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Welcome one and all to the sixth edition of 7he Gameroom Blitz. Yes, it’s
long overdue, but anyone who read the last Issue can’t say they weren’t warned...

Speaking of the infamous cute issue, you may have heard (from Chris
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IN THE RECYCLE BIN:
The Drudge Report
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ABOUT THE COVER...

The ferocious biomechanical beast
Bydoxeno faces off against his archnemesis,
fhe malevoleni Sinistar, in an epic struggle
ihat begs for its own game. It could happenl

LEGAL PORMALITIES..

The Gameroom Blifz is a not-quite
registered trademark of fuCREATIONS®, Co.
All rights reserved. This publication, its editors,
and Ge"REATIONS®, Co. are not to be held
responsible for damage dene fo any parly,
whether it be in the form of used and abused
corperate indicia, bruised egos, headaches,
nausea, smoke inhaiation [from burning this
fanzine} or pcoper cuts, Al frademarks are
owned by their respective companies.

Kohler, most likely) that | was disappointed with the way It turned out. Well, I'm
not going to apologize for that. First of all, | didn’t edit the issue. And since you
obviously didn’t believe that, let me just say that | looked back through GRB #5
and decided that It wasn’t the disaster 1’d first thought it was. It was certainly no
worse than the Super Spectacular Sega Sucks Special, with its sloppy, hard to follow
reviews. Wait, | was defending myself here, right?

Now that I’'m up to my neck in self-deprecation, | figure | should quickly
change the subject and mention that this will be the last Issue of 7he Gameroom
Blitz. At the very least, it’s the last one you'll get this century. There are a variety
of reasons for this... Ben Leatherman kindly reserved a spot on the Intemnet for the
On-File web site, and | do have my own computer now, so | no longer have an
excuse to ignore the project (unless “it took me five hours to play one game of
Satan’s Hollow on MAME” counts. Good grief, Mirko and Nicola... get the lead
out and speed the damned thing up!). Moreover, the on-line companion to this
fanzine hasn’t been updated in eons, so I'll need plenty of time to bring it up to
date; time | wouldn’t have if | continued to publish the print edition of GRB.
Finally, and perhaps most importantly, the direction the video game industry is
apparently headed has soured my enthusiasm for the hobby. Don’t get me wrong;
I still love video games! What | don’t love are the endless barrage of gratultously
violent, appallingly sexist, and totally unimaginative releases hyped to death with
vulgar commercials and print ads. A word of advice to Sony, Activision, and Eidos:
If you don’t have any respect for your own products, at least try to show a little to
the folks who buy them.

Let’s get down to business, shall we? As you probably surmised from the
cover, this edition of 7he Gameroom Blitz Is all about those most impressive of
video game villains, bosses. Since the first player fired a quark beam past the
defenses of the fireball spewing Gorfian flagship and into its glowing nuclear heart,
bosses have become an inseperable part of the video game culture. They offer us
focus (“where the hell IS that bastard, anyway?”), suspense (“Man, he was ugly! |
wonder what the next one looks like!”), incentive (“This dude’s gotta give me
something cool if | can kill him...”), and a sense of accomplishment (“Finally!
Geez, that was too close!”). Sure, the concept has been milked a bit since the days
of Gorf; but this hobby just wouldn’t be as exciting without a snarling, gun-laden,
takes-forever-and-a-day-to-kill enemy around the next corner. This is my personal
tribute to those villains who’ve made this hobby a little more frustrating, and a
whole lot better.

Jeese Foward
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Jeze Bagsa

Jess finally met one of his life's goals when he was paid for game
reviews he'd contributed to the j-pop web site. He proudly announced, “|
no longer feel like such a loser when | talk to other fan-eds who've written
professionally... that is, until we start talking about our social lives.” [ess's
favorite recording artists include The Police, who inspired the format of this
issue's staff profiles, and “basically anyone else from the 80's.”
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Gheic Kohlep

reminds me of a politically motivated Video Zone,"
down to the bitingly sarcastic Kohler™

Jess remarked,
brand of humer.”
Fieetwood Mac fan who was overjoyed by their reunlon tour in 1997,

Chris has become nearly as prolific as the editor, writing not only
for this fanzine, but the j-pop web site, Animerica, and the official Tufts
College conservative newsletter The Primary Source as well,

“Source
‘right

Chrris is an avid

dogh Lesaick

Josh has created dozens of comics, including the popular Asylum
(which appeared as a running series in the now defunct video game fanzine
Video Apocalypse) and the short-lived adventure serial Ryuken: You're The
Victim. He is currently the editor of The Wendy Project, a web site devoted
to his favorite character from the comic series Yurni-Chan. Josh’s taste in
music varies, although he's partial to anything from Phil Cellins.
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an unapologetic fan of the Swedish disco band ABBA.

Brian has been somewhat elusive after putting the knife to his
fanzine The Good, The Bad, and The 8-Bit, appearing briefly whenever the
editor requests contributions. He enjoys a career as a computer specialist,
although the stress of the job has convinced him to start smoking and eating
at the local Wienerschnitzel (both quite hazardous to your health), Brian is

PROFILE:
BILL FASICK

AGE: 32

STATUS: Married (sorry, ladiesd)
HOBBIES:  Gaming, jet-skls, motorcycles
SYSTEMS: Super NES, Paystation

WHAT HE'S PLAYING:
3 Gran Towrsmo, Metal
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Many of you may not even know
who te guy 5, but Bl Fasick was
impertant factor in the success of my last
fanzine, Froject fgnition Brl got in on the
ground fioor with P, becoming its first real
contributor and writing  artlc les unger the
gulse of the Game Gccza (so named
because at 25, he was relatvely old for a
video game enthusiast). His pr
the Super NES helped balance out
almost rabid pro-Genesls bias, and even
inspired a comic where the woe of us
{thinly disguised as superherces) battied over
the faults of both systems.

I'd tost touch with 8ill
before the last Issue of Project
reieaseg, Last summer, GE‘CidE\" 10 get a
hold of him with the akd of several hteme
resources and see what he' been up to for
the last few years. Bl was kind enough to
submit two articles to this issue of The
Gameroom Bliz, I'm happy to welcome him
back as both a contrbutor and a friend
Without him, it's a very real posshility that
| would have quit fandom well "ct(:fr The
Gameroom B8liz debuted In 1996
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Pai Reyaolds

Pat recently completed an Ehrgeiz strategy guide for Tips &
Tricks... how he managed to play the game for two straight days with his
sanity intact is anyone's guess. MHe's impatienty awaiting the release of the
new Star Wars movie, which he feels will be “killer" judging from the two
minute trailers alone, Pat enjoys ska, a sort of high-speed suburban reggae
punctuated with the cries of a loud brass horn.,
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e, [(fves Peeny, de.
‘ — Russ has the dubious distinction of being the only member of the
N staff who doubles as a recording artist, His band, the toungue-in-cheek
.‘ death metal group Dethkorpz, recently performed live, belting out such
— timeless classics as Boiling Corpses in a Pot and Lesbo Pussy Feast, It's no small
= coincidence that the bass player for the first satirical heavy metal band, Harry
Shearer of Spinal Tap, does voices for Russ's favorite TV show, The Smpsons
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Caplain Commande

D 'JF.‘.

has been the uncfficial

mascat ond spokesperson of Copcom for over a
dacadea now... in fech, his name is o derivation of
ihe company that crected him (Cop-Com, get it?)

Over the yeors, the Caop'n hos changed

dramatically. os you can see from these pictures. like on infergaloctic pimp

The Coptain. lcoking very much

Was this version of the Captain
discharged fram the Atari Force?

COMMUNICATION BREAKDOW N2
NOT WITH INGTANT MES SENGER

Seeing as | have a lithe extra space 16 fll, I'd
like 10 181 you know about 2 great piece of software Al
Ricartell, Jr. of The Dark Side introduced me 1a recenlly
It's calied ACK Instant Messenger. and It's perfect for
brief conversations with other fan-eds... the kind that are
just 100 cumbersome for standard E-mailing but really
aren't worth the expense and hassle of a phane all, The
ad bar al the top of the main menu is a ittle annoying.
but that's very easéy ignored when you consider ho
useful this program can really be. if you don't have AGE
Instant Messenger. you can download and registe
from America On-Line's web site at www.aolcom. f
you've already established an AIM accaunt, give me a
buzz sometime! My handle is mneko13.
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The Cap-Com we know today,
from Marvel ve. Caocoem




* Er, belter make that bosses .,

Every man hos an enemy, but not every enemy s respecied as a skilled and
honaraoe warties, | gsked several fonzine edifors ta list three of the video game bosses that
staod above e rest as worthy foes, ond here's who they came up with

Jess Ragan

Editor of this very fanzine!

Maturally, | get first crack at this, And ry
choices are, .

Geese Howard, Fatal Fury (Meo-Geo)

This cruel industrialist is arguably the
best character in SNK's extensive South Town
saries (a line of games which includes net only
Fatal Fury but The Art of Fighting and The King of
Fighters as well). Geese's abilities are nothing
special, but what makes him much meore
threatening than other video game villains is his
startling level of character development. For
instance, Geese is labelled as the murderer of
the father of Fatal Fury's title characters, butit's
later revealed in The Art of Fighting that he
forced Takuma Sakazaki (the father of that
garme’s central character) to do the job for him.
This instantly thrusts Geese into the center of
the South Town universe, making each fighter's
relationship to hirm impertant in its swn unigue
way.

Seven Force, Gunstar Herces (Genesis)

There were literally dozens of bosses
In this intense shooter, and from the seemingly
harmless Minlon Soldier to the Tressweet™
crange-filled Fit to the relentless Core Defenze
Systern, all were fun and inventive in their own
right. But nething can compare to the towering
rmachanical menace that is Seven Force.
Filoted by the traitorous Gunstar Green, Seven
Force has the ability to transferm Into a variety
of deadly weapons, including a panther, a sea
urchin (trust me, it's nastier than it sounds), and
an enormous pistol which actually changes dips
as it runs out of amme, Best of all, Treasure
perfected the sprite linkage technigue first
explored in Centipeds, making the rmighty
mech’s animation incredibly smooth (especially
for its size). The final battle with Golden Silver
seemed almest  anticlimactic  after  twe
encounters with this behemaoth.

Gorfian Fagship, Gorf (arcade, VIC-20)

Admitedly, this is a bit of a stretch as
a choice, since Gorf's massive space cruiser can

The fireball spewing Gorflan Flagship is
still a foarmidalble challenge

be destroyed with one shot. However, hitting
the flagship's weak spot (a pixel-wide went
leading to an ominously glewing nuclear
reactor) with one blast is a rmighty tall order,
especially when said ship is pelting you with an
endless barrage of galactic brimstone.
Chipping away at the hull makes the job easier,
but the resulting rain of scrap metal further
impedes your rmovernent, making the battle
ever more intense.  In short, this is arguably
the most fun and inventive boss fight in the
history of the hobby, which is saying a lot when
you also consider that it's the very first.

BRIAN PACULA

Former editor, The Good, The Bad, and
the 8-8if

Well, let's see...
In descending arder of coolness...

The Changeling, Wizards & Warriors (MES)

Wizards & Warriors had endless,
come-back-to-life-where-you-died continues,
which is probably the biggest combined
blessing and curse in video garmes that | can
think of offhand, in that it constantly denies the

PREADOLESCENT TIME, EFFORT, AMD
SANITY TRYING TO KILL. Rock on,
Changeling. Take your brawnish-red bone and
dig rry grave.

' ExDeath, Final Fantasy ¥ (Super Famicem)

Without question, THE coolest,
baddest, bitchinest boss Square has come up
with. |t had twe forms (deesn't EVERY RPG
bossf), both of which were innovative and
artistic (Tirst form: a man-faced worm made of
twisting wines, second form: a  strange
amalgarmate of semihurnan body parts), and was
MUCH mere impressive than Chaos (zzz.),
Zerormus (which end is up? What IS that thing
supposed to be, amyway?), Keflka (wuss),
Sephirath (wuss), or any of the |apanese Final
Fantasy bosses. And it put up a great fight, too
Hard, but not impessible, unpredictable, long-
lived, exciting... the works. |f Final Fantasy W
had been released in America, ExDeath would
have set a new standard in final RFG bosses.
For certain.

Ridley and Kraid, Metraid [NES)

| can not, in good conscience, choose
between the twe, noer can | split them up,
They share this henor. Metroid was a great
mood game, was brilliantly original at the time,
and had twe of the mest kick-ass bosses aver,
When | was ten, | wanted to BE Ridley or
Kraid. Hey, when a game only HAS twe bosses
(let's face it, Mother Brain just sorta sits around
and lets you shoot her), they'd better be
damned good.

PAT REYNOLDS

Editor, Fantazine
Contributor, Tips & Tricks Mapgazine

Hrrm... this could take some thought...
Bloady Malth, Ninja Gaiden (NES)

This was the guy whe weuld put a

player an excuse to give in to frustration and do serious hurt on you unless you had the cajones
something else fer a while. I'm not even geing 10 28t right in his face and mercilessly hack him
to TRY to speculate on how much time | spent, 10 death with your sword.  Sure, once you
in cne single afterncon, trying to beat that Knew this trick, he was a snap to defeat, but he
farsaken Changeling from WAW. It starts as a 84ve birth to a new gaming phrase my friend

tiny. bone-thowing skeleton that grows and
grows as you beat on it (yeah, yeah, go ahead
and giggle at that sentence). |t was nastier than
the last boss of WEW, tock an interminable
amount of damage, and BOY was | relieved
beyond belief when | finally killed the damned
thing. The Changeling has rmy undying respect
as the hardest boss fight I've ever had to deal
with in 2 video game, the maost TIME I've ever
spent in one stretch on any single boss, and
THE MOST ANNOYING SOM OF A
BITCH | EYER WASTED MY PRECIOUS

Rich Plummer and | use to this day... if a boss or
enery can be defeated in this manner of
mindless beating, you're “doing the Bloody
Malth™,

Sagat, Street Fighter series (various)

| defy anyone to tell me that any
ather Street Fighter boss |s as cool as Sagat,
This guy took a dragon punch to the chest and
lived to fight en. He laughs mercilessly when
he wins, And that Tiger Uppereut is just so



how he's going to attack next.
Kefka, Final Fantasy VI (Super Famicom)

After defeating his gigantic, three-

Y screen-high statue, and just when you think it's

_finally over, Kefka descends, looking nothing

1 like his previous goofy self and everything like

e 4

Suzanne

Somers beware: Sagat Is the
original (Muey) Thal Master

damned cool. Sagat is the man.
Sephiroth, Final Fantasy VIl (Playstation)

Probably the single coclest bad guy in
the history of video games, Sephiroth is the
main villain in this game, and you must fight him
in many different forms throughout this
adventure. Near the end he “pulls a Tetsuo"
and mutates into a couple crazy monsters, but
for the final encounter, he reverts back to his
normal self and takes the beating of his life at
Cloud's hands. Add to that the fact that he kills
off cne of the main party members halfway
through the game and there's nothing you can
do about it, and that his final monster form has
its own extremely cool theme song, and you've
got a truly classic RPG boss character,

Chris Kohler

Editor, Video Zone

Okie dokie... this is going to be tough, but I'll
rack my brain...
Brain: Ow.

Birdo, Super Mario Bros 2. (NES)

He's a transvestite dinosaur who spits
eggs, which you need to throw back at him.
He can even help you out from time to time.
Need | say more?

Bowser Keopa, Super Mario Bros. (various)

The best thing about Bowser is that
even though you KNOW he's at the end of
every Super Mario Bros. game, you never know
what he's going to do. In the first game, he
threw fireballs, hammers, and jumped around
on a bridge suspended over molten lava. In
Super Mario Bros. 3, he tried to leap on you but
weund up crashing through the floor! In Super
Mario World, he rode in the Clown Copter. In
the sequel, he smashed his way toward you in
Mode 7 glory. And in Super Maric 64, he
attacked in full 3D. It's always a surprise to see

an evil Renaissance archangel, He even talks to

you as you battle!

Gosh Lesnick

Former editor, Video Apocalypse
AnePRO website proprictor

" Robo-Z, Bust A Move: Dance & Rhythm Action

(Playstation)

Here we have an entry from one of
the most recent games, Bust A Move [aka Bust
A Groove In the US... -ed.]. As cars swerve and
blow up around him, the boss character
continues to pull off his techno beat dance
moves. Woulda thought a giant robot could be
so funky? Yeah, baybe!

Mether Brain, Super Metroid (Super NES)

Yeah, | risked picking something
someone else picked here, but | had to do it...
not just for the boss itself, but the great
sequence that takes place when fighting it. The
poor mutant Metroid sacrifices Its life to save its
mommy (sniffle}. Samus then gets a kick-ass
beam, and great alien shrieks are heard when
Samus nalls the bitch in the face with it.

Spacerman the 3M, Keioh Yuugekitai (Saturn)

In my opinion, when video games try
to be funny, they rarely succeed, and to make
me laugh out loud... that's almost unheard of.
But | did |ust that several times when playing
Keioh. The alien spaceship Rami-chan fights
uses a crane to pick up cows, engulfs them, and
fires meat at her. After Rami does enough
damage, the spaceship reveals its true form...
and a sexy pair of gams!

N

From description af right: Even the
glue factory wouldn’t take Motaro

Who’s The Boss?

Definitely not these guys.

That... thing. Faxanadu (NES)

What the fuck? Our hero goes
through all the trouble to find the DRAGON
sword, and the [ast boss Isn't even a dragon!
It's just a lame-o demon head perched on two
legs! Gimme a break!

Dark Force, Phantasy Star [l (Genesis)

Nothing can foul up an RPG like a
cheesy boss which forces you to spend 753
hours wandering around gaining experience so
you can get through one round of battle
without getting killed. Whee.,.. fun. Defeat him
and the “Mother Brain" and you're treated to
the most unsettling ending in RPG history.

The Shadow Guy, Double Dragon Il (arcade)

You've beaten Willy to death... your
revenge for Marien's pointless demise is
complete. It's an appropriate time for the
game to end, but no, good "ol Technos thought
it would be cute to tack a "true” boss onto the
end of the level: an evil clone of Billy, whose
existance has no explanation whatsoever. He
has a COMPLETELY UNAVOIDABLE move
which kills you in three hits, which he does
every ten seconds. | sacrificed more lives
fighting this fuck than | used getting to him!

The Shadow, Zelda Il (NES)

Everybody musta been real tired and
in a hurry to go home on the day they came up
with THIS guy.

Ghaleon, from Lunar (Sega CD)

After SO much buldup and
anticipation, you'd think he'd try to put up a
halfway decent fight.

Dr. Robotnik, from the Sonic series (various)

Never very hard to beat, never very
ominous or impressive, never really developed
as a character...

Motaro, Mortal Kembat 3 (various)

Here's proof positive that, for a game
to have artificial intelligence, its programmers
must possess a little of the genuine article.
That jackass of a centaur Motaro is
COMPLETELY impervious to projectiles and
doles out grotesque amounts of damage with
every cheap hit, reducing battles with him to
futile jump kick fests, That's entertainment?

Compiled by Josh Lesnick, Brian Pacula, & Jess Ragan




Ever since the debut of Nirvana's Nevermind album in 1991, recording artists have
been hiding everything from computer games to interactive museums on their albums to keep
their most loyal fans surprised (or just mess with their minds). With their own reputation for
easter eggs, it was only natural that this trend would spread to the world of video games. Here's
a few of the treats buried deep within the reflective plastic of the Saturn’s most memorable CDs.

Midway's Arcade’s Greatest Hits: The Williams & Atari Collections
Track 3

Included on the first disc for no legical reason is a really long, really bizarre rave tune
with audio from what scunds like an old motorcycle racing game (Williams® Star Rider, perhaps?).
Nobody was credited for this track in either the instruction manual or the game itself, leading me
to believe that it was the product of tomfoolery at the Digital Eclipse offices. One more curious
note: the song continues on Midway's first Atari collection, but the first two minutes are full of a
harsh, staticy noise, apparently intended to psych people out of playing the track on a standard
CD player. What is the mystery behind this phantem music? Only Dan Filner knows for sure.

Super Puzzle Fighter 2 Turbo
Track 2

If the game wasn't weird enough for you, there's actually a song performed by Sakura
Kasugano which you can access by beating her in the (insanely frustrating) Street Puzzle mode.
To ensure that players wouldn't cheat and just listen to it on their sterecs, Capcom put the
instrumental porticn of the the melody on the CD and had the Saturn itself belt out the kyrics.
Impressive! Sure. Sadistic? You'd better believe it!

Samurai Shodown 3: Blades of Blood
Tracks 32-36

The ambient japanese soundtrack is the ONLY thing that makes this disgrace to the
Samurai Shodown series worth a passing glance. Sensing this, SNK threw on a few extra tracks
not accessible from the game- a sugary sweet pop melody vaguely similar to the one Sakura sings
in Puzzle Fighter, and a series of conversations between Nakoruru and her sister about Samurai
Shodown RPG. These, and the game's masterfully composed fuedal dirges, make the CD worth
a few spins in a Discman... just keep it the hell away from your Saturn!

Pocket Fighter
File POCKET.SCR

Here's a trick that's guaranteed to liven up your desktop long after the game itself gets
stale (believe me, that won't take long). Just pop the CD into your computer- no, that wasn't a
typo- then find the file named POCKET and transfer it to the directory C:\WINDOWS\SYSTEM,
Next, enter the Control Panel, click on the Display icon, and then click the Screen Saver tab to
switch to its menu screen. Choose the Pocket screen saver out of the ones listed In the scroll
box, and voila! It's just the thing to Inspire fan-eds exhausted from editing dozens of articles.

Street Fighter: The Movie
Music Video (1)

It's a pity so few people had the chance to see this... It makes good use of the Saturn’s
limited full-moticn video capabilities, and Is the highlight of an otherwise mediocre offering by
Acclaim (aren't they all?), Simply beat the game in the Movie Battle Mode... it won't be easy, or
fun, for that matter, but it's worth the trouble. After a brief ending, you'll be treated to the
soulful sounds of Japanese pop artist Ryo Aska. It should be noted that this is also the only time
the game's stars were allowed to keep even a shred of their dignity... Mulan's Ming Na Wen
locks particularly fetching firing a few sultry stares at the camera (gee, what would Disney say?).
After the song comes to 2 close, check the Back-Up menu and you'll find a new option, Video
Clip. Now, you have instant access to the video without having to endure a minute of the game!

The cast of Pocket Fighter, as seen in the game’s hidden screen saver

What’s The Big
[dea!?

If you're crazy enougn ocbout viceo
games to spend most of your free time writing
about them, it's only naturai that you'd come
up with a few game concepis of your own, |
myself have been designing games- on
paper, af least- for aver fiteen years! Usuaty
tney're just derivatives of whatever I'm
enjoying ot the moment... for instance, |
became so obsessed with Super Mario 8ros.
when 1"d first bought my NES that | spent most
of my fime in grade scheol drawing
screenshots of blatanily cbvious rip-offs.
of them, Sherm 8lerm, actually did become a
reality on my humble VIC-20, but the game
was such a flickery, smplistic mess that it was
barely recognizable as a tibute to Marla's
first side-scrolling aaventure. Before this, |
paid homage o the original Mane 8ros, with
another obvious clone, marking the debut of
the demenied sanitation worker Cory
Farismeller [and you thought the characiersin
this fanzine were bizarre!).

On rare occasiors, I've come up
with grect video game ideas thal haven't
been tried before, or ones that combine
elements from two different genres to create
an enfirely new gomeplay experience. An
exampile of the laotter is Scrombled Fgas. ©
virtual ffe simulaficn which dermands quick
thinking and reflexes from the piayer, It's sorl
of a high-speed hybrid of the Tomagetchi fad
and iniense shoolers ke  Wilioms
Robotron:2084. Most of the artwork for the
game is finished, but sadly, | never got around
to working it inte o program,

Sometimes, I'll think of inventive new
twists to existing games, lke Adoend:
Addendsis a fasl aclion puzze game similar
o Tefris, except you must put frics of numbesrs
together as sums 1o clear them from the
playfield (le pulting 224 tfogether in a
horizontal, vertical, or dicgonal line ercses all
three numbers),

For those Interested in o less
cerebra challenge, | have low-brow
concepts like Rock ‘n Fish. | came up with this
one after an exhilirating boal ride with my
cousin... it's an arcade-style fishing simulation,
with the added benefil of outrcgecus, Road
Rashstyle races to the best spots on the lake,
It someone threatens to leave you in thelr
wake, you con simply knock them off their
ooais with a well-fimed shotgun Diast or beer
can toss.

Fans of the, ahem, sport of wresting
would love Unlimiled Access Professiono!
Wresting, @ gome which gives bolh you and
your opponent full un of the wresting arena.
Not satisfied with fighting in the ring?2 Toss youwr
opponent info the audience, then drag the
poor sap ou! inte the porking lot and send
him headfirs! into a lamppostl  Unlimited
access rmeans unlirmited punishment!

If you've ever had o greaf videc
game ideaq, share It with the rest of fendom!|
I'm sure we'd alllove to hear coout it
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Arcade observations by Jess Ragan & a trip to GameWorks™ by Bill Fasick

S0 there | was, a grown man
sanding just feet away from a fat foam
rubber king, some idiot in a ratty fox
costume, and & young woman so o perky
she'd turn Katle Couric into an axe-wisiding
lunatic, Apparently the local Fox affiliate had
gone on location to announce that some
brats in Tucson had won free golf passes,
or something... | really didn't care, because
the station's cameramen were blocking my
access to the only Meo-Geo machines In
the Golf n Swff arcade. | muttered every
coscenity | could imagine under my breath
and forced myself to play a Mane w
Capcorr machine  that had  seen better
days.. | usuzlly love the game, but nothing
sucks the fun right cut of it than a pair of
faulty jowsticks.

It was at that time that I'd decided
o move on 10 greener pastures and a
better arcade, leading me to a hangout at
the University of Arizona.  Sam's Place in
Tueson was profiled in Fps & Tricks about
a year ago, and | can't thank them enough
for the recommendation... this arcade i the
exact opposite of Golf ‘'n Stuff, with clean
faciivies, an extersie colection of well-
maintained  games, and older, more
experienced  players who put up 2 real
challenge i competithve titles like Busi-A-
Move and the aforementioned Mane' w
Capcovt, There was no trace of the
legendary one-handed terrar of Tucsen, but
that small disappointment aside, | must say
that | was wery pleased with Sam's Flace.
Check i out the next fime youre in
Southern Arizona

Oh, yes.. | can't forget about the
games themselves. | haven't been doing too
riuch arcade hopping since the last issue of
GRE was published, but | did manage to
find scme memaorable (although not always
for the best reasons) games. High on that
list 15 Jjoiof lVestwrs, a CPS3 fighting game
which marks the first joint project between
Capcom and animation studio Shueisha since
1999 Saturgqy Aght Sammasters,  Every
fighting game needs a gimmick to establish
its cwn identity, and |ojo's i a doozy.. =ach
character s partnered with a ghosty famiiar
caled a stand.  The player can either fight
alone or summon the stand to increase his
overall offenshe power.. but theres a catch.
Tour fighter's stand has its own life meter
and can be damaged or even snuffed out
briefty, leaving you unprotected until it can
recover,  This results in some pretty insane
batfles, with the characters beating the
stuffing out of anyone within arm's length.
Couple this with venthve new chase scenes
and nuty characters ranging from a tiny,
flatulent dog to a scandy clad temptress
who smashes her opponents with Cadilacs,

and youve gom a game you wonl belleve
even after you play it!

Sadly, | wasnt as enthused about
the latest Street Fighter games. Sireet
Fghter Ajpha 3 is, in my estimation, a step
down from the previous Alpha releass in
almast every respect. The new characters
are nothing special lespecially Cody from
Fingl Fght whao's now ¢lad in handouffs and
a Keystone Cops-era prison  uniform.
Huh..f), and the overall presentation was a
real wm-off o me, with cheesy tickertape
messages  and  the single most  imitating
announcer in a video game since Mamoo's
Rigee Racer st hit store shehes. | don’t
even like to think about Street Agfter £X
2. any future Arka had as a leading garme
developer was blown 1o Dits once  they

frogsh.  However, fagoda nmo Shinih grew
on me after I'd spent a Itde time blasting
fombies at Golf 'n 5w The rory &, | still
likke Sepa's other shooter The [ost Workd
maore, even though | hate the jwassic Fark
films with a passion. Perhaps the tensicn
Steven Splelburg tried to create i those
mavies & better reallzed in a video game..
OF course, whenever 2 company
releases a brilliant game ke House, you can
always expect Midway to leech from its
success with a shameless clone, filled to the
brim with gratuitous viclence.  Admittedly,
Cambwl &5 solidly designed, and fts creepy
amusement park theme is pretty clever, but
sensitive  players should approach it with
caution.. the game's constant gory deaths
combined with the frightening drops of an
ultra-reallstic  roller coaster ride will make
them sick faster than 2 trip inside a
Tit=A=Whirl with 2 belly full of nachos.
Topping it all off is the GameVision
release Zere Foind a fun shooting gallery
which bDears a striking resemblence to
Mamco's Foinr Slank You can't say they
didn't have it coming- after al, Mamco has
been cribbing ideas from Sega for yearsi-

but the differences between Zero Poit and
its Inspiration are so slight that a lawsult has
to be just around the comer. Play this one
while you can, folks.. its not going to be
around for much longer!

delivered this obviousty rushed sequel to
Capeorm’s home offices.

Mowving on to the world of gun
garmes, we have Howse of The Dead
Camnévl and Zeno Fomt | must admit that
it took me a while fo understand House of Alas, so many games, so  litle
the Deads appeal.. | wasnt that into the space.. as wsual, M finkh this articde on
game even when | played it with Fanarchy another page, preferably near the back of
editor Ben Leatherman (who declared, *ou the lssue  Just take a right at the Bienisk
SUCKE after I'd missed one too many kiler interview.. you cant miss it >

My Teip To GamelWorks™ ox...
FLEECING PRIVATE FASICK

Well, | finally got to see what all the buzz was about concerning those
newfangled theme arcades. | think the theme ot GameWorks is this: “There's a
sucker born every minute,”

Upen walking inte the arcade, | noticed a sign on one of the vending
machines which read 'Mo Refunds For Unused Credit' [you buy a debit card ot
the door and swipe it through a reader built infe the games instead of using
tokens). This made me want te buy as little credit as possible, although the
games were expensive, ranging in cost from fifty cents for Pac-Man to five dollars
for costly GameWorks exclusives,

The GameWorks building is designed like a warehouse, complete with
scaffelding and catwalks. There's a cafe’ and lounge on the second floar, and its
prices are just as ridiculous as those for the games, with three dollar beers and
seven dellar burger plates. The restrooms are designed with a chrome-plated
steel so shiny you'll wonder whether you're in an arcade or a gay bar!

GameWorks' main affraction is a game similar to Area 57... you sit in @
chair facing a giant screen, and as you progress from level to level, your chair
moves vertically. This makes just watching the game a lot of fun. Mast of the
other games are of the ride-on variety, like Alpine Rocer, Wave Shark, and Prop
Cycle. The one that inferested me most had a Harley that you rode through Los
Angeles d'la the Terminator,

All in all, though, GameWerks was a very disappointing experience, kind
of like trying fo get a decent meal in an girport. Sure, you'll eventually get fed,
but the prices, service, and atmeosphere all really stink.
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Deep Sixed Nine?

Long time readers ol The Gameroom Blitz will
remember that |I'd reviewed the Genesis

adaptafion of the television series Star Trek:

Desp Spoce Nine necrly three years ago.
ey'll oso recall that | felt the game was an
insull 1o both Genesis owners (who were
aready up to Iheir ankies in rushed crapoiain
1994) and fans of the enfertdining science-
ficfion show. | took my complaints direclly to
Mawice Molyneaux, lead designer of the
Deep Space Nine: Crossrooos of Time gomes,
and was mere than a litlle surprised by his
response...

It's impossible to address your
comment on DS9 without getting into some
significant detail. Excuse how lengthy this Is
going to be, but It should give you an idea of
why the game ended up as it did.

The show was not even on the air
when the game design had to be started (Dec.
1992), and by the time development started
only six episodes had been shown. There was
little to base it on. All | had when | started was
the writer's guide, six scripts, and a few
photographs. | had to personally call the DS9
art dept. and beg Rick Sternbach for set plans
and other reference materials for the artists to
work from, even after the show hit the
arwaves, as there wasn't enough reference
matenal on video alone.

The game was Prince of Persia-like
because the game was made by the developer
of Ecco the Dolphin, and a decision was made to
re-use its engine. This engine is a high-speed
omni-directional scroller, and this dictated the
kind of game it would be.

| actually quit the project for Il
months because the product manager and |
could not agree on how the development
should proceed, so | walked. | only returned
when the project was faltering and the new VP

at Playmates personally asked me to come back |,

and save the thing.

When | came back on the project it
was already 2096 too big to fit in the final cart,
and unfinished, Unfortunately, so much work
had been done that it was impossible to start
over. | was forced to re-sequence the existing
material and try to tie it together with only
minor changes pessitle. The first thing | had to

Send all
correspondence /o...

Jess Ragan

been written, One of these, for instance, was
a vaguely Missile Command-like system wherein
you had to step Infiltrating Borg programs from
reaching data in a computer (see figure |},

You'd have to tak to the
programmers about how compressed or
uncompressed the game is, but the fact of the
matter is that the game got severely truncated
because of ROM limitations (it was etched in
stone that this was to be an 8 megabit cart).
For example, originally, you were to be playing
every major character, but because there
wasn't enough space, the female character run
cycles wouldn't fit, and the programmers would
not let go of the useless wormhole sequence
(much as | begged), so we had to lose the
playable female characters (all of the male
characters use the same bodies, with clever
color substitution to make them look like
they're different), and we also lost a major
movement type for the remaining characters:
the ability to crawl (figure 2- note the warp
core to the right, part of fully half of the
Saratoga that was junked for space reasons),
and the ability to ride turbo-lifts (figure 3)

The first level of the game was
supposed to be the starship Saratoga, which
ultimately ended up being a near penultimate
level. The play mechanics were supposed to
start there and get more complex as you got
into the game. However, the Saratoga that
survives in the final game is only 4096 of what it
was supposed to be, so it's not even indicitive
of what the game would have been,

Then there's Paramount.  Their
licensing dept. changed their minds so often
that game details had to be constantly revised.
First, they insisted that the game had to start on
the station, not on the Saratoga, which forced
the game structure to be changed radically.
Second, at the last minute we were told we

HPAse

FIGURE |

could not use the Borg, and that had to be
fought, as the level was finished. Additcnally,
they actually tried to UNAPPROVE the game
script a month AFTER they signed off on it

This above is not an isclatad horror
story, but actually pretty typical of game
development. Believe me, no one Is more
disappointed by how the DS$ cart came out
than | am, but circumstances being what they
were, It's actually amazing that it was even as
playable as it was.

--Maurice

And thatl, boys and girls, is precisely
why Paramount needs to be cut out of ifs,
and my, misery... | mean, really, couldn't the
company just be satisfied running its ielevision
netwark into the ground withou! sficking ifs
talentiess fingers into everycne else's pie?

Ohwel, Asnice ¢s the exira rounds
and mini-garmes would have been, I'm not!
sure If | would have enjoyed Crossroads of
Iime even If it hodn't been bostardized... |
think Alan Lancie {what the heck hopoened
te him., anyway?) was right when he'd
observed fhat the Star Trek concept just
doesn't fransioie well o the video gome
medium. | keep thinking that Deep Spoace
Nine may have been fun as [and | know 1his
is going to sound ridiculous) @ fighting game
similar 1o Marvel Super Herces, but | just den't
see it hoppening. The choracters are
certainly unigue encugh fo moke it work, and
the oullandish scenerio could easily be
explained by having the gome icke place
inside one of Quark's holosuites, but Capcom
and Sfar Trek just don't seem like two phrases
I'd expect o see together in the some
sentence..,

In any event, Maurice, thanks for the
eye-opening look Inside the gome design

process. | never realized that there were so
many stumbling blocks to crealing o
worthwhile relecse., | was under lhe

impression tha! programmers ond designers
were given a liflle more gutonomy, tut | guess
that's only the case If you're an industry
lecder who's notl being goaded into
stamping out some lame side-screliing
platformer or whaiever with a popular movie
or television license. With that in mind

perhaps | should show a fittle more sympathy
to the pregrammers who are forced 1o create
these gomes rather than ccling for their
heads on a silver platter... I'm sure Rugrafs
was fen times more excruciating to design
than it is to play [and jus! ploying it is bad
enough...).

FIGURE 3




Pﬂ pa HUEIIII'IEI'. .-
Yo Jess,

Okay. 5o | know you complained
about people who take too long to write to you
in your last issue, Well, | guess this formally puts
me on your shitlist (so to speak). For what it's
worth, |'ve taken FAR longer to respond to
pecple on other sccasions. Mot that this should
rmake my apology mean anything more to you,
but | just thought I'd offer that in my defense.

Anyhow, on to GRB #5. | dug it. It
was good.  Squeezins Jet and Post Office
Paranola! steod out as personal faves. Don't ask
me why (actually, | usually like letter columns,
especially when there's some names | actually
recognize in them. This actually says quite a bit
about the state of fandom today, but hey...). Ch
yeah, Mad Gears didn't suck, either [you've
really gotta work an yvowr complimenis thera,
Scoft.. -ed]. I've always been a sucker for
portables, as you should know, and this helped
satiate rmy appetite. On a side note, some
comparty is actually bringing sut a device to play
Lyrx games on a TV! A little late, yes, but this
and the HEAVY indie programming for the
systemn stand out as true testaments to it

Themewise GRE was OK, tho | admit
not being too into cuteness. The reviews were
particularly fum, but the secondary character
reviews seermed a tad unnecessary. Let's face it,
any characters you write for are bound to have
opinions fairly similar to your own.  Still, the
bird’s {Pelly? Crackers?) [Mololov, actually...
-ed.|  review of Superman made it all
worthwhile...

Bad American Cartoons was also
enjoyable, even If | have anly seen a few of the
shows you reviewed., And ne review of Beast
Warsf! Shame... In spite of this oversight, the
feature was a good idea {point to Mr. Lesnick)
and served the ‘zine well,

Fimally, | feel obliged to end this
excellent, thought-provoking letter (save it for
the day | become a famous writer or something)
with a follew-up te the last correspondence |
graced you with. | actually have a computer now
[0 cdo I Ain't life grand? -ed.)! Mot that |
bought one, mind you... it's just that Billy [Scotf's
wrother, farmery The Dangerous Billy fMasters of
Fondom Access fome -ed.] had bought it abaut
ayear and a hall ago and then got an even newer
computer for signing on at his new job as a
software tester. So, being the generous type that
he is, Billy gave me his old ‘puter {d'ya recognize
the sad Mindstorm reference! Do yal). New, |
kreow | said last time that getting a computer
could prompt me to revive Rondom Access, but
now | must hedge. Too much work, laziness,
and more excuses will most likely keep any
future issues of RA from being created. It could

happen, but...

O yeah, you'll find $2 encosed for
the next GRB. Damrit.

Scott Boehmer

Hoo, boy.. and you thought you
wara late with your responsel  Man, you're
raally acing to want to kil me for waifing o
long to finish this issue... and I'm sure you're
ot the anly onel

I gotta admit, falng to include
Beast Wars in the last ssue was g bit of an
overdght an my parl. | think | had some
raficnale for leaving it off the il but I'm not
sure just what it was; maybe | thought it had
been cancelled, ar that It didn’t really fit with
the theme becouwse it Bn't g cartoon in the
mest  fraditional  sense of the word,
Mewvertheless, here’'s a guick synopsis of the
show for your benefit:  femific computer
rendering, comy but sometime:s amusing
diclogue, lame voice-overs. Belter than the
old Transformers TV series, but not as cool as
Mainfrarme's other show Reboo!,

Mow that you mention & | am
thinking about getting bock info the Lyrx
groove, | used to own the system, but sold it
out of frusfration when | couldn't find any
gamas for il Now thal I'm currenfly empty-
handed (or more accurately, emphy-Handy),
oreal Lyrx exclusives like Blue Lighifning aond
STUN Runnerhave been popping up all over
the place ot Bookman's! Amghlll 1'd like fo
hove another Lyrx Just fo play those two
gaomes, but | have no Inferest in buying one of
the clder Stayfree modeals, and the new cnes
are dammed near impossble to find. 'l keep
irving, fhough... anything's got fo be better
than o GomeBoy (fhe officidl handheld of
balh the Jetsons AND the Fintstones!).

The Cynic's Guide To
Fanzine Dissection

COK, I've read the issue and will
respond toit... ... .

PROLOGLIE: THE COVER

| loved the cover, although | was
wondering why Willlam Galnes was lecking
down upon fandom until | saw the who's who
in the back, Watching all the little
JessCreated™ fan-ed charicatures crawling
around is something |'ve always gotten a kick
out af...

PART OME: THE FIRST PAGE

Having eaten there about five times
in the last month, |'ve got to back you up on
that Der Wienerschnitzel thing, it's disgusting,
Course, I'll probably eat there again before
long. since there's really no other places to
quickly and cheaply satisfy a craving for siclkly
grade D meat in tube form. Their fries always
taste like sormecne had been sitting en them for

a while before they were served,

PART TWO: THE SECOND AND THIRD
FAGES

Why is Byron the only creature
wearing underwear!

I want to thank you for maling a
cute themed issue without once using the
wiord “kawaii”, which would have made me
vislently ill. Thank you!

PART THREE NOT AVAILABLE
FPART FOUR: THE FIFTH PAGE (LETTERS)

Jiminy  Christrnas, names |
recognize in the letters page! And here | had
thought all my contempeorary fan-eds were
slaughtered like hogs in the purges that
brought about the third generation of
fanzines! Bay, is my face red.

PART FIVE: THE...uh...

Bad American Cartoons? That's
redundant. American Cartoons would be
tidier... or maybe just Bad Cartoons.... or hell,
cartoons altogether pretty misch blow. And
anime’. And a hefty portion of live-action
shows too.

PART SIX: PICK UP STICKS

Mobody sends me fanzines
anymore.  Probably because | dropped off
the face of the earth and everything, but
that's hardly an excuse. When you're a fan-
ed, you're a fan-ed for life! | want fresh
fanzines delivered to my grave, you hear me?
To my graaaaaaave!!!

INTERMISSION
(PA  plays selections frem Paula Cole,
Matchbox 20, and Third Eye Blind)

{Bedies are squeezed and skulls are crushed
like ripe melons as everyone rushes the exit)

{Exit of what, exactly?)
{Never you mind)
FART SEVEM: DIAL F FOR FANZIME

| want to play Bastards! My picks
are Dr. Laura Schlessinger, James van Praagh,
and Leeza Gibbons.
FART MIME: THERE IS MO PART EIGHT

| want to see more Fan-Ed Frocas
graphics! Mow now now!!! It looks bitchin'
and you've captured my essence very well,
FPART TEM: THE LAST PAGE

404 Not Found



EPILOGUE: THE BACK COVER
So, when's the next issue?

First, that's a diaper. Byron's fied
wearng underwear before, but the results were
pretty unpleasant,..

Off that subject [please!l)... | guess we
both dodged a bullef on the kawali thing. Josh
Lesnick actually oid send a review of Pocket
Fighter with the offending word inside, but | just
didn't have rocom for it in the last issue (the
review, not the word "kawail", although eilther
could apply). Just so you know, I'm not
especially fond of that adjective, either... being
an anime' fan, Josh used to use it constanily,
and it really cugged the hel out of me because
| hac no idea whal "kawaii" mean!. To his
credit, at least Josh stopped wsing the term (tor
the most pari) before it became frendy.

The rest of your letter speaks for itsell,
but | just can't pass up an oppoertunity to trash
Weinerschnitzel |yes, Eric, again. Live with it. 3).
There's one in Tucson which just added a sister
franchise te the building called (here's a clever
name for you) The Hamburger Stand., One day,
and | swear this is absolulely frue, there was a
banner fiying from the restaurant that read,
"Tuescays: Hambuwrgers For 19¢." It sounds like
a hell of a ded, bul once you bite into that cry
hockey puck they gracicusly call a meat patty,
served on a crushed bun with just a droplet of
mustard and catsup, you'l realize that THEY'RE
the cnes making out like bandits.

Is IF You Needed More
Proof OF How Late This

ISSIIG Rea"q IS...

Jess:

Hey there. Well, this should be the...
uh... third e-mail in your box from me today, so
I'll keep it long. Maybe a paragraph about each
page of GRB #5.

Overall, | thought the issue was fine, |
wouldn't call it your best yet, since | particularly
liked the Super Spectacular Sega Sucks Special,
but there's no reason to think it's just as good, If
not better, than all your other issues. And of
course, GRB beats the hell out of most every
other fanzine anyway. Speaking of which, GRB is
my favorite ‘zine... why wouldn't it be? The
amount of time and effort you put into each facet
of The Gameroom Blitz is always apparent, from
the well thought-out articles to the always pun
and arcane reference-filled reviews to the
appealing layout.

Okay, on to the latest ish. Nice cover!
But | have to ask... whatever made you associate
me with Ranma //2's Gambling King? Have | ever
mentioned anything about wanting to throw
playing cards? If anything, I'd rather be Genma

and whack people with Japanese signs. And if
you ever do Fan-Ed Fracas, make sure to
indude Jared Jones or Greg Meyers as Dan-
type characters... you know, as a favor to me.

Nice idea having Byron and Jypsky
guest-edit, although | think you missed
something... how the hell can they type with
big, clunky paws like that? Well, you're right
about the editorfal looking like josh's column
from the double issue. Speaking of which,
don't be surprised when the ‘zine review
column from the TDSVZ double Issue turns
out to be “Chris and Al's Now Playing"... lord
knows how two REAL people are going to do
an article like that, but we'll figure out
something.

The Staff of Might... sort of funny, but
what about something like “The Staff
Infection"? Let me guess, you already used that
one [uh huh...-ed.]. That's the only other one
| can think of, so this whole paragraph is pretty
much garbage... let’s add to it. How ever did |
get the adjective “spastic" attached to my
name! And why the hell Is my hair so curly?
My picture looks more like Ben Savage with
man-boobs than it does me. Oh well.

| have to wonder about "What Is
Cute?"'s page layout... it would seem that the
layout of the page should be cute in keeping
with the article, but instead it seems pretty
stiff... intentional irony?

The Squeezins Jet article sounds
pretty outdated: “Marvel vs. Capcom is out
now", “I'm going to pick up [Yampire Savior]
when It's released”... maybe an update before
printing was in order. Well, the rest of the
article and the page itself contained content
that could hardly be considered time-sensitive,
so | guess it works out all right.

To Bad American Cartoons: Sure,
The Simpsons is slipping, but for me at least,
even the reruns are good since my father's so
into the show now... every one's new to him.

"Homer! Have you been up all night eating
cheese?”
"I think I'm blind."”

| liked the review section, although |
can't raise my eyebrow like you have it In the
picture... trust me, |'ve tried! | really want to
be able to do that [Maybe Alan Colmes from
the Fox News Channel could help you with

that..-ed.]. 3/5ths Man and the other
characters were pretty funny...
| didn't think you'd ACTUALLY put a

picture of me throwing a turnip at you at the
end of El Libro, but... okay. Maybe in the next
issue there can be a picture of me lifting you
over my head and tossing you at Birdo.

Fan-Ed Fracas was interesting (there's
Ben Savage again with the big card), but there’s
something | HAVE to say... what is the deal
with you abbreviating everything with the first
three or so letters of each word? I've seen you
do this with everything from Fanfrac to

SamSho, What's next, MorKom? | just hope
you don't try to change our names to JesRag,
AlRic, and ChrisKo (which would be really
funny and oddly ironic in an of itself).

Dont worry, I'm just kidding
around... Well, | guess that's about it
Overall a great issue. Damn, though... now |
REALLY want to get Marvel Super Heroes!
Four meg RAM cartridge support AND Anita?
Whoa! Can't wait to find it

KONNICHIWA AND A THOUSAND
HAPPY GREETINGS!

Hey, Bashi! What're you doing here?
FUCK YOU, GAIJIN! PISS OFF!
Oh, wait, that's Joe Santulli,
Chris

My dear boy, I've missed nothing!
Jypsky can type, but he doesn't reclly need
to... instead, he writes everything down in
his Hyperfech perscnal data assistant,
which frarsfers datc to my desklop
publisher at a rate of 56,000,000 bps. Byron-
who's also too young fo write- just describes
the games while | type In his coservations.
it's a littie ke what that Dominion guy was
doing with Mark Cudison, aithcugh Byron is
a bit more malure,

By the way, | know wha! you're
thinking, and yes, | realize I've pul entirely
mwch teo much thought into this...

Annnyway... I'm glad you liked the
issue, ond I'm sorry about the way your
charicatures furned cut. Just keep in mind
that it's hard fo work from a picture like the
one in Video Zone #24 whose quaity had
been negalively affected by scanning,
printing, and copying., Now that | have a
color photo, however, you can rest assured
thal you'll no longer appear in GRB with
curly hair and, er, man-boobs,

Just for the record, | should point
out that | don't hate EVERY episode of e
Simpsons... | can think of nearly a milion
hilarious quotes from the show's first five
seasons, but since Ocakley/Weinstein and
then Mike Scully ook the creative reigns, It's
just gotien, wel, dull. Even the episodes thal
start out grea! slowly creep into mediocrity
toward the end. To name an example, the
one where Homer and his family dine out at
a novelly steck house wes hilarious af first,
but his foray into the secret wedd of truck
driving just wasn't that funny... even the
chase scene at the end didn't get much of
arise out of me {unless getting off the couch
fo change the channel counts).

Bui that's OK.. the first few
episodes of fFufurama seem 10 Incdicate that
it will pick up where The Simpsons left off
|without Bart, mercifully), end Family Guy
has that warped sense of humor which
made The Crific so much fun fo watch. Let's
just hope bolh shows last a little longer than
Jon Lovitz's did...



Almost as if embarassed by its mistake, the Dreamcast quickly faded
out and returned to the Sonic Adventure title screen.

There were a small stack of CDs on a shelf behind the
counter. | politely asked, “Could | see another game?”. To my
surprise, the derk agreed and reached for a disc on the shelf. “|
suppose | could put Power Stone In...” There was no holding back my
astonishment- my jaw dropped as he opened the system's drive door
and swapped discs. “Holy cow!”, | shouted, instantly shattering what
little remained of my facade of disinterest. “That game isn’t even out
/7, in arcades yet!" The derk smiled and proudly announced, “That's the

e /i beauty of the Naomi hardware. Arcade conversions take ne time at
v V;’/f/ i because the Dreamcast is nearly identical to Sega's newest arcade
Pt A %, board.”

| couldn’t wait to see Capcom’s next big fighting game, but |
would have to... the Dreamcast requested four blocks of memory, as
no save card was loaded into the system's controlier. Perplexed, |
asked, "Doesn’t the Dreamcast have Internal memory?”. Hesitant to
answer, the clerk sheepishly replied, "Well... the Dreamcast saves the

I must admit that | was very skeptical of the Dreamcast when it date, time, and basic system data, but no, you can't save games to its
first debuted in Japan six months ago. It was incredibly frustrating to internal memory like you can with the Saturn,” He then fiddled with
watch normally rational people praise the system to the heavens when the Dreamcast's BIOS screen and finally coaxed the game to run. |
the bitter taste of the Saturn's demise still weighed so heavily on my was a bit disappointed by this news... it's hard to Imagine why Sega
toungue. Thus, | decided to take a stand against the system. [t wasn't would force its customers to buy pricey add-ons after they'd created
long before another fan-ed criticized me for this, claiming that | needed the ultimate save system for the Saturn. Perhaps they wanted to
to actually SEE the Dreamcast in action to fairly judge it. | hate to admit create an interest in their handheld VMS unit and SNK's Nec-Geo
it, but he was right. It took a first-hand experience with Sega's 128-bit Pocket, but heaven knows the world doesn't need another portable
powerhouse to understand what all the excitement was about... game system, let alone two.

So there | was, hanging out at the Elcon Mall with my aunt, her After a title screen which seemed to last forever, Power
ex-husband, and their twe screaming grandchildren. We were searching Stone's attract mode finally began, giving the Dreamcast a chance to
In vain for a Tucson restaurant which had recently relocated... | had no redeem itself. | wasn't sure what to think of the opening- the
dea that | would come face to face with Sega's latest and most hand-drawn characters looked sharp but strongly resembled the cast
anticipated game system instead. of Sunsoft's Waku Waku 7- but the actual game was very impressive, |

It was at the mall's Software Etc., running a demo of Sonic watched In awe as the combatants scurried around a lavishly detailed,
Adventure (y'know, the game every Saturn owner had been begging Sega beautifully lit room, collecting gems and hurling pots at one another,
to release since [995... but let’s not open that wound right now). | pulled Suddenly, after collecting a third jewel, one of the fighters was bathed
myself away from the slick full-motion video intro just long encugh to ask In a swirl of bright light and emerged clad in a scarlet helmet and body
the rest of the fam for a few minutes... just enough time to see If my armor. In a flash, | responded in my best Dennis Miller: “Whoa... go,
contempt for the system was warranted. | took a quick glance at the go Power Rangers!” | could almost feel the clerk wince as he
Dreamcast itself and was a litte surprised by its appearance... the system muttered, “You just had to mention that, didn't you?” Well, hey, who
was smaller and more delicate than the early pictures in Tips & Tricks could resist?
seemed to suggest, bearing a slight resemblence to something you might Conscious of the time, | thanked the Software Etc. employee
find hanging on the wall of a ladies’ room In a Japanese restaurant. for his and went on my way. As | walked back to the car with the rest
Because it seemed more likely to dispense tampons than play killer video of the family to resume our search for the perfect buffet restaurant, I'd
games, | was convinced momentarily that the system was a mock-up and marvelled at how much my mind had changed about the Dreamcast. |
the footage I'd seen was actually running from a VCR. still have doubts about its chances of success here in the States, but the

After coming to my senses and realizing my mistake, | system Is incredibly powerful, and the list of titles planned for the
approached the sales clerk and casually remarked, “So... | see you have Dreamcast’s stateside launch (which include such hits as Marvel vs.
the Reamcast.” Not taking the bait, he replied, “Heh, yes... you mean Capcom, House of the Dead 2, and the incredibly weird but incredibly
the Dreamcast.” | watched a conversation between Sonic and his female fun fofo's Venture) would tempt any self-respecting gamer.
counterpart Amy Rose before resuming my own discussion with the man | just hope Sega gets its act together this time... Sony has
behind the counter. "“I'm sorry... | just call it the ‘Reamncast’ because | get become arrogant, lazy, and most importantly, vulnerable thanks to the
the feeling that Sega will do to Dreamcast owners what they did to success of its Playstation. This is Sega’s best and only chance to plunge
everyone who bought a Saturn.” a sword into the heart of its competition and become a driving force in

“You're entitled to that opinion,” the clerk replied, “but Sega the industry, just as it had in 1991, when Nintendo's refusal to obsolete
means business this ime. The Dreamcast is an incredible system, and the NES gave the more advanced Genesis a head start in the next
licensees have been lining up for blocks to design games for it. Besides, generation system wars. The Dreamcast needs to strike a chord with
with Sega, Hitachi, and Microsoft behind it, how can it go wrong?" players secretly disgusted with the currently abysmal quality of the

| was too distracted by Sonic Adventure to mention that Hitachi Playstation's software library... if Sega can capitalize on Sony's Insane
manufactured the Saturn hardware as well and that Bill Gates' last stab at decision to bring the Rugrats to a 32-bit garme system, and claim that
the video game market (the MSX, a computer designed primarily to play the Dreamcast is intended solely for serious players, this could
games like Konami's Penguin Adventure) was a miserable failure in the severely damage the Playstation's reputation as technologically
United States. A simple “Good point..." was all | could muster as | stared advanced and pave the way for ancther Sega revolution. If Sega
at Amy Rose, who was wandering through a beautifully rendered hall. doesn't take advantage of Sony's momentary weakness, their last
The petite pink hedgehog looked as though she were made of plastic chance for glory will be extinguished, and the Dreamcast will be |ust
rather than polygons, but this phenomenal detail come at a price... | that... a beautiful illusion which will fade from the memories of gamers
noticed just a touch of slowdown as Amy approached a cache of rings. everywhere in an instant.
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For this installment of the fanzine
reviews, [ thought I'd try something a little
different, and perhaps controversial... instead of
giving all the “zines I've received the standard
once-over (something that isn’t really feasible
considering how few I've gotten in the last
three months), I'm going to present my list of
the top ten video game fanzines ever published,
Don’t get too upset if you're not included on the
list... this is only my personal opinion, and the
fanzines I'm including are (actually, were,
since many are no longer in publication)
absolutely ternific.

In the interest of objectivity, I've
made The Gameroom Blitz ineligible for the
honor, and the fanzines that were included will
be listed in random order. Finally, you won’t
find Digital Press here, ecither, because its
editor is under the impression that DP has
cvolved past the term “fanzine”, or something.
Frankly, 1 stopped trying to understand Joe
Santulli a long time ago... but let’s not go down
that road! Anyways, on to the list.

BEST CLASSIC SYSTEMS COVERAGE
(BUT WORST FASHION SENSE):

THE LASER

(snd its progeay)

The |[oser, Escapist, MMCC...
whatever you call it, it's a terific pubication
with o perspective on ciassic video games
unlike any other. Rather than pander 1o anal
retentive collectors and print incredibly long,
increcibly BORING lists of 2600 releases, Mike
Palisano offers long, detdiled opinions of tifles
for a wide variety of consoles released before
the infamous crash of 1984, | musi admil, the
frecky peelry and arlwork take some getiing
used fo- | wasn't sure what te think when 1 first
came face fa stony face with a expressioniess
phantom of a woman in ¢ surreal polka-
dotted frock- but the clossic systems
coverage in The Loseris so good, you'll find it
easy 1o accep! [or of least folerate) Mike's
rafmer unigue forms of artistic expression.

BEST RESURRECTION OF AN ALREADY
GREAT FANZINE:

Above and Beyond

Most lonzne editors from the

hobby's second era were treated 1o in

Beiween the lines. a publication which
bridged the gop belwesen punk and video
gomes with its deadly accurate reviews and
forceful social commentary. However, Sean
Petlibone's newsletter was not without ifs
fiows... his tirades against authority figures
grew tiresome cuickly, and often came at a

& price to what little gome coverage was

available in each eight poge issue.  Luckily,

M Sean’s spiifual successor, Tom Donoho, ook

everything that was greal about IBTL and

:j: impreved it, increasing the page count and
el sharpening its focus on video gamss.
3 end result waos the spectacular Above and

The
Beyond.

BEST FANZINE DISGUISED AS A
NEWSLETTER:

Next Generation

At firs! glance, you'd think that
Casey Loe's Next Generafion was a card-
camying member of the legion of siuffy,
pseudo-professional newsletters that were
popular in fandom circa 1993, Look past the
altractive color cover, however, ond you'l
find wonderfully entertaining reviews filed
with desk-poundingly, tear-streamingly funny
observations. Add to this extensive impori
coverage ond a hilericus anti-mascol (a two-
bit Italien thug who throws T*HQ loving
simpietons around like rag dolls) and you've
got areql, nenest to goodness fanzine, and a
damned good one al that. I stit boggles my
mind 1o think that Ccsey migrated 1o the
excreble DieHord Gamefaon just a few short
years ofter Next Generation’s demise...

MOST VERSATILE FANZINE:

FANTAZINE

Tnere's ¢ poge for every occasion
In this comprehensive, smarily written fanzine
by Pat Reynolds. Whether you're looking for
great arfwark, informative reviews, amusing
anecdctes, or fierce edilorial content,
Fanfozinehas you covered.., it's of here, and
every bil as good as in more speciclized
publicalions. Anyone interested in testing the
waters ¢f fandom would be wise fo send for
Fantazine first... i has the best overal content
of any of the "zZines ksted here.

BEST FANZINE THAT DEFIES
CATEGORIZATION:

SLAP-DASH

Specking of wversatility, here's
someone who can [and usually willl) talk
about nearly everything... video games, beer,
his unfortunate incidents with a skinhead who
called himself Satan; you name it. It doesn't

matter what it is... Russ Perry, Jr. con iake any
evenl in his life and weave it inte a mystifying
tale that always leaves his  readers
spelbound. It's a talent worthy of the
greatest bards, and a quallty which mokes
Russ's fanzne Slap-Dash impossible to resist
[even when he’s covering everything BUT
video games in the most minute detail).

BEST WACKY FANZINE:
Mafrix3

This was an incredibly hard decision
tc make... thete are a lot of 'zines with that
"one granola bar shorl of comgietely nuts"
writing style that were very entertaining. One
of them, infesiation, cimost made it on the list,
but was barely edged oul by Jeremy Stafz'
Malrix>  While Infestation is a lot of fun 1o
read, Mainx?'s various articles seem more
shorply focused, especially Jeremy's savage
and wildly inventive parody of Nintendc's old
Super NES adverterials. There was an equally
funny arficle in Infestation which 1ock potshots
at the RARE relecse Donkey Kong Country.
bul Alan didn't take the time to propery
structure the piece, cutting off the diclogue at
the end and onnouncing, "And then, the
arficle abruptly stopped”. It's a small Geial,
but as anyene who plays video games should
know, litlle things do mean a lot.

BEST FANZINE IN NEED OF MEDICATION:

Video @nocalypn

Fying cows2 Puzzling referencas to
cloam chowder? And conversations cboul
body hairl? The cnly way Josh Lesnick's
fonzine could have been mere surreal is if the
postage stamps on the back were laced with
acid, bu! you've gotic admit, Vigeo
Apocalypse was just as entertaining as it was
crazy... and it was very, very crazy. That's not
to say that you couldn't find strong opinions
hidden amids! the bloody head fairies ond
cans of Spam... in fact, Josh had plenty to
add to the debates raging in fondom at the
lime, discussing such fopics as video game
censorship and the always controversial GEA
with remarkable insight. Well, for @ guy whe
biasted a bunny out of o cannon just a few
poges ecriier, at least.

MOST INTELLECTUALLY STIMULATING
FANZINE:

Edited by Sega Master System
enthusicst Todd Lintner, MASTERmings
rejected the cumb and sumeal humor of ils
peers, and instead opted for editorials,
reviews, cnd safire which made you think.
This made MASTERminds a very hot property
in 1993 despite its fairly simple loyout and
rminimal artwork... both fanzine and prozine
editors were singing its praises, even after
Todd hoited publication of the newslefter in
late 1994. The accolades were more than
deserved, though... MASTERminds waos an






