poor controls. Much of

the learning curve of the game
involves learning to compensate

PUBLISHER: Cyclone Studios

SYSTEM: 3DO
THEME: Acton

MEGS: 16

PLAYERS: 1-2

LEVELS: to 70% Complete

for these abysmal controls.

Much of the time your charac-

ter will be shooting wildly as

you struggle to figure out how
to hit the onscreen character

standing within feet of him.

Perhaps the most unusual

trouble is its Two-player

Mode. In theory neither play-

er can leave the

screen, so they

move together.

In actuality, one

character can

vanish off the

edge, leaving the two

players to struggle for

screen control.

To adapt the politi-

cally correct lingo of

the ’90s, Captain

Quazar is design

...challenged. In other words,

from what I’ve seen so far, look

elsewhere. —David Joseph

• ft
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LA BLUE
GIRL’
Centuries

ago, a

ninja clan

made a

deal with

the forces

of the

under-
world.
600 years

later,
Miko Mido, a beautiful ninja in training, must

make sure that the sex-starved Shikma stay out

of humanity’s way. Then Miko defends

herself again against forces of evil. CD $24

‘GIRL-
FRIEND
TRACY’
The newest

personality

available.

Girlfriend

Tracy will

outlast any

other game

you have

ever played.

Tracy com-

bines artificial intelligence, virtual reality and erotic

sound effects unlike anything else available. Tracy is

ready and waiting for you to teach her things, your hob-

bies, your favorite topics, and much more. CD $39

‘VIRTUAL
VALERIE 2’

The queen

of cybersex

is back!

Virtual
Valerie 2 is

the ultimate

in cyberotica

and the

embodiment

of every red-

blooded
technophile’s deepest desires! Sophisticated 3-D mod-

eling, tantalizing animation, erotic sound effects, and a

sizzling music score combine to create a mind

blowing sextravaganza! CD $39

‘FEMME
FATALE
FOR WIN-

DOWS’
Features
a long,

tantalizingALL
NUDE full

motion
strip-
tease
video.

Also 250 hot 24 bit images of 62 girls used

with included puzzle. Load/save game,
BMP, PCX, GIF, TIF, DIB, TGA, WAV audio

and more. CD $33

immmale,
The AAait Jgsaw PnaxJe SWndotb

‘VAM-
PIRE'S
KISS’
Journey
through the

corridors of

the vam-

pire's ancient

virtual 3-D

castle.
Astounding

interactive

graphics
allow you to search for the secret passageway that leads

to the vampire’s private chamber. Your actions determine

the outcome, but beware of things that go bump in the

night they just might suck more than your blood! CD $39

SPACeSIRENS 2
- V

‘SPACE
SIRENS 2:

MEGABABES
FROM AJIA’

- You’ve encoun-

- ifV
. $

tered the

Space Sirens

•

'm
and lived to tell

the tale. Now
face the new

s
challenge, a

deadlier form of

alien. Gor-

4*
»» « jp- «

*

a (5 ^ •

geous women
and Touch and

Feel User Inter-

face. CD $44
i

IBM INTERACTIVE

Adv Seymore Btt 2 $49
Adv Seymore Butts $39
CD Brothel $28
CA College Gris ea $24
Casting Couch $44
Chamelions $42
Cheap & Dirty $19
Club Cyberlesque $29
Come Play With Me$36
County Line $44
Cyber Strip Blk Jck $36
Cyber-Peep $19
Cyberpeep 2 ea $34
Dark Tunnels $18
Designer Bodies $36
Desktop Mistress $49
Desktop Voyeur 1 $49
Digital Dancing $32
Director’s Cut $39
Dirty Debutantes 2 $39
Diva X $38
Dream Girl $28
Dream Machine $38
Dream Machine 2 $49
Electric Swing $39
Encyclopedia Se- $49
Fantasies $35
Fantasy After Dark $35
Fox Pack $37
Fun House $39
Girlfriend Teri $39
Girlfriend Tracy $39
Golden Words $24
Hollywd Body Dble $44
Hot Slots $37
Hump Towers $44
IA Sexual Therapy $46
Intern’l Strip Poker $22
Intimate Journey $24
Intimate Possibilities$36

Ladies Club Poker $26
Ladies Club Pool $25
Latex $44
Love S-aves $39
Luscious Ladies $24
Lust Connection $39
Maddams Family $29
Maid to Order $44
Mke Your Own Orgy $32
Max t ‘Naughty Dog$49
Midnight Stranger $45
Mind Teazzer $29
Mind Teazzer 2 $32
Mustang Interactive $42
Mystik Mistress $44
Nasty Parts $42
Net Erotique $39
Neurodancer $39
Neuropak $54
Night Owl 18 $29
Nightwatch 1 or 2 $39
Nightwatch 3 $49
Paradise Club $19
Party Time $19
Penetration $24
Penthouse 3-5 ea $59

IBM INTERACTIVE

Pleasure Zones $33
Poker Party $45
Porn Mania $49
Porno Poker $44
Private Prison $44
Room For Rent $42
Scissors N’ Stones $29
Secrets $35
Seductive Games $19
See Some 3 Some $39
Sex Therapy $59
Sexy Slot Machine $24
Sorority House $34
Sorority Sex Kittens$42

Space Sirens $39
Space Sirens 2 $35
Spread-Em $34
Spy Club $49
Strip Black Jack $44
Strip Poker Pro $29
Strip Pot $36
Surfin’ Sam $39
Teresa May Play $44
Texas Table Dance $39
Vampire’s Kiss $38
Velvet Dreams $35
Virtual Director $39
Virtual Las Vegas $44
Virtual Sex $39
Virtual Sex Shoot $52
Virtual Strip Tease $26
Virtual Valerie 2 $36
Virtual Vixens $24
Virtually Yours ea $49
WanderLust $44
What’s Your Name $34
Wheel of Fantasy $26
Where in the World $34
Winner Takes All $39

IBM MOTION
101 Delights ea $19
A Sensuous Smmer$25
Above the Knee $24
Adit Movie Almanac $49
Adventure Kid ea $22
Affairs of the Heart $24
All Night Long $19
Amateurs in Action 3 $24
American Swthearts $25
Amorous Asian Grl 2 $34
Andrew Blake $16
Angel of Passion $24
Annie & Husbands $19
Annie Can’t Say No$19
Anthony’s Desire $25
Asia X $34
Asian Ladies ea $39
Babe Patrol $24
Babes Illustrated 2 $25
Bachelorette Party $22
Bek Door Lambada $24
Back Door Mistress $36
Bad Company $24
Bad Girls ea $24

IBM MOTION
Bangkok Nights $24
BarAmericain $19
Bare Exposure $25
Bttle of Super Stars $24
Bedman & Throbbin$16
Big Boob Babes $32
Billionaires Blondes $28
Black Book $34
BodyCello Six Pack $49
Bone Alone $25
Born to Love $1

9

Burgundy Blues $24
Burning Secrets $24
Bush Pilots $25
Bustin’ Through $24
Busty Babes 4 $39
Butter Me Up $19
Casting Call 2 $36
Cat House $24
Close to the Edge $24
College Girls 2 $24
Computer Girls $19
Crazy with the Heat $24
Crimes of Passion $28
Crystal Fantasy $39
Day Dreams $25
Days Gone Bi $25
Deep Tush ea $22
Demon School $22
Depraved Fantasy 2 $25
Dirty Nurses $18
Dirty Western 2 $25
Double Down $24
Dripping wth Desire $26
Endless Passion $19
Enter the Night $19
Evil Seductress $26
Exchange Student $24
Exotic Erotica $19
Exposure $24
FAO 1 -3 ea $19
Fantasies ea $25
Fatal Tempation $19
Femme Fatale $33
Flm Club Seychelles $32
Flesh Tones $24
Flesh for Fantasy $24
Forever Young $19
Ghostly Desires $44
Girls Gone Bad $26
Girls & Their Toys $1

9

Girls of Pleasure $26
Girls with Curves 2 $24
Glamour Girls 2 $24
Glimpses l-active $24
Hard Core $24
Heather’s Home Vid$16
Hippies in Heat $16
Hollywood Babylon $19
Home Front $30
Hot Dog Girls of FL $24
Hot Leather $32
Hot Shorts $26
Hot Talk $16
Hyperkink $16
Ice Woman $24

IBM MOTION
If Looks Could Thrill $24
Justine $39
Kinky Debutante ea$32
La Blue Girl ea $22
Lap Dancer $25
Lap of Luxury $25
Legs,Lace, Lingerie $24
Lips $19
Loads of Fun 2 $19
Love Pyramid $36
Max Moments ea $34
Model Wife $24
Models Etc. $24
More Than Hndful 5$25
Nookie of All Nation $1

6

Passion Files $16
Pink Baroness $16
Pink Lady Detective$24
Plan 69 From Spce $36
Play Mstrss For Me $24
Pleasure Paradise $25
Pretending $24
Private Ceychelles $34
Private Flm Chateau $34
Private Moments $25
Project X $36
Putting It Behind 2 $24
Racquelle in t’ Wild $24
Red Hot Pink $29
Romsoft Six Pack $39
Select a Pet 2 $29
Seymore Six Pack $39
Shame $24
Shaved Bunnies $19
Silent Strangers $24
Simply Irresistable $24
Slippery When Wet $24
St. James Place $34
Steal This Heart $36
Stiletto $24
Suite 18 $24
Super Hornio Bro’s $24
Super Model #1 $24
Sweet Juices $1

6

Swingers Contact $34
Swingers Wrldwide $34
T & A to the Max ea $1

6

Taboo 12 or 13 ea $24
Taking It Off! $25
Target of Seduction $26
Temptation $28
Tempted $24
The French Way $32
The Good, the Bed $28
Things Change $25
Tight Squeeze $15
Tongue Tied $16
Too Naughty $29
Topless Dancer $29
Totally Exposed $24
Up & Down Love $34
Urotsukidoji 3 ea $24
Urotsukidoji Collect $48
Vagablonde $24
Vice $24
Young & Restless $22

IBM STILLS

3D Darling $34
3D Dream Girls $25
Adult Palate 2 $22
All Beauties $24
Amateur Models $22
American Girls ea $29
American Pie $19
Art of Olivia CD $30
Asian Fantasy Girls $22
Asian Hot Pix $19
Asian Palate $24
Asian Pleasures ea $39
Babe Watch 3D $26
Barely 18 $39
Biker Babes $29
Blond Bombshells $29
Bodacious Beauties$34
Centerfold Dreams $29
Danish Fantasies $39
Danish ea $22
Domin-A-Trix $19
Double Y’r Pleasure$24
Erotic Fantasies $26
Erotic Giant $24
European Erotica $29
Eurotica $19
Exotic Poses 1 $22
Extreme Delight $28
Focus Pocus $27
Foxes $16
Garo Collection $24
Girls of Risque $26
Girls of Spice 2 $24
Girls of Vivid 2 $19
Girls, Girls, Girls $29
Hard Core GIF’s $29
Heavenly Bodies ea$39
High Volume Nudes$28
Hooter Heavens $36
Hot Girls $24
Hot Pix $24
Intmation’l Beauties$24
Jigsaw Pinups $20
L.A. Lust $19
La Femme Venus $29
Lady in Spain $29
Northern Delights $32
Nova Collection 2 $24
Ona Zee $34
Overexposed $28
Public Fantasies $29
Select A Pet $29
Sensuous Girls $29
Shaved Pink $25
Sizzle $26
Southern Beauties $34
Stripping Hot Girls $24
Super Smutware $26
Sweet Cheeks $26
Sweet Dreams $29
Tabloid Beauties $30
Tokyo Glamour Girls$29

Total Fantasy $24
Visions of Erotica $29
Women of Moscow $34
Women of Venus $22

3DO SOFTWARE

Blond Justice $29
Channel Blonde $29
Death Mask $49
Digital Dreamware $29
Endlessly $29
Hot Roxx $29
Immortal Desire $29
Intimate Journey $29
Love Bites $29
Mind Teazzer 2 $29
Neurodancer $39
Pleasure Zones $29
Plumbers $39
Super Models $29
Takin’ It Off! $29
The Coven $29
Voices in My Bed $29
Winner Takes All $29

GDI SOFTWARE

Affairs of the Heart $26
Amateurs in Action $25
Anal Asian 2 $25
Babes Illustrated 2 $25
Bad Girls ea $26
Bankok Nights $26
Bttle of Superstars $26
Blind Spot $26
Channel Blonde $26
Close to the Edge $26
Dirty Looks $26
Dirty Western 2 $25
Endlessly $26
Flesh for Fantasy $25
Forever Young $26
Hardcore $26
If Looks Could Thrill$26

Intimate Journey $26
Mask $26
More than Hndful 5 $25
Mystique of Orient 2 $26
New Lovers $26
Night Train $26
Novel Desires $29
Parlor Games $26
Passion Files $20
Pink Lady Detective$25

Poison $26
Pretending $25
Racquel Released $26
Red Chair $20
Shame $26
Silent Stranger $26
Steal This Heart $36
Stiletto $26
Suite 18 $26
Swindle $29
Taboo 12 or 13 ea $25
Target of Seduction $29
Tempted $26
The Coven $26
Things Change $36
Vagablonde $26
Vice $26
Wicked Whispers $25

CALL TO

ORDER NOW
800-699-4263

International

802-767-3033

Fax

802-767-3382

Source

10545

Adults Only

P0 Box 14

Dept 10545

Hancock VT

05748

MUST BE AN

ADULT TO ORDER

Overnight Shipping in

US $4 per order. Mail

to Canada, PR, HI, AK,

APO, FPO S4 per order.

Worldwide airmail $6
per item. ’ Handling $2
per shipment. Hardware
orders may require addi-

tional shipping charges.

Cannot guarantee cus-

toms clearance. Order

at own risk.

Visa, MC and Discover

accepted. Checks held

4 weeks. Money Orders

under $200 same as

cash. COD $8.

Defectives replaced with

same product. Most
items shipped same
day. Shipping times may
vary. Price/availability

may change, All sales

final. Restrictions apply.

Call for Details.

© 1995 CHIPS & BITS. INC. FSN196A1



FUSIONREVIEWS

O
he Stonekeep development team has

conquered a more lethal enemy than any

I

of the monsters who populate its Stonekeep

fantasy role-playing game. Book and movie

ads sometimes brag about how long they

take to complete, but

software publishers avoid such

claims like the plague. Usually,

that’s the last thing they want to tell

prospective buyers, who know that

time ravages interactive electronic

entertainment products.

Too many games, like The 11th

Hour, suffer from not reaching

gamers while the concepts and

technology are still fresh. Not many
titles survive a multiyear delay

intact. Things move fast in the

digital world, and even the best

Stonekeep
PUBLISHER:

Interplay

SYSTEM: IBM

THEME: RPC

MEGS: 8

PLAYERS: 1

LEVELS: N/A

i234i

games of two

years ago are

strictly mid-

dle-of-the

pack today.

Stonekeep

escapes this

temporal trap.

The tools and

technology

used to pre-

sent it didn’t

exist when Interplay founder Brian Fargo launched

the long development process in the late 1980s.

Though it sounds like shooting for a landing on

the moon before anyone invents the rocket, this time

it works. The planetary gods of the

Stonekeep mythos must have been

smiling. Whenever development

bogged down, like the attempt to

rotoscope live actors for use as charac-

ters and monsters, they discovered

something like BetaCam, that allowed

them to achieve the desired effect.

Producer Mike Quarles’ crew offers

an exciting quest that doesn’t concede

much to rival RPG releases. The biggest

disappointment is that Stonekeep doesn’t

install well under Windows 95. Setup

for an Aptiva was long and cumbersome

for a game that emphasizes ease of use

and intuitive feel.

The exceptional full-screen graphics are a

triumph. Digitized video of live actors laid

against intricately detailed backgrounds gives

this interactive dark fantasy a level of realism

denied games that show everything with

animated illustration.

The audio is even more

impressive than the video.

Professional actors recite

over 2,000 lines of dialogue.

Subtitles confirm spoken

comments, if desired.

Written messages may be

handy, especially for

characters with particularly

low and rumbling voices,

but the on-screen printing

detracts from the ambience.

Separately adjustable music

and sound lend solidity to

the images.

The interface couldn’t be

more understandable or

straightforward. The arrow

keys smoothly control

movement, and each mouse button directs one

of Drake’s hands. The shape of the intelligent

cursor changes to show what actions are possible

in any given situation.

Stonekeep has lots of challenging situations and

subgoals, such as liberating a dragon, but it has

few of those long boring puzzles that alienate

casual players. It’s a good antidote to the

idiosyncratic complexities that pass for depth in

some supposedly advanced adventures.

—Amie Katz
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PUBLISHER: id Software

SYSTEM: DOS CD-ROM
THEME: Action

MEGS: 25 „
PLAYERS:

1 j/2j;
LEVELS: N/A

O
n the never-ending march of software looking to ride

the coattails of Doom, Heretic always had the advan-

tage of blood relation. Heretic wasn’t done by the

exact same id Software team that did Doom, but

plenty of the same hands touched the mold. Now
Hexen, the sequel to Heretic, enters the fray swinging

an enhanced engine, lush frills and dense replayability.

For the unenlightened: Hexen is a first-person

perspective immersive environment, replete with eerie

atmosphere, unusual settings, implacable foes; deplete with

transcendent plot, moving story line, non-physical puzzles. It’s

a series of fantastic playgrounds where the mighty trade power-

ful blows with vicious monsters and each other, where the only

goal is survival and doing unto others before they do unto you.

It’s a pretty game, long and deep, with more than enough action

to keep your twitch impulses engaged for hours on end.

For people who played and loved Doom, Hexen is a worthy

addition to this series of games, mostly for the new things it tries

and achieves. Gone is the relentless linearity of Doom; Hexen

actually features levels that you return to, time and time again.

Instead of linear levels, Hexen consists of discrete sections

separated by Ethereal Travel portals; actions like flip-

ping levers can and will have an effect on other levels.

The biggest new toy, though, is character classes.

You play as a warrior, a cleric or a mage. Each has

different capabilities, strengths and weaponry. For

example, the warrior is unsurprisingly brawny, giving

large amounts of damage while taking the same. The
mage is scrawny but powerful at a distance. The cleric

sits betwixt the two, happily average at all endeavors.

The biggest brilliance in the game is its balancing

between these classes. The warrior has no distance

attacks; the mage, no hand-to-hand attacks. The four

basic weapons of each class operate in distinct fash-

ions from each other, while still adhering to the same

game flow. This, while novel, is not brilliant. What
is brilliant is the fact that items in the game have a

different effect for each class. The Flechette potion,

for example, acts as a close-range mine for the mage, a

poison gas generator for the cleric and as a hurled

grenade for the warrior. Even better, the mix of

monsters changes also, presenting more with capa-

bilities for the classes best able to handle them.

The driving idea behind Hexen’s advances is the

presentation of a more dynamic environment:

leaves blow off trees, glass shatters, platforms move
randomly rather than with mechanical precision.

Most important, though, is the move to a primarily

hand-to-hand combat ethic. Instead of the long-

range duels common to Doom, players weave and lunge with

axe and mace. This more than anything else signals the immi-

nent presence of Quake, which is likely to utilize such an ethic.

Bottom line? It’s a good piece of work. The classes redefine

replayability, and the advances to the engine are impressive

and welcome. It doesn’t equal Doom II for me, but I’m not sure

anything ever will. —Kevin Perry
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"...One of the most impressive games of the year."

Frank O'Conner, Editor-in-Chief, Video Games Magazine.

Stunning SGI graphics

Killer music from Thomas Dolby's Headspace™

11 intense arcade action sequences

Mind bending puzzles

Danger never looked so good.
This is the most incredible gaming experience ever.

Dolby sound, music and full-screen cinematic

motion so realistic that you'll lose yourself in the year 2027.

Puzzles and plot lines so intriguing that no two games

will ever be the same. Characters so complex that

they'll become a part of your life.

It's an epic adventure, more than two years in the

making. The real danger is that you might miss it.

Cyberia™ © 1995 Xatrix entertainment Inc. All rights reserved. Published and distributed by Interplay Productions. All rights reserved. Sony ® is a registered trademark of Sony Corporation.

Playstation™ is a trademark of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of sega. 3DO is a registered trademark of the 3DO company.
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®
ucasArts’ Rebel Assault II, like

Trilobyte’s The 1 1 th Hour, are setting

|

disturbing trends for computer-game

players. These titles are upgrading

their original concepts designed for

their highly successful first runs into

games devoid of new, innovative con-

cepts. Unlike The 11th Hour, Rebel Assault II

shows nothing new in terms of gameplay.

Minor complaints were raised against Rebel

Assault about some areas of the game being

too difficult, while some players were aggravat-

ed by the inability to save game progress to

disc. Public-domain difficulty editors and

cheats were circulated to overcome the first of

these problems. The second one, well friends,

that’s what Rebel Assault II gives us.

In addition to the ability' to save pilot game

status, Rebel Assault II also beat the game

hackers to the punch by including a game

difficulty editor, similar to the public domain

editor created for its predecessor. The editor

allows the modification of all the important

game parameters such as

scoring, target and player

damage values, move-

ment control parameters

and so on. Using this util-

ity, players can modify

game parameters to com-

plete the game with an

outrageously high score

in less than 20 minutes.

What’s good about

RAII? For one thing,

the graphics and video

sequences once again set

a standard for software-

only, full-screen video

playback on a PC. The playback technology

isn’t as advanced or as impressive as The 1 1 th

Hour’s, but RAIFs quality comes close. This

game is all about eye candy, and RAII suc-

ceeds on all levels here. The video sequences,

especially the Asteroid Field, Star Destroyer

and non-interactive FMV playbacks, possess a

Rebel Assault II

PUBLISHER: LucasArts

SYSTEM: IBM

SYSTEM REQUIREMENTS: 50 MHz 486,

Doublespeed,MPC Level 2 CD-ROM

drive, 8 MB RAM, VGA (VEsa-compliant

Super VGA recommended), 16-Bit sound

card recommended.K291THEME: Action

PLAYERS: 1

I LEVELS: 15 Chapters

level of detail that could qualify them for

inclusion into the next Star Wars film due

sometime in ’97. Until the next sequel to this

master franchise property is released on cellu-

loid, products like RAN will keep the visual

excitement of the Star Wars saga alive.

The other addition made to RAM was

the ability to pilot (I state this term loosely,

because just as was the case in Rebel Assault,

all paths of each game sequence are predeter-

mined and cannot be altered) a range of Star

Wars-created vehicles. These include a B-

Wing, X-Wing, Y-Wing, Speeder Bike, TIE

Fighter, the Millennium Falcon and the

Empire’s new secret

weapon, a Phantom TIE
Fighter. This last ship is

the basis for the story line

in RAII, which is so stale

and predictable that one

can only hope that the

next Star Wars film

doesn’t borrow from any

of the cliches used in this

game. There are also first-

and third-person perspec-

tive contests, but unlike

Doom and Dark Forces,

the paths are set and pre-

determined, just like the

rest of the arcade

sequences in RAII.

In summary, besides the graphics and diffi-

culty editor, there is nothing new for game
players in Rebel Assault II. Hopefully the

game-buying public will demand more than a

rehash of the same old tired concepts dressed

up with attractive graphics. —Mike Riley



The Oil) game © 1995 Lucasfiifs Entertainment Company (111 flighfs Reserved Used Under Rultiorization lire Dig and iMUSLare irademarhs of UicasBits Entertainment Company. The Lucasflrls logo is a registered Irademarh of LucasRrts Entertainment Company iMUSE U.S. Patent No S.31S.0S7.
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BURNINGDOW
he year was 1992. The month was

"

January- The place was Las Vegas.

*
i The event was the Winter

f
Consumer Electronics Show.

' / The title being shown publicly for

the first time that captured the

public imagination, including that of

Mr. Microsoft himself, was an incredible,

high-resolution, 12 fps, real-time playback

game from a new, small software develop-

ment company named Trilobyte. The game
was The 7th Guest. A year or so later, the

title had been released to the public and

gave computer owners a reason to buy a

CD-ROM drive. The title became such a

strong incentive to purchase a multimedia

kit that it became a default bundled pack-

age in many MPC upgrades.

The 1 1 th Hour begins at The 7th Guest

location 80 years later. This time, you

personify smug television reporter Carl

Denning. Seems that your lover and co-

worker, Robin Morales, has disappeared

after investigating Staufs house. Upon
receiving what

looks like an HP
palmbook from a

ding-dong ditch-

er, you open it

up to find it pos-

sessed with a

more powerful

capability than

any other palmbook com-

puter on the market— the

ability to play 24-Bit, color

30 frame-per-second, full-

motion video clips in

stereo, and provide maps,

game tips and even a

place to load and save

games. After receiving this

cool gift from a stranger,

Robin reveals that she’s in

trouble at the Stauf man-

sion and needs your help to

escape. The game decides

"'flifaiR

for you that you should go off to rescue the

lady fair. Hey, if that were me. I'd take

the palmtop to my techno-buddies and

show it off before going off alone to a

spooky old house. I’d also visit the

house in broad daylight. Oh, and I’d

probably bring a few weapons and a

S.W.A.T. team with me, just to be thor-

ough. But like the preset

|
replay paths moving you

DEVELOPER: Trilobyte, Inc.
f

[
om room to r00"1 111

PUBLISHER: Virgin Interactive
the mansion, you have

Entertainment

SYSTEM: PC DOS
THEME: Sports

MEGS: 2

PLAYERS: 1 JL4‘
LEVELS: N.A.

REQUIREMENTS: 486/66 (P-90 recom-

mended), SMB RAM, Local Bus VESA

I

video card (2MB PCI VESA recom-

mended), 2X CD-ROM, Sound Card

vv/PCM (16-Bit General MIDI compat-

ible card recommended).

i2>«345

no choice about these

things— so just go

along for the ride.

You’re back in the

Stauf mansion. If

you played the first

game, you’ll recog-

nize its most promi-

nent feature immedi-

ately— the staircase.

Unlike the grand stair-

case of the Titanic
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that rotted away after 80 years of salt water

submersion, the Stauf staircase has

remained relatively intact. But the rest

of the house is a real mess. The 7th Guest

veterans will be entertained by this

visual treat, rummaging through the

now-dilapidated home. The graphics

pay homage to the exquisitely designed

the video playback of the movie made a

fuller story with richer character develop-

ment technically possible. And while the

acting was considerably better in this

sequel, the quality of talent and editing

were marginal at best. This is a shame.

Chris Roberts and his Origin gang proved

with Wing Commander III and /V that by

114

rooms of the first game by vandalizing

them in this updated sequel. Of all the new
features found in The 11th Hour, I found

the artistic interpretation of these premises

the most entertaining.

But stunning computer graphic art and

cool technical programming tricks by them-

selves do not a game make. So, like its pre-

decessor, The 11th Hour justifies its gaming

existence by peppering the fixed traveling

trajectories with 19 devious, intelligently

employing decent actors and film editors

for the job, the result is an equally decent

performance. By the looks of The 11th

Hour’s cast and crew, the Trilobyte guys

spent boatloads more money on their

graphics and rendering tools than their

onscreen talent. Watching some of the

scenes brought a smile to my face— not

because they were intended to be humor-

ous, but because of the heckling comeback

lines I could hear in my mind from the

“...I’d probably bring a few weapons and a

5. W.A. T. team with me, just to be thorough.
designed and challenging puzzles and

Al-based games. Like The 7th Guest,

players must solve these puzzles before

they are granted access to more rooms.

The static backgrounds are now populated

with graphic hotspots in the form of trea-

sure hunt objects. So even though you

cannot manipulate any of the items in the

house (a common complaint of The 7th

Guest advocates), there is at least a purpose

to some of the more compelling images.

Unfortunately for me, it fell back into the

same old adventure routine of hunt for the

hotspots. To summarize the game’s

progress, solve a puzzle and gain access

to a new room. Find the object and see

a few more minutes of the segmented

video movie.

In regard to the story, I found it hokey

but tolerable and it held my interest long

enough to want to see an ending. It was by

far a better story than the skeleton sketch of

The 7th Guest, but that’s mostly because

Mystery Science Theater 3000 gang if they

ever got a hold of this movie (which, by the

way, you can view in its entirety upon the

completion of the game if you so desire).

In closing, The 11th Hour delivers on its

promise of technical superiority above any

software-based full-screen, full-motion

video entertainment product on the market

today. For The 7th Guest players, it's more

of the same with the twist of new contem-

porary, yet sentimental graphic renditions

of the old Stauf mansion combined with

immovable hotspot objects that provide the

glue to giving Groovie a reason to exist in a

gaming environment. Even though all this

software wizardry may be for naught when
hardware-based MPEG decoders are stan-

dard chips on future PC motherboards,

The 11th Hour will remain the title that

once again proved better, advanced, cool

technology will sell games first— gameplay

will follow.

—Mike Riley
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NAPALM MORNING
:k eople who tell you that you

' I can only get good action

1 games on a video-game

platform haven’t played

Crusader. Origin’s latest is

a high-octane shooter with a

three-quarter, top-down view of the

action. And there is plenty of action

to see. Crusader delivers careening

bullets, rolling barrels, and delicious

explosions, all in much higher

resolution than you can get on a TV
screen. It’s further proof that not

every game has to look like Doom.

The story places you in the role of

a former assassin who has turned

against the oppressive global corpo-

rate government to work for the resis-

tance. The rebel leader assigns you

missions and you spend your time

sneaking or blasting your way

through corporate offices, research

labs and assembly lines, taking out

everything you can along the way.

A generous selection of weapons

and ordinance are available back at

the rebel base. You need credits to

outfit yourself though, and these you

get from the bodies of your enemies.

As the missions progress, it takes

more and more strategy rather than

simple firepower to survive. Your

onscreen persona can do more than

run and shoot. Body rolls, jumping

and kneeling add to the realism and

are required to survive later.

Be warned. Crusader is violent

with a capital V— as in innocent

bystanders that crumple to the

ground, depositing large pools of

blood when hit by a stray bullet. It’s

Senator-agitating fun, and best yet, its

subtitle suggests this is the first in a

series. This is a good thing; Crusader

pretty much kicks ass.

—David Gerding

Crusader
PUBLISHER: Origin/EA

SYSTEM: DOS CD-ROM
THEME: Action

MEGS: 30

PLAYERS: 1 P
LEVELS: 15 5

It
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in the CARDS

®
ome products make you want

to crv. When had implemen-

tation hideously damages a

reallv original idea, it

becomes that much harder

ror anyone else to do a new

thing in the same vein. Virtual Iarot

could single-handedly cripple medita-

tion/divination titles for years to come.

First, the idea is a natural. I arot

reading generally engenders verv little

dispute compared to some other

techniques. Since it encompasses

basic human archetypes recognized by

everything from dramatics to psychology,

even skeptics can interpret the tarot as a

good tool for meditating and trying to

find new combinations in a problem: no

fortune telling or supernatural required.

Virtual Tarot provides a great sen ice

in giving a visual and auditory database

of the dozens of different card interpre-

tations that stop the average person from

ever being able to work effectively with

the tarot. YT also automatically per-

forms layouts, allowing the user to con-

centrate on just the cards and their rela-

tionships without having to mess with

books to play with this interesting tool.

But the good points are destroyed by

an inept implementation. F irst, it covers

the need to install Quiektime, but does-

n’t bother to check for a more up-to-date

version already installed: three lines of

code for a competent programmer. Next,

in minimum install, the program can’t

find some files and demands users find

them every time the program runs. T he

list of blunders is almost endless.

\\ ithout some serious attention to

detail in other products, the future of

\ irtual Media W orks is clearly in the

cards, the Hermit

ill-dignified to be

specific: isolation,

draining, failure.

— John P. Withers

I 'IRTl

I
Virtual Tarot

ia Works

SYSTEM: PC Windows/Mac

THEME: Reference

MEGS: 1.7

PLAYERS: 1 „
LEVELS: N/A ^ j 2345
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Think of the most fearsome fighter imaginable.

More machine than man. Born to be the undisputed

Heavyweight Champion of the world. Did we say

born? How about built? In Center Ring

Boxing™ create your own original boxer.. .height,

weight, even the color of your trunks. Train

mercilessly to build speed, power and stamina.

Then, box the socks off every challenger in your

way.With devastating combos, hooks and uppercuts

you might just earn that title shot. But hopefully,

you’ll look better than this!

© 1 995 Victor Entertainment, Inc.© 1 99 1 Electronic Arts. Used under

authorization by JVC Musical Industries Inc. Sega and Sega Saturn are

trademarks of SEGA ENTERPRISES, LTD. All rights reserved.
SATURN



FUSIONREVIEWS

pace Empire fans better put in for some

vacation, send the family to Disney

World, lock the doors and get to know

your pizza delivery man by his first

name. Ascendancy is here and it is the

most addictive, obsessive-compulsive

game in the genre since Masters of Orion.

Ascendancy is an unbelievably complex game, but

to envision it in a nutshell, think ofMOO fused

with SimCity. You start on one planet and must

climb up a technological/research ladder to be able

to build effective ships and go out to colonize and

ultimately conquer the rest of the galaxy.

On the SimCity side,

Ascendancy shows each

planet as a number of

developable zones. The

player has a wealth of

different structures that

can be built on

the planet. The

exact mix of

structures deter-

mines the popula-

tion, production

rates and research

potential of a

given planet.

On a grander

scale, planetary systems

are linked by hyperspace

points called “star lanes.”

The star lanes restrict the

potential spread of a race

to predetermined paths,

some of which are faster

to travel than others.

This lends a much more

strategic spin to the Space

Empire simulation.

The maps, like all the

graphics in the game, are a tour de force and lend a

great deal of realism to the playing experience.

Ascendancy does have a few flaws. Minor bugs in the

code cause some of the higher-level ship options to

perform less than advertised and ships lose power

when they shouldn't. But these flaws are only minor

and don’t prevent it from being a must-buy stocking

stuffer for any Space Empire fan. —John P. Withers

a
t’s a great concept: Play along

with the radio in your own

room. When you get good

enough, join a garage band.

Next comes a gig in the blues

club, and eventually, if you play

well, join Aerosmith in concert.

So you can’t play a note, it’s no prob-

lem. The great interface gets music even

out of a ham-handed video gamer. The

two-disc program comes with the VR

Pick, a plastic guitar pick-shaped device

that plugs in through the printer port.

Strum the VR Pick against a rough

surface. (The instructions suggest a ten-

nis racket is just about perfect, but tap-

ping the pick on a desktop works well.)

It’s a matter of rhythm. A monitor

running across the bottom of the screen

indicates when to strum. If you match

this, a song score racks up points. Band

members pop up periodically with feed-

back on the performance. “Needs work”

is about as rough as the criticism gets,

but they’re fulsome with their praise.

There are three skill settings, ranging

from beginner to virtuoso, and four

styles: basic, rhythm, lead and stunt.

Each has progressively more difficult

riffs to match. The soundtrack provides

the virtuosity, and all the player has to

Quest for Fame
PUBLISHER: IBM
SYSTEM: PC CD-ROM
THEME: Adventure

MEGS: 8

PLAYERS: 1

produce is the beat. This is, however,

harder than it sounds, and most players

will come away with a renewed

appreciation for Aerosmith.

Virtual Music Entertainment did a

slick job on this. The setup is a comput-

er duffer’s dream, automated and self-

testing. The on-screen rhythm EKG
provides a clear visualization of the

rhythm. Even a tone-deaf, 10-thumbed

no-talent can have fun with the fantasy.

This is a great idea. It scratches the

rock ‘n’ roll itch, has a great soundtrack

and is a lot of fun to play around with.

The VR Pick is kind of cheesey, but

does the job and saves wear on a mouse.

It’s surprisingly difficult to master the

virtual guitar. Fortunately, it’s enough

fun that even at the low levels, would-be

rockers won’t get too bummed out. Rock

on, Garth! —Joyce Worley



UKt, HttML

YOUR COMPUTER

AS SMART
AS US.

IF YOU’RE LiKE, "DAMMiT, hy

COMPUTER'S NOT KiCKiNG

ENOUGH BUTT AGAiN!" PLAY OUR

GAME. IT’S SPOSED TO BE

“A CD-ROM ADVENTURE GAME'

OR SOMETHING. BUT iT’S REALLY

JUST ME AND BEAViS BEiNG COOL.

And, UKE, IT’S NOT iN SPACE OR

WHATEVER. IT’S JUST A NORMAL

DAY—YOU KNOW, UKE DRiViNG A

TANK AND BUSTiNG OUT OF JAiL AND

STUFF. THOUGH I GUESS THERE is

SPACE, iF YOU COUNT BEAViS’S BRAiN,

HUH HUH HUH.

• COOL MiNi-GAMES
AND MUSiC ViDEOS
iNCLUDiNG GVAR,
5 AUSAGE AND
PRiMUS.

• CO-STARRiNG
Todd, Buzzcut,
Van DRiESSEN,

McViCKER
AND MORE!

• VOiCES BY

Mike Judge,
THE VOiCE OF
BEAViS AND
Butt-head.

• All NEW
ANiMATiON FROM
MTV ANiMATiON
STUDiOS.

• ORiGiNAl
DiALOGUE BY

SHOW WRiTERS
5am Johnson &

CHRiS MARCiL.

No VUSSY RACE-CARS FOR US.

Only cool vehicles,
Thank you.

WE'RE KiCKiN' iT WiTH OUR GOOD
FRiENDS. THEN WE'LL BE THEiR

SLAVES.

WE, liKE, SHOW OFF OUR NATURAL
ACTiNG TALENT. HUH HUH. TALENT.

FOR MORE iNFORMATiON, CALL 1-800-H67-2S37

© 1995 Viacom International Inc. "MTV: Music Television," “Beavis and Butt-head' and all related characters are trademarks of Viacom International Inc. All Rights Reserved.

LiKE THEY SAY iN THAT OZZY MOViE,

'There's no place uke home.'
Unless iT sucks.
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FEARsREDPLANET
t’s a shame to see a science-

fiction masterpiece reduced

to a series of puzzles. The

great mystery of The

Martian Chronicles should

not be expressed by murky

and inexplicable difficulties.

Unfortunately, the designers lost the

novel in their pursuit of the game.

But the mystery of Mars is still here,

if you can wade through the awkward-

ness of the interface. The explorer gets

little help from the authorities who

direct the mission. It’s an effort to

figure out even simple problems, such

as equipping for the trip and opening

the transporter. There seems little

reason why any explorer would have

to struggle with human-made devices.

It is, on the other hand, understand-

able that the Martian devices are inop-

erable without a lot of trial and effort.

Alienness suffuses the landscape, build-

ings and objects left behind by the

missing Martians, and this is enhanced

by the strange, haunting music score.

The game itself is a long struggle to

find and interpret the remnants of the

culture and to unravel the mystery of

what happened to previous missions.

The human structures left behind are

Ray Bradbury’s The Martian

Chronicles Adventure Game
PUBLISHER: Byron Preiss

SYSTEM: PC CD & Mac CD
THEME: Sci-Fi Adventure

MEGS: 8

PLAYERS: 1

LEVELS: N/A

rfi
baffling as the alien artifacts, but the

gamer has a few tools to help. Martian

!23«45

telepathic images still exist, even

though the inhabitants appear to be

gone, or at least well hidden. Ghosts,

sounds and vehicles are sometimes

seen, as are members of some of the

original Earth/Mars crews. None are

very helpful, except to provide a

wonderful atmospheric Martian back-

ground to the game’s endless puzzles.

The art style is evocative, with cas-

cading colors that form a kaleido-

scopic background for the unusu-

al sightings of the missing culture.

In the end, the player may

find the Martians, just as the

reader located them in the

novel, but the search is long

and hard. This is a great

adventure for the puzzle-

minded, but if you’re looking for

the wonder of Bradbury’s novel, I sug-

gest you read the book. —Joyce Worley

BETTER
he same sensibility'

Mm that makes Berkeley’sM screen savers like

ffla 'Totally 'Twisted so

f&g ml popular infuses this

TV-style trivia quiz.

In other

words, it’s funny,

clever— and about

as deep as a mir-

ror. You Don’t

Know Jack isn’t a

severe test by the

When launched, the pro-

gram swings into Preshow

Mode. The screen is nearly

blank, but the crosstalk among
show staffers is full of juicy,

dangling comments guaranteed

If Carol Brady were a pig, what is the

greatest number of people she could

suckle on her sow teats?

To put it politely, what animal really

does excrete where it eats?

standards of Jeopardy, but the

fast and funny questions and

wise-ass ambience are an

enjoyable time-waster.

Marcia, Jan and Cindy

Marcia, Jan, Cindy, Peter and Bobby

all six Brady kids

all six kids plus all the Partridge family kids

Frank

$1,000

to fire the imagination of

anyone who ever eavesdropped

on the neighboring table at

a restaurant.

After a Pregame Option

lead-in, one to three factmeis-

ters compete in a seven- or 21 -

question round. The seven-

question version takes 10 min-

utes, even with three players.

The graphics consist of

animated type, like a game
board rather than a detailed

rendering of a quiz-show set

with contestants, a moderator

and models. The audio is

more sophisticated. The
host comments on every

right or wrong answer,

a chorus sings an intro

to each question and

music fills in the

dead spots.

Most questions are

multiple choice, but

there are other types to

add variety. The best are

the gibberish questions, in

which players try to figure out

a saying that sounds like the

one onscreen.

No one thought much about

command control for this title.

Three players hunkered over

the same keyboard is too crowd-

ed for comfort. Solitaire play

avoids the logjam, but at the

cost of competitive intensity.

You Don’t Know Jack is long

on cute, but short on staying

power. It’s an entertaining

You Don’t Know Jack
PUBLISHER: Berkley Systems

SYSTEM: Mac

THEME: Quiz

MEGS:
5 J

00

^

PLAYERS: 1-3

LEVELS: N/A

interlude, but doesn’t measure

up to a night of all-out play.

—Amie Katz



Inspector Frank Abberime Is

the Metropolitan Mice
Inspector in charge of detectives

in the Whitechapel investatlon

Inspector Abberllne appeared

at the scene of the crime at

10 43 AM and Immediately

called for the area to be roped

off from the public

(Only you Can Stop Jack

Before HEStrikes again!
A mystery unsolved until now! Since

August 31, 1888 the identity of Jack ti;

has eluded criminologists. Using the'

& evidence assembled from years of
(

research, now you can solve the myst

around auth^riti* Victorian London loc

search of clue/and interview over on

actual persons & suspects.

Only logic and deduction can save you! No

complicated & frustrating parsers or sentence

typing are used to solve the mystery- • Use a click

& drag interface to arrange the factfc that you

uncover. Be forewarned because t|d facts may

just not take you where you expect. Three levels

of difficulty & multiple solutions will keep you

thinking for a long, long time.

Alone in the alleyways of Whitechapel! Artists

have painstakingly reconstructed the actual mur

der locations & haunts of Jack the Ripper from

long lost photographs & blueprints to authentjtei

ly recreate the eerie ambiance of Whitechapel ir

1888.

Over 15 minutes of original CD quality music,

For more information visit your local

retailer or call 1-800-GameTek

© 1995 Intergalactic Development Inc., Jack the Ripper is a trademark of GameTek
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KIDS LOVE QWIRKS FOR

WHAT QWIRKS HAS got

O
t’s deja vu all over again. ..and again. ..and again...

Several years ago a Russian programmer by the

name of Alexy Pajitnov created a little thing called

Tetris. If nothing else, the little puzzle game

proved that millions of souls were ready to devote

millions of hours moving building blocks around the

computer screen. The enjoyably annoying thing about Tetris

and its numerous clones is how addictive it all was. Apparently,

people have some

instinctive drive to

participate in what

amounts to a psycholo-

gy experiment involv-

ing spatial relations

and pattern recogni-

tion. Go figure.

The latest incarna-

tion of Tetris is Qwirks,

wherein the object is to

stack little blob crea-

tures called Qwirks as

they fall from above.

You want Qwirks of

the same color

adjacent to one

another. When
four Qwirks of a

feather are

stacked together,

they disappear.

The stack of

Qwirks
PUBLISHER: Spectrum Holobvte

1 SYSTEM: Windows CD-ROM
THEME: Puzzle

MEGS: 8.7

PLAYERS: 1-2

LEVELS: N/Aremaining

Qwirks collapses,

filling in the empty spaces. The goal is to keep the middle

column of Qwirks from reaching the top of the screen. It’s

that simple.

Qwirks is much more difficult and fast paced than Tetris. For

example, a Challenge Mode puts you up against various car-

toon opponents. If you can collapse multiple groups of Qwirks

simultaneously, you launch inert clear Qwirks into their space

to make things very difficult. A Puzzle Mode and split-screen

Two-player Mode are also supported. Unfortunately, head-to-

head modem or network play was overlooked.

Puzzle games like Qwirks don’t boast full-motion video and

don’t even have a story line. It's all about play time. While not

original, Tetris fans will like Qwirks for the new challenges it

offers. Newcomers will quickly discover just how addicting

puzzle games can be. —David Gerding

JUST
IN TIME

only you can stop destruc-

tion of the universe by nasty, sentient

viral life forms. But, hey, as any real

craftsman knows, you can’t save the

universe without the proper tools.

Some fly-by-night operations might

try to get by with an old rust bucket

and a couple of antique hydrogen

bombs, but your new employers

know how to do things right. You

get a brand-new ship capable of

movement in both time and space,

equipped with its own AI. The basic

plan is simple: You need to go back

in time and seed four planets of this

galaxy with the races that belong

here. But you do it back in prehisto-

ry. Then you must hop through time

and guide your new charges along

with little suggestions here and there

about their development. The goal

is to guide the races to a strong

social and technological system that

can withstand the Microids that

would eventually kill the universe

without your help.

As you continue your mission, a

rich tapestry of history and interac-

tion unfolds, finally causing you to make rough decisions about

war and death among your charges. Hey, no one ever said saving

the galaxy was going to be easy. While the implementation is

only good, with adequate graphics, play mechanics and sound,

the originality is enough to

make it a fun and exciting

game. With time hopping,

combat, social interaction

and a wisecracking AI to

boot, M.AD offers a strong

playing experience. You

might want to check it out.

— John P. Withers

Millennia: Altered Destinies

PUBLISHER: lake 2 Interactive

SYSTEM: PC DOS
I THEME: Science Fiction

MEGS: 3.3

PLAYERS: 1

LEVELS: N/A

122



3-D TABLE SPORTS"

WE'VE INCLUDED EVERYTHING...

EXCEPT THIS.

SlamHotkey: Chip it, chop it, cut it! Even

go over the line in "super battle mode!"

Foosball: All the action of the original-

spin, pass, block, and score!

If you're looking for classic

table game action with a

digital twist, 3-D Table Sports

is it! You get Foosball,

SlamHockey and Power

Hoops, all on one CD-ROM.

Each game features fully-

rendered 3-D tables, lots of

play options, 10 difficulty

levels, and network and modem
support for tournament and

league play. In fact, 3-D Table

Sports gives you everything

you could ever expect in a

table game . ..except a place to

put your quarters!

TIME WARNER
I N T E R ACT I V E

j

BBS: 1 -81 8-295-6730 • e-mail: TWIinfo@aol.com • America Online": Keyword: TWI • World Wide Web: http://www.pathfinder.com/twi

©1995 Time Warner Interactive. Produced by Mass Media, Inc. Distributed by WEA. • Published by Time Warner Interactive, 2210 West Olive Avenue, Burbank, CA 91506, U.S.A. All rights reserved.

3-D Table Sports and the Table Sports logo, 5/amHockey and Power Hoops are trademarks of Time Warner Interactive.

See your local software retailer or call 1 -800-482-3766 to order direct.
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CAPTAIN™"

®
oing in harm’s way is what the

U.S. Navy is all about, and no

t ship is better equipped for deal-

j
ing with dangerous situations at

sea than the Ticonderoga class

cruisers. These ships, designed

for protecting Carrier Battle Groups

against missile attack, boast the most

advanced surface-to-air technology in the

world: the Aegis system.

II C C iHafAn

/' y

:

fjg 1 PUBLISHER: Mindscape

SYSTEM: PC W indows/Mac

THEME: Wargame/Naval Sim

1 SIZE: 314 MB HD
PLAYERS: 1 ,
LEVELS: N/A

A23i/24i

U.S.S. Ticonderoga: Life and Death on

the High Seas, puts you in command of a

Tico cruiser in three different campaign

settings: Russian conflict in the Atlantic,

Iranian hostilities in the Gulf and a

conflict with North Korea in the Pacific.

This title takes an interesting view of

command interface, by actually putting

the player on a rendered model of the

ship. You can walk from room to room,

accessing various displays.

This is an interesting and

somewhat realistic view, but

soon becomes tedious.

Luckily command key

options allow direct access

for quicker response.

While the player can

manually control the ship

a: Life and
Seas

and its weapons systems, another com-

mand form has been provided. Called

High Level Commands, this mode of play

has the Captain give orders to the First

Officer, who then ensures the appropriate

commands are carried out.

While the various command options are

interesting, the game does suffer from a

number of flaws. The High Level

Commands need constant attention to

make them effective, since the AI seems to

reset them every time a new contact is

logged. It is hard from the game docu-

mentation to figure out the working of the

ship’s systems. While Tico offers a plethora

of realistic command options, it suffers

from some detail problems that might

make it less than an ideal cruise for the

perfectionist. —John P. \\ ithers

indows 95 was proving to be something of

an impediment to those of us who love

computer games. The old DOS-based

games, with their funky non-standard

CPU commands and memory-

management were sending Win95 machines

into convulsions. I'm happy to say that finally,

one game company has realized that resistance to

Windows is futile.

SSI’s EntoMorph: Plague of the Darkfall is designed

to run on Windows and, in fact, requires it. SSI’s second CRPG
set in the new fantasy realm The World of Aden, EntoMorph is

an excellent adjunct to Thunderscape, the first Aden title.

The good islanders of Aden are not only plagued by ravenous,

giant insects, but are also slowly and agonizingly being trans-

formed into exoskeletal crawlies. You’re cast in the role of

Squire Warrick, a good-natured fistfighter who must undergo

the horrific metamorphosis to rid his once-tranquil land of an

all-consuming evil. As is expected in action RPGs, you explore

your surroundings, pick up information and kill monsters.

Although set in the same reality, EntoMorph doesn’t use

the outstanding turn-based, first-person combat engine used in

Thunderscape. Nor does it offer Thunderscape ’s handy automap-

EntoMorph: wa
PUBLISHER: SSI

SYSTEM: PC CD-ROM Win95 or 3.1

THEME: RPC
MEGS: 32

PLAYERS: 1
*

I LEVELS: N/A
ping function.

EntoMorph uses an

enhanced Al-Qadim engine offering a crisp 3/4 top view of

the action. Melees are real time and operate quite like those

in Al-Qadim, but are more varied in opposition and available

magic spells.

The clues to the mysteries of The Darkfall are fairly straight-

forward, without a lot of logical dead ends or complicated com-

bat, making it a good beginner’s CRPG. A hardcore, experi-

enced dungeon dude would be more challenged by Realms of

Arkania: Star Trail or TES: Arena. After playing the first two

CRPGs set in the World of Aden, varied though they are, I look

forward to the next one from the SSI shop. —Dave Harris



MTROLLER/BVTilgUSTMASTER

pn sf
103',63« 3..00 Ip';//vwvv.thrusfmoster.corn

si ms by combining the

Formula T2 with great rac-

ing software from Spectrum

HoloByte, Papyrus, Virgin

and others*.

Tearing up asphalt

at over 200 MPH in an alcohol

fueled, 800 horsepower road

rocket.

Crawling in rush

hour traffic behind a Yugo. In the

left lane. With its blinker on. For

the last five miles.

driving

system puts you in the cockpit of a

dream racing machine.

T2's cushioned

steering wheel won't let your

hands slip while sliding through

the chicanes. Tame the trickiest

hairpins with T2's brake pedal

and gear shift. On the straights,

blow past the world's fastest cars

when you floor T2's gas pedal.

no gridlock, no

speed limits. Grab a helmet and
live your racing dreams with the

Formula T2 driving system from

ThrustMaster. /

* The Need for Speed, NASCAR,
Virtual Karts and World Circuit
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Screamers

tu4i< o»

Wetlands
I PUBLISHER: New World computing, Inc.

SYSTEM: PC CD-ROM
THEME: Arcade/Action

MEGS: 8 0
LEVELS: 20 LH2

ajumra
WEIWORKSTTGCILi

O
was one of those gamers who

were disappointed by Rebel

Assault, not because there was

anything innately wrong with it,

but because there was nothing

the player could do to affect the

outcome. It was like a made-for-TV

movie, where one got to play an arcade game

periodically instead of watch commercials.

NWC’s latest offering carries on along much

the same lines.

Wetlands tells the tale of John Cole, bounty

hunter and gunner extraordinaire. He’s out to

capture an escaped mad scientist who lias

developed a technology to emulate God’s Old

Testament wrath and deluge any planet with a

Great Flood all its own. The cinematic narra-

tive is presented in high-quality, 3-D-rendered

animation that makes these sequences visually

interesting. The story is entertaining, but it’s

just a non-interactive movie after all. The

folks at New World did a good job integrating

the arcade scenes with the story. Eacli movie

scene gives a lead-in for the next shoot-’em-up

scenario. Three levels of arcade difficulty are

provided, which should accommodate both

novice and veteran. The relatively short

action sequences,

combined with the

thematic pauses,

prevent Wetlands

from fatiguing

the player.

The replay value

of cinematic games

is usually low, al-

though if the size

and scope is great

enough you don’t

notice. There’s nothing particularly wrong

with Wetlands, just be aware of the shortcom-

ings inherent in this genre. —Dave Harris

or those PC racing

gaming enthusiasts

impressed with the

frame update found in

Namco’s Ridge Racer title

for the arcades and the

Sony PlayStation, Virgin Interactive

has a racing game for you. If you’re

looking for a comparable title to

Ridge Racer on the PC, Graffiti’s

Screamers may be an answer to your

longing. In fact, the game appears to

clone, or at least closely model,

Namco’s arcade hit title. It accom-

plishes this goal remarkably well.

Screamers features six different

racecourses and 1 2 different

vehicles to master. I

Conversely, its arcade

and PlayStation

equivalent only plays

one track and a hand-

ful of cars. The game

also features some-

thing that was lacking

in Ridge Racer; it’s a

feature that Play-

Station owners want-

ed in their versions

from day one but will

never get: multiplayer

link-up. Screamers

has it, in both modem and

local-area network flavors. It’s

especially entertaining playing over

a LAN, looking over the shoulders

of your human opponents, giggling

as you force them off the road.

Like most games being released

these days, Screamer screams for a

Pentium even though it does an

acceptable job on a 486/66, its

lowest-end common denominator.

This is the way of the gaming world

today, folks. If you want to play

games being released today, you

need a Pentium. If you haven’t

upgraded already, consider this

Christmas to be your last opportuni-

ty to be able to play games like

Screamers that bridge the gap.

My final recommendation is if

you’re envious for a racing game

like those found at the arcade or a

PlayStation but can’t justify the

purchase of those hardware

platforms for just that purpose,

DEVELOPER: Graffiti

PUBLISHER: Virgin Interactive Entertainment

REQUIREMENTS: 486/66 (P-90 recommended),

SMB RAM (16MB recommended), SVGA video

card (PCI VESA recommended), CD-ROM
Drive. Thrustmaster T1 or T2 steering wheel

recommended. ^ _

PLAYERS! |2345
LEVELS: N/A

* * ^

Screamers will suffice. If, on the

other hand, you prefer race-car

realism found in Papyrus racing

sims, Screamers may provide noth-

ing more than a faint echo.

— Mike Riley



KONAMl

the rewards of a terrific pay and benefits package.

We’re looking for the most outrageously tal-

ented people to come create in our state-of-the-art

facilityjust outside Chicago. So send your resume
and salary history to: Konami
Computer Entertainment Chicago
Human Resources Dept: (code), 900
Deerfield Parkway, Buffalo Grove, IL.

Ifyou’re a graphic designer/animator: 3D,

SGI, sound designer, spund programmer: C, C++,
graphic/animation programmer: C, C++ assembly,

make the a leap tp|fon3jmi Gpiputer Entertainment

Chicago Inc. You’ll liifl^ ^ish pfwhat real creative

freedom can do for

id of leadii

-eedom

Konami is an equal opportunity employer, Konami© is a registered trademark ofKonami Co. Limited, . © 1995 Konami (America), Inc.
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Gaming's Lost Generation

H
ere’s a news flash:

32-Bit consoles are

dead. Executives of

leading manufactur-

ers have said as much in pri-

vate, even while their speed-

freak commercials bombard

us relentlessly.

Is this premature burial?

Manufacturers often caution

us against dismissing new,

slow-selling systems too

quickly. That’s an under-

standable attitude for sales-

hungry companies, but it

won’t wash this time. The

fat lady hasn’t sung yet, but

evidence mounts that the

next-generation platforms as

a group could turn out to be

the lost generation. None

seem likely to sell Genesis or

SNES numbers, or even

close. I’m not hustling any

specific system to an early

grave, but it’s definitely time

to take a hard look at the

whole phenomenon.

Consoles arrive in waves.

Platforms within a given

generation have comparable

technical specs and price

points. What determines

whether people buy into the

new generation or spend the

money on CDs is how much
better the new platforms are

than the ones currently

hooked to the TV.

The feeling is growing,

both in the industry and

among consumers, that 32-

Bit consoles don’t deliver the

goods. They don’t raise the

ante enough to trigger the

“gotta have it” impulse.

It wouldn’t be the

first time that

Americans

have dissed "great new
systems.” The Atari 5200
and the TurboGrafx-16 are

examples of stillborn sys-

tems of the past. Today,

we’ve got a crop of them,

including the 32X, Sega CD,

3DO and Jaguar.

These systems aren’t

failing because they stink.

All have some good, and

even a few excellent, games.

They’re going down the chute

because they aren’t good

enough. Not enough con-

sumers think it’s worth

$250-350 to buy something

that isn’t a big step forward.

Nintendo has played the

high-stakes hardware game
brilliantly. They have made all

the right moves, and only a

fool would bet against the

Big N eating some. of its

32-Bit rivals for lunch by the

end of ‘96.

Nintendo’s near-flawless

strategy has two elements.

The company is committed to

pulling out all the stops on

SNES cartridges for its final

Christmas. Donkey Kong
Country 2, Killer Instinct and

Yoshi’s Island, all late ’95

releases, are close enough

in entertainment value to

current 32-Bit games that

most consumers are going

for 16-Bit software ahead of

32-Bit hardware.

Nintendo was also smart

enough to scrap its 32-Bit

console before it ever got off

the drawing board. It didn’t

rush a stopgap console to

market to fleece mindlessly

enthusiastic early adopters.

Once Nintendo determined

that 32-Bit wouldn't do the

job over the long haul, it

went back to school on its

SNES replacement. Now con-

sole gamers are chomping at

the bit for the soon-to-be-

released Ultra 64.

A new generation of

consoles is coming, but

it’ll be based on 64-Bit

architecture. Within two

years, today’s 32-Bit

machines will be

interesting curiosi-

ties, an intriguing

sidelight in the

evolution of con-

sole gaming. •

—Arnie Katz



check out what’s new at http://www.gtinteractive.com

WELCOME TO PARADISE
Check into the world famous

El San Juan Hotel & Casino^.

Cruise through the virtuapfasin o,

walk right up to the tables & tnr"*

your luck, or head back to your

hotel room for roomTservice.
~~

CATCH THE FEUER^f^ -
Play the night away! From Biack>

\

jack to Roulette, praps to Poker...

'

there are 25 thrilling casim|games

to choose from. I 4 \
'

LEARN TO WIN |
Great for pros and beginners alike

Basic rules are available right at

the game tables. Or, polish up

your skills with the full-motion

video tutorial.

Distributed by

GT Interactive Software

Island Casino™ ©1995 Williams© Entertainment, Inc. All rights reserved. Developed by Random Games, Inc. Distributed by GT Interactive Software Corp.

under license from Williams® Entertainment. Inc. Island Casino™ is a trademark of Williams® Entertainment, Inc. El San Juan Hotel & Casino™ is a trademark

of WMS Games, Inc. Williams® is a registered trademark of Williams Electronics Games, Inc. GT™ and the GT logo™ are trademarks of GT Interactive Software Corp. 16 East 40th St.. New Ygrk, NY 40016
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David Siller: From Pong to PlayStation
Are you allergic to anything?

Penicillin, so don’t stick me
with it.

Besides the oscilloscope, what’s

the llrst game you remember

playing?

Pong. I go back a ways. Pong
was the first game I played,

but the first game that really

got me excited was
Cinematronics Space War.

That was a black-and-white,

XY monitor game where you

PC as a game machine is a

compromise in terms. It’s

trying to be everything to

everybody, and the problem

with that is it becomes a

specialist at nothing. I think

what will be a greater aspect

of consoles in the future is

online multiplayer gaming.

When you raid the fridge, what

do you eat?

Ben and Jerry’s New York

Super Fudge Chunk ice

cream.

U
niversal Interactive

Studios’ senior

producer David

Siller has been

in gaming since it was born.

Beginning in the mid-’70s,

Siller operated coin-op

games with his father and

brother before moving on to

design games for Nichibutsu,

Tecmo and SunSoft before

landing at Universal.

Responsible for titles from

Rygar and Mag Max to Aero

the Acrobat and Looney

Tunes Basketball, Siller’s

career has evolved along

with the gaming industry.

His passion for gaming has

also spread to his sons,

Justin, who designs games
for Interplay, and 18-year-old

Ryan, who also plans on

entering the field. Known to

buy just about any and

every new game
on the market,

the San Antonio

native's game
collection is nearly as

vast as his knowledge of

the history of video games

What was the llrst game you

overdesigned?

What’s your favorite game

?

One of my all-time favorite

games is Galaga. Also Pole

Position and the original

Ghosts and Goblins. I started

playing video games before

there were video games.

My father was an aircraft

mechanic in the Airforce, and

when he retired, he set up a

television repair shop in the

garage of our home. I would

go into his office and play

with his oscilloscope. By

manipulating the controls, I

could change the wave-form

patterns. I’d spend hours

playing with his oscillo-

scope, so in a way, that

was kind of like a video

game. It was the

beginning of it all,

for me, anyway.

What do you do for fun outside of

playing games?

It was a

game called

Spy Alien. It was
a coin-op game that

never made it into the

marketplace.

Race karts. Racing karts are

the most affordable type of

motor sports that the aver-

age guy can participate in.

The beauty of it is, as much
as I love games, you need to

escape sometimes, so when
you come back to it after

racing go-karts, it’s fresh.

Who’s better at playing video

games, you or your sons?

When my sons were infants,

they had joy pads in their

hands. When they were really

young, I could beat them at

everything, but they came
back to avenge that. We
were playing Virtua Fighter II

together the other day, and I

held my own. That’s a very

controversial question, 9

had a small

sun in the

middle of the

screen that had a

sense of gravity.

Having been In the gaming

Industry since It was bom, how
do you see It evolving?

For the immediate future, in

spite of what some are pre-

dicting, I’d say the console

systems are going to be

around for a long time. There

will always be some kind of

console system. I think the



Now that you’ve got the 'Aj

j / latest, hottest game system 1
around, there’s no better

game to show it off than

Panzer General. As a

strategy game, it will

stimulate your mind.

But your eyes ancl

jSL ears won’t believe

how great it *

looks an(l

k /' sounds:

stunning full-

screen fl

graphics, .

authentic World

War II combat

photography

and film footage plus

CD-quality music and

dynamite sound effects. You’ll c - •

love the way it plays: Panzer General gj
is one blazingly fast and fun game!

‘

The year is 1939; you are a German General
™

with a fresh command in Poland. Anything can

happen, and every game you play will be different.

Win and advance to the next front of your choice.
|

Lead well and your increasingly battle-hardened

core group of units could be plowing across

Europe, North Africa and the Eastern Front.

Besides the campaign game, there are over

35 progressive scenarios which you can play

as either the Allied or Axis side.

PANZER GENERAL. Setting the standard

in strategy gaming.

vH| HI AHPHI^M B To order, visit your retailer or call

iZZ^A I

~
|

1-800-601 -PLAY with visa or

I mastercard (North America only).

Screens shown are

IBM 256-color SVGA Displays.

Actual PlayStation screens may vary.

Call 1-800-771-3772 for information on Game Ratings.

PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc.

©1994, 1995 Strategic Simulations, Inc., a MINDSCAPE company. All rights reserved.
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OrJ a/c>W! The Dark Eye CD-ROM. With a haunting 3-D environment inspired by the works of Edgar Allan Poe,

The Dark Eye takes role-playing games to new levels of horror and suspense. Featuring incredible stop-motion animation, the

voice of legendary author William S. Burroughs, and an original score and sound design by Thomas Dolby, The

Dark Eye is a character-driven journey to the edge of madness. A nightmare from which you may never awake.

A WINDOWS® & MACINTOSH® HYBRID CD-ROM.
Daliihiited Ficlasirely By pppirr-

wea
Visual Entertainment MACROMEDIA

The Dark Eye is a trademark of Inscape. © 1995 Inscape. All rights reserved. For your nearest retail outlet call 1 .800.MYDEALER.
Windows is a registered trademark of Microsoft Corporation. Macintosh is a registered trademark of Apple Computer, Inc.
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