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V C S  see V id e o  C o m p u te r  System 

Vib Ribbon 15 

V ib ra t io n  U n it  63 

V id a r t ,  D . 19

V id e o  C o m p u te r System  (V C S ) 43 , 

163, 1 6 5 -1 6 6  

v idco -nas tie s  6 1 , 65 

v io le n ce  54—55, 6 6  6 7 , 6 9 ; v io le n t 

videogam es 6 3 , 6 5 -6 9 ,  1 4 8 -1 4 9  

Virtua Cop 14, 1 17 

Virtua Fighter 108, 1 4 9 -1 5 0 , 152; 

Virtua Fighter 2.1  123; Virtua 

Fighter 4  11  

Virtua Racing 63

v ir tu a l re a lity  (V R )  6 7 , 101, 109, 

111, 123, 141, 1 6 3 -1 6 4  

V R  see v ir tu a l re a lity  

V R M L  (V ir tu a l R e a lity  M o d e llin g  

Language) 109

w a lk th ro u g h s  26 , 8 6 , 9 2 , 115, 

1 2 0 -1 2 1 , 123, 158 

w a y fin d in g  1 19

w in n in g  18, 19, 20 , 24 , 8 8 , 161; see 

also los ing  

wipEout 1 34 135; wipEout Fusion 134, 

142

X b o x  4 4 , 51 , 7 2 , 8 3 , 150, 169; 

aud ience fo r  5 3 ; aud io -v isua l 

capab ilities  2 , 34, 125, 158,

1 6 3 -1 6 4 ; c o n n e c tiv ity  151; 

jo yp a d  159 

X b o x  L ive  1 5 2 -1 5 3

Yoshi's Island 51 , 7 8 , 8 0 , 8 2 , 119

Z -a x is  m o vem en ts  124 

Z e ld a  see Legend o f  Zelda 

Z za p !64  m agazine 11


