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title yet, not bad with such a
smooth frame

Most impressive.
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Fighting Force has been compared to the already available Die Hard Arcade. Well,
although the basic premise is the same, Core’s title should be superior thanks to

more set-piece events and more of a 3D spin to the environment.
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~ The rapier level tracks feature super-speeds and sharp corners... a real test.
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Below you can see the weapon
in action that literally rips up
the road, damaging all vehi-
cles in front. This is the most

i Tt wouldn't surprise us at all if some of this programming expertise
‘was put to use on WipEout 2097. The smoothness of the gameisa.
perfect match for Manx TT (and just a tiny, tiny touch less than
PlayStation WipEout 2097) and the overall impression is very
impressive indeed.

'We took our hats off to Perfect for the conversion of Manx TT,
but to be honest, we're even more impressed with what the firm
‘has achieved with regards to WipEout 2097. The courses are a virtu-
al match for the PlayStation version, the speed’s there and most
importantly, the handling of the hovering vehicles is 100% faithful
to the PlayStation original. And for me, that's what's most impor-
tant about the game.

THE BAD NEWS

Any conversion from one system to another is bound to involve
compromises and no-one’s going to be too surprised to discover
what’s different about the Saturn version of WipEout 2097 as
opposed to its PlayStation cousin.

To begin with there’s a very slight drop in resolution (you real-
ly have to look closely to spot this), but the most obvious compro-
‘mise is with the transparency effects on the game (again). The light
trails coming from the rear of each vehicle are meshworks, as are
the shields (atleast on the external view) and even the thrust indi-
catorat the bottom right of the screen.

they remain the best music) but there are plenty more original
tunes. For me, they seem to lack real power - the kind of mega
beats that the licensed tunes provided in spades on the PlayStation
version, but you still can’t really complain about the Saturn ver-
sion’s audio prowess.

WHODUNIT?

‘When you see WipEout 2097 you may be surprised to see that it
comes from the studios of Perfect Entertainment who carried out
‘the conversion of the original WipEout and (shudder) Destruction
Derby. The same firm benefited from a great deal of assistance
from Sega of Japan when it came to them producing the Saturn
rendition of Manx TT SuperBike. Their coding talents produced the
‘best racing engine on the Saturn for Manx, which ran at a smooth
30 frames per second AND shifted more 3D scenery around than

The particle system used to

emphasise the best effects Still, it’s the speed that's the thing and with its super-slick
looks just as good on the frame update (pretty much a constant 30 frames, although some of
Saturn version... the courses are still to be optimised), WipEout 2097 really plays

well indeed. Great news indeed.
'When Playstation conversions come along these days we.

Rear lock-on weanons are new (laft) whilet the rickt nintuns chawe off tha dunaminc intanaal wiosnaint
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the noted Prodigy number FireStarter, along with contributions flying snow effects that
with the likes of Photek, Future Sound of London and the omni- Tooked so cool on the
present Chemical Brothers. PlayStation version of the
Well, none of these licensed tunes made it into the original game, Nice.

Saturn conversion of WipEout and unfortunately, the sequel suffers
from the same shortcomings. On the plus side, the non-licensed
tunes, produced by Psygnosis’ house band Cold Storage are pretty
good. There are a couple of remixes from the original WipEout (and

3

0:0%.
In the pic to the right you can see the mesh-effects. No transparencies here.

>>

¢ These two screenshots are taken from one of the more graphically dense levels. Looks great eh readers?

The lock-on effects are a lot more impressive to look at in WipEout 2097...
SEGA SATURN MAGAZINE 13
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capable of sending enemies through the elevator’s glass pan-
els and down to their doom many floors below. Upon reaching
the penthouse office, players fail to stop Zeng from escaping
(don't worry, it’s in the script) and pursue him to his secret
base. Thus the action then switches to further levels, each of
which features a number of possible play routes. As in The
House of the Dead, by performing certain tasks, the game’s

More fisticuff action from the game that was once known as Judgement Force...

and indeed Streets of Rage at one point (until the license fell through).

rasw waEvs A p o Al mmmes et emsiebon Saidbde 4
i owners are in for a real treat. With the market for this style of
i game virtually devoid of competition, there’s certainly no rea-
son why Fighting Force should fail to have as big an impact as
; Tomb Raider. Stay tuned for more coverage!

STREET FIGHTING YEARS

Of course, Core Design certainly aren't the first company to
dip their proverbial big toe into the bruised knuckle world
of scrolling beat ’em ups, although few have had much
success in recent years. The first big series to appear were
the Double Dragon games, the last of which surfaced as a
less than spectacular coin-op which disappeared shortly
after. The Dragon’s later made the leap to the big screen, a
movie that’s since gone straight to video, and then obscuri-
ty. On the other hand, the success of Sega’s own Streets of
Rage series is well known, with each additional adventure
of Axel, Blaze, Skate and friends adding new gameplay
features and characters. Even the mighty Capcom made
their mark in this genre with the classic Final Fight series
only recently running out of steam and characters from
the series have even appeared in Street Fighter Alpha and
Alpha 2. However, with the current state of scrolling beat
‘em ups looking decidedly dodgy (witness The Crow and
Batman Forever), Fighting Force should arrive as some-
thing of a breath of fresh air.
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mix with some ace :3Js8ReF] and we have Core Design':
ATHEPIRFEPEEIT, due this Autunn!

i encounter Zeng's black-suited bodyguards, well-trained ex-military
 types who are keen to stop intruders from proceeding any further.
 This is where the real fun begins. Unlike traditional beat 'em ups,
the combat in Fighting Force has been simplified and utilises the
same basic three button set-up as Die Hard Arcade, yet it's possible
for characters to pull off an amazing range of standard, special and
power moves. Depending on their distance from an opponent, play-
ers are capable of performing a number of lethal holds, grapples,
punches, kicks and throws with numerous combos just waiting to
be strung together. Al of this testosterone-fuelled mayhem is dis-
played with the same standard of smooth animation Core achieved
in Tomb Raider. However, whereas Lara Croft only faced a handful
of enemies at any given time, Fighting Force members have their
hands full with up to six opponents on screen at once, each o

destruction. Luckily for the planet, one of Dr Zeng's lab assis-
tants, called Snapper, has seen just about as

much as she can take and calls in some

friends to help. Unwittingly, she brings "
together the most volatile fighting team

ever assembled. which has their own range of trademark attacks and
4 special moves. Each stage also culminates in an oblig
IT’S CLOBBERIN’ TIME! atory end-of-level boss, although Core are keen to

Taking on the role of a Fighting Force team
menmber, players battle their way through a
number of graphically varied stages, explor-

ing detailed 3D environments whilst kicking some

]
‘major butt. With a choice of four characters to select
from, players have the option to face the forces of Dr

keep these massive monsters firmly under wraps
{ at the moment. Fortunately for our heroes, there
' areanumberof items and secret power-ups to be
located within each stage aiding them in their tire-
less struggle. These range from knives, bottles and metal
pipes to destructive pistols, pump-action shotguns and flam
throwers. With some careful exploration, certain stages
also reveal such hidden weapons as rocket launchers,
30mm cannons and chainguns, ideal for blowing away
the criminal element. But Core Design are also keen to
takes them through many treacherous levels of a high emphasise Fighting Force's interactive elements, as indi-
rise tower block and culminates in a meeting with cated by the level of damage players have the potential
the game’s arch villain. Along the way, they o’ \ to cause in each stage. So as team members thump and
- ,_l Kick their way to victory, it soon becomes evident that
the scenery is going to take a battering Shockwaves
#N from explosions shatter windows, fire hydrants flood
" the streets with water, parked vehicles suffer dents,
with body parts flying off in all directions and shrap-
nel fills the air. Likewise, the 3D objects that inhabit this explosive
free-for-all have theix own uses with players having the option to
use drainpipes, computer monitors and tons more.

Zeng alone or team-up with a fellow fighter thereby
adding an all-important multi-player feature to the
game. The action initially begins in the city itself with
players proceeding along a dangerous route, one that

The various vehicles and b:

nd scenery are rendered separately from the  © Core are promising hod-loads of weapons for use in Fighting Force. As you
NN
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new 32-bit heights.

MEAN STREETS
For those of us brought up on a staple diet of cliched American
cop movies and classic episodes of the A-Team, the plot of
Fighting Force may seem more than a little familiar. Set in the
crime and grime filled streets of New York, players find them-
selves battling a seemingly endless horde of thugs and villains,
before attempting to bring down “Mr Big”. In Fighting Force, this
role is filled by a character by the dubious name of Dr Zeng, a
megalomaniacal genius bent on world domination and a man
that believes it is his destiny to destroy the planet...

It is a few years since the dawn of the new millennium and
Dr Dex Zeng is frustrated. As a former high-ranking and power-

SUre o IUSINGIHIES LIAL LS iSO Suailagty to Comvalys ey ™
his ex-employees, who just happened to be prominent members
of various militia groups, and they helped him prepare for this
almighty conclusion to history. Over the years, Dr Zeng has
developed a megalomaniacal complex, at least partly thanks to
the experimental synthetic drugs he has been injecting himself
with. Like many power-mad figures throughout time, Zeng actu-
ally considers himself some kind of a keeper of the Earth, a
guardian of the planet, the Chosen One.

On December 31st, 1999, after years of madness, Dr Zeng is
on the threshold of a new age and at 12.01am, January 1st, 2000...
nothing happens. All around him, thousands of people are cele-
brating and his rage starts to build. All that hypothesising, read-
ing, researching and teaching couldn’t have been wrong, could
it? The world was meant to end, so surely something must have
gone wrong. Being a scholar, Dr Zeng has a back-up plan and he
is prepared to create the Apocalypse himself. With biological
warfare devices, an army of followers and strong connections to
New York's crime cartels, he is about to trigger worldwide

This roadside scene was one
of the first levels that Core
programmed into the game.

R L L (iR A B he fullv EEStikctible (right).
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The Saturn version of
Resident Evil already has
the front end of the
PlayStation version (top),
but with the enhancements
Capcom are planning the
Saturn should have the
superior version!

At the moment the plot’s in
Japanese! The version we
saw was shown at the Tokyo
Toy Show.
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masochistic kind of way. The feeling of your imminent demiseis  :
intense throughout the game, heightened by the chilling Hitchcock- :
style tunes and the accompanying moans and groans from the
undead. Add to this the dramatic fixed camera positions reminis-
cent of Alone in the Dark giving the game a cinematic feel to it and
the scene is set for one of the most horrific games of all time. Enjoy.

THE SATURN VERSION

So obviously the big question on everyone’s lips right now is what's
new for the Saturn incarnation of Resident Evil? Well unfortunately,
even at this late stage in development such matters are still up in
the air as the precise details haven’t been finalised yet. However,
from the recent hints dropped by Capcom, it is likely that the game
will play identically to its PlayStation brethren but with several
gameplay tweaks and added extras.

The main “tweak” and possibly the most exciting news is the
slight plot modification to help smooth the transition to the sequel.
This is almost certain to take the form of extra rooms not incorpo-
rated in the PS version and different endings to the game. Though
neither of these were evident in the unfinished version of the game
we've played, it is likely such additions would be one of the final
programming tasks. As to the much anticipated sequel, nothing has
been confirmed as of yet, with Capcom opting to gauge the success
of RED before committing themselves to a Saturn sequel.

INEVITABLE COMPARISONS

Even before the Saturn version of RED was announced, techni-
cal issues of how the Saturn would cope with the polygon
intensive characters and monsters were being raised. Well at
last, having thoroughly played both versions of the game such
matters can finally be laid to rest. Capcom have always main-
tained that the Saturn would have difficulty in replicating the
‘monsters of the original RE, and indeed the polygon count for
the models has been lowered to a more manageable number.
However this is barely noticeable and certainly doesn’t detract
from the superlative gameplay. Also of note is that the
gouraud shading which smooths over the polygon edges is
absent from the two main characters in the 50% complete ver-
sion we’ve played. This may or may not be added in the final
stages of programming, we'll just have to be patient.

To compensate somewhat for these small deficiencies, the
‘backgrounds of Saturn RED feature more detail and depth
than the sparser looking PS versions and look quite spectacu-
lar indeed. Capcom have also put to good use the greater inter-
nal RAM of the Saturn to cut down the irritating loading times
experienced in the PlayStation game. Aside from that, the
‘whole game appears to be looking pretty much identical and
features exactly the same sound effects, voice overs and some
awesome FMV sequences.

phic re |lace ! T
will be in there!

Further changes to the game are likely to include all-new
secrets or at least changes to the ones all ready in existence, after all
there’s little point in including secrets everyone knows about. In the
PS version of the game the costume of the characters could be
changed once the game had been finished in under three hours,
taxing even the most advanced players. However it has been
rumoured for some time that the Saturn incarnation will feature a
wider range of costumes which are selectable from the start. Other
secrets included the availability of a rocket launcher when the
game was finished in a set time limit. Again, with the PS game
being available for nearly 18 months this is hardly a secret anymore,
so could well be different for the long-awaited Saturn game.

In addition, speculation is rife at this point in time that other
members of the STARS Alpha Team are playable, such as Barry and
Rebecca with the plot being changed accordingly.

Well, unfortunately just as we went to press this turmed out to
e untrue. What can DEFINITELY confirm is the inclusion of new
monsters not seen in the PlayStation original, along with a slight
rejigging of the monsters’ current positions in the mansion,
designed to optimise the Resident Evil experience.

There are other additions to the game, but at this point SEGA
SATURN MAGAZINE must remain tight-lipped. However, we'll have

¢ full news next issue! Do not miss it!
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The epic Spidey versus Juggernaut battle is restaged (Ieft) whilst the X-Men
Psylocke and Wolverine get rumbling (below).
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The enemy drones are superbly detailed, using a technique
known as Bump-Mapping to display real textures. Intriguing.

Almost like a scene from one of the Bill and Ted’s films, the
gh the tubes of time.
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FINAL ROUND: FIGHT!

¢ Wolverine (above) returns from his activities in X-Men; Children of the Atom.
¢ In that game he was cheesy - in Marvel Super Heroes he's even more power-
¢ ful, his special moves even easier (if that's possible) to execute!

Marvel Super Heroes is set to go on sale in mid-July... in
Japan. We have no news on the European version other than

the fact that Virgin Interactive are Capcom’s publisher of
choice. Since Sega themselves make the memory cartridges,
it’s extremely unlikely that the European version will come
with the add-on so unfortunately it looks as though a visit to
your import emporium is on the cards if you want the ulti-
mate Marvel experience!

still, it's this sort of game above all others that separates

the Saturn from both the N64 and PlayStation as the ultimate :
gamer’s machine!

SEGA SATURN MAGAZINE aims to continue to keep you
fully informed about this most important videogame. Expect
amind-rending showcase in the issue-after-next. Maybe next
month if we're really feeling nice.

BIGGEST SPRITES EVER!

Check out Marvel Super Heroes when you're next in the
arcade. Play HUIk versus Juggernaut or Blackheart versus
Blackheart, Now you know why Marvel Super Heroes has
been such a long time coming. This game pushes the CPS-II
system to its very limits with an on-screen sprite onslaught
the likes of which you've never since before MSH or indeed
since. Even the Saturn’s going to have trouble converting
this kind of 2D power, but Capcom are confident...

The best thing about Marvel Super Heroes is the incredi-
ble Super Combos, or Infinity Attacks as they are known.
These work in exactly the same way as the X-Attacks in
X-Men: Children of the Atom. Check out Spidey’s awe-
some Maximum Spider, or Cap’s Final Justice. Or watch
the Hulk jump up into the stratosphere and bring an
asteroid crushing down on his opponent in his mega
Gamma Crush! Play Marvel Super Heroes and know the
power! It truly is one of the best 2D games in existence
and it's going to be best on the Saturn.and with the
genius intellect of Bruce Banner at his command, he’s a
canny fighter
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E GREATEST ROLE-PLAYING GAMES!

One of the most celebrated strategy role-playin ever is Dragon Force, as fea-
the Introducing section SATURN MAGAZINE in s Ahuge
solving storyline coupl s another
turn title. Expect this game in August o ng off the sum-
ught we have our editor's current Fav Holy Ark! Tons of
line, some brillian

Saturn Resident Evil has been signed by Sega and will appear in September... DEFINITELY!

E3IS HERE!

he forthcoming Electronic Entertainment Exy

Sega are threatening to OW

itha lin games that's frankly

strong

ndeed. Also, if there is likely to be a price drop on the Saturn (and many people in the know are indicating stron;

that this will be the case) it's E3 where the announcements will take place

al the show? E

50 what title

ally, the entire Saturn line-up for the last quarter of this year! Making their

debut in the west we'll see Panzer Dragoon

1ga: Team Andromeda’s entrance into the world of the RPG, Sega Touring Car

Championship (conversion of the super-cool AM A technically astounding arcade
conversion) but best of all, we'll be getting the fir
SATURN MAGAZINE can reveal that this

such. The FULL story will appear in the next issue

1ex arcade machine), Last Bronx (A

look at Sonic Team'’s new Saturn game, Phase Two of Project Sonic! SEGA

»ing to be a Sonic game with a racing theme to it, not a 3D platform game a
And if those titles aren't enough, Marvel Super Heroes and Resident Evil will be shown... and guaranteed to astound
3 k on the Saturn
Quake. Both titles are shaping up to be of epoch-making quality and both are looking like being the only console

the E3 delegates will be Lobotomy Software’s excellent n two PC classics: Duke Nukem and

f the two games that we'll see at the show
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3DFX F1 s frankly stunning! 3DFX Quake on PC: just amazing!
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