


isn't all that often really), there's a new game that just 

to my friends "Come on, we've got to stay 

r. Every time I go to an arcade (which 

excited and spend a small fortune, while shouting 

no way they can bring this home". (Usually they've 

already walked away and are pretending not to know me, but hey, I can cope with that). Six months or a year later though, and 

almost without fail, I'll be playing that same game on my Sega or Nintendo and getting excited all over again. 

The latest arcade conversion that's got me feeling all funny inside is Virtua Racing. You won't believe how well the Mega Drive 

handles it, and the much-hyped DSP chip seems to be the way forward for Sega l&bit gaming. 

The speed is incredible. Another incredible game is Clayfighter for the SNES, which uses claymation 

to produce one of the best (and funniest) fighting games I've seen. We've also got World Heroes and the most excellent 

Teenage Mutant . Ninja Turtles: Tournament Fighters as part of a mini-special on SNES fighting carts. But for 

what has to be the front-runner for Game of the Year so far, tum straight to the review of Doom. This PC masterpiece has been 

on shareware for a few months, but we review the full game, and give you lots of hints and cheats, so you can go straight to hell if you want. 

And there's so much more I could waffle on about, because we've got another hot issue that's bursting at the sides with gaming goodies-

Sonic 3, Eternal Champions, NBA Jam Play Guide, the moves and fatalities for Mortal Kombat II, 
Ground Zero Texas, Jurassic Park on Mega CD, R-Type Ill, Skitchin' ... oh no, I'm sorry, 

it's just too much for me. I'm going to have to lie down for a while. Nurse, where did you put my pills? 
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Morbid Angel - grindcore garners 
New Sony 32-bit system 
The 3Ds 
Sega drop Pele & Michael Jackson 

Game Grrrls The games industry is a notoriously sexist one. Most games 
portray women as either victims or bimbos, and girls aren't made to feel 
comfortable in the male dominated arcades. VIRGINIA BARRAn speaks out. 

Atari get 3rd party developers for the Jaguar 
••• and loads more 

A Whole New Beast With a whole host of "super consoles" hitting the 
market in the next year, 16bit gaming is on its last legs. STEVE POLAK 
talks to Stuart Bonn, a 3DO programmer about CD gaming in the future. 
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the games industr~ lS a sexist one. Games are made b~ bo~s for 
bo~s who ~la~ with other bo~s· Girls ver~ rarel~ get a look 
1n, unless of course there's a victim who needs to be rescued 
or someone needs to wear a 
VIRGINIA 

Walk into any games arcade for a 
therapeutic , stress alleviating dose 
of T2, Streetfighter or Mortal 
Kombat, and it 's most likely, if you 
are female, that you'll be the only 
representative of your gender pitting 
her wits against the machine in this 
ritual male bonding space. 

Some people would have us 
believe that there is a reason for this 
absence of female garners, and that 
the equation is simple - it is biological
ly determined that women have, at 
best, an ambiguous relationship to 
the logic and rationality of technology 
and this turns into a fear of technology 
(which includes games). Women are 
also not supposed to be fiercely com
petitive or perpetrators of violence, 
hence their lack of identification with 
the basic reason for the majority of 
computer games- more gore. 

Being a casual user of arcades 
and displaying a decidedly masculine 
tendency towards technology and 
object fetishism (biggest, fastest, 
best ... ) myself, I resist this easy 
explanation. While there is no doubt 
that girls are not considered a target 
market by the major players , and that 
their interests are generally not con
sidered by programmers and produc
ers of video games, it is not clear that 

BARRATT (for one) 

they won 't talk to me. I walk into 
Tekno City and Orbit 600. Not a single 
girl. Finally I find two young girls. 

Suzi, 12 and Christina, 11 are a 
gang of two, who go to arcades 
maybe twice a week. They don 't go 
with other girls , and they don 't know 
many other girls who do the arcades. 
They don 't have machines at home, 
but they know a couple of other girls 
who have computers . 

They love the arcades, and the 
games, but recognise that it is a male 
space, where they are invisible. "The 
boys won 't talk to us, they don 't think 
girls can be good at games" . Their 
favourite games are the racing games 
"You get to compete against some
one else .. . ", the Streetfighter karate 
games, and the shooting games. 

They like the games which make 
them feel transported, as if they are 
really there . They like games of skill. 
And they like to shoot, but feel ambiva
lent about the gore factor, believing 
that it "puts things into kid 's heads" . 

The major dissatisfaction they felt 
was that there was no point of identi
fication with the female characters in 
the games. The characters were 
either submissive princesses or vio
lent superwomen, neither of which 
they could identify with. 

bikini to cheer 
lS a bit ~eeved. 

companies to discuss the possibility 
of them regarding girls as a target 
market. I connected with the one 
industry R & D dude who had an ethi
cal streak, "Ultimately, I'd rea lly like to 
develop non-violent video games, but 
at the moment there is a commercial 
imperative" . He cited Ms Pacman as 
an example of a character that girls 
could identify with - oh , and let's not 
forget Sonic. He also noted the pres
ence of some female characters in the 
Streetfighter games, but added that he 
had watched many young boys choose 
the female as an opponent purely for 
the thrill of beating up a woman. I won
dered whether the company would 
ever develop and market a game with 
complex female characters who played 
leading roles. "Well, ultimately .. . (it 's 
that old commercial imperative again) 
we'd like to, we rea lly would ... but we 
wouldn't develop games just for girls, 
that would be sexist" . 

These stereotypical attitudes, and 
out-dated representations of women 
are found in abundance in our devel
oping cyberculture. Anybody who is 
into 3D graphics will be famil iar with 
Silver Suzi the 3D fembot, perpetually 
surfing on the virtual waves of some 
bearded programmer's imagination . 

Luckily there are some aberrant 

the macho men on. 

cyberterrorist and agent of the new 
world disorder. ANG and her band of 
renegade DNA Sluts, Patina de 
Panties , Dentata and the Princess of 
Slime, are the saboteurs of Big Daddy 
Mainframe. They tangle with a motley 
crew of techno mutants and data 
deviants on their quest, the most viru
lent being Circuit Boy, a dangerous 
techno bimbo and BDM's sidekick. In 
one smooth manoeuvre our sheroes 
perform a major morph on the 
bimbo's extremely sizeable tool and 
take the shine off his texture map. 
Their mission is treacherous, but our 
sheroes with attitude find some time 
out for pleasurable distraction ... 

At the moment All New Gen is an 
interactive multimedia computer art 
installation, on exhibition in Adelaide. 
The installation consists of twelve 
lightboxes with stills of favourite 
moments from the game, original 
soundtracks, a video piece and a 

They love the arcades but recognise it 1s a male space, where they are 1nv1s
ible- "The boys won't talk to us, they don't think girls can be good at games" 

girls actually want something that is 
very different from the games which 
are aimed at the teenage boy market. 

I decide to do a little field 
research , and go looking for girls ... 

It's school holidays, and in 
Sydney's George Street Timezone the 
machines are deep with gangs of 
baggy pants and baseball caps . The 
boxing station is the most popular 
game today - 10 deep and really virtu
al. Testosterone is running at fever 
pitch in this particularly primal battle 
of man and machine. There are a cou
ple of girls by the racing game, but 

The attempts that have been 
made by the industry to develop 
games which are aimed at teenage 
girls have resulted in the games 
Barbie, Barbie Supermodel and the 
upcoming Belle 's Quest, which is 
based on Disney's Beauty and the 
Beast. Neither Belle 's heroic quest 
astride her faithful steed Phillipe, or 
Barbie 's glamorous world of fashion 
held any interest for the girls I spoke 
to . Girls want just as much action and 
excitement as the boys, just with 
some "sheroes" they can relate to. 

I rang up one of the major games 

female game-freaks and tech-heads 
working to liberate Si lver Suzi from 
chrome hell, and give her her own 
workstation to create women charac
ters that are strong, subversive, 
gutsy and funky. 

VNS Matrix are four women artists 
from Sydney and Adelaide who have 
been working together with th is mis
sion in mind for two years. Their plan 
is to hijack the toys from the keyboard 
cowboys and remap cyberculture with 
a cyberfeminist bent. 

To aid them in their mission they 
have created All New Gen, anarcho 

large scale billboard displaying the 
subversive credo of the VNS Matrix 
"Cyberfeminist Manifesto for the 
21st Century" . The VNS Matrix plan 
for a global takeover by All New Gen 
in the near future . 

So if you 're interested in what 
women are doing with games and 
technology, look out for VNA Matrix, 
otherwise keep an eye out for sexism 
in games (sometimes it's not that 
obvious) and steer clear. The sooner 
the game industry wakes up the rea li
ties of the modern world, the sooner 
we 'll all be having fun. 
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