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Segucton oF Premisre “
he iInnocent I8

As the tabloids go overboard with DMAs Premiere GMEH"

GTA, we take a look at the shock factor

which video games have always relied on

ond osk whether the times will ever change

Fealnne

Seduction of the
Innocent 8

Showcase
MK4 o7

First Play
Rascal
Resident Evil 2

83

Previews
Monkey Hero

NBA Fastbreak
Wayne Gretzky's
3D ice Hockey
Star Wars: Masters of
the Tera Kasi

N20

Buggy

Actua ice Hockey
Armoured Core

2888Y B MY

Gl 16

Eidos’ snowboarding game is another contender for the definitive version of the sport. We have

o peek at the game which wants to beat (ool Boarders 2 and become the ace winter racer

Feolure

Big Screen:
Vanishing Point

A

Revielws
Bushido Blade
Bloody Roar

World League B/Ball
Street Fighter Collection
The Note

Iindy 500

Grand Theft Auto
NHL Breakaway

Y BEEREENS

Mim-Beviels
Lethal Enforcers
Mechwarrior 2

Ridge Racer Revolution

Solution
Tomb Raider Il 74

Mini-Tips 4
oggn 20

Direciory =2
Inlerzone izs

Bushioo Bisoe 48

Oriental beat-‘em-up which eschews console-esque conventions in favour of a fighting simulation

to die for. Quite literolly, in fact. What do we think of its originality? To page 48, young one
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Once more the videprinter crackles into
E ws life and the TP news hounds continue
their endless quest for truth...

o THTION

Since the initial announcements conceming
the PSX conversion were relecsed o short
while after the launch of the arcade board,
the games world has been awash with
both unconfirmed rumours and industry
speculation as to the cancellation of the
third installment of what has come to be

the l-ﬁsmyefﬁmndmwm regarded os the finest fighting game ever,
incredible games appearing Tekken 3.

‘every month and instantly The project has been surrounded bya
 assuming must-hove status. heavy net of secrecy, With the developers |
- Another interesting facet Ming reluctance to release any official statements,

of the Eﬂstﬁarﬁus been the the rumour mill started to create stories to
unprecedented number of keep the ever-interested public at bay. Over
seque!sh!ﬁng ﬂnm The the past month several comments have been

llkgs of %Men 2, 'ﬁ:lmb Rmder made, or leaked from Nameo, as to the state

of play ~ induding an official denidl of the

‘Roge Raﬁer,. Emnu!a 1 '97 surrounding speculation of the finished

Actua Soccer 2, (deep breath): .. product supporting @ specmliy developed
Fl54 RT!M’.: Man‘den ‘98 Acwa Cmemoryoddion T Rl 000000000
: The hardware extansmn ramour wos stoge we can only draw comparisons in
given rise to from the decision to drop the terms of visual quality, which is thankfully
: i use of the PSX-friendly System 11 board, in indistinguishable from its arcade counterpart.
have m‘le-ﬂii'ng'ihm i favour of the graphically enhanced System The new installment is set 19 years
‘ ﬁtey ﬂi@wtlghly d@tspg& !heald 12, inspiring comments — particularly in the after the second Iron Fist tournament and
> ing Nintendo press — regording the PlayStation's the balance of power hos again changed
mability to handle such hands. Armor King is now the legendary

impressive specs. God of Fighting. Out of the original fighters
However, Nomco

have now finally N PLA
released the ‘ ”' ”l ]rr' \ \ \
first images of : Z ’
the forthcoming
PSX conversion,
At the moment
only static shots have

Pﬂ"’ been given to the

press, so at this

ERIT THE PLAYSTATION S o

amazingly complex plot on this page
This month's mini movie is the epic 20, provides the ending for SquareSoft's would take up the entire magaozine, but
yes 20 minute long sequence that stunning Final Fontosy VL to sum up briefly, we can tell you that

G/
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only four remain; Paul, Nina, Yoshimitsu and

the Honé‘ang supercop, Lei. The rest of

the cost are mode up by some new pugilists
4 fthat will no doubt appear very familiar)
induding the offspring of the doomed
union between Kum}/u and Jun, one Jin
Kazamg, as well as the wayward son of
Marshall Law, Forest, and the protégé of
the now retired King (who is also, bizorrely,
named King).

Backing up the rear are some new
fighters; Lin, a very young female versed in
the Chinese art of Kempo, Hwoarang, o dead
ringer for Geri out of the Spice Girls, and
finally the pierced visage of Soul. As with
the previous installments, each character has
its own sub boss, who must be faced before
the dimatic battle, It is as yet unconfirmed if
these characters will make the PSX version,
but their removal seems very unlikely.

Announcements on the visuals confirm
that the enhanced character sprites and 3D
backgrounds will remain completely intact,
dispelling the rather pessimistic reports of
the PlayStation’s lack of processing power

everyone — well, almost everyone ot
least — lives happily ever after.

The quality of the rendered footoge
is flawless, and thankfully provides the

\\, ‘

rendering the possibilities of an arcade
perfect conversion slim. This makes the

~ possibility of an arcade perfect translation
- very positive, although comparisans with

the arcade n can only be drawn from
close examination of ployable code. Even in
this early stoge of development the game's
success, butl’ff'&)mmer{iolly and critically,
looks to be well ossured — examination of
Nameo's pedigree on the PlayStation will
only confirm further.

More details will be unveiled by Namco
very soon, with continuing updates to follow

on the PlayStation gome that everyone's
attention will be drawn to.

player with the kind of satisfying plot
closure they will be wishing to receive
after a solid 50 hours of gameplay —
all of which only makes us ponder how
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much longer the CGI visuals will still
take second place to live action on the
big screen?
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WHOSVER SAID "SIZE
SN'T IMPORYANY"

Mega Memory

e 24 Meg of back
up memory
* Upto 360 game
saves - 24 times
the storage space
of standard
memory cards
* New flash technology
for high speed data
compression
e LED page and data
display system
e Joypad page selection system
e Compatible with any PlayStation™ game with
a 'save’ option

RRP £29.99

720 Memory

Memory Card Plus

® 48 meg of backup memory

e Upto 720 game saves - 48 times the
storage space of standard memory cards

¢ New flash technology for high speed data
compression

e LED page and data display system

* Joypad page selection system

e Compatible with any PlayStation™ game
with a 'save’ option

RRP £39.99

AVAILABLE FROM ALL GOOD INDEPENDENTS AND...

A

WHSmith ¢AVE B4 [

FOR DETAILS OF YOUR NEAREST STORE CALL 01785 810800

ALTERNATIVELY, YOU CAN ORDER DIRECTLY FROM DATEL'S MAIL ORDER DEPARTMENT ON 01785 810818

e 8 Meg of back up memory
e Upto 120 game saves - 8 times the
capacity of standard game save cartridges
e Turbo format for superfast format/erase
» Joypad page selection system
e Compatible with any PlayStation™ game with a
'save' option

RRP £19.99

AT S —— For the latest cheats call our CODE LINE on: 0891 516355 DATE
of Sony Computer (Calls are charged at 39p per minute cheap rate 49p per minute at all other times). , :
o Or visit our website at http://www.datel.co.uk

GAME PRODUCTS




- Each month Tomw PuaySmnon will

~ attempt to bring you all the most

' bizarre but foctually confirmed
gaming stories thot the PlayStotion
world can throw ot us.

First up this month is the still
continuing tale of Interplay’s
proposed PlayStation version of
the classic (Aheml) SNES beat-‘em-
up; Clayfighter. The 2D fighter was
a typical Streat Fighter 2 done, which
featured daymation caricatures of
various familiar faces. Thankfully the
gome's mfmll sense of humour was
very amusing and saved the gome
from obscurity, winning over the less
disceming gomeplayer. The promises
of a 3D update of the code quashed
our unpleasant memories of the
original, and the Cayfighter 33 1/3
Sridwagon lagen be osll- Weualy
version arrived in a playable form,
winning much regard amongst the

| Tomu 64 comp. Yet nothing appeared
regarding the PlayStotion version ~
Nintendo version. The releose date
slipped and then slipped once again.
Sadly there is no happy ending to
this stary — has Clayfighter vanished?
| pogesfornews. [

suit = but with a six manth delay,
This trend is reflocted not only in the
release of PSX software but also
PloyStation shortages. After the PSX
price drop during the summer
months, the US experienced mossive
shortages allowing Nintendo to toke
the upper hand, albeit in the short
term. Well, with a certain sense of
irony, six months down the line the
UK is experiencing exactly the same
problem; the £129.99 value pack is
attracting massive public interest

ond the inevitable shortages have
risen. Fortunately PlayStation sales
have such o huge margin over the
N64. that the shortage of hardware

obvious dout, the directors of such

 has groced the gome with his
i nhdﬂn_ulkndmc_:nﬁnmmuﬁd:_“ 3

Is there nothing the guys from the
_"Pool can't do?

~_So until next time, keep watching

the skies... Just remember — ne
matter how suénge things get, what
hove you got to do? That's right, you
gotta believel

After suffering o great deal of financial misfortune over the lost quarter, Eidos had
been incurring losses mounting to a staggering £18.3 million. So, with a great many
expectations falling upon her shoulders, Lara Croft's second adventure, Tomb Raider
/l, was regarded as a life line. Thankfully the US developers have finally released
some much welcomed good news — in just two days the PlayStation version of Tomb
Raider Il sold over 55, 000 copies in the UK alone, with total European sales expected
to top 300, 000. It only goes to prove that Lara’s pulling power looks in no danger

of waning whatsoever.

Telstor are offering 100 TortaL PLAYSTATION
readers the opportunity of owning a demo
copy of their carting romp, Formuia Karts. To
get your hands on some mini racing action, »
all you have to do is send a CD-sized, self-
addressed, stamped envelope to this address:

PlayStation

Dept. 5, Telstar Electronic Studios, 62-64 Bridge Street
‘Walton on Thames, Surrey, KT12 1AP

Remember these demos are of limited availability so get writing... now!

MnTenoo
FALL AT THE

What surely must come as nothing short of
devastating news to all PlayStation owners
and lovers of popular music has leaked —
Sony have announced that the release of
the much anticipated Spice Girls multimedia
product, Spice World has been dropped from
the post-Christmas line up, with the release
currently pencilled for April.

It was originally hoped to have been
lounched alongside the forthcoming movie
(See Interzone for more detaoils — James)
and their current album. However, after
the band were hit by a massive media
backlash and a noticeable drop in record
sales, it has been strongly rumoured that
Spice World will simply drop into permanent
development limbo, never to retumn.

10
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THE MIAME S
BONbD

Whilst Rare's premiere title, Goldeneye
continues to make huge waves throughout
the software market, all of us at the ToraL
PraySTanion offices can only look on longingly,
admiring this obviously impressive piece of
software from afar. To make matters even
worse, the possibility of the Nintendo loyal
Rare licensing the gome for the PlayStation
are os slim as a vegetarian in McDonalds.

However, there is now definitely a
bright light at the end of the James Bond
barren tunnel that is the PlayStation, for
MGM Interactive have announced that
Bond's latest adventure — the quite highly
recommended Tomorrow Never Dies — will
mork Bond's PSX debt. The new game is
currently in the preproduction stoge and
levels of secrecy ore high, but one would
imagine that the success of Goldeneye may
have played a large port in any decisions
made regording its gameplay structure,

For those of you who that have yet to
see the movie, the plot is typical Bond

fodder, with an evil megalomaniac tyrant
plotting the instigation of the Third World
War. During the action-packed running time,
Bond has to endure various car/motorbike
high-speed chases, gun fights, secret gadgets,

an omazing arse-kiding Chinese secret agent
and a passionate embrace with Superman’s
wife, of all things!

Inspiration for a stunning game? Let’s
hope so... more details soon.

BLSHIDO BLADE SEOUEL

With the PAL version finally nearing its release, the UK will soon be able to sample the

long awaited Squaresoft weapons-based combot game, Bushido Blade. Sadly, by the

time the game reaches the shelves, its sequel will be gracing the Japanese market place.
The sequel will see the introduction of three new fighters, an enhanced graphical engine

and all-new combat mechanics. The game
once again retums to the traditions of the
Samurai, but in this incamnation lends itself

further to realism, reducing the
y number of attacks available
but increasing the number of

defence moves.

Currently this
sequel is sounding even
more bizarre than the
original, and after the
amuzing popularity of the
original within the TP office,
we will be following the
gome closely.

JouU Kiow?

0i, Did You Know?

“When playing Resident Evil,
the first zombie encountered
feasting upon the corpse of
a fallen Conrad inspires the
first in-goame cut sequence,
showing the zombie turning
to face you. The creature’s
eyeball was in fact o real,
digitised scan of on eyeball
from a reaol life corpse, which

is actually very unpleasont.”

“The original Mortal

arcade game was a massive
flop. Undeterred, Midway
withdraw all the machines
from the market and began
setting the mossive hype
machine in motion. After
several months of promo
momentum the game wos
relounched = to massive
success = and the rest, as

they say, is history.”

“One of the most popular
platform games to appear
upon the Spectrum,
Matthew Smith’'s seminal
Jet Set W >, was actually
impossible to complete
Even with the oid of all of
the various cheats, the final
item that had to be collected

did not exist.”

‘&N IUHEN DINOSALIRS
¥ RIILED THE EARTH

ToraL PrayStanon tokes o look way
back when, to exomine some of
those golden games of yesterday
that still influence the development

of software todoy..

Capeom’s Street Fighter was
solely responsible for the huge
popularity and development of
the beot-‘em-up, introducing the
concepts of speciol moves and
combination ottacks. No single
gome has had such an impaoct

upon a single genre and every

fighting game releosed ofter S5F2

has been touched by ot least one

of its influences, the most notable
being the range of characters,
with a Ryu lookalike maoking a
guest oppearance in almost every
genre release.

The gome’s most impressive
appearance outside the arcodes
was its initial SNES version, which
introduced the home gamer to an
almost arcade perfect conversion
for the first time.

The gome’s legacy continues via
various updates and re-inventions,
For more detoils check out our
review on page 56 — how about
that for a coincidence?

Issue2k « Total PlayStation
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MNews Focus

JAGH THE HAGH

The Internet, as per usual, is
chockablock with crazy rumours
concerning happenings, new
releases ond events surrounding
the weird, and sometimes scary
world thot is the Sony PlayStation
Feor not. As we at ToraL PravStanon
have employed the joumalistic
talents of one Mr Jack the Hack to
bring you all the interesting and
ploin stupid gossip that the
information highway can throw ot "uE" '"m"mm’"",
us. We couldnt confirm that there’s ‘ - ; s
even a shred of truth in any of Having slipped into development Horrors most disturbing icon, H.R Giger's Alien, has been the subject of some confusion, with
Jack’s rantings — ond in some cases limbo for almost an etemity, the side Argonaunt’s proposed version of the Atari Joguar classic, Alien Vs Predator, allegedly being
dropped. The reasoning behind this was to ollow the developers to tum their ottentions to an
ited PloyStatior Darkness hos resurfaced under the all-new game, which was again to feature the exploits of these alien creatures.
fin wing of Infogrammes. After being It has been officially announced that the new Alien project will be a conversion of the hit
time, Sensible Soccer very well received during its PC run movie, Alien Resurrection, and also that Aliens Vs Predator has been simply put on hold in
00, has once more slipped away the developers Amazing 3 preference to the latter. Combining elements from the hit movie with a 3D first-person engine,
] “ublishers GT Interactive began production of the conversion gomeploy takes place upon the transportation craft, Aurigo. The craft has been completely
od that the ¢ at which point the game appeared to overrun with the alien creatures, with the player adopting the role of one of the movie's five leads.
vanish, until now. Unfortunately o The objective is simple: destroy the aliens before they destroy you. To enhance the game's dnematic
release date has yet to be given feel the interactive badkgrounds, sound effects and dialogue hove been token directly from the film
ughty Dog have released o Alien Resurrection will be avoilable in the second quarter of 1998, with Alien Vs Predator
statement confirming the third following in late summer, as the xenomorph invasion begins. This year, no-one will be able to
installment of the papular Crash hear you scream.

let’s hope that there isn't scrolling 3D adventure, Heart Of

licoot series, with the possibility
of a distinct change in the gameplay,
It development i breaking away from the pseudo 2D
upoen another beat-"em-up tyle in favour of some Croc st
familiar!
quest the supe| : That's all for this month, so until
WWF to t *layStatior ' next time... Keep your eor to the
| ground and your
nq rendered choracter nose clean,
from the wacky sport. The main point cheers all!

of interest — apart from slapping very Jack

ise option, giving the average

iperstar. Every aspect
the fighter can be redefined: heig

veight, build, even the st

ed that
""lli&'w(:‘ -li)\‘.-(=i"\H|I‘\"‘I|HME\I'
Nightmare Creatures 2. Thot’s all we

etails will follow ‘ Y. m l:E “""n“
Lora Crofts attempts at global . '
dormination hove reached toward the . ?))
A

yages of her very own comic book, as (

oced the poges of Image Comic’s

Dixons HMV Toys R Us Independent

o III,"I‘“ Ja Grand Theft Auto £44.99 £44.99 Not Stocked £44.99
e Crash 2 £39.99 £39.99 £38.97 £39.99

; i Jersay Devil £44.99 £44.99 £44.97 £44.99
Broken Sword 2 £34.99 £34.99 £34.87 £34.99

Marvel Super Heroes £39.99 £39.99 £38.97 £39.99

Prices correct at the date 15th December "97
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Torar PrayStamion brings you a fleeting look at some of the up and coming games that will
he passing a seductive look in your direction over the coming months

Tilie: Caroinal syn
Publisher: 5ony

The creators of the visually stunning but ultimately shallow
beat-"em-up, Criticon), retum once more to the genre
with the Sony-backed Cardinal Syn. The gomeplay has
been relocated from the futuristic setting of their previous
title to the blood soaked arenas of the medieval age.
Opting fora for more macabre tone, the introduction of
solely weapon based combat, extreme levels of gore and
fotality-style finishing moves, Cardinal Syn hopes to dispel
the criticisms of previous beot-'em-ups

The battles take place to decide the ownership of
various clan termitories,

- —

o

with 18 Tighters making
up the character ranks
and diffening dans, With
a mixture of mythical

creotures alongside more

traditional ormoured
warriorsall literally
hacking each other to

pieces, Cordinal Syn is

certainly @ prospect worth
looking out for. Pepned "

for o velease in April "98. &

TIlie: fieed For Speed 3
Publisher: A

The sequel very few wanted is neaning completion — the

third installment of the Need For Speed series. Bosically
it's an enhanced version of the previous game, but NFS3s
gome mechanics have also been redesigned. The grey area
between simulation and ercade race expenence has often
spelt failure, 5o NFS3 hopes to go some way towards defining
the two distinet areos, offering players various new features,
nduding competitor Al programiming, customisable
weather conditions and redefinable troffic density. Surely
the 'most promising of all these options though, must be
the promised ability to completely customise your choice
of vehide. The game's ten tracks hove been redesigned to
allow shortcuts, and NFS3 olso marks the return of the
ever popular Boys in Blue, who will be na daubt be in hot
pursuit of those breaking the speed limit. Release date
unconfirmed at time of press.

Tilie: Riven
Publisher- Acclaim

Ihe popular PC adventure, Myst is truly ene of the most

unigue gaming experiences ever to have touched our
imaginations. The almost dreamilike quality of the title
was quite refreshing in the presence of the endless mix
ol beat-‘em-ups and racing games on offer at the ime.
Sadly, since its gentler pace seemed to lock mass appeal,
Myst was undeservedly ignored by many gomers
Fortunately the rights Lo its sequel — the equally
bizarre Riven —have now been purchased by Acclaim,
who are currently working on the PSX conversion. As
with the eriginal, this

new game will feature
the use of progressive
still images, which are
updated to give the
illuston of movement.
Gameplay will again
feature the key factors of
exploration and puzzle
solving, incorperating
various video dips and
interactive puzzles, filling
the gume’s impressive
total of four CDs

Total PlayStation
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Tille_ Mace

Publisher: 61

Bearing in mind the content of Cardinal Syry ard
GT Interactive’s forthcoming Mace: The Dark Age;
it would appear that the Middle Ages were really
tiot a very hice fime to live in. Afterall, characters
seemed Lo spend their days fighting eady other
with very large swords and other such nasty, pain
inducing weopons!

In @ similar manner to Namco's Soul Blaude, Mace places the player in the beat-"em-up fray
with a very large weapon in their hand, facing eight other characters in'a battle to be owarded
the ultimate prize-.. the Mace of Tanis. The true strength'of a beat-"em-up isn't its plot though
or, for that matter, its visuals — the combat mechanics are by far the most important thing, Having
played on the N64 version, we have to admit that the
game plays like a blend of
Tekken and Soul Blade,

but we can only draw true

wwdm

compurisons from the final
PSX code — which will be
hitting our desks sometime

in the second quarter

Tile: Master OF Monslers
Publisher: ASCH Enterisinment

With the world warming to the RPG genre after the quite

unprecedented success of Squoresofts epic final Fantasy VI,
the next genre looking to break the confines of the Japanese
market place and plot a course to the mamstrean is the
wirn-based combat game: Konami's Vandal Hearts provided
an introduction,with a varying degree of success. ASCI Entertainment are plocing their bets on
their update of the SNES dassic, Master of Monsters Onee again a medievol setting provides up
to four players the chance to
lock themselves in mortal
combat with rival anmies, for
contral of their plonet. Unlike
previcus games, the player will
be able to create their own
anny of creatures, breeding
various monsters Lo create
the perfect offspring.

Master of Monsters is now
seeking o UK distribution deal,
so release details are pending

at present

Tiie: Contra Nl
Publisher- Ronami

Konami’s Contra series commenced on
the NES system, receiving mossive
acclaim. Its legacy has touched every
major home gaming system, withts
various guises updating but not harming
the clussic gameplay. Sadly the scrolling
blaster has since follen very much out of

favour with the gaming public, with

Contra’s first PlayStation foray being
highly disappainting

Undeterred, Konami have commericed
work on o sequel, Contra ll. Developers
Appaloosa are keeping tight lipped as
to the game's style and specs, but ¢
release date has been pencilled for the
third quarter of 1998

Title: WEW miro
Publisher: T-HO

The ever-popular sport of professional
wrestling onee more makes an attempt to
conquer the PlayStation. WCW Nitra, from
the creators of the enjoyoble WEW Vs The
World, hopes to deliver all the sweaty
thrills of the sport. .. ahem.. . featuring o

huge cast of familiar faces from the scene.
q

These include such greats as Hulk
Hogan and the Crow wannabe, Sting,
takirig their place alongside various
hidden characters, secret arenas and
other bonus options. Based upon an
enhanced graphical engine, WCW
Nitro will be shouting and ripping its
shirt off on o PlayStation near you,
early in the second quarter of the year
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Eidos attempt to steal Cool Boarders'
crown as they launch their first assault
on the Sony dominated snowboarding sub-
genre, CHILL....

m""g hobby of extreme sports. Having tired of
"having a bit of o kick about’ down the

Born from the tip of o park, the nation tumed their attentions to

he launch of a certain [m @ @ @ ;

soft drink introduced the

masses to the life-risking

pencil came the CHILL bungee jumping, white-water canoeing,
characters, here to change parachute jumping, and pretty much any
the world of PSX outdoor activity that could result in o ropid
snowboarding forever trip six feet under. However, as the nation’s
undertakers began to rub their hands with
anticipation, the fod appeared to foll out of
favour as quickly as it began, With ene
major exception: snowboarding dude,
Having loaded you brain with caffeine-

free sugar pop, what better way is there to
spend the day than crashing down a
mountainside on a greased plank of wood? [m @J ? KmM

iniisi BT

Snowboarding has elevated itself above an

average sport to become a way of life, The backgrounds are highly impressive using pre-rendered hackdrops and polygon
complete with its own style, language ond foregrounds to create the illusion of depth without any loss in realism
bizarre haggy trousers. Attracting a

massive amount of media attention = The nature of snowboording is not

particularly the impressive stunts that the simply racing a single stretch of trodk

boarders perform with a staggering looking to crack the elusive lap time.

amount of ease — snowboarding has Snowboarding is about freedom, man,

received the official stamp of cool. So os freedom to wear baggy pants and go

one would expect, a handful of enterprising where the mountain takes you, dude, that's

software developers have launched their beautiful. Stereotypes aside, the lure of

interpretation of the sport upon the boarding is the rush; follow your own route

slippery slope of the PlayStation market, down the mountainside, perform tricks en

the most notable being Sony’s Cool route ond hosically avoid breaking various

Boarders. But the uneasy blend of racing limbs or getting your trousers dirty — a fact

and stunts proved to be far from what the that most developers are obviously

PSX snowboarding dudes wanted. blissfully unaware of All is not lost though

7 o e e
mmIEme
ik i O D3:my:1TE

The player will be able to perform rail The floating camera will adopt the most
slide inspired manoeuvres en route aesthetically pleasing view point
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The stants aspecis of CH/LL are a little over-the-top, as perfectly demonstrated by

Triny's one-Tooted spin. Another pleasing depariure from the £ool Baarders rule book

for the PSX snowboarder, as Eidos seek to

_ reproduce the sports to a for more
satisfying degree in their snowboarding
sim, CHILL:

Mad buzz rush

CHILL hos been designed to occurately
reproduce the sport with the minimal
omount of artistic license. The player is
given the opportunity to select their own
path down five different mountains,
moking their selection of a boarder from
the five available, one of which only
becomes availoble after successful
negotiation of the five runs. As with
Cool Boarders, the player is also given
the choice of boards, each being suited
to o certain style ond general
performance. Offéning the options of all-
out speed, total control or o mixture of
the two, the decision is solely dependent
of the rider’s preferences.

The most promising eddition to CHILL
is the almost total freedom that is lavished

upon the courses, allowing multiple routes
down each. Ranging from the sedate
begitner course, allowing the boarder to
get to grips with the control method and
the performance of simplistic stunts, to the
knuckle-whitening, adrenaline addict’s
dream = steep slopes, massive jumps,
voriable weather conditions and
mountainside drap-offs, running at a
minimum of 30 frames per second.

The boarder will be ossessed upen
their skills, in terms of both style and
ability, with the promise of secret runs
providing the inspiration to retum ta the
slopes once agoin. The hidden nins are
based upan some very over-the-top
concepts and are curently sounding very
promising, induding a ski jump section.and,
more interestingly, an ovalanche run along
with o tidal wave of snow to provide the
necessary impulse to remain squarely upon
the boord.

The ultimate goal is simple: be

crowned the most chilled

!‘?

-

DIIDES AND DUDETIES

Meet the gang whose job it will be to show you a snow covered good time. Role call from

left to right: YoDoll (speed freak), Bone (freestyler), Goaty (stunt pro), and Trixy (all-rounder)

 even the moststraight-leg

Q31780

mmmm.u._-uﬁl _
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the various ramps or steep drop-offs

boarder on the slopes. Facing off against
four other contestants. the player will
have to perfect the most difficult tricks and
ride the hardest stopes. Multiplayer
options have not been ignored, with the
inclusion of a head-to-head split screen

option allowing the player to square off

against o non-CPU opponent.
Initial impressions of CHILL have been

very favourable, with the promis of the

first:trije PSX snowboarder romp exciting

the office, dude, TP

The Slalom sections present further
challenges and eptions for the player

pRE L

Real-time effects such as snow cresis
have been put into perfect use

Eidos

Before the game begins the
player will be presented
‘with a rendered intro
sequence, detailing all the
complex stunts that they will
~ have to perform during the

‘game. Talk about rubbing '

- salt in an open wound, see.
how easy they make it look

_£39.99)

In-House fieleased: _ April

1-2  Game lype: Snowboard Sim
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Seduction

the Innocent
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Prouing no issue s

E results of media lead videogame ¢

safe, TotAL PLaySTATION attempts to unravel the

of

s ]

ontroversy and the effect that it has“

o b & A i

"
g

on the industry and the public themselves

e e it e e -

he seeds of controversy are sown
by the individPul, cultivated by the
gullible and reaped by the media.
Insuch a diverse culture os ours, with its
multitude of tastes and morgl indinations,
it has become increasingly apparent that,
with only @ minimal number of exceptions,
oll mediums of entertainment will couse
offense to someone The most obvious
examples of these morally confrontationg]
media come from music and films: both hove
at various times been held up as the sole
cause of society’s many ills. How many
times have we seen the tabloids and news
features flaunt such salacious banners as

1 i = N 1 y ‘|
Gavin White, Head o
‘Movie Made Me Murder’ and
the all-too-frequent ‘Ban This Sick Film?”.
The feature inevitably follows with g story
implicating, by the smallest detail, o factual
link between a horrific otrocity and the
offender placing a foat in his local branch
of Blockbuster and reading the cover lines
of horror film, Placing this amount of
emphasis on these alleged catalysts to
u - violence works in o completely opposite

el L 1% HeqAulH anMs

of PR, BMG

manner than intended. Instead of sending
the potential viewer running scared i_n the
opposite direction, the controversy heaghtfms
interest, arousing the average consumers
awareness of the film, or game.

Some moral-minded individuals seek to
protect us from ourselves but only succeed
in creating more publicity. And os the well
wom saying reminds us, there is no such
thing os bad press.

Controversy creates a notoriety that
will surround a product forever. For example,
during the initiol

™ 1 i

home video boom, many films were first
released upon the market in o completely
uncensored form and without on official
BBFC certificate. Therefore, well at least in
theory, a young lad on the way home from
school could pop into his local shop and
hire a copy of Zombie Flesh Eaters, with
only the discretion of the shop owner to
prevent him. Obviously this was completely
unacceptoble and an amendment to the
law as it stood needed to be made but ar.|
typically tabloid manner, the British public

18
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were whipped into a frenzy and made
the massive mistake of letting both the
newspapers and TV shows think for them,
Rising from this mayhem, came the 1984
Video Recordings Act.

Outrageous filth
The bill placed the BBFC in complete
control of the growing new entertainment
medium, allowing them to censor or, in
extreme cases, bon o video outright.
During the first months of their reign,
the censors compiled a list of over 50
titles that, for various reasons, they saw
fit to ban from the public.

The tabloids heralded these moral
crusaders as the saviours of our ever-so-
corruptible souls. In fact, whilst remaoving
these films from general consumption,
this single act hos assured the titles’
notoriety forever. It hos been rumoured
that various odditions to the video nasties
list change hands for upwards of £100 —
@ price made even more ridiculous when
one takes time to view these tensorship
areated dassics. Ironically, the fact is, if it
waosn't for their 'video nasty’ tag these
films would have sunk into obscurity
long ago.

As proof that controversy is the
perfect soles pitch — costing virtually
nothing but gaining massive coverage
across all press — this tactic appears to
have been very deverly employed by a

That Bleeding Postal Service
This kill-everything, top down shoot-em-up is a
completely open ended blaster, with the sole aim
being the death of everything mortal. The shooting
of expectant mothers and children is particularly
exploitative and totally unnecessary, and their
removal would be welcomed. As for the mindless
blasting that will remain, this is typical, albeit
bloody, arcade fodder.

Possibly overly controversial for its
own good

certain software company to promote their
latest driving/crime game — check your
Sunday popers for more details, nuff said.
Controversy hos surrounded computer
and video gome entertoinment since its
earliest of origins, taking up o very eorly
partnership with the world’s first universally
recognised arcade game, Space Invaders,
which was held up as the reason behind
truancy in public schools and sliding test

in reality the picture was o for different one.
wcores. The lounch of the home computer Once the hardware wos finally accepted os
saw the first real public outcry; until their part of @ mainstream sacial life, the games
+clease video games had remained trapped themselves became acceptable.
within the confines of the local arcade. Now One title that has bumt its cover image
their evil grip could penetrate our homes, onto our childhood memory was UK-based
making young dhildren into Polace’s Barbarian, whidh adomed its game
packaging with a semi-dad Maria Whittaker,

Member of the BgF¢

outcosts, eagerly spending their free

time hunched in their rooms, playing games a Foge Three favourite of the time, and that
till the wee hours. Sthoolwork thus naturally Wolf bloke from the Gladiators. The barely
suffered and gamers’ tendencies toward contained Miss Whittoker and the hack and
violence increased greatly. Or ot least thot slash action contained within the game
was the consensus of the media, whereos itself were considered too mudh for young

eyes and the scandal bandwagon began to
gather momentum. A number of software

m,..‘" = = 5 _WNs: 00
ol Hol . | ‘ Ilﬁ“.
|
i
Finish Him | - :
One of the most nuerhlil'nwn gamaJ of all — 21 w00
time, the original arcade outing of the | o e « Ay T
legendary series attracted a great deal of | ’ U -
attention for its over the top death moves. } g », _roh, g
Yet in these days of its 3D incarnation, one AR T 3 :
has to wonder what all the fuss was about. he [ A
About as controversial as Liam Gallagher .- s

giving a camera man the v-sign
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We’re Doomed

1D0's much praised Doom breathed life into the PC gaming market with its
excessive bloodletting and frantic gameplay. The genre it created has

moved onward, but the original still packs a major punch and has still to fers
be equalled. A classic, whose surrounding controversy has succeeded in

stockists pulled the game from the shelves
and the generic news story appeared, thus
qssuring the game's Massive success.

IWhat about the
children?

Due to the fickle, exdusive-hungry nature
of tabloid journclists, their ottentions were
quickly tumed toword o fresh victim.

With the release of CD-based software
and the newly given freedom lovished upon
development teams, the FMV sequence

was bom, and the market for

games then grew beyond being a
simple kid’s toy to oppeal to the
mainstream. With the increased age and
competition in the marketplace, games
developers were constantly searching for
the elusive new angle to launch their latest
product. This sow an increase of realism in
softwore, with 1D's seminal title Doom and
Midways Mortal Kombat leading the bloody
assoult on our senses.

As you could imagine, the concept of
hodking people in two with a smoking
chainsow or tearing out their still-beoting
heart was a little too much for some, and
more public mayhem quickly ignited. With

elevating the game to household name status and beyond

AP0

HEALTH

the links between controversy and success
becoming increasingly apparent, both titles
have now become household names, and
hqve spawned many sequels ond countless
spin-offs.

The launch of Sega’s ill-conceived and
terminally limited Mega CD saw the release
of another game which demanded the
attentions of the European Leisure Software
Publishers Association LTD (ELSPA). Working

alongside the BBFC, the newly formed
board judged the suitability of content of
every piece of software released upon qll
Forfnuts, and aworded the game an age
rating, separating the audience up into four
separate categories .

Maovie
MurderMade Me

Unlike the official BBFC Certificate, these
ratings were actually little more than
recommendations, allowing an individual
to purchase the game. So, in the cases
where a gome was simply unacceptable for
an audience under a given age, an official
certificate was given. With any improper
enforcement on the behalf of shop owners
resulting in @ heady fine and possible jail
sentences, this partnership has proved
unworkable over the post few years, with

only the smallest number of titles falling
foul of the rule book, which the Board
requiring the removal of various elements,
most notable being Copcom's Resident Evil
This epic re-telling of the dassic haunted
house story contained a particularly
unpleasant intro showing its Japanese
origins. The blend of severed limbs and
graphic bloodletting proved too much for
the film censors. With the game’s release in
question, various cuts were made to allow
the imposition of a 15 age limit. Obviously

the public was

undeterred or simply blissfully unaware, as
the truncated version went on to break all
previous standing sales figures.

Over the last quarter, cracks hove begun
to appear in the once concrete alliance
between the BBFC and ELSPA. The break
up of this union could have an unprecedented
effect on the content of video game —a
development that will certainly be covered
extensively in the future. Recently several
complaints have been lodged against ELSPA
by software companies as to the amount of
time the members of the BBFC have spent
evaluating their games, which entailed the
slippage of release dates and therefore a
massive increase in advertising budget to

AEMOA
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maintain the product’s momentum. It is
also quite within the BBFC% power Lo flatly
refuse the title’s release, tausing companies
unacceptable losses. Such games as the
highly publicised shoot-em-up, Postal have
suffered accordingly, and its relese is still
unsecured. As the game's extreme levels of
mindless violence have attracted o great
deol of coverage, keen potential buyers
have simply been investing in the already
available imported version,

Sick form of
entertainment

Fostal's media coverage has been eclipsed
by another title surrounded by controversy
since its initial announcement, BMGS Grond
Theft Auto. Announced over 18 months ago,
the game’ intriguing premise of car crime
instantly inspired comments to the effect of
“They'll never get that past the censors!”
During the final stages of the game’s
toding and the release of early promotional
material, GTA soon found itself elevated to
public enemy number one. Its gameplay
calls upon the player’s criminol tendencies
to dimb a nameless crime syndicate’s ranks.
Achieving this questionable goal entails car
theft, drug running and murder — all of
which are thankfully displayed in o typically
dichéd and tongue in cheek manner,

Crime Level Rising
Currently filling the pages of
various tabloids, BMG’s top

down racer, Grand Theft Auto,

actually deals with its rather
questionable subject matter

in a completely over-the-top
manner. The exploits of a low
level scumbag as he climbs

the criminal ladder are a little
unpleasant in content, but are

shown from a great distance,
" never becoming offensive to
the eye.

Controversy was never far
behind the game, and this has
led to the award of the dreaded
18 certificate

leaving only those with particularly norrow
minds oblivious to the joke. Sadly, in the
minds of the worst kind of hack joumalist,
the game is currently being paraded as o
'sick, immoral, and o destructive influence
to all.’ Actual reported details of the game
itself are sparse to say the least in these
scaremongering pieces, making one wonder
if the writers of such articdes have ever
even played the game, or have simply read
the press release.

After continued play on our office copy,
we at TomaL PLAYSTATION are still none the
wiser as to how to successfully steal o car
or fire a handgun. Yet our playing skills are
improving, Hmm, that's strange. .. But the
horror story headlines continue os the hype
machine rolls on, undeterred.

Acts of random violence committed by
young offenders are always disturbing,
leaving the general public in dismay as to
the motivations. To place the blame upon
the mediums of entertainment is surely
too convenient.

PR Representative for G

Controversy is o self-defeating
exertise in the extreme, daing little more
than publicising a product way beyond the
realms of any od campaign. Don't believe
the hype ond just make up your own mind
— after all if you don't like what you see,
you can reach for the off button,

The Official Comment
The Home 0Office report W
concerning the effects of video
game violence, ‘The Effects of
Uiolence on Young Offenders
Report’ - which is expected to
herald new restrictions on
software contents - has been
delayed further.

Originally planned to be issued
~In mid-October, it will now be
- released sometime during the

month of January. Speculation

upon content suggests that
BMG’s Grand Theft Auto will be
addressed, along with possible
inclusions detailing the current
problems surrounding the games
industry and the BBFC. More
details to follow.

rand Theft Auto
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Midway’s most successful arcade series, Mortal Kombat takes
its first steps into the realms of 3D — can it possibly survive?

HAST OF
HHARAGTERS

Kombat begins once more, and a
band of brave fighters step into
the fray

Enlisted by Raiden and Liu
Kang to aid them in their battle
with Shinnok

Scorpion
Seeking mortality, the undead
Ninja's loyalties are with Quan Chi

1 &
Tanya
Travels into the Netherealm

seeking to save her home land

from the evil clutches of Shinnok

he success of Midway's
long standing beat-‘em-
up, Mortal Kombat is
only possibly rivalled by Capcom’s seminal

Street Fighter 2 and its legacy. Originally
launched to very mixed reactions in the
early 19905, the series gathered much
momientum during its vorious incamations
to haul itself to the pinnade of mainstream
success, spawning three sequels, numerous
home conversions, a cartoon series, a live
action touring stage show and two hit
movies, Mortal Kombat is instantly
recognised amongst the ranks of most
video gaming cognoscenti — establishing its
own sub genre, the frighteningly
entertaining blend of fists, feet and severed
spines provided inspiration for countless
titles across the genre spectrum.

Sadly, with the torch having been
passed from the 2D fighting game to 3D,
the games’ appeal was somewhat
tarnished by the polygon based pugilists
who now dominate the genre. The next
logical step for the arcade gionts wos to
translate the trademark gomeplay into
the third dimension without incurring any
unforgivable losses to the winning
structure. Therefore the fourth 3D

Sub Zero prepares for his horrific spine tearing finishing move after being victorious
in his final hout against himself. The outcome of this move is by far the most nasty

installment has been closely followed
since work commenced. Utilising
Midway's redesigned 3D hardware, which
is rumoured to be more powerful than
both Sega’s Model 3 boards and Namco's

System 22, allowing a total display of 1.5
million polygons running at 60fps, Mertal
Kombat 4, or MK 3D as it has been
dubbed, not only matches the playability
and extreme levels of violence that the

Raiden
The God of Thunder returns to
end Shinnok’s rein of terror and

unite the heavens

Major Jackson returns once more

Jax Fujin

to locate his missing

commanding officer, Sonya Blade

The God of Wind takes his
place ot Raiden’s side

Shinnok
Exiled from Heaven, Shinnok
attempts to create his own kingdom
and destroy the Elder Gods
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Johnny Cage
Retumed from the dead by
Roiden, Cage seeks once more

to aid his loyal comrades

Reptile
Seeking asylum ofter the
defeat of Shao Kahn, Reptile
finds @ new ally in Shinnok

Sonya Blade
Having been enlisted by her government
to report on the uprising lead by Shinnok,
Sonya seeks her own retribution

Reiko
A mighty General in Shinnok’s
army, believed to have fallen in

battle, Reiko retumns...

The rouxdhouse kick remains an extremely
powerful attack incurring as nuch damage
as an uppercut when commected correctly

game hos become synonymous with, but
has also exceeded all expectations.

The combat mechanics of its 2D counterpart
remain, but in o farmere accessible manner.
The basic punch and kick buttons are replaced
with complex series of directional and button
combinations. Another noteworthy addition to
the list of character moves is the ability to snap
various bones out of joint on the opponent.
This will mamentarily weaken them as they
struggle to reset the bone, leaving their
defences down and open to attac. The
introduction of weapons which can be draw ot
various points during battle and the ability to
use various on-screen items as projectiles also
increases attadk possibilities.

Defensively, and to full exploit the
spectocular 3D effects, the use of an avoid
tactic has been incorporated into the game,
allowing the player to be able to side step an
offensive attad with two taps of the run
button. Projectiles also play their destructive
part in the gameplay, but their impact has
been lessened to avoid a simple bout of
fireball tossing. One of the main criticisms
that was levelled agoinst the former release
was the lack of combinations attacks
availoble. Midway have addressed this flaw,
allowing the player the freedom to combine
various multi-attacks with throws, projectiles
or limb snaps, providing the combo freak
with more than enough to contend with.

As for the cost of choracters, a number
of the original pugilists have retumed
including Lui Kang, Raiden, Sub Zero,
Reptile, Johnny Cage, Scorpion, Sonya
Blade ond Jox along with six all-new
fighters. These unfamiliar members of the
MK ranks are a mixture of characters from

The graphic conclusion of one of the
horrific finishing moves, as the spinal
column gently sways from side to side

Midway's ill-conceived MK Mythelegies and
further additions to the established family
tree. Much has been done to retain the dark
and sombre look of the visuals, not wanting
to alienate their intended audience. Most
noticeable is the eradication of the almost
comit book fatalities of the original entrees
to the series in fovour of far more realistic
finishing moves.

Mortal Kombat 4 manages to retain the
MK magic, successfully translating the
gameplay from the realms of 2D whilst
increosing the game’s already massive
appeal and placing it emongst the hallowed
ranks of Tekken 3 and Virtuo Fighter 3 -
this impressive 3D debt virtually assures the
game’s success long into the future.

With the home console market playing
an increosingly important role in the
production of the arcade game, the
inevitable PlayStation conversion of MK4
was officially confirmed during the
development of the arcade hardware,

Those handling the weighty task of
bringing the jaw drapping visuals of the 3D
arcade gome are the creators of Sonys
excellent semi-3D platform odventure
Hercules, Eurocom Entertainment. The
production team are working dosely with
Mortal Kombat creator Ed Boon to create
the most faithful translation possible, With
this and the pending release of the finally
confirmed third installment of the Tekken
series, the ever popular PSX beat-"em-up
genre has finally been thrown a lifeline to
pullit out of its repetitive hole.

Mortal Kombat 4 is cuvrently scheduled
for a four quarter release = look for further
updates in future issues. P

Martal Kombat 4 sees the return of
the horrific finishing moves thot
have become the calling card of
the series — the blood has never
looked so real

Sub Zero’s often censored spine
teoring move now available in 3D

Hoving tom off the vanquished
foe’s leg, Quan Chi then proceeds
to beat them with the wet end!

Scorpion’s trademark flame breath
makes o welcome retum

Liu Kang’s Dragon Maorph is now
presented in 3D

GT Interoctive

Midway

_ 12

Sub-Zero
The brother of the original
mythical Ninja, loyalties lie with
the forces of good

Liu Kang

The true champion of Martal
Kombat enters the Outland, this
time to rescue Princess Kitana

£

= N

Quan Chi
Having used his powerful magic
powers to release Shinnok from

his prison, Quan Chi leads his

assault on the Earth

Full rendered end sequences are
now included for each character

Arena hazards now include
spike cells and cliff falls

TBA
Fourth Quarter ‘98

Beat-'em-up
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Backwards-cap-wearing cute
characters were rife during the early
nineties console hoom, but the lead Kid
from Psygnosis’ platformer, Rascal
hiends retro elements with some of the
most impressive effects to be seen in a
PlayStation platformer

layStation owners had

a confusing view of
LTS platform games early
on — we hod the sub standard 2D cutefest

Rayman and the pleasantly novel Jumping
Flash. Until Crash Bandicoot came on the
scene, Sony (perhaps deliberately) didn't
have an official mascot for their
machine like Sega’s Sonic or
Nintendo’s Mario. When Mario
64 made platform gomes jump
into the land of proper 3D, the
race was on to come up with a
suitable competitor for the
PlayStation. Crash Bundicoot wasn't
really it however, as the gomeplay wos
still lodged in the 2D domain and
wasn't any different to
Pandemanium. More recently, EAs
Croc has performed well as has the
ubiquitous Tomb Raider /.
Psygnosis have signed Rascal, by
Traveller’s Tales — makers of Toy
Story on the 16-bits and Sonic-
R on the Saturm — in an effort to
offer something more okin to
Mario 64. Looking at the screens,
it's impossible not to see the
similarities — a capped male hero in
a cartoon fantasy land with

In space with a dinky rohot — influences
stretch to such things as Star Wars

impressive lighting and reflection effects.
The important thing about Rascal is that,
not only is it quilty of using clichés, but it
squares up to the N64 by offering jow-
dropping graphical routines throughout
Water effects are great and metallic
reflections from armoured knights and
shields make Croc look a bit drab. The
storyline of Rascal is bosed around a
time travelling kid who is on o mission to
save his dumsy father after he fell into
the time machine he created, which
serves as a good enough excuse for
dozens of levels based around all sorts
of terrain, from the Wild West to
Atlantis. The action storts off in the
science lab where the time machine is

located — early indications from the quick
bash we had on the game are The lighting effects work well — they

favourable, especially when using the don’t clash with on-screen characters

Levels are often muiti layered and don't offer you fiat plains like £rash Bandicool. Are
you listening Crash? The game is true 3D and all the more impressive for it
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Bearing more then a passing resemblance to fampage, dinosaurs wreak havec in
a modern day city. Jurassic Park 3 anyone?

analogue controller for more precise tum
and jump situations,

The central character has been
developed by Jim Henson's Creature
Workshop — although he obviously deesnt
resemble o muppetesque cookie monster
We've seen little of the character other
than a few sketches and the in-game
version — the bubble gun he wields looks
like being quite fun and o useful oltemative
to the head jumping "bottom bomb’ of
Mario ond co. It's odd that Travellers Tales
are moking a platform game in the Mario
mould as they've developed the most
recent Sonic game for Sega, but it gives
them a good pedigree for producing a
decent platformer. The time travelling
theme of Rescal is more than a cursory plot
device too; when visiting levels at different
periods in time they will look quite
different. The most awe-inspiring level at
present is the pirate galleon, which when
visited for the second time is a shipwrecked
mess lying in a desert rather than the
ocean. The game areo includes o costle
complex, an Aztec themed arena, the Wild
West, a galleon bused level, Atlantis and
the lab where the original troublesome
time travelling machine was constructed

The amount of levels in the game are
all divided into sub-sections, which is
usually a curse for the PlayStation as it
means disc occess is o regulor and

sometimes lengthy process. Psygnosis are

keen to point out the excellent loading
times of Rascal which really are of lightning
speed, even in this preview version. The
same term could be applied to the game
itself os the Pol version runs at a high
frame rate with small borders. This is due
to the programmers using ‘ossembler’
rather than the more common, but slower,
programming language of ‘C." Codes can
be written directly to the respective chips
and can massively reduce processing times,
espedially where 3D graphics are
concemned. The other gome characters are
larger than you would usually expect from
a PlayStation title too — one stage saw a
huge armoured knight stalking the TP team
as we anxiously passed the pad around,
routinely gowping at the graphics. The
gameplay seemed to be at a semi finished
stage but is being subjected to some final
tweaking as we speak

When Rascal is released it will mark
a departure for the Liverpool based
developers and publishers who have
tumed from the cyberpunk influenced
Wipeaut and G-FPolice and sci-fi Colony
Wars to o rebirth of cute. Whether it will
be os successful as the obove-mentioned
titles is apen to debate, but with the
younger audience of PlayStation owners
increasing over Christmas 1997, all
bodes well. As for the review, keep an
eye out, as we are expecting a finished
code very, very soon. TP

Gangsters are yet another caricature lo accompany cowhoys, robots and ahorigines.
This one appears to be legless — too much time in the pub, naughty gangster hioke!

Enemies are ofien huge, or at least
the same size as you

The Wild West, complete with a lone
gunsiinger. Until you come along

A Tomb Raider style swimming
sequence but with better animation

Run! Bascal shows that some
platform clichés never die

Psygnosis £44.99

Travellers toles April

One Platformer
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REeSIOEM

What can you say about the follow-up to
one of the best games of all time?

Well, check out these stunning new
screenshots for a start!

Usually it's best to conserve
ammo by avoiding the zombies,
but not in confined spaces

esident Evil 2 is
arguably the most
eagerly awaited

sequel, alongside Tekken 3 of course, of
1998. The ariginal, despite being one of
the PlayStation’s first releases, still ranks
amoeng the console’s finest moments. It also
enabled Capcom to finally lose their tag of
being a one product company.

If you don't know or can't remember
the story, here's a bit of a recap: Bio-
technic corporation Umbrella, involved in
highly sensitive and top secret genetic
experiments, set up @ lab in an old
mansion deep in remote mid-westem
woodland. The guestionable aim of this
sinister installation was to create the

ultimate biological weapon. Inevitably,

Periodically you'll come acress strange
mutants, tougher than normal zombies

Res Evil Z will feature greater graphical variety, including the zombies, who're
no longer carhon copies of one another, but now come in all shapes and sizes

It's yood to see that all of the blood and guts of the original have made the journey

to sequel city, plus a whole lot more hesides!

fMew wespons will 8iso be
dualliable besioes Ihe siandarg
sholgun ang pistol oF before

as dipping into the tacky horror section
of any video shop will tell you, things
went horribly wrong. Scientists infected
by the chemical on which they were
working became zombified and
developed an insatiable appetite for
human flesh, as you do. A govemment
team was sent in to investigate when
comunications with the installation
were lost and they too disappeared. If
you want to know the rest you'll just

have to play the damn gome!

A carefully aimed shot sees the limbs
splintered and severed. . .

Euil Deao

For a bit of badground Res 2 {as we call it,
being 'in the know') is set two months after the
first game in Raccoon City, a small town near
the original house of horror. After the disaster
nobody had the good sense to nuke the place,
leaving the undead to run omok. It wos only a
matter of time before the hunger-fuelled
zombies found their way into town, following
the scent of all that flesh, ripe for chomping. At
first there were only a few isolated incidents.
Then things really started to go wrong.

Watch out though — a downed zombhie
isn't always a dead zombie!

Total PlayStation
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One of your first priorities is to ohtain some decent firepower. The feeble pistol
won’t get you far in this zombie-filled town

The two new heroes are Leon
Kennedy, o Raccoon City cop, and Claire
Redfield, sister of Chris. Chris never
retumed from that fateful mission and
she’s in Roccoon city to find out what

Expect the format: to be very similar to
the original. Fixed comera views giving it
that movie-quality, puzzles, lurching
zombies and the odd extra tough adversary
to keep players on their toes. New
happened to him and the others.

Zombie Flesh Ealers

By the time our heroes arrive however,

weapons will also be availoble besides the
standard shotgun and pistol of before.
Further visual variety is likely to be

the entire city is over-run with gruesome
flesh-eating zombies and bizarre
genetically engineered monsters, and so
the cydle begins again.

The most eagerly awaited sequel of
19987 Very possibly

There's a much wider range of
environments to explore this time

provided by new items such as body
armour which will actually appear on the
character sprite when wom. More exciting
however, is the rumour that things like
blood splashes will permanently stain the
character’s dothes. Very cool!

Where things are being tightened up

most is more on the presentation side.

As you can see Fom the
screenshols. I's Iooking 2 Iol
more pieasing than Defore

HOWILS OF RESIDENTS
]
s /‘ \ﬁ \

&

e

g
{

P

» 8
Leon Henneoy

With the increasing number of bizarre

Claire Redreld

As you can probably guess, the name
deaths around Raccoon City, the police isn't merely a coincidence. Chris
force is expanded. Leon’s one of the Redfield, hero of the first game, never
unwitting new recruits signed up to serve returned from Raccoon City and sister
and protect. Guess it didn't say anything Claire has travelled to the remote town

about getting eaten in the contract to find out what happened to him

Tne oeaa!

There might be a new cast of good

guys but the faithful zombies remain,
lurching, grunting and looking for a
bite to eat — preferably out of some

unfortunate’s unmentionables. Yummy!

Hlﬂﬂ A
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Now the zombies come at you
from all directions — real Dawn
of the Dead stuff!

They might be slow and stupid,
but one false move and you're
hreakfast haby!

Did no-one survive the onsiaught of the George Romero is to direct the game’s
ravenous undead? TV commerciall

Visually, as you can see from the
screenshots, it's looking o lot more pleasing
than before — lots more variety and colour:

There'll also be more action with more

zombies staggening cbout and a healthier
supply of ammunition than veterans of the

Perhaps finding an alternative onginal are used to. You'll definitely need it
route might be preferable as this time it'll be quite possible to have
four or five zombies attacking ot once. Is Aes Evil Z Heading for an "18'
Further improvements to look out for certificate after the fuss over ETA?

are improved loading times between
locations, and especially in the cut scenes
where you open doors, go upstairs etc

Day of the Dead

As before, the story will unfold differently
depending which character you dhoose,

though this time we'e told it'l be even more
noticeable, which can only add to the

It's always the same around lostability. In a slight deviation from the
chucking out time down the Dog formulo, the intro and end sequences will be
and Thistle fully rendered, doing away with the FMV

featured in the first gome. Whether this is a
good or bad thing depends on your point of
view. Us — we're gonna wait and see.

To accommodate all the new features, N E ’ E L
not to mention the fact Res 2 is rumoured It appears it wasn't only a few human guinea pigs who were exposed to Umbrella’s
to be twice the size of its mega-selling elder biundering genetic experimentation!
brother, the game will appear on two (Ds
There are still some months to go before

release, but already the odds must be "Emﬂ ,"""E

pretty long on this one not being one of the

The camera angles are being games of 1998. It could even outstrip its For anyone who missed our last issue or has |
improved so they don't predecessor which hos notched up sales in been living in a small hole on the planet 15
obscure the action excess of three million worldwide! TP Zarg for the last couple of months, you can

get your hands on a funky playable demo
completely free with Resident Evil: Director’s

e i
Virgin ETBA Cut. 1f you can't wait for the full game to Y 1 > »
Capeom Summer 98 experience the sumptuous new graphics and e
even gorier gameplay, you might want to
One Adventure 9 g i 9 0

grab yourself a copy
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Monkcy Hero

Quite possibly one of China's finest cultural exports makes his
PlayStation debut in BVMG's latest action adventure, Monkey Hero...

ach culture has its folk
hero; an individual

that has performed on
extremely brave (and/or stupid) act,
faced death in the eye and simply
laughed, someone whom our children

can look up to, a defining influence upen
all. We Brits grow up on stories of Robin
Hood, robbing the rich and giving to the
poor, the Scots had their Rob Roy ond
the Irish have Jack Charlton, who's

The various end of level hosses
provide the player with the
perfect opportunity to hone

their combat skills

The Monkey Hero is equipped
with powerful magical ahilities

English anyway. All of these men ore
great role models and — with the
exception of Kevin Costner’s
interpretation — are a constant source of
amusement to all ages. But to be
honest, the Chinese were a little
shortchanged on the old cultural heroic
aspects, with one of their most
memorable imports to our culture being
the legend of the Monkey Hero.

The half-man, half-monkey
creature was allegedly created in an
ancient time, when primal chaos

Monkey Hero makes use of polygon constructed backgrounds and characters without
losing the trademark style that has established the tradition Japanese RPG genre

reined, The planets formed ond formed
again as endless eons passed.
Elemental forces worked upon a single
rock as old as creation, which became
magically fertile. From this rock sprang
a single egg, which hatched, springing
forth the Monkey Hero. Now that's o
little damned harder to shallow thaen a

Monkey Magic
Originally screened during the early
19807, only the briefest of exposure had
the viewer instantly hooked, with the
horribly cool title music scaring their
brain forever. Unfortunately — or possibly
for the sake of our sanity — Japanese
developer BLAM!'s retailing of the

Budoha once mors calls upon nis
loysl subject o pull ine HESUENS
fom Ihe jJaws oF gestrichion

bloke running around the woods in a
pair of green tights. Undoubtedly most
readers will be left scratching their
heads in complete bemusement over
the Monkey Hero. Yet this little fella
hos graced our TV screens on
numerous occasions, in the borderline
surreal Monkey Magic show.

legend opts for a different tole from
Monkey's checkered past. His TV quest to
retum the magical scriptures to Buddha
over, Monkey is once mare called upon
to right the wrongs of the planet

The unity between the three worlds
of existence has been destroyed,
ollowing elements from the worlds of

Logical puzzies play a lead role in the discovery of secret areas (Left) The final
confrontation with the Cloud Boss is all that stands in the Monkey Hero’s path

Total PlayStation
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From the mists of the ancient temple rise the ghosts of fallen warriors, showcasing the
Play$tation's impressive light sourcing effects whilst providing general atmosphere

Dream and Darkness to escape into
Monkey's world. Buddha calls upon his
loyal subject to pull the Heavens and
Earth from the jows of darkness. To
achieve this goal, Monkey must travel the
three realms, searching for the eight
characters of the Magic Story Book — only
when each have been found can etemal
harmony be restored. Foilure will entail o
mighty spanking ot the hand of Buddha,
and as we all know, spanking o monkey
hera is never a pleasant task

Spanning over 2,500 screens, Monkey
will face numerous challenges in his
Joumey, with the gameplay leading itself to
a blend of RPG exploration, puzzle solving
and good old foshioned combat. Strangely,
the trademark choracter interaction of the
genre has been reduced to a minimum - a
decision made to quicken the pace and
hopefully avoid the sometimes linear
nature of RPGs.

Set over 16 levels, the hairy fella will
encounter 45 different foes and fourteen
boss characters, but fortunately he is well
versed in the ways of martial arts and spell
casting. He can even bring into play his
trusty pole, which for some inexplicable
reason can shrink or grow on command
and is usual kept behind his ear, which is
always practical. Magical prowess will also
be of great benefit to the player, with the
collection of various combinations of
potions and spells allowing the player to
use new abilities in the shape of o
domaging offensive attack.

Adopting a top down perspective, the
designers hove created a real-time 3D
texture mapped terram, giving the player full
interaction with their surrounds. A limited
number of secret items have been discretely
hidden in each location, with the choice of
which of the game’s multiple endings you get
to see determined by the number found.

The many foes encountered during his quest are guickly dispatched by a series of
blows trom the Monkey Hero’s magical pole weapon, in another nod to the RPG genre

The surreal live action adventures of Monkey and his band of friends, have
to rate as one of the most memorable shows ever to have been purchased
from Japan, terribly re-dubbed and thrown out to an unsuspecting public.
The reasoning behind this isn't our complete lack of taste but the almost
dreamlike quality of the show. Each

completely incoherent episode blurred

into the next, as the motley crew

travelled their ancient land. Sadly

Monkey has been lost from our screens

for too long, though thankfully the
show’s rights are now owned by the UK's
finest satellite channel, Bravo. Check
their listings or contact their Web site for
more details... www.bravo.co.uk

BMG'S
GUTESY
TOUGH

Could the Monkey Hero be next

in line to capture the

Ine Waler Margin

The game's obvious Japanese origins are
very apparent in both the Monkey Hero's
general presentation and the cut
sequences, which mix the very cutesy anime
style with the standing rules of the legend.
This style is reflected in the game's visuals
— albeit with an obvious Westem influence
showing through on the design of the
various impressive bosses. Graphically

gameplayer's hearts? After all,
the little fella's publisher BMG
have had great success with
their other characters. Gex and
Maonkey Hero promises Lo deliver o mixture the stars of both Pandemonium
of traditional 2D RPG style with 3D
environments and effects, very much in the
same manner os the world map screens
used in Final Fontasy VI

The release of such a typically Japanese

titles have acquired quite
following, whether a tiny hairy
chap has star quality is

anyone's guess?

gome into the mainstream market is an
indication of the quality of the game itself.
It may also be able to utilise the current
interest in the Jopanese RPG genre, which
was heightened by the unforeseen success
of the latest installment of Final Fantasy.
Monkey Hero may mark the retum to
a more traditional, but equally enjoyable

style of gaming. Let's just hope that they
have had the good sense to change the title
music. All together everyone, one, two,

BWMG

INTERACTIVE

three... "Bom from an egg on o mountain

top, Monkey was funky and nev...” (Snip —
shut it Gale! - ED) TP

£39.99

May

Adventure
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A baskethall game, again. Yet again, we
ponder whether such games can every
reach the dizzy heights of Total NBA '97
and ABA Jam. NBA Fastbreak thinks it
has something to offer...

The tip off, with some “I'm
cool” hands on hip poses

The practice mode is plain but
good for learning stam dunks

A foul, with the cross-shaped

shot meter on the right

fter a spate of 2D
basketball games, Midway
has finally realised that,
yes, NBA Jam has had its day.
Unfortunately for them, they released this
as NBA Hangtime sales began to falter.
After five different takes on NBA Jam with
college, toumament and 3D being among
the best, the times have changed. The Jom
has been laid to rest ofter being mercilessly
flogged to extinction,

NBA Fostbreak isn't an arcade game
as such then, Forget any simple two-on-
two action and envisage five on five
proper b-ball (as those across the pond
call it). A practice mode appears on the
options screen, which suggests that
perhaps Midway have seen fit to give the
arcade gameplay o complete overhaul for
the simulation mode — an arcade mode is
still selectable for those who can't live
with Jom, but most gamers can. Entering
the practice mode reveals o plain court
with two players. Controls can be learnt
here and the various moves perfected.
Tapping buttons unleashes some very nifty
tums and clever throws, The shoulder
buttons activate the familiar turbo
function that seems to be regulotion in
every sports game now. Some strange
walking movements to avoid losing the
ball can be used, most usefully outside the
D where you can skirt around the edges
of the line without losing your chance of a
three pointer, which is void once you've
passed the line

In terms of looks, NBA Fastbreak is a
curious mix of the 2D crowds of NBA Jon
but the action is now in 3D with the polygon
players showing enough features to be
identifiable. It helps that the dassy lods of
the NBA do have very visible identities such

€1} £44.99

Visual Concepts March

1-4 Basketball Sim

A basket side scuffle which is easier to negotiate than the clumsy ABA Jam series.
See the unciutiered screen, imagine the intuitive gameplay. Oh, the thrilis

as died hoir. The cartoony inflated heads
and such like have gone and Midway have
obviously gone for realism — cutting humour
is out of the picture completely. The wacky
commentators do remain but we always
liked them for contributing to the glitzy
American feel — this is certainly something
that World League Basketball, reviewed this
issue, could've done with.

From what we've played of it, NBA
Fastbreak looks like being o very playable
game with greater longevity than arcade
affairs. That means that it is taking on the UK
developed Total NBA 97 —the jury will be
called in when the TP team hove finished their
assessment of both, Does the old magic of
Total NBA still hold true or is new boy NBA
Fastbreak good enough to become the
ultimate console ball bouncer? TP

ﬂﬂﬂPHlﬂﬂl ﬂﬂﬂﬂﬂﬁﬁﬁ AnD

The Chicago Bulls’ home court, hence
the red bull and decent players

Overhouling the graphics engine of NBA Jam completely, NBA Fastbreak has some nice
looking polygons, especially on the motion captured players which look very impressive
close up. They move well and the dunks are probobly the most fluid aspects of the
game — these close up shots are dependent on the camera angle but the in-game cam
does move about enough for you to catch decent close up views of the players

T T
Iy o (60
LRI g ===
4 - -~
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Preview B

Wayne Grelziy’s

ol HOGHEY

Once again it's time to hit the ice, amongst other things, as GT
Interactive takes Wayne Gretzky's 3D Hockey from the rink to the

PlayStation

trangely, ice hockey is
rapidly establishing itself
as one of the fostest
growing sub-genres without the benefit of
o loyal fon base in this country. Over the
last two issues of TomaL PLayStanon we have
seen five h%ke\ games, an impressive
testament to the growing faith developers
have ploced in the sport
Having only mode minor ripples in the
UK software market, Midway have made
the decision to break the all-too formulaic
bounds of previous games, producing what
is best described as NBA Jom on ice.
Wayne Gretzky's 3D Hockey is based upon
the Midway arcade machine, with the
developers Creation looking to capture the
fluid ond exciting gameplay, but with a few
new PSX-only touches. Gretzky's Hockey
can be played in two distinct modes,
Arcade ond Simulation. The former being o
reproduction of the arcade machine,
simplifying the complex rules in favour of
more user friendly gomeplay. The
Simulation mode cllows the more
experienced player to follow the laws of
the ice. Various key elements of both the
Simulation and Arcade modes can be
customised, altering

'\Ll the levels of

difficulty and a
number of
conditions. One
other
gameplay
element that
has caught the
attention of the
TP Team is the
fisticuffs. Ice

hockey is

The overall quaility of the motion captured animation Is best showcased during replays

responsible for more injuries than any
other sport — this obviously has nothing to
do with the body checking and general lack
of sportsmanship involved, but the bare
knuckle fights that apparently break out
ofter a particularly painful dlash of players,

Roung Dne. FAght

So to remain true to sporting trodition,
Wayne and Co will halt the gomeplay and
sort it out like real blokes

The similarities with Midways' NBA
Jam are most noticeable during the
game's presentation screens and the
arcade styled gameplay, allowing up to
four players via a multitap, for endless
sessions with a bunch of buddies. The
single player is well catered for in the
options department, with a single
Exhibition Match, Practice Mode, (honing
passing, shooting and blocking abilities),
and also o Full Season option, f('ulurlnq
all the teams from the official NHL
League, induding statistically correct
players and teom logos
Visually the gome sticks to its

arcade origins, featuring

smooth motion capture and real-time
blood effects — only joking - all viewed
from o number of intriguing and
different comera angles.

Wayne Gretzky's 3D Hockey
promises to satisfy both the hardcore ice
hockey fan and the average PSX owner
with a violent streak. TP

PHOENIX
VANCOUVER
ST

Each goal is followed by a cul scene
showing the victory march of the
successful team

wayne
GRETIHY

Bom: 1961, Ontario
Height: 6 ft

Weight: 180 pounds.
Team: New York Rangers
Position: Centre

Shoots: Left

The team selection screen is
highly reminiscent of Midway's
NBA Jam series

The top down camera is
surprisingly practical when
you're passing the puck

The location of the puck when not
in pessession of either team will
be displayed by a large arrow

£39.99

March

lce Hockey Sim
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A long time ago, in a galaxy far, far
away, somebody spilt somebody else’s
pint, and before anyone knew what
was going on, a big fight broke out in
the pub. Allegedly.

tar Wars sells. It's as
simple as that. It used to

be sex, but no longer. 20
years after George Lucas’ epic fairy tole
of good against evil first enthralled the
tinema-going world, and the sago has
never been so popular. The videos are

flying off the shelves, avoilable to own for

Fach character will have their the last time (again). There are dozens of

own individual weapon attack

books, toys, video games, the works
There have been plenty of Star Wars
games in the past on all the major
platforms and in the arcades, but none
have quite roised the eyebrows like

£ Masters of the Teras Kasi did, ond that
was before we even sow it. | mean ¢'mon
— what's going on? All our favourite Star

Wars characters in a

beat-‘em-up?
Crazy notion, cats. Was it the result of in
depth market analysis to suss out exactly

what the consumer wanted, or was the

"] idea conceived at a particularly drunken
v Lucasarts office porty? | guess we'll never
{ ’ x

The stormtrooper will be
available as a hidden character

Hardly befitting of a princess is it, all
this scrapping! ?

i PRESS START
— =

DARTR YADER

“You're nol my father!” One of Star Wars' most famous scenes is re-enacted with a

littie help from the Teras Kasi

quite know for sure. One thing is for sure
though. Masters of the Teras Kasi is here,
well, nearly here, and it is, as they say, a
beat-‘em-up

The storyline concerns someone called
Arden Lyn who, for various thus-far
undisclosed reasons, is out to destroy the
Rebel Alliance in, you guessed it, a one-
on-one toumament of hand-to-hand
combat. Teras Kasi is the name of an
oncient martial art, os old as the Jedi’s,
and it's through this that Arden Lyn

intends to achieve her goal. In

onticipation, Luke Skywolker trains up o
select few of his Rebel comrades and
battle can commence.

Luchky Luke

Players will be able to select from a whole
host of favourite characters. On the dark
side Arden Lyn will be backed up by Boba
Fett (complete with rocket pack), a sand
person (colled a Tusken Warrior it sez ‘ere),
ond o Gamorrean Guard (fat green blokes
who looked ofter Jobba the Hutt). Battling

on the side of nghteousness are the reqular

Total PlayStation » Issuech



NoT THAT LONG AGDO onA
CONSOLE OUITE NEARBY. . .

We track down just some of the greaot saga’s interactive off-shoots...

Slor Wars Arcaoe

The first Star Wars game, as you'll no doubt remember, was that

Dark FOICES

The Doom genre exploited in a
game which received mixed
reviews. Already looked dated
when it was ported to the
PlayStation without any tweaks,
but fun nevertheless, The recent PC

crusty orcade vector shoot-‘em-up re-enacting the famous Star sequel Jedi Knight (pictured) looks

considerably more impressive

Shaoows of the Empire {.

Wars finale — the rebel attack on the Death Star. Then came
Empire Strikes Back — another vector shoot-‘em-up, this time set
on the ice planet Hoth during the invasion of the rebel’s bose.

Similar, but somehow not as good One of the N64's big launch titles also proved to be

H-ling vs Tie-
Figm‘ﬂ‘;

There were actually three Star Wars-based
‘flight sims’ on the PC = first X-Wing, then
Tie-Fighter, and most recently X-Wing vs Tie-
Fighter — an outstanding space shooter
which does the license proud but will,

unfortunately, never see the light of day
on the PlayStation

super Star Wars |

The Trilogy came to the SNES in
the form of three scrolling
platformers. Not very original, but

helped hugely by funky graphics

and an impressive rendition of the famous theme

.

B
i e

one of the biggest disappointments of 1997.
Perseverance reveals a reasonably playable game

let down by shoddy presentation ond excessively E
naff graphics

Rebel
Assaull
Yuck! Dour
spooling FMV
'action’ with
obout as much
involvement as

a Blue Peter
home-made
Christmas card.

Seek out and

avoid!

gang: Luke, Han Solo, Chewbacca ond
Princess Leia. No R2-D2 then, which came
os a bit of o disappointment. But you cant
have everything.

As with any self-respecting beat-'"em-
up, there are a few hidden characters in
there, so with a bit of luck there'll be some
stormtrooper action on offer as well os few
other surprises,

What beat-"em-up would be
complete without a big old bad-assed
boss character? Masters is no exception,
and who else but Darth Vader could fill
the role? Hurray!

All the characters are fully rendered
with a colossal 1250 polygens going to
make up each one. The whole thing runs at
thirty fromes per second so you can be
ossured things will be as smooth and fluid
as you could wish for.

There'll be about 25 or so moves for
each character, induding combos, kicks,

punches, etc. More interestingly, each
character will be able to access their

various weapons, so Luke can use his light
sabre, Han has his trusty blaster strapped
to his side and Boba Fett has a fully
functioning jet pack. Obviously each
character will have their own good and bad
points. Princess Leia won't be so powerful,
but she’ll be fast. By contrast, the likes of
Chewbacca and the Gomarrean Guard will
be slow and lumbering but deadly if
allowed to unleash their big moves.

A ﬁiﬂﬂ" onda
pianch

As strange concepts go this is right up there
with guming. Nevertheless the graphics are
looking very nice indeed, as we've come to
expect from Lucasarts gomes, and the idea
&F Star Wars characters in o beat-‘em-up is
intriguing to say the leost. The question is
whether it can live up to its potential. There
have been a lot of Star Wars games down

the years and they've been a right old mixed
bag. The dassic vector arcade machine, still

worth 10p today, and more recently the

Princess Leia makes use of the staff which comes with Boushh disguise to give Boba

Fett a damn good drubhing

Your schwarz is as big as mine.
Let's see how you handle it

The rather nice character select
screen, based on the Millenium
Falcon’'s holographic chess game

superb X-Wing vs Tie-Fighter on PC go hand
in hand with utter tosh like Rebel Assault
and the disappointing N64 tie{cash)-in
Shadows of the Empire. PlayStation Star

Wiars fans have only the aforementioned
travesty (Rebel Assault) and Dark Forces,
which achieved mixed reviews.

The hattie moves on to the ice
planet of Hoth. . .

In o genre where Tekken 2 is so firmly
established as number one, itll be
interesting to see how one of the most
lucrative licenses ever helps sales of a
pretender to the crown, And, hey, you never
know, Masters of the Teros Kasi might
octually be a killer game in its own right

Rest assured we'll be beating down the

doors of Virgin Interactive (well, ringing . '
... before taking in Cloud City,
home of Lando Calrissian

them up a lot anyway) to ensure we have a
review copy for you in time for next issue. TP

Virgin £TBA

March
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The domain of the psychedelic video
game has been mysteriously vacant of
late, so please welcome the dazed and
confused /20 which is, like, almost

~ here man...

Bug eyed
beaslies

Youll see that all enemies are of
the insect kind — spiders, flies and
wasps ore crowling everywhere,
There are legs in every direction
and there’s something distinctly
cloustrophobic about being in
tunnels with the miniature
 population of the outdoors ~
specially spiders. Arachnophob
‘ond the doustrophobic beware -
you'll be uncomfortable and, if you
play for more than a minute, dizzy,

he curious genre of video

games which create o

trance like state for the
player hos only really been explored by
the llama loving lippy and home
computer codey, Jeff Mintet, who wrote the
superb Tempest gome in the eighties. A
full on “ om in space wath flying stuff”
update appecred on the Atari Jaguar and
Tempest X made its way onto the
PlayStation. The PloyStation version didn't
quite manoge to surpass the Jaguar effort,
50 its with bulging eyes that we stare
towards the chemically monickered N20
N20s the abbreviation for laughing gas
strangely, but there are no charity-bosh
vicars with high pitched voices and o dump
of balloons.

The sounds of N'20 will be an
important part of the garne, and early
beats suggest that o rhythmicolly thumping
trancefest is in preparation. The gome itself

is very similar to Tempest, in thot

HI-SCORE
0005000

HI-SCORE

0023600

The twe above screens show off the lighting effects in 420 — the effec! is perhaps
used too frequently by developers wanting 1o create easy effects though

you are chucked down o never ending

tunnel in a spaceship, and hove to avoid a

Possibly reloted to the insect
below, Mr tongue is an easy foe

A rare instance of a dark unoccupied
tunnel complete with strobe Hght

The key

hoard of insect based enemies
oppeal to the game seems to be o
regression to infuriatingly addictive games
of the past. The question of whether

gamers will put up with the level of

Lucy in Ihe sky

Control in N20 s amazingly simplistic —
spin and shoot, with the odd jump in order

Pressing left and right ollows you to spin

around the tunnel 50 you can be blasting

Ine game ilseif is very similar to
lempest in 3l you 3re chucked
oowmn 2 never ending unnel

potential frustration encased with the
multipte tunnels of N20 will be a hot
potato come February, when o review copy
wings its way to TP towers

upside dow

n. The pace is very fast ot this
stage and the neon shodes of every colour
imaginable blend well for shoot-"em-up

fans with o taste for the strange. Power-ups

onal insects such as
this feature too

Similar to the fly to the right, but more
potent as it’s o0 wasp

It’s a fly, a green one which doesn't

have to stick to the tunnel walls

Your friendly local tarantula is o slow

mover but has heavy firepower




GColumbia

The spinning effect of N20 will make you dizzy, disorientated and sleepy - if you play

it on a 50 inch TV and sit on a sub-woofer, that is. On conventional screens the effect

will remain, but be less effective. Turn the split screen two ployer mode on and, ladies

and gentlemen, we are floating in space. The spectacle of split screen N20is like

watching a TV full of glowing Pot Noodle beams having a dance, which will hypnotise

you slowly, very slowly until you drift, drift away...

0003

are yielded by shooting the insect and
arachnid enemies. Collecting them is a case
of being in the night place in the tunnel as
it speeds relentlessly forward. Slowing
down can only be done for about three
seconds, and then you are catapulted even
foster for the time you've spent delaying
the tradck

There are 30 levels, so to speak, but
there are no gaps between the levels -
fuelling further comparison to Atari's
Tempest. Speed, it seems, is the
buzzword for N20. The publishers are
aware of comparisons to the Atari game

too - the press speech deems N20 ‘A

The nnels are not always spherical —
note the hexagon-like formations

3 ’ir!f'.-‘ “‘ “* .\
A N

The lush green shades and flowery undulations are perhaps as controversial as
Gremlin wish to get. Should Gremlin addicts the Super Furry Animals lend a hand?

timeless shoot—"em-up” which, although
reeking of clairvoyancy, shows they know
about Tempest. This could prove to be a
double edged sword though — the
PlayStation already has o version of
Tempest, so N20 will hove to surpass it
On the other hand, the lessons leamt by
the developers in acknowledging Tempest
2000 should mean that they think they
can improve the formula — or at leost
offer the PluyStation owner something
sufficiently different

Brash lighting effects and shimmering
reflections hit the sides of the tunnels you
traverse, with debris flying towards you like
shards of glass — jumping across to the
other side of the tunnel is a perilous
undertaking. The most impressive graphical
effect is a smart bomb device, which throws
a ring of fire ahead of you, detaching the
enemies from the tunnel edge to be pulled,
via @ vacuum, into oblivion

Enemies can take up a sizable chunk of
the tunnel scapes

Pause for ¢ moment of
contemplation or refreshment
and you will see that the
screen starts to ripple in o
wobbly manner. The tunnels
move like jelly while remaining
static, and your ship and the
enemies perform a slow

Cynics may cite light effects os o motion shimmy while you go
method over-used by programmers to coax and hove o nice cup of tea
easy yet effective effects from their i
development kits, Average gamers will like
it all the same though, and let’s hope that
the finished gome is better than the
disappointing Tunnel B-1. Gremlin should
nevertheless be applauded for trying
something different — their Actua Sports
range is superb, but there are only so many

sports to cover.. IP

Machine gun fire ratties down the
tunnel in preparation for baddies

Gremlin £39.99

In-House Spring

12 Psychedelic Shooter

Issuech » Total PlayStation




oUgoy

Ever raced a remote controlled car? Ever played a PlayStation
game? If the answer’s no on both counts, Gremlin could help
you kill two birds with one stone!

BUGGY
THAT FOR
A LARK

Just a few of the mony weird
and wonderful buggies to look
forward to. Remember: anly four
to choose from at first but loads
more become available will the
more races you win

Bug Bumper

Aftershock

Hard Corps

here are two directions

you can go with a racing

gome. Most PlayStation
racers tend to be, or at least try to be fairly
realistic. Okay, so the likes of V-Rally and
Test Drive 4 boast some pleasingly OTT
crashes, but they still toke themselves quite
seriously. The altemative has been used to
great effect on the N64, and that's the idea
of cartoony racers who don't necessarily
have to comply with the normal laws of
physics. Just check out Rare's recently
released Diddy Kong Racing. Likewise
Gremlin have come up with something a
little different to separate Buggy from the
massed ranks of racers, all jockeying for
position in the charts. You see, the cars in
Buggy are actually miniature remote
controlled models which mean they bounce
and slide their way around in an enjoyably
exaggerated fashion

Therell be four buggies to choose from

at the start (with hidden ones becoming
available loter, of course) and an
impressive 16 tracks on which to strut your
funky business. The version we played was
still quite early, with no computer-
controlled vehicdes but most of the courses

were in there, enabling us to give it o damn
good thrash. There’s certainly plenty of

Head through the gates to gain power-ups. Afier all, everyone knows the only good

Gently dees it as control is so sensitive,
at least in the preview version

buggy is one that's been pumped up to the max!

variety on offer, with courses ranging from
lush grassy meadows to beaches and
muddy dirt tracs

ipan, narocore!
More than one person in the office was
heard to comment on the similar look and
feel to Gremlin's earlier release, Hardcore
4X4, even at this early stage of
development. The graphical style is very

This starry sky looks guite impressive

similar, as is the track design, with all sorts
of humps and hillocks making progress a
rather hozardous offair. Gameplay is a
different matter entirely. If you've ever had
a go with a remote control car you'll know
that not only are they very quick, but
they're also very manoeuvrable — able to
tum on a sixpence even when moving at
speed. Therefore expect loads of hairpins

in the track to test that manoeuvrability to

Wahey, got the glowing aerial pick-up!

Bom Slippy

Double Whammy

S,

# Trilobite

nn
Wi
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the limit. It also means the controls are
very light indeed. You'd better start
developing o light tapping action, as
holding left or right for anything more
than a split second will either see you
eating wall or swinging the dam thing
round 180°. It sounds annoying, but it
should offer o welcome change from the
increasingly similar driving gomes which
seem constantly to low onto the shelves
Comparisons with Mario Kart 64 and
Diddy Kong Racing on the N64 are bound
to be a bit unfair, however there are some
similarities. For example, the level select —
where you drive your buggy oround a
labyrinth with numerous doors leading to

the tracks and various bonus levels — is

and ""my "aﬂg | Bﬂémg on the N6

most reminiscent of Diddy Kong. At first all
but two of the doors are dosed. Win a race
on one of the available tracks and one of
the previously dosed doors will now be

Look out for falling boulders

The level select section is very similar in style o Nintendo's Diddy Kong Racing. More

doors open the more races you manage 1o win

open. Behind it could be another track, a

new car — who knows what. Other secret
cars can be found hidden in various nooks
ond crannies around the actual race trocks

o K

L

= &

i 4%

Fall

so it pays to have a look around. There are
also Mario Kart-style shortcuts, such as
hidden tunnels, making it doubly important

to keep the peepers peeled.

There's nothing like a bit of subliminal advertising to influence the masses.
Better to concentrate on that 80 degree bend up ahead

Fir [JUL} i’j;;j jir.
Players will be invited to participate in one
of four race modes. Single race is pretty
obvious — a race on any of the ovailable
tracks against the usual computer-
controlled rabble. Championship mode is,
agoin, pretty self-explanatory — take part
in u series of races across all different

tracks. Win the first Championship and o
new one will become available, complete
with all new courses to race on. Multi-
player animals will be pleased to hear a
split screen mode will be induded, as will
a time attack option for practice and
setting those all-important world records
which you can then boast about to your
friends, if you like that sort of thing, not

that we do, of course!

Moving swiftly on, Buggy's looking Split-screen two-player action
for all the world like o top notch little
racer, complete with many much-needed
elements of originality to kick-start a
genre which is starting to grote. It
seems like the capabilities of the
PlayStation have made a lot of
developers lazy. Throw a few snazzy
graphics into a tried and trusted 3D
game engine and hey presto — a racing

game. Buggy's a bit different and

certain to be oll the better for it! TP Can't beat a bit of lens fare

Gremlin

Racing

Issuech » Total PlayStation
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Ooh look — an ice hockey game
without an NHL license. There must
be more to this than meets the eye...

hat is it with
ice hockey
games, eh?

In all my years as o gemes player there
have been quite literally, well, o lot.
They've all looked and played remarkably
similarly and they've all singularly foiled to
hold my interest for more than about three
matches. Maybe I'm weird. | know many
committed fans of EAs NHL games, widely
regorded os the best avoilable, but | could
never get into it. The play area always
seemed cramped, the slippy-slidey nature
of the control seemed too hit and miss, as
did the passing and shooting which for me
came down to a case of whadk it and see.
Now then, this being a preview, | have
to be positive. | must put aside all my
undoubtedly misguided preconceptions and
approach the subject like a hungry dog
who's spied an unattended sousage
Actually my dislike of ice hodkey games
came to o head about two years ago and |
don' think I've played one since. Perhaps

that’s why the preview version of AIH

Goals are greeted with spectacular disco-lighting and thumping Gladiators-
style music. All together now — Uh! Uh! Un! Uh! Another one hites the dust!

Gremlin £39.99

In-Hot

1-4 Ice Hockey Sim

Acilg Ice
HOCHEBY

A more panoramic view of the arena. Not ideal from a playing perspective, but handy
for rubbing your friends’ faces in it during replays of those classic goals

seemed bizarrely ployable. | don't remember
being able to pass the puck with any degree
of control or accuragy in the post, but all of o
sudden | can! Hmm, what con be going on

Dom’l cochy. iL's
gonna gel Nockey
Actua lce Hockey will carry the official
license for the ice hockey toumament at

this year's Nagano Winter Olympics and
will feature all the national teams
complete with accurate rosters for the
competing nations, plus England who failed
to qualify, apparently. The 3D engine used
to such great effect in Actua Soccer 2 is
back and very nice it's looking too. Special
mention goes to the nifty reflection effect

on the ice which gives the graphics a real
sense of depth. That takes us nicely onto
the ultra-realistic motion capture — another
trademark of the Actuo games. An
improved motion capture technique has
been employed on lce Hockey, called the
"10 comera motion analysis system’, |
won't go into detail for the obvious reason
(i.e. 1 don't understand it a word of it,
deerrrr) but essentiolly it ollows more of
the body area to be to be fitted with the
reflective markers used in the motion
capture process than before. Consequently
the motion captures themselves are
smoother and even more lifelike.

Okay so the visuals are sorted, but
what about the gameplay? British
Chempionship play-off winners, the
Sheffield Steelers, are providing all the
technical advice, making sure players
behave realistically and react to any given
situation as they should. It's actually
Steelers’ captain Chris Kelland who's
doing most of the motion capturing,
being a bit of an oll-round top geezer in
ice hockey circles.

S0, allin all a very promising looking
title — the first full 3D motion-captured
hodkey game on the PloyStation —and o full
review to look forward to next month. TP

40
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Armaured Core is set to be one of Sony's early 1998 releases — a crucial period in
which we can expect to see the battie with Nintende escalate

hey sure love their giant
robots, the Japanese.
Every other Manga movie
seems to depict great big mechanical
monstrosities blasting the hell out of one
another with a huge array of devastating
weapons. Well, if this sounds like your idea
of heaven then Armoured Core will have
you frathing at the anticipation glands,

The storyline follows the usual route.
Set in a for-flung future, the planet has
been laid waste by nuclear armogeddon.
The world's governments fell in the
aftermath and, os per usual, the planet
was taken over by massive industrial
corporations with no interest in anything
except increasing their own profitability.

As long as the target is kept within the
big red target box your guns will auto-
track. Very handy in the heat of battie

Those of the generol populotion who
survived the holocaust fled to live under
the surface while the vorious companies
continue to battle one another for global
control. Fighting these battles are those
previously mentioned robots and as a
mercenary you're there to offer your
services to the highest bidder. A series of
missions will be offered to you and some
will pay more than others. Obviously the
higher the reward, the bigger the risk so
you'll have to use the old noodle a bit in
making your selections.

Core biimey!
The 3D shoot-"em-up action will take place
in a variety of arenas, some inside, some

As is so often the way with these
things, the strafe function can be
devastatingly effective

Big stomping robots, manic shoot-"em-up
action — this can only mean one thing:
It's time to bolt on those extra weapons
and step into the firing line!

out, in a similar style to that PlayStation
dinesaur Lone Soldier. Remember that? A
sort of 3D version of Commando. The
main difference with Armoured Core will
be freedom of movement around the
combat arena rather than simply
progressing along a narrow preset path.
The game will be mission-based with
tasks and environments varying drastically
from one to the next. The general rule of
thumb however will be to destroy anything
that moves. To do this a number of
weapons will be ovailable. Obviously you'll
start out with the bare minimum of
firepower but as you earn more cash you'll
be able to go shopping for the serious kit.
An interesting feature to look out for is
the ability to soup up your robot. As
mentioned earlier, credits eamed for
successfully completing missions can be
spent on weapons, but there’s more besides.
You'll be able to purchase new arms, legs,
heads and bodies, each with its own special
properties enabling you to create a robot
(known as an AC) to your exact personal
specifications. Also bear in mind you'll have
to shell out compensation for anything you
trash which you shouldn't. Highly expensive!
It's basically o tried and trusted formula
with a few novel new features thrown in to
pump up the interest. Expect a review of
this highly promising title next month, TP

A tap of the X button sends the takes
the hattie into the air, adding a whole
new dimension to the combat

There are some nice light-
sourcing effects to accompany
gunfire and explosions

The radar on the right of the
screen shows helps to track
down elusive targets. However
its range is quite limited so you
can't rely on it too much

Limbs, heads and body parts
are interchangable allowing
players to tailor the robots to
their liking

Sony TBA

From March

1-2 Shoot-‘em-up
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Fed up with borders. slower gameplay

and squashed graphics? TP looks
closely at what we term

The Vanishing Pointn-

and how to

make the most of your PlayStation

connection. The fact is, less thon 10% of people own these older
gamers have televisions while the rest of PlayStation owners have to suffer
l I had o row deal hoving the some display as someone with ¢ television which

when it comes to probably came from the early eighties. You could have an

gomes tonversions for quite some time.

A selection of connections, but the Scart socket to
the far right is the mest commeon for gamers

American or Jopanese PlayStation, in which cose you'll have full
The borders that adom the top and screen, full speed play. Dodgy internal conversions to UK
bottom of the screen are there due to our machines allow you to run import software gs it is intended to
PAL television systems which run ot 50hz run too — no borders here matey. These intemal conversions
rather than the more common 60hz of are not endorsed by Sony ond invalidete any warranty you
American and Jupanese TVs. may have. The dubious people that do the conversions are
The great irony is that if you hove a scart

perhaps not always electronic wizards either. Best not to
socket on your TV, games can run full screen

trust back street magicians to fumble about inside your
and full speed, but UK games ore coded to have PloyStation. The problems of averheating and the infamous
borders and slower speed even if your TV is "disc skipping’ syndrome ore lessened with newer
capable of a 60hz display.

PloyStations, and olthough we have borders ond speed
Sony have to cater for the gamers with older

loss, games will usually run properly, which is not always
televisions which can only use the RF socket for the case if you own a PC
On the subject of other formats, N64 gamers have
__ had it o lot worse than PlayStation owners for o while.
= Key titles like Mario 64 and Pilot Wings 64 were
heovily bordered, but due to press criticism recent
gomes now hove small or non-existent borders.
There is no reason why Sony games can't do the
same, but it's just laziness on behalf of the
developers who want to get their game out os
soon os possible or before competitors get theirs
aut. It's unlikely that developers will change the
way they work unless gamers write to the

companies themselves ond complain. That -
means you, h.s‘

i 'next Pl uySLuLlon ‘hordworess
-

only scart televisions .

sy : nly televisions,
ooﬁ 3 Wrt‘]b s will
ole'cannection  Welive
pe, ‘ hape...

PP————— )

|,f..~.na-4u .
T

7—....---.., "f
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We oll know it's a pain to see games
letterboxed, and it's perhaps even
worse to notice a drop in speed. The
Ridge Racer series is a prime
candidate. The cars oll look
abnormally fat as they are stretched
sideways, and the drop in speed
(usually 17.5%) means that if you
compare the gome to the arcade
version or the Japonese
PlayStotion game, you will feel a bit short-changed. Another racing gome that
has problems is Felony 11-79. The speed of the game is kept in tune with
foreign versions, but as a result the borders are very large, taking up almost o
third of the screen. More recently, however, Final Fantasy VII‘s UK release has
been accompanied by huge borders which are virtually twice the normal size.
The widescreen effect spoils the panning effect of certain scenes and all the
characters seem like fat midgets which isn't fair.
The recent Sony advert which carries the slogan
‘is your TV big enough?’ for Final Fantasy VI
seems to be a little cheeky in retrospect. Sony
also have o selection of widescreen TVs which

have o 'Game’ button which conveniently stretches
the picture to fit the screen and - gasp! —
eliminates borders. The Sony TVs are impressive
but slightly out of the price range of most users.
The widescreen effect isn't ideally suited to video games but the larger Sony
range of widescreen boxes have two TV tuners in-built. This means that two
separate PlayStations can be plugged into the one TV set, giving two displays

— ideal for link up games. Unless you

feel like splashing out on a monster
TV, you must carefully look at a TP
review and make note of any
speed/border criticisms.

PAIL Feahre

- Small border triumphs are usually
achieved by UK developers who pay
more attention to our needs. Psygnosis

are usuolly very reliable — both
Wipeout games were identical in look
and speed to other parts of the world.
Codemasters and most EA games can be
looked upon as commendable conversions,
Moto Racer rips along at breakneck speed
even in the split screen two plaoyer mode. The
multiplayer favourite, Micro Machines V3 is also
a good bet for small border shenanigans.
The rule of thumb is that if it's developed in the
UK, it's okay.

i

Micro Machines V3 - an UK tevelope star in terms
of horders and gameplay

v
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scart and rf:
get yourself

An aged RF [
cahle - onl
An RGB scart lead offers a much sharper » ¥
picture than RF cable. It also splits the sound e for
and visual signols so they are both clearer : w——eh
than normal. Incidentally, it is the finest sortable 14
picture you con get from the PlayStation
Inch TVs. For TV
and you will notice a huge improvement ol
over on RF lead. The new PlayStations o
have o AV-out socket as before but both ¥

the RF and scart lead feed into it os
opposed to just the scart on older

models. The RF lead used to swallow

the audio connections too.

A third party

RGB Scart cahle

- essential for

hig screen
New owners wanting hi-fi gaming, really 7 2
connection will need this lead

hew/adventures
1n hir=-T1

One of the best hardware features of the PlayStation is its audio options. Thot was

until the slightly newer model of the PlayStation came out with a metal compact disc k,
unit and no audio sockets. The absence of these was due to the price cut. For owners of the
pre-1997 FlayStation, o couple of stereo phono leads are all that is needed to hook up your
PlayStation to a hi-fi. A Pro-Logic or Dolby Surround Sound hi-fi makes things even better of course, with many games
supporting surround sound.
mamerys Psygnosis are developers who keenly embrace the sound technology aspect of game development with titles such os Sound games sieg bt Pro
The all purpase multi out socket log Losic set ups are better

in all its glory Q-Sound which creates a good effect between two normal stereo speakers. This type of 3D sound is frequently used by Capcom

A meaty hi fi will make Q-

Krazy Ivan. There is an oltemative to surround sound, for people who don't hove a five speaker set up. The technique is col

in their coin-ops and the feature con be most effectively heard in the original Formula 1 game.

Game music hos become a subject of much attention since the 32-bit consoles arrived with (D
drives. Proper musical tracks like the ones featured in Wipeout inspired other developers to

dabble with music in a contemporary way. Apollo 440 were responsible for the in-gome music of
Rapid Racer and Orbital hit the decks and powered up the synths for Test Drive 4. Most PlayStation
games are suited to the frenetic pace of most UK dance music but more subtle genres have also
benefited from CD sound. Discworld featured the voices of Eric Idle,

while the seminal point and dick adventure Broken S 2 hasa The two phono
soundtrack composed i Barrington Pheloungwho has worked on sockels on the
k. Inspector Morse a Truly, Madly, [ A - left, with videa |
r~md gk

From top 1o bottom - a new PlayStation with ne phene |
sockets, a Japanese machine with $-VHS connection |
and an oid UK machine with phone sockels

-

Total PlayStation s Tssuedh

E Y Y ey




TOMB

RAIDER 1T

THE COMPLETE SOLUTION
Every Level - Every Secret

* *

Your Indispensable
Guide to

Grrrl Power!

"BRITAIN'S BRIGHTEST SOLUTIONS BIFELIU



lotal ;_’!_.}\ S 13

"




The new year welcomes Sqaure’s next
effort after the seminal Final Fantasy
V11 in the oustonding Bushido Blade,
and more superb beat ‘em ups in
Bloody Roar and Street Fighter
Collection. The post Christmas fighting
onslaught is contrasted by JVC's Indy
500 and The Note with controversial
controversial GTA ram raiding it’s way
onto page 66, fully deserving to be
among the biggest hits of the yeor. A
good start to 1998 then and something
for all you new owners of Sony’s grey

box to play with. Enjoy.

Bushido Blade 48
Bloody Roar oe
World League B/Ball 56
Street Fighter Collection 58
The Note b¢
Indy 500 54
Grand Theft Auto 66
NHL Breakaway 68

Mimi REviews n

Ridge Racer Revolution
Lethal Enforcers
Mechwarrior 2

s 5

Icons

il

No. of players

[Mini Reviews 0

Steering wheel
compatible

yi v e

Split screen mode Dolby surround

PRESS  START

Memory card
(1 block unless
otherwise stated)

=

Link-up mode

Light gun

Analogue

LN R AR A

Multi-tap

el
o

TP limepiay

This revolutionary new device
will adern all reviews from
now on. Giving you an idea of
exactly how long a game is
likely to retain its appeal.
Here’s how it works:

The total of all the
sections is always ten. In this
case initial interest will be
reasonable, increasing after a
few days as you start to get to
grips with the controls, It
take weeks however to get
the most out of the game
with so many tricks and skills
to master. After that however,
its appeal will tail off, though
it'll still emerge for regular
multi-player action.

IPIIMEPIAY

B Hours [l Doys

& Weeks Months

80 or more:

Any game earning a TP Direct
Hit is an essential purchase
for any gamer

Falls just short of greatness hut
is still a must for fans of that
particular genre

Basically, only its mother could
love it. Only desperation could
make you touch such a thing!
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Blade §

Square are great aren't they? Not only
to they deliver the most stunning range
of RPGs but they also seek to make
heat-'em-ups original

5

he TP office is strangely in
unison when it comes to
beat-'em-ups — if it's not

Rupier | Street Fighter or Tekken, most won't pick up
il i the pod. Exceptions to the rule are the

Square produced Tobal 2 which never

The range of weapons vary made it here due to poor soles of the

from a traditional katana to original. Funny then that Square should
raplers, broadswords and er, choose to release o less mainstream title
sledgehammers than the Tobal sequel. Bushido Blade is a

game based solely oround the legends and
formalities of Japanese martial arts. As
opposed to punching and kicking, Bushido
Blade relies completely on varieties of
Katana blodes and assorted sticks

IF this leads you to believe that the
game is similar to Namco's 'knife and dash’

Soul Blade, itisn't. One tap of the run
Don Juan De Marco stands
proud as his victim begins to fall

button will make you see that the fighting

Camera angles rotate depending
on your move and are
occasionally distracting

Death is an oddly dignified affair
Iin Bushide Blade — characters
lsom over their kills in a
contemplative manner

Poses are constantly realistic and there are no unfeasible sword movements. Counter
movements such as these make Busiido Biade very cinematic

arenas are gigantic compared to the
traditionally tiny screen confines of 3D
beat-'em-ups which still adhere to the rules
loid down by the seminal, yet 2D Street
Fighter series. It's possible to run for over a
minute m one direction while passing
bridges and obstodles such as trees, water
pools and eventually brick walls. So the
arenas aren't infinite in their scope but they
are when comparing Bushido Blade to its
contemporaries. The freedom of movement
is purely to make the game as realistic as

LR L EEX IR LS

Motion capture seems to make falls as
painful looking as these of Tekken
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When weapens make contact the sound effects are realistic and the weapons feel
heavy or light depending on what weapon you are currently using

possible. Delving into the Story Mode by
picking one of the six characters on show
reveals the simple but evolving plot of the
game. A group of martial arts practitioners
who regularly proctice and recruit new
members are really just o front for a bunch
of assassins who kill for money rather than
the honour and grace of their craft. A
recruit decides that this is a major act of

falsehood and decides to jump ship. That
character is you and — surprise, surprise —
the other members of the group are all
ready to give you a good kicking. Trawling
through the fighters can be an odd task,
because although the speech between
choracters appears in text form along the
bottom of the screen, the original Japanese
voices have been kept and just o two line

Weather effects heighten the atmosphere, and the sparring partner to the left is
currently injured, hence her slightly lowered position. A fatal strike is imminent

Console fighting games have always catered for the more macho games

player, giving gomers a clump of unfeasible special moves. Bushido Blade

gives cowards ¢ chance to leg it and run away in @ wimpish manner,

Running ottacks can be much more potent, especially if you can run around

behind your enemy and stab them in the back

snotch of dialogue will convince you that
they have better and more professional
voice-over ortists than us in the West,

The voices add to the atmosphere and
style of the game, which seems to be a
synergy of kung fu films that were so rife in
the seventies and Square’s Tobal games.
There are no cartoon characters, obviously,
and Japanese humour takes a permanent
back seat because this is the most serious
console fighter ever. Control wise, there are
no huge combos and no screen flashing
hyper moves to speak of. Bushido Blade is
encased in realism at all times but this just
makes the game even more appealing.
Opponents can run through dingy environs,
chasing each other while one tums, raises
their weapon, badkflips and then swiftly

DRICATAL IMPACT

Not since Tekken have we seen such cringe-inducing slaps in a video gome. Swords pierce limbs, sledgehammers crush skulls and rapiers

slice stomachs. The sense of impact is huge with players falling, or perhaps even flying, in response to a vicious jab. Brilliantly for a

fighting game, the weight seems to focus upon the chosen weapon — so if you have a broadsword rather than a rapier you're going to

have to evaluate your moves very carefully

The practice mode allows you
to constantly fight with few
loading times

Locations offer obstacles such
as this troublesome bamboo

Weapons can clash, meaning
a frantic button tap or a
swilt retreat
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The point of view mode lets you
Iook head on at the enemy with
hovering swords in between you

-]

The use of polygons dedicated 1o
the characters rather than the
background makes the game
move at quite a pace

MARTIN
SAYS5._

I've been playing Bushido

Blode since it turmed up in
the office, and for a slash-
‘em-up it has to be one of
the best. | would definitely
ploce this between Soul
Blode and Tekken 2 for sheer
playability alone. The fact
that there are no '‘power
bars’ ond injuries ore corried
throughout the rounds sets
this game opart from the
others in its realism — do
you think you could get up
and fight normally after
being sliced with o sword?

A ‘real’ weapons sim ot last.

= Days

brings it down upon a skull. A bit grim,
admittedly, but not in such a jubilant
manner os the fotalities in Mortal Kombat
The fight scenes will be quite a break from
the norm for some gamers as battles can be
over in little over two seconds. One fatal
stab and that’s it — your character will drop
to their knees and collapse. The contestants
in the Story Mode often have some dialogue
to share before they finally bite the dust and
lie face down. The cinematic feeling is
accentuated when your chosen character
grabs a follen foe to their dhest while they
utter their last words. Quite toudhing, if you
neglect the fuct that ten seconds later you'll
be maiming another person. The huge
arenas are similar to the Battle Arena mode
that was removed from Core's Fighting Force
for some unexplained reason

The violence in Bushide Blade is quite
impressive, in terms of detail — if you are
struck beneath the waist more than once,
you will continue to fight while on your
knees. Should you progress to the next
stage having sustained an injury, bloodied
bandages will appear around the effected
limbs. As mentioned, the potentially short
round times may confuse some but the
combat method is initially quite simple.
Three buttons are dedicated to low,
medium and high strikes ond the shoulder
buttons are used for running and the
roising of your weapon. The eight weapons
mean that the combat variation mokes up
for the lacking selection of six fighters. It's
certainly quite different from the current
craze for thirty plus fighters and hidden
foes. Other comparisons with beat-'em-ups
in the usual format are special moves and
effects. Although moves are realistic,
shallow shadows follow swishing blades
and weapons glint in a stylistic way.

For all its inventive gameplay and
innovation, most gamers will see Bushido
Blade os an odd stylistic statement of the
genre. It’s an excellent fighter but you cant
ovoid the fact the UK players wouldve
rather seen a good conversion of Tobal 2
with its high-res graphics and fun game
modes. Cult appeal, it appears, is the route
that Sony have sought for their new recruit.
It's a polished piece of software and the
production of the game is similar to Final
Fantasy Vil. CG scenes are used in the

! Hours story mode for intros and endings — they
B8 Weeks Monthis are of the same standard os Nomco's
IP BHIINGS
P’ﬁ""s‘-ﬂtinﬂ Totally unique in the beat 'em up genre,
y but this is not a recommendation
Publigher: Sony  Price: £34.99
Developer: Squaresoft  Released: February
Players: 1-2  Game type: Oriental Fighting Sim

[ovemace)
[sounD]
IPLAavyasasiuiTv']

Bushido Blade has eight main arenas which allow you to run all over the place.

Bridges can be run across ond everything looks very picturesque. Different levels

can be climbed to or descended from, adding some plotform elements to the

proceedings. The camera pans out to accommodate both players on screen until

they become hardly visible. The CPU will chase you, however, and won't lie idle os

in side-on beat-‘em-ups

Tekken 2 and Soul Blode CGl too. What is
mare relevant in terms of gameplay is the
sound though. The weapon clashes mean
that every ‘kerchink’ and ping’ is captured
to full effect and the ambient background
music is superb. The arenas are kept plain
in terms of polygons but the scope of them
allows gameplay to come to the fore.
Polygons are used more excessively for the
characters in a manner that Star Wars:
Master of The Tera Kasi uses. Close up, the
combatants have dear facial features and
some tremendous achievements in the
eyebrow department that would make
even the Gallogher brothers jealous.

The modes in Bushido Blade are
numerous and cater for the player who has
bought Bushido Blade as an effort to avoid
the likes of Battle Arena Toshinden 3. Story
Mode is the usual game, Training Mode is
self-explanatory but gives you infinite energy
to play about with. You will foll to the ground
and die but, magically, you will rise ogain.
Slash Mode is a predominately side-on affair
which will be more in tune with players
expecting a normal beat-"em-up. The versus
and link up mode cre the lifespan enhancing
two player jounts which are welcome. Last of
all is the Point of View mode which, like the
Tekken 2 cheat, allows you to face opponents
head on. This is unervingly real as you can
run around and not be able to see where the

Being left open to an attack is a major
hazard to your limbs and vital organs

enemy is. An on-screen depiction of your
character appears on the top right of the
screen. This shows the position of your body
— whether you are on you knees or not, or
whether, by some misadventure, you are
lying on your face. Very atmospheric and
quite disturbing if you're not familiar with
someone slicing your head from behind

In summation, Square are offering a
polished and original beot-"em-up — for
some that may be enough to ensure that
they jump from the mainstream into the
more obscure Oriental gameplay. Others
may find that Hudson'’s Beast offers more
gameplay immediately and there is the
small fact of Tekken 3 coming in the next
four or five months. A long wait maybe, but
if you are a new Square convert after Final
Fantasy, you may well opt to go for
Bushido Blade. Righarg

The range and height of strikes can be varied. High, middie and low are only the
beginning — backswipes and rapid slashes are all available with practice

[ 2]
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Close combat is necessary for
longer combos — get in deep

Maorial Kormibat levels of blood
are sprayed everywhere

RN MAERIAR

MODE SELECT

The extensive options mode
which is useful for Vs scraps

Character select screens are
as extensive as Tekken 2

o0 you want it hard or
do you want it fost ?

The PlayStation beat-
‘'em-up market desperately needs

something original. The slew of fighting
games — produced so fast that they hit the
shelves with gameplay still trying to catch
up — has been alarming of late. The hard
men of the genre are Mr Tekken and Sir
Street Fighter. Toshinden hos reached its
third form, which is really no better than
the first game — apart from the graphics.
The scene looks set to be bleak until such a
time os Tekken 3 decides to leap onto CD
after its lengthy arcade outing.

But wait, o new contender hos arrived,
through the mist, through the flames — cue

dramatic camera pan and music — it’s, its...

a pink rabbit with blood. Oh dear, surely
something’s gone wrong. What happened
to Bomberman? 1 don't understa... (sound
of rapid clobbering).

The beat-"em-up has long been
associated with the thick fluid known os

II's. IU'S. . . @ pink roDDIL With
" biood. Oh Oe3r. Surely
Somelning's gone wirong. lhat
nappened o Bomberman?

The pink rabhit goes into heast mode for a huge hit. The trailing effect for super
moves is similar to the pale shadows in Sireel Fighter Alpha

Bloo0oYy Roor

Pink rabbits and moles, with blood. Hudson’s new beat-
‘em-up comes in with a novel blend of carnage and cute.

Lightning effects combined with the more subtle streaks which highlight contact. Yes,
Bloady Rearis the special effect capital of beat-'em-ups

blood. The average Mortal Kombat series
has buckets of the stuff and to many, it
seemed that it was selling buckets of
blood, rather than gameplay once the
game reached its third incamation. Cute
characters in beat-"em-ups are rarer but
they do feature in Square's Tobal duo and
the occesional Jopanese title. The theme of
violence mixed with rabbits and moles
never occurs. Except for now, that is,
because Bloody Roar is clearly mad. Pretty
school girls who can muster little more
than o duff punch can change into 8Fft

wolves mid-fight and laundh into a vomit
inducing fist fight. The PlayStation beat-
‘em-up scene is witnessing a semi flurry of
beat-"em-ups before Tekken 3 takes centre
stage, assisted by Mortal Kombat 4.
Bushide Blade should be going head to

Head-stomping is an essential move for
irpitating human opponents

52
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Never underestimate the power of a rabbit. He hits awful hard if you ask him "what's
up doc?’ — That's an evil right uppercut you got there mister wabbit!

head with Bloedy Roar. Developers have
realised that clichés don't work in fighters
anymore, Hence Bushido Blade has
removed energy hars, time limits and
special moves while Bloody Roor features
the strange variety of human/animal
creations which bolster the gameplay and
double the amount of characters — sort of

ﬂ‘gﬁnﬂﬂls

This may all sound o bit extreme for the
developers, who gave birth to one of
cutest Japanese iconic characters ever:
Bomberman, The beat-'em-up genre has
become so popular that virtuolly every
company has had a stab (no pun intended,
whatsoever) at producing one. RPG
meisters, Square, used Tobal No 1 as their
debut slapper, Namco have Tekken, Seqa
have Virtua Fighter and Nintendo have —
oh dear - Killer Instinct. The offshoot of
this is that beat-'em-ups have become so
segmented that each title has a huge

following. Say that Tekken 2 is better than
Virtua Fighter 2 to any Satum owner and
watch the sparks fly. Although they look
similar, the style of play couldn’t be more
different. Bloody Roar is a cross between
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Explosions show up the violent
contact brilliantly

probably won't see the game at your local
arcade. If you have, then Bloady Roar will
be more familiar to you than gamers who
only play games on their beloved
PlayStation. Hudson have few arcade

Lol Gd Sy A

g45n iy
CINEE — U eee— L-N:m
am

Distance panning is similar to 7akken — characters can use a range of running attacks
— the pictured desert scene is ideal for this as there are no walls or houndaries

Tekken and the intense juggle action of
caged fighters, like the Fighting Vipers
coin-op. And, surprisingly, Bloody Roaris a
coin-op conversion but it obviously hasn't
had much coverage outside Jopan, so you

Some if the moves are complex to initiate but once mastered are deadly as regular,
King ( 7ekken) will be aware of. 360 degree chucking should be an Dlympic sport

games released apart from the multiplayer
Bomberman units which can be found in
any Japanese arcade. You can see why the
gome would've been welcomed in the
arcade — for one, it isn't by Namco or Sega
and is more original than most coin
guzzlers. A round of applause for Hudson
who took the financial risk of putting the
unit in the arcade in the first place.

Combo hits appear on screen and o
Beast gauge builds up, depending on how
many times you hit your opponent. Raise

{ PLIYER PEESS 1M

Yugo summons his heast mode, ready
to administer ‘drubbing’

A\ SFLECT
CH@HCTEH
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An average replay for the loser

the gouge up to @ suitable level and you
are free to transform into a beast by
topping a button, Graphical pyrotechnics
abound at this point, with lightning coming
down from the skies, and a bright shield
envelops your character, harming the
opposition if they'e close enough. Once in
beast form, you become a lot more
powerful, even if you do pick the character
which tums into a pink rabbit. This is the
stage where excessive amounts of blood
start to fly around in great big dumps.
Impressive, if not entirely needed.

The graphics aren't up o the standard
of Tekken but make a mockery of many
more recent 3D beat-'em-ups with dodgy
collision detection and dichéd characters.
The intro to each fight is a nice distance
pan of the arena which sets the scene,
accompanied by some Street Fighter EX
Plus Alpha-esque replay shots. Black
backgrounds and character shadows appear
from three angles in the replays.

The beast transformation is a fairly
anginal concept for a beat-'em-up — the
super powers gained by changing into o
beast is a super hero concept but
resembles much earlier titles by game
developers. Jet Set Willy and Rare’s aged
dassic, Knightlore spring to mind. The use
of wolves, rabbits and tigers mean that

different tactics can be adopted for each

match . Players that remember Roger and
Alex being the dumsy duo of kangaroo and-
dinosaur will be pleased to see that all

animal combatants are properly weighted
and aren't believers in the ‘tap any button
you can’ school of combat. Which will be a
bit of a blow to those less able in the
combo linking department. Perseverance

The standing player activates heast mode and the process is

Catapulting opponents into the air gives
an excellent feeling of weight

makes the gome more playable and offers
more depth than key jabbing Toshinden or
the more recent Yusha.

Sel Piece

But, back in the realm of the 3D beater,
Bloody Roar seems fresh for the genre.
Recent hopes such as Yusha and Vs have

i.

offensive, meaning that

the character in flight is going to have her energy sapped

i
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Reversals are good for chain linked combos and, right, throws are very nasty affair

been fundamentally flawed — Yusha had
dumsy controls and Vs didn't have a proper
jump command. The differences between
the beat-‘em-ups after Tekken 2 seem to
lie in their gameplay — the graphics are
pretty much of a generic hash, full of
stereotypes. ‘Do you fight with a fist or a
sword?’ is to be the question that will
separate most third party beaters, There
are few recent 2D gomes to compare
Bloody Roar to. The days are gone when
we could talk about how Tekken is more
visually appealing than Street Fighter
Alpha. The gameplay of Bloody Roaris still
in the 2D vein but this is no major foult os
the genre still has life i it. Just look at the
re-release of the Street Fighter series in the
Street Fighter collection,reviewed this very
issue. We've been frequently having a bash
at the collection in foct.

Bloody Roar dispels formulaic traits
with a number of options — if you don' like
fighting games which cage you in and prefer
the free rooming fluidity of Tekken, you can
remove the barriers. This may appear to be
o simple choice but it is surprising the
omount of gomes which only offer the one
style of play — barriers or no barriers
Having both options changes the gomeplay
significantly. Toking your opponent to the
fence in a bully-boy set piece means thot
they will venture upwards, rather than
falling backwards. Street Fighter 2 veterans
will rejoice at this fact, as the famed 2D
beater was liked for its end of screen

You've probably guessed that Bloody
Roar is a decent game. Two player games
fall slightly short of Street Fighter EX Plus

Ine o8ys are gone when we ik
dDoul how Tekken is more
dppealing than Streel Fighter Alpha

barriers, which were frequently the domain
of obscene combos which could almost
bring the gome to a halt.

Alpha because there just isn't the selection
of charocter on offer. The design of them
isn't as dassy s Capcom’s stylistic cartoon

The boundaries for the arena on the left can be remeved if you wish, but persenally
we prefer them, especially as some walls can he knocked down by comhbatants

characters, But perhaps being familiar with
Chunners and co has made them more
identifiable to us. Whatever the case, more
characters would've been welcomed but
we'd rather have quality than quantity
thank you very much. As a one player
game, Bloody Roar satisfies all the shallow
promises of Toshinden and co. A good
showing for Hudson — Bomberman World
is awaited with drooling mouths. We just

hope the celebrated round bomb people B Hours M Days
aren't going to tum nasty... RiGhary I Weeks Months
IP RALIOGS
P,&' Lo stﬂti"" A solid beat-‘em-up with well balonced
y characters which is very impressive
Publisher: Virgin  Price: £44.99
Hudson  Released: February
1-2  Game type: Beat-‘em-up
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Orange balls, tall people and a shiny court. The haskethall sim
has had little to shout about apart from Sony’s own Total NBA
from 1996. Here comes another, but can it better Total NBA?

The title screen announces
proudly that it is Woerld
League rather than NBA

BACK(OURT VIDLATDR

England try to take control

he style of basketball
gomes has changed

2 amazingly over the
post few years. The genre began with
lumpy Commodore 64 sprites running
around side on, and, for processing
reasons, most used the two on two
formulao to ensure the game didn’t come
to a complete halt. Four player
basketball games are uncomplicated
ond inevitably turmn into arcade-based
ones rather than strategic events.

Total NBA was the first console
game which really introduced us to
having two whole teams on court.
World League Basketball has complete
teams playing against each other, and
wraps the whole pockage up with some
neat, if not exactly awe inspiring, 3D.
The simulation nature of the game is
immediately apparent as the title
screen pops up with no fast moving
FMV clip or American hip-hop music,
just o drab beat that plods on. Flipping
through a couple of option screens gets

you through to the game proper and

A two part penalty which will yield two peints if performed flawlessly

The pale red circle is the sign of possession or the player being controlied.
Passing is awkward and the circle is slow to respond sometimes

then you start to realise thot World
League Basketball is never going to
threaten Totol NBA. Thot's not being
harsh, but there are numerous flaws
graphically. Firstly, the players aren't
motion captured which makes them
look quite old fashioned. Passing
comments across the office suggested
that the players look more like monkeys
than people.

The graphics aren’t too bad, and
although we‘ve been spoilt by motion
capture, official licenses and excessive
presentation, the real gome exists in
the gameplay. The in-gome pace of
World League Basketball is quite slow
when you glance at the likes of NBA
Jam. The action on court is a mixture
of rapid walking and some strategic
passing, It's unlikely solo runs will
allow you to run the whole length of
the court and score because there are
time limits — you can’t hold the ball

forever. Rules wise, pretty much

everything is adhered to which means
that one of the more frustrating rules
is present. You can't pass the half
court line ond then wander back
across it. Play always has to be
straightforward; there can be little
moving back. The rules of basketboll
will be accepted by fans but there can
be little doubt that fans will want fast
action and accurate play, which isn't
here in any great degree. Passing
requires you to press a direction on
the pod as well as the pass button, It

Pepsi colours on the courl. The colours
of the Korean team no less
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The court reflections show what we expect of recent sports sims and our
aging PlayStations. Although easy for developers, they still look very lasty

doesn’t work, because if you bear in
mind that players can’t always be seen
(depending on the comera angle
chosen) throwing the ball to another
team member is an act of foith rather

than a precise movement.

R EET Y

It's too late for a 3-pointer so | guess
I'll be going for the slam dunk

Shooting should be more dynamic,
but when going for a three pointer,
the players still appear to be suffering
from exaggerated grovity. The jumps
are all too brief and the ball seems to
almost float from players’ hands. The
boll physics aren't in place either — it
rarely bounces out of control and goes
straight to the basket when thrown
with little curvature. This may all
sound a bit negative but physics are
an important part of sports games,
and if it doesn't feel right, the
atmosphere is gone. World League
Basketboll is a school netball match in
essence; dunks are not spectacular

and when the ball rolls around the

Wonld League Basketball has some novel camera views, The default view is a sliding

sidecam which is, amozingly,
mode; then a bonkers overhead mode
can be selected. or for the more

basketball obsessed, o 30 degree slant

view is there for the taking. All views
_apart from the default view are

a'side on view of the action.

Should you tire of this.

The camera doesn’t get much
closer when near the hasket

rim or drops through o barely
animated net you can see why.

Redeeming factors are relatively few
and far between — the game is an
adequate representation of the sport, but
not realistic or exciting. Even in the
multiplayer mode, things aren’t much
better. The token inclusion of an eight
player mode isn't practical and the two
player games just can't reach the
excitement of NBA Jomn. Basketball as a
simulation is boring — the best efforts in
the genre have been heavily arcade
orientated. You can tum some sports into
sims — F1 for example — but for the most
part World League Baskethall has little
excitement. When dunks should be
monumental efforts of skill, it feels like
you're flipping tiddlywinks into a hat.
Which would be fine if this was a
simulator for chucking the coloured
pieces of plastic, rather than a fast
paced American sport which usually has
glitz bulging onto the court with
shattering sonics and dazzling graphics.

Sadly Woarld League bosketball has
none of these aspects and when Total
NBA ‘97 offers them all, you'd be
advised to stay away from this
painful interpretation of the sport.
It's basketball, not netball. Someone
should have told the developers
methinks.,

Once more | disagree with
the rather harsh wor
Richy boy, admittedly WLBis
facing some tough

competition, in the form of
Total NBA ‘97 and Konami'’s
NBA In The \Ze_anel series. Alos
it fails to live up to the high
standard set hy these Qur_nes,
WLB s perfectly suited for
the beginner, The leisurely
pace of the gameplay and
the lack of complex play are
limiting but do not cllow the
player to get to grips with

the nature of the sport, For
younger NBA fans only.

Whole court views are
available from the options

Presentation is woerringly
sparse and dull

IPHMEPIAY

There are few air incidents in B Hours [ Doys
World League Baskelball Weeks Months
IPBRANINGS
P’ e I""st t— An average basketball game which looks|
ﬂy a 'n" more like primary school netball
Publisher: Mindscape  Price: £39.99
Developer: High Voltage Released: February
Players: 1-8  Game type: Basketball Sim
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Never satisfied, the Street
Fighter posse are back for

yet another hout of

aggravation and fisticuffs.

Hurray say we!

Twe of the original hoss
characters, Sagat and Vega
exchange blows

Bramwa

Vo

Twae of the original brawlers battie it
out. Whatever happened to Blanka and
Guile, eh?

s back again. Like the
proverbial good man, you just

can't seem to keep Street
Fighter down. Even in this oge of 3D
polygon beat-'em-ups, the Street Fighter
games retain their vast army of fiercely
loyal fans. Certainly the game has ventured
into the three dimensional arena itself with
Street Fighter EX Plus, but it's in its originol
2D form that the purists revel.

Six years ago, the coin-op
revolutionised the perception of what
fighting games were all about.
Suddenly we went from having five or
six attacks to a whole library of
techniques and styles. The revolutionary

olieel Figier
Golection

Back to the old school with the original

cast from their various countries. The likes of

7 = ) -

Chun Lee, Blanka, Ryu, Balrog, Ken, Sagat to name a few, plus a couple of new faces

special moves have become a stondord
ingredient of every fighting game since.
In that respect it actually redefined the
genre to such an extent you can hardly
compare pre-SF beat-"em-ups with
those that followed it. In that it justifies
its place alongside the likes of Doom

That old chestnut, Blanka's electric attack. Very infuriating for opponents without a
projectile attack in the reperioire

and Lemmings as a a benchmark by
which all similar titles will be measured.

Hick. punch. Diock

This little padkage is for those who missed
out on this all-time dassic or who want to
experience again the game which sparked a

Chun Li in classic girly get-up as she
was when we first grew to love her

a8
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No-one gives Ryu any stick in his own
back yard and gets away with it

million pale imitations. Coming on two discs,
it contains Super Street Fighter 2, Super
Street Fighter 2 Turbo and Street Fighter
Alpha Gold. Super Street Fighter features
the cast of the original game - Ken, Ryu,
Dhalsim, Chun Li, Honda, Blanka, Guile,
Vega, Bison, Zangief, Sagat and Balrog -
plus four new characters. Dee Jay, Commy, T.
Hawk and Fei Long — the 'new

“If regefined the genre [0 such an exilent you
can hardly compare pre-SF besl-"em-ups wikh

I's the most famous match-up in the history of beat-"em-ups, and Ken celebrates
victery over Ryu by nicking the poor fellow’s pyjamas!

those thal rolloweo I

challengers." Turbo adds the option of foster
gomeplay but more importantly introduces
power bars. These are charged up by pulling
off special moves, enabling special super
moves when the bar reaches maximum.
Dancing in the sireet
When these games first came out Street
Fighter machines still occupied prime
positions in arcades the length and breadth
of the country. In this day and oge you're
more likely to find 'em round the back in
the cheapy 10p-a-go section or covered
with grease in the comer of a chippy. No
longer do they attract crowds of droeling
admirers, but they still retain their
legendary playability. Everybody knows at
least o couple of special moves, the games

were that popular. Nevertheless this is the
first time Street Fighter 2 in its (almost)
original form has oppeared on the
PlayStation. We've had Alpha, Alpha 2, EX
Plus and the best forgotten SF: The Movie
but no dassic SF2 until now. A fact not lost
on the numerous people who stood behind
us while we were playtesting it going ‘Oh
wow, is that orignol Street Fighter 27 Cool!’

It's by no means as subtle as more
recent gumes like Tekken 2, but there are
plenty of moves for the average player to
get to grips with. Fans who owned the
SNES version will no doubt be lining up to
get their honds on a copy and they'll not be
disappointed. As you'd expect, the
conversions are arcade perfect. Even the
SNES version had to sacrifice the odd

12 Super Street Fighter gave Ryu a new red fireball, capable of stunning and fleoring

opponents with one hit

ar-»-—-mu-v-n

Ken misses his throw and takes
a low hiow to the joy
department for his troubles!

Doh what a feeling, when we're
dancing on the ceiling. . . yeah,
thanks Lionel!
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Ken's final confrontation in Street
Fighter Alpha is against his old
adversary Ryu in the snowy wastes

The Super Dragon Punch can be deadly as
it has extended forward range as well as
the ability to hit jumping opponents

The ‘Collection” i0ea is 3 Ane one
‘3nd could have made Mis 3n
unmissabie package

frame of animation here and there for the
sake of speed. For the first time they can be
enjoyed in the comfort of your own home
in full arcade splendour,

lme o collecl

Graphically, though still mere than
competent, SF no longer tums head as it
used to. Nevertheless its o maeasure of
how little the gameplay has aged that
people were queuing up for o go while
yours truly was desperately trying to
screenshot the damn thing. And it’s never
just one game either. What started off as
just a quicky before lunch’ ends up as best
of three, best of five, first to ten, and before
you know it it’s four hours later and still
whoever's on a losing streak continues to
demand rematches until they win.

It's unique also in that you can pick it
up, suss o couple of moves, and play
straight away. However for the maoster
there are loads of complex combos, hidden
features and secret moves to discover. In
foct the office beat-"em-up boffin - a guy

who can pull off any tenstring with any
character in Tekken 2 at will, still rates
Alpha 2 as his all-time favourite single-
player game. A failing with the vost
majority of beat-'em-ups down the years is
that computer quickly becomes predictable
and boring, leaving only the Vs mode to
keep players occupied. Not so here.

streel ough

So, while | have no gripes about the games
themselves - I've always loved Street

It's more satisfying to save super
moves for the big finish
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Fighter - | can't help but feel this is o real
missed opportunity. The 'Collection’ idea is
a fine one and could have made this an
unmissable package charting the
development of arguably the weorld’s
greatest and certainly most influential
fighting game. So where's the original
Street Fighter 27 On two CDs we could
have had every Street Fighter game ever

New girl Sakura arrives to challenge the Queen of Street Fighter, Chun Li

released. Two versions of Super and Alpha
Gold, whidh is basically Alpha 2 plus a
couple of knobs, simply doesn't do the idea
justice. It’s nice to play the old characters
again, and to see them in their pre-Alpha
non-Manga-ised form, but SF Collection
could have been so much more.

Rating this is going to be tough.
What'’s here is great. | reolly don't
need to tell you about the quality of
the Street Fighter gomes. Everybody
knows all about that. The score isn't so
much a reflection of what's here, mare

of what isn't. Even if they'd just stuck
Street Fighter 2 on there it would
have made a difference. Personally |
reckon they should have put the whole
lot on, including SF: The Movie just for
everyone to have a good giggle at. You
wouldn't expect to buy a Frank Sinatra
collection which didn't include My Way,
would you?

As it is, this seems more of a

Thanks to Games Console

Street Fighter cash-in than a Street Due to ever-tightening Christmas
Fighter collection. If you're a Street deodlines the game you see reviewed
Fighter fon or newcomer who fancies o here is actually the Jopanese version ‘
piece of the classic action, don't let Wed ke to toke this opportunite to ‘
this put you off, but considering the || thark Gomes Conecle or our review ‘
potential, as o package SF Collection is version. For all your games needs, both
something of a let down. As games go UK and import, be it Somy. Sega or

on the other hand, it really is not to be | Nintendo, you con coll them on 01252
missed. Despite greivances, you really | 810 649, fux 01252 810 650 or email
should add this to your collection gomes console@virginnet. Altematively

without deloy. Milies

Steady on boys, what a beautiful pair,
of ladies of course, ahem!

drop by and see them at 160 Fleet
Road, Fleet, Hampshire GU13 8BE

- Hours

I Weeks

. Days
Months

rorai

[HETELETT]

Great playability, but as a package a lot
more could have been done with it

Virgin  Price; £TBA
Capcom  Released: February
1-2  Game lype: Beat'em-up
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Following Final Fantasy VIi, publishers have suddenly become
interested in RPGs again — The Note is Sunsoft's candidate to
entertain, bewitch and possess your soul. Mwa, ha, ha, hah...

PG fans have finally
got something to be

proud of their
PlayStations for — Final Fantasy Vilis
probably the best game for the machine
and Konami have now granted the UK

release of the older — but still superb

The frankly dodgy title screen in Suikeden and Vandal Hearts. Liverpudlian
all its dubious glory developers and publishers, Psygnosis have
signed up Jopanese RPG, Alundra for the
UK and others will surely follow. Square
have Final Fantasy Tactics lined up too, not
to mention the possibilities of Saga Frontier
and the Front Mission Series. The pre-Final
Fantasy Vil gomes (the SNES editions) are
being released in Japan to great success
and we hope they will make it over here

Back to The Note, however. If you

remember King’s Field from lost year, you'll
be familiar with the 3D rooming formula of Exiting buildings and you are given a choice of locations te go to, like Broken Sword 2.

RPGs. Menus pop up for picking up and Here your choices are limited, as it's early in the game

A room and a deer. This is as dropping items and you walk around,

puise racing as e Note gets Doom style, until meeting doors or The right-hand set of buttons are used to to do that you need to hold bullets in the
enemies, The plot of The Note is a bit adjust the view and strafe, while the other hand — realistic, if @ little unpractical
clichéd — you'll soon discover that three shoulder buttons can be assigned with The fact that you have to light lantems and
high school kids have ventured to a commands. Each hond can hold an object, so open curtains to see anything is a bit of o put
haunted house. The two girls and one boy you con walk along with a torch and a off — wandering around solving puzzles such
have disappeared. The mother of one of shotgun. The gun needs to be reloaded and as 'light all the lamps in the room to open

the girls visits an occult joumalist to help
find her. Both set off to the haunted place
in search of the kids, in a scene very
reminiscent of the beginning of Resident
Evil. Cheesy voice-overs kick in and things

‘e BULe

do not look that good at the start
you vant

Some more suitable lighting Urgm Zombies
wouli've been good Exploring the first room reveals that the pace

of the game is quite slow, since option

screens need to be called up for most tasks

A drawer. Investigate after Certain areas allow you to have a kip to A local hotel vendor disappears beneath the desk after you threaten to beat him up
killing the local rat CONServe your own energy uniess you stay for free. Ring the bell to see the coward fight — ding ding!
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The two heroes enter the mansion and
have clichéd chat

the door’ seems unoriginal and sedate. You'll
no doubt be wanting some characters to
meet, or at least some enemies to kill.

A rat appears eventually, unning around
on the floor, and a major flaw is revealed in
the gome combat engine — you have to look
down to kill o ground based enemy. Killing the
rat is a hilarious task of legging it to eadh
availoble lantem, lighting it so you can see the
huge lump of vermin taking chunks out of
your feet and then pulling your shotgun out.
The shatgun has no visible bullets and the rat
seems to go into full on somersault mode for
its death routine. Watch out Mortal Kembat 4.

Strcmge combat encounters aren't the
only questionable thing that occurs either:
Get hit and the screen blinks and waohey,
your view is restricted. Enemies go for your
eyeballs, apparently. Or eyeball, rather, as
you seem to blink through only one central
eye. When this is domaged you have to try
and negotiate the comdors and enemies
with restricted vision — which is stupid, to be
frank. It doesn't let you have d fair chance of

i s

GIITGR THE LUORLD DF
SURVIUAL HORROR 1

The first section of the game sees two characters walk through double doors and start

contemplating how strange the mansion looks. Yes, it all looks very similar to Resident

Evil and although the game plays rather differently, it's hard not to spot the influences

of Capcom’s masterpiece — possessed dogs and stumbling zombies, named “slaves’,

pervade the title. ..

soon dawn on you that this is a dodgy
Resident Evil in RPG form. You might gain
some joy from it if you are an ardent RPG
fan but most gamers will see this as a
sloppy Japanese game, which loses
something in its tronslation. Fans of
ancient text adventures or Dungeon

SO00 02000 on you ot this Is

d 0000y Resigent Evll in RPG Fonm

seeing anything, especially when combined
with the low lighting. Stumbling about
trying to find a lantem to light, is like being
o drunken fool coming home on o Saturday,
fumbling for the light switch — no fun.

You'll discover bats and wolves within
the first 20 minutes of play and it will

Master might appreciate the style of
gameplay, but most people will find it too
slow for action game fans and not deep
enough for players of decent RPGs. King's
Field is still o better altemative stotement
of the genre, despite being over a year

older. At best, The Note is a diversionary

W& HAUE PLASTIG Hlﬂﬂﬂﬂ,
ARE PLASTIC PEOE

guest for those who have bought every
other PlayStation RPG and are after curios
such as this, rather than must-buy RPGs
from Square and Konami. Filsiarnd

The declining ‘eye’ view which doesn't

=D

JAMES
Nnoies....

Trying 1o clobber the bad with
only half your sight is silly

The field of vision is laughable
and not Tun at all

IPIIMEPIAY =~

allow you to see Mr Woll very well M Hours M Doys
Weeks Months
IP BATINGS
P’"’""st l-- An average 3D action RPG which is
ﬂy ﬂ 'ﬂ" boring rather than intriguing
Publisher: Sunsoft  Price: £39.99
Doveloper:  N.K.System Released: Out Now
Players: One  Game type: 3D Action RPG
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inoy 500

In the wake of the success of Psyynosis’ Formula One ‘97, JUC
introduce the PlayStation to the world of indy car racing...

Sadly due to the excessive speed
and nature of the game, one is
given little time to take in the
impressive background scenery

The careful driver will be
rewarded with victory — as for
the haphazard, take note

GHEGH THE
DilL 5IR?

Those seeking to customise
their vehicle are given the
option to enhance or reduce all
the key elements of their racer
— tyres, engine, etc. All of which
are carried out by a polygon pit
team in another nice little
visual touch

he appeal of videa
gaming is simple — the

player con immerse
themselves into a world different from the
rather dull one in which we live. The sheer
scope of the virtual fantosy available is
near limitless; one moment you could be
battling aliens on o far away plonet, or the
next engoging in o pugilist battle to the
death. Gaming provides the ultimate form

FPOSITION" = “REET'LAP"

The in-car camera places the aclion almost upon the tarmac, increasing the frame

POEITION

of escopism, not to mention huge amounts
of entertoinment. But no other genre has
provided more of an exhilarating blast of
instant excitement than the racing game.
What better way could there be to

while away a couple of hours than slipping
behind the virtual wheel of a powerful ond
equally expensive sports cars and pushing
it to its limits? The racing genre has
achieved great success on the PlayStation,

000

b MPH

rate noticeably, but unfertunately this does make the view peint a littie tougher

8€ST LAP

with its releases making up for over 25
percent of the entire software back
catalogue. Unfortunately the vost majority
of these titles do little more than attempt
to imitate the benchmark games, and thus
foil. With the public, and most definitely the
press, apparently storting to tire of these
arcade-based motor thrills, recent trends
have directed the genre toward the
simulation end of the market, giving
gamers the opportunity to take part in such
factual motor sports as NASCAR and most
noteworthy, Formula One. One of the most
welcome elements that these games
offered was the option for the player to
define the structure of the gome to their
own specifications. With simulation and
arcode modes allowing the sports fan the

Stray onto the grass and the car will
go into an almost uncontroliable skid
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The vehicles suffer from real-time damage, with horrific crashes sending various
parts of the vehicle spinning in the air. Another very nice inclusion to the visuals

chance to relive former glories and the
beginner the more relaxed pace to practice
their skill and progress.

Are Jou rying?

With the exception of Psygnosis* Formula
One releases, the distinct line between these
vastly different styles has been blurred
almost beyond recognition, offering little,
and in some cases, no difference between
the two, leading inevitably to
disappointment for both parties. Thankfully
the latest sport to make the transition from
the tyre marked grid to the PlayStation is
Indy car. This variation on Formula One has
a wider appeal than its counterparts due to
the greater amount of freedom the drivers
are given to overtake, making the outcome
of the race far less assured than that of F1.
Taking their inspiration from the Indy car

The behind camera allows you check
out the distances between you and
the other competitors

circuit, JVC have produced an intriguing
blend of arcade and simulation for their indy
500 racing romp. One of the key elements
of the game that places it in o different
category than its F1 cousins, is the gameplay.
The style of racing is best described as a
blend of Ridge Racer handling mechanics
ond simulated crashes and general metal
bending mayhem. Hoving gorged ourselves
on Ridge and its sequels and then suffered o
steady diet of sub-standard racing romps,
Indy 500 has come as o welcomed, albeit
only minor, change of pace. Developers
TOMY, the creators of various kiddies toys,
hove managed to incorporate the correct
amount of statistical refinements and
custormisable options to entertain the serious
motoring fan without losing sight of its
arcade ongins, Those familiar with the highly
influential Sega arcade game, Virtua Racing
will be instantly at home with this.

One of the most important factors that
seems to have been lost during the
development of the, various motor sports
simulations currently stécking the PSX |
shelves, i t‘hdt games should be fun.
Bogging the player down with countless
options screens is far more likely to instill
boredom in all but the most loyal of motor
racing fanatics. "

The arcade friendly gomeplay never
strays far from the realms of realism,

POSITION

b |

|

d 28

The rain effects are very pleasing to the eye but sadly have littie knock on effect
in terms of loss of traction and changes in the handling of the vehicles

Purely dependent on speed, the
player can perform a power slide
type move, albeit only briefly

making background knowledge of both
tracks and vehicles o must. Lifespan is also
further increased by the excellent split
screen two player mode, allowing the
player to take on a friend without the
customary loss of speed.

Io Breok The
maching?

Visually Indy 500 is sadly rather ordinary,
with the reduction in trackside detail the
high speed levels have been maintained. A
few graphical touches are very impressive,
induding the rain effect that subsides when
the coris under cover and the real-time skid
marks left on the track by the careless racer.

Incidentally, the weather effects don't appear

to bring about any changes to the cars’
handling, making them little more than
pleasing eve candy.

Unfortunately Indy 500 s denied the
big scores because of a few minar flaws, The
most damaging being the amount of tracks
— only three in total, one of whidh is an oval
Admittedly, these are reversed after the
completion of each track, but remam o little
disappointing. The player starts the race in a
position designated by their performance in
the preceding time trail, yet if a single
mistake is made during the TT or the race
itself the player will find themselves
instantly down the rankings, with the task of
catching up a tough one. This is a flaw in the
programiming that allows the CPU
competitors to perform almost perfect laps
whilst the player continually crashes into the
track boundaries. Once mastered the player
can remedy this with careful and tactical
driving, but this remains very disheartening
to the first time player.

Ironically, Indy 500 does little for fans
of the sport, who'll find the arcade styled
gameplay a little too simplistic. But those
who are looking for some fast paced action

The grains of sand become
momentarily lodged in the
grips of the tyres, causing a
limited loss in traction

. Hours . Days

will be well catered for. Horis 1 Weeks Months
IP BAIIOGS
P’ﬁﬁstﬂt'_ﬂ" Adrenaline fuel'le(.! introduction to
the popular American motor sport
Publisher: JvC  Price: £39.99
Developer: TOMY Released: February
Players: Two  Game type: Racing

§ I |
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The cheice of characters has
very little effect on gameplay

To reload your side arm simply

drive through the gun shop

eing a good boy is
something that is

imprinted on your
infant brain from the day you're born.
Parents insist that you eat with your
mouth closed, stand up straight, always
remember to mind your manners and all
sorts of admonitions from the endless
generic list that is supplied to expectant
mothers, The foct that we spend o large
proportion of our youth desperately
fighting our natural urges to be bad, has
got to play @ major role in the sheer
delight thot being bod entails. The almost
complete adrenaline rush of robbing your
first penny chew is powerful stuff. Alas,
spending the next week worrying that
every knack on your front door will be the
shopkeeper and several armed police,
ready to take you away for fifteen years is
not so good.

As you get older the desire to rebel
becomes greater, but fortunately common
sense kicks in, preventing you from placing
a swift one on your boss’ chin. But just the
thought of performing the act is enough to
keep insanity at bay. Maybe we were all
bom to be bad?

Finally BMG have tapped right into this
evil vein running through us all, with the
worryingly enjoyable Grand Theft Auto. At

-

I

i, §.

i !
|
:
i
i
i

GTA finally graces our office after months

of waiting, and in the words of Jane
Mansfield, when I'm good, I'm good, but -
when I'm bad, I'm better...

Having been corned by the police the best tactic is to run, aveiding the temptation to
unleash a hail of bullets, as the police will return fire and they are better marksmen

last we can vent our nasty tendencies
without fear of o hefty joil sentence. The
title places you in the grubby shoes of o
low-level street punk, whose childhood
dream has been to dimb the ranks of his
local friendly crime syndicate. There are o
selection of four villins to choose from but
the only differences appear to be cosmetic.

Careless driving and general carnage will attract the attention of the local police
force. The squad cars will attempt to force you off the road and into a jail cell

Starting at the bottom is a hard task, but
with much practice and wrong-doings you
will soon be able to make quite a name for
yourself. Sadly the choice of a top down
racing type structure is initially very
disappointing, with the promise of full 3D
bank robberies and iffy substance deals
crushed in an instant. Once you have
battled past the quite ugly graphics though,
the delights of car crime, drug running,
murder and providing o toxi service for
ladies of loose morals is yours to saviour.

Mick 33 A Slezza

Gameplay is surprisingly open-ended, and
the various missions can almost be
completed at the player’s leisure — with the
exception of the simple courier levels, which
are obviously timed. The wealth of
missions is impressive, with variety
unhindered by the limitotions of the genre

B6
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MILES 5A95.

Despite the bucketloads of humour
and non-stop action, the most pleasing
thing about GTAis you can do what
yOU want. The missions are lhi_'ll:, ar
you can just muck about doing
handbrake turms and trashing the
place. You don't have to play properly
to enjoy yourself and it's this open-
ended appeal thot makes GJAthe best

game l've played in ages. Marvellous!

— elements of racing, combat and puzzle
solving all come into play. Grand Theft
Auto also makes o few nods at certain
blockbuster movies, induding driving a tank
through the high street and a bus which
will explode if the speed drops too low,
very subtle. Generally gameploy consists of
locating an object or person and the
transportation of them to a different
section of the vast city — thankfully an on-
screen cursor constantly points you in the
right direction.

Each vehide that you drive will only be
able to sustain o certain amournit of
domage before it's completely wrecked, but
acquiring a new motor is a lot simpler than
popping down to see Honest Dave and
splashing the readies on a new set of
wheels. All you have to do is select your
new vehicle from the possing traffic, wolk
out in its path, drag the current driver out —
remembering to perform a hand break tum
on his head — and then head back to the
nasty business

Each of the in-game vehicles also has
its own signature music which plays
whenever you're inside. The tracks range
from country and westem to hip hop, each
of which has o certain charm of its own
that will soon have players’ toes tapping

The much publicised levels of violence
are also very over-blown, with the distance
between the crime and the player being so
great that the effect is almost cartoon-like.
This said, the game does keep in tune with

IU's a matter of life and death on the sireets — death mostly — but it's just your own
life you're trying to preserve to fulfil your ambitions of gangiand supremacy

its criminal inspiration via the gratuitous
use of bad language, which is likely to
offend grandmothers across the land. We
suggest that you don't let them play it

%fﬂﬂﬂmﬁ To Jou.

Gameplay is set over three huge cities,
bosed upon New York, San Francisco and
Miami, each with their own characteristics
and array of innocent civilians to mow
down. Success is achieved by one of two
routes: the careful driver will be rewarded
with mission points and a lot less in the
way of police intervention. Those willing to
take more risks, and rack up a meaty body

The tank is located in the latter levels
and is a powerful, if sluggish machine

Grand Thelt Aute's graphics engine is far from complex, but the use of such effecls as
scaling and real-time skid and blood marks do indicate its 32-Bit origins

THHE S0IIR

P PIGH 5IR!I

In each bustling metropolis

there are no end of vehicles to
acquire, do some chores and
then mow down some smokeys.
It's all in a days work for Travis
and Co. Take your pick from just

a few of the level one selection

count as they leave a trail of destruction
and fleet of cop cars in their woke, will gain
more respect. The behaviour of the
incidental characters is very well conceived,

with their reactions mirroring real life.
Unleash a hail of bullets in a public place
and the pedestrians will scatter.
Unfortunately, whilst being very amusing,
this does attract the attentions of the
police, who will be quickly on the scene to
fit you with a nice pair of silver bracelets
and damn good kicking

Unfortunately Grand Theft Auto lives
and dies on its questionable subject
matter, with BMG successfully whipping
enough media frenzy to hide the game’s

visual shortcomings. One such problem
arises in the most essentiol of areas — the
player’s view point. The floating camero
views the action from a variety of
heights, zooming and panning to adopt
the best vantage point but all too often,
after having a particularly spectacular
crash, the impact will send the player

Limousine

spinning uncontrollably. The vehicle then
finally settles in the side of o building, IPIIMEPIAY
which completely obscures the action -
your only option then is to thrash the
buttons and hope for the best. When the
clock is ticking this can be very annoying
to say the least, but it is admittedly only
a minor grumble,

GTA is o very enjoyable gome that
will no doubt sell by the budket load, but
we're left to ponder whether this success

Bhours B Days

would have been so assured if it wasn't

for the controversial plot? James I Weeks Months
[T E i GTAis a brave and highly

[GRAPHICS] [OverRn~aLL])
g . <
STy - |
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Breskawsy

Another NHL game? Confusion in
abundance as we venture onto the ice
once again, but does VHL Breakaway
surpass VHL Open Ice, and can it take
on the imminent Actua Ice Hockey?

Shots on goal can be taken from
just past the halfway line

The highlighted puck movements
are actually used on TV

A clean shot is hampered by the
amount of players near the net

The view can be adjusted so you
can see virtually all of the rink

ports games have alwoys
been a popular subject for
video gome translation.

After all, the sports ore games in their own
right and usually have huge followings,
thus gamers are familiar with the rules and
traits of said activity. lce Hockey is a case in
a point, but, ond it's @ fairly sizable "but’
(no sniggering please), the ice hodkey scene
isn't huge here in the UK.

That's no matter to you, if youre a
hockey fon of course, Here at TP towers we
have to admit that none of us are avid fans
of the sport but we do enjoy having the

occasional bash — it's just that we tend to
treat the genre os football on ice. The rules
of ice hockey aren't really conducive to the
fast moving gameplay that we really need

pressing select brings up a 'live’
passing menu - see the symbols
circling the players and press
whichever one coresponds to the
player you want to pass to

- |
pre match hoo ha as the players line up
for, oh dear, an anthem

from sports titles. The options to chop and
thange game settings are quite welcome
then. NHL Breakaway 98 falls between
two stoals, Firstly, it isn't os simulation
based as EAs take on ice hodkey, and it
doesn’t really resemble the rapid pace of
the average 2D ice hockey game NHL
Open lce. Its & go-between thot decides to
mimic TV style coverage of the sport.
llluminated lines follow the path of
the puck and injuries are plentiful and

L 1
The obligatory FMV intro with,
surprise, surprise, a goal

The 30 engine stands up well when the
camera wonders close to players

Il ism’l 35 simulialion based 85 GA’s I3Ke
on ice hockey, and it doesm’t reaily

resembie Ihe rapio pace of the sverage
2D ice hockey game HL Dpen Ice

deliberately overblown. When players are
tripped up and head for the dedk, it's not
unusual to see them somersault before
ending up on the cold platter. The injuries
that can be dealt within one game are
quite disturbing — five minutes of play sow
two of my opposition stretchered off with

a broken collor bone and some form of
limb breakage.

The substitutions and time outs are all
rather time consuming, but can be tumed
of so that you don't have to watch the
injured players stumble off the ice.

Fighting is included, furthering the idea

A lone player shoots and probably
scores as no defenders are present

The ref does look like RoboCop, albeit
without the veice
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of television hockey. To be honest, NHL
Breakaway 98 does a fair job of creating an
atmosphere via the rough and speedy
graphics. The players move well, and some
nice touches like o player backpaddling
when he changes direction after a sprint —
complete with ice spray — are numerous.
What o lot of people will instantly be
familiar with if they've tried a recent console
hockey game is the ‘huge” goalie syndrome.
The goal keepers in real life hockey are
large once they've been equipped with all
their padding. They hog the goal and try to
stop the comparitively small puck going
between their legs or past their arms. The
game rendition of the goal situations is

A punch up, no less, and a pleasing
gameplay diversion

rapid ‘run up and slap’ type situations lift
the two player game but don't offer
sufficient entertainment to prolong the one
player game for great lengths of time.
Scoring is more difficult than you'd

Miss and 8 whole bunole oF
piayers leg it behind the goal

bit unsatisfying, as pelting the puck towards
the goal offers little scope for targeting. It
seems as though you choose to shoot
straight at the goalie or slightly to the left
or right. Miss and a whole bundle of
players leg it behind the goal to find the
pudck, which can be illuminated as well as
having a trail behind it. Foke shots ond

Time outs, caused by fouls and the like,

expect, which, while realstic, lods the reward
based play of chucking many pudks past the
godlie. Passing is fluid and is the most
satisfying part of the game — the speed of
the passes combined with the potential
threat of several bulldozing members of the
opposition means you have to weave in
between them. Solo runs are great but the

You are sent off for fighting even if you
lose the scrap. Boo

scuffles whidh are creoted sometimes
hamper play. Running off with what you
thought was the puck only to discover that
you are in possesion of nothing but thin air
and the opposing player has command of the
puck is o pain — not least because the enemy
will have put one past you. RiGHan

JAMES
SAYS...

Once again a further software
company make the mistake
that the UK market has room
for yet another ice hockey sim.
The reasons behind this is
quite beyond my
comprehension, NHL Bloh Blah
has nothing ot oll to elevate it
above the competition. The
gameplay is extremely fost and
thus confusion sets in
Graphically impressive but
ultimately shallow. | would
also like to point out that the
Robocop ref gag was my ideg,
Mr “Sticky Fingers” Melville.
(Alright, Mr ‘irate’ Gale - Rich)

The light effects look more like sci-fi
ray gun shels

Close ups are nicely detailed - note the
reflections

Half time means it's back to the
bunker with the teams

break up the flow of play

Pause the game ot any point and a decent replay mode is
available. It's o shame you can‘t get this close up to the players in
game as the graphics

stand up well on closer

inspection. Scuffles look

much more convincing

and shots on goal

become, for the first

time it has to be saoid,

clear. We're not to sure

about the ref though -

he appears to resemble

Robocop’s grandad or

L LA™

an extro from Tron. That PO CAM

aside, you'll find
yourself using the
replay to question the
ref’s judgement. Shame
you can’t start a
ref/ployer brawl - he
really is o bit

innacurate, watch the

replay after a foul and

ponder his words...

JPIMEPIAY

HMHowrs W Days
I Weeks Months

A good looking yet painfully
average hockey sim

Plaljsialion,

Publisher: Accloim Entertainment  Price: £39.99
Developer; Sculptured Software  Released: Out Now
Players: 1-8  Game type: Ice Hockey Sim
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MMini Reviels

Rioge Rocer Revoliution

ameo’s second
installment of Ridge

Racer is now
released on Platinum, just like its older
brother. The enhancements in this version
are mainly the new track which is longer
than the lost one, the link-up mode which
allows you to access the original track and
the cheat modes. Mini versions of the

familiar selections of Ridge Racer motors
can be driven via a cheat mode and
powerslide contests extend the appeal of
what is, at first, a very simple gome.
Graphical glitches are ironed out in this
conversion as is pop-up and other niggles
that made it into the first game

The soundtrack features impressive
mixes from both the Ridge Racer arcade
machine and its sequel, Ridge Racer 2. The
unique thing about Ridge Racer Revolution
is that it was created specifically for the

PlayStation and was not simply an arcade
conversion. A very worthy contender for
Rage Racer and an absolute bargain. It
works brilliantly with the NegCon too. TP

4* 10”765

Seaside setting marked a dedcidiey tropical venture for Bidge Racer’s high
specced hig hrother. Cheats were also available, like mini cars and spin points

BiiStation

g

went off the rails with arcade bloster

cowboys and busty ladies talking of

Time Crisis was joined by a hideously
underachieving Judge Dredd and GT

Maximum Force. Lethal Enforcers harks
back to the post laser disc era of gun
gomes. Stumble into o secside arcade in
the early nineties and you will have
witnessed something olong the lines of
Mad Dog McRee. By that | mean the line
of westemn themed shooters with

sheriffs. The benefit of laser disc meant
the game looked like a film. Lethal
Enforcers did too, with digitised
characters and realistic scenery. The thing
was, it wos pants, and nothing Konami
did could change it.

ight gun games have
been released in droves

PRESSSTART

recently. Namco's seminal

The pub across from our office has a
” machine ond only strangers to the lond

Dated light gun fare, wild west

style. Good shooti’ Tex

of gomes or sufficiently refreshed
customers approach the double gunned

cabinet. In the present era of Time
Crisis, Lethal Enforcers could've been
{ond was) done on the SNES which
shows how oged this conversion is. TP
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Mechwarrior 2

he oniginal ‘giant robots
bashing each other’ game,

well, the sequel to it at any
rate, looked fairly bland even when it first

certainly appeal to those looking for action
with a bit of thought required on the side

Theres a handy training mode in which an
computer controlled instructor takes you

came out. However behind the sparse through the vorious basics of controlling o

visuals lurks an immensely playable mission Mech, incuding movement, negotioting

based strategic shoot-'em-up which will obstades, hitting stationary targets and
hitting moving torgets. Loads of different
mechs and weapons are available and the
tough missions will keep you going for quite
some time. So, if big violent robots are what

get you going, you could do a lot worse than

grabbing yourself a copy, especially at the
new £19.99 price point. TP

Cut scenes are just as impressive as the in game visuals, resembling Arazy /van and a
myriad of sci-fi low budget video films. Stll, nice to see such CGI skills being displayed

Decent explosiens and PC style
distance drawing are superh

®@ PREMIER direct 2

Premier Direct are the mail order specialists. As part of a network of official PlayStation centres, we guarantee you will receive a first-class service.
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Miss It and Miss the Truth...

Top Secret CIA Project Exposed - Symbols seen by the Abducted - Conspiracies on your Doorstep
Aliens Terrorise the Middle East - Witnesses Speak Out For First Time - Location of Alien Base Revealed
Most Recent Crop Circles in Britain - Holidays in Space within 20 years

Open Your Mind
Before Somebody Else Does...

Some will hide the truth but they can not run from it...

Secrets ..




3

=

Wik UM wor

x grief
beating guide

@.levels; no bother!

o By et
e
i

Issuedb » Total PlayStation

13



LEUEBL I

THE GREAT
wALL

L

You start your adventure by sliding down a
steep slope into the first room, Straight
away run forward until you see a pool of
water to your right, jump into this and
wade to the other side or you will have a
large tiger breathing down your neck.
Shoat it from the safety of the water and
then wade out onto the platform on the far
side, dimb up and follow the obvious peth
until you come to a gap that must be
jumped. Jump this and tum to your right,
then jump across the smaller gap to find
the first secret of the gome.

Jump back over the gap and keep on
following the path until you reach a room
with barred windows.

L2

There is not much to do in this room except

look out of the windows at the rather nice
view, then drop down through the grill in
the comer, that leads to the next room.

L3

After dropping into the water swim to the
steps and walk up them, jump
the gap and pull the switch —
this will open the door that
was previously shut. Before
running through the door, get
your guns out and be ready for
three killer crows,

i

After killing the crows dimb up
onto the edge of the wall and toke a look
over the edge — if you can't see a pool of
water you're on the wrong side, now moke
sure you aren't going to miss and take a
dive into the pool.

After landing gracefully in the water
look for @ underwater cave which holds the
key — well a key at leost. Pick this up and
swim to the surface but before dimbing out
chedk to see where the tiger, which will have
just appeared, is prowling about. When it
is safe, dimb out ond blast the tiger, then
look for way badk up the wall — the green
mound piled up against it should do the

trick. Once back up, use the key in the
door that's opposite the one you came
through at the stort.

L5

As soon as you open the

J

door get your guns out
and blast the nasty

spiders that come at you
from all angles. When
they are all dead, dimb
the ladder in front of
the door and blost
another spider at the
top, then collect the key
and cimb badk down.
When you reach the
bottom of the ladder
you will see a door to
your right = unlock this
with your key and
proceed through.

L6

At the end of the short
tunnel that follows, you
will be jumped by yet
more spiders, so hove your quns ready and
kill these quiddy. Next to the skeleton is a
medi-pack and some ammo — pick these up
and run down to the large block. Thanks to
her super-human strength, Lara can pull
this away from the door. Now proceed
through to a steep slope, which Lara must
slide down.

1.7

At the bottom of the slope is a room filled
with water. Look to your left and you will

see a ledge about halfway up the wall, use
this to get past the blow-pipes that will start
firing if you try to wade across. At the other
side simply drop into the water and climb
out into the next tunnel.

L3

This next part is quite
difficult so save your
game here. Now start
running and don't
stop, as s0on 0s you
leave the tunnel tum
right and leg it oway
from the two lorge
boulders that are
rolling towards you.
Head towards the
tunnel and get ready
to jump, but not too
soon or you will land
in the spikes. If you
make this you will
slide down a slope into a lorger corridor
but don't stop becouse the walls are closing
in, so tum to your right and you will see a
hole in the wall, dimb into this and you are
safe for a while.

Again, when you start running don't stop,
because the floor will collopse sending you
plunging into a pit of spikes. Towards the
end of the tunnel get ready to jump three
swinging blades at ankle height (these can
do o lot of dumage, so get your timing
right). If you think you have time there is a
secret on the floor, but beware — the walls
are still dlosing in, so unless you feel brave
just keep running. You will eventually come
to a slope that sends you skidding into o
small room. No time to stop — run to the
comer of the room and stand on the broken
tile, which then breaks, sending you falling
to welcome safety,

L
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L9

Phew, you made it. Along the tunnel in

front of you are two lorge rolling blades,
and just in front of these is a medi-pack
Timing is all important here if you are

going to make it, so wait until they have
just passed you, then run like the wind to
the other side.

Lio

Get your guns out to deal with the few
spiders then walk very carefully to the
death-slide handle at the edge of the diff.
Press and hold the action button to grab it
and hang on. At the bottom are two tigers,
so have your guns out before you touch the
ground and deal with them before continuing
on through the hole in the woll.

Lu

This is it, the end of the level, all you hove
to do is run to the doorway and that's it.

LEUEBL -
Uenice

21

From the start, tumn around and run down
the alley, kill the dog that appears at the
end and tum left.

af

Down the end of this second alley is another
slavering dog and o dodgy guy armed with
a baseball bat = kill them both and then
tum right to get to 2.3

23

Collect the flares and push the switch. Now
dimb up through the trap-door that has
opened, then push the next switch and
carry on climbing. Once you're up on the
roof, tum to the window and climb up onto
the ledge, shoot the window and walk
through 2.4 to the next room.

To Canal
21 (baicomy)

Shoot the quy on the balcony then make
your way over to him — he will have dropped
a key so collect it and go badk to 2.2.

a2z

Dive into the water and then swim under
the middle wooden door...

Fd]

...to find @ speedboat, Yes, you can drive it
but you can't go anywhere yet, so push the
switch on the wall and use the key in the
lock to open the doors and swim out.

oc

Quickly climb up out
of the water and
shoot both the
baddie and his dog.
You can then pick up

the dead guy’s guns and dimb
back up to 2.4.

a4 l To Sewers

Tum left, kill the dog and then
go through the door.

26

Run across the bridge and push the switch,
then retum into the main room and shoot
out the window, dimb up onto the ledge
and take a running jump over to the canopy.

2.2 (canopy)

Make your way across the canopies and
through the door to pull the switch, then
dive into the water and swim to the boat.
Drive the boat to the gap in the fence that
covers one of the tunnels.

27

Drive the boat along the tunnel until you
foll into @ large room.

To Canals

o8

In the middle of
this room, under
the woter, is a
secret — collect
this and take the
only tunnel out.

29

To your right and
up a lodder is yet
another secret, so
collect this and
then go to the
other side of the

START

room and drive in through the double doors.
Park your boat and swim back through into
the main room.

210

To your right is a window, shoot this and
go into the room beyond, shoot the baddie
and collect the ammo he drops. Also collect
the shotgun shells in the doorway, then pull
the lever you find there and go back out
through the window.

29

Tum to your right and cimb up the ladder.

2

Dive into the pool and pull the lever before
getting back in the boat and driving out.
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. To Sewers

canals

When you get to the conals, tum left and
follow the canal until you come to three
gondolas parked in the way (these can be
smashed up, should you be feeling that
way inclined). Get out of your boat here
and jump to the raised section, then onto
the conopy — you should now see a bridge.
Get your guns out and jump over to the
bridge, then shoot the gaon and his dog
and go into the courtyard.

212

Quickly kill the man with the gun ond
collect the key he drops, then use this to
open the door. Go through and drop down
into the hole and pull the lever. Now retum
to your boat, killing anybody that gets in
your way... Bang, bang, bang!

Conails

Once back in your boat tum it around and
go back the way you came. Continue past
the place where
you started and
tum left, quickly
Jjump onto the

START

Jetty and kill the bad dude who will be
pumping bullets into you. Jump back into
the boat and carry straight on to the end,
then tum right and park next to the jetty.
As soon as you get out of your boat o baddie
will come out of the door, so when he does
be ready — kill him and go in the door

23

Kill the rats then pull the lever and retum
to your boat.

Canals

Tum the boat around and take the narrow
alley on your left. At the end tum left again,
then find on open door on your right.

24

Collect the key and look up at the ceiling to
find the way out. At the top are one man and
his dog — kill them both and pull the lever
to open the big doors,

Ganals

Kill the guy on the walkway then get back
in the boat and head back to where you
trashed the three gondolos. Park by the
steps and kill the baddie, then use the key
to apen the door but be ready for the quy
that comes out. When he is dead go into
the room.

25

Push the switch and retum to the boat.

Canals

When you get back in the boat carefully
drive down the clley in front of you but
stop before the mines, which are floating in
the water. These must be destroyed before
the level can be completed, and the only
way to do this is drive your boat into them.
but obviously you can't be in it at the time!
So, find a safe stretch of water and practice
Jumping out of the moving boat — the boat
will carry on going and this is how you can
destroy the mines.

When you are good enough have a go
at the real thing, although it is a good idea
to save before doing it. When you have done
this, swim to the other boat that has been
left on the level and head back to room 2.14.
When you reach here keep going to the end
and take o left — there is a room on the
right that con be driven in but don't do this,
instead jump out onto one of the windows
and shoot the guy inside.

216

Drive the boat in and push the switch, you
will now natice that the door is shut and
that to get out you'll have to drive out through
one of the windows, so line yourself up
with the window ,that is in tum lined up
with the ramp.

Canais

As soon as you leave the room a church
bell will start to chime, you have until the
twelfth chime to get to where the bombs
were and through the double doors, so
follow these instructions careful. You will
need to hold the X button for extra speed
all of the way, so with this held down head
out of the window and straight up the ramp,
smash through the windows, then when

you land go straight forward and through
the narrow alleyway that was blocked by
the gates. At the end tum right and the
finish will be in sight. Don't worry if you
don't triumph the first time — simply try
again from the last room.

Total PlayStation
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LEUBL 3
BARTOLI'S
HIDEOUT

a1

Drive your speed boat along the tunnel
until you come to a gate, this will apen as
you opproach, then park at the jetty and
kill the rats. Continue up the steps to your
left and kil the quy in the corridor at the
top, then enter the corridor and pull the
switch, this will open the doors down by
the jetty.

3.

Kill the three baddies, run to the windows
on the left of the room, shoot one and kill
the two dogs that jump through, When
they'e dead go out into the conservatory
(3.3) and run to the end to find ammo and
a medi pack. Now retum to the main room
and tum left to look down the corridor —
proceed with caution and avoid the swords
- then pull the lever at the end and retum
to the main room.

3.2

Climb onto the brown sloping block, then
Jump almost straight away ond grab onto
the level above, pull yourself up and walk
to the large block, push the block as far as
it will go then tum to your left and take a
running jump over to the opposite balcony.
Pick up the ammeo and tum to look at the
wall with what looks like lodders stuck to it
and grab on to it. Shimmy across to the
apening and walk out onto the balcony.

Tum to your right and shoot the goon
on another balcony, then tum around and
walk to the open end of the balcon. Jump
over to the canopy and you will start to
slide backwards so hold X to grab on. Now
shimmy ocross to the end, then pull yourself
up. As Lara is climbing up press the jump
button so she will backflip onto the next
balcony. Tumn to your left and walk to the
end of this balcony, take a running jump
and grab onto the next platform. Now haul
yourself up and jump on to the canopy. From
here you can drop down to the platform
below and then across the canal, and in
through the double doors.

3.4

Run up the staircase and through the door
to your right.

a5

Shoot the two baddies then run to the
window, shoot it and walk through, kil the
quy on the balcony and shoot the next
window and walk through.

J6

Kill the two guys (one sneoks up behind
you) and the dog, then walk over into the
fireplace, push the blodk os for as possible
then hop on top of it. Follow the corridor
until you reach a slope leading into the
next room, pesition yourself to face the
water and dive in thus avoiding the blades.

37

Climb out of the water and position
yourself to face down the corridor with the
flames, Standing on the wooden floor tile
will tum off the flames so do this and then
quickly run and jump your way to the end,
walk up to the door and it will open
automatically.

3.8

Shaot the goon and his two dogs before
dropping into the room, walk to the
sloping block directly in front of you and

dimb onto it, at the highest

end jump up and grab the
chandelier. Haul yoursell up and
tumn to your left, jump across to
the windows and pull the
lever, this opens a trap
door behind the fire.
Now shoot out one of
the windows and walk
out onto the ledge,

tum to the right to find
the open trap door, drop
down (don't worry, you
will land sofely in water).

3.9

Pull the lever and swim
through the door that
opens, then tum to your

1st Floor

right and swim down
through a gap.

J.10

Swim stroight
forward to find
a secret and some grenades, then
quickly swim out with Lara's nubile
arms-a-flailing.

START
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3.9

Back in room 3.9 swim straight forward
through the submerged broken window
and tum left then left again, dimb up the
ladder and you are back in room 3.8

38

Again jump up to the chandelier but this
time toke a running jump to the middle
one, tum to your right ond jump the gap,
pull the lever and jump back onto the
chandelier. Now carry on to the highest
chandelier then up to the platform. From
here tum to your right, kill the rats, and
Jump to the ceiling joist, shimmy along
then pull yourself up and align yourself
with the next platform. A running jump is
needed and your guns should be out ready
for the thug who will attack when you land,
shoot him then dimb up onto the wall. Tum
to your right and you will see a lever, jump
over to it and pull it.

Drop down onto the nearest chandelier
ond make your way to the lowest one, now
tum to your left and jump to the hole in the
wall containing the key. When you have it
make your way to room 3.9

39

Use the key in the lock next to the double
doors to open them,

a3l

Run straight through this room into 3.12,

J12

The book shelves are dimbable so look up
to see where to dimb, then pull the lever
you will find at the top before retuming to
room 3.11.

12

Tum right into room 3.13.

313

Climb up the first set of book shelves on
your left, at the top tum around and jump
to the platform on the opposite side of the
room. Climb up the shelves to your left,
then jump onto the window sill, shoot out
the window and walk through. Slide down
the canapy and jump before you fall off the

end, you should land on a small balcony.
Tum around ond take o running jump ot
the sloping roof, tum to your right and

Jjump onto the wall then in to the waoter.

RULEEEED (i
Y MR V) )
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a4

Climb out of the water and go into the shed,
shoot the baddie and collect the key, then
retum to 3.12.

3.

Pull the lever here and go through into the
next room.

a0

Kill the boddies in the garden then go through
and out of the door.

316

Swim left and dimb up onto the wall, use
the key in the detonator then run to the
remains of the building

3.7

Make your way up through the ruins until
you reach the roof, then follow the path oll
the way along and you will come to hole —

drop down here and then go down the
slope to finish the level.
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LEUEL 4.
THE DPERA
HOUSE

41

From the start, jump into the water, avoiding
the swinging box, and you will see a lone
gunman. Swim to the opposite side of the
pool and dimb out ~ this must all be done
fairly quickly — and shoot him full of lead
When he is dead, look to your left and you
will see the pool is partially divided by a
wall, dive in and swim to the other side of
this wall to discover a cimbable wall.
About two thirds of the way up is o ledge,
drop onto this and tum around, then dimb

up onto the next ledge, here there is a
switch that must be pulled.

Now retum to the ladder and continue
dimbing. When you reach the top, move to
the far right before dropping off the lodder
or Lara will fall all the woy back down and
break both her legs. Now jump to the next
platform and prepare to jump across the
gap to the white ledge on the other side
When you are ocross tum to look at the
swinging box and line yourself up for
another big jump, you can make it but only
by the tips of your fingers, which is a good
thing because if you pull yourself up the
box will do you major damage. When you
are out of the way of the box pull yourself
up and tum to the left, with the hox
swinging in front of your eyes look down

at the hole in the roof that you opened
earlier with the switch. Good timing is
needed to miss the box and land in the
hole so if you haven't saved lately, save
before you jump.

42

Have your guns ready to deal with the
chap who will try to hurt you as soon as
you land. With him dead jump onto the
crates to discover a key,

in the waoll, follow the corridor until you
see the roof of the opera house.

44

Shoot the man running around before
dropping down onto the roof As soon as
you drop two dogs ond another guy will
come at you from your left, kill them and
run around to the other side to find two
more baddies, when this is done jump up
onto the dome and head towards the
swinging box. Take a running jump
avoiding the box and grab the edge, haul

yourself up and light o flare, then drop

down into the hole at the back and

press the switch. Now dlimb back out
and shoot the two goons that have
appeared and drop down into
the hole that has opened,

As you leave another goon will come
through the door and down the steps, kill
him and make your way back to the
swinging box

41

From your starting position look right to
see a flat piece of roof, stand
close to the wall and toke a
running jump, when you land
hold the oction button (X) and
jump off backwards grabbing
onto the edge and shimmy along
until you can drop off safely
onto another flat bit of

roof. Now tum so your back

is facing the water and hop
off backwords again. Hold
X 50 you grab the edge,
now shimmy along until you are above
the window, drop and grab the window
ledge then haul yourself up. Shoot the
window and it will smash revealing o 4.6
room with pieces
of jogged glass
embedded in part
of the floor.

43

Staying on the
window ledge,

Cellar (4.9)

move as far right as possible and as
dose to the inside edge as possible
then take a standing jump to the side of
the glass. Hold the walk button and you
can walk safely through the gloss ond up to
the ladder on your right. At the top
of the ladder follow the corridor
until you reach a lock, here you

From Outside

must use the key you found in
room 4.2. Keep going until you
come to a ladder, dimb this and
you will be at the edge of the
roof of a large room, Here you
must jump onto the remaining roof tiles to
get to the other side but they fall ofter a
few seconds so once you start keep
maving. When you are safely to the other
side tum to your right and dimb to the gap

15

In front of you are two

levers, pull the left one to
apen the gate to your left and drop down
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the hole. Run down the steps and press the
switch around the comer then retum to the
gate which is now shut, jump up and grab
the lodder and then use the gate to dimb
across into the hole. Now you can walk to
the edge and look down at the impressive
opera house,

46

After dropping down, tum to your left and
shoot the guy that comes around the comer
then tum around and run the opposite way,
kill the baddie and the dog and walk over
to the hole in the floor. Carefully dimb
down to the ground floor and kill the two
dogs and the goon. When they are dead
Jump in the water and swim to the other
side, dimb out again and shoot the dog

and the guy with the gun, then run into the
left doorway.

47

Pull the switch and then run to the room
directly opposite this one.

48

Kill the two goons and stand at the entrance
to the room, Jump up end grab the ledge
above and pull yourself up, avoid the gloss
and run to the roised bridge. Tum to your
left and take @ running jump over to the
ledge and shimmy along until you can pull
yourself up. Pull the lever to lower the
bridge and then jump back over to the
walkway and go over the bridge. At the

end of the walkway tum to your left and
do @ running jump over to the next ledge.

Climb up to the hole in the wall and do
another running jump over to the top
walkway, tum to your right and make your
way along jumping the gaps ond ovoiding
the swinging sacks. When you reach the
switch, push it and walk towards the slope
leading into room 4.6. Tum around and
hop off badwards, making sure you grab
the bottom of the slope to slow yourself
down, then drop to the floor and go down
through the trapdoor.

49

Light a flare and tum down the left tunnel,
tum left again and swim down the steps,
at the bottom of the steps tum left and
pull the switch.

Dive back into the deep water and
look for a narrow tunnel, swim down it to
find a secret, then moke your way back to
the area you started in and swim down the
wide steps. When you surface dimb out in
front of the ladder and collect the relay box
then dimb the ladder back up and go into
the main room once more.

416

At the top of the ladder jump up to the

next level and run around to the opposite
side of the balcony. Here you must tum left
and follow the comdor around. Kill the two
dogs and use the relay box in the broken
machine next to the lift. With this done you
can call the lift by pulling the lever, but
don't get in it yet, wait until it starts to go

down and hop onto the roof and from here
dimb up the ladder. At the top of the ladder
walk slowly through the glass to find a secret
and some uzis, then dimb back down the
lodder and call the lift again. This time get
in and try out your new uzis on the two
baddies ot the bottom. When they are dead
send the lift back up using the switch and
drop down the hole it leaves

410

Swim up the steps to find a circuit board,
then retum to the lift shaft — once here
look through the bars and you should be
oble to see a lever, swim to this and pull it,
then swim through the gate that opens.
Climb up the shaft and kill the baddie and
the dog and follow the corridor along to
some windows, shoot these and drop into
the room beyond

4nu

Pull the switch next to the door to open it
and slide down the slope, jumping at the
lost second and grobhing the ledge at the
bottom, collect the key and dimb up to
your right. Now tum to face where the key
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was and do o side flip onto the next slope,
ogain jump at the bottom to avoid the fans,
follow the corridor and kill the rat. Walk to

the edge ond do @ standing jump over the
gap. Tum around so your back is to the fan
and you're on the edge of the hole you just
jumped over, do o back-flip and repeat to
get up the next level. Go up one more level
to get a secret — be careful of the fan hidden
in the darkness behind it — then go badk down
one level and follow the corridor. Pull the
box away from the door to reveal a switch
to open it, when the door is open push the
box out into the room beyond. Now dimb
up onto the ledge with the windows on it
and shoot them out, go through into the
room and push the box out on top of the
other one ond use these to dimb up to the
top set of windows. Kill the goon and
return to the lift shaft, jump up to the next
level and you are back in room 4.6.

46

Kill the baddie and run forward until you
see a key hole. Use the key you found in
the ventilation shafts to open the double
doors to your left, hop over to these and
drop down the other side.

45

Dodge the boulders and press
the switch to your right, this will
open the first gate you came to
inside the opera house. Climb up the
lodder and use the circuit board in the
broken machine, then press the switch next
to it. This has opened the curtain on the
stage in room 4.6 so head for this.

46

Now head for the stage,
killing onyone you meet
on the way and then
go through the now

open door, which will

toke you backstage.

412

Make your way through the crates until
you see a crate that is shorter thon

the rest — pull this out to reveal a switch.
Press this and dimb up towards the
lampshade, then through the hole in the
wall. When you emerge on the platform
above the stage tum to your right and
follow the platform along. Drop into the
hole and jump aver the hole in the floor to
the hole in the wall, then pull the switch to
open the door past the swinging sack.

413

When you are past the swinging sack drop
into the next room avoiding the swinging
box and battle with the goon who attadks
you. If you hove any uzi bullets use them,

otherwise use the most powerful gun you
have because he is very hard to kill. When
he is dead get ready for two Dobermans
and another baddie who are easy to kill
compared to the last guy and then go to the
other end of the room, climb up onto the
crates and make your way back to the hole
you entered this room through avoiding the

swinging boxes. To the right of the hole is a
switch, press this and exit through the large
double doors in the comer.

To Opera House
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LBUBL 5.
DFFSHORE
RIG

al

From your starting position tum to your
right and pull the crate three times, Climb
over it and you will see a switch = this
opens the door that
leads out of this
room, but only for a
short time, so you
must clear a path
through the crates
(only faded crates
can be moved) and
then push the switch

o

As soon as you enter this area an
alarm will sound bringing two goons
running. Although you may be
tempted to dive in the water, don't —
instead go through the
door on your left,
avoiding the baddies
as much as possible.

o3

Avoid the slope and
run around the comer
up to the windows —
the goon with the gun will then
shoat at you, smashing the
windows, so that you can escape
onto the balcony. On the balcony
tum to your right and drop off
onto the platform below, here there is a
switch that must be pushed to open a
hatch in the belly of the plane, this is your
next destination.

o4

Swim up into the hole under the plone and

dimb out, directly in front of you is a switch,

push it to stop the propeller then leave.

! the first switch but
. i instead of pushing
i it, walk along the

5.15 9

o

Swim back to where
you started and
then repeat your
movements up to

Jetty thot sticks out
towaords the plone, from here take o
running jump onto the wing of the
plane, run to the tail and you will fall
through a trap door,

L]

Pick up your pistols then dimb out of the
water and swim right badk to the start agein.

o2

Kill the two goons and collect the yellow
pass and the medi-pock, then proceed to
the smashed windows in 5.3.

o3

Use the pass in the yellow card

reader on the wall (it is hidden in

the shadows, so look carefully) to open the
double doors then proceed on through them,

a6

Push the switdh to tum off the alarm and tum
right, open the door at the top of the stairs.

a7

Run in to the room ond immediately tum
around to shoot the nasty man who has

crept up behind you, then run through to
the next room

o8

As you enter a goon will come down the

ramp: shoot him and tum right

a9

Yet another goon to kill, when he is dead
look around to find ammo and harpoons
and carry on to the next room.

82
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o 0

Run to the second bunk on the left (top
bunk) to collect the auto pistols and some
more ammo, then dimb up to the first bunk
on the left (os you enter) and push the
button. Now run to the far end of the room
and dimb up onto the top right bunk — tum
around and jump up through the hatch.
Run aleng until you reach the top of a
slope — tum around and slide down it
backwards, and hold the X button to grab
the edge.

ol

Climb down the ladder and tum to look at
the two crates, pull the right one out and
push it as far oway from the entrance
ladder os possible. then pull the left one
out, and move it os close to the other
ladder os possible. Use it to get a good
jump over the flames onto the ladder and
dimb up.

Kill the bad guy and collect the red
pass card and carry on up the tunnel, there

is 0 ladder halfway clong here which leads

to a secret — when you have dimbed down
carry on to the next room.

o2

Dive in and pull the lever, quickly swim
along the tunnel to find another secret
behind a huge fan. Swim back and dimb
out into the other tunnel — this leads back
to the plane room

o2

Run along the balcony and ge in through
the broken window.

a3

Go through the double doors.

a5

Take o left and run up the stairs.

a.13

Kill the goon and the dog, then carefully
walk to the bottom of the ramp which will
start the barrels rolling, Dodge them all
and then run up the romp to the red pass
reader and use your red poss.

a4

Kill the three baddies then jump up to your
left. Push the block as far as possible, then
go around to the other side of it ond pull it
— retum to the other side of it to push it as
far as it will go. Jump across to the other
raised platform but ignore the large pit.
Instead jump on the block you've just

moved and then into the hole in the wall.

o>

You will come to a room that runs alongside
the previous room, pull the switch on the
wall to fill the big pool then retum along
the tunnel

a4

Swim across the pool and walk to the edge
of the next one. Tum nght and jump onto
the black block, then tum right ond jump
up the slope and pull the lever then retum
to room 5.15.

L H]

Drop into the hole in the floor and follow
the tunnel along until you reach o slope
Slide into the next room.

5.6

The rule in this room is stay on the gangways
and keep maving, so from the start tum left
and run to the end, tum right and jump the
gap. Keep going all the way around the room,
killing goons as you go, until you are nearly
badk where you started. Kill the lost boddie
and you will see a green pass cord in o glass
cabinet — collect this, tum around and jump
back to the previous platform. Look up to
see a hole in the woll: dimb up to this and
run along the cormidor back to room 5.15.

If you are trying for oll the secrets, there
is one on one of the platform legs — this
means you will have to battle all the
frogmen and their deadly harpoons. Don't
worty obout how you get badk up: there is a
ladder in one of the comers

L ]

Use the card in the green card reader and
then pull the lever to switch the water into
the other tank in room 5.14. Now

go through the door the green

card opened.

514 V4
Dive in and swim through ;

the tunnel to a lever — pull this and then
continue to the end of the level.
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6.1

From the stort, follow the tunnel along
until you come the edge of o large water
tank. Line yourself up with the lodder on
the far wall and toke o running
jump over to it — you must grab
the ladder or you will fall in the
water and be sucked into a giant
fan. At the top of the lodder,
follow the corridor to
find o switch — press
this and retum to
the water, which is
now safe to dive
into. Once in the
water swim past

the fan and down o
tunnel to find some
grenades, then

swim to the main
tank and pull the
lever, which is found
halfway up one of
the sides. Now swim to
the opposite end to the
fon and climb out, tum
to your left and follow the corridor.

B2

Have your guns out as you enter ,to shoot
the two guys and the Doberman that
attack from your left — do not worry about
the men on the other side for the moment.
When they are dead, line yourself up with
the nearest blodk in the water and jump to
it, avoiding the hook, then jump to the
other block and finally to the other side.
Don't warry about folling in because there
is @ tunnel that leads out at one end of the
pool. Once on the other side, kill the two
baddies and proceed to the next room.

63

The green stuff at the bottom of the slope is
toxic — and will kill you instontly
if you so mudh as toudh it! Se,
save at the top and then line
yourself up with the jetty on the other side.
You must now slide down the slope, jump
the hole, then jump the toxic waste. To make
it to safety your jump over the toxic stuff
must be os late as possible, but be womed —
there is a fine line between moking it and
missing it. When you've made it, tum to your
left and follow the comdor to the next room.

6.4

All there is in this area is o huge ladder — so
dimb it! When you get to the top make sure

To 6.6

you move as far ight as possible before
dropping off. Once you are safely off the
ladder follow the comidor to the next area.

b5

In the far comer you'll find some ammo
and if you look carefully you should also
spot some uzis with clips. Pick all of these
up and look down the hole — you will see
a slope leading out of sight: this is your
next route forward. Line yourself up so

From 6.5

you're sure you will slide
down backwards and then
drop down.

66

Before you reach the bottom
of the slope press and hold
the X button so you grab the
edge, then simply drop, and
grab the next one. Haul your butt up and
fill the bad guy full of lead, then tum left
and walk along to o gap in the railing. Look
down and you will see a blue keycard: to
get this you will need to take @ running
Jump straight at the wall and slide down
into the hole that contains the card. Other
than the card there is nothing here
to interest you, so go to the hole in
the wall and dimb in,

Follow the corridor until you see
a ladder — this is the very same huge
ladder that you dimbed before, so
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follow the same steps as before until you
are back on the wolkway you just jumped
off (to collect the blue pass) — but this time
head right and use the pass in the reader
to open the door.

B.7

When you enter this area, there are four
dogs and a guy with a flame-thrower
lurking about. so toke them out (to be on
the safe side) and then go to the door that's
on the opposite side of the room to the
way you entered and open it.

6.8

Get your guns out and kil the man inside
the door, then tum to the pool ond dive in.
There is a tunnel at the bottom guarded by

= = 4
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o diver — lure him out and kill him from the
safety of dry land. When he is dead dive
back in and swim into the tunnel, post the
two gates and pull the lever, tum around
and swim through the now open gate,
follow the tunnel around to the right until
you see a lever, pull this ond carry on
oround to the right swim to the gate and it
will open. Tum left and you are back in the
pool. Climb out of the pool and head back
to room 6.7.

6.7

Tum to your left and open the next door
you come to. Follow the steps up and go
through the open door ot the top.

69

Kill the three men who come out of the
helicopter and take their ammo, then carry
on out through the main room into the
room beyond. Tum to your left and you will
see a corridor with lames on the floor;
these must be tumed off using the switches
on either side of the entrance. The right
one must be used first, followed quickly by
the left, then without any hesitation you
must run to the end of the corridor and
collect the machine piece, tum around and
then get out, without falling into the
trapdoor that's halfway along — and cll
before the flames tum batk on!

When this is done tum off the first set
of flames ond drop into the hole (on the
left by the tropdoor) and collect the M16
Once this is done retum to room 6.7.

6.7

Tum right from here and head to room 6.8.

6.8

Push the crate out, away from the door, to
reveal the place where the machine chip
must be inserted. With this done, the door
will open — so go through, but make sure
you have your guns out.

610

Kill the two baddies and then collect their
ammo and health, then run to the far side
of the room to collect your harpoon gun.
When you have it, dive into the pool and
swim along the tunnel.

(]

At the end of the tunnel, either kill the two
frogmen with your new harpoon gun, or
swim to the surface and look for a place to
climb out, and shoot them from there. If

you kill them with your harpoon gun you
still have to dimb out onto dry land. When
you've killed them dimb up another level
and push the switch — when this is done
retum to room 6.10.

610

When you surface ond have dambered
onto dry land, get your guns out to kill the
two bad quys who appear and then head
for room 6.8,

63

The door to the control room is now open,
so enter and pull the switch on the woll.
This will activate the crane so you can get
to the other side of room 6.8.

When you reach the other side of the
pool you will see a red pass card next to o
spinning blade — do not try to pick this up
or you will die. Instead jump on top of the
crates in the comer and then drop behind
them to find a switch. Once you've pushed
it, head to where you saw the helicopter
toke off.

69

The heli-pad will have been raised
allowing you to access undemeath it, so
drop down and go through the doorway
nto a tunnel. At the end of the tunnel drop
down again and get your guns out: kill the
two men and collect the machine chip
which one of them drops. Next go out of
any of the doors — you will find yourself in
room 6.7, Now head back to the area with
the spinning blade

68

Use the machine chip in the machine
behind the spinning wheel to tum it off,
ollowing you to collect the last pass card,
then head to the room under the helipad
ond use the cord in the reader.

6IZ

After opening the door, follow the corridor
- killing anyone who gets in your way —
until you reach a man lying on the floor.
Walk up to him and the level is over.
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LEUEL 7 40 FATHOMS

As soon as you start, tum oround until you

see some crates and barrels. Swim to these
and you will see they lead off into the
murk. Follow the trail, avoiding all the
sharks, and you will come to a large metal
structure. You are now looking for an
anchor — hurry up now as you will be
getting short of breath. Swim to the anchor
and into the hole.

71

Swim to the surface and catch your breath
— but don't hong around for too long
because the sharks are after you. In the far

wall is a hole leading into the
next room.

A

As soon os you enter this
room swim straight up and
through into the next room.

73

When you enter this room
look along the left hand wall to see the
next exit but keep moving because you
need air — and a shark is still behind you,

74

There’s a lever at the other end of the room,
on the same wall as the hole you came in
through. Swim to this and pull it, then tum
straight around to find o trap-door has
opened. Swim through and you are sofe
from the shark — but not from drowning

5

Swim through this room and head straight
up through the hole in the ceiling.

6

Finally — some air! Once your lungs are full
again, dive back under to the large group
of crates and you should spot an opening
to go through.

77

Swim through and dimb out onto dry land
Run down the comidor and pull the laver
you will find at the end, then retum to
room 7.6

6

You can now make your way up to the
other opening in this room with a few
Jumps but before entering get your guns
out and shoot the bloke inside from your
vantage point.

78

Avoid the centre of this room for a minute
and just collect the shotgun shells and the
secret. Stand against a wall facing the trap-
door in the floor and run towards it but as
soon as your feel touch
it, jump or you'll fall
through, The door should
now be open, so peer
over the edge to see two
beddies. Shoot them,
then lower yourself

down carefully.

79

Collect the medi-pack
and the harpoons from
the dead guys, then
look around the top of

the room for the way out. When you find
it, make your way up to the tallest block
and take o leap of fith (you will make it!)
to the next areq.

Z10

This area is made up of several inter-
connecting corridors and will be referred to
as if it were one room. On entering, take
the first ight and run down to the right-
hand tum. Stop here, tum oround and look

{ { 1 o il
up Lo see an opening in the ceiling. Jump
up to this and pull lever one inside. Climb
back down and continue along the corridor,
tum right at the end and carry on.

On your left is the way out, but it is
blocked by flames, so these must be put out.
Ignore this and carry on to the end of the
corridor, take d right and pull lever two at
the end. This has tumed off two of the flames
so run back to where they were and pull
lever three on the left-hand wall, Quickly
move back off of the grates, because the
flames do not stay off.

Take o right and run to the end of the
corridor, then tum left and keep going until
you see some shallow water — a door on
the wall has opened, revealing lever four,
which tums off the other two flames. Pull it
ond start running back to lever two, and
when you reach it, pull it and go! Head to
where the flames were and, if you were
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quick enough, all the flames will be out ond
you can run past, if not simply repeat levers
four and two

Now it is just o case of pulling the final

lever, which opens the door.

n

Directly in front of you is o big pool of
water — drop into this backwards but do
be ready to dimb out again when the big
barracuda rears its ugly head! Shoot it
and the water will be safe to swim in
Dive under, then up through the trap-door
and keep going up until you reach a locked
trap-door. Now look around to find o lever
= pull this and swim back down. In the
bottom room you will now find that the
trap-door has shut but another door has
opened ~ swim into this and pull the lever
to open the top trap-door, then swim back
up to fill your lungs.

All of this must be done on one lung-
full of air because once you are through
the first door, it will shut behind you.

712

Climb out and go along the corridor until
you reach a hole and drop down it

/13

Look for another hole and drop down
through it agoin

A

Tum to your right = you will
see o large hole in the wall. Head towards
this and ciimb up using the crate as a step.

75

Pull lever 1, which will release some rubble
into the previous room, then retum to that

room to see the useful results of your rock
dropping antics.

4

Look up to where you first entered this
room, to see that a previously unreachable
door is now reachable! Climb up to this
and jump up through into this room

716

Climb up to the hole in the wall and haul
yourself up.

n

Pull lever number two in here and then go
all the way bock to room 7.13 again

/713

There is yet another room that was
previously inaccessible, but again,
you can now ciimb up to it

/18

Pull lever number three and retum
to room 7.14

74

When you re-enter 7.14, look up to your
left to see a hole up on the wall — make
your way over to it and dimb inside
Follow the cornidor until it ends at a
lorge pool.

719

Dive in and swim down to the
door on the left wall, where

you'll encounter
a diver with a
harpoon. Lure
him out into the
open and swim up to the ledge
you started on — then shoot him
full of lead! Swim back down
and follow the tunnel along but
stop before you emerge in the
next room and chedk that your
energy level is full.

720

As soon os you emerge you will
be ottacked by two guys, one
with a spanner and the other
with a shotgun. Kill the shotgun
wielder first but keep moving or
his mate will cave your head in
with pleasure. When they're both
dead pick up the medi-pack,
harpoon gun and shotgun pellets,
then pull the lever on the wall to open the
last door, then run through.
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a1

Kill the diver and collect the horpoons, then
swim through the underwater tunnel to
the next room.

a2

There's not much to do in this room except
wollect the medi-pack and slide down the
slope, but hefore you do make sure you
have full health becouse you will lose a lot
when you hit the floor:

a3

When you land ignore the pool behind you
and run towards the archway into the

next raom. Kill the two baddies

and carry on to the right

hand comer of the
second room. Here
you must pull the
two boxes out of the
way to reveal two
corridors. Toke the
right one first and
follow the corrider
until you come to a
new room, Get
your guns out and
drop out of the
tunnel. As soon os
you do, two guys will come from the front

and one from behind, so some fancy
footwork is required unless you want to
get battered. When they are dead carry on
to the next room.

a4

When you
enter this

room look out
for the guy up
on the balcony.
Kill him first

and then look around for the other exit on
the ground floor. Walk into this room carefully
and then walk through the glass, up to the
edge of the hole. Now tum so your badk is

to it, then hop off backwards, then grab the
edge and then drop again to grab the edge
below: Pull yourself up and collect the key.
Now you can retum to 8.3 and take the
other tunnel.

a5

Run to the back of the room and use the
key in the lock — this will open a door next
to you revealing a switch, Press this and
get your guns out to kill the boddie that
appears. When he is dead, run to the
doors he appeared from and press the
switch. Now retum to room 8.4.

a4

Run diaganally across the room until you
see a small ramp, which will allow you to
dimb up onto the balcony. When you are
up on the bolcony tum left and drop off
backwards to grob the edge, then shimmy
along, past the door, to where the bad guy
you shot is lying. Now pull yourself up and
collect all his bullets, then run to the end of
the balcony and jump across to the small
section to collect a circuit breaker. Now go
bock and shimmy along to the door, enter
the door and follow the conidor along
until you see five doors. The anly ones you
can open for a while are the ones with the
wheels on, and the first one you'll come to
is empty, so go on to the second door and
enter this room,

a7

Arrange the brown crate so
you can pull the lever, when
you have done this pull out
the crate to your right which
allows you to reach the
hole at the top of the
room. follow the
cormidor along through
8.8, killing the baddie
on the way and drop
into room 8.9.

a9

Pull the crate
in the comer of
this room
towards the
lever and you
will reveal a
key. Pick this up,
and carry on moving
the crate to the lever. When you
can reach it, pull it to open the
door and then exit back into the
main corridor. Tum to your right
and heod on to the locked door.
Use the key and enter the room.
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410

Lower yourself into the room and then
move the crate so it is at the end of the
row of crates. This will then allow you to
pull the other crate out of the wall and go
through into a tunnel.

an

When you emerge at the other end, walk
carefully forward until you see four cracked
tiles. As soon as you step on the tiles they
will crack and drop and if you fall into the
hole you will be bumt alive! Also, when
you stond on the tiles barrels will start to
roll down the slope on the other side. This
means you can't just run straight across, so
the best way to do it is hop onto the first
tile, then hop badk - this will get one lot of
barrels out of the way. Next jump over the
hole you have just made and jump back —
this will get rid of the other lot of barrels.
Now it is safe to run across the two
remaining tiles.

When you are across, run up the slope
that the barrels came down and jump up
to the hole in the wall... oh no, more
barrels! But don't worry — just drop straight
back down and they will go right over your
head. When they have gone it is safe to
dimb up and collect a secret then retum
and tum right at the barrels.

a1z

Kill the goon and drop down the hole in the
middle of the room onto @ barge, then into
the water — pull the lever and quickly dimb
back out onto the barge, then up into the

main room. Quidkly dimb through the door

that opened in the wall before it shuts.

ai3

Walk to the edge of the slope and step
onto it — jump before you reach the
trapdoor at the bottom because this will
open revealing broken glass — and s you
slide badewards down the other slope, grab
the edge and hold on. Hang here for o
while and the trap door will shut but you
will be oble to dimb up through it
(strangely enough).

You can now jump up to the next hole
and pull the lever. When this is done retum
to room 8.12.

217

Climb up to the only exit you haven't been
through yet and follow the corridor through
to the next room.

84

When you enter this room, stand on the
edge of the balcony and shoot the three
dudes who are taking pot shots at you.
When they are dead run around to the left
and press the switch. As saon as you have
pressed it, jump backwards with the X
button held until you foll off of the edge —
you will magically land on the level below.
Tum to your left and run to the next button
— this will drain the room with the barge in
it. When you have done this, continue
around the raom until you find another
circuit breaker and collect this. When you
do a trapdoor will open, allowing you to
dimb up to the level above. Exit the room
and head for room 8.12

a1

Drop down onto the now land locked
barge and open the door in the comer of
the room. follow the tunnel along and up
into another tunnel section — run straight
forward and drop down the next hole you
come to. Press the switch and dimb out,
run back along the tunnel and toke the
right tum and then right again until you
drop into reom 8.5,

Kill the two beddies and then press the
switch you pressed right at the start of the

level to shut the double doors, then dimb
back into the tunnel and tum left and left
again. You can now collect the third circuit
breaker. When this is done, head back to
room 8.3,

83

Dive into the pool in the comer of the room
and collect the medi-pack, then follow the
tunnel along and up until you see a lever
Pull this and continue up. At the top quickly
dimb out and kill the three goons and walk
into the next room.

a5

As soon as you enter, tum to your right
Lo see three flumes and beside each
flame, o hole to put a circuit breaker.
As you insert each breaker a flume
will go out, allowing you to pull the
crate out, which in tum allows you to
reach a hole in the wall.
When you have dimbed
up to the hole

and shot the baddie
inside, pull the lever and
walk to the edge of the
hole. From here you must take o
running jump over to the large metal
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cylinder and then across to the next and
ogain to the third. Now from there jump
over to the hole in the wall and then dive
into the water. Now swim along through
the underwater tunnel, surfacing at the
other end.

216

Follow the tunnel along to some water but
don't dive straight in, instead look for the
barracuda that is swimming around and
kill it first, then it is safe to wade right in!
As you wade in the water, tum to your
right to find some harpoons, then go the
opposite way and cimb out of the pool in
front of a locked door.

amn

A baddie will attack from your right, so kill
him and walk in to the main room. Tum to
your left and walk forwards until you see a
door with o wheel: open this and enter.

418

Pull the lever and then exit,

a7

Run to the opposite end of the main room
where a door will have opened. Run
through this before it closes.

819

Push the block into the back wall, pull the
lever and exit

217

Again, run straight forward towards room
8.18, but tum left before entering it.
Follow the tunnel to reach a hatch in the
floor leading to some water,

a17a

As soon as you dive in two sharks
will attack you se get swimming
and don't stop. Swim right along
the tunnel and toke the first
night — look carefully in this
area for a key, then as
soon as you have it, make
your way back to the hatch. Obviously, be
careful to avoid all of the sharks and
barracudas on the way,

an

Run badk to the first locked door
you saw in this area and use the
key to unlodk it.

820

Pull the lever first of
all, and then go over
to the pit that's in
the middle of the

main room,

an

On the other side of the pitisa
switch that cannot be reached
unless a block is first moved
undemeath. The switch you
have just pulled will allow
you te do this as you can
now get behind the block
and push it into place
Pull the lever and

head for room 8.20.

420

Climb up through the
hatch that has

opened in the roof
and run along

the corrider until you drop down into o
new room.

a2

Tum to your right and drop down through
the gap in the balcony. Shoot the two
baddies and run around to the doorway on
the ather side of the room to collect the
M16 clips. When you have them slide into
the water, making sure you miss the glass,
and kill the two frogmen. With them dead
look for a barrel on the seabed and swim
over towards it — behind it is a cave. Swim
into here and follow it along (you may
need a flare) ovoiding the moray eels and
barracudas ond swim out of the level
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I6UEL 9.
LivinG
OUARTERS

ai

You start this level from where you left the

last one, which means you are underwater,
so start swimming forwards through the
first archway, then tum to your left to find
a lever, this must be pulled, then carry on
swimming the way you were going and up
onto dry lond.

L

Tum to your left and walk forwards, shoot
the goon who comes at you and carry on
through the door on your left.

a3

Tum to your left and run to the end of the
room, dimb over the large block to your
right and walk through the door in front of
you. Follow the corridor along and drop
down the hole, kill the two guys who come
around the comer, and walk slowly out to
where they came from. You must now hop
back as some barrels roll down the slope,
when they have stopped another baddie
will appear, kill him and walk out into the
next room.

94

Run to the top of the slope and stop just
before it levels out now tum to your right
and toke o running jump over the flames
to hang on the ledge, shimmy along as far
as you can to the right and let go. Pull the
lever and tum to your left and climb up.

a5

Don't stop just go straight up the ladder
and follow the corridor along.

96

Pull the lever and drop through the hole in
the floor, and retum to room 9.3.

a3

Climb up onto the large block in front of
you and then up onto the pistons
themselves, make your way from one to
the other until you reach the doorway at
the top of the room. Follow the corridor
along, killing any baddies on the way
until you reach a pushable block, push this
three spaces forwards and walk to your
left to another block, push this out of the
way ond drop down the hole inte 1.6.

a6

Pull the lever to retum the pistons to their
original positions and then climb back up
into the tunnel you have just dropped out
of. Make your way back to the doorway at
the top of 1.3.

93

Jump onto the pistons and continue to the
end one. From here tum to your right to
see a lever, take a running jump over to it
and grab the edge, pull yourself up and
then pull the lever. Jump back over to the
piston and then lower yourself down to
the floor, now head for room 1.4 which is
now underwater.

94

Pull the lever on your right as you enter
1.4 to open the door at the other end of
the room. Swim to this door and then
down through the hole in the floor

a7

Kill the frogman and use the air hole to
catch a breath, then swim to the end of the
cave and into o crevice, tum left and swim
forwards close to
the left-hand wall
to avoid the eel
hiding in a hole to
the right. Pull the
lever and get out
for some air, don't
swim to the air
hole, instead
swim almost
stroight up as
you leave
the eel’s
evice to To9.15
see the
trapdoor that
you have

just opened.
Surface ond
dimb out,

a8

Move over
slightly to
your left and shoot up at
the baddie who is walking
around on the ventilation pipes, jump
up onto the middle walkway ond tum

around to face the way you came.
Sidestep to the left until you are under
the ventilation pipe where it starts to tilt
upwards, do o standing jump over to the
pipe in front of you and haul yourself up.
Run to the right and then tum to the left
to see a doorway in the wall, take a
running jump over to it and follow the
cormidor olong.

a9

Kill the goon and go down the first corridor
on your right, walk to the edge of the hole
in the floor and jump forwards to grab
onto the edge, pull yourself up and walk
forwards to stand on a cracked tile, you will

fall through into a pit containing a secret,
collect this and walk slowly through the
glass to the hole and jump out. Retum to
where you killed the goon and go down
the other comidar, tum left and slide down
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the slope and jump off the cracked tiles
before they break and tum left.

910

kill the barracuda in the pool in the
middle of the room and walk in. In the
comer of the pool is a cracked tile. Stand
on this and swim through the hole it
leaves to find another secret, When you
have collected it swim back out and
continue through room 9.10.

an

Walk almost straight
forward to two sloping
pillars facing each other = in
the middle of these is o
cracked tile. Jump onto this
and you will drop down a
little bit. New pesition
yourself so you can sideflip
out of the hole. Now look up
the slope to see a crack in a
block that you can grab ento
ond shimmy olong. When
you have done this pull
yourself up onto the flat part and jump
towards the back of the room — in the
highest comer is o doorway, drop through
and tum right.

a2

Shoot the goon who is coming down the
ramp to your right and then go up the ramp
tuming left at the top into room 9.13

a13

Shoot the guy with the shotgun from up on
the balcony and then run to the far end of
the balcony. To your left you should see a
crate (if you don't you are in the wrang
place) which needs to be pulled towards
you, then jump off the balcony and run
oround to your left. Kill the two dudes ond

drop into the empty pool, there is a crate in
the comer that needs to be pulled out to
reveal a key. When this is done retum to
the balcony and tum left up a tunnel,
follow the tunnel around into a corrdor

a4

Here you will find the lodk that fits the key,
so use the key and then head onwards
through the doors that have opened. Here
you can go either left or right but as both
routes lead to exactly the same place it
really doesn't matter.

915

Kill the baddies in the seating area and
then jump over to the hole in the wall, kill
the two dudes in here and pull the switch
Retum to the main area ond head for the
stage where the curtain has been pulled
back to reveal a corridor.

Kill the baddie and run to the block at
the end — pull it out one space and hop on
top of it, tumn to your left and drop into the
next room.

Ji6

Tum to your left and light @ flare, walk to
the edge of the pit and jump over it, push
the switch and retum to 9.13.

313

The pool is now full so jump in and swim to
the other side, dimb out to finish the level.
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LEUEL I0- THE DEGH

14}

From the start, run stroight forward and
jump out of one of the windows, when you
land in the water swim to the left and
cimb out onto a platform. From here tum
to your nght and dimb up and around to
find a key. When you have it dive into the
water and through the tunnel to your left,
follow the tunnel along until you surface.

1z

Climb out and kill the goon then tum to
your left and drop down onto the floor,
tum to you right and run clong until you
see another baddie. Kill him and carry on
the way you were going until you see
some crates, these need to be shuffled
around to find o door and a hole for your
key, use the key and enter the room

0.3

Run down to the bottom of the room and
drop into the water. Swim olong the
tunnel until it tums right — here there is g
lever that must be pulled, when this done
return to the surface and dimb out, leave
the room.

oz

Tum right and run to
where you killed the
second baddie, dimb
up and run to the end
of the raised section.
Now stand on the
trapdoor and you will
fall through. Follow
the corridor along to a
ladder cimb this and
pull the lever at the
top, head back to
room 10.3.

0.3

Again run down to the bottom and drop
down the now dry hole. Follow the tunnel
olong to find a moveable blodk, pull this
towards you two spaces and go through
the doorway.

04

Follow the tunnel along and dimb out into
a cave, run straight forward until you come
to a underground lake. Wade in and kill
the two divers, then look for a place to
climb out on the left-hand side with some
crates on it. When you have found it kill
the dude who comes out from behind the
crates and collect the ammo.

Dive into the lake and swim to the
deepest end, here there should be some
reeds, and in the middle is o secret. When
you have it dimb badck out by the crates
and tum to your right, run forwards until

g"" : ‘ E D B RSSO .. ... . § T() TOP
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Deck

you come to a small pool separate from
the rest. On the other side of this is a cave,
which is where you want to be. Follow the
tunnel along until you reach a baddie, kill
him and carry on up the tunnel, ot the top
you will see a medi-pack and a hole in
the floor, look carefully down the hole
and you will see the yellow boat, Now,
making sure you have full energy (and |
meon full, not nearly full) lower yourself
over the edge of the hole and let go — you
will land in the boat and you can now
collect another key. Then retumn to the
tunnel and take the left tum around where
you killed the baddie, and dimb up the diff
up to the top deck.

Iop Deck

When you drop down onto the deck dimb
out of the pit and run straight forward
down the alley and kill the baddie, as you
reach the end of the alley another goon
will appear, shoot him and tum to your left
run olong to some benches and look in the
hole behind them to find some grenades.
Continue the way you were going until you
reach the edge of the top dedk, shoot

Issuedk » Total PlayStation

™
Ud



Middle Deck

Lower Middle Deck

anybody you can from your vantage point
and drop down onto the middle deck

Miooie Deck

Kill any remaining baddies then check the
two back comers of the deck for M16 clips
and uzi bullets (the M16 clips are hidden
behind o crate), when you have done this
go to the swimming pool in the centre of
the dedk and kill the barracuda,

Dive in and swim to the comer of the
pool to make o secret door open, inside is
o diver and a secret so kill the diver and
collect the secret. Then dimb out and walk
to the front edge of the deck and shoot
anyone you can see from here and lower
yourself down on the right-hand side.

Hggﬁl’-ﬂ”ﬂﬂlﬂ

Walk to the front of the deck and tum
towards the large chunk of rock, line
yourself up with it and take o running jump
over to it. Now do the same over to the
next rock and then finally over to the huge
rusty structure.

oz

When you are safely on the rusty plateau
run straight ahead and stop on the edge,
tum around and drop off backwards and

Top Deck

Botom Deck

grob the
edge, below
you is a crack
in the wall
which you
need to get
down to, so
let go of the
top and grab
the crack as
you fall. Now
shuffle olong
until you can
pull yourself
up, tum to
the left and take o running jump over to
the hole in the cave wall. Follow the

tunnel along to a large cave

0.5

To get up this slope you must jump from
platform to platform until you reach the
top, if you miss a platform you slide back
down so take your time to avoid excess
frustration. When you reach the top two
quys will attack, kill them and continue
along the tunnel.

Eventually you will come to an opening
looking out over the top deck, walk to the
edge and line yourself up with the nearest
part of the cabin raof.

Top Deck

Toke a running jump and grab the edge,
then haul your butt up and run to the right,
follow the roof around and jump the gop
over to a trapdoor, step on the trapdoor
and you will promptly fall through.

0.6

Kill the baddie and follow the corrider until
you see a box. Move this and press the
switch behind it, then leave the room. Kill
the goon and tum to the right, tum right at
the end of the alley and run along until you
see an open door on your right.

0.7

Enter the room and use your key in

the lock to open the door.

08

Walk carefully into the room
and tum to your left, light a

flare and you will see that most of the
floor is cracked tiles and the switch is on
the other side. So, the best way to do it is
run to the switch on one row of tiles and
after pressing the switch run badk on the
other row, this is fairly easy as long as you

keep moving.

When you have got safely back, you
should look out of the door to see a baddie
with a stick approaching, Quickly kill him off
and then leave the room, before heading
for room 10.6.

106

Do not enter 10.6, instead go into the
door opposite which is now open. Follow
the corridor along, cdimb up onto the blocks
at the end, tum to your left and follow the
tunnel along. Eventually you will come to a
large hole in the floor Look over the edge
and you will see a key, drop down and
collect it and make your way, carefully,
down to the floor of room 10.2 killing any
boddies on the way.

iz

In one of the comers of this area is a locked
door. Find it and use the key to enter, when
you ore inside pick up the seraph to finish
the level.

34
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LEUBL Il

TNBETAN FODTHILLS

from the start, kill the eagle and run
forwards, then tum to your right and carry
on along the pathway. You will slide down
a slope and drop into the path of some
large boulders. Goed timing will be
needed to avoid them but it can be done.
Once the boulders hove passed you, get
ready for a second lot — these ones can be
ovoided easily by standing in the gap on
the left of the gully. Now continue along
and climb inte the cave.

i

Walk out onto the piece of rock that is
sticking out and face the cracked wall of ice.
Now take @ running jump at it and you will
smash right through the wall and then
immediately start sliding down a slope.
Just before you reach the bottom, jump and
grab the wall in front of you, then shimmy
right across to the door. Follow the cormidor
along until you emerge into the daylight.

nz

Kill the two birds and then tum around
and drop off the edge backwards. As
soon os you land, you will slide off
backwards, so grab the edge and then
drop again. To your left is a cave - enter
this and then follow the corridor along,
avoiding any traps, until you emerge on
a ledge overlooking the water. Tumn to
your right and follow the poth around
until you enter another cave: again
follow the corridor until you emerge out
into the sunlight.

Tum to your right here and follow the
ledge until you ore facing on outcrop of
rock, then do o running jump over to this.
Tum to face the medi-pack on the other
side of the pool, then do a running jump to
land on the ledge with the medi-padk.
Quickly kill the eagle that will be hassling
you, then make your way up the rocks until
you reach the top.

Kill the
two baddies here
and collect anything
they drop, then get
onto the snowmobile
and enter the large
cave. Now

follow the Joose i
cave along = : :
running over
any baddies
on the way -
and you will
eventually
come to o
large area with
several jumps.

n4

As soon
as you
first enter Continued...
this areaq, there is a
jump that leads to

the right. Go over

this and you will land in a cave. Next
tum around and leave the cave, tum to

your right and follow the narrow gully g other Map

along. To your left is the next jump —

do this and then continue jumping until
you reach a row of little jumps that face a
large cave entrance. Leave the
snowmobile here and heod towards the
cave on foot.

As you approach you will see that the
entrance is covered by some blocks — you
will also see a small cave to the left, so
dimb up to this and follow the corridor
along. You'll emerge behind the blodks and
in front of two hungry leopards — kill these
and then move both the blocks out of the
entrance and into the tunnel you just came
through, before retuming to your
snowmobile. Climb onto it and do the
jump into the now dear cave entrance.

Follow the cave along, making sure
you toke the jumps at full speed, until the
path splits, then take the right path
carefully and you will come to a section of
cdimbable wall.

s

Climb up and pull the lever to open a gate
at the end of the other path. Now return
to where the path splits ond take the other
route, killing any baddies on the way.

s

Follow the path along until you come to a
big jump — this one needs a good run up
and full speed to be successfully crossed.

nz

When you enter this room you will see a
load of boulders at the top of a slope.
These need to be triggered so they roll
down and out of the way, and to do this
you need to drive straight across the
bottom of the slope — hopefully you won't
get hit by them, becouse if you do, you're
dead! When they're gone, drive back across
the slope and get off the snowmobile.
Walk as far up the slope as possible
and then over to the edge of the hole. Now
jump up onto the slope above the hole and
you will slide down. Grab the edge and
climb down until you reach a cave — enter
the cave and pick up the key, then drop
down and get your guns out, ready to
shoot the guy who is hiding behind the ice
wall. When he is dead, you can carry on
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through the cave until you emerge below
the jump in room 11.6.

s

Run diagonally across to the other comer
and drop into a hole to find some
grenades. As soon as you do, three
leopards will appear — kill these and then
return to the comer you started in. Climb
up past the hole and up to the top and
you'll be back at the place where you left
your snowmobile.

nz

Climb on ond drive across the slope (the

one where all the boulders were) and
follow the tunnel around.

ns

You will emerge in a room with a frozen
loke in the centre. Get off your snowmobile
and tum to where you entered the room —
here you should see a hole for the key you
found earlier. Use the key and a bridge will
form, then get back on the snowmobile and
drive up the slope that leads around the
edge of the room. You will soon cross the
bridge and be confronted by o slope
loaded with dodgy looking boulders — drive
fast using the X button and don't stop until
you are safely past the danger. There is
now a little jump, after which you emerge
in the main room again.

This time, however, it is different, as the
boulders have smashed the ice to reveal a
key. But beware — as soon as you pick it up

a boddie will appeor on a
snowmobile and try to run you
down or shoot you with the guns
mounted on the front. There is
no easy way to kil him but it can
be done with a bit of luck.
Altematively, just get back on
your snowmobile and head back
the way you came until you've
done the big jump — you'll then
be safe.

Now all you have to do is
retrace your steps until you reach the shed
where you first found the snowmobile.

at you from the right. You can either kill
them here or go back and jump on the
snowmobile to use the guns on the front —
,’-3 either way, when they're dead you can
Use the key to enter the shed and pidk up
all of the items you find inside, then pull
the lever in the comer and get ready for ,,..,’
the three guys that will come in the door, Walk to the edge of the diff at the end in
with all guns blozing. It is probobly best to to kill the baddie from your vantage point
use the M16 if you have enough ammo, if and then dive into the pool. Climb out of
not, make sure you that use your most the pool — there is only one possible exit —
powerful guns. and follow the corridor along to reach the
When all three guys are dead collect end of the level. You'll find that the next
any ammo they drop and exit the shed, level has even more surprises for you...
then tum to
your left and

progress into the next room,

run to the now
open door. Stop
just before
entering and
dimb up to your
right to find a
secret, then
carry an through
the door.

ing

Follow the
corridor along

i

until you drop

into a large room, get your guns out and
get ready to kill the baddie who's on his
snowmobile, When he is dead, collect any
ammo he might have dropped and get
onto his vehicle, then leave the room by the
north exit.

Drive slowly along until you come to o
large pit — the best way to get around this
is to literally drive up the wall! Get as far
left os possible ond drive up the sloped
edge, then drive across and drop off on the
other side. Now get off the snowmobile
and dimb down the ladder into the pit to
collect a secret. When you've collected it,
simply climb back up again ond continue
on the snowmobile.

o

You'll emerge at the top of a large slope —
wait here until two baddies on
snowmobiles arrive. Kill them using the
guns on the front of your nice new
snowmobile, then drive to the bottom of
the slope and down behind the stone pillor.
Here you will find a block that can be
pushed out of the way but os you push it
into the next room, two baddies will come
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LEUBL I

BARKHANG MONASTERY

Dulsioe Tempie

From the start, run forward and peer
around the comer to see a fight going on
between some monks and some goons —
let them carry on until one side is dead.
If the monks win, don't shoot at them
and they will leave you alone — if you fire
a single shot at any of the monks, all of
the other monks on the level will be after
your hlood.

If the baddies win, kill them and
collect any items that they drop. lgnore the
steps ahead, and instead cimb up the
ladder on the red wall. At the top kill the
crow, then jump up to the next level and
from here, up to the next. Make your way
over to the balcony across the rocks, shoot
out the windows and enter the room,

21

Run into the room and tum to the right,
where you can leave or kill the monk —
depending on what you did before — then
carry on forward. As you enter this area a
goon will burst in through the window —
kill him and go out onto the balcony to
collect some grenades.

New re-enter the room and go down
the corridor, entering the first room you
find on the left.

jZh

Main Hali

E WATER
TRAP DOOR

22

Either kill the monk or let him fight the
baddie who sneaks up behind you, then
dimb up the big ladder at the far side of
the room.

%ﬂi’l Hall

IICONL)

At the top of the ladder follow the balcony
around and pick up the key. Now dimb

back down the ladder and go through to
the corridor.

21

Tum to your left and use the key in the lock
to open the big doors, you can then enter
the main hall.

Main Hall

As soon as you enter the main hall, run
straight forward and gote the steps to
your right. Wait here until the monks have
killed all the boddies, then go and pick up
any items they have dropped. Now retum
to the steps and follow the path along,
taking the first door on your right

23

Run down through the rooms until you
reach some steps leading up to your right.

Go up these and smash through the window,
dropping down into the courtyard below to
escape the baddies who are coming up
behind you.

24

If the monks are your friends, you ore safe
here, if not,sget your guns out! Climb up
the lodder at the back of the room and
keep on dimbing until you reach the top
room and see a strange round thing — this
is o prayer wheel and you need five of
these to exit the level. So, pick it up and
dimb carefully back down to ground level.
Open the door and let the monks kill
the three baddies that try to come through,
then run down the corridor and head back
to the corridor that leads off the main hall.
Turn right and run to the end, then tum
left, where you should see flames and
swinging spiked balls. If you have friendly
monks, you're lucky — they will be busy
killing the two baddies that hove crept up
behind you. When the two bad guys are
dead, enter the area with the flames.

25

As you approach the flames they will go
out, but only for @ short time, so get ready
to jump straight across as soon as the
swinging ball is at the end of its swing
towards you — if you time it right you will
not be hit. Run through the small tunnel
and climb out on the other side, carefully
ovoiding the rolling blade, and again jump
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towards the ball as it finishes approaching
you. Run on through the next tunnel and
dimb out on the other side, taking care to
avoid the rolling blade.

26

When you are safely through, collect the
key and continue up the tunnel until you
emerge in a room full of water

27

Climb out of the water and head for the
door. At the end of the tunnel you will find
yoursell bock in the corridor that leads off
of the main hall.

Main Haill

Head back to the main hall and use the key
in the matching lock on the opposite wall.
This will open a tropdoor — quess what,
you need to go down through it!

28

When you emerge on the other side of the
tunnel, tum right and run straight up the

hill = killing anything that gets in your way
as you go — until you see a small building.

23

The door is locked, so you'll need to dimb
up the side and enter it through a hole in
the roof. Once inside collect the prayer
wheel, and pull the lever to open the door.
When the baddie outside has been killed
by the monk collect any items and then
head back the way you came.

28

At the bottor, kill any baddies and run
past the trapdoor to pull the lever in the
next area. Now move out of the woy while
the monks kill any enemies who might be
lurking around.

main Hall

Just run straight ocross the main hall to the
right hand door on the opposite wall,

1210

Run past all the tables and into the far
comer, then walk down the comdor until
you come to a swinging blade — jump this
and go into the daor just post it to collect
the key inside. Now retum to room 12.1.

21

Run down the corridor and tum left at the
end. Go to the door and use your new key,
inside is another key, collect this and leave.
Head for the room opposite room 12.2,
and enter.

2n

Walk slowly into the room and tum to your
left. Avoiding the rolling blades, run across
to the opposite side of the room and use
the key to open the door, before running
through and up the steps.

iz

In front of you is an alleyway which is
blocked by flames — these must be
extinguished before you can continue. Tum
to your right and go between the two
statues, now tum right again and run down
to the end of the alley. There is a lever to
tum off the flames, but beware — the
switch is timed, so as soon as you've pulled
it, you better start running. The gold things
that the flames come out of must be
jumped ond if you are too dlose you won't
be able to, so take care. When you reach
the end tum left and run to the ladder,
then dimb up and watch as the monks kill
off the baddies.

When the bad guys are dead, collect
all their ammo and dimb down the ladder.
Go over to the switch and pull it. This will
open two trapdoors — drop down the one
that's nearest to you.

213

Shoot the glass in the cabinet in the centre
of the room and then collect the gemstones
that are inside. Now go to the lever and
pull it, and then dimb up and out of the
open trapdoor,

22

Head back towards the flame alley but tum
left instead of right. At the top of the steps
go to the middle of the two stotues and
ploce o gem in the slot - this will open a
room behind you. Enter the room and pull
the blodk out two spaces to reveal yet
anather prayer wheel, Take this ond head
back to the main hall.

Mmain Hall

Go through the middle door on the right
hand wall of the main hall and dimb up
until you are looking out over the statue.
Take a running jump over to the statue,
then climb up onto its hand. From here
jump onte the head, onto the other hand,
then from there do a standing jump and
grab the ledge.

Haul yourself up and use the other
gem in the slot — this will open a trapdoor
that’s hidden down undemeath the big
statue — which is where you must head

for next.

it
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214

Drop into the hale, run up the tunnel, then
dimb out and pull the lever. Now go
through the door that has just opened and
push the box into the stream to block the
flow of water. Leave and drop backwards
out of the water outlet, grabbing onto the
edge os you go to safely soften your fall.

27

You are now badk in room 12.7 — minus
the water. Look for a discoloured block and
dimb up to it, then push it out of the way
to reveal o prayer wheel. Collect this, leave
the pool via the ladder and head back to

room 12.2.

2

Now dimb up the ladder to reach the
balcony above.

(=)

Run all of the way around the balcony to
the doorway in the far comer and drop
through. Walk corefully into the corndor
and you will set a boulder rolling — dodge
out of the way quickly and then run up the
tunnel to the junction. Another boulder will
now come rolling from the left, so dodge
this, then run left, up the slope. Follow the
corridor along to the edge of a pool - this

is a good place to save if you haven't
recently — it's going to get harder!

25

Dive into the water as close to the right
hand wall as possible — and stick to the
wall, or you will be sucked down into the
drain and drown. Carefully swim around
the pool to the door in the opposite wall —
as soon as you are through, the pull of the
drtiin will stop and you can relax. Light a
flare and run down the tunnel untl you
come to some opening and dosing doers —
stand in front of them and run just as they
start to open. There are three lots of these
and they must all be hondled in just the
same way.

When you are past them all, continue
up the tunnel and then go up the ladder at
the end.

At the top of the lodder, wait for the monk
to kill the baddie and then go into the
adjoining room. This will lure another bad
guy out — kill him and then light a flare

27

First jump over the gold things to the top of
the steps to collect the prayer wheel. As soon
as you've taken it big flames will appear in

the gold things, so carefully jump back

~ and run on along the corridor until you

down again between the flames and go on
into room 12.16.

You can't get back the way you came, so
pull out the block in the comer, which will
allow you to leave. Climb up the ladder

enter fomiliar territory. Once you have your
bearings, head badk for the main hall.

Go towards the room that’s under the
statue, but instead of going in, carry on
around it, running around to the back and
then up some steps.

28

You are now in the prayer room which has
lots of prayer wheels around the outside.
But wait — some of them are missing... It's
a good job you've been spending your
valuable time finding them, isn't it? Place
oll of the wheels you've collected in the
spaces and the big double doors will swing
open, This is it —you're nearly at the end.

Run up the slope to the gold emblem — there

is something missing here, so fit the Seraph
in place. This will open the exit to this level —
run through and this level is oll over.




LEUEBL 13-
GATAGOMBS
OF THE TRLIDN

131

Drop off of the steps at the top to avoid
the stalactites, then run to the door at the
battom of the room.

3.2

As soon as you enter this room, tum to
your left and walk to the wall. Jump up
and grab the crack, then shimmy olong to
the right until you can pull yourself up.
Collect the secret and flares, shimmy back
along the crack and drop onto the flat
piece of rock. Run down the steps and then
dimb down the ladder. As soon as you get
to the bottom get your guns out and kill
the yeti, then continue down to the bottom
of the cave and pull the switch that's by the
barred door.

Now go back up the ladder and walk
to the top of the slope. Tum to face
down the slope and slide down,

N |

yourself up.

Jumping before you reach the bottom, grab
the edge and pull yourself up. Now quickly
kill the leopard, drop off the night of the
steps — to avoid the stalactites — and run to
the door.

133

Run to the bottom of the steps and tum
around, ready to shoot the two baddies
who sneak up behind you, When they are
dead, go badk up the steps to the bottom
of the slope with the boulders on, Jump
over to there and walk up the slope. As
soan as the boulders start to roll, jump off
sideways to land safely in the water. Climb
out and shoot the two leopards, then run
to the far end of the room and look for a
small slope of rock undemeath a ledge.
Go and stand on the slope, then jump
straight up to grab the edge and pull

Once you're on the ledge, go around to
the right and run across the cracked tiles,
then quickly jump onto the ladder before
they collapse, and cimb up. At the top of

the ladder, jump backwards to land safely
on a ledge behind you.

Pull the lever to open the cage and slide
down the slope, jumping before you reach
the bottom — you should land on the
platform with the cage on. Collect the
Tibetan Mask and drop down to the ground
The pool is now empty and you need to
dimb down into it, but first take o look
around this room to find a small opening —
this leads to a medi-pack. Collect this, then
go down the hole in the pool.

134

Use the mask to open the gate and run
through, staying to the right to jump out of
the way of the rolling boulders. When they

have passed, shoot the leopards and look




to the left of the slope to see @ hole in the
wall. Go to the bottom step nearest to it
and make @ running jump to the hole, then
run past the door and drop down into the
next room.

3.5

Quickly kill the two leopards and run
forwards — two more will appear; so kill
them and run through the gap to the right,
where you'll find another couple of leopards
to killl When they are all dead, dimb up to
the ledge just inside the area to the left.
Drop into the water and pick up the
Tibetan Mask, then dimb back out. Get
your guns out to kill the two boddies who
are lurking around. When they're dead,
collect any items and retumn to room 13.4.

134

Run to the other side of the room and down
the alley to the left of the red building, then
run to the end and dimb up the ladder,
Shimmy over to the ledge and collect oll the
grenades ot the end. Now drop down ond
use the Mask in the hole, before lighting a
flare and entering the room.

I13.6

Drop into the room and tum left, then run
right along the wooden platform to the end
and tum right. Do standing jumps over the
gaps until you reach the third plotform and
then pull the switch on the wall to open the
gates — as soon as you do though, four
yetis will attad from the area below; so be
ready with your shotgun or another pretty
powerful gun.

When they are dead, run to the end of
the platform and pull the block over to the
gates, then push it into one of the gaps.
Enter the room that's beyond the gates and
pull the lever at the back of the room.
Collect the ammo from the end gop and
drop down into the centre of the main
room. Investigate the two cages that the
yetis come from to find ammo and medi-
packs, then head badk to the entrance of
the room. Get your guns out as soon as

you leave the room, and kill the two guys
skulking outside. Collect any items they
drop and head for the door just before
room 13,5,

Run through the door and along the
rope bridge, moving to the left about
halfway along to avaid the rolling boulders,
then continue along to the end. Tum to the
right, take o quick running jump at the
ladder and grab on to. Climb up, then at
the top run forward and drop into the pool.

13.7

Kill the three fish and swim through the
cave until you come to a set of doors, Tum
around and dimb up onto the rock in front
of them, then do a running jump over onto
the lodder and ding on. Climb up almost to
the top ond do @ badkflip onto a ledge,
before pulling the lever and dropping back
into the water. Head back to the double
doors, which are now open, and kill the
leopard that attacks.

138

When the leopard is dead, pull the lever on
the blodk in the middle of the room, then
walk out onto the right arm and do o
running jump, down to the sloping blocks in
front of you. Drop to the floor and make
your way back to room 13.4.

3.4

Run straight through the now open double
doors and do o running jump over the hole.

3.9

In front of you are some boulders on a
slope — walk to the bottom of the slope
and hop badk ane space. First jump forward
onto the slope, then immediately hop back
and then right, to dodge the now moving
boulders. There are also some boulders to
your left and exactly the same methad con
be used to get these ones moving as well.
When they've smashed a way through the
ice, drop down into the pit and kill the
leopards, before collecting the ammo and
medi-pack, and pulling the lever on the
wall. Kill another leopard and make your
way back up to the top where the boulders

were. Go thraugh the hole thats left by the
boulder’s destructive path.

13.10

There are two pressure pads on the floor in
this room — these open doors thot allow
you to progress. Run over the one that’s
nearest the door first and then the other
one. As you run over the second one a door
will open in front of you, so jump up to
this, then jump over the spikes and through
the other open deor, but be careful not to
fall down the hole on the other side of it.
Now you can just dimb down the ladder
and then follow the corridor to reach the
end of the level.
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LEUEGL 4.
IGE PRLAGE

i

Shoot the bell and go through the door
that opens,

“ue

Loak up as you enter this room to see a
cage full of yetis. Thankfully the cage is still
locked at the moment, so you're safe. (For
now!) Dotted around the floor are various
springboards — run onto the two that are
side by side and you will be sent flying into
the air and hopefully onto a platform. Pull
the switch and collect the Uzi dips before
dropping down to the level
below. Kill the yetis
and look

around on this
floor for a medi-padk,
then look for o gap in the
cage on this floor.

13

Jump through the

gap, collect the
medi-pack ond run

around the comer

with your guns

out, ready to kill
another yeti.
Now pull the
switch and
retum to the
ground floor.

1Mo

Look for a
springboard that's

under a thin gap,

with a bell in front of

it. Run onto the springboard, facing the
bell, and shoot the bell at the top of your
jump. You will then slide down the wall
uninjured. Tum to your left and go down
the tunnel with two gates at the end (one
of them you have just opened). There is a
springboard next to the left hand wall.
Walk onto it, grabbing the ledge at the top
of your jump. If you pull yourself up and
tum around you'll see another bell —
shooting this opens the other gate. Now
drop back down and go through the gates.

14

Here there is another springboard against
the wall, walk onta it facing the wall and
grab the edge at the top of your jump.
Shimmy across os far right as you can, then
pull yourself up and jump straight away,
getting your guns out at the same time.
Jump, shoot the bell, put your guns away
ond grab the edge before you fall. It
sounds very hard but it can be done.
Shimmy back to the left and again pull
yourself up, jump, then jump again whilst
holding left on the D-pad. You should land
on the flat area. Climb up through the now
open gate and jump into the next room.

M5

Shoot the yeti and collect the flares, then
enter the dark hole that the yeti come out of

15

Walk down the slope and tum right, then
right again, walk up the dark tunnel and
collect the secret, go back out into the main
tunnel and jump onto the opposite ledge
ond collect the medi-pack. Now go down

Drop to
room below

the main path and shoot the white tiger,
tum the comer and shoot two mare tigers,
then run to the end of the room and collect
the Tibetan mask from the roised block. Go
to where you collected the secret and go
down the opposite tunnel through a now
open door. Follow the path along until you
drop into a room.

“u7

Kill the yeti and run to the end of the
room, collect the medi-pack and drop
down next ta the tub-like thing into the
room below. Get your guns out, kill the
yeti and collect the ammo in one of the
comers. Climb up into the large gap, which
tums out to be a balcony overlooking the
last level.

Run to the end ond collect the ammo,
then return to the other end and use the
mask in the slot. Drop back into the room
and dimb into the other hole, then run
across the bridge to the next room.

1“8

Jump across to the lever and pull it — this
will release lava onto a frozen pool below.
Drop down and kill the white tigers, then
dive into the pool, kill the fish and collect
the Gong Hammer.

1“3

Swim through the cave and move to the
far left of the pool, before wading out to
avoid the stalactites. Kill the yetis then run
down the left passage, kill another yeti and
collect the grenades. Retum to the main
room and go down the other passage, kill
yet another yeti and dimb up the steps.
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110

Stop before you enter this room and get
ready to run down to the bottom-right
comer. When you start running, don't stop
or you will be crushed by the many

boulders rolling down
behind you.

n

Follow the tunnel along
until you reach a slope,
tum around and slide
down hackwards, grabbing
the edge before you drop.
Now shimmy along as far
to the left as possible.
When you are at the end
pull yourself up and jump
straight away, to land on a flat area behind
you, then run into the next room.

Mz

Take a running jump over to the wall and
grob on, then dimb up and through the hole,

113

Lower yourself into the hole but make
sure you have over half energy or you will
die when you hit the floor. Use the Hammer
on the Gong and wolk forward, down the
steps, until you drop into the main room.
Tum to the right and run to the end of the
area you dropped off, jump up onto it and
look for @ hole to walk through. Jump onto
the middle section, collect the item and
Jjump back out.

As soon as you land in the main room
a huge beast will start to attack. It is very
powerful so get out of its way, get back up
to where you've just been and safely shoot
it from there. If you don't have much
ammo use your normal pistols, it will take
a while but it can't attack you up there.
When it’s dead the level is over.

LEVEL IS5 TEMPLE OF HIAN

151

Run down through the two rooms, into the
large room with the altar in the middle. As
you approach you will fall through a
trapdoor and slide down a slape. You then
drop onto another slope. Jump over the
blade then sit back to enjoy the ride, and
after some considerable distance you'll
drop into a pool.

52

Swim through the large hole and then
wade oshore.

5.3

Kill the two tigers and run to the left side
of the temple. Face the side of the temple
and walk onto the springboard. This will
catapult you onto the top of the temple,
Run around to the other side and pull the
lever, then drop back to the floor and shoot
the eagle. Head to the edge of the water
and after killing the fish, dive in and swim
back through to room 15.2.

e

Swim to the wooden platform in the comer
and dimb out, then dimb up the ladder to
the top, kil the spider and walk to the end

5.4

Tum around so you're facing up the corridor
you've just walked up and drop off
badkwards, grabbing the edge as you fall
Climb down the ladder and when you
reach the bottom, drop and grab the edge
below. Shimmy to the left and pull yourself
up, collect the secret by shimmying to the
right, then go badk and dimb the ladder.
Shoot the spider and do o standing jump
to the ladder, then do the same to get ta
the next lodder and dimb up. Pull yourself
up into the corridor. Follow the corridor
along and drop into the next room

5.5

Go to the left of the spikes and climb up
the ladder. Move ocross to the right and

Jump off badkwards, you will land on a
sloping ledge. If you jump again and you
will land on the wall opposite.

5.6

Line yourself up with the three cracked
tiles, now run onto the furthest one and
stop. It will collapse and you will land on a
blodk below: Collect the ammo and do a
running jump into the doorway. As soon as
you land you will start to slide towards

some spikes, jump just before the bottom
of the slope and you will land on another
slope, jump again and grob the edge. Pull
yourself up fros here and pull the switch.
There are some grenades on the floor
below you, so collect them carefully but
retum to the ledge ofterwards. Follow the
corridor along and you will emerge in
room 15.2.

5.2

Dive into the water and swim to the
temple, where the double doors will now
be open. Go through the doors into the
next room.

5.7

(Ground Fioor)

Stick to the middle of the room to avoid
the swords of the statues, which will drop if
you go near them. Collect the M16 dip and
go through the right-hond door,

5.8

When you enter this room take a running
Jump over to the slope directly in front of
the door. Jump before you reach the
bottom ond you will land on another
slope, then jump again to the next slope,
repeating this until you reach the final
slope, when you need to grab the ledge in
front of you. Pull yourself up ond tum to
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the left, do a running jump over to the
doorway and grab the edge, then pull
yourself up and go through the doorway,

There is a switch on the wall in front of
you but you won't get thance to pull it, as
the floor gives way and you are sent sliding
down a slope.

59

As soon os you lond, run towards the switch
and pull it. Now turn around and run to the
door that has opened behind you. There is
no time to waste here because the walls
are dlosing in. When you are finally safe to
get out, carry on.

510

Walk onto the slope to the right to set the
boulder rolling down, and jump off again
before it squashes you. When it has
passed, run up the now sofe slope, but stop
befare you step onto the next one at the
top. Don't step on this one at all, instead
tum to the left just before it and jump up
onto the block beside the slope. This will
set the boulder rolling harmlessly away. To
your left is the next slope and the next
boulder, hop onto the slope to set the
boulder rolling and hop back to avoid it.
When it has rolled out of the way, dimb up
the ladder and into the next room

(-]

Drop into the room and go to the far-right
comer, pull the lever and immediately tum
to shoot the tiger that appears from behind
you. On the same wall as the switch is a
doorway, go to this and light a flare. Climb

Upper Floor

up and do a
standing jump over to the
ladder on the woll in front,
dimb down until you are one
rung above the blade and get ready to
drop past the blode, As soon os you are
past it, grab the ladder again and continue
dimbing down until you are one rung
above the next blade. Use the same
method to get past this blade and continue
down the ladder to the bottom,

At the bottom are two rolling blades —
if you time it right you con run through
midd!e of them into the next area.

I5.7
(Ist Fipor)

Shoot the two eagles then tum to the left
and do o running jump over to the switch on

the wall — this opens the big doors at the
other end of the room but only for a short
time. So, as soon as you press it tum around
ond do a running jump over the gaps os fast
os you can. It may take a couple of tries but
itis possible. When you do get through
follow the corridor aleng to room 15.12.

B

This bit is actually easier than it looks!
Firstly move to the far-right of the wooden
walkway and get as dose to the first
pendulum as you can without it hitting
you. Wait until it starts its swing to the
left, now run, time it right and you can

e
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Just run past all of them in one go. Go to
the right side of the doorway and press the
switch, now jump to the left and press the
other switch, then immediately run through
the doorway as the door and the floor tile
you have just activated are on a timer.

I5.13

Once you are through, keep moving to
keep ahead of the boulder that's rolling
behind you. Run along the walkway ond
jump at the very end, grab the ledge in
front of you and haul yourself up. The
boulder will roll harmlessly beneath you.
Pick up the Dragon seal and tum to the
right, then do a running jump over to the
platform at the side of the dragon and
dimb up to the door at the top, where you
can collect the ammo and pull the switch.

Kill oll of the spiders and exit through
the door on the other side, slide down to the
bottom and from there do @ running jump
over to the wooden block beside the wall.
Repeat this to the next blodk, then tum to
face the sloping blodk to the left, do a
running jump over to this and immediately
jump again and grab the edge of the block
in front. Pull yourself up and you will slide
again. Jump before the bottom and grab the
next ledge, then haul yourself up and de a
standing jump over to the platform where
the Dragon Seal wos.

To the right is a high wooden block, do
a running jump over to this and from here
to the next one. From this one do a
standing jump onto the springboard ond
keep pressing forwords, As soon as you
land a boulder will start to roll — simply
drop off backwards and grab the edge ond

the boulder will roll harmlessly over you.
Now pull yourself back up and do o
standing jump to the next block on the
right, then jump back straight away and
watch as a boulder rolls past. Make your
way up to the top left comer, killing the
eagle on the way.

54

Pull the block out of the way and then run
through into the next room.

I5.15

Pull the lever and drop down the hole it
opens. As soon s you drop, start running
and don't stop or the boulder rolling down
behind you will crush you flat! At the bottom
tum left ond slide back into room 15.7.

I5.7

Shoot the tigers that are prowling around
below you and drop down. Place the
Dragon Seal in the slot next to the locked
door and go through it.

I5.16

Wait for the rolling blade to start its roll
away from you and run down after it,
dodge into the alcove, wait for it go past,
then run to the next alcove and wait for it
to go post again. Now run to the doorway
at the end and slide down the slope into
the next room. There are three switches in
this room — pull the one next to the
waterfall first and then the other two. You
must do this quite quickly, os the ceiling is
lowering all the time and it is covered in
spikes. When you've pulled all of the
switches, run through the door that opens.

5.7

Climb up onto the lower block, then jump
to the high block and dimb up to the edge
of the pool. Kill the fish and dive in, pull
the lever under the water to the right and
swim quickly up the tunnel to the left.
Ignore the lever on the wall and swim into
the smoll hole in the right wall — where
you can pull the lever — and swim through
the gate that opens behind you to pull the
next lever Now swim back out into the
main tunnel and pull the lever on the wall
— this will send you rushing back to the first
area and enable you to get some much
needed air. Dive back under and swim
through the now open gate opposite the
tunnel. Pull the lever and swim back out,
then pull the first lever you pulled ogain
and swim up to the ceiling where a hatch
has opened. Climb out of the water and
walk to the edge of another pool.

5. I8

Shoot the fish and collect the ammao, now
head for the door and walk through,

I5.19

Run straight into the room and pull the
switch, tum to the left and run to the hole

in the floor before the spiked wall has
chance to impale you. You will land in
some water and be pulled along o long
tunnel by a current. When you stop there
will be o key in front of you, collect it and
swim forward to collect the medi-pack. When
you emerge from the tunnel you will be
back in room 15.3.

5.3

Swim to room 15.2.

5e

Swim to the wooden platform and dimb
out onto it, use the key in the lock and the
big gate next to you will swing open — kill
the fish and dive into the water, Swim
olong until you get to a right tum, tum
here and tum right again, then light a flare
and swim through the gate.

I5.20

On the middle pillar is a lever, pull this ond
collect the medi-pack, then swim out
through the other gate. Swim straight
forwards and up through the hale in the
floor, grab some air and kill the fish.

I5.21

Pull yourself out of the water at the

entrance of a cave ond get your guns oul —
this area contains loads of little spiders and
quite a few huge spiders, so be ready at all
times. Run through the cave, killing spiders

Solulion
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and collecting items, until you drop into a
large cavern — there is @ group of big
spiders here so kill them and light a flare
Look for a block at dimbable height and
dimb onto it, then jump to the next slightly
higher block. Look for a ledge and make a
jump over to it, then jump across a series
of platforms until a spider attads — kil it
and tum to look at the eqq sac hanging in
the centre of the room.

Just below the sac is the pillar you
must jump to, so line yourself up with it
and do o running jump over to it, then do
another running jump to the next pillar and
a standing jump over to the cave, Grab the
edge and pull yourself up, then run up
through the cave and do o running jump
over to the pillar with the key on top.
Collect the key, then drop into the water
and swim back to room 15.3.

5.3

Go to the gate to the right of the temple
and use the silver key, then walk on into
the next area

522

Jump up onto the first step, but s soon os
you do a boulder will roll down towards
you, so jump out of the way until it goes
past then jump back up on to the step. Do
the same with the next step, and so on
until you are up the top. Now tum left and

follow the path along across the rope
bridge, where you must kil the tiger before
running into the next room.

I5.23

Shoot another tiger and dimb up onto the
sloped block — jump straight away and you
will land on the block behind. Now tum
and go into the door in the red wall.

524

Stand at the wall on the for side of the
room, facing the rolling blade. Jump
forward when it rolls away, then jump
again straight oway and enter the room to
the right. Collect the medi-pack and run

across the bridge. When you get about
halfway acress, the blade will start to roll,
so move to the left at the end and pull the
switch. Now tumn around and kill the eagle,
then get ready for mad dash across the
bridge. Wait until the blade has just started
its journey away from you and follow it —
you will just have time to dodge past as it
starts its joumey again. Jump past the
other rolling blade and walk to the end of
the platform that leads into this room. Tum
to the left and take o running jump onto
the spring board . hold forward all the way
up the four springboards and on the last
one hold X as well, so you grab the ledge
at the top. Pull yourself up and kill the
eagle, then do a standing jump over to the
slope and grab the edge. Pull yourself up
and run into the next room,

525

Run to the right and jump onto the
plotform next to the keyhole, then jump
from there into the sheltered area. Run
straight to the block at the end and
climb onto it, moving to the left to
avoid getting stabbed by the spikes,
then climb up the ladder. At the top,
shimmy to the right and drop off, then
turn around and climb up into the hole
in the woll.

A spiked wall will close in, so run in
the opposite direction and jump over to
the ladder on the wall and climb up. At
the top go right ond follow the corridor
to the switch at the end, pull this and go
back the way you came but tum right
into a room with a dragon. Tum to the
left and do o running jump over to the
ledge, then do a standing jump to the
next one. From here do a stonding jump
over to the block in the middle, collect
the key and drop onto the statue. Slide
down it and jump off the final slope to
land on a wooden platform. Walk down
to the bottom wooden block and do a
running jump through the gop between
the door and the statue. Jump back over
to where the lock is and use the main
room key in it.

Now jump back to the previous
platform and tumn to the right to see a
platform that wasn't there before — do @
running jump over to this and grab the
edge. Pull yourself up and jump over to
the ladder, then climb up and shimmy to
the right. Tum around and jump onto
the ladder, climb up and go into another
room with a statue in it — reach the
statue in the same way as you reached
the first one

Now climb up the lodder and
shimmy to the left — when you reach @
swinging blade jump off and then make
another jump from the sloping platform
to the next ladder. Now climb up and
again, stop below the swinging blade —
this time you need to jump and spin in
mid air to grab the ladder behind you.
Climb up again, then drop off onto the
ledge to leave this level safely behind,
you at last phew!
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LEVEL I6: Fipaling Islanos

Due to the strangeness of this level and
the fact that it twists about like a snoke
with a broken back, @ map would be more
of a hindrance than o help. So, for this

level only, the map has been left out .
however the screenshots will be relevant
to the text and should be of some help,

From the start, run down the green
steps and stop at the end. Do a running
Jump over to the rock ledge directly in front
of you and when you land tum to your left
and do a running jump over to the gap in
the cage. Run to the switch and pull it.
Retum to where you entered the cage and
drop off the edge, onto the slope below. As
soon as you stop sliding get a gun out and
shoot the statue that comes to life, then
when it's dead run forward and dimb up
the steps to the left, which lead back to
where you started.

Again jump onto the rock ledge and
then into the cage, but this time run down
the corridor and drop off the edge onto a
slope. Jump just before you reach the
bottom and slide down another slope.
Now get your guns out to shoot the statue,
then shoot the one up in the floating hut.
When they are dead climb up into the hut
and collect the ammo, medi-pack ond
Mystic Plaque. There is now a guard
running about down below, so shoot him
from your vantage point if you can — if not
drop down and shoot him. When the
guard is dead, run over to the small grass
area to the edge of the platform. Tum
around so your back is to the edge, then
drop off and grab the edge below and pull
yourself up into a green area. To your left
is a switch — pull it and take o running
Jump over to the door it opens, then do
anather running jump over to the floating
istand in front of you.

Walk to the far end of the island and
tum to your left, stond at the bottom of
the slope and do o standing jump
forwards, now do a running jump over to
the next island and grab the edge pull

yourself up and follow the steps up and
then down to the left until you ore facing a
single blodk on its own. Do a running jump
over to this and grab the edge, pull
yourself up and tum to face the steps to
the right and do a running jump, grab the
edge and haul yourself up. At the top of
the steps tum to the right and do a
running jump over to the next set of steps,
run up these and onto the roof of the cage,
almost directly in front of you is the rock
ledge you used earlier, drop down onto
this and walk down to the edge that faces
a triangular shaped green rodk, jump over
to this on the right-hand side and grab the
edge as you slide down. Drop onto the
ledge below and do a running jump over
to a small island with a second Mystic
Ploque on. Collect this and jump back over
to the ledge, tum and jump diagonally
over the sloped blocks. Now go up the
stairs back to where you first started.

Again run to the end and jump over to
the rodk ledge, dimb up onto the cage and
run down the green steps, kill any flying
guards and make a running jump to the
stone island chead. Grab the edge and
pull yourself up.

Collect the Uzi dlips and place the
Plaques in the slots beside the door. Run
through the now open daors ond collect
the ammo to the right. Kill the guard and
tum to the right towards the boulder on
the slope. Jump up onto the slope, then
run up behind the boulder and jump over
it and you will slide down the slope —
jump forward as soon as you lond and
then back again to avoid the houlder
coming down towards you. Now tum
around ond walk to the bottom of the
slope, then tum to face the wall and climb
up onto the roof.

When you've slid forward, drop down
the hole ond then drop into the next room.
Shoot the quard that comes from above,
then collect the medi-pack and climb back
out onto the roof and jump back over onto
the slope. Jump over onto the opposite
slope, then walk up to the first flat section
and tum to the right. Now take a running
Jump over to the island and grob the edge,
then dimb onto the death slide and slide
down until you are above o bridge — drop
onto this and tum nght.

Walk into the room and kil the statue
that comes to life, then pull the lever that it

was guarding and run as the other two
statues come to life. Head for the doorway
in the opposite wall and slide down the
slope, jumping at the bottom to onto the
ladder. Climb up and onto a ledge, then
dimb up again but stop about four rungs
from the top — do a badkflip here and you
will land on o flat ledge. Walk to the hole
that looks out over the blackness and tum
around, drop off backwards and grab the
edge, then shimmy along and drop down
when you are safely obove terra firma.

You should recognise this place. From
here head back to the death slide and get
on, but this time stay on until the end.
When you reach the end, tum around and
Jump back into the previous room on the
right hand side. Push the blodk to the edge
of the hole in the middle of the room and
use it to dimb up to the next level. Go up
and pull the lever on the pillar, then collect
the ammo on the wull and drop badk
down to the floor below. The lever you just
pulled dropped a block into the gap in the
middle of the room, so now drop down
onto this and pull the lever you find there.

Next head for the corridor that you
londed in at the bottom of the death slide.
When you get there tum left into the first
doorway and drop down — avoiding the
blades firing out of the wall — until you are
in front of the large blodes swinging back
and forward ogainst the wall; save here as
this bit can be very tricky.
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You need to get as dose to the left-
hand wall as possible, then take a running
jump over the first two blades — hopefully
you will land in the safe area between the
second and third blode. You may need to
try this from different distonces, as it is
quite difficult to get it right. Once you are
in the safe area it is just o motter of timing
— start walking when the blade is just on its
way back out from the wall - you will
always take a bit of domage but you
should survive.

Once you are past the blades, swim
down the tunnel and collect the ammo,
then swim to the right and wade out of the
water to pull the switch, before swimming
back to the blades. Tum your back to the
blades and cimb out ento the ledge to pull
the lever on the right — the blades will stop
and it is now safe to leave this area.

Climb badk up to where the death
slide finishes and again jump back into the
room on the right-hand side with the
flame walls. Push the black two spaces
towards the hole you just emerged from
and climb on top of it, then take a running
jump over to the highest hole and run
through to the edge of the dork room.
From the edge take a standing jump over
to the crack in the far wall and grab on,

shimmy to the right and pull yourself up.
Light a flare here then pull the lever, then
save before toking o diagonal running
Jump over to the doorway.

Run forward and tum right through the
now open grate. lgnore everything else in
the room for a moment and head for the
hole in the middle — lower yourself into it
and drop to the floor.

You will now find yourself in o cage
with lots boddies walking around the
outside, you cannot shoot them until the
cage hos been lifted and the problem is
that they have no manners, and will oll
attack at once as soon as you do so, The
best way to handle this is to pull the lever,
then immediately tum around and run to
the ledge behind you. Guickly jump up and
use the pillar to give you cover whilst you
pick off the boddies. Whatever you do,
don't leave the boundaries of the cage until
all of the knife throwers are dead, or you
will have statues to deal with as well.
When the knife throwers are all dead you
need to leave the cage to bring the stotues
to life — as seon as you hear the rumble it
means theyre coming to life and you will
need to dimb batk up onto the ledge. From
here you can shoot them full of lead and
they won't be able to reach you at all. Once

they're all dead, collect oll of the ammo
and health lying around, then pull the two
levers which the statues were guarding on
either side of the room. Now run through
the gate that opens, shoot the last
remaining knife thrower and run up the
steps, collecting any items on the way.

When you get to the gates at the
top, pull the lever and either kill the two
statues or leg it, post them and into the
room on the right. Quickly jump onto the
lodder and dimb up out of reach — about
four rungs from the top. You must now
Jjump off, spinning around at the same
time to grab the lodder behind you.
Climb up again on this ladder and
repeat the process. At the top is a
sloping ledge — shimmy along until you
are as far left as you can go, then pull
yourself up and jump immediately whilst
holding left on the pad — you will
hopefully land on the flat ground to the
left. Get your guns out and kill the
baddie, then walk to the edge facing the
temple. Tumn to your left, pull the block
out one space, then get behind it and
push it out one more space so it is in the
path of the flying blades. Climb up on
top of it and grab the death slide, which
takes you to the end of the level.

Underwater
Chamber

175

71

Collect the ommo and health and squeeze
past the statue into room 17.2.

e

As soon as you enter this
room the statue opposite
will come to life — if you
use your M16 or another
powerful weapon, he
shouldn't even reach you.
Once he's exploded, pull
on the lever he was
guarding to bring the
opposite statue to life — again
use the M16 and he won't get
close. Now look around this
room for another lever and pull

Start it — the two other statues will

come to life ot the same time, so fost
reactions will be needed to avoid their
spears. When they are dead go through
the only door ond get ready for about
eight knife throwers.

73

Kill them oll and collect any health packs,
ammo and the Mystic Plaque that they
drop, before heading for the locked door.

]

-]
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Place the Plague in the slot and run through
the now open door

74

Slide down the slope and run towards the
middle of the room. Drop into any one of
the holes in the floor and collect all of the
Uz clips and medi-packs, then climb out of
one of the holes and attack the dragan! Try
to stoy away from its face as it can breath
fire in large amounts. The best way to kill it
is ta keep moving all the time — if you need
a breather, just drop into the water for a
while. After a while the dragon will collopse,
revealing the dagger in its belly. This must
be pulled out, but if you try now you will
get injured, as the drogon cames back to
life two or three times, so keep shooting it
until it collapses for the third time and then
try to pull it out. Once you have pulled out
the dagger, the dragon is well and truly

dead and the building starts to tollapse —
run to the badk of the roem and run through
the open doors to the end of the game. ..
well nearly.

LEVEL 18. LARA'S HOUSE

As s00n as you stort, go to the door beside
Lara’s bed and open it using the key that's
hidden about your person. Go inside and
pick up oll of the ammo, medi-packs and
flares. Shoot any baddies who wander in
and then go out looking for the rest
There are not many in the house but as
500N as you go outside they appear out
of the gloom with all guns blazing. Kill
them and then kill the big quy with the
double guns who shows up after a while,
When this is done, walk into his dead
body to finish the game.

Maybe, if you're lucky, you might get
to see Lara having a shower. Maybe!

Assault Course:

To Ist Floor

Ground Floor

From Downsiaiey - -
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When you take advantage of this fantastic FREE
membership to Special Reserve — exclusive to ToraL
PrayStamion magazine — you will be able to take
advantage of great club discounts like Time Crisis
with Light Gun for £49.99 — that's £10.00 below
the Recommended Retail Price. But, when you
combine that with the Special Offer Card
mounted on the front of this magazine, you

will receive a further £5.00 off. That's a

total saving of £15.00!
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Also, as part of your FREE trial membership, you will receive a
full-colour Special Reserve catalogue delivered direct to your
doorstep, jam-packed with great video games, special offers
and discounts like the ones listed helow:

Here are Some examples of the great savings your FREE membership to
Special Reserve will allow you to take advantage of...

Ahe's OdySSee................cceeeveeenveennen. RRP £44.99
Special Reserve Member's Price........................ £34.99
Final Fantasy VII..............oovvveennnnnnnes RRP £44.99
Special Reserve Member's Price........................ £37.99
F9l........... s s b SR AR RRP £49.99
Special Reserve Member's Price........................ £40.99
Nuclear Strilie..............cooeevvveeennnenne RRP £39.99
Special Reserve Member’s Price........................ £29.99

As a club member you will be able to make purchases from both the
mail order hotline and from any one of the six Special Reserve Club
Shops dotted around the country.

Special Reserve Club Shops

Special Reserve now have six high street Club Shops at the locations
listed below. As 2 member you will be able to purchase games from
any of these stores and take advantage of a price promise that
guarantees the lowest prices in town, by at least £2.00!

BRISTOL CHELMSFORD

351 Gloucester Road (A38), 43 Broomfield Road, Chelmsford,
Bristol Essex

Tel: 0117 924 5000 Tel: 01245 348777

EGHAM NOTTINGHAM

168 High Street, Egham, 164 Derby Road, Stapieford,
Surrey Nottingham

Tel: 01784 473 444 Tel: 0115 949 1000
SAWBRIDGEWORTH UPMINSTER

The Maltings, Station Road, 209/213 St Mary’s Lane,
Sawhridgeworth, Herts Upminster, Essex

Tel: 01279 600399 Tel; 01708 225544

Pieass Note: You can take advantage of the FREE trial membership ffer to Special Reserve without having 1o purchase Time Crisis pius
Light Gun. However, you cannol take advantage of the £15.00 saving on the same il you don't become a member.

Current members will still be able to claim the £5.00 off Time Crisis phus Light Gun by using the card mounted on the Iret of this magazine,
comhined with the form printed on this page.

The £15.00 saving is based on the current Recommended Retall Price, not the Special Reserve Club Price.

* Based on the
Recommended Retail Price

Offer only to UK Residenis

How to receive your FREE trial membership and save
up to £15.00 on 7ime Crisis plus Light Gun:

Simply fill out the form printed below and attach the offer card
mounted on the front cover of this magazine. Then send hoth, along
with your chosen method of payment, to the following address:

SPECIAL RESERVE, ToraL PLavStamion Offer,
P.0. Box 847, Harlow, CM21 9PH

Fill out the form printed below, attach the offer card mounted on
the front cover of this magazine and take it to one of the Special
Reserve Club Shops to redeem the offer in person.

Please send me my FREE trial membership to Special Reserve!

I 1 would also like to purchase 7ime Crisis plus Light Gun for £44.99
SAVING A MASSIVE £15.00 OFF THE RECOMMENDED RETAIL PRICE!

If already a member, please enter Membership No. here: r

Cheque/P.0/Access/Mastercarid/Switch/Visa/Creditcharge

Switch (Issue No
Signature

Card Issuer
Credit Card Expiry Date

)

Immediate cheque clearance. Cheques payable to: SPECIAL RESERVE

(" upP 10

pius Lighill Goa™

also Free Trigl
membersnip o

\‘:‘ ~ Rocommended Retall Price & tine of going 16 press

If you have any questions regarding this offer or the services provided by

| Special Reserve Discount Club, please call: 01278 600204
B
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Don’l you Find. on [hese winlry 0ays and nighls, thal you_ just
wanl to stay snuggled up in Your qice warm beo, with 3 hot
walter botlle, 3 mug of cocoa and your Faithful Playstation?
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et . P However, you can easill solue all Hour

hypothermic prablems by Laking out
d subscription to the world's best
Playsiation magazine! Juslt Fill in the
Form and post il ofF with a cheque
For the approprigte amount. sortedi

Delailed reviews
on 2 he [op
08mes sroung

iqven fivelgn
SUDSCRDHOAO0ER COL

1 would like to start a subscription to ,.ﬂr’". P’."Hs’""ﬂ"

I understand prices include all postage and packaging

Send 12 issues for the price of 10 5 (£35.00 elsewhere in Europe)
O to ME ot the address below
O *to A FRIEND at the address below

| enclose a cheque payable to RAPIDE PUBLISHING Fcr|:|
Please charge my D VISA D ACCESS
corave: [ I I I I I I

Signature: Expiry Date:

Please start my subscription with issue number:

Fi" ,-" mﬂ Subs Dept, TomaL PLaySTATion Magazine, Rapide Publishing, 1 Roman Court, 48 New North Rd, Exeter, EX4 4EP.
Alternatively, call our credit card hotline to place your order on 01392 495155

coupon loogay Bty Qetails | 2 Frienid’s A& tils
mmﬂﬂ'-"g Mr/Mrs/Ms Initials: Mr/Mrs/Ms Initials:

I cCopies oF Somome: —————— sumome:

Tor PuasSmnon | 0 ———————————————— =
for ihe price B e

oOF Io! MNe e

- =

* Please ensure you fill in both address boxes if ordering for a friend
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On the main menu press
in sequence, Left, S, L1,
R2. This will goin you the

Stage Select and Invincibility
cheats which you desire.

U-Rally

Various Cheats

First of all, when the Infogrammes logo
appears quickly press U, D, T, O, U, D,
T+0. If you hove done this correctly, the
word ‘lock-off’ will appear. Once you have

*

done this, input any of the following codes:

R+L1: Unlimited Time

L+L2: Narrow Tracks

L+R2: Infinite Continues on Arcade Mode
L+L14L2+R1+R2: All of the above.

L, R: Debug mod

L+R1: Jeep

Toyota Celica /

To get the Toyota Celica,
complete the Arcade and Championship

mode on Ace level. Now race Carsica on Time

Attadk mode, and get a lap time of under one
minute. You should see that the barrier that
was on the left has now gone, revealing a
road — go down here for the Celica.

ﬂléam machines

These can be entered ot any time during the
gome. To cancel them just re-enter the code,
Big Bounce: S, Right, Right, Down, Up,
Down, Left, Down, Down

Double Speed: S, X, 0,5, T X, X, X, X
Blow up all cars: X, T, 0, 5

Rapid Racer

Where you would usually enter your narme,
use the following codes instead —

_boa: Access to all the craft

_qak: All craft become ducks (!)

For those players who need that littigéextra help in their gaming pursuits, we have the

answer: practice makes perfect. Ogfon the other hand you could cheat, whatever you
prefer. We suggest you cheat — it much easier!

/54

hurr: You get the newer and faster
Hurricane craft

frac: Fractal Generator. This allows you to
make your own courses

_day: Makes all of the daytime
tracks accessible

_nit: Makes all of the night time
tracks accessible

mim: Makes all the mirror

tracks accessible

Winr- Whenever you quit a race, you
automatically win it

Warcraf i

General Cheats

To be entered on the password screen:
NTTSCLNS: Win the level

YPTFLWRM: Lose the level
TSGDOYTD: God Mode

GLITRNG: Get more gold, timber and oil
DCKMT: Allows you to build all of the
buildings stroight away

MKTS: Both you and your opponent build
ultra fast

NSCRN: Reveal map

Eﬂe

Passwords:

MACSrPOO will give you all of
the tracks! After you type it in
though you will have to go back
and start o new practice roce to
play the new tracks right away.
CREDITZ! should show you some
neat animated credits of the main
programmers, artists and so on

ToNyPaRk should show you o video of all the
credits and some fmv in the badkground.

Porsche
ﬂ"’ﬂslﬁiﬂgﬂ

Verious Cheats:

(Note each cheat is to be entered at the
main menu)

Fish-Eye Lens: Triangle+Square+Circle, L1,
L2, R2, R1

Interactive Tracks: Left+Cirde,
Down+Triangle, Right+Square

Invisible Car: Square+Cirde, L2+R2,
Square+Cirde, L1+R1, Square+Circle
Mad Race: Up, Left, Right+Select

User Car Jumps: Square, Circle, Square
All Cars Jump: Up+Square, Up+Cirde,

Key:

S = Square
X=X
0=0
T = Triangle

Up+Square, Up+Circle, Up+Square,
Up+Cirde, Up+Square

High Voices: Up, Triangle, Up, Triangle
Unlimited Tries: L1+L2, R1+R2+Square
Test Driver Available: Right+Square,
Left+Select+Cirde

Tune Test Driver: Left+Circle,
Right+Select+Square

Hyper Car : Select+Square, Select+Cirde,
Select+Square+Cirde

Mirror Mode: Left+Cirde, Down+Triangle,
Right+Square

Interactive Tracks: Down+Stort, Up+Start,
Select, Start

Long Tracks: Up+Select, Down+Select,
Start, Select

End Game FMV: Square, Cirdle,
Left+Select, Right+Select

Busi-fi-Move 2

Character Select Screen:

Start a gome in puzzle mode and when the
map screen appeors, press Left, Left, Up,
Down, then press L1+L2 R1+R2.

30 Continues:

Press Left, Right, R1, RZ, L1, L2, Up and

Down at the options menu. When the timer
appears, hit the X butten os fost as possible,

you can obtain up to 30 continues

DiFfer-ent Puzzles:

From the title screen, press R1, Up, L2 and
Down. A small green bird should appear,
when you start the gome, the words “another
world” will appear. Sorted.

Alien Trilogy

Type 1g0tp1nk8c1db00tsOn for unlimited
health, ammo and all weapons. You can
also choose where to start in the game. The
code is easy to remember; think of: 'l got
pink acid boots on.’

Monsier MICHES

All to be entered on the main menu screen:
Bigger Trucks: L1, R2, L2, R1, Up

No Damage: Left, Left, Left, Up, Down, L1, R2
Sticky Cars: Left L1, R2, R1, Left, R2, R2, R2
Next Check: L1, L1, R1, R1, L2, L2, R2, R2

Speegdsier

Enter the following codes on the title screen:
For the Hidden Track: X, Up, T, Down, R1, L1

14
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For all of the high performance cars:
Up, Left, Right, X, 0, S

For the reverse tracks:

Left, T, R1, O, L1, Down

For the Super Championship:

Right, S, Left, O, Up, X

Robolron H

To gain the extra weapons, enter these codes
any time during the game. Each code must be
entered quickly, but these can only be entered
five times per stage

Flame thrower:

Down, Right, Down, Right, O

Four-way weapon:

Down, Down, Up, O

Pulse wave: Up, O, Down, Right, S

Shield: Down, Left, S, O

Three-way weapon: Right, Right, S, X
Two-way weapon: Up, T Up, T

Agiter i it

Play As Akuma:

For Player One: Highlight Morrigan, hold
select and enter Down, Down, Down, Left,
Left, Left, O

for Player Two: Highlight Felicia, hold select
and enter Down, Down, Down, Right,
Right, Right, O

Play As Anita:

For Player One: Highlight Morrigan, hold
select, move the cursor two squares to the
right and press O

For Player Two: Highlight Felicia, hold select,
move the cursor one square to the left and
press O

Play As Dan:

For Player One: Highlight Morrigan, hold
select and enter Left, Left, Left, Down,
Down, Down, O

For Player Two: Highlight Felicia, hold select
and press Right, Right, Right, Down,
Down, Down, O

U Tennis

Secret Players:

To Play As Adversa

At the Player Select Screen, hold the buttons
Down, L1, R2, Up, Square, X. You should
hear o ball bounce if entered correctly.

To play as Mattox

Go to the Mode Select Screen and choose
Match. At the Player Select Screen enter L2,
L2, R1, R1, R1, Down, Triangle, Triangle,
Triangle, Triangle, X.

Foaoe 1o Black

Level Codes:

Level 1:5,0,7, X, 0,5
Level 2:T.0, X 0,5 X
Level 3: X,0,X,0, T X
Level 4:X,57.0,0,T
Level 5:5, S TX X, T
Level 6: T X, X, X, X, C
Level 7:0,0, T X, T X

Level 8:5S X, TS, S
Level : T X, X, T.O, T
Level 10: X, .S, 0, T X
Level 11: 0,5 X X, S, X
Level 122X, T X S, 0, X

Rally Cross

Various Cheats:

(Note: The cheats are to be entered via the
high score table or the new season name
input screen)

stone: Heavy cars

feather. Light cars

float: Low-gravity

fat tires: Increases tyre size

no wheels: No wheels on your car

vet me: Win the rookie season

im a pro: Win the veteran season
weeoo: All cars and all tracks

Blooo Dmeq.
Legacy oF Hain

Enter these codes on the inventory screen
AllL FMV: Left, Right, S, O, Up, Down, Right,
Left, Select

Blood Refill: Up, Right, S, O, Up, Down,
Right, Left, Select

Full Magic: Right, Right, S, O, Up, Down,
Right, Left, Select

Mech Warmior 2

To activate these cheats enter the following
codes as passwords:
Jump Jets:

Enter #YXO/A >YOL
Unlock Missions:

Enter T>XO/AXA>=

For Overweight Mechs:
Enter #0X0/A>>0/
More Ammo:

Enter TOXQ/AX>TU
Invincibility:

enter ##X0,/A>

i

All Track Access:

To race on all the tracks type ALLTRACK on
the password screen.

Bonus Vehidles:

Monster Truck: BEEFY *

Buggy: SPRINTER

Stock Car: LOWRIDER

Roadster: FIFTY

miﬂg Commander

To view all the cinematic cut scenes without
having to play through the entire game, press
Up, Down, Down, Up and R2 when on the
copynight screen,

When you have entered this cheat, you
will be able to destroy an enemy ship with
one hit by pressing L1 L2+S.

Play All Levels:
Fause the game and while holding down L2
press: 0,0, S, T, R1, S, T, X.

All weapons:
Pause the game and while holding down L1
press:R1, TR1, TS, R1, X, S, S

Inoependence
gay"

Plane Select:

Enter your name as MR HAPPY. Then pop to
the game selection screen and enter: Left,
Right, S, O, T, T, Down.

Invincibility:

Enter your name as LIVE FREE then go to
the game selection screen and tap: Left,
Right, S, O, T, T, Down.

Cheat Menu:
Enter your name as DAB DAB then go to the

game selection screen and press Left, Right,
S, 0, T. T, Down.

UR Baseball 97

Move to the credits option and press S, O, S,
0, T. If successful you should end up badk at
the previous menu. Start the game and you'll
be playing in a field of com.

Area 51

Shotgun cheat:
At the pause screen press (with a controller
notagun) T, S, T, Left, R1.

Play as an alien:

To play os a alien, you must shoot one of
the STARS members at least three times
without firing a single shot at any other
character or item.

You should then tum into an ugly alien
automatically, but if that doesn't happen,
just let yourself die and you will restart as
the alien.

Highwa
Bﬂ%ﬂﬂ o

To get 9,999,999 Points:
When the Genki logo
appears, on controller two
press and hold Stort+L1+
LZ+R1+Down until the Title

Screen comes up.
Tomb Raioer 2

All Weapons

During the game, hold R2
ond sidestep left, then right,
then left, then step badkwards,
then forward. Next relecse
walk, and turm Laro around
three times in any direction,
making sure you face the
same way as you were when
you started. Now jump
beckward ond press the roll
button almost immediately.
This cheat will give you
5000 ammo for every
weapon, plus 50 medipacks
and 50 lorge medipacks as

well = excellent!

Lara Kaboom!

During the game, hold R2
ond sidestep left, then right,
then left and then step
forwards, then bockwards.,
Next release walk and tum
Laro around three times in
any direction, making sure
you face the same way as
you were when you started,
then jump forward and press
the roll button almost
immediately. Pointless, but its

fun to waotch Lara blow up!

Level Skip

During the game, hold R2
and sidestep left, then right,
then left, then step badkwards,
then forward. Next release
walk, and tum Lara around
three times in ony direction,
making sure you foce the
same way as you were when
you started, then jump

forward and press the roll

button almost immediately.
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Sponsored by:

Beauis ang
Bultheso
My nome is Poul Clark and |
am 12-years-old. | have
decided to get my PSX (at
long lost) os | did not know
whether to get PSX, N64 or
SS. When | did decided, | rushed
out to buy the first mag | grabbed and it
was yours (Volume 2 Issue 10) and | loved
it. Reading it | soon realised that the PSX is
much more than any nermal console and it
got me oll confused. AHHHH! Please could
you answer these questions:

1. Js it worth getting my PSX converted
to run US/UK/Jap games?

2. What’s all this about PlayStation 2,
when will it come out and how much will it
be? When it does come out shell | sell my
PSX and get it?

3. What are the best PSX platformers
apart from Croc and Crash Bandicoot?

By the way, Alan Smithe from Chester
is o complete utter weirdo. | read in lssue
24 that hes selling his PSX ond getting an
N64. | nearly made the wrong decision
but | didn't.

Paul Clark, New Romney

Good on ya for choosing the
PlayStation. Just for that 11l answer
those questions.

1. Bad idea os it'll invalidate
your warranty.

2. It's o way off yet. We certainly
won't see anything until at least 1999
so | wouldn't worry too much about it.

3. Pandemonium's pretty good.

Johnny Bravo

My beloved boys... you bloody liars
I'm choked, stunned, dumb struck by
reading your comment, “Crumbs, two girls
writing in one month.”

What about me? | wrote to you and
I'm quite sure nobady would ever suspect
me of being a man! So how come you
write such false statements, eh? Could it be
due to the fact I've been using this novel
thing that | have, namely email? | mean,

don't these mails get forwarded to the right

persons or what when | write to
mail@rapide,co.uk?
Hmmm. Never mind. I'll
do it on poper this
time...

And firstly | must say
that Alan Smithe, who
wanted to trode his
PlayStation for an N64
(Ha! Ha! Ha! Ha! Ha!
Hal) is some sarry
excuse for a human
being. If he's not
already committed to
the nearest mental
institution, he for sure
will be when he
realises the mistoke
he’s made (and even

£

GAMESTER

LMiP

Welcome back! | hope you all had a good Christmas. However
the two-week non-stop turkey diet hasn't stemmed the tide of
letters, so without further ado, let's tuck in!

went public with it) and has to face the
inevitable embarrassment!

Secondly, this is a great mag, Yes,
simply great lods!

And now, could you dever fools be so
kind, please, os to tell me this: Alane in the
Dark, | had that some time ago (os a gift,
I'd like to specify), and have played it
little. Then | got stuck trying to pick up the
medallion in the mogic room and proceed
via the hathroom. | can't pick up the
sodding medallion and the door will not
open, |s something wrong with my
particular disc or what am | doing wrong?

Another thing: Resident Evil Director's
cut; when | buy thot will it be an utter
waoste to buy the original RE?

Also, do you by any thance know if
there'll be an Exhumed 22

And why did you give Rayman a score
of 29/in your excellent “bible* when you
gave him a score of 92 in Issue one?

Finally, Spice Girls on PlayStation!
Whot a disgroce — don't you all agree?

Bye now, oll my writing heroes

Vivian Thomsen, Copenhagen,
Denmark

PS And this was the fourth time I've
written to you wise guys...

We actually changed servers
quite recently and our email went a
bit pear-shaped for a couple of
weeks. Hopefully that’s all sorted out
now though, so don't be put off. As
for Resident Evil, if you have the
Director’s Cut then yes, it would be
pointless to buy the original.
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J |

| am writing to you conceming the letter you printed in Issue 12 Volume 2. But
first | feel | need to explain myself. | am 14 and first bought o PlayStation

when it went down to £199.99. | was overjoyed and even more so when |

finally persuaded my Dad to buy o PlayStation! About a year (| think) after this

I traded in my PSX for an N64 (you can start screaming 'traitor” about now). |
owned every game on the damn thing and they oll had flaws, i.e. Mario 64, Wave
Race, Pilotwings, Turok, etc, were all too short and far too easy to complete, os
well as costing me an extortionate price.

As well as this the quality control is crap. Who can release FIFA 64 ond
Shadows of the Empire while still claiming to have quality to control? Tosh,
tosh, tosh!

The PSX is dead (WHAT). 1 sold my N64 to buy my PSX (you can stop shouting
‘traitor’ now) and with it | also bought MDK, Rage Racer, Time Crisis +
Fantasy VI, Soul Blade, Kurushi, etc

| advise no life (oops) | mean Alan Smithe to either stop crying and face the fact

gun, Final

Nintendo have lost their touch or, on the other hand ge back and trade in you crap
(0ops agein) | mean N&4 with Final Fantasy Vil and Resident Evil: Director’s Cut
then stop drooling and admit humbly how wrong you are

Charlie Greenway, Wimbledon

PS. Please answer my three.... erm "questions.’

1. How is Tormb Raider [l the same as the original? (Oh, and Alan, stop crying that you

' : o 4

can't play with

the fittest console character! That is, sécond to

Alana from Fighting Force)
2. Does the foct that Nir

that any 3D platformer made by £

tendo made the ‘first” mean

ny is a copy? In thot case |

think you've forgotten {convenient) Jurnping Flash, Crash Bandicaot, ele
3, Where can | acquire the Joy Tech Real Arcode light gun? How

oceurate is it? How good is the kick back?
]

Questions, questions, questions...
1. A few new features and moves but the same mechanics.
2. Good point, but think obout it — Doom wasn't the first

first-person shoot-‘em-up yet it defines the genre because

it was the first truly great example. This happens.
3. Our local HMV is knocking "em out

for £44.99.

Nothing’s confirmed on Exhumed 2
yet, so don’t hold your breath.

Rayman came out about the same
time as the PlayStotion when everyone
was still in SNES platform mode, but
the years haven't been kind.

The SiImpsons

Your mag and the PSX are brilliant and the
N64 is crud, Satum is naff. Anyway, enough
chit-chat, enjoyable as it is. We have some
questions that we desperately need
answering. I've enclosed a fiver, so mum's
the word

Are there any cheots for Broken Sword 1
or 2 that you could give us? Pleeeeeeeeaase!

Olly's mum won't let him get Duke
Nukem because of the — ahem — strippers.
Could you please just print a white lie and
say that there aren't any — ahem =
strippers in Duke Nukem?

Are there any cheats you know of for
Tomb Roider Il, as we are desperate

hecause we are struggling on level two?
(And don't laugh)

Is Diseworld 2 a must, a hit or just a
load of toot in your opinion?

Is there a cheat or secret you could let
on about for Final Fantasy VIR

Would you recommend the shoot-'em-
up Overboard? Personally | think it's one for
the trashcan but Tom really wonts to know.

In Volume 2 Issue 12 you did o
Premiere Close-Up of Men in Black and it
looked excellent. Is it really that good?

Now this going to sound a bit stupid
but do you think Pandemonium 2 is
worth buying?

There's o rumour going round that
there’s a code for Tomb Raider that mokes
Lara strip. Is it true and do you have any
idea what it is?

Olly has got Croc and has heard
that there’s a level skip. Do you know
whot it is?

The Mob = Tom, Olly, Lew, Som

and Matt

Either you're lying about the
fiver or it fell out of the envelope,
but due to the lack of readies |

couldn’t possibly bring myself to lie
to Olly's Mum.

Check this month's mini tips for a
TR Il cheat. There are no cheats for
Final Fantasy however. 1'm not an
Overboard fan myself but some people
seem to like it. As for Men in Black,
we've only played the PC version so
far but it is indeed excellent.

Acaoaagoooaaaaacaaargh! For the
last time...
NONUDEYLARACHEATSEXIST!

5c00Dby DOO

| am o newcomer to the realms of
Torat PuayStanion and | have finally
made up my mind — this magazine is the

best and kicks the crap out of every other

so-called PlayStation magozine.

Like most other readers who write
in, | must now take time to say how crap
the N64 really is. We PlayStation
owners know that there is only one
true games system and that is the

PlayStation (of course). It could
never be the N64 with its crappy
game selection and high prices,
and never the Satum, where
there are no words in the
English language to describe
the atrocious machine.

Now, enough of the -
chit-chat and 1'll get stroight
to the point. | am 15

(nearly 16) and am - IS et
seriously considering o

|
future job in video game : |
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reviews (like in your magazine). How
would | go about getting a job in this
line of work? What are the ideal
qualifications, what is the pay like and
is there any way in which | would be
able to work from home if | was to go
into this line of work?

1 would be very groteful if you could
answer the following three questions
for me:

1. | have narrowed my ‘next games’
list down to two games, they are Grand
Theft Auto and Cool Boorders 2. Which
of these two would you recommend?

2. Have you got any cheats for
Intemationol Track & Field or ISS Pro? If so
could | have them., .. please?

3. 1 am a big fan of the Cloyfighter
series and | was wondering if you had
the dates for the release and the cost of
Clayfighters Extreme?

Martin Whitehouse, Wolverhampton

Get your exams out of the way
first then send your CV off to the
magazines you like. You never know
when there might be jobs going. If
you wanted to work from home
you'd have to freelance but that
means having plenty of knowledge
and contacts within the industry.

1. Personally 1'd say GTAno
contest.

2. This is not the Q&A section!

Send your

rorar

BARDMETER OF
[H1/1]] Rules

Once again it's time to
check the faithful old TP Large
barometer to find out

what'’s in with the in crowd

Hmm
and what’s out for the
count. We want your
o 2 Naff
opinions so get 'em down
on poper and send ‘em in
right away. Go on, shoo! Bites

l[ﬂﬂgli ang
scralchy

Firstly 1 would like to say | think your
magazine offers greot value for money
and superb coverage. The real plus
point though is the fact that you are not
biased at all. You actually acknowledge
Seqo for their excellent home and
arcade games — some PS mags would
love to say how good games like VF3
House of the Dead and The Lost World
are but are ofraid and end up saying
'Sega are crop,’ elc.

However the real backbone of my
letter is in the reply to Alan Smithe
who wrote saying he was trading his
PlayStation for an N64. Now that is a
silly thing to do.

N64s are wonderful and have some
of the greatest games ever, but then so
does the PlayStation. If you look at both
machines’ Christmas releases, you'll see
both have quality but PlayStation has
more games and at a better price. Tomb
Roider 1l, Final Fantasy VI, TOCA
(amazing), Street Fighter EX and Actua
Soccer 2. All great games, all cheap and
all at least as good as Goldeneye (which
is utterly gobsmacking), Diddy Kang
Racing and Top Gear Rally. | am in the
lucky position of owning both PS and
N64 and I'd have to say if | had to give
one up it would be the N64. Why?
Because the PlayStotion is so strong, It

State of the software
market. Healthy or not?

Hopes for ‘98

Controversiol content of
games

PlayStation cool,
Nintendo crap

When is 'blah’ coming out
and how much will it be?

will never die before Sony say so by
releasing PSZ2. Granted, the N64 has o
great future but it is limited.

The ideal situation this Christmas
would be to own a PlayStation for all the
superb third party games and adult ones
(GTA would never be released on N64),
own a Satum (yes, Satum) for Sega’s
own top games (Fighters Mega Mix is
the best game ever, Nights is so
addictive) and an N64 for all of Rare's
games i.e. Goldeneye and Diddy Kong
Racing. As this is so expensive and out of
most gamesplayers’ reach, you'd have to
plump for a PS. The Satum is dying (sob)
so | traded mine for an N64 which is a
fun console but the PS hos the lot — the
biggest range, hest prices and rosiest
future, Alan Smithe, you'd be mad toll!

lan Glover; Birmingham

PS. In your news last month, when
you said Sega are to concentrate on
software in home and arcade, you said
that's where they excel and they do, but
aren't you forgelting a quite successful
machine called a Mega Drive, eh?

There’s something to be said for
most consoles, it's just that some
happen to represent better value for
money than others. For quality and
sheer choice the PlayStation is quite
simply streets ahead of the
competition. Simple as that.

GAMESTER
i 9 LMP)

For more details on LMP products
you can write to them at:
Stonemasons House, 75 Railway
Street, Hertford, Herts SG14 1RP
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Key:

S = Square
X=X
0=0

T = Triangle

0 2ndAnps

ToraL PuayStamion’s gaming skills are once again ready to be put to
the test by any troubles that you may face. If you've got a problem
and no one else can help maybe you could write to the TP Team —

if you can find them!
Dear 0 8nd A Tips

Please could you give me any cheats
for Crash Bandicoot, as | have managed to
get through to the Heavy Machines level,
and | am sure | have collected all boxes in
certain rounds without losing a life. It has
told me I have missed several boxes, but |
have not been able to see them.

Mark Twohig, Herts

Dear (0 8n0 A Tips

I have been having a lot of trouble
with the game Crash Bandicoot. No matter
how hard | try, | cannot seem to find the
keys to finish off the game,

Melina Jeffress

Super Password:
TTTIXSTT
TTISXTOTT
TOSTX XXX

Two birds with one stone, Huh?

Dear 0 8no A Tips

Me and my friend are having great
difficulty on Tomb Raider Il. Can you tell
me all weapons and ammo cheats and the
level skip cheat? | know there are such
things because there were on the original.

Jumie Betts, West Sussex

All Weapons:
During the game, hold R2 and sidestep
left, then right, then left, then step
bockwards, then forword. Next relegse
walk, and tum Lara around three times in
any direction, making sure you face the
same way as you were when you started.
Then jump backwards and press the roll
button almest immediately. This gives you
5000 ammo for every weapon, plus 50
small medipacks and 50 lorge medipacks.

Lara Kaboom!
Duting the gome, hold R2 and sidestep left,
then right, then left, then step forwards, then
backwards. Next release walk, and tum Lara
around three times in any direction, making
sure you face the same way as you were
when you started, then jump forward and
press the roll button almost immediately. It’s
peintless really — but it fun to watch Laro
blow up!

Level Skip:
During the game, hold R2 and sidestep
left, then right, then left, then step
backwards, then forward. Next release
walk, ond tum Lara around three times in
any direction, making sure you face the
same way as you were when you started,
then jump forward and press the roll
button almost immediately.

Dear (0 8n0 A Tips

I think that your mag is the coolest now
and atways will be! But recently Final Fantasy
VIl has been trying my patience. If | don't
get some good advice soon | shall throw
the game through the window.

Kris Jones, Gwent

The best advice we can give is ta ring
our Subs Debt and order TP lssue 25 for
the cover mounted full solution, Fasy.

Deor 0 8nd A Tips

Could you guys please help me out on
Tekken — is there a cheat available to get
extra fighters?

Steven Buscornbe, Leeds

PS. Well done on the brilliant mag,
keep up the good work and I'm looking
forword to the next issue.

Sadly there aren't any cheats for the original
Tekken to help you obtain the secret fighters,
but we think there is o quick route to qaining
them. Simply set the game to Easy, the
number of rounds to one ond the difficulty
to Easy. Now play through and complete
the game with the same character, and hey
presto, the sub bosses that you have just
defeated will be playable. Now follow suit
with all the remaining default characters
and all the fighters will now be ployable
Just remember to save them to your
memory card!

Dear () 8nd A Tips

| have recently bought City of Lost
Children for my PlayStation, so could you
please tell me what to do ot the beginning
when Pievre tells you to rob the cashier's
hut. | can get the key off Pelade but | can't
seem to find any way to get into any doors
or get any further in the game apart from
the boat and the pier and | can't do anything
else either there. Pleose help me as soon
as possible

James Law, Northumberland

Use the key to apen the hut deor and
enter Once inside, turn to the right and
use the switch to turm on the lights. You

can now see a metal cupboard, crackling
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with lightning — this is the safe and it’s
electrified! In the right corner you'll see o
cash register. Every time you open this you
should notice that the safe is no longer
electrified, though sadly the register
drawer soon slams shut, cranking up the
voltage again. If only you could keep the
drawer wedged open, with something
like... a brush! Yes, just have the brush in
your hand when you open the drower and
it'll jam open, allowing you to take the
cash from the safe.

As you leave the hut, the watchman
retums to catch you — but thankfully the
mysterious One comes to rescue you. After
saving Miette, the One tells you that he
needs help to rescue his younger brother,
Denree who the Cyclops have kidnapped.
Miette is now retumed to the orphanage.

Dear 0 ano A Tips

| have Fighting Force and I'm stuck on
the third level. So | wos wondering if there
are any heats for it, if it's not too much to
osk. Thanks.

Luke Dolby, Exeter

Of course it isn't. On the main menu
press in sequence: Left, S, L1, R2. This will
gain you the Stage Select and Invincibility

cheats which you desire,

Dear 0 ond A Tips

Please could you tell me:
1/ I there will be o Metroid or Super
Metroid for the PloyStation?

2/ If there are any cheats for Exhumed?
3/ The level codes for Top Gun fire ot will?
4/ If there are any available cheats for
Fade to Black?

Craig Murray, Manchester

1/ Nope

2/ Ditto

3/ Sorry but nope

4/ Fade To Black posswords, sir:
Level:5, 0. TX 0§

Level 22 TO X O S5 X

Level 3: X, 0. X, O. T X
Level 4:X,5, TO O T
Level 5:5, S TX X T
Level 6: TX, X, X, X, C
Level 7:0. O, T X, T X
Level 8:5, 5 X TS S
Level : TX X TOT
Level 10: X, TS O T X
Level 11: 0. 5, X. X, § X
Level12: X, T X, S, O X
Level 13: X. X O TOT

Dear 0 8nd A Tips

Do you have any cheats for Bust ‘a’
Move 27
Jack Green, Dorset

Another World
When the title screen appears press R1, Up,
LZ, Down. A wizard should then appear at
the bottom right of the screen to indicate
the cheat has been accepted.

Now go to the gume options screen
and a new option colled Another World’
will have appeared. This gives you an extra
27 levels to play which are similar to — but
far more challenging than — the standard
game levels.

Give us some credit
On the options screen press the sequence
Left, Right, R1, R2, L2, L1, Up and Down.
Now highlight ‘credits’ and press X as
quickly as possible which, if you've done it
right, will allow you to boost your number
of credits up to 29.

Character building
To select new characters to play, choose the
puzzle gome and then on the mop screen,
enter the code Right, Right, Up, Down,
then press all of the shoulder buttons
simultaneously. Get it right and you Il be
transported to a nifty new character select
screen, where you can choose who you
want to play os normal.

Dear 0 8nd A Tips

I'm stuck on Dark Forces, can you help
my through level five. 1've run out of ammo,
can't find anymore and just keep on dying?

Dave Evons, Bristol

Try these cheats on for size, we think
theyll be just the job!

Level Select

Select Restore Game and enter in
P3NDLDANYZ then press Start Game and

you'll be able to select any level you want
to play.

Cheat Menu:
At any time during the game press
Left, O, X, Right, O, X, Down, O, X.

Dear (0 angd A Tips

How do you get Roger on Tekken 27
Nick Powel, London.

Now this is a bit on the tricky side, but
is well worth the bother as the fighting
marsupial and his Raptor alter ego, Alex
will be yours to do with as you will. Whilst
playing in single player arcade mode, reach
the third bout, win the first round and in
the second let your opponent perform
much damage on you. When you have a
tiny amount of energy left, proceed to
fight back and win, if successful the
announcer will congratulate you with the
word, GGGGrrrreat! After this you will face
Reger or Alex, give them a sound trashing
and they will be yours.

Dear 0 and A Tips

| am totally stuck on the Mountfacuon
Catacombs act on Broken Sword — can you
help me?

Mark Bowden, Dudley

Try the fallowing this to the letter and
you'll be fine:

Talk to the juggler and attempt to
juggle, then talk to the gendarme, show
him the clown’s nose. Talk to the juggler
and attempt juggling again. When the
Juggler and gendarme leave, use the sewer
key to lift the manhole cover and descend
beneath the streets to examine the right-
most arch. Using the sewer key, break a
hole in the plaster then pull the now
exposed lever, examining the mechanism.

Board the boat and move the boom
over the right-hand path. Lower the chain
then take the chain hook and attach it to the
exposed cog. Reboard the boat and tum the
winch. Enter the next room and look
thraugh hole in the wall to see Templars'
meeting. Look through hole again to see
them leave. Go down the steps, put the
trpod on the stand in the middle of the

circle, putting the gem on the tnpod.

Of£A Tips

GAMN'T
GRAGR IT?

To contact the team, put
your gaming woes on o
piece of paper and send
them to the oddress below
Who knows, we might be

cble to sort you out!
Qo

Rapide Publishing,

1 Romon Court,

48 New North Road,
Exeter,

EX4 4EP
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A compendium of the cheats and tips from the publishers of PlayStation Solutions and Total PlayStation. Included are the likes of
Nuclear-trike; V-Rally; 6-Police-and- Lost World- Over-200-pages-of the finest callection of cheats-for-the- PlayStation to- date!
mﬂnimflms"mnmw"rnnnﬂs*‘lmrsemnts "BNEALS; hitdenStages; honus Sections 'nasswurm"‘nmmunmanmn'mnvas"umlES'““”" -

Wﬁnunllnues sm:r"l'hnssas exclusive fricks and Tactics for almost every PlayStafion game revealedt
—100°s nt cheats < 160+ games = Over 200 pages

S
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Yes! Please rush me a copy of The Pocket Book of PlayStation Hints & Tips Volume 4 — the price of £9.99 per book includes P&P
Please return this coupon together with your payment in a sealed envelope to the following address:

PlayStation Hints & Tips Volume 4 Book Offer; Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter: Devon, EX4 4EP PLAYSTATION
All prices include postage and packing HINTS & TIPS

Fln's‘n]llnn METHOD OF PAYMENT
III "Is & Tlps : [l Cheque (made payabie to Rapide Publishing) PR

U] Postal Order (made payable to Rapide Publishing)

Please charge my credit card: [| Visa [J Access
Card No: J\_.I_u Oo0d oooo
OO0 OOOO  Expiry Date:
megmmnmwm mé%ﬂhﬂk‘%&ﬂﬁ%&l Number of books required: PlayStation Hints & Tips Volume 4 ..........

Postcode: ............... Telephone: ........................ fotalamount £

BI_\F" D (\ S.’gﬂ&d ................................................. Signatire:
R\_/ Please allow up to 28 days for delivery. L I s,

T Bontan Court, 48 Naw North Road,
Exatar EXY 4EP



123

Issuech ® Total PlayStation




- RS g

TOTHIL

Pioysiol conlinugs its struggle Lo

Dring you 8n up o oale sno ANy comprenensive
guioe 1o svery Plsysialion reledse so Far. . .

Title Publisher Comment Score
Ace Combat 2 Sony An enjoyable arcade flight sim 78
Actua Golf Gremlin One of the PSX’s premier golfing sims 80
Actua Golf 2 Gremlin 90
Actuo Soccer Gremlin g 82
Actua Soccer Club Edition Gremlin Up to date teams ond players but little else 68
Title: Actua Soccer 2 Gremlin Retum to form for Actuo — foothall ot its best 91
E=rry S e Adidas Power Soccer Psygnosis Footie with added special moves, oh dearl 60
85-100 Beyond Compare Adidas Power Soccer International ‘97 Psygnosis Some game, new teams, Pretty poor 49
90-85 Essential PR
80-30 Excellent Agent Armstrong Virgin Interesting plotform shooter — mindless fun 80
70-80 Good Show Air Combat Namco Dull conversion of boring arcade flight sim 57
B60-70 Above Average Air Race THa Dreadful racer with aircraft and little else! 62
50-80  Bit ifty Alien Trilogy Acclaim Super first person shooter An engrossing dassic 53
40-50 Poor
30-40 Avoid Alone In The Dark Infogrammes Aricient PC 3D adventure 66
l]—3(l Ramn AWHH, Now Area 51 GT Interactive Light gun blasting win-op. Linear gameplay 69
Assoult Rigs Psygnosis Battle Tank spin off, mirroring Tron 68
Aquanout’s Holiday Sony Breaking new ground in s 54
Auto Destruct EA Enjoyable racer with on odded bonus ~ combat 80
BallBlazer Championship Virgin Update of the dlassic C64 future sports sim 68
Battle Arena Toshinden Sony Graphically pleasing but shallow 3D beat-‘em-up 58
Battle Arena Toshinden 2 Sony Follow-up fails to sort out its original flows 47
Battle Arena Toshinden 3 Sony Improvement over predecessors, but not thot greot 53
Battle Stations EA Fighting gome using warships. Hmm 56
BLAM! Machine Head Core Interesting 3D shooting, bizarre visuals = not bad 72
Blast Chamber Activision Multiplayer mix of platforms, puzzles 78
Blazing Dragons BMG Locking in the polish-and wit of its rivals 64
BRAHMA Force Jvc Imagine Doom meets Jumping Flash 90
Broken Sword Sony Engrossing point 'n’ dick affair 73
Bobble Bubble Acclaim Teuming up of two dassic platform adventure: 62
Bust a Move 2 Acclaim Addictive and deceptively simple puzzler 89
Castlevania Konami Fans of the series will lap this up 80
City of the Lost Children Psygnosis Adaptation of the cult French movie 80
Clock Tower ASCII Leisurely paced point and did adventure 61
Colony Wars Psygnosis Space-bosed blend of strategy ond bloster 91
Command and Conquer Virgin PC stroteqy romp, relocoted to the PlayStation 89
Contra: Legacy Of War Konami Top down shoot-"em-up, with nostalgic dharm 57
Cool Boarders Sony Limited snowboard racer 73
Crash Bandicoot Sony Platformer mixes 3D and 2D scroll action 85
Crash 2 Sony Yes, it's the further adventures of Crash 78
Critical Depth GT Twisted Metol underwater 68
Criticom Virgin Weapons-based 3D combat romp 65
Crow 2: City of Angels Acclaim Great locking but shallow fighting gome 50
Crypt Killer Konami Crap light gun game. Arse of highest order 10
Cyber Sled Namco 3D tank game. Awful two ployer mode 38
Croc EA Excellent 3D platform odventure 90
D Acclaim Interactive movie, with no interaction — oops! 32
Dark Forces Virgin Waste of the Star Wars licence 7
Darklight Conflict EA Elite-inspired spacey shoot-'em-up 71




Title

Descent

Descent 2
Destruction Derby
Destruction Derby 2
Die Hard Trilogy
Disruptor

Doom

ESPN Extreme Sports
Excolibur 2555AD
Exhumed

Fade To Black
Felony 11-79

FIFA 96

FIFA 97

FIFA: RTWC

Final Doom

Final Fantasy VI
F1

Gex

Fighting Force
F1°'97

G-Police

Hercules

Herc'’s Adventures
Hexen

Hardcore 4x4
Incredible Hulk
1D4

1SS Pro

Jet Rider

Jonagh Lomu Rugby
Judge Dredd
Jumping Flash
Jumping Flash 2

Kl Arena Fighters
Killing Zone

Krazy lvan

Legacy of Kain
Little Big Adventure
Loaded

Lost Vikings 2
Machine Hunter
Madden '97
Madden NFL '98
Magic Carpet
Marvel Super Heroes
MDK

Publisher

Interplay
Interplay
Psygnosis
Psygnosis
EA
Interplay
GT Interactive
Sony
Telstar
BMG

EA

ASC

EA

EA

EA Sports
GT Interactive
Sony
Psygnosis
BMG
Eidos
Psygnosis
Psygnosis
Sony
Virgin

GT Interactive
Gremlin
Eidos

EA

Konami
Sony
Codemasters
Gremlin
Sony
Sony
T*HQ
Acclaim
Psygnosis
BMG

EA
Gremlin
Interplay
Eidos

EA

EA Sports
EA

Virgin
Interplay

Comment

3D shooter with full freedom of movement
More of the same, but that’ all

Original but poorly realised wredking racer
Enhanced sequel with finely tuned gameplay
Varied in quality but top-notch as o whole
Highly successful Doom done,

The original and best first person blaster
Pseudo Road Rash racer, ugly!

Tries and foils to copture Tomb Raider's mogic
Excellent first person adventure

3D adventure getting o little long in the tooth
Minor but enjoyable wredking racer

Dire foatball sim, sluggish and surprisingly poor
Massive improvement over the original
Excellent footie romp, a must-buy

The sume camage but a lot tougher

PSX5s premiere RPG. Condidote for best game ever
Solid reproduction of the fast paced sport
Uninteresting 2D platformer very outdated
Updating of dassic scrolling beat-'em-up genre
Much more than an update

Cyberpunk movie visuals meet orcode flight sim
Perfectly captures spirit of its Disney inspiration
Not a massive success but still worth o look
Appaling conversion of PC Doom sequel
Enjoyable but underdeveloped off-ronding racer
Jerky, flot and unrewarding adventure
Boring and repetitive flying sim

The best PSX footie gome ever! A dassic

An enjoyable, if a little lowed, racing romp
PSX first (and up to now only) rugger game
Average light gun bloster — missed opportunity
Fresh slant on the 3D platform genre

Even better visuals ond gameplay

Kick boxing sim. This is nat o beat-'em-up
Homible horror movie-inspired 3D beat-'em-up
Let down by shallow and somey gameplay
Vampire RPG, limited by old-foshioned graphics
Charming transition of the PC hit

Maze based shoot-"em-up. Lack of variety
Mix of platformer and puzzle solving adventure
Instantly inspires comparisons with Loaded
Yown-inducing NFL foothall sim

Further installment of american football sim
Carpet riding 3D adventure, frankly a little odd
Classic SF2 gameploy with Morvel comics

Technically stunning 3D shoot-'em-up

Re

iew Score: 86
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Title

Mech Warrior 2

Micro Machines V3
Monster Trucks

Mortal Kombat Trilogy
Myst

Moto Racer

Nanotek Warrior

NBA Jam Extreme

NBA Jam TE

Need For Speed

Need For Speed 2

NHL 98

Nuclear Strike
Olympic Soccer
Overblood

Oddworld: Abe's Oddysee
Overboard L
Rage Racer

Rally Cross

Rapid Racer

Rampage World Tour
Rayman

Ray Storm

Ray Tracer

Rebel Assault

Red Alert

ReLoaded

Resident Evil

Resident Evil: Director’s Cut
Rise 2

Ridge Racer

Ridge Racer Revolution
Riot

Robotron X

Road Raosh

Rosco McQueen
Sentient

Shadow Master

Sim City 2000

Skeleton Warrior

Soul Blade

Soviet Strike

Space Hulk

Spider

Spot Goes To Hollywood
Star Gladiator

Steel Reign

Publisher

Activision
Codemasters
Psygnosis
GT Interactive
Sony

EA

Virgin
Acclaim
Acclaim
EA

EA

EA Sports
EA

US Gold
EA

GT Interactive
Psygnosis
Namco
Sony
Sony

GT
UbiSoft
Sony
Sony
Virgin

EA
Gremlin
Virgin
Virgin
Mirage
Namco
Namco
Psygnosis
GTI

EA

Sony
Psygnosis
Psygnosis
Maoxis
Nightmare
Namco

EA

EA

BMG
Virgin
Capcom

Sony

Comment

Robots trudging around baren badkgrounds
Fost paced, madcap 3D multiplayer racer
Successful blend of off-rooding and tradk rocing
Good value for die hard fans

Slow moving but intriguing

Cyde rocer, incorporating dirt and super bikes

Very poor shoot-‘em-up, fun for five minutes

3D update of the dassic arcade basketball game

Arcade basketboll action perfectly transferred to PSX

| Average rocing game, featuring top end sports cars

Awlul sequel only faster ond worse than its ariginal
Avernge ice hockey sim, no different to ony other
Continuation of the Strike legend., the ultimote Strikel
Okay football sim

Resident Evil inspired sci-fi adventure

Totally engrossing fusion of p < and platforms

Pirate-bosed soga played out in very comic form

Conch

on of the Ridge Racer trilogy — o dossic

Faor man’s V-Rally, with poor graphics and cantrol

Extremely fost-poced water-based racer
Update of classic arcode game. Solid conversion
16-Bit platform adventure on a 32-Bit madhine
Visuolly stunning shoot-"em-up, shatlow gomeploy
Update of Chase HA. Limited but great fun
Appalling waste of a perfectly good licence
Command and Conquer sequel improves on onginal
Sequel to Loaded, almost exactly the same.

A true PSX dassic, as yet unmatched in its genre
New puzzles, comera angles and o few surprises
Dreadful 2D beat-'em-up

Near perfect conversion of Nomco arcade racer

Faster semi

2quel to Ridge. New tracks, better graphics
Futuristic sports sim, Okay, but no big deal
Update of Jesus’ fove arcade machine

Terrible racing gome with odded motorcyde combat

Great grop!

Novelidea that's not entirely successful
Disappointing Deom daone

Complex but engrossing resource management game
Toss! Nothing but o 16-Bit platformer

Lavish 3D weapon bosed combat

Top chopper action in the popular Strike series

3D Bloster with added strategy

Semi-3D platformer. Goed old fashioned fun
Poor isometric platformer

Great graphics, sluggish and limited gomeplay

Heavy-duty tanks and arcade action

nd but gomeplay dull and repetitive

Score

65
91
92
84
64
80
30
71
67
64
51
69
89

64
80
89
88
93
37
92
53
29
67
83
30
90
68
92
75

90
91
74
70
31
68
81
68
63
10
85
81
78
82
4
61
80
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Title

Street Fighter Alpha
Street Fighter Alpha 2
Street Fighter EX
Suikoden

Super Puzzle Fighter 2 Turbo
Swagman

Syndicate Wars
Tekken

Tekken 2

Time Crisis

Tobal No. 1

Tokyo Highway Battle
Tomb Raider

Trash 1t

Tunnel B1

Twisted Metal
Twisted Metal 2
Total Drivin’

V Tennis

V-Rally

Vandal Hearts
Virtual Pool

Vs

War Gods

Warcraft 2
Warhawk

Wing Commander 3
Wing Commander 4
Wipeout

Wipeout 2097
Worms

Wing Over
Xevious 3D/G+

Zero Divide

Publisher

Virgin
Virgin
Virgin
Konami
Virgin
Eidos

EA
Namco
Namco
Sony
Sony
T*HQ
Eidos

GT Interactive
Ocean
Sony
Sony
Ocean
Acclaim
Ocean
Konami
Interplay
T-HQ
GT Interactive
EA

Sony

EA

EA
Psygnosis
Psygnosis
Ocean
Jvc
Sony

Ocean

Comment

Unimpressive incarnation of the SFZ series
Far better than its predecessors

The grond-daddy of them oll!

Engrassing and surprisingly original RPG
Addictive puzzle gome, brilliant with o friend
Old fashioned RPG inspired adventure
Excellent cyberpunk mix.of strategy and blosting
Brilliant 3D beat-'em-up, essential
Amozing sequel to the brilliont original
PloyStotion’s recommended light gun game

Impressive beat-'em-up with hi-res visuals

Nice twist on the Ridge

3D adventure, and o worryingly attractive lead

Unenjoyable mix of pu rs and platform
Effects can't mask lack of variety in gomeplay
Mixture of driving and blowing stuff up
Enjoyable sequel to the average original

Semi sequel to V-Rally, which excels it with variety

Awful tennis sim thot forgets tennis is boring

yStotion's answer to Sega Rally!

Pleasing mix of RPG and hex based combat
It's pool alright

At lost, Virtua Fighter on the PloyStation
MK style combat into the third dimension
Real time combat with twist of fantosy role ploying
Arcade styled chopper-based shoot-'em-up
Very paor flight sim gameplay. Tut, tut

Better, but still o cose of FMV lo

Futuristic racer, impressive throughout
Enhanced visuols and impressive soundtrodk
Strategy game with o sense of humour
Arcade thrills in a flight sim package
3D re-invention of the dassic blaster

Dire 3D fighter, nice robots, very little else

for o game

Score

67
88
93
81
90
76
89
90
93
93
82
80
91
28
70
69
80
90
20
90
82
68
86
68
85
70
50
68
87
94
82
90
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Take our hands as Tora PrayStanion embarks = —
m&hl-nev, a journey outside this realm of " '"
 the PlayStation into a world of many other

Mmmlmrmiss videos and

ﬁ nﬁrwm hm Io catch our mqulsilive gaze! Open your eyes and thus your minds, read on. . .

tanley Tong's second collaboration with action cinema’s only remaining hero, Jackie Chan,

Jackie Chamn in s
P exceeded all expectations, both critically and finoncially, and finally allowed Chan to
\ break the US market that had eluded him throughout his career. Having proved massively
RUM BLE 'n 'he BRONX popular in the Asian territories, New Line Cinema have purchased the rights to the film and seomlessly
] re-dubbed the original diclogue, with Chan and other key leads providing the voice-overs — thus avoiding
the horific re-dub that hos been the major woe of the Kung Fu genre. Completing the package with an all
new mainstream soundtrack, Rumble In The Bronx hos all the gloss and production values of o mainstream
movie, but keeps all of its Hong Kong magic intact
The plot relocates Chan's.Folice Story Supercop persona to New York, where he is visiting his uncle. In
true Jadkie Ghan tradition, he blindly stumbles across a ring of diamond smugglers, whilst also folling foul
of @Vicious street gang.
e The storyline is admittedly very weak and the romantic subplot between Chan and the jaw dropping
Francoise i ill-fitting, hut oll this is last in the sheer spectade of the piece.
\Mthlr‘i ‘the movie’s nnmg tme Lhe aewer is witness to amazing stunts and fight scenes, such as a
ilding bemg htemigbroughu;u‘me gmund and a hovercraft chase mroug the (\Ey streets. All of these

linful rl‘sults {Whl(h are d:spln)«ed for our entertainment, running over
sulted i the breaking of his ankle, but amozingly Chan continued

of real \riﬂ'teré, Dites 'by atl-too-many action movies — during the movie’s many fight scenes no one is
ever senouslyin_]md “and each scene condudes with o hint of humour. The appeal of Chan is unquestionable —
he is a true hero. After being outnumbered 20 to 1, we all know that at the lowest moment he'll tum the
Title: Rumble In The Bronx Distributor: Miramax Films tables, but you find yourself cheering anyway — o quality dlmost forgotten in the mindlessly repetitive action

Genre: Jackie Chan = say no more genre. Close to, perfection and quite simply a must,

DASLIGHT

ne of the first of the recent and short-lived trend for big budget disaster movies, this ﬁlmelevalms itself above

the usual limitations of the genre, togrﬂduce a surpnsihgig tedmlmﬂy competent and »erymunq piece of =

flashy entertainment.
The plot revolves around an accident that occursin an undemg%r [rnnq;ort tunnel Setbngﬁﬁﬂn explgs:mi«vhlm creates

a huge fireball that rips through the tunnel ina stuaning FX set m ing it to collapse ot bothends. A hu&iﬁd of survivors

are left trapped and with the water level rising and axygen runni ?wmermﬁtyspemﬁst, plnyéd by SheStallone,

to save the day.

ht does

Whilst falling for a number of dichés, induding the LrudcmWﬂple complete withithe fumity
contain some fresh ideas, and the script ensures tension levels r;ré%gé\ng much to ﬁre:cn.gruil dastrophobic
piece, Stallone provides a surprisingly loid bodk perforfianes which fo ndearing and vulnerﬂbie le}ﬁwmiﬂanlg his
excellent performance in the recent Coplond. Sadly the rest of the & e
with a feeling of disreqard for whether they live or die. Still, it%"ﬁ[ivdys
when the action drops slightly, midway through the second reel.

Daylight is best viewed os little more than an exciting and alwoys enjoyable wcrste of;%me. doe
but hey, who cares!

Title: DayLight Distributor: Warner Genre: Adventure m B"E[

t make any bold stetements. .
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Interzone |

ome movies instantly fall into the ‘so bod it's good category’ — titles such as
Ed Wood's Plan Nine From Outer Space have acquired a loyal cult following
ond are now regarded os classics of bad cinema. Sadly the Spice Girls' first
foray into the world of movies gently glides over
the so bad it's good" pigeon hole, landing squarely
in the ‘so bad it’s pitiful' bracket. Spice World is
quite possibly the worst movie we've had the
misfartune to sit through in recent years. The
unfathomable script details the girls' monumental
rise to fame, with the addition of space aliens, a
big red bus and Michael Barrymore

The girls' themselves are best at home in
the alien landing scene, with their acting abilities
matching those of the oak trees that surround them. We have often

them. At the end of the racea
map oppears showing you the
route you took, so you can see
where the shortcuts are. My
favourite driving gome to date.

Title: GTI Club
Publisher: Konami
Price: £1 A Go

pondered the girls’ vocol talents, but their addition to next year’sQscar lists [
is far from assured on the basis of their performances, hBI’e Spice World
foils ot every aspect it ottempts to reproduce; the hiima
extent of being painful, the direction and production
an average kids' TV show and the musical score. 1

surprise. The only entertainment value on &isplﬁy.is provided
of amusing cameos by stars who shoyfﬂ kn
baffling ordeal, but hus to be seen to §ai1'

Title: Spice World
Distributor: Polygram
Genre: Err, Musical

_ALPINE RACER 2

s 0 big fon of the original, | was eagerly waiting for thig
At first glance not a lot appears to have been chat
gameplay-wise but this is no bad thing, as the original was
almost flawless. There is now a selection of skiers to choose from, each with

lovely
copies

their own strengths and weaknesses. The courses are a lot steeper, making
for some truly breathtaking vistas. Another nice touch is the huge fan under
the screen to reolly get that "air rushing

past your face” kinda feeling.

But for me the best touch is the
hidden character... Kuma from Tekken 2}
Enter the special code, and Kuma
comes along, beats up the
other skiers with a variety
of Tekken 2 moves and
takes to the slopes, using
logs for skis and sticks for

Title: Alpine Racer 2
Publisher: Namco
Price: £1 A Go

"Ehrecmgenaul appeal than most of his previous entries. The extremely stupid script

_ Tolay your hands on copy of Bio-
Dome couldn't be easier, as those

All you have to do to win is answer the
following question:

Name one other Pauly
Shore movie

Now pop the answer on @ postcard or
a sealed, we repeat, sealed envelope
ond send it to the usual address:

H'uh, H'uh Bio-Dome Compo
Toral PLarStancn.

Raopide Publishing,

1 Roman Court,

48 New North Road,

poles, up against a lood of Exeter.
polar bears. Great fun! A EX4 4EP
strong recommendation! Good luck!

Title: Bio-Dome
Distributor: MGM
Genre: Comedy

umour is a matter of personal taste — what has some rolling on the floor,
[ dutching their sides in fits of loughter, will leave others completely unmoved.
- This is certainly the case with the movies of Pauly Shore, yet Bio-Dome has

ientists about to embark on o year long experiment within a self-contained

nts. The sequence when the dumb duo stumble upon o tank of N0 laughing gas is
Beware though: those readers with a taste for Oscar Wilde will be left completely
even the smallest smile, but fans of general silliness will love this.

ladies at MGM are offering five
to the first chaps out of the hat.

10 Win__|
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5 EXCITEMENT
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ALPS INTERACTIVE
& | MEMORY CARD CONTROL PAD | PIRANHA PAD
DIRECT SRS Mgt
| s v ot sen. HYPER 8 BUTTON s b tinn
st g CONTROLLER ONLY £15.9¢
OR FAX ORDERS to 01993 840750 £27.99 ity P T Y
POSTAGE FREE FOR UK P ~. P CHROME COLOURS
AVAILABLE
FAST DELIVERY SERVICE = AR
Usually within 3 working days for | N GLOW T DaRKpus __ PROGRAM PAD
IF YOUR MACHINE IS FAULTY WE WILL COLLECT IT | games and Logic3-conTRoL | ONIYEIOT b et e e
FROM YOU AND REPLACE IT FREE OF CHARGE : \ accessories in stock j e TATION PAD e colours): Hyper Pad & | Arcir o e
p— A ONLY £11.99  MBMemory Card £18.99 ONLY £21.99

Jersey Devil Cstlevania Deathtrap E

OFFICIAL SONY
£35.99 OI"IIY Dungeon | JOYPAD
] SONY ANALOGUE  CHAMELEON CONTROLLERS £15.99
. oY Aval in lic silver rre taili i
Buy a special £33.99 Only Inchies anaiagus thami it el
s A contr. viack ice. Based on the cyberpad. 8 way
edition purpie £20.99 rectionsl control, Super ergonamics,
it turbo function.
memory card at £35.99 ONLY £14.99
. FLIGHT FORCE PRO ANALOGUE JOYSTICK AND THROTTLE £39.99
the same time for Ve A it e g =
PS DOMINATOR i hat switch control, analogue
OI'IIY £9.99 pmmwmmmmmiwﬂmn i
IDECATHLON 1199 FATAL FURY 159 NUCLEAR STRIKE 3299 SUPER PUZZLE FIGHTER 2 2499 s ' g b
4 ; 1FA LL ODDWORLD: ABES ODDYSSEE 3199 ASC11 Armiogon Faght Sick Tas
2 EXTREME 2999 FIFA ROAD TO THE ONSIDE SOCCER 18.99 235:2?&:}‘: RACERS 53{; NEGCON JOYPAD the midele o stcering wheel 14299 j
ACE COMBAT 2 2999 WORLD CUP 1199  OVERBLOOD 3299 Wik
ACTUA GOLF 2 3199 FIGHTING FORCE 3499 OVERBOARD 3599 - SYNDICATE WARS .99
ACTUA SOCCER 2 3099  FINAL FANTASY Vil 3699  PANDEMONIUM 2 3599 TEKKEN 17.99
28‘:’5“:‘5 SQ?CCER CLuB 29.99 FOﬁMULA 197 3899 PARAFPA THE RAPPER 1599 TEKKEN 2 3899 (
3499 FORMULA KARTS SPECIALEDITION 36,99  PAX CORPUS 3299 TEN PIN ALLEY 29.99
AGENT ARMSTRONG 3199 G POLCE 39 PEAK PERFORMANCE 3599 TEST DRIVE 4 3299 PLaySTaTioN LiGHT GUNS \
E GRID RUN 17. PERFECT ASSASSIN 2599
’ ALIEN TRILOGY 1799 HARD BOILED 3299 PGA TOUR GOLF 98 Wy TorOMYECIEROAD il ERAZER LIGHT GUN
| ALLSTAR SOCCER 3099 HARDCORE 4%4 1899 POPULOUS 3RD COMING 3299 - Recoil eature with THE
I APOCOLYPSE 3299 HEAD HUNTER 3495 PORSCHE CHALLENGE 2999 THEDIVIDE: ENEMIESWITHIN - 3499 machine gun action, PROTECTOR
AREA 51 2499  HERC'S ADVENTURE 2999 POWERMOVE PRO 3799 THEME HOSPITAL 3299 special weapon PROTECTOR r
AREA 51 & ERASER GUN 4499  HERCULES 3499 POWERPLAY HOCKEY 3299 TIGER SHARK 29.99 buitton, swicchable Ammunition reload, precision light 5
iﬁr}‘é%}%ﬁmug ﬂ 33 HEXEN 2;_39 PREMIER MANAGER. 98 1198 TIMECRISE & Gty i :m.“-s.émmx;n;w semsor for targetting accuracy, special |
T HYPER TENNIS 1599  PRIME GOLD 36.99 37 ~ weapons Launch button, independent
BALL BLAZER ChiaMPs 3199  INDEPENDENCE DAY 3399 PRO PINBALL THE WEB n TIAWAR e £23.99 auto-iee £]2,99
MAN & ROBIN 3299  INT MOTOR X 3399 PSYCHIC FORCE 3299 :
BEAST 3599  INT SSTAR DELUXE 1599 QUARTERBACK CLUB 98 3299 TOCA TOURING CARS 3299 SUPERSCOPE st HYPER
BLASTO CALL  INT. SSTAR PRO 3499  QUEST FOR FAME 3199 TOKYO HIGHWAY BATTLE 2999 5 PE . BLASTER GUN
BROKEN HELIX 3399  INT, TRACK & FIELD 1799 RAGE RACER 2999 TOMB RAIDER 3399 e ot =
BUBSY 3D 2899  JERSEY DEVIL 3599  RALLY CROSS 2999  TOME RAIDER 2 3499 ateeidompidtotror TN Made by Konami and offcially endorsed by
BUGGY 3199  JET RIDERS 2999  RAMPAGE WORLD TOUR 2999 TOSHINDEN 1899 £5.99 i by S peelest aterly Wi e
BUG RIDERS 2799 JONAH LOMU RUGBY 3299 RAPID RACER 3199 T OCHINDEN 3 2 ; Dt
BUSHIDO BLADE CALL  JUDGE OREDD lim  RAsCAL oy ToSHINEEN? il ONLY £23.99
2 SIC PARK2: LOST WORLD W PURSUIT 3499 .
BUST A MOVE 3 2499 195 RAYMAN 1799 TOTAL ECLIPSE 2099 PREDATOR LIGHT GUN
CAR THEFT AUTO CALL  KI ARENA FIGHTERS 3199 RAYSTORM 3499  TRANSPORT TYCOON & ; s, Pre_set m
ey 555  RINGS FELD o e TRACERS 349 MOUSE e 1 spead auto-fire, Bullat auto-load, Pre-set number of bullets, LED lights. £17.99 j
COLONY WARS 3499 KURUSHI 2699  REBEL ASSAULT 2 3399 TRASHIT 3299
CONSTRUCTOR 3299 LEGACY OF KAIN 2999 REBOOT WS S i ci
COOL BOARDERS 2 3699 LETHAL ENFORCERS | 2799  RELOADED 18.99 ALL
COMM?I\RJTD & CONQUER 159 LETHAL ENFORCERS 11 2799  RESIDENT EVIL 2899 LLEJ;NEL Bl '3‘; ‘;g (
RED AL 99 LIFEFORCE TENKA 3499 RETURN FIRE 2199 \
CRASH BANDICOOT © 37999  LUCKY LUKE 2999  RESIDENT EVIL DIRECTORS CUT ULTIMATE RESPONSE 3499 OTHER ACCESSORIES
CRASH BANDICOOT 2 3499 MACE 35.99 2799 VANDAL HEARTS 3399
CROC 3299 MACHINE HUNTER 3599 RIDGE RACER 1899 ViEWPOINT 1499 OFFICIAL SONY | MB MEMORY CARD £14.99
i CRUSADER NO REMORSE 1199 MADDEN® He RMOT 3599 e 499 ks srailable it EAtaaR
L 99 MAGIC THE GATHERING 3399 RISE2-TH URECTION 15.99
CRYPT KILLER & MARVEL SUPERHEROES 2999 RIVEN 4399 :z ESSOEEM'- 97 g 3; MEMORY CARD - I5 SLOT £10.99
HYPERBLASTER GUN 4799  MASS DESTRUCTION 3099 ROAD RAGE 3399 ; - 120 SL v
CULT STATUS 3599 MATCH DAY 3 3599 ROAC RASH 1799 VS 3199 :E:gg g::g ;:0 SL3.1I: (2::2% 2‘25 :g
DARK FORCES 2999  MDK 3499  ROAD RASH 3D 3299 v RALLY 3599 o ( ) A
BAE\%L\GRT (D:?JRE-EI%L lrzg ';FCH w;xswm:mg3 1?‘93 ROBOTRON xE N 2399 v TENNIS 3099 MEMORY CARD - 720 SLOT (48 MB) £31.99
HTRAP 3. CRO MACHIN| 2999 ROSCOE MCQUEE 3099 s
DESCENT 2 3199 MONSTER TRUCKS 31399 SAN FRANSISCO RUSH 3190 (VARCRAFT2 ke DATEL ACTION REPLAY = io0c o sune n
DESTRUCTION DERBY 1799 MORTAL KOMBAT TRILOGY 2699  SCREAMER 2 3499 AR GODS 31.99 chus s Saiae vptns Cx BIERIRL B R R A0 £43.99
DESTRUCTION DERBY 2 3799 MOTORACER 3299 SENTIENT 3499 WCW NITRO 31.99 b alar P g o
[D)IE ::;g ;mtgg; 31.99 MOTD; ?Ssom & 3399 SHADg\x w;sw:. 3499 WCW VS THE WORLD 3299 CASE FOR PLAYSTATION £19.99
| & MOTO P2 2999  SHAD! RRIOR 3699 WHIZZ 2799 =
PREDATOR GUN 4899  MTV'S SLAMSCAPE 2799 SHOCKWAVE ASSAULT (099 e CALL COMBAT CHAMPION — choacs cad for sghting games £17.99
DISCWORLD 2 3699 NAGANO WINTER OLYMPICS 3499  SOCCER 97 TLH i COMMANDER'S oy RACING CHAMPION ~ cheats card for racing games  £17.99
DRAGON HEART 3199  NAMCO MUSEUM 4 2999 SOUL BLADE 3399 NAMCO GUNCON ADAPTOR
DUAL FORCE 3499 NANOTEK WARRIOR 3599  SOVIET STRIKE 3499  WING OVER 3499 ) £12.99
DUKE NUKEM 3199 MNASCAR 98 3299  SPEEDSTER 3299 WIPEOUT 1799 (enables you to use any gun with Namco games) &
DUNGEON KEEPER 36399  NBA HANGTIME 3099  SPICE GIRLS CALL  WRECKING CREW 3599 E ABLE X
DYNASTY WARRIORS 3499  NBA IN THE ZONE 2 3639  SPOT GOES TO HOLLYWOOD 1799 x1 2199 STEREQ SCART € (with Namco adagtor)  £3.99 v
ELEVENTH HOUR 3599  NBA LIVE 98 3299 STAR GLADIATOR 1799 % cOM: TERROR DEEP 3199 RGB SCART CABLE £8.99
EPIDEMIC 3299 NEED FOR SPEED 1999  STEEL HARBINGER 1895 5w Wes LINK CABLE £7.99
EXCALIBUR 2499 NEED FOR SPEED 2 1799  STREET FIGHTER EX PLUS 3199 5
EXPLOSIVE RACING 3099 NHL98 3399 STRIKEPOINT 1699 X MEN 3299 S.VIDEO CABLE £8.99
FADE TO BLACK 1799 NHL BREAKAWAY 98 3299 SUIKODEN 3199 XEONCRACY 3459 JOYPAD EXTENSION CABLE £8.99
FANTASTIC 4 2999  NIGHTMARE CREATURES 3199  SUPER FOOTBALL CHAMP 3299 XEVIOUS 3D 29.99
R F UNIT £14.99
SONY MOUSE £16.99
SONY MULTI-TAP - UP TO 8 PLAYERS £26.99

GAME KILLER CHEATS

PLAYSTATION STEERING WHEELS

VRF1 ARCADE STEERING WHEEL £37.99
TOP GEAR STEERING WHEEL Analogue wheel with prog; buttons for the ultimate driving simulation ﬁ Us P

With programmable stick shift and racing pedals. Works on Né4, PSX
and Saturn £59.99 Also available TOP GEAR PRO STEERING WHEEL
H Features include LCD display, programmable keys, throttle hold & MAD CATZ STEERING WHEEL
Dynamic.cornering £66.99 WITH PEDALS. True Analogue steering, accelerator and brake.
Memory Card slot. £55.99 BUSHIDO BLADE 40.99
CRASH BANDICOOT 2 4299
COMMAND & CONQUER: RED 42.99
o COOL BOARDERS 2 42.99
. Opening Hours: 9am to 8pm Mon-Fri, 10am to 7pm Sat, | lam to 4pm Sun & Bank Hols DUKE NUKEM 42,99
¥ EXCHANGE POLICY ON GOODS - If you are unhappy with your goods for any reason, simply return them in perfect DYNAS T WARRIGES e
condition within 3 days of receipt by recorded delivery and subject to a fee (10% minimum £5), we will swap it for another FIFA ROAD TO WORLD CUF 98 2
item. We reserve the right to refuse exchange if the item is not received back in PERFECT condition. FINAL FANTASY VIl 42.99
—— — — i ——— S S S ——————— —— G-POLICE 42.99
NAME: ITEM PRICE JERSEY DEVIL 42.99
‘r 1 | JURASSIC PARK 2 40.99
i | ADDRESS: £ I MARVEL SUPER HEROES 40.99
,: : £ MLB 98
¢ | I NASCAR 98
1 £ | NFL QB CLUB 98
1 1 NUCLEAR STRIKE
POSTCODE: - TEL: _.. £ ODDWORLD INHABITANT
POSTAGE IS FREE FOR ALL P&P £ | PERFECT WEAPON
'y ORDERS SHIPPED WITHIN THE
SIGNATURE: “ UK, OVERSEAS POSTAGE (250 PER TOTAL ] RESIDENT EVIL - DIRECTORS CUT
) SOFTWARE ITEM £ | TIME CRISIS & GUN
| (PLEASE ALLOW 8 DAYS FOR
CASH L CHEQUE Lgastaree " POSTAL ORDER L CARD U ——
CARD NUMBER [ | i |
ExPIRY DATE _] ] 1 L1 1sSUENO. ] [ (switch only) NINTENDO 64 £89.99
PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE ToTAL B GoLDENEYE 007 £39.99
- PLAYSTATION
CHEQUE PAYABLE TO: EXCITEMENT DIRECT, IST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, R Diooy KonG RACING  £39.99

CARTERTON, OXON, OX18 3XZ
INEVITABLY SOME ITEMS MAY NOT YET BE AVAILABLE. PLEASE PHONE TO CHECK AVAILABILITY. PRICES CORRECT AT TIME OF GOING TO PRESS, £ & OF. EXCITEMENT DIRECT LIMITED J
e ——— — T N — —— — —— —
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