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Mario’s back in his biggest adventure yet.
Four years in the birthing, and now this bambino
comes kicking and screaming into the world of

Morphmation graphics. A Nintendo brainchild that allows
the characters and back-
grounds to ripple, l/r'ubber'ize and
react Like nothing y;;u've ever seen

('cept maybe that nasty gelatin salad

your mom puts out for’' company).

b
° g :'@'Z.

But there's more than eye_popp-ing Egg fights, screaming babies, Do not adjust your

television. These graphics
are supposed to be wavy.

vicious attacks—it's Llike

visuals to drool over. There's over day care from hell.



60 levels packed with all-new

surprises. Huge expanding bosses.
And Yoshi —a cold-blooded- baby
sitter who spits fire and Launches

A This little sucker doesn't
eggs out /¥ his butt. He even just scroll Left to right.
He goes all over the place

into a helicopter... (and we don't mean Number Two).

Kicking, shrieking,

ying, tantrums...and
hat's just the guys who

bought new systems.

try that with your average lizard. And if that doesn't pacify you,

there are over 130 different types of enemies.

So, you may wanna put on a fresh diaper.

CIRCLE #101 ON READER SERVICE CARD.
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THE \WORLD.
4 A

‘N“’s about time.

Chrono Trigger. Sci-fi fan—
tasy meets time travel.
From the creators of the
acclaimed Final Fantasy’
series. Character designs
by Akira Teriyama. 32
megs, 10 endings, 70-plus
hours of game play.

Coming Sept. 1st '?5.
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FIRST ON PLAYSTATION:

PlayStation and the PlayStation logo

are trademarks of Sory Computer

Entertainment Inc. Mortal Kombat 3

@iligg5 Midway Mmmfaczuﬂ[ng Co.

Allrighiseserved. Usedunderlicense.

Blayetalon e e TKobas TTe Dgorile® ool

MK3 are trademarks of Midway Manufacturing Co.

Developed by Williams. Entertainment Inc, Williams is

aregistered trademark: WMS Games Inc. ©1995 Sony
Electronic Publishing Company. Allights reserved.
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{ Sony vs. Sega—It has begun!
No fence sitter he, Gore takes sides in what is sure to be one
éof the most significant battles in videogame history.
; } Press Start

Hangin’ with Mark Hamill on the set of Wing Commander IV! 4
Plus: Farting games, an interview with Rayman, and more!

TIPS & TRICKS

Cheating—a proud American tradition.

All the info you need to topple Toshinden, beat up Batman &
Robin, carve through Cosmic Carnage, paddle Panzer
Dragoon, brutalize Ballz, and give Earthworm Jim a
huge afro!

FEATURES

What’s new on the high end?

Get ready to read yourself silly. We've got 10 reasons why the
PlayStation is the system to beat, late-breaking Ultra-64 devel-
opments, and an exclusive look at the new Neo®Geo CD.

We’ve seen the future. Wanna peek?
Featuring: Cyber Speedway, Virtua Fighter Remix, Clockwork
Knight 2, Virtua Cop, World Series Baseball ‘95, Tekken 2,
Alpine Racer, Total Eclipse Turbo, Spawn, Quarterback Attack
and Criticom.

Cover: Battle Arena Toshinden © & ™1995 Takara/Sony. Ridge Racer © & ™1995 Namco. Jumping Flash © & 1995 Sony. Al Rights Reserved.

VioEoGases (ISSN #1059-2938) s published monthiy by LF.P. Inc., 9171 Wilshire Blvd., Sulte 300, Beverly Hills, CA 80210. Volume VI, Issue 10. Copyright © 1995 All rights reserved.
Nothing may be repr whole or in part w from the publisher. must accompany all manuscrpts, dvavmgs disks, etc, ifthey are o be re-
tumed, and no responsibilty can be assumed for unsolicted materials. U.S. subscription: $19.95 for 12 issues. 10 per year These prices
Topresent VieoGates Magaings sandard sobscrplion e and should nol b Confused wih specal subecrptio offers somalimes advertsed. Ghange o acress: Six weeks a0-
vance notice and both old and new addresses are needed. POSTMASTER: Send change of address to VipEoGames Magazine, PO. Box 575, Mt. Moris, IL 61054. Second-class
postage paid at Beverly Hills, Calfornia, and additional mailing offices. Address all advertising materials to: Ad Production, VioEoGames Magazine, 9171 Wishire BIVG., Sute 300, Bev-
erly Hills, CA 90210; (310) 858-7100. Nintendo is a Registered Trademark of Nintendo of America, Inc. Sega is a Registered Trademark of Sega of America, Inc. Atari is a Registered
Trademark of Atari Corp. Printed n the USA.




POWER REVIEWS

We'’re not afraid to tell you if it sucks. q P
Killer Instinct, Mortal Kombat 3, Doom, Weaponlord SUPER NES

Wecaponlord, The Ooze, Mortal Kombat 3 GENESIS

Robotica, Shinobi Legions, Myst @&@Dﬂ

Mortal Kombat 3, Jumping Flash, Kileak: The
DNA Imperative, Air Com[xzf, Rayman

Virtua Fighter 32X m

" Power Drive Rally, Blue Lightning

Strahl, Ballz: The Directors Cut m 3
Kabuki Klash m @

v if it sucks -
words or less.

Wirehead, Batman & Robin, Wild Woody, Space Pirates, Panzer
General, S.W.A.T. Kats, Castlevania: Dracula X and more!

RPG ATTACK!

New RPGs hit Japan for the Super Famicom and Saturn:
Shining Wisdom and 7th Saga 2.

We’re not afraid to tell xe
in 50

RPG Reviews
. Sword rattling with Virtual Hydlide, Secret of Evermore, :

and Civilization.

SPORTSWIRE

Can Sony Imagesoft's new sports games rule the PlayStationg .

Sporis Reviews
College Football and NHL ‘9.






Stand vack as mﬁvmmakes the leap to 2 soosooo §Pxoe wen L
new platforms, Sega Saturn” and the ‘ ~
Playstation” game console—rvhere hes still your
tongue-snapping, Smax'b—ass alter ego.

Wit 8 eraviysceting ety and Uide it ;J"%a,"?;"zsz::nréfgﬁ_a g
tail, you'll pI'OVJl a twisted world of iR s
TV-villains and B-movie scoundrels. And tharks to '
HRBO* canedy star Tana Goulds
voice-overs, 300+ wicked one=liners
and sound effects mean ma,jor attitude.
mlte s e
rules in this 32=bit battle for - : :
the remote control. But hey,

only wussies worry about

good taste, 1ENE?

| 4 Do not adjust your horizontal hold: 450

| f B frames of GEX animation, hand-rendered
| m,smﬂ = ¢ 7 backgrounds, and serious CD-quality sound.
Bl ™ - g

Jumping, crawling, tongue lashing, and face sticking are
but a few ways to discover the tons of secret levels and
bonus stages that only Irv in Engineering knows about.

& i i N
Diehard Gamefan Magazine “Character of the Year”
Electronic Gaming Monthly “Editor’s Gold Choice Award”

s 10 o

Available onthe Sega Saturn and the PlayStation game console.

s
This official seal i your assurance that this product meets the highest quality standards of SEGA™. Buy games and accessories with this seal to be sure that they are compatible @ %E ] [ g AL
vith the Sega Saturn™ Systam. Crystal Dynamics, the Crystal Dynamics logo, Gex and the Gex image are trademarks of Crysta Dynamics. ©1995 Crystal Dynamics. All rights reserved A M . u
Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. Al rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc
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4 THE REAL WAR BEGINS

The Sony PlayStation is on the streets as you read price is a major factor in choosing which system to get.

this. Finally. The war has begun. While most avid But value is something else to consider, and the

gamers like myself own both a Sega Genesis anda  PlayStation has no pack-in for the basic system. Make
Super Nintendo, the majority of sure to consider all of these options
people will choose one over the when you plunk down your cash
other—either a Sega Saturn or

a Sony PlayStation. Choose : U the true fest Wi u

carefully, as your choice will

be a vote of confidence in be Who has the best

either Sega or Sony. Also

keep in mind that there are
other systems still worth con- ga m es eXC lU 5 lve to
sidering—namely the 3DO and i
Jaguar.gAII four of these com- the" platform .
panies may have thrown their
hat into the ring, but Sega and
Sony in particular seem to be gunning for each other. The decision is
The true test will be who has the best games exclusive yours. The choice

to their platform. Sega and Sony each have an excellent  that the majority
fighting game. (Virtua Fighter and Battle Arena of you make will
Toshinden.) Each has a great racing game. (Daytona drastically change
U.S.A. and Ridge Racer.) Each has a dynamic new 3-D the face of the
platform game. (Bug! and Jumping Flash.) But only one industry forever.
stands to remain victorious in this war of the platform.
While it could be argued back and forth which has the —Chris Gore
best games, one thing is certain: the Sony PlayStation is Editor-in-Chief
100 bucks less. | don’t think | have to remind anyone that
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Deion Sanders is the NFL's
premier free agent. Sega Sporis
lets you choose where he plays!

And this year’s game play is faster
than ever, even fast enough to keep
up with Prime Time. -

HE’S SO FAST AND UNPREDICTABLE, EVEN HE
DOESN'T KNOW HIS NEXT MOVE. BUT YOU DO.

GAME S

sy |
% PR
G

Howe Team
ehR ol S

Choose to play on any of the
30 NFL teams including the
two new expansion teams-
the Jaguars and the Panthers.

One for the record books. This

PRIME TIME NFL FOOTBALL

best performances in over 20 different
categories, plus team bests in over 30.

Look 65 yards downfield to see
if Deion’s got your receiver covered.

(§ GENESIS

zam Frovo (DO
amos’ SFvs.

— it bt
| Far the latest game info call SEGA at:

U.S.: 1-900-200-SEGA |

$.85/min (recorded), $1.05/min (live)
ln be ll or have nlutal nem:lssmn

canalla. 1-!Illll-b.'ll -5252

(recorded/live)

© _ @
Now Available Fall ‘95 Winter ‘36 Fall ‘95 Fall ‘95
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This is the story of two very different
upcoming videogames with one big
thing in common: full-motion. video
footage  (FMV). - Origin’s - Wing
Commander IV and Virgin Games and
Black Ops’ Agile Warrior: F-111X will
soon be released for the 3DO and
Sony PlayStation respectively, thanks
to the . efforts. of not only top-notch
game programmers, but top-notch
Hollywood  filmmakers as well.
VipEoGamEs’ own Dan Vebber visited
the Hollywood sets of the afore-
mentioned games to see how much
work goes into capturing the perfect
FMYV footage.

WING COMMANDER

[\
Holy mackerel! Watching
the  fiming  of Wing

. Commander 1V, | felt like |
was on the set of a Star Wars
movie—due in no small: part
to the presence of lead actor
and all-around nice guy Mark Hamill
(see sidebar.) It may not feature
Banthas, Ugnaughts and Ewoks, but
the Wing Commander series is still
epic in its scope, chronicling a long-

- standing intergalactic war between the
Terrans (humans, the good guys) and
the Kilrathi, a race of snarling, alien
lion creatures. Like Wing Ill before it,
Wing 1V will incorporate a tremendous
amount of FMV—about 15 hours of it.
Essentially, you watch the movie for a

E Wing. Commander's
| Confederation meeting room,
under construction

14 VibeoGames October ‘95

F Two Game Su

while, then enter into playable space
combat situa-
tions that deter-
mine where the
story will go |
next.
Production
costs on the
latest game in

the series |
were  well into
the  millions,

and it was easy
to see where =
that money was going. For starters,

the sets were incredi-

| were souped-up and
decorated to resemble
futuristic- starship envi-
| ronments. Whole crews
| of carpenters, electri-
| cians, gaffers and grips
were all working over-
time to ensure that the
sets would be ready
right on schedule.

Costumes for the majority of the
human cast consisted of drab blue
jumpsuits and combat boots, but the
Kilrathi were far more impressive. |'got
to watch an actor transform from a
normal guy into one of the eight-foot-
tall felines by donning mounds of
padding, decorative robes and a formi-
dable-looking mask. Neatest of all was
that the mask’s facial movements
were entirely mechanical, computer-
controlled from offstage and synchro-
nized to prerecorded dialogue.

Unlike many FMV games before it,
Wing Commander IV was filmed on
35-mm film instead of video—a more
expensive technique sure to lend a
more cinematic feel to the finished
product. Of course, hiring well-known
actors  like Hamill, Malcolm
(Clockwork Orange) McDowell and
John (Sliders) Rhys-Davies doesn’t

1 ble! Entire sound stages*

hurt. Director Chris Roberts (also the
game’s designer)
seems to have a
prodigious feel for
the right balance
between  movie
and game, and his
groundbreaking
techniques are
paying off. Set for
release this holi-
day season, Wing
Commander IV will .
2 likely be the new

standard agalnst which other FMV
games are measured. Roberts may
also direct the mega-budget, big-
screen Wing Commander movie,
currently. in preproduction.

AGILE WARRIOR: F-111X
Arriving on this much smaller set, |
immediately could tell that it was a
very different production from Wing
Commander. Agile Warrior will feature
just 15 minutes of FMV,-in the form of
mission briefings and military. aircraft
footage. The game’s premise is that-
you're part-of an elite squadron of
pilots operating out of a high-tech
portable operations tent, sent to vari-
ous world hot-spots to diffuse danger-
ous situations. Most of the game will
consist of first-person flying shooter
gameplay, similar to Shockwave or
Shadow Squadron but far more vast in
size and with several unique features.
| got to play an early version of the
game—without the video, of course—
and it seemed quite impressive. Look
for a preview in an upcoming issue.

Agile Warriors - director/lead  pro-
grammer John Botti says it wasa con-
scious decision on his part to keep the
FMVto a minimum. “Unlike other
games that boast really nice graphics
in the beginning and then sell you
short on the other side, we just wanted



to say, ‘This is what you'll be encoun-
tering,” says Botti. “You'll see it in the
game, now it's up on the screen.”

According to Botti, almost all of the

enemy aircraft in Agile Warrior exist
in real life, and footage of those air-
craft will be shown on a video screen
during mission briefings.

1 was on hand to view the filming of
these briefings, which were conduct-
ed by Tucker Smallwood, an impos-
ing actor and former Vietnam officer
who kept returning to his character’s
catchphrase: “Kill clean!” This guy
probably ‘could have ripped my head
off inside of two seconds without
blinking, so | suppose he was per-
fectly cast as a tough-as-nails
squadron leader.

Because of Agile Warriors “brief-
ing-to-mission” structure, filming the
FMV sequences only required one
set, that-of the special ops tent. But

| 1d from the insida g5
though the shoot was significantly
shorter than the nine weeks spent on
Wing Commander IV, Agile Warriors
cast and crew seemed every bit as
efficient and seasoned in the film
industry, and every bit as committed
to getting a quality movie in the can.

“For budget and time considera-
tions, we’re doing the best we can,”
says Botti. “If we had a bigger budget
but the same amount of time, | don’t
~ think that really would have mattered.
We're trying to make the PlayStation
launch, so if we had twice the budget,
we’d only have twice the nightmares.”

Agile Warrior F-111X is scheduled
for release on the Sony PlayStation
this October

—Dan Vebber

Yes, he played Luke Skywalker
once, but that was years ago and
this versatile actor has other fish to
fry these days. Mark Hamill’s partic-
ipation in the Wing Commander
series is the latest example of his
penchant for picking cutting-edge
projects in every medium, from
comics to cartoon voice-over work
to whatever the future has to offer.
VipeoGAmMES: Who is your character
in the Wing Commander series?
Mark Hamill: His name is Colonel
_ Christopher Blair. He’s sort of this
war-weary veteran of a 20-year war
with the Kilrathi. It was interesting
to me that | Dicki i
~ character,
Sibi

W
Mark Hamill

Photo by Joel Sussmal

intrigued by the story.
goes from a military-| uat
more than two decades, there
skirmishes to keep the military i
Mutiny or A Few Good Me
tion. There’s much more—go
out who the traitor is, landing
out without being discovered
pilot in outer space.
VG: Do you feel that your ex|
screens or what-not, have readie
of the other actors involved?
MH: | would say probably yes
of the other actors have been
come in with a preconceived no
them quickly realized that it’s more
unlike it. | suppose in Wing /I,
might have been tough for some
to get into the swing of things. M 3
you're shooting, but as long as you sta
ject by visiting the art department and lo
be okay. . ‘ .
VG: Do you play the game at all?

MH: No. . o .

VG: Not at all? Haven't you ever attempted it, at least?

MH: | need an upgrade on my computer, and my priorities are such that
between my family and my other projects I'm working on, | haven't had
the time. In London they had me play a little bit for the press, and | was
so inept that some of them must have thought | was kidding.

VG: Do you notice any differences between people in the video-game
industry and people in the film industry?

MH: This is just a general impression, but it seems to me that people in
the video-game industry aren’t quite as jaded as people that are exclu-
sively filmmakers. There was an excitement and freshness working on
Wing Commander with Origin that made me think of Hollywood in the
’30s, when there weren't focus groups and filmmaking by committee.
They're much more excited about it than somebody who’s been in the
business for 25 years. And | like that. It's good to have that enthusiasm
and hold onto it for as long as you can.

cetime situation. After
extend or re-ignite the
e more of The Caine
space combat situa-
ce, trying to figure
and getting things

off against another

films, in front of blue
lect more so than some

| don’t see that any
ll. Each of them might
Id be like, but most of
al filmmaking than it is
en't even there, that
't take you very long
und isn’t there when

'special effects pro-
ryboards, you should

—D.V.
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We like getting letters. Send them to:
Soundboard, ¢/o VipEoGamES Maga-
zine, 8484 Wilshire Boulevard, Third
Floor, Beverly Hills, CA 90211.

SAVE THE GAME BARN!
Dear ViDEOGAMES,
I’'m a Killer Instinct maniac. | love to
I:Iay it everyday at the Game Barn. But |
ave a problem. The arcade will close on
Lahor
videoaames or systems. My parents

ay, and I'm not allowed to buy

think they are a complete waste of time.
I’m allowed to rent videogames, but the
nearby stores don’t offer SNES system
rental. Now how am | supposed to play
Killer Instinct? What do |1 do? Please
help me.

—Willy Hauser

The solution is simple: Get all your
friends together and put on a break-
dancing competition to raise money
for the financially-strapped Game
Barn. (Hey, it worked in Breakin’ 2:
Electric Boogaloo.) We agree with your
parents that videogames are a com-
plete waste of time. Then again, so
are movies, artwork and music. None

16 VibEoGames Ociober ‘95

of these things are necessary for us
to live, but they all contribute.to make
our lives interesting and worthwhile. If
your parents won't at least acknowl-
edge that, they're just
being stubborn.

ANOTHER GRUMPY PAR-
ENT

Dear ViDEoGAMES,
My favorite thing to do is
play Nintendo. The bad
thing is my mom doesn’t
like videogames, so the
only system | have is a
d Game Boy and they’re
~ going out of style! Do you
have any idea how | can convince my
mom to let me get my own system?
—Jordan Vieau
Medina, MN

What’'s with all these game-hating
parents? When we were all kids, our
folks had some of the same attitudes.
But now that we’re actually making a
decent living in the game industry,
most of our parents have changed
their minds. Dan’s dad even has a
bunch of games installed on his lap-
top kclomputer so he can goof off at
work!

WATCH YOUR BACK, MARIO

Dear ViDEoGAMES,
| wrote because | have an idea for a
SNES game. | don’t have a title for it, but
I do have two characters. Their names
are kind of weird, so you can change
them if Knu wish. The game is going to
be a fighting game like Street Fighter

II. 1 hope you like it.
—Anthony Nunez
Chula Vista, CA

Umm...thanks. We'll get back to you
if VibEoOGAMES ever decides to
change from a magazine into a thira-
party publisher for Nintendo or a
game developer.

CHIP WARS
Dear VipeoGAMES,

I have a couple of unanswered ques-
tions about the new systems. A friend

told me the Saturn is 64-hit since it has
two 32-bit chips. Is this true? Is the Nin-
tendo Ultra-64 going to be just two 32-hit
chips? How can Nintendo afford to price
their system so cheaply? Since the Sat-
urn has two chips, is it a superior system
to the PlayStation? Does Blockbuster
have plans to rent PlayStation, Saturn or
Ultra-64 games?
—Brandon Gaines
Lubbock, TX

Brandon, your friend is a dipstick.
Having two 32-bit chips working to-
gether is not quite the same as hav-
ing a single 64-bit chip. The Ultra 64
will have such a chip as its CPU. Nin-
tendo can afford to price its system
cheaply for two reasons: 1) It plans to
sell, like, billions of them, and 2) It will
more than recoup any lost money
through future sales of additional
games. It's a simple plan, but it's one
that's worked in the past; look at the
prices of the SNES and Genesis for
evidence of how so many of them
were able to sneak into our homes.
Nintendo also makes a ton of cash on
the sales of third-party software.
Finally, Blockbuster has no current
plans for Saturn, PlayStation or Ultra-
64. They will, however, rent out Vir-
tual Boy units and games.

CONTEST WINNERS
Dear VipeoGawmEs staff,
Thank you very much for our Super
Nintendo set. We enjoy it very much.
—Nicole and

ennifer Sult
Newark, DE

Thanks for the photo. Now turn the
lights out and get some sleep. -



AMERICA’S LARGEST KILLER OF TIME
ZOOP - YOU MAY ALREADY BE ADDICTED

No one is immune Output of the Heart

(gallons of blood per minute)

(zo w.m.‘l.()‘l %

jEmt =" =) when man is:
Resting

i
2

Walking

The same Iris
after Zoop

The stages of Zoop
(what to look for)

hozotog

It looks like a harmless video game until it enters the bloodstream
and mixes with your DNA. In order to eradicate this affliction we
must learn its moves, understand its thinking and anticipate its next

Known carriers
of Zoop

Genesis™ Super NES*®

Game Boy®

Macintosh® PC

PlayStation™ Saturn™

How Zoop affects
the brain

it attacks

the frontal
it slowly lobes of the
eats at the Cerebrum
Cerebellum impairing:
restricting: judgement,
movement, higher learning,
coordination, reason
balance

it mutates the Medulla
causing irregular:
digestion, respiration,

(this pattern continues on, and sadly 5 B
i ey move. Only then can we begin to battle and conquer this killer. ey
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MK UNPLUGGED

Round up the kids and pack 'em in the station

wagon—it’s Mortal Kombat on Ice! Well, not quite, but
| it's the next best thing. This fall, all your favorite MK

characters will be brought to full, onstage life, dancing

around and kicking each other in the head to synchro-

nized music, smoke and lasers. Wahoo! It's Mortal

Kombat—The Live Tour, and to the best of our knowl-
| edge, it's the first time an infamously bloody

video game has been translated into a clean,

wholesome family theatre extravaganza.

The tour, which will travel to at least 200

cities in the course of its run, will showcase

martial arts moves by Kung Lao, Jackson

Briggs, Sonya Blade, and a number of other
| characters from the video game. And these

won't just be chumps off the street; some of

the characters will be portrayed on stage by

the same people who were digitized to portray

them in the game. Producers of the tour have

also promised that the show will center largely [Gexters Rob Coh

| WANT MY GEX TV! 7
To promote Crystal Dynamics’ smash 3DO hit GEX,
writer Rob Cohen (who helped write and design the
game) and comedian Jay Gould (the voice of Gex) |
recently paid a visit to the MTV beach house in
Malibu to appear in @ number of between-video
spots with veejay Bill Bellamy. During what amount-
ed to about 15 minutes of on-air time, Gex's
dynamic duo showed off
- the game, gave tips and
| pointers, and generally
confused Bellamy (who
for half the segments
described Gex as an
arcade game). Whether
or not Crystal Dynamics
paid for any of this pseu-
do-commercial is uncer-
tain, but one thing’s cer- |
tain: With more and more

en (left) and Jay Goulditry: game designers being

on audience participation, allowing everyone to explain the word “videogame? to treated like rock stars, tele- |

to become an integral part of the Mortal.

Kombat mythos, if only for a'couple hours.

The show is being choreographed by Pat

Johnson, who was stunt coordinator for the Mortal

| Kombat feature film and all three Teenage Mutant

Ninja Turtles movies, andiis produced by Larry

Kasanoff, whose past credits include True Lies and

Terminator 2. With a team-up like this, it's likely that

the special effects could prove pretty intense. Of

course, this tour will be largely aimed at kids, so the

special effects budget will likely be allocated to things

other than ultra-realistic fatalities. In fact, the produc-

ers stress that “There will'be' no blood or other graphic

violent imagery some-

times associated
with the video
game.” But despite
this unfortunate
fact, there’s siill
good reason to con-
sider going: In the
course of the show,
new secret codes
will be revealed that
will allow players to
reach new levels in
the game—levels
which were previ-
ously unattainable.
Bring your pad and
pencil.

Kerri Hoskins is set to

play Sonya Blade in

Martal Kombat—The
Livel Tour.
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MT V. veejay, Bill Bellamy (right). vision is bound to get even |

~— weirder than it is now.

MAGBALL MANIA

Visitors to the CyberMind VR patlor in the San |
Francisco Embarcadero mall can try their hand at a |
totally new and unique virtual reality team sport
called MagBall. Up to six players can be linked
together at once by GreyStone's Andromeda VR
platform to participate in the futuristic soccer-like
game. Players are given theillusion of riding in |
“MagPods’—levitating flying saucers with the ability |
to zip around an arena, capturing, launching and |
scoring with a “MagBall” in front of hundreds of
cheering simulated fans. Teamwork is highly
emphasized, and players can speak to each other
through their VR headsets at any time. No word yet |
on how much each game costs, but if MagBall is as
successful as its designers hope, armchair athletes
from across the country will soon be flocking to the |
West coast to experience all the thrills of first-hand
team sports without the exhausting side-effects.
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by Marvin Seebum
In the past year, Rayman has come out of nowhere to
become one of the most recognized videogame charac-
ters around. And with upcoming releases on the
PlayStation and Saturn, Rayman’s popularity is sure to
survive the transition to next-generation consoles. |
| recengx talked with the reclusive Belgian native on the
veranda of his enchanting villa in the south of France.

\{ideogv‘ames: So, what's the deal with your lack of

limbs?
Rayman: I'd rather not talk about that, monsieur.
VG: Oh, come on:
RM: Why does everyone freak out about the
limbs? Sacre bleu, I'm a cartoon character! | don’t
need the limbs. I'm perfectly happy with my dis-
embodied hands and feet. Sl
VG: But doesn't it make things difficult? Aren’t
;(here !émes when you wish you had elbows and
nees?
RM: No, no. Do you know what the elbows and
knees are? Potential arthritis flare-up points,
| that’s all. | never have to worry about the “tennis
elbow” or the—how do Kou.say?——“water on the
knee.” No, | don’t miss having them. The one time
limbs would have come in handy, | guess, was
back in ’86, when | was trying to-make my living
| as a fashion model in New York. They always had
trouble measuring my inseam and sleeve length,
and | lost a lot of jobs. Those were lean times.
VG: A few months ago, there was a lot of talk
about making you the mascot for Atari's Jaguar.
Then suddenly, we were seeing you Wﬁn up on
a/moztoevery other platform system. What hap-

ened? 3

M: Mon dieu! Those madmen at Atari didn’t
know the first thing about grooming a mascot.
They wanted me o wear a ridiculous little hat that
said, “Atari Rules,” or something like that. It just
wasn’t my style, you know? | had started hanging
out with Mario and Yoshi, and they warned me
| that if | didn’t take control of my image now, I'd
never regain it.“Mario’s not even a plumber, he’s
an electrician! But Nintendo—how do you say?—
did some surveys and found out that people
would rather see-a plumber rescue a woman from
an ape. So they threw him in a foolish plumber
suit and that’s what he’s been forced to wear ever
since. I'm never going to let anyone dictate my
life like that. : . )

VG: With the exception of the occasional punch,
| your games are pretty non-violent. Is this because
ou feel a responsibility to today’s youth?

M: Non-violent? Aye, yi yi, you try surviving in
my world and see how long you last. It's only
because of my.detachable flymﬂ fists that I'm sit-
ting here talking to you today. Il take on any of
those Mortal Kombat weaklings any day. Now,
none of those fellows ever threw a punch before
those games came out, no? They’re just actors in
cheap suits. |, on the other hand,é;rew upina
dangerous, fantastic cartoon world. I've been
fighting secret a%en’(s in silly hats and dodging
mallet-swinging bullets since before | can even
| remember. <5
| VG: So what lma?e are you aiming for? What's
| Rayman all about? : i
RM: I'm just a happy guy, no? A happy, attractive
little man. | walk around my little cartoon world
flappm? my tongue at people, and I'm just really
ha&)pg 1o be alive. That's about it. g
VG: So, what's in the future for Rayman? Can we
expect to see any se?uels? : 5 ,
RM: It is possible. But | really want to direct, like
Francois Truffaut. ’'m working on a screenplay
right now.

: Any final thoughts?
RM: Oui. Vive la France!

| I natural attack methods.
U llvideogame character wants to triumph in battle these days,

Ballz “The Director’s Cut” Boogerman F
L (Panasonic, 3DO)
This new version of Ballz for
the 3DO refines flatulence to
When Yoko the
lets loose with her ¢
4 bde preptarded tg i
isgusted an rdest to
otegthe attrac- . et his farts out (Just look at tklle
ng image on f
the'video screen.

i Here’s some good news for people bothered by videogame|
|violence. In more and more games, combatants are throw-
ng down their swords and\?uns in favor of more...um
es, it seems that if a

he’d better be willing to eat a whole mess of beans first

(Interplay for
Genesis,
(gf aﬂ

videogame
characters,
Boogerm_an £
robably tries
he hardest t

strained expression on his facel),
but the g?een cloud that ﬁnalliy
. emergdes is especially potent.

O’ed |
Any Channel for 3DO) !
n this game, the player is
end of
ina

| C’'mon—how else would

ou expect giant, skipping ! sticks his rear-end in the
creatures to J

Primal v '

} 3 Flé%e
(Acclaim for SNES)

Just in case there’s any
doubt as to what he’s
doing, Chaos the giant
ape does$ a handstand and

air before unleashing his
monster-sized load of gas.

" Samurai Showdown

Neo Geo i

f all the Tarters, Samurai
. Showdown’s Earthquake is
- far and away the scariest.
Not content to just fart in
someone’s general direc-
tion, this blubbery behemoth
forces his victim’s head into

: Toshinden
(Sony for PlayStation)
Of Toshinden’s eight
characters, only the
creepy little old' man
Fo has enough gall to
launch farts into his
opponents’ faces.
Sheesh—at his age,

, his immense butt-crack d thi ’
4 before expelling his foul : ! V°“d§2}?§,"nfa‘,’122}’s‘?_

stench.

batteries included! As cool as this
car is, it doesn’t handle nearly as
well as its videogame counterpart.
¥ drove it around the

f ittook a .
digger into an unfinished wall and
got a bumperful of caulk.

Here’s some of Sony:
the cool stuff Salne (1)
.. companies : }
sent us this, wn §,§§a§§,§
month to kiss ensemble.
our butts. Modeling for
us today is
Namco: Dan. His h)(/)bf
One (12 Tyco bies include
9.6-vol power-sleep-
remote ing and eat-
-controlled red ing crappy, &S
o Ry s L)
A e purchased beef jerky.
Racer logos— 2 Neo-Geo:
Three (3)

Samurai Spirits
calendars. We
fought like :
schoolkids
over these
when they first
came in. But
after they were
: idxstrlk')utgdt{aw-
, only Bef
5 % gothe!ed toy
“ hang hers up.

Panasonic:

Two (2) Ballz T-shirts, quickly snatched
up by Geoff and Dan. Panasonic also
sent us a bucketload of useless little trin-
kets including Ballz pins too big and
dopey to wear and /cebreaker erasers
that don’t actually remove pencil marks.

» 726"777VIDEOE;M:';7 éc;oger ’95 §




c Corp. of America,

REAL ZONE is a trademark of the Mals:

Stuff they made us s

HOOK UP
YITH YOUR
NEAREST
300 OEALER
OR CALL:
1-800
332-5368

O, | wag degperate. On my keez. Bc%_m andl pleadlin

\ forwob]. ch; [m o wss, but that neandexthal Kionk
k‘l‘bvivg,offonmskvﬂ Evfno/vlggar'rfvpamlbuﬁ
into my aeril attack and Sper—cool morph moves. Next ,
> Booer: But now this clonm i doin Hﬂogywdm This i
arera comtat: Rude, nasty and inyow—face. And thic director’s evt left
rothin’ ovt: You: 5:;!' it all m otts heve. Race I

Panasonic

Software Company



by vin S

in the past year, Rayman has come out of nowhere to

‘ become one of the most recognized videogame charac-

| ters around. And with upcoming releases on the

| PlayStation and Saturn, Rayman’s popularity is sure to
survive the transition to next-generation consoles. |
recently talked with the reclusive Belgian native on the
veranda of his enchanting villa in the south of France.

| VideoGames: So, what's the deal with your lack

| of limbs? .

| Rayman: I'd rather not talk about that, monsieur.

| VG: Oh, come on.

| RM: Why does everyone freak out about the
limbs? Sacre bleu, I'm a cartoon character! | don’t
need the limbs. I'm perfectly happy with my dis-
embodied hands and feet. g
VG: But doesn't it make things difficult? Aren’t
It(here tl?mes when you wish you had elbows and

nees

RM: No, no. Do you know what the elbows and

| knees are? Potential arthritis flare-up points,

| that’s all. | never have to worry about the “tennis

|| elbow” or the—how do Kou.say?—“water on the

| knee.” No, | don’t miss having them. The one time

| limbs would have come in handy, | guess, was

| back in ’86, when | was trying to make my living
as a fashion model in New York. They always had
trouble measuring my inseam and sleeve length,

| and | lost a lot of Jobs. Those were lean times.

| VG: A few months ago, there was alot of talk

| about making you the mascot for Atari’'s Jaguar.

| Then suddenly, we were seeing you ﬁ%: up on
a/mo.gt7every other platform system. What hap-

| pened? 3

| RM: Mon dieu! Those madmen at Atari didn’t
know the first thing about grooming a mascot.
They wanted me to wear a ridiculous little hat that

|| said, “Atari Rules,” or something like that. It just

| wasn’'t my style, you know? | had started hanging

i‘ out with Mario and Yoshi, and they warned me

|| that if | didn’t take cpntro'l of my image now, I'd
never regain it. Mario’s not even a plumber, he’s
an electrician! But Nintendo—how do you say?—

| did some surveys and found out that people

| would rather see a plumber rescue a woman from
an ape. So they threw him in a foolish plumber

| suit and that's what he’s been forced to wear ever |

since. I'm never going to let anyone dictate my

life like that. s S

VG: With the exception of the occasional punch,

our games are pretty non-violent. Is this

ec#:ase you feel a responsibility to today’s

outh?

| RM: Non-violent? Aye, Yi yi, you try surviving in

| my world and see how long you last. It's only

because of my detachable flying fists that I'm sit-
ng here talking to you today. I'll take on any of

| those Mortal Kombat weaklings any day. Now,

| none of those fellows ever threw a’punch before

| those games came out, no? They’re just actors in
cheap'suits. |, on the other hand,(?rew upina
dangerous, fantastic cartoon world. I've been

' fighting secret agents in silly hats and dodging
' mallet-swinging bullets since before | can even
' remember.
| VG: So what lma?e are you aiming for? What's
| Rayman all about? :
| RM: 'm just a happy guy, no? A happy, attractive
| little man. | walk around my little cartoon world
| flappin? my tongue at people, and I'm just really
| haé)pé 0 be alive. That's about it.

VG: So, what'’s in the future for Rayman? Can we
expect to see any sequels? ) ;
BM: Itis q_ossmle. But | really want to direct, like
Francois Truffaut. I'm working on a screenpfay

r‘l%n now. .
- Any final thoughts?
| RM: Oui. Vive la France!

) p Here’s some good news for people bothered by videogame
| \“}/violence. In more and more games, combatants are throw-
'\ |ling down their swords and guns in favor of more...um
..natural attack methods. Yes, it seems that if a i
ideogame character wants to triumph in battle these days,
he’d better be willing to eat a whole mess of beans first |

Boogerman
(Inteéplay for
enesis
Gengpi)
v“ieo%ame
characters,
ogerman

| Ballz “The Director’s Cut”
| - (Panasonic, 3DO)
This new version of Ballz for
' the 3DO refines flatulence to
an art form. When Yoko the
lets loose with her &=
“Fart of Fury,” be prepared to

0!

* probably tries

t%e'ﬁ rdest to

et his farts out (Just look at the

strained exPresg n on his face!l),
but the green cloud that final

emerges is especially potent.

Primal :

3 F{aE%e

(Acclaim for SNES)

Just in case there’s any
doubt as to what he’s
doing, Chaos thedglant
ape does a handstand and
sticks his rear-end in the
air before unleashing his
monster-sized load of gas.

be thoroug l¥\‘disgusted and
bamboozled. Note the attrac-
tive accompanying image on

the’video screen.

| PO’ed
| .’gAny. Channel for 3DO)
| | In this game, the player is |
| on the receiving end'of |
| stinky anal wrath in a |
| putrid alien world.
|| | C'mon—how else would
ou expect giant, skippin
| butt-shaped creatures to
jdefendt emselves?

,' “Samurai Showdown

= (Neo Geo
e

f all the farters, Samurai
Showdown’s Earthquake is
¥ far and away the scariest.
Not content to just fart in

. _Toshinden

(Son for.PlayStat[on{
Of Toshinden’s eigh
characters, only the
creepy little old'man
Fo has ‘enough gall to
launch farts into his

someone’s %eneral direc-

tion, this blubbery behemoth
| forces his victim’s head into
his immense butt-crack
before expelling his foul
stench.

opponents’ faces.
Sheesh—at his age,
you'd think he’d have
better manners.

Here’s some of

3 Sony:
| | the cool stuff S %fg:ﬁ(j&
| _ companies ;
sent us this, Lk grggaé(:,;

‘ month to kiss ensemble.

I" our butts. Mod(taligg for

I us today is

| Namco: Dan. His h¥)b—
1] One (12 Tyco bies include
| 9.6-vol power-sleep-
I remote ing and eat-
I -controlled red ing crappy,
| R G et
| aRnd Hildge purchased beef jerky.
|| acer logos— -Geo:
||| batteries included! As cool asgthis %ﬁgﬁgf’ :

car is, it doesn’t handle nearly as
well as its videogame counterpart.

Samurai Spirits
calendars. We

We gleefully drove it around the H

office until i took & foughtiike

dlg‘ger into an unfinished wall and gSe??hesz

got a bumperful of caulk. when they first
came in.

after they were
distributed fair-
ly; only Betty

4 Dbothered to

- hang hers up.

';gé{-

Panasonic:

Two (22% Ballz T-shirts, quickly snatched
up by Geoff and Dan. Panasonic also
sent us a bucketload of useless little trin-
kets including Ballz pins too big and
dopey to wear and /cebreaker erasers
that don’t actually remove pencil marks.
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You've got the hottest
console around and it's

or software

satisfies.
or 3D worlds
and realistic racing

Hungry for action.
Hungry for adventure.
Hungry for an all-out-
gaming feast.

So what are you
waiting for?

Don't starve your
PlayStation.

Feed it with the
meatiest software you
can buy.

No fat. No flab. Just
100% protein From the
game-play chefs at
Psygnosis™.

WHEN YOURE READY
T0 TASTE THE
DIFFERENCE.

PlayStation.



N

he wait is over—now go buy
Tsomething. Summer’s drought of

games is long gone and now we
can look forward to new titles on the
shelf every week. Hurray! But that
doesn’t stop the news from flowin’.
Here's the latest (and most reliable)
info under the sun.
Ready...aim...FIRE!

THE RACE IS OVER

Steve Race is no longer president of
Sony Computer Entertainment of
America. Race “resigned” on Friday,
August 4th. SCEA issued a short,
one-page press release which casu-
ally mentioned Race’s speedy exit.
Martin Homlish (who?) is SCEA's
acting president. (Marty came from
Sony’s home-audio division, but I'm
sure he knows plenty about video
games.) There are conflicting stories
about Race’s departure, but it was
no secret that he had problems with
Japan over pricing. No matter what,
the PlayStation should be successful
in spite of all the bickering behind
the scenes.

ULTRA 64: IT’S NOT A CD
OR A CARTRIDGE

While speculation continues about
Nintendo’s 64-bit mystery, one thing
is for sure: the Ultra 64 will be
released in Japan exactly one week
after the Shoshinkai show in
November. Import game stores
should start taking their orders now
for what's sure to be the hottest new
piece of hardware since...well, ever.
(I guess Nintendo did make the holi-
day buying season after all, if only in
Japan.) Only six titles will be avail-
able at launch and none of those will
be from third parties. The games
themselves will not be contained on
a CD or a cartridge as we know it.

Industry News You Can Trust

Instead, Ultra 64 games are stored
on a thing that looks like a cartridge
called “Magneto-Optical.” This new
format is similar to the Syquest disks
used by computers to store lots of
information. Apparently, up to 900
megs of information may be stored
on Ultra carts. This storage medium
is difficult to pirate, and it allows
developers to save lots of informa-
tion to'the disk. Kinda cool, huh?

SEGA SATURN SELL-
THROUGH

Sega Saturn sales linger somewhere
between 40,000 to 100,000, depend-
ing on who you get your info from.
The lack of software has a lot of
folks waiting for the others to come
out. One thing’s for sure, 3DO still
has the highest installed base in the
United States of any of the 32-bit
platforms.

3DO’S BIG SECRET

The 64-bit M2 has a lot of develop-
ers drooling. The development sys-
tems are now in the pipeline and
right now, and games are being
made for it as we speak. The only
absolutely confirmed title for M2 is
Battlesport from Studio 3DO.
Developers for the Ultra 64 have yet
to receive their development sys-
tems, which puts Ultra slightly
behind 3DO in the 64-bit arena.
Interplay, Electronic Arts and
Universal Interactive are developing
M2 games and others will surely
follow their lead.

Until next month, keep your finger on
the “A” button...

—Chris Gore

Editor-in-Chief

and your close,

personal friend
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GORE’S INDUSTRY
MOOD METER

YYour monthly update to the world of gam-
ing. This issue I'll examine the players
and how the cards stack up. It's still too
soon to call winners and losers, but
here’s a taste....

SEGA
Four hundred bucks for the Saturn
may send buyers with the 32-bit
bufg elsewhere. The summer drought of
oftware didn’t help either—was launch-
ing Saturn early the right thing to do?
Maybe. Maybe not. Oh, and what's the
difference between the 32X and Saturn?
They're both 32-bit aren’t they?

SONY
The $199 deal at software chains
makes Sony’s PlayStation afford-

able to everyone. The load of hot titles at
launch was another big boost. But don’t
let that get to your head—placing even
more last-minute restrictions on third-
party game developers hasn’t gained any
new friends. You don’t own the industry
yet, so stop acting like it.

NINTENDO

The best 16-bit titles are coming

out for SNES. The irony is that
Nintendo will most certainly report higher
profits for 1995 than any other game
company. 16-bit is not completely dead.
(This year.)

3DO
Hot titles. (Yes! Over 200 in all.)

Low price. But is it too little, too
late—we’ll see. Try lowering the hard-
ware price to under $199 and you may
well own the industry.

ATARI

The lowest price point for a 64-bit
system may pull you through, but it's
the games. We need more games! To
win, you've got to come out fighting.

32X
Hello, is this the morgue? We have
a body here for you to pick up. First
real casualty of war.

ULTRA 64
Yeah, sounds great from what
l_:you 've been telllng us, so where is
it? (Everybody sing!) It's begmnmg to
sme]l a lot like vapor..

VIRTUAL BOY
The new dominant 32-bit gaming
platform for the nineties and beyond.

(Just kidding.)
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Fold

Fold

Plus, act now and a game music CD

is free. So even your stereo gets
loads of merciless pummeling.

|

|

Fold

The only thing you
need is an SNES
0K and maybe
a tourniquet.

It's gonna be =

a bloody free-for L
and that's just in the
game aisle at the store.

Fully rendered graphics
mean fully rendered pain.

Carnage...
mayhem...exploding
corpuscles...fun for
the whole family!(Not.)




>

Fold _

Remember, you can ...and pick ...just don't
pick your warriors... your weapons... pick your scabs.

_\&OT‘\, Even though others might say
OE'S”P[H”I”’[NHU the end is near for 16-bit
ENTERTA TNMENT SV STERM ...this sucker'll kill that feud.
|
|

|
|CIRCLE #110 ON READER SERVICE CARD.




BY CHRIS BIENIEK, GEOFF HIGGIN5S AND TYRONE RODRIGUEZ

‘ : Rk Pt | &
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card and send them to us at VibpEoGawmes, Attn: Tips & Tricks, 8484 Wilshire Blvd., Suite 900, Beverly Hills, CA
90211. If you're the first to tell us about a valuable new tip or trick, we’ll print it and send you a cool new con-
troller for your Super NES of Genesis, courtesy of STD Entertainment!

,f you have any tips or tricks that you haven’t seen printed anywhere else, put them on a piece of paper or a post-

BOss cODES?

o play as Gaia, turn the game on and wait for the title screen to appear. While
T the words “1P GAME,” “VS HUMAN,” “VS COMPUTER” and “OPTIONS" are fly-
ing in from both sides of the screen, quickly press V¥ ¢ €+ before all of the text
appears. You'll hear the announcer yell, “Fight!” and the small text on the title screen
will change from blue to pink. (If you don’t get it to register the first time, you must wait
for the demo to begin or start a game and cancel to return to the title screen; the code
will not work if you are returning to the title screen from the Options menu.) Once the
code is in, start a game. At the fighter-select screen, highlight Eiji, hold Up on the D-
pad and press any action button. Now you're playing as Gaia, the game’s first boss.
To play as Sho you must first enter the Gaia code. Next, wait for the title screen to
appear again as described above. This time, while the words are flying into the
_1 screen, press 8=>K+] on Controller 2; you'll hear “Flghtl" again and the text will
change from pink to a greenish color. With that code in place, start a game. At the
fighter-select screen, highlight Kayin, hold Down on the D-pad and press any action button. Now you're playing as
Sho, the game’s final boss.
To play as the alternate-color version of Gaia or Sho, just press SELECT before you hold the appropriate direction
on the D-pad as described while choosing each character.
|
Quickly  press
Vel pefore
the words are cen-
tered; you'll hear,
“Fight!” -

Highlight Eiji, hold
Up and press any
action button.

You'll see that you have
chosen the boss, Gaial!

Hls mechanical laugh will ~ With Gaia activated, return to the title and
send chills up your spine. quickly press 8=>K+ 1 on Controller 2.

g gt Now highlight Kayin,
PIAYER #thold Down and press

any action butt?n This gives you access to

the big boss, Sho.

Watch out for his
double-fireball attack!




To get up close and personal
with the polygons in
: Toshinden, try these camera-

control tricks. First, visit the Options

menu and set your Control Type to
“H2.” Now move down to the Camera
Action setting; you'll find that there is a new camera angle option called “Your Self.” Choose it,
and you'll gain access to eight new Control Type settings—labeled A5 through H5—with
“Camera X” and “Camera Y” functions assigned to the L and R buttons on top of the controller.
Now the fun starts. Choose one of the new Control Type settings and start the game. Notice
that the top buttons function as follows:
—1 L1—Rotate counter-clockwise R1—Rotate clockwise
L2—Tilt backward R2—Tilt forward
To access additional camera controls, press the START button to pause the game. While the “Pause” menu is on the screen,
hold all four action buttons (square, triangle, circle and X) and press the SELECT button once to make the pause menu disap-
pear; press it again to remove the energy bars. (Note: You can use this trick at any time, even if you’re not messing with the cam-
era angles. It’s fun to fight with no energy bars; you never know who’s winning until the round is over! To restore the Pause menu
and energy bars, just pause the game, hold the four action buttons and press SELECT one more time.)
Anyway, while the game is still paused with the Pause menu and energy bars removed, the controller has six new secret func-
tions as follows:
L1—Pan left R1—Panright D-pad Up—Pan up D-pad Down—Pan down L2—Zoom in R2—Zoom out
Pressing the SELECT button repeatedly on Controller 2 will allow you step through the character animation one “frame” at a
time; holding it down will allow you to play the game in super slow-motion. Press SELECT on Controller 1 to toggle between the
rotate/tilt camera controls and the pan/zoom controls.

5 WRICK o'W
£YOUR” SELF »

1100
AUTO DEFENSE OFF

CONTROL TAPE+" 7  «“H2 ¥ " STEREOZ
# NOT USE
2 NOT. USE

Set the Control Type to “H2.”

EXIT

£ . : M - Now pick one of he secret
\edehengeiie CamepisTenis TEUreen Control Type settings.

Use the L and R buttons to  'For more camera controls,
rotate and tilt the playfield. pause the game...

...then hold T+ \+O+X Now you can pan, zoom
and press SELECT twice. and play in slow-motion!

If you zoom too
close to a character,
his or her polygons
x5 will disappear one

§ by one.




LEVEL ©O

You've finished the game; seen it all. Now try this secret level: Level 0. At
the difficulty/options title screen, enter Up, Up, Up, Down, Down,
Down, Left, Right, Left, Right, Left, Right, L, R. If done properly, Level
0 will start automatically. Your strength is continuously going down and can
only be replenished by hitting an enemy. If your life runs out, the level ends.

Press Up, Up, Up, Down, Down,
Down, Left, Right, Left, Right, Left,
Right, L, R.

When you beat the game, you gain access to new weapon types.
That can be a pain, though, so here are some codes to get an array
of new weapons right off the bat. At the difficulty/options title
screen, enter the code Up, X, Right,Y, Down, Z, Left,Y, Up, X. If
done correctly, you'll hear a noise. Now, to select which weapon
you'd like to use, hold down one of the action buttons at the Episode
| screen.When you begin, you'll have some real firepower.

Now you're on Level 0!

Push Up, X, Right,Y, Now hold the buttons
Down, Z, Left,Y, Up, X. as follows:

...C for sidewinders... ...V for multi-shot... ...or Z for wide shot.

Hold A or X for
normal weapon...

" My Littie Pony

If you've already earned the right to play as the horses in Daytona as described
in our August issue (by finishing first in all three tracks in Saturn mode) there’s
another “vehicle” available to you: a baby horse. Choose the Beginner track in
Endurance Mode with one of the horses. If you win, you can race with two horses
at once: the mother and the baby. NOTE: The car and course level only need to
be on Very Easy.

ARCADE MODE

SATURN MODE
RANKING
OPTIONS

Select Saturn Choose the Choose one of the Win the race and get the
Mode. Beginner Course. horses. baby horse!

Make sure it’s in
Endurance Mode.
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Hold X, Z, and B while
turning on the Genesis.

After the Sega logo

appears...

L0

the adventures of

D HRON.
GENESIS

To skip the level you're currently on, hit the START
button to pause the game. While paused, enter B,
A, Down, B, A, Down, Left, Up, C (BAD BAD
LUC.) When you unpause the game, you will be
warped to the next level!

Hit the START
button to
pause the
game. Enter
B, A, Down,
B, A, Down,
Left, Up, C

Unpause
the
game.
Now you
will skip
to the
next
level.

)

VAN \.,j arme

To turn your U.S. Cosmic Carnage game into the Japanese version (Cyber Brawl,) hold

down the X, Z and B buttons when you turn the Genesis on. Now you're playing Cyber
Brawl, which comes equipped with some new characters to fight with.

Within A Game

Now you have different
fighters to use.

! Whenyou wake up
: , amed hy
FAY

and the- (;R UND
pp|e\s heneath your
feet - you're not

“RUNK or Fx%eED up
ml d Ugs —you re

.a




All the Cheats—Part 1

Each of these codes works by pausing the game and then
entering the cheat. Once you unpause the game, the cheat(s) will

be activated. Look for the rest in our next issue!

Configure Screen\
A+B,C,C,A A, B, B,

Energy Replenish\
(once only)

A+B,C,C,C,A,B,B,B

/

B+C ) A, C,B,C,B,AA, C/
Level Skip \ - =
s CABAs )
A+B,A+B J = A, DB, b, LA L,
Weapon Replenish\
(once only)
End. Game AB/C/B,CACC
A+C,A+C,A+C,A, 5
B,C,BA
Plasma \
C+Up,A,A,C,A B,
G, € )
Invincibility: ) \
A+B,A+B, C,A, Right, Plasma
Right, Left, Right L . A(;n?:néy)c Cj
View Map \ R\

| A+Right,A,A,B,A,C,

Homing Missile

A B,C,CAAC, B)

B,A )
Extra Life 2 : SN
Homing Missile
A+Up, BC’AéC'A’A‘ (once only)
' - AA C.BAC.CC
Extra Life \ Continue
(once only) A+Down, A+Down,

A+Left, A+Right, B, C,

cBiC ./
Energy Replenish (A ’ \ ’
ATC.BB,C.C.CA B e C:+";,";‘:EBE:°JCEA°’2Y) Martian Ears
Y, mEE IENCIDESR A B, C,A A,
P Ghen . /N rARC

Groucho Marx
AAAAAABC

e

ed Afro

C,A A AAAB,C

Mick Jagger Lips
B,B,AA,

\ AAB,C /

Big Sunglasses
A, B,A A,
AA B, C
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"= AWNMOWERMAN =

On any of the platform levels, press START to pause the game. Enter the
code Up, Right, A, B, A, Down, Left, A, Down (U R A BAD LAD). Now,
unpause the game and the cheats are activated. To use the cheats, pause
G NESIS the game again. To skip to the next level, press B. To go to the cheat menu

screen, press €. Once the cheat mode has been activated it can be used

on any level, not just the platform ones.

PLAYER ONE ENTERI
VIRTUAL ATLANTIS

Pause during any platform stage
and press Up, Right, A, B, A, Wh

en you pause the game

Down;iLeft.iA,iDown: again, press B to skip to the

\ j \ next level. J k /

Pause and press € to to go to
the cheat menu screen.

(R il ) Cf
. N e ;
If you are tired of working your way up to earn the S Y@) A !
Power Rangers suit, try this code. If you enter Up, ; e -
Down, Left, Right, X, B, Y, A; you'll start the game / { Z : : e N 3
fully powered with the Ranger’s suit. The screen will 2 ; ‘ / K \ o .
flash if you have entered the code correctly. Y TA‘ JO‘ M. .
/e

SEdyt

3

L iRET 1SNt

== o .
st AN
©1995 Gremlin Interactive Limited. ™ Interplay = .
Productions. All Rights Reserved. Sony® is a registered /j SN

trademark of Sony Corporation. PlayStation™ is a
trademark of Sony Computer Entertainment, Inc. BY GAMERS. FOR GAMERS.™

Press Up, Down, Left, Now you can start each
Right, X, B, Y, A. stage with your Ranger
; suit already equipped.

Gremlin
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Can you spot the elephant in this picture?

If so, you’re probably smart enough to figure out
that paying $149 for a 64-bit Jaguar makes more

sense than paying over $300 for a 32-bit system.




6 4

$149

The most advanced graphics out there. Twice the bits for half the price. And
over 40 cerebellum-scrambling games to choose from. If you still don’t get
why the Jaguar’s a better deal, maybe getting that second lobotomy will help.

238420 0 4an

Defender 2000™
What you've been wait-
ing for. More énemies,
more weapons to
destroy them with.
3D graphics for
explow)ns and
-shearing sound

AN

ATARI

Rayman™

It’s a dream come true.
You're a superhero bat-
tling the arch-nemesi,
attempting to des
the world. Each colo;
level is teeming w
cartoon-quality g

UltraVortek™ R
th at least six s

st & i1

Pitfall: The Mayan Adventure™
You're the son of Pitfall
Harry, scouring the Mayan
jungles for your kid-
napped dad. Feature film-
uality animation makes
‘or pendulums that slice
and crocodiles that bite.

thOut”“

Not exactly the kind of
pu77lw ou ﬁnd in the
Sun aper. From
Hdnei Pa)th to Planet
Phrohmaj, strange I LL!e

‘White Men Can’t Jump™
Rules? What rules? On
the way to the Slam
City Tournament, any-
thing goes. Comes with
afree Team Tap multi-
player adapter for
four-player action.

AR

E MULTIMEDIA swsﬂ-fé .

Atarl Gaming Forum on CompuServe. Type
TARI, ho Alar ogo, Jaguara‘m’eJe ar
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Moves galore! Here are all of the moves (currently)
that the fighters can perform. In addition, we have
the special moves for the boss characters.

ALL FIGHTERS:

Charge: Toward, Toward, Toward

Lateral Move: LEFT + B + C or RIGHT + B+ C

Finishing Move: Up, Up, when opponent has 25% health
After Shatter Stomp: A, A, A, A after you win

CRUSHER:

Charge: Toward,
Toward, Toward
Jack-In-the-Box

Jumping Head
Butt: LEFT,

Buckle Kick:

“oﬂiw WO 10

Eefat\?_i Up()j + Ad éway, ovad Down, A or

eft Handstan . RIGHT, Down, A

Kick: LEFT, FiickBloss: Rumble Charge:

A T d g

LEFT, B o Qe Up, Down, Up
Right Handstand A Stomp On Foot:
Kick: RIGHT, Buckle Heave: Down, Up, A i Tp e
RIGHT, B Cyclone: RIGHT, Down, LEFT, Upa oware.
Power Kick: Up, A nderhand Horn
Down, Toward, B Two Foot Jump Kick: C, A + B Throw: Away, Toward, A

Morph: RIGHT, LEFT, A + C Leg Sweep: Down, A + B Morph: Down, RIGHT,

Morph: Down, LEFT, A + C LG

‘3 land on opponent
Ducklng Uppercut Down,

Ride On Back and Bite: C, KR@NK&
DIVINE: |

Ride On Back &

Jump Lot kiok Right: (| SE R Club: C, then Jump Right,
5 LEFT, LEFT, B ) land on Kick Left:
Jump Right, Kick Left: opponent = RIGHT,
RIGHT, RIGHT, B ';\SV‘;‘JGFU'-"‘?'Q- RIGHT, B
Lunge Kick: Up, Up, B o yr’] pd Club: Backflip Kick:
Opera Move: Down, Nernead g b o Up+B
Down, Up Up, A
Spin: ;’\way Up, Toward | Morph:  LEFT, Sunéo ipla;h
Morph: Up, LEET, A + C LEFT,A+C %

Morph LEFT, RIGHT, A + C

TUR ZOMBIE:
!! Power Kick: Down, Toward, B
| Zombie Dart: C, Down, Down
Rising  Punch: Forward Flip Kick: Toward, Toward + B
Down + A + B Jump Back, TCurIdeiAuﬁle cs
innin Pil Grab Pole: oward, Away,
SR i M RIGHT, RIGHT, Toward oﬁmﬂ Wl
when close in Up or LEFT, Morph: Down,
mid-air LEFT, Up Down, A + C
Morph: RIGHT, Swing Around Hit: LEFT, LEFT, B or
‘ RIGHT, A + C RIGHT, RIGHT, B

Swing Hit: C, Up, Up, A
Swing Kick: C, Up, Up, B in close
Uppercut: Up, A

i
1
|

Morph: Up, RIGHT, A + C
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Here are the boss characters’ moves. To access the bosses,
you must defeat all of the fighters, through Jester. Once
you’ve done that, your fighter will morph into the correspond-
ing boss. You will now be able to fight as a boss. NOTE: Once
you turn off the 3DO, the bosses you’ve accessed will be lost.
There is no way to save them!

Rear Up: Up + A

BOUNDER
(KANGAROO):
| Tail Sweep: Down
{ +A+B

Tail Whip: Down +
B+C

Bounce On Tail:

1 Up, Up, Up

_| Tail Propeller: C, B
+C

Morph To Bull: A +
| C

Morph Back: A + B
(Bull)or A +C

Jumping Sting: B + C
Jump, Hit With Tail:

GUGGLER
(OSTRICH):
Rude Gesture: A +
B

Flip Kick: B + C
Toss: Down + B
Head In Sand:
Down + C

Down + A

BYTE VIPER (SNAKE):

T-REX:

| Stomp &
Chew: A +
B

Tail Slam:
Down + B

Each character has
a corresponding
boss that will be
accessed when Jest
is beaten. Here are
three of those pairs:

Kronk, T-Rex

Divine, Kangaroo
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LAMPREY
| EL BALLZ (GENIE):
(BULL): Charge: Toward, C
Head Butt: A Morph To Snake:
Hind Leg Kick: B Down+A L
Charge: C Morph To Scorpion: 8B26-07A2—AImost infinite
LEFT + A life force

DF29-07DA—Start with very
little energy after first life

D7AA-0DDD—Start with
mega-points

3C8D-6D67 + 3CA4-64DA—
Infinite Ranger Weapon power

1nilo
6DB4-1F65—Level never
increases
DFB4-1405—After first level,
level increases every line
CBB2-3DA9 + DCB2-3FD9 + 3CB2-
3F09—Speed is always high
DR. M
CBC9-4466 + DCC9-44A6 +
3CC9-47D6—Same piece
ELEVEREU

BGSA-AADL—Start with 10 lives

SPIKE ‘
(SCORPION): D AGSA-AADT—Start wih 1 oreit
Jump Flip: Up + C Sheiht AJCA-CAGW—Infinite lves

e e Eatilonard Ak B A4SA-AADG—Start with level six
Lunge: A + B

firepower
AGSA-AADO0—Start with shuriken

Land
L

OOE 839 F7E + 00E 958 F7TE—
Start with 1 life

63E 899 F7E + 63E 958 F7TE—
Start with 99 lives

00D 9DB 3BE + 21D AOB E61—
Infinite lives

OE9 7DB 80E + 019 7EB D53—
The bottom of the tiles are
always the same

OE9 7DB 80E + 0D9 7EB D53—
The bottom of the tiles are
always smart bombs

OE9 7DB 80E + OE9 7EB D53—
The bottom of the tiles are
always digger tiles




_Hidden Maze Gamel

The Super NES XBand Modem has a top-secret maze game just like the one
in the Genesis version. When preparing to dial the phone and the screen
says “Are you sure you want to register with XBand?” press Up, Up, Down.
You can play the game while the modem connects to the network.

If you want to play the maze game for a longer period of time, go to the
main XBand menu (Challenge/Player List/Mailbox etc.) and press Down,
Down, Left, Left, Right, B. The SNES maze is a two-player game; rumor
has it that you can play the maze in two-player mode over the phone lines if
both players register with XBand with a copy of Nintendo’s The Legend of
Zelda: A Link to the Past plugged into the modem!

A

s X
Playertist | Mallsox

Vou are dialing from 2135551238
Nom e e et register
with XBANDZ

stats options ™~ Return

Press Up, Navigate the maze Press Down, Now you can cruise
Up, Down. while you're connecting Down, Left, the maze for as
e X to XBand. Left, Right, B. long as you wish.
As on the Genesis, you can change the way the text moves below the icons on the H i d d en
SNES XBand menus. These codes work at the player-select screen or the main l k d
XBand menu: B ocKa =
e Left, Left, Up, Up, Right, Right, Down—Rainbow mode
¢ Up, Up, Right, Right, Down, Down, Left—Green & Yellow mode G a me!

° Down, Down, Left, Left, Up, Up, Right—Searchlight mode

If you press Up, Up,
Left, Right, Left,
Right, L button at the
main XBand menu, you'l
find another hidden

Change from ...to Green & _.or go for the  Also, did you ...changes the game! It's derived from

the Rainbow  Yellow mode...  Searchlight  ever notice that animation of the classic coin-op

mode... look. the SELECT the XBand Surround, which in-
button... icons? :

spired the ‘“light cycle”
game in Tron. (For two
players only.)

| At the opening XBand title screen (when you first turn on your SNES) press

4 Tl
Up, Up, Left, Right. This puts you into what the XBand designers have At IR T M
dubbed “VomitVision” mode.
Press Nowroie Errrk...| st options m?.
Up, Up, & think 'm
Left, s gonna be Press Up, Up, Left
] ! , Up, s
Right. oriVision: sick... Right, Left, Right, L.
CR HUER
7 PR . B Right,
S Down,
The SNES XBand software has a built-in screen Down, R.
saver that starts up if you sit idle at any XBand menu Netohite R
for too long. To see it in action without waiting, press hypnotic “Blockade’game.
Left, Right;, Down, Down, button R at the XBand screen
“XMail /Bandwidth /XBand News” menu. saver.
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NOW MONTHLY!

Every month you’ll impress your friends with cheats, secrets and
special strategies from the VideoGames pros!

+ CODES + PASSWIORDS ° SECRET HWES + STRATEGIES |

=11

I “chsTm |
~n.i« DUO ¢ PORTABLES * ARCADE

SUPER NES ¢ szuasxs + SEGRCD * 32x- .uu“al!l\iz : 3“T B

3
g
B

NEW!

From the
Editors of
VIDEOGAMES.

i M
%&\@%\% m i:sr W “l"\

he2oh !

iy

'I'Ips & only $4 Q.95!

Ties & T-RKE_KS_, ;l; Box 469070, Escnndidn_,zl-szﬂ;ﬁ- 1
Start my 12-issue Tips & Tricks subscription for only $19.95.

Name
H Address
Toll-Free Subscriber
. City/State/Zip.
Service Number e e T
Credit Card # Exp.
B | s
Signature
C re d it car d (o) I'd ers on | y i MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10 per year.

YOUR FIRST ISSUE WILL ARRIVE IN 6 TO 8 WEEKS. Where applicable, sales tax is included in stated price.

OFFER EXPIRES DECEMBER 31, 1995 TACP57




Imost half of the

letters we

receive are.from
readers asking which.of
the next-generation
console systems: they.
should buy. While each
of the “32-bit and up”
machines has its-own
merits, Sony’s
PlayStation'has a num-
ber of features that are
just too cool to-ignore.

When purchasing a new game system,
there are a lot of factors to consider.
Obvious questions (like, “How-much does it
cost?” and “What games come with it?”)
often take priority over issues that are more
important in the long run: “How much:third-
party support will it have?” “How-long
before the technology is outdated?”

Frankly, the PlayStation seems to
have all of the bases covered, and its
future is bright enough to blind the
industry. To pointout why we think
Sony has a hit on its hands, we’ve com-
piled a checklist of ten points on which
the PlayStation can build a solid future.
Read on...
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by the editors of VIDEOGAMES* magazine

|

PlayStations

1 PRICE

$299. We can handle that, and we’re will-

ing'to bet consumers can,too. People
expect 32-bit systems to be more expen-
sive than 16-bit systems; but with the \
PlayStation’s price being $100 bucks
cheaper than the Saturn’s, cost alone

may hurt Sega more than any other.

factor. Sure, there are “early adopters” e \ .
who are willing to:spend $400 for a new.game

system, but-most of them already own a:3DO or

Saturn—or-a Neo+Geo, for that matter.

THIRD-PARTY
SOFTWARE
SUPPONT

Nearly every major third-party software
company. has jumped at the chance to
publish-games for the PlayStation. The
end result of this-enthusiasm is that PS.
owners:(with an endless reserve of cash
to blow on games) will have-accesstoa
library of 15 games on the day.the sys-
tem launches, 18 more games in
October-and at least 50 games by the
time the holidays'roll around. Even more
{ ‘amazing than the volume of the games,

. ‘however, has been their consistent level
of quality.



Okay, okay—this point isn’t.based on fact
so muchias opinion, butyou've watched
us'form these opinions-ever:since we "~ <"
started reviewing PlayStation titles. In fact,
a lot of software for Sony’s system has put
us in-an awkward position—we don’t like
to_give out too.many. “10”s . when reviewing, £
games, but a disproportionately large num- f:
ber of PlayStation titles have deservedly
been:in the'running for that-highest of ac-
colades: The PlayStation boasts superior-
gamesiin almost every genre: superb rac-
ing games (Ridge Racer, WipeOut), excel-
lent fighting games (Battle Arena Toshin-
den;-Tekken), the‘most innovative game in
years (Jumping Flash) and so:on and:so
forth....

THE MOST POWERFUL i
$2.BIT SYSTEM?

}

1 N »
Simply put, the PlayStation-has.got power. Lots of-third-party' games.will be pub- \ /‘;
lished simultaneously for the PlayStation, 3DO-and Saturn; this will be-an excellent
indicator of the relative strengths and weaknesses of each machine. If a local game =
store'will'give you the.chance to do:a side-by-side comparison of one of these titles;= ' | X

you can'see the-differences for'yourself.

THOSE HANDY
~MEMORY CARDS

Borrowing'.an idea from SNK’s original Neo-Geo, these

high-tech wafer; cards allow PS owners to save their . - som Mms QuA“"
games at any-point. The cards can:be.customized with y \ Fi r

stickers and‘make great portable conversation pieces.« . The Sony.folks,have been around since the beginning of time
| Andin this'cybernetic - (well, as far as most of usare concerned) and they’ve never

world-gone-mad; it's given us any-reason not'to trustthem.
| only amatter.of .. (Unless you remember. Beta, but most of

time before these 3 you.are too young.) They make great TVs

things become » 2 .and VCRs, so it only.follows that they’ll

fashion statements. . > make:a fine game console. And they cer-

Hey;, if you'ever:get s tainly havetenough-money to do.every-

shot in the chest,

thing justiright, from hiring the industry’s
they might just’

best game-designers to putting the
stop the bullet. emphasis on quality. Oh yeah—the logos
. (That was a joke, for both Sony-and the PlayStation are also

kids. Don’t go try- .damned:cool-looking:
Ociober ‘95 ViDEOGAMES 4 g




«The PlayStation’s dual-handled, ergonomic controller seems
% .-des:gned to make the machme adapt to the hand, and not vice-

: “versa. It’s comfy, durable, and the
buttons are easy to locate without
taking your eyes off'the screen. The
best part is that the ridiculously
short cord for the Japanese system
has been lengthened to six feet for
‘American release. Heck, our hands
love the PS controllers so much, we
oo walk around carrying them even
e when we’re not playing games.

The fact that Sony has secured a six- ® \
month exclusive on the 32-bit home
~ rights to this arcade hit certainly won’t
-hurt PlayStation sales. As this ]ob has
~taught-us, MK3fans are
fanatical-nuts (relax,
folks—that's a compli-
ment!);-and will go'to
any length to see Kano
‘ rip Sonya’s skeleton
“out of her skin. The fact
- that MK3 may be the
“PlayStation’s pack-in
..game could guarantee
that approximately.
- —eight-gazillion PlaySta-
- tion units,will be sold
“ within the first week.

THE HANDY LINK CABLE

s : Plug it in .and go head-to-head with another

SONY PLAYSTATION RELEASES
SEPTEMBER
Battle Arena Toshinden Fighting
Discworld Adventure/RPG
ESPN Extreme Sports/Racing
Kileak: The DNA Imperative Action RPG
Novastorm Shooter
Ridge Racer Racing
Raiden Project Shooter
Off-World Interceptor Driving/Shooter
Ultimate Parodius Shooter
Street Fighter: The Movie Fighting
Wing Commander IlI Shooter
Air Combat Flight Sim
NBA Jam T.E. Basketball
PGA Tour Golf Golf Sim
Power Serve 3-D Tennis Tennis Sim
Rayman Platform
Total Eclipse Turbo Shooter
WWF Wrestlemania Fighting
OCTOBER
Jumping Flash 3D Platform
Lemmings 3-D Strategy
Mortal Kombat 3 Fighting
WipeOut Racing
John Madden °96 Football Sim
Cybersled Shooter
High Octane Driving
Spot Goes To Hollywood Platform
Alien Trilogy Shooter/Adventure
Alien Virus Shooter
FIFA International Soccer Soccer Sim
Goal Storm Soccer Sim
Revolution X Shooter
Shockwave Shooter
Viewpoint Shooter

PlayStation owner on any number of high-
speed games. Driving games, in particular;
_.should benefit from the link cable, as each
player will-view the action from his or her
own TV screen: This should lead to a level
of racing simulation previously available
“.on y i arcades (and it's the perfect first-

date
e acﬂvny'
- ...maybe
" She's the character that the
entire staff. seems to gravitate

“.to whenever.we play. Battle
Arena Toshinden. Sofia

She wears smart clothing. She
“has a cool whip. She beats the
“ ‘crap out of her'opponents!
She gives our lives meaning!!!
Sofia is just'the hottest video-
game character-to come
around since Street Fighter Ifs
Chun-Li. Period.

Send a posteard (no envelopes,

N Entries must be received by

VibEoGAMES is giving away a
Sony PlayStation!
And you, yes YOU, could be the lucky
recipient. You've seen the facts and
pretty pictures, now experience this
incredible next-gen system in your
own home. All it takes to enter is one
lousy postcard, so send it in today!
YYou might just get a visit from the
VipEoGAMES Prize Patrol Van! (Okay,
we don't really have a van, but it
- would still be pretty cool to win,
don'icha think?)

TO ENTER:

please) with your name, address
and age to:

PlayStation contest

clo VIDEOGAMES

PO Box 17379

Beverly Hills, CA 90209-3379

ELIGIBILITY:

Contest is open to residents of the United
States and Canada. Advertising/promo-
tion/publicity agencies of LFP, Inc., its
printing suppliers and the immediate
families of each are not eligible. Contest
void where prohibited, restricted, or
taxed by law. Contest subject to all
Federal, State and Local laws and regula-
tions. Taxes on prizes, if any, are the sole
responsibility of the prizewinners.

November 15, 1995. Mutilated,
incomplete or illegible entries will
be disqualified. Sponsor is not:
responsible for late, lost, postage
due or misdirected entries.




ULTIMATTE GRAPHICS PUT YOU
RIGHT IN THE BATTER’S BOX!

REALISTIC MOTION CAPTURE PITCHING
& FIELDING: TURN TWO AT SECOND!

DIVE TO TAKE AWAY AN EXTRA BASE HIT!

FRANK THOMA

N “ 'I' SUPER NES*

.
1S

. Unauthorized use is strictly prohibi

" GAWE BOY®

7
i H

S E B
Big Hurt™.is a registered trademark of Frank Thomas and licensed for use to Big H
,E_[\l&rpnses has granted a limited license to Acclaim Entertainment. Inc. Officially.
O ML

© ulepa

ajor League Baseball Players Asscciation,

BPA MSA. Nintendo. Super Nintendo Entertainment System. Game Boy a SealS are registered trademarks of Nintendo.
§| 1991 Nintendo of America Inc. Sega. Genesis. and Game Gear are trademarks of Ltd. All rights reserved.M“h adi
o:] Entertainment. Inc. ® & © 1995 Acclaim Entertainment. Inc. All Rights Reserved. reef are from the Super Nes’ n of th
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f you're like most videogame
consumers, you’re growing
frustrated with Nintendo. Very
frustrated. In fact, some of you
(and some of us) are downright
pissed! What's up with the Ultra-
64?1 Will it really be worth the
wait? Will it be on store shelves in
April of '96, or should we expect
even more delays?
One thing’s for sure; if the Ultra-
64 does launch in April as
planned, it will be with little or no
third-party software support. As of
this writing, no American game
development company has even
received the development systems
necessary to program NU-64
| games. And even if those compa-
nies were supplied with the neces-
sary hardware and software
tomorrow, it's doubtful their pro-
grammers could develop the
games so quickly. Programming
for the Ultra-64 is an incredibly
complex process, requiring much

The heart of the Ultra 64.

C g Mmmmmmmm... Silicon Graphics chips! F
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more time and
attention than
games for even
the PlayStation or
Saturn. Also, Nintendo’s system
uses cartridges, which typically
take at least two months to manu-
facture once the game has been
programmed (CD-based games
take only a matter of days). This
means that to meet a release date
of April, ‘96, developers would
need to have the programming
phase of their games finished by
February, '96. Will that be
enough time? Unless the
first Ultra-64 games are as
simple as Pong, we some-
how doubt it.
So what's the good
news? Well, chances are
Nintendo will have at least
a dozen games of their
own programmed and
ready to go by April.
Remember, Nintendo origi-

nally intended to release

the Ultra-64 this past summer, so
chances are the company has
been busy developing games for
quite some time. Nintendo may
well decide to introduce the Ultra-
64 to the public with a selection of
exclusively in-house games, and
let the third-party developers catch
up in later months.

Despite the lack of real-time
gameplay footage, some compa-
nies have nonetheless been able
to create reasonable facsimiles of
what their games for the Ultra-64

Pilotwings 2 will be
' incredible.




will probably look like on Silicon Anather incredible NU-64 s
Graphics workstations. Nintendo has graphics demo.

enlisted third-party support from - a

Spectrum Holobyte, Acclaim, Virgin, . & B [0 | !
LucasArts and several other developers to N s E c R E T
design graphics for their games on SGI com- y ; ! ;

puters. The idea is that anything created on : =

these SGils will be easy to recreate utilizing i % X WA, & o F T H E
the NU-64's speedy processor. As a result, | : 4

we’ve seen plenty of graphic animation i | | e

sequences from companies that are eager to ; N U 6 4
promote games which haven’t even been 3

programmed yet.
The biggest indicator of the future will n

side from the
games, Nintendo’s
biggest secret has

occur this December, when the system is
released in Japan. If Nintendo makes that
deadline, chances are we can expect to see i

" the Ultra-64 on American shores in April. ?heeeip n é\t/]veUI?rea%%n co?wf—

& ] troller. According to our
L. sources, the controller will be markedly different
from anything we’ve yet seen, with an unusual .
shape and button pattern designed to fit hands per- j
fectly. Reportedly, a complete rethinking of con-
troller design was necessary to effectively inter-
face with the various 3-D environments Nintendo
claims the Ultra-64 will create. All the controllers
; for all of the new game systems are made with a 2-
: ; s D environment in mind, the NU64 controller will
wi From what we've been able to gather, the offer players total control of 3-D environments.
| following games are scheduled to be According to one rumor, the controller may even be
released with the Ultra-64 launch: 7op Gun: something you stick your hands into rather than
Fire At Will!, Ultra Doom, Robotech, Red | something you hold!
Baron, Turok the Dinosaur Hunter, Monster
Dunks, Cruisin’ USA, and Killer Instinct 2.

|
BADONSGENPRD. SCALEERICLS

I in months recently came not from
Nintendo, but from LucasArts. The same
company that brought us the deservedly W&
popular Star Wars games Rebel Assault,
Dark Forces and Rebel Assault Il is currently
working with Nintendo to create a Star Wars
game for the Ultra 64. Called Shadows of
the Empire, the game (and book and comic
book and line of action figures, etc...) will
chronicle the period of time between The
Empire Strikes Back and Return of the Jedi,
and will center around the Galactic under-
world’s plans to overthrow the Empire and
assassinate Luke Skywalker. Aside from the
lot, no firm details about this new game
ave yet been released, but chances are it
will at least consist of the flight simulator
and Doom-style elements found in the pre-
vious Lucas Arts Star Wars games. The
company plans to release the game with the
launch of the Ultra-64. Will they make the dead-
line? We're betting no. Then again, the Force is
with them, so who can say for sure?
y l f
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ou’ve
been hearing about it
for - years, and the

Neo+Geo CD is finally here. Not an add-on, it's
actually a self-contained Neo*Geo unit with a CD
drive built in. There'’s no cartridge port, but the con-
troller inputs are the same, as are the CD versions
of existing games.

By the time you read these words, the machine
should be available at Electronics Boutique and
other major retailers at a suggested retail price of
$399. The box includes one control pad and one
CD game, and even though the game title was not
announced as we went to press with this issue, it'll
most likely be Samurai Shodown II.

So why would anybody want a 16-bit Neo*Geo
home system in this day and age? In a word:

|
3

JEET, a'

b5 BT 5 9w

sEc-cESCD SNIK
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Here’s the music
CD menu from the
Japanese model
of the Neo-Geo
CD; the U.S.
version is not -
expected to be
much diﬁerent.

Games. 70 titles will be available

at launch, and they’re all proven

arcade hits. Previously available in

cartridge form at prices upwards of

$250, the CD versions will cost between $40 and

$70. New games will be released just a few short
weeks after they appear in the arcades.

The original Neo*Geo home machine was like
the Lamborghini Countache of video-game sys-
tems. Very few people owned one, and those wh
did considered it to be a real status symbol.
Honestly, how much more decadent could it have
been? While Super NES programmers were say-
ing, “Gee, we can't put in that extra character
‘cause we can’t make a.profit unless we keep the
cart under eight meg,” Neo*Geo programmers
were saying, “By the way, we're putting in 75 meg
of digitized music, so jack up the price another hun-
dred bucks.” While Sega was saying, “We’ve got to
kill Nintendo...got to be number one,” SNK was
saying, “We don’t care if you buy our home system
or not, ‘cause we’re making tons of money at the
arcades.” Most importantly, while SNES and
Genesis owners were saying, “Wow, this
version of Street Fighter Il looks almost
exactly like the arcade game,” Neo+Geo
owners were saying, “This version of Art
of Fighting is the arcade game.” The
controllers were huge, the cartridges
were gigantic...just the most obnoxious,




The top-loading \
NeosGeo CD is sculpted This beautiful Zaxxon update
out of high-impact black L makes Sega’s own 32X Zaxxon
plastic; the construction W ¥ . sequel look silly.

is extremely sturdy.

FATAL FURY

: : ® | Sure, the sequels rock, but the orig-
= VIEWPOINT - - * = B inal game has two-on-one battles!
balls-out game machine you could T e bt gl
own. s 5 wi S

Aside from the CD storage, the \@& = £ cole e RIDING HERO F
biggest physical difference between the \ESEEE | . ’ The most surreal motorcycie sim on
cart-based Neo+Geo and the CD unit is \EHESSE R e the market. Race the mysterious
the style of the controllers. Everyone in ¢ * 5 P Diamond Dave!
the ViDEOGAMES offices is crazy about the & - |

smaller, funkier pads that come with the SO : 2 » ART OF FIGHTING
new machine, so much so that our old “i& AT 9 ; I o
monster Neo*Geo joysticks have gone out ; 5 Red|3fx>\fer ,the Mage Mool g
the window, cracked knobs and all. The f N 5 f s RN find King's hidden secret.

AB/XY buttons on a standard SNES con- [ ¥ % : BLUE’S JOURNEY :
troller, and the circular direction button is [ ¥ ' Does anybody know what those lit- i
actually more like a small knob than the IDING F : 1
typical cross-shaped D-pad. Very com- o= onthe groondeion
fortable and responsive. If you're still into sticks, |
SNK is offenng a new, smaller joystick with the . “IR) EQ KABUKI KLASH
buttons in the original arcade alignment; this will §58 N 4 The very latest in a long—and we
be sold separately. The CD machine’s built-in X ; do mean long—series of great fight-
ing games.
save your games; unfortunately, the new machine S r FORGET.
has no memory card slot, so your old saved [RSECERAEN:SREL)
games are not transferable to the internal RAM.

While two different models of the Neo*Geo
CD have been very well received in Japan, some
gamers have squawked about the super-long
disc access time, due to the single-speed CD §
drive mechanism. Though we haven’t seen a
working U.S. model yet, SNK of America swears
that the load-time problem will be corrected by the
use of a double-speed drive in the U.S. machine.

Just so there’s no misunderstanding:
We're not trying to say that the Neo*Geo CD [§imeg
will rule the '90s, or even that it can seri- [
ously compete with muscle like Sony’s F&H e ’
PlayStation or Nintendo’s Ultra 64. What 3/ e i
we are saying is that it's a powerful alter- ) L - faito s
native to the so-called “next generation”
machines with consistently excellent soft- = b oot ol hachine fom
ware, particularly for the fighting-game | : left to right: Old-style Nesicae
fan. & audio/visual output, S-Video
output, composite video out

and left/right audio jacks.
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PlayStation




AL PARKING VALET.

Imagine driving the wrong way in rush hour traffic, before
catching enough air to make a seagull blush. Is it the L A.
freeways? No, it’s the Sony® PlayStation" Introducing
Namco’s® Ridge Racer.” Gut-wrenching first-person views,
five different courses and 200+ m.p.h. lap speeds. Only
the PlayStation provides racing so realistic you'll need
to check your shorts for skidmarks. One final plug:
Look for Ridge Racer and 50 other titles including

Mortal Kombat™ 3 on the PlayStation before Christmas.

PlayStation..

To find out more aboul PJaySiath cau 1-800-239- SONV (7669) or http: //www.sony.com. Sony.is a

Y ai ny Computer Entertainment Inc. Ridge Racer © & ° 1993 1994 Namco Ltd All Rights
Reserved. Mortal Komba( 3 ©1995 Msdway Manufactunng Company. All rights reserved. Used under license. Mortal Kombat is a trademark of
Midway Manufacturing Company. Developed by Williams® Entertainment Inc. Williams is a registered trademark® WMS Games Inc. ©1995 Sony.
Electronic Publishing Company. All rights reserved. Call 1-800-771-3772 for Information on Game Ratings. To get ahead turn around and go back.
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c y
in the ever-growing catalog of
futuristic racers coming out for
the 32-bit systems. Travel from world
to world racing other cyber-drivers.
Adjust your brakes, engine and
steering to better suit your style of
racing. A big corporate guy is also
following your progress, which
makes you wonder if you're only a
puppet in a larger picture.... It looks
like Cyber Speedway will be another
attempt to match up with Wipeout
from Psygnosis.

SHIELD

Can you tell what’s going on?

1 sponn scone
oy foning

P
It's Cyber Wilford Brimley, but
this time he’s not peddling
Quaker Oats, but developing

hardware for you c:

BT, SRt | e, e ms—
216Q I wen TG Feh—hl > &
(Waciue owsen s = enizens of other planets
will have stuff they’ll want to
say to you.

Lis, sonTI. scone 3
B (= 021109 10

Whoaaaah!
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etting a little bored with your
pack-in copy of Virtua
Fighter? Get ready for the
upgrade of the classic: Virtua
Fighter Remix! Basically this is the
original VF with improved graphics,
| new music and killer new throws.
The texture-mapping on the poly-
gons is gorgeous. Now characters
like Sarah look more realistic like
VF2. You’ll even see animated
expressions on their faces. Also, the
| selection screen has comic book art-
| work, a vast improvement over the
| polygon profiles from the original.

[SAIUER

Vanaoier Fall g —

has greatly
| enhanced
the overall
look of the
fighters.
The charac-
= ters look as
| good as
those in
Tekken.

You won’t |

‘4 see much,

difference’
inthe’|

back- |

grounds

Exactly how Sega will release VF
Remix is still a mystery. They are
considering giving it away. Hurray!

T T
e o ey
Serear e
L —

Expect nothing but the same
great gameplay in this version.

Sarah looks hotter than
ever. Kick me baby!
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| Developer: Sega of Japan
|Size:CD

a new power-packed se-

quel featuring more stunning
effects and a higher degree of chal-
lenge than in his previous outing.
This follow-up was supposed to be
part of the first adventure, but was
separated in order to get the game
to the market faster. There are lots
of cool and wacky stages including
the Study Room, Bathroom, Clock
Tower and Kid’s Room. Awesome
cinemas detail the continuing saga
and resolve the heart-tugging

cliffhanger from the previous game.

‘Developer: Sega of Japan AM
!

Size:
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shooting games is about to
blast onto the Saturn. Virtua
Cop is another hit from Sega’s in-
house AM? design team who con-
tinue to crank out some of the best
games around. All of the fast-paced
arcade action is here, along with all
the stages from the arcade. The ad-
vantage it has over other gun games
is that it uses polygon figures, so
you can aim at specific parts of the
enemy and get a proper hit reaction
depending on where you hit them.
AM: is sure to pack in hidden good-




d of hearing th o

but it's no World Series

Baseball ’95”? Well, it looks as
though you won’t have to worry for
too much longer. World Series
Baseball from Sega Sports (called
Greatest Nine in Japan) is by far the
smoothest, most beautiful looking
baseball video game ever! To top it
off, it has the MLB teams and the
most fluid playability of any baseball
title currently out. The Sega Saturn is
set to have some of the greatest
sports games ever and World Series
Baseball is an amazing start.

7 -
///__‘

S ""g'-._fi//

e -l
Gitiagy |
i,

/ i
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Publisher: Vic Tokai

Developer: Kronos

Size:CD
Players:Tor2

Available: December

v :
fighting game experiences in
a long time. Best known for
the FMV scenes in the Sega CD ver-
sion of Eternal Champions, develop-
er Kronos has taken its SGI experi
ence and incorporated it into a fight-
ing game. The graphics are expected
to look “at least” as good as Virtua
Fighter 2. (Kronos also generates the
breathtaking SGI backgrounds in the
animated Spider-Man TV series.)
These beautiful shots should tide
you over until we get some more
exclusive info on what'’s sure to be a

_huge hit




DRAGON

HE BRUCE LEE STORY™

{ MIRROR MATCH: BRUCE LEE
V8. BRUCE LEE!!!

REALISTIC
NUNCHAKU ACTION!
SUPER NES® GENESIS® GAME GEAR

ROM THE PAST...

i g
YOU ARE NOW ENTERING
THE HALL OF VIOLENGE!

ERHS =
SOGRFEIS ™ D RANBIGH STUESTER SILNE NESE SUPES EMOUIONAAT HIBA BLCK NG ARG ST AR
=i S gt 0T GHEHAAL AR R " LRI B
5 VBT A SCAUAR -~ G OV e IS T AL EER W
5 [ SR MCHAELE N KAZBLARN :

wam AN

DEMOLITION MAN, characters, names and all related indicia are trademarks of Warner Bros. © 1995. Dragon the Bruce Lee Story™ & © 1993 Universal City Sutdios, Inc. All Rights Reserved. Licensed by MCA/Universal -
Merchandising, Inc. Artwork & Design by Mick Lowe Design. Nintendo, Super Nintendo Entertainment System and the Offcial Seals are registered trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. /A((Ialm°
Sega and Genesis are trademarks of Sega Enterprises, Ltd. All ights reserved. Acclaim is a division of Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainmen, Inc. All RightsReserved. Screen shols shown are

taken from the Super NES® version of the video game.

entertainment inc
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Pugﬂsher: ‘Namco

Developer: Namco
ze: Arcade
ayers: 1 or

" Avalilable: Now"

Alaine
i

CUTERY

"Publisher: Namco
Develoﬁer: Namco
Size: Arcade
[ Players: 1

Available: Now
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__lent of Ridge Racer.

B==aster. r
Tekken 2 has it all. Namco is
following up Tekken with a se-

quel that will leave you breathless.

Flat shading of the characters in real

time will leave you speechless and

the all-new backgrounds and higher
speed will finish the job on your
soggy brain. To keep consumer in-

terest up, Namco has included a

bunch of secret codes for gamers to

discover as well as a “Time Re-

lease” feature which will make a

new sub-boss appear on the charac-

ter-select screen in the arcade every

mor those who can't afford to hit
the powder on the slopes of
the French alps, Namco has
seen fit to release Alpine Racer, a
skiing simulation so cool it’ll give
you virtual frostbite. For complete
immersion, a huge 50" monitor fills
your vision as you stand in a set of
ski controllers and steer with a set
of ski poles. Compete at three diffi-
culty levels on two types of courses
as you try to beat four computer-
controlled players to the finish line.
You can even change your viewpoint
as you see fit. It’s the chilly equiva-




With all the flesh-ripping fighting
Standing naked on a glacier, " moves, action and fatalities that
munching on tribesmen, you sense that ¥ made the arcade hit #1. It's new.
something really badis coming. It's different. It has Flying Butt Slams and
Suddenly, a claw-happy raptor comes screamin’  Farts of Fury. Deadly multiple combos to
out of nowhere to slice and dice you into pound your opponents into submission.

gorilla cold cuts. Before he can rip your face  Unbelievably realistic character : 1
off, you nail the lizard breath with a crushing  animations. And of course, Power Pukes, Uf"ﬂ'\ Shak‘hs C&l‘e_

brain bash. Just another day. —— Gut Gougers, and Face Rippers.
R @ | Primal Rage. For Sega" Genesis;
Its Primal Rage. | Super NES® Game Gear” GameBoy,”
and PC (D-ROM.

Primal Rage™ & © 1995 Atari Games Corporation. Licensed to Time Warner Interactive, Inc. Sega, Genesis, and Game Gear are trademarks of Sega Enterprises, Ltd. Super NES and Super Game Boy are registered  trademarks of Nintendo of America, Inc. Al ights reserved.




cesspool. You play a Vexiod, half

human, half machine. Through a

surgical procedure, your body has

been fused with a giant gyroscope

surrounded by a force field. As a re-

sult, you can now go really fast and

pull off some acrobatic moves.

There are six tribes of Vexoids in all

and they spend their nights racing

in the New York sewers for total

dominance. Developer Scavenger is

s " best known for the technically amaz-

December ing SubTerrania and Red Zone on
the Genesis.

If only these guys had a
i Flux Capacitor, then they’d }
really be stylin’. s

S

it ere’s a chance to run Amok.
J j 4 If you’re a big fan of the mili-

—— R tary-industrial complex, this
Publisher: To be announced is for you. You play a Bureau man
whose job it is to incite wars to
keep the Bureau profiting. Using a
system called BSpace, the design-
ers at Scavenger have created a
fast-paced, truly 3-D environment
for you to cruise around in. Both
Amok and Vertigo (see above) are
being developed by Scavenger
“on spec”—no publisher has been
announced for either title.

i : Scavenger

e R i
BSpace technology makes
this universe truly 3-D.




video games based on comic

book characters are a mainstay of

your gaming diet, then this little
morsel should have you doing cart-
wheels. Acclaim is releasing Spawn,
based on one of Image Comic’s most
famous anti-heroes. Spawn sold his
soul to the Devil and spends most of
his leisure time offing washed-up
superheroes and the like. Although
still in the early stages of develop-
ment, Spawn looks as if it’ll play a lot
like the popular Maximum Carnage,
released last year.

5 T

world have said that he possess-

es one of the great minds of our
time. We expect big things from this
man. So, we should also expect big
things from a game that has his
name on it. Quarterback Attack is a
first-person football game that has
you playing the QB. Call plays right
out of the coveted Ditka Playbook—
the Bible of the football world. A
step up from the quality of other
Digital Picture games (at least in |
terms of control), QB Attack could
be the football game that you’re
looking for.

SUPER NES

LAY

TR

Publisher: Acclaim

Developer: Probe

Players: 1 player

Avallapble: Fall’95

Publisher: Digital Pictures
1
Developer: Digital Pictures

T —
Size: CD

T ——
Players: 1-2

Available: November
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EDITORS”
RATINGS

GABE

cally arcade-perfect.
BETTY

as good as it gets.
(800) 345-SONY DARN

DEVELOPER

don’t know how much Sony paid for the exclusive 32-
bit rights to Mortal Kombat 3, but it's going to be

worth every penny. Sure,
the 16-bit conversions may be
decent, but Saturn, 3DO and
Ultra 64 owners won’t be able to |
play this game for six months! &8
After spending a week with the
PlayStation version, | have to
wonder if any other home
version of the game could pos-
sibly be better than this.

This game means business.
The graphics are dead-on, the
sound is bone-jarring and the i
playability incorporates all of
the subtleties and responsiveness of
the $4,000 arcade machine. According to

Mortal Kombat co-creator Ed Boon, the %
PlayStation version includes the actual back-
ground graphic data from the original with no ™=
| modifications; these are the arcade backgrounds.

The proportions of the characters had to be adjusted to
make up for a difference in pixel size between the arcade
and PlayStation, but—aside from that minor fix—it has
the same number of “frames” for each move and the

same number of colors.
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What can you say? It’s practi-
e i
‘Amazing. This version of MK3 is

8
Arcade-perfect, but 2-D fighting
games are on the way out.

Then there’s the soundtrack. All of the crunching

v

“If it were any
better, it’d be

sound effects and character voices are intact, and they
sound as clear as a bell. Better yet, all of the game’s
music is reproduced in flawless,
red-book audio, as is the voice of
¥ Shao Khan in most instances. To
hear him growling “Motaro wins...
P/ flawless victory” in booming, razor-
sharp digital audio is enough to make
you cry tears of joy.
More importantly, fans of the science
of video-game combat are going to b
in heaven when they see how the
. R game plays. All of your favorite com: |
bos work beautifully; the timing is
R arcade-perfect and the character |
balance is exactly what you're
used to from the coin-op. The only thing
I can knock is the disk access time; it’s a lit-
tle too long for cartridge fans to bear. Shang
Tsung’s morphs are usually delayed by a few
== seconds while the CPU is loading the new charac- &
ter data into RAM, which is a shame. Hey, if Namco can
load Ridge Racer into memory in its entirety, why can’t
MK3 have all of the characters load up the same way?
These are very minor complaints. Overall, Sony has
pulled off the coup of the century with this nearly
flawless conversion.

—Chris Bieniek

BEREAKDOWN

GRAPHICS £
Straight out of the arcade machine.

SOUND/MIUSIC
Deep and resonant, but the highs are crisp, too.

PLAYARBILITY E: ]
Get used to the PlayStation controller.

HA'I'II\IG>




3 | ;= i he mad dictator
EDITORS” 3 k | = i Baron Aloha has
RATINGS v : g L . e scooped up six.

cities from Earth and
CHRIS G- 10  transported them to
At moskofiginaligame Lye. outer space and tethered
played in;yaars. them to giant floating octo-
CHRIS B. E: ] pus robots. It’s up to you
Innovative and amazing_to look to get those cities back by
at . Almost makes you dizzy. boarding a bunny-shaped
GEOFF / jumping spaceship, flying to
A revolutionary platform game. each captured city and secur-
/ing a series of hidden jet-
/ pods. Like Nintendo’s Mario
|/ games, Jumping Flash takes
place in an elaborate, intricate-
ly detailed cartoon world—a
world full of secret levels, goofy
animal opponents, hidden power-

ups, and collectable secret weapons.
In a strange break with videogame tradition, you
' never see your cyber-bunny from the outside
% . (except for its appearances in the game’s hilarious
4 animated video sequences). Instead, you experience
(800) 345-SONY > i he world through the rabbit’s eyes. It’s almost as if
DEVELOPER . you are sitting in a cockpit, but the effect is far
EXACT ULTRA . more seamless than any previous first-person flying

3 shooter.
SIZE Here’s where Jumping Flash busts once and for all
£9% . - the tired mold so prevalent in previous Doom-style
PLAYERS ? 7 3 . games: Your rabbit jumps. High. Really, really high!
E We’re talkin’ so high, you can see the entire city laid
out below you before you plummet to a soft land-
ing on the surface. Sure, you can just hop around
e on the ground, too (on some underground
Ecorndor levels you’re forced to), but
. you’ll normally need to jump if you want
o grab jetpods and goodies.

The feeling of jumping flight comes
across here amazingly. Everything is per-
fect; from the trajectory angles of the
y umps to the gradually increasing speed
W! Hopanyhereyou please " at which you fall from great heights, to

in this total 3-D cartoon world. [ ~ the way that everything in the air (includ-

. e - ing your rabbit) casts a shadow on the
. ground. When I've dreamed of being able
to fly, it usually feels a lot like the effect
I get playing this game.
|| Jumping Flash is unique, wholly innova-
| tive and destined to become a classic.
! It’s perfect, in fact. PlayStation owners:
PLAYARILITY Buy this game. Period. (And pick up some
Addictive and innovative, but too few levels. arrots while you’re out—you’ll be craving them after the first

: OVERAI-L ME;-‘ 1 —Dan Vebber
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GRAPHICS
Polygonal Nirvana.

SOUND/MIUSIC 10
An ever-changing symphony of silliness.




ome people are going to pick up
Kileak and think it’s a great
game. Personally, | get a certain
level of entertainment out of it. But
when | ask myself if the public at
large will like this game, | just don’t
think so.

Kileak: The DNA Imperative is an-
other in a long list of Doom-esque,
first-person shooters; this one has
you working the controls of a robot.
There has been a murder on a space
station and you are sent in to find
the culprit. Unfortunately, there are
many beasties awaiting you that are
minions of the murderer.

Movement is so smooth that it
seems flawless. Easy manipulation
of the controls also makes for ex-
tremely fluid gameplay. Kileak’s
major problem is that it takes too
long to warm up. You spend way too
much time wandering about and not
enough time blowing up stuff, which
is ultimately what you really want
from a game like this.

Patient players will find this game
enthralling, but for the most part it
just doesn’t pack enough of a wallop
to make it worth playing for any ex-
tended period of time.

—Geoff Higgins

BETTY
A dark, futuristic Wolfenstein
clone; | thoroughly enjoyed it.

CHRIS B. 7
Smooth controls...beautiful
graphics...not enough enemies.

GAEBE
Its beauty doesn’t hide the fact
that it's kind of dull.
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the most patient
players will get
into it."”

COMPUTER
SOMRIIER

PHONE

(800) 345-SONY GRAPHICS

Detailed and very smooth scrolling.

DEVELOPER SOUND/VMIUSIC 4
: The mood is just right.
SIZE PLAYAEBILITY £

Flawless control, but ultimately boring.

' |JOVERALL
PLAYERS v TING>




“SIMULATION ACTION
WITH A BANG!™

PHONE

(408) 922-0712

DEVELOPER

I Dt @

Be all you can be—but watch out for missiles.

| GRAPHICS . K
Nice, but a little too technical-looking.
SOUND/MUSIC
No Kenny Loggins here.
PLAYABILITY

The action gets repetitive.

OVERALL
RATING»>

Choose your plane—prepare to kill!

deliver an enjoyable game. Air Combat is a
jet-fighter simulator in which you can choose
from the world’s most elite fighter planes (and a few
imaginary ones as well). When you select a plane
(my choice was the ever-popular F-14), you must
tackle a mission that might have you rescuing

Namco gets an “A” for effort, but still fails to

| stranded comrades or blasting bogies from the sky.

Technically speaking, Air Combat is an excellent
game. Many on-board options allow you a great
deal of latitude and information concerning your
plane. From radar to different views to plane statis-
tics, Air Combat isn’t lacking in the complex flight
simulator department. Also, the textured back-
grounds and enemies look beautiful. What is lack-
ing is excitement—I want my dogfights fast and
furious with lots of fire. Unfortunately, you won’t
see that in this game. Turning and tracking the
enemy is painfully slow, and you have to worry
about stalling if you fly too high, and crashing if you
dip too low.

In two-player mode, you must track your oppo-
nent down and terminate him. Using a split screen,
it’s really hard to figure out what the hell’s going on.
The backgrounds are so bland, and your prey so
elusive, that two-player mode becomes more
tedious than anything else.

Air Combat looks pretty and has all of the ele-
ments required for a simulator, but that’s all it is.
When | want to see firemen in action | watch
Backdraft, not the Learning Channel. When | want
to see planes in a dogfight, I'll stick to Afterburner
(or Blue Lightning, reviewed in this issue). | don’t
want realism, | prefer flashy excitement.

—Geoff Higgins

B v

GARBE 7
When | play this game | feel like
Tom Cruise.

CHRIS B 7
I love the one-player mode, but
the split screen is weak.

BETTY [
A realistic flight sim for those of
you who like flight sims.
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Saddle up. 'Cause at dawn you ride
tne death DOILY. And it's gonna be
pure neck-snapping, retina-tearing
speed! You see, Solar EClipS@m
boasts third generation SD technology

for the highest frame rate ever. That means
tent-pitching VelOCi'tY for our latest space
combat n' carnage convention. But hey, it's more
than some cosmic Speed trip. Your mission's
to battle a computer gone HAL—with all the
high-tech weaponry your top gun WEL dream
can handle. And where are you dancin’
this metallic lambada? On the new
Se%‘a Satmﬁ“, of course. Oh yeah, you'll be
smokin' mister. But don't bother cracking a
window. It's 32-bits of SOlar
wWindburT out there.

Pick from a shiny collection of do-it-yourself death tools. E-Z
High Explosive Plasma Guns, convenient Thermal Tracking
Missiles, handy Pulse Laser Cannons. (Tool belt not included.)

Choose cockpit or chase plane view while screaming thru 3D
texture-mapped worlds. Jagged asteroid fields, fiery planet
surfaces, lava filled caverns, and other sunny destinations.

Working around the clock, scientists in our speed lab achieved
hyper-realistic Full Motion Graphics. Our secret? Ass-kicking
proprietary engine parallel processing with Ed’s ‘72 Pinto,

B R
awee e

Meet Claudia Christian as the tough Major Kelt—She’s nursing an intergalactic grudge against
you the size of Uranus. 40 minutes of Full Motion Video let her hone her ball-busting ways.

¢ RATING PENDING
m Call 1-800-771-3772 for game rating information.
] Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Sega and Sega
hiincs oo AN SEGA ENTERPRISES, LTD. Al rights reserved.

CIRCLE #116 ON READER SERVICE CARD.

E ST
DY NAMICS'
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~ Your arsenal of weaponry includes missiles, lasers, |

s, 1.\
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BREAKDOWN

GRAPHICS
SOUND/VIUSIC

PLAYABILITY

oboticais a dark, o"EBAI'I'
futuristic Doom- nATl NG »

Beautiful, but the levels look very similar.
Creepy, eerie and sad. Sounds great.

It's slow, but both enjoyable and relaxing.

style game that
looks and plays very much like the Sony PIayStatlon i
game Kileak—The DNA Imperative. It would seem |
that these types of games are particularly popular in k
Japan, where both Robotica (a/k/a Daedalus) and |

Kileak (a/k/a Kileak—The Blood) were both initially &

released. You play the role of a robot, and your
immediate objective is to explore each floor for vari-
ous power-ups—including weapons, shield rein-
forcements and gate keys—and, of course, to make J*
your way to the exit.

Along the way you’ll find various robot enemies. |

vulcan bullets, and a trusty “arm punch,” which is far
more effective than | at first thought it would be. If
you’re low on bullets, don’t hesitate to use it. It’ll
really smash those little robots up.

I’ll let you know that there isn’t a whole lot going |
on at once during this game. You can do a lot of |
exploring without coming across much action. My |
immediate reaction was “a bit boring.” But | actually |
found that | liked the pace of the gameplay. It was
simultaneously comforting and disconcerting. The
game is creepy and dark, and it makes you sort of
nervous. It effectively sets a mood. During some lev-
els, the lights will flicker on and off. It’s a great effect.

The graphics are impressive. Each level is suffi-
ciently detailed. But what | really liked were the on-
screen displays, which included a map, shield meter, |
weapons indicator, power meter, enemy detection, !
and a huge sight in the middle of the screen with
crosshairs. It all added up to a more realistic effect.
You really start to feel like a machine on legs.

So Robotica may not be quite as exciting as | .

w

&
=4 v e
.
! i
P ¢
: ! Yk
CHRIS B. 7

It’'s OK, but there are better
Saturn games on the way.

GEOFF. [
Nothing more than a clone of
Kileak—The DNA Imperative.
DAN 5

I thought it was repetitive and
wholly unoriginal.

Doom (there, that’s my comparison), but it does pro~
vide a lot of entertainment value.
—Betty Hallock 1

N

Watch out for
flying robo

(516) 624-8888

DEVELOPER

SIZE 4 =1 The on-screen displays are
() 5 a E , both aesthetically pleasing

and really qulte handy.

PLAYERS = EESER .

1




. = ayman (a happy little freak with hands and feet, but no
'E‘l""':g':;ss arms or legs) seems like a genuinely nice guy. He bops
around his weird little world, punching bad-guys, jump-
CHRIS B. ing onto ledges, sticking his tongue out at strangers, and free-
';“ :‘:;:;l‘a::ge‘;‘g: 'gf;‘h‘ls ing his cute little animal buddies from captivity. Hmm....we’ve
922193 design and e heard this one before, and the end result is that Rayman offers
P — - very little in the way of innovative platform gaming.
A sumptuous feast for the eyes. At fir_st glance, Rayman appears to at least live up to

PlayStation visual standards. But as far as gameplay is con-|

(800) UBI-SOFT ﬁ:‘is' g're:‘l but I thought “? cerned, the Disney-quality animated graphics that define th
game hurt more than they help. Every aspect of Rayman’s sur

DEVELOPER little slow.
UBI SOFT roundings is so similar in color, rendering style and detal

- that it’s often difficult to discern the foreground from th
> background. This is a bad thing, especially when you
CD i ' = leap for a cliff only to discover it’s not even “there.”
PLAYERS | » Still, if you’re a platform purist willing to memorize the
1 ot . ~lay of the land, Rayman has some interesting quirks.
# Most notable of these is that when the game begins,
- the little dude has no means of attack, and must sim-
ply stay away from enemies to avoid getting hurt.
But as the game progresses, Rayman is granted
various increases in his abilities. First he learns
to punch, then he learns to grab onto cliffs, and
so on. And unlike many games where power
gains are a temporary situation, once
Rayman gets a new ability he has it for
the long haul. This strange method of weapon accumulation
gives the game hing of an ir ing RPG feel. On the
downside, the game is unchallenging, slow and boring in the
beginning. Personally, | prefer a game to be wholly engaging
from the get-go.
Rayman is bound to find an audience among little kids and
others who are just discovering videogames. But for those o
us who’ve rescued our share of princesses and completed our
share of cartoon-world platform quests, this scenario seems
little too comfortable to be worth investing time in. g
—Dan Vebber

v |

r 4

——
Ubi Soft

PHONE

SIZE

BREAKDOWJ/N

GRAPHICS
Fluid, but detailed to the point of confusion.
SOUND/MIUSIC

Never establishes a consistent mood.
PLAYABILITY

2-D action games are starting to wear thin.

’ " 4] |lOVERALL
s 4 | RATING >

“«“Rayman is a happy |
ith hands and fee¢t, b
or legs...”
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SATURN

any of you will remember the
M Shinobi arcade game, as well

as Revenge of Shinobi,
Shadow Dancer and Shinobi Il for
the Genesis. Who didn’t thoroughly
enjoy Revenge and all of those
amazing boss characters? As far as
gameplay goes, the Shinobi series
can still compete with more recent
action games and come out on top.

Shinobi Legions may not live up
to every Shinobi fan’s expectations,
but I'thought it very entertaining and
was actually impressed by the 2-D
graphics and full-motion video. |

| think that the backgrounds could

| have looked better—especially since
it's a Saturn game—but it’s still well
worth your time.

As an action game, Shinobi
Legions doesn’t fail to live up to its
name. You play as a Ninja wielding a

| katana and plenty of shuriken with
which to attack enemies—and there
are a lot of them. The really cool
thing about defeating your enemies
with your sword is that when you do,
they spurt blood everywhere. It
looks as if you've cut them right in
half and blood is spraying all over
the place.

The characters in the game are
digitized from footage of live actors,
just like the fighters in the Mortal

. Kombat series. You play as the ninja
Sho, and Sho has plenty of smooth
moves. Of course, there’s the double
jump, which can really put a lot of air
between you and the ground. Plus
he can swing his sword while spin-
ning in the air or dash toward his
enemies and chop their heads. I'm
telling you, it’s fun. Certain power-
ups will even give you Buddha pow-
ers, where every time you swing, a
huge red Buddha appears in the
background and fills up almost the
entire screen.

Some of the boss characters look
really cool. Like the big, scary
Japanese mask with horns in the
first stage; | think it's called a
“tengu” in Japanese. Some players
will think that the boss characters in
Revenge of Shinobi were much more
inventive, but—despite the fact that
it looks a little “flat”—I think Shinobi
Legions makes pretty good use of
the Saturn’s 2-D capabilities. Overall,
| thought it a particularly fun game

. with plenty of action.

—Betty Hallock

v
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PHONE
(310) 326-8880
DEVELOPER
SEGA OF JAPAN

|

“Practice your ninjitsu.”

RATINGS

7
Excellent graphics make up for
the ordinary gameplay.

DAN [
Looks and plays like little more
than a good Genesis game.

GEOFF
What kind of ninja wears red
and white?

g GRAPHICS 8

BEREAKDOWN WV |

Some cool effects, but not truly spectacular.
SOUND/MIUSIC 7
Expected more with the Saturn’s capabilities.
PLAYABILITY s
Shinobi fans probably won’t be disappointed.

RATING»> E?

OVERALL W




Bwo years ago, when Myst first appeared on com-
puter platforms, people were going nuts over its
mazmg graphics and effective portrayal of a fan-
fa ry-tale world. But now that photo-quality graph-
s have become the industry standard, a reevaluation
of the Myst phenomenon is very much overdue. It's
high time someone took a stand and admitted in print
what people have been saying behind closed doors for
months: Myst's time has already come and gone.

This Saturn version of the game is a near-perfect
replica of its predecessors. By pointing and clicking
with a cursor, you explore a strange, timeless island
and try to solve an undetermined mystery. Myst comes
with very few instructions, so goals are initially vague
and must be discovered through the solving of puzzles.

Sadly, the puzzles are for the most part poorly con-
ceived, and after the thrill of seeing pretty pictures sub-
sides, the game quickly becomes tedious and frustrat-
ing. Cracking many of the Myst's essential codes can
require literally hundreds of tries and hours of viewing
the same series of images over and over. Don’t get me
wrong—I've got no problem with puzzle games, | j
prefer it when the puzzles can be solved through me
ods other than dumb luck and lab rat-style repetition.

As good as Myst's still pictures are, they’re just that:
still pictures. | had kinda hoped that the games deS|gn-
¥

i
The island of Myst is quite
extensive, as this map shows.

_W\T@BM

Pure tedium. If you like this
kinda game, you’ve already
played it in one form or another.

CHRIS B. 5
I just don’t get the appeal of
this game. At least The 7th
Guest would scare you; as is,
Myst is almost as primitive as
the ancient:CD The Manhole.

This normaﬁ-looking kelile
turns out to be a high-tech
holographic imaging system.

Exploring this
room is kind of
like visiting
your dentist,
but not nearly
as exciting.

Looks like the perfect place to take a
date on a picnic.

GRAPHICS
Beautiful pictures. Too bad they don’t move.

ers would SOUND/MIUSIC a

take some The sparse audio is arty at best, dull at worst.
PLAYABILITY

advantage = i b i o

of the Sat- ‘00 much guessing, not enough strategy. |

urn’s hefty OVERALL fiﬁj

graphic | IRATING» e )
potential

and finally add some movement
between shots, but no such
luck. Each static image simply dissolves into the
next one. Yawn.

Nothing incredible in the way of sound can be
found here, either. The game’s ever-present selec-

tion of gently rolling tides and simple ambient

noises would be...Yawn. Oops! Excuse me. | nodded off
for a second there. (Hey, if nothing else, Myst might just
prowde a safe, effective cure for insomnia.)

~ Just like Grandpa’s always yammering at you, the
world today moves too fast. But like it or not,
videogames have evolved significantly since the origi-
nal Myst was introduced. Compared to the new batch of
interactive CD adventures, this clunker of a game
stands more as an odd milestone than as a timeless,
always-playable classic.
—Dan Vebber
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PHONE

(408) 653-1891

DEVELOPER
A
SIZE

CcD
PLAYERS

Bftortunately, their
¥,200 retail price was-
of them. | recall
Strahi (a game
o Dragon’s Lair)
now-defunct
ne. The gamepiay
key and the anima-
onjgeemed straight out of
somE "80s Japanese Anil e.
it's been converted !
achines, and I'm g«ere
¢ Fdlyou if you shonldpéve
‘ out it.
e graphics: Tgey re
o s the best the 3DO
o Btfer. Some of the Colors
ar washed out and
video is very
still, it's not too
ndq Qm&tthe nima
e} years ago, it holds up
against the average
-BarBera cartoon. The char-
animation is decent enough
Alex moyes with the agility of 71 \‘
ati @ 5
tf-e other hand, L
fl the sound
r% tracks fit the
Io

Panasonic
Enough to

ctlon ke a

infera i
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REAKDOWN

GRAPHICS
Kinda cool Anime, the animation is pixellated.

SOUND/MUSIC
Very interesting music gets you into the action.

PLAYABILITY

Simple memorization, fun nonetheless.

OVERALL
RATING»>

It looks great—like Japanese
anime—but I'm not into it.

GEOFF [
A step above Dragon’s Lair, but
still just a cartoon.

DAN
A Dragon’s Lair for the "90s
(that’s not a compliment.)

nd swings

ally, the playability.

word: Aaaargh!
[ obviously falls
here. After two days
ing time, Strahl can
aten blindfolded (trust
ve done itl) Having on-
n commands is a bless-
and curse all in one.
ing which direction is
cuts down on the frustra-
nd lets you el the ani-

ow many lives you
bow many continues
sed, how quick your r
rere, etc. As it stands,
| fun. The animation
| action-packed than
games of this type.
like being in
active cartodn
—Tyrone R




ow! That’s all 1 canv say!
What? Oh, all right, I'll be
more specific.

Ballz: The Director’s Cut makes
most fighting games look pathetic and
dumb. As the title suggests, all of the
combatants here are made up of noth-
ing more than those most basic of
| geometric shapes, balls. (Well, PHONE
spheres, actually, but that doesn’t |
sound nearly as cool.) What a uniquely
subversive concept! Game companies
& have traditionally tried to hide and
gloss over the rough shapes that
make up videogame characters, but
the programmers of Ballz decided to
| make those shapes work for them.
And work is exactly what they do.
| As far as computer-screen displays
go, nothing conveys the feeling of
| three dimensions as well as a cluster of spinning, intercon- |
il nected balls. The characters here twirl, leap, contort and lunge |
at a brain-snapping rate, and the illusion is enhanced even fur- |
ther because the player’s viewpoint is always shifting; it's
almost as if we’re viewing the action from a zooming
| steadicam mounted on the outside of the battle ring.
,-&/y #  The gameplay is outstanding. Complex, funny moves are
il simple to learn and execute, and the big, brightly-colored
!0. o shapes insure it's always fairly easy to make out what’s going
e on. The much-maligned 3DO controller in this case provides a
perfect interface; it's almost as if moves appear onscreen as
quickly as you can picture them in your head.

The characters are ridiculous and unforgettable; monkeys,

i mutants, ghouls, clowns, rhino-men...nine in all, plus eight
I’ equally goofy bosses. All characters have their own voices,
catchphrases and arenas, and each commands a series of
! moves ranging from the standard (punching, kicking) to the
truly bizarre (throwing body parts, self-destructing). And
because they’re all just collections of nice, bouncy balls,

i there’s no messy blood to mop up!

But whatever Ballz lacks in blood-and-guts violence, it
more than makes up for in obnoxious noises and gross-out
imagery. Television screens set up behind the combat ring
continually flash insults, horribly violent images, and more
than a few gestures your mom wouldn’t let you do at the din-
ner table. Sure, it's immature and unnecessary, but just fry not
to laugh.

- The background music, a bombastic series of techno music &
EDITOﬁS' \ 2 tracks laid down by the mid-"80s new-wave group Information
 RATINGS e ¥ Society, rounds out the take-no-prisoners attitude of this spec-
: 4 tacular, hyperactive game. Ballz is a joy to play, and has more
W bl | spunk and personality than any fighting game I've yet seen.
e Al et e o 3 . With gameplay like this, who needs caffeine?
ghind ; —Dan Vebber |

CHRIS B. 8
As a fan of the Ballz games, |
thought this was the best one.

GEOFF t: 3
With better controls, this could
have been a 10.

jor the
actioh,

GRAPHICS 10
Truly 3-D. You won't believe the drop shadows.
SOUND/MUSIC 10
I want this music on an audio CD!
PLAYABILITY

One of the cleanest handling fighters to date.

OVERALL =g
RATING> &




| BEREAKDOWN

GRAPHICS
Close to the arcade.

They’re killer!
PLAYABILITY

SOUND/VMIUSIC

Just call me Captain Combo...

OVERALL
RATING)>

Jinlendi"

PHONE
(800) 255-3700

- DEVELOPER

SIZE

- PLAYERS

(
7 ///7/,72//«.%4/ }/7?2/%5

t was a com- =
plete shock when Nintendo an-
nounced that Rare's SGl-ren-

dered arcade hit Killer Instinct would be
released for the 16-bit Super NES. I'll be
the first to admit that | hated K/ in the
arcades—the eye candy was beautiful,
but | wasn't into the combo craze—but
now I've fallen in love with the game.

I'm astounded at how well Killer In-
stinct has been translated. It completely
redefines the way I'll judge fighting
games to come (on the SNES, anyway).

Let's get any imperfections out into
the open. Fxrst it s no surprise that the
silky and r ef-

EDITORS”
RATINGS v

DARN E:
Very slick, but it’s still just a 2-D
fighter. Tyrone’s nuts.
GEOFF

The most overrated fighting
game is arcade-perfect.

CHRIS B. [ ]
1 thought it looked a bit flat and
uninspired.

mations—nothing big, though.
Believe it or not, that's all

that's missing from this

sion. Other changes are very minor. I can’t complain at all about the

fects from the arcade are gone; sorry,
no more long-range battles for you. The
forbiddi i hich | thought was

Satan—has also taken a va-

cation. Oh well...you win
some, you lose some. Next,
you’ll find that many of the
objects found in the imme-
diate background have
been deleted; this is most
evident in Sabrewulf’s sur-
roundings. The pre-battle
SGl-rendered cinema
scenes are now static
poses, and slight modifica-
tions have been made to
the fighters and their ani-
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. and the is just right. It may not flow as smoothly
as the arcade version, but at least you're not paying $4,000 for it!

All the levels have been faithfully reproduced and there are even
some new ones to boot. The audio is top-quality; the music is clean,
just like a spinning CD.

Now for the meaty stuff: From this the con-
version is marvelous. Combos, Ultras, Combo Breakers and—my fa-
vorite—Humiliations...if they’re in the arcade kit then they're here
too. I'm in awe over the power this game commands. Once you've
conquered the principal concepts of the combo system, anything is
possible. Start off with a three-hit and you can learn a manual (not
Ultra) 22-hit combo. But watch out for the combo breakers!

1 unequivocally recommend Killer Instinct. Mortal Kombat 3 may
be in the home this fall, but I'll be in line for Ki—the first two million
copies will include a free audio CD with music from the game. Check
it out—it’s magnificent.

—Tyrone Rodriguez




“Mortal Kombat 3 is a

gamer’s dream come true.”

EDITORS v
RBATINGS

CHRIS B. L
Takes some getting used to, but
it's a killer konversion.

DAN E:
Holy mackerel! Are you sure I'm
playing this on a 16-bit system?

CHRIS G- E: ]
Keeping 16-bit alive. Flawless
victory!

eleased a mere six
Rmonths ago, Mortal
Kombat 3 has blown the doors off of -
every arcade that’s been blessed with a
copy. Not only did it improve on the amazing.\
gameplay of its predecessors, it wowed legions
of fans with its subtly improved graphics and
amazing new characters and moves. Now you ve
been blessed with a home version for your SNES. Let me
tell you something, buddy: It'll melt your eyeballs and
leave you screaming at the abyss. It’s awesome.

Sculptured Software impressed the gaming world last
year with its incredible SNES conversion of MK2, but the
company’s programmers have really outdone themselves
this time. Every nuance, every detail, every character and
practically every move from the arcade version is in this
game. Everything. Toasty makes his requisite appear-
ance, as do Smoke and the new (and most terrifying) MK
boss, Motaro. In addition to these features, the “codes” of
the arcade version have survived intact. All the time you
spent in the arcade trying to figure out combinations of
symbols wasn’t for nothing. you’ll be able to use many of
these codes on the SNES cart.

“Impressive” isn’t a word | use often, but Mortal Kom-
bat 3 did much more than impress me. It blew me away. It
destroyed me. Where should | start? The animation of the
characters is a good place to begin. Frankly, | couldn’t be-

(903) 874-5092

DEVELOPER

SIZE

PLAYERS
10l

SUPER NES

lieve that the devel-
opers could pack so

much into a single gray cartridge.

From Sheeva’s fireballs to Mo-
taro’s mad trampling, it pushes the
limits of what you thought possible
> with your SNES. The colors are

e il richer than a slice of cheesecake with a

fifty dollar bill baked inside. All of the characters’
fatalities, babalities, animalities and friendship moves
have survived the translation, as have all the stages and
various details that made the arcade game great.

The drawbacks are few compared to the bonuses. The
only valid criticism | can level at the game is that it is
exceedingly difficult at all of the difficulty settings. I'd
even go so far as to say the arcade version is easier than
this version’s “Medium” setting. | can count the number
of times on one hand that | was able to pull off Stryker’s
slide move against the computer-controlled opponent. I'm
not complaining that the game’s unfair, it’s just that the
computer is so darn good it’s disgusting. At any rate, it's
a mighty good way to train for matches against flesh-and-
blood opponents.

Mortal Kombat 3 has everything a hard-core gamer like
you could want from a fighting game and perhaps even a
little bit more. Get it.

—Gabe Soria

GRAPHICS
Who needs a PlayStation?

| SOUND/VIUSIC
. Not quite arcade perfect, but close.

PLAYABILITY
Controls great and the secrets are plentiful.

OVEBAI_I- ExcELLEl\IT
RATING»> .
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- SUPER NES

“Tihe all=important
. gameplay is
100% mtace.”

16-bit SNES handle a 32-bit
game? By stripping down the .
graphics to bare-bones levels, e

even with an FX? chip in the cart for :

added horsepower. There aren’t any

ceiling or floor textures, the crea- ™

tures can only be viewed from the : =

front, and the game play screen is a 4

>

: i ' % bit smaller than the TV screen. But s
Stiing this ey reNiew wasia e all-important gameplay is 100% # g b
shocker. | thought that id Software INTCEE AR - ihe devious
would sooner die than have another one pons,

level layouts, the hidden areas and
the tricky little puzzles.

There are even a few departments
in which the SNES version whups its
32-bit cousins. The SNES version has
music, but the Jaguar version doesn’t. (A
“64-bit” system can’t do music, but a 16-bit
one can?) The SNES version has 22 levels,
while the 32X version only has 15. And the
SNES version has the best auto-mapping of
the three; you can move around very
smoothly and scale in and out to many dif-
ferent levels.

The verdict: Doom for the Super NES
ain’t pretty, but it’s mucho fun to play, and
it's an amazing example
of how much juice you
can still squeeze out of a
16-bit system. If you like
first-person shooters, or
if you’re a postal worker
looking for a carnage fix,
Doom is the cart for you.

—Zach M
I EREAKDOWN

This version includes all of the blood
that was left out of Wolfenstein 3-D!

of its games appear on the Super NES. Remem-
ber how then-wimpy Nintendo forced Imagineer
to remove the blood from the SNES version of
Wolfenstein 3-D? | guess the guys at id have
lightened up since that ugly incident—either
that or they got an obscene amount of cash to
let Williams port it over. (I have this weird feel-
ing it’s the latter.)

I hate to insult your intelligence by describing
Doom when | dang well guarantee you’ve heard
of it, but here we go anyway: It’s a first-person
shoot-’em-up in which you pick up an assort-
ment of weapons. (a pistol, a shotgun and a
chainsaw, to name three) and use them to blow
away various denizens of Hell; from zombie sol-
diers to horned little imps. The original PC ver-
sion was (and is) phe-
nomenal, and the Atari
Jaguar and Sega 32X
conversions were
(and are) quite good.
So how does the lowly

RRnaTE v

GEOFF
A pumping soundtrack and

easy controls make this my per-
sonal fave of all Doom games.

DARN
I can’t believe a 16-bit game
looks this hot!
CHRIS B.

An amazing technical feat.

| PHONE

g GRAPHICS
(903) 874-2683 . % & The best 3-D you'll ever see on the SNES.
' DEVELOPER SOUND/MUSIC &
1 SCULPTURED Not the best tunage, but better than nothin’.
PLAYABILITY 8

EG FX: CHI - P 4 ~ »’, - Right up there with the original game.
i OVERALL
RATING»>

PLAYERS
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. SUPER NES

on Nickelodeon, Aaahh!!! Real Monsters is another standard platform game. With
elements of Lost Vikings included, Monsters manages to rack up some points in the
creative category but ultimately it falls short.
You play three little monsters currently enrolled in fright school. Each one of your
classes is a level in the game, in which you have to accomplish some sort of goal
in order to pass. For example, on the first two levels, you must find a red shoe.
The gameplay is pretty much the same as all platforms, with you throwing
things at enemies to kill them and avoiding obstacles like open sewage
and spikes (which look transplanted directly out of Earthworm Jim).
Each little monster comes with a “scary” face, which you can uti-
lize as a weapon—a kind of a smart bomb—and a special move. The
special move occurs when all three monsters work together to

It’s wacky, it's crazy, it's Aaahh!!! Real Monsters. Based on the children’s cartoon seen

v pull off a maneuver; one of them helps you jump higher, one
helps you jump farther and another lets you view areas that
| GRAPHICS k4 are out of reach.
Colorful and interesting to look at. The graphics, while colorful, are actually quite aver-
SOUND/MUSIC z age. The playability, even with the “scary” faces and
It has Nickelodeon written all over it. s B - 9 P
PLAVARBILITY & special moves, is still uninspired. The best feature

of this game is its music, which sets a mood of
zany fun.
Aaahh!!! Real Monsters is a fine game,
but devoid of anything spicy. Once you
cut away the interesting music and col-
orful graphics, you're left with noth-
ing more than your average plat-
form game. Kiddies might enjoy
it nonetheless.
—Geoff Higgins

It’s still just another platform game.

OVERALL
RATING»>

It's a pretty good Lost Vikings
clone.

CHRIS G- [ ]
I don’t know about the charac-
ters, but the gameplay is OK.

PHONE ¥ y 4By TR -
(800) 469-2539 & y ; 1Py & & I thought the “scare” moves |
DEVELOPER & | -3 i were genuinely creepy. :
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'SUPER NES
'GENESIS

_ greatly im-

re quite sophisti-
bos: full combo,
1 ach warrior comes equipped with one or more  Ur! mb ck ¢ and death combo. While turbo and
\ weapons for maximum bloodletting. As in all fighting quick combos are just va_n_ations of the regular kind, adding
games, Weaponlord’s characters have several special speed and a stun capability, the death combo is the most
moves and unique combos that separate _ interesting 0"2 t’rf your tcl:pponerg héjrshlll;le en-
them from the others. No character in L2t i1 1; Cd v ! ish him with a combo. The longer
."s this game, though, has any strength P E1, [£53 th the more SPS:‘;“ m:ves by
'A advantage over any other. CHRIS B. s - your opponent has been
Besides its attention to combos, J Alandmark game for fighting- [ al moves, or Death Striki
i’\ Weaponlord has some other great fea- [| game masters only! re : 'resemble fatahpes, whetl i
s tures as well. For one, Weaponlord is the § ypmpa s ¢ 1t or ¢ pitation. These Death
first fighting game to contain Thrust § unabashed violence & blood Strikes are cumulative. String more than ten hits
. Blocking. A Thrust Block, unlike a regular J| make for a satistying experience. | together and you may perform two or three
@ block, is an offensive block that knocks | came o | Death Strikes on the same opponent. Each char-
PP player off bal Conan'iha Barbarianlivesion between four and five death strikes
and kicks butt!

; ord is an ¢ figl that
the art of battle to a new level. It is an excellent fighter for
your 16-bit system. Definitely check this one out.
—Geoff nggms
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GRAPHICS
Second only to MK in amount of blood.

SOUND/MVMIUSIC 7
The sound of metal crashing together is great.

PLAYABILITY 8
SNES is a little slow. Genesis is right on target.

OVERALL
RATING»>
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PHONE
(408) 922.0712
DEVELOPER
VISUAL CONCEPTS
| SIZE

PLAYERS
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R

n this industry, it's all too easy for game companies to take the -
easy way out by purchasing big-name licenses. It's easy:-money
to develop.a garbage game -and then dump it into-a box with an-
identifiable movie or cartoon show logo stamped on the front. So -
it's always a pleasant surprlse to. come across a game: “with not.
only a decent amount of originality, but an entire fruckload of creative fl
The Ooze is a prime example. It's not a platform game. It's.not a fi hting
game. It’s not a shooter. The Ooze is something special. In the day of 32-bit this
and 64-bit that, most of my attention has been turning away from the trled-and-j
true 16-bitters, but The Ooze had me crazyglued to the Genesis control pad.
: PHONE Here’s the scoop: A big corporation called—well, called “The Corpora-
: g tion’ —developed a horrible virus capable of killing :off the:world’s entire
(800) USA-SEGA : population, a la Outbreak. Their evil plan'was to blackmail- governments by
- DEVELOPER offering the antidote—for a price. (namely, cash-money) Once one of the
SEGA TECHNICAL o z 4 scientists found out about the:plot, he was injected with syringe of .chemi--
SIZE : : | cals which turned him into a puddle of gloppy green slime. AARRGHH!
1 As The Ooze (a’k/a Dr. Caine), you must battle your way through 18"
8 MEG - 7 screens in order to stop the wackos and recover- “your DNA code. As you.
PLAYERS - 3 move your gooey, green “body” along the ground _you can punch and spit
: 1 . | i at enemies. Punching is exceptionally cool in this game; even enemies lo- -
1| cated around corners can be smashed, because your fist travels in a mov-
ing, guidable puddie and the longer you' hold down the punch button, the
" longer your range. Spitting ooze-wads. cause more damage than. punchmg, but
with each spit, you lose a portion of your puddie size. If you find yourself getting
smaller, you can look for ooze. droppmgs, which add volume to your character.
There are slmply toa many cool things about
' The. Ooze to list in this review, but I've come up
. with a Top Ten list, so here goes: 3

: ; 10. The overall feel is exf:ellent 'wnh sn'iooth‘ stick-and-move control. ‘e
E'I'RS' i 9. The levels are really cool; most are laid out with over- and underpasses
A 4 which offer multiple routes. : i
RATINGS 8. The toilet sound.
GEOFF 7 Actlvatmg switches cause doors to open or shut and machmes to turn
1 loved this game! One of the off, giving the player a sense of accomplishment. -
most original of the year! 6. The music kicks monumental booty.
CHRIS B. > 5. . Just being The Ooze makes me act nutty! . :
Great controls & music, but not 4., You can travel through broken pipes to “warp” to another area
enough variety between levels. 3. There are rip-roaringly funny (although not very PC) between-level laboratory
DAN 7 bonus rounds where you—get this—maul little, helpless bunny rabbits!
Playing a shape-shifting blob is 2. You can ooze yourself out of a toilet.
agreat idea. 1 (Accompamed by drum roll) When you lose, you get made into a lava Iamp|

—Jlm Loftus

GRAPHICS
The slimy movements of The Ooze are perfect.

SOUND/VMIUSIC 1TO)
The Genesis is maxed out on this one. 4

PLAYABILITY af
As smooth and playable as they come.

OVERALL
RATING»>

g Bonus Stage




of Mortal Kombat 3 as wildly as | can about the su-
perb SNES cart. If this were the Pepsi challenge,
this game would definitely be Brand X.

Actually, it’s not surprising that when comparing the
two the Genesis version comes across as being the weak
sister. We’ve seen the same thing happen with Mortal
Kombat Il. It just had to happen this way.

However, if you own a Genesis and you’re a Mortal
Kombat fanatic, you shouldn’t despair just yet. This ver-
sion of MK3 isn’t the video equivalent of cookies ‘n’ cream
ice cream, but it’s pretty plain vanilla with a few spnnkles
Mmm, tasty.

First, the good stuff: It has just about everything the ar-
cade version had stuffed into its little chips, including the
hidden shooter game, Toasty, Smoke and the code system
which allows you to access special features in the game.
Some of the features you might discover are right out of
the arcade, and some (like the “pause enabled” feature)
are specific to the home systems. Another possible cheat
that we’ve been privy to is the possibility of Motaro and
Shao Kahn being playable characters! Now that’s exciting!

Even though MK3 has everything that made the arcade

U nfortunately, | can’t rave about the Genesis version

“A great game, but I've played bette

| GRAPHICS

|| The Genesis version lacks the SNES’ detail.
SOUND/VIUSIC
Typically tinny Genesis music and effects.
PLAYABILITY [ ]

Sluggish controls are for tugboats, not games

PHONE

(903) 874-5092

DEVELOPER

SCULPTURED

SIZE

version great, the limitations of the system prevent it from
being a truly great game. The graphics are...okay. For a
Genesis they’re actually pretty good, but they fall far be-
hind the SNES version and aren’t even as colorful and de-
tailed as a game like Comix Zone. | wasn’t even vaguely
impressed by the sound design or the soundtrack. Both
the effects and the music lack depth, sounding remark-
ably like they were derived from recordings off a radio
without an antenna. Sorry, but that’s the way it is.

The last (and most glaring ) flaw in the game is the one
thing which kills most beautiful-looking fighting games:
the control. Your game could be the most stunning thing
ever rendered on a 2-D screen, but if it doesn’t control
well, then the joke’s on you. MK3 for the Genesis doesn’t
control well. You can make your character jump and do
special moves, but for the most part it just doesn’t feel
like the arcade version feels.

Mortal Kombat 3 for the Genesis will have most gamers
slavering and drooling like good little fans, but this re-
viewer just wasn’t impressed. It lacks the all important X
factor of playability which makes classics.

—Gabe Soria

T EDITORS®
RATINGS

GEOFF
The old Genesis has still got
what it takes.

CHRIS B. E:3
Not the best home version of
MKS3, but not bad at all.

CHRIS G- 7
A decent conversion for the 16-
bit crowd.

v
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es, you too can win some free stuff from the
VipeoGames archives. All you need to do to qual-
.| ify for our monthly drawing is to fill out the
Reader Service Card that’s attached below and drop
it into a mailbox. Simple questions, and there are no
wrong answers—we’ll even pick up the cost of
postage.

The only thing we ask is this: While filling out the
card, pay attention to the grid of small numbers that
appears to the left of the survey questions. Note that
all of the advertisements in the magazine have a
Reader Service Card number at the bottom of the
page. If you see an ad for a product or company
you’re interested in, find the RSC number on that ad

and circle the corresponding number on the card.

Accl

Acclaim

Acclaim

Acclaim

Atari

Crystal Dynamics
Crystal Dynamics
Funco

Interpla
Nintendo

TISER INDEX

Circle as many or as few as you like. When we
process the card, we’ll send your name and address
to each of the companies whose numbers have heen
circled; those companies may add you to their mail-
ing lists or simply send you more information on the

 produci(s) you're interested in.

In addition, we’ll draw five names from all of the
cards we receive each month and send each person
a package of free stuff straight from the VioeoGames
offices. You never know what you might win; it
could be a T-shirt, a poster, a free game, a pair of
shoelaces or even a rare promotional item that one
of the game manufacturers sent to us. You can’t win
if you don’t enter, so send in that Reader Service
Card today!

119
107
113
115
112
104
116
17
11
101

B — L TSN L LU

Nintendo

Nintendo

Panasonic
- Panasonic

Time Warner Interactive
Viacom

105

This ad index is provided as a convenience to our readers. Due to last minute changes we cannot always guarantee correct information.




9 start with the 32X ad fhe initial batch
of games have beer ally poor, with
the odd exception. This is their biggest 32X project
to date and Sega seems to have spent a great deal

of time and effort getting it right.
Is it good? Well, our resident Virtua Fighter
C’mere you

experts are all

The tournament mode will aliow you
to find out who's really the best.

; “Sega
yﬁ finally
shows up
with a truly
impressive
32X game.”

quickly and smoothly
and that’s what they
do. The combination
of punches, kicks, throws and
wrestling moves makes for a deep
and satisfying beat-’'em-up. The con-
trol on a standard Genesis pad is

B
"EDITORS’ v
RATINGS

CHRIS G- D
The first definite must-have for

polygon
punching

agreed; this plays
and feels almost
exactly like the ar-
cade game. The
one problem is
that graphically,

awesome. The three buttons match

the original arcade set-|

so ther

for a six-button
controller.

All the char-

32X owners
CHRIS B. L ]

A technical knockout; the new
features are key.

BETTY V4
It looks surprisingly similar to

this is still a long
way from the
Sega Saturn
version.
Sega in-
sists that
the frame rate of
30 frames per sec-
ond is exactly the
same as
the Sat-
urn ver-
sion,
but the
polygon
count is a lot lower.
The end result is that
. ' = the characters look a
Die you box-faced bonehead! lot chunkier than pre-
voius versions, and 30
frames per second or not,
this looks a lot jerkier. This
is simply an illusion
caused by the simplistic
polygon build, but the ef-
fect is still there.
The gameplay is pure Vir-
tua Fighter. The characters
‘are designed to move

Pl

8 (800) USA-SEGA
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acters are there, the Saturn version.

including Dural,
the secret boss. Sega
has thoughtfully included
a couple of other cheats, in-
cluding hidden camera angle
select, you can choose the
color of your fighter’s clothes
plus there’s a killer tournament mode.

One disappointing aspect is sound.
The Genesis sound chip was never any Ouch! &
good and this was never more apparent
than in Virtua Fighter. The graphics may
be 32-bit, but the sound has more in
common with the Game Gear. The sam-
pled speech is OK, but the music sucks. That
said, fighting fans are still going to love this and
the lack of CD access makes this more fun for
impatient players and this is a definite advan-
tage over the Saturn version.

All in all, Virtua Fighter 32X is a playable,
attractive and supremely violent fist-fest and a real
upturn for the 32X’s fading fortunes.

—Frank O’Connor

GRAPHICS

They’re fast, but simplistic.
SOUND/MIUSIC

Poor. Sounds like a submerged Genesis.
PLAYABILITY

Plays like the arcade with extra features.

OVERALL
RATING»>




| liked it; it doesn’t harness all
of the Jag’s power, but it’s fun.

CHRIS B k4
Not a bad little game for the
Jaguar.

DARN
A good old-fashioned skill
driving game.

Drive Rally is a joy to play. Hop in your little

Fiat and tool about rugged tracks across the
globe. After each race, repair your car so as to be
better prepared for upcoming tracks. When the time
comes, you'll be asked to test your driving ability on
skill tracks, where you can earn extra money.

What makes this game so much fun to play is its
smooth graphics and ease of car manipulation. In
the tradition of the brilliant Atari coin-op, Super
Sprint, Power Drive Rally will keep you playing
because it’s just easy enough that you don’t boil
over with frustration, yet challenging enough to
keep you on your toes.

Power Drive Rally is a must for Jaguar owners
(which, in itself, is kinda sad). This game offers
straightforward gameplay without all of the explo-
sions and gunplay which have become so popular in
games today.

One of the better carts for the Jaguar, Power

—Geoff Higgins ol 2 &p 5 o e .
____Il =%
Fung
§5,1 s
Cost

\ 1
‘S!&e Player
T =
Tk GRAPHICS
: : 2 s pretty as Super Sprint.
i 3 i A SR S ;  SOUND/MUSIC
: 1 § Your co-pilot is annoying.
(408) 473-9400 Son : : S 0 PLAYABILITY
DEVELOPER ¢ 3 4§ The skill track is a pain in the butt.

OVERALL
RATING»>
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EDITORS® A 4
RATINGS

CHRIS G- B
An enjoyable flight/combat sim
that makes good use of the CD.

CHRIS B. 4
The animation of the plane
could use a little work.

GEOFF [
Nothing more than a souped-up

. s the primary pack-in

\\ game for the Jag CD, Blue

~ \\Lightning is a very crucial
piece of work for Atari. With an
already not-so-spectacular line-
up of Jaguar games, along with
delayed and sometimes even
axed titles, Atari needs a good
solid hit more than Patrick
Stewart needs hair—and that’s
no exaggeration.

The original Blue Lightning
was released for the Lynx hand-
held several years back, and re-

ceived many favorable re--

views—mainly due to the fact
that the portable unit generated
some excellent 16-bit graphics.
Developed by Epyx, Blue Light-
ning ended up being one of the
best games the now dead-and-
buried Lynx ever had to offer.

If you’re familiar with the
Lynx version, there’s not much
more explaining to do. If you
haven’t played the original, then
the best comparison I could give
you would be Sega’s After-
Burner. Once you finish a few
training missions and select a
plane, you’re on your way to a
delightful afternoon of killing
stuff. Take off, lock onto the evil
enemy and blow ’em away—it’s
actually a whole tub of fun! You
can use standard gatling-type
guns or get serious by destroy-
ing dem bad boys with heat-
seekers. Your supply of heat-
seeking missiles is limited,
though, so don’t get too crazy.
There are a number of other nifty
goodies useful for mass dam-
age, ranging from cluster bombs
to napalm.

86 VibeoGaMmEs Octber 95

A couple of important things
to keep in mind when playing:
First, the barrel roll. You can’t
fire while doing one, but it re-
duces the chances of getting
nailed by enemy guns. Second,
the afterburner switch gives you
a short burst of speed and is
very useful for escort missions.
Lastly, the cruise button main-
tains a steady rate of speed,
also good for escorting planes.

The graphics, though not
even remotely close to Saturn or
PlayStation caliber, are pretty
cool. The terrain advances to-
ward you at a fair rate, with mini-
mal clipping. Flying through nar-
row canyons and underpasses
are high points in the game and
add to the feeling of realism. The
hard rock tunes are perfect for
this type of game, although
along with the voices, they
sound a bit muddy and subdued.

‘Blue Lightning is a very good
effort. Ideally, the smartest thing
Atari could have done for the
launch of its CD add-on would
have been to secure MK3 or at
the very least, Primal Rage.
Sure, it would’ve cost some
bucks, but so what? It would
have been a shot in the prover-
bial arm! Some may see Atari as
the Adam West of the video-
game industry—once on top of
the world, now typecast as a
“one-hit-wonder” and reduced to
living on past glories—but with
the release of the Jag CD and
Blue Lightning, the company
just might be able to regain
some credibility.

—Jim Loftus

AfterBurner.

(800) GO-ATARI

DEVELOPER

ATTENTION TO DETAIL

GRAPHICS

Admirable for the Jag CD’s first effort.
SOUND/VIUSIC

Muffled, but the tunes rock.
PLAYABILITY

Control is good and the game is addictive.

OVERALL
RATING»>




What's next, a Fatal Fury RPG
for the PC Engine?

GABE B
A great sense of humor com-
bined with stunning graphics
and gameplay.

GEOFF L)
I didn’t like this game.

Twisted? Yes. Fun? Of course!

spice from the

twisted world of Anime.”

interesting background. Sure, it's a Street Fighter

clone like 99% of the Neo-Geo library, but the
characters who appear in the game are actually very
popular in Japan. They’re the stars of Tengai Makyo
(a/k/a Far East of Eden,) a multi-million-dollar series of
popular RPGs for the PC Engine. In the U.S., however,
most arcadegoers are just looking at the game as an-
other bizarre Anime fighting game.

Throw out the seriousness you’ve become accus-
tomed to with most fighting games. Kabuki adds a little
spice from the twisted world of anime. Thrashing your
opponent senseless will—instead of dizzying him or
her—sometimes yield a poison (which dizzies whoever
steps on the vial) or a banana peel (which causes one to
slip when stepped on.) Periodically during combat, flying
fowl will drop power-ups of varying effects.

Special attacks and new “magic” moves are way over
the top. The button configuration is identical to that of
Samurai Shodown. Of course, the expected options of
losing your weapons, desperation attacks, and so on,
are in the mix.

Hudson even went as far as to include special effects
rarely seen on the Neo-Geo. Some levels have reflection
effects and underwater arenas. The color palette

Developed by Hudson Soft, Kabuki Klash has a very

screams originality; the colors are very bright, like the
pastel chalk you used to eat in kindergarten. The famous
Neo-Geo color-mixing effect is nowhere to be found.
Each color, be it background or character, is unique to
its own territory.

Kabuki Klash does lack in the combo department, but
most Neo-Geo titles do, anyway. The music is kooky and
the and character design is solid. Dare | say that the cast
of this game is far more interesting than that of Samurai
Shodown I1? It can be argued that the Kabuki Klash
squad is likely to be the most motley crew that a
Neo-Geo fighter has ever seen. It provides more than
enough gags and originality to stand among the elite
fighters for this system. With its gimmicks and blinding
visual style, Kabuki Klash is tremendously fun.

—Tyrone Rodriguez

| EREAKDOW/N
GRAPHICS s

Gotta love that Anime and those bright pastels!

SOUND/MIUSIC B
Sounds very Japanese.
PLAYABILITY

Could be better, but not bad.

OVE I‘ll-\l.l.f“-EE
RATING)>
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‘meiiivémunss OF BATMAN & ROBIN * SEGA + 1 OR 2 PLAYERS + ) Ll O LIy ﬂ

;| The Caped Crusader has invaded your Sega CD! SnaFHICS .

|
Join forces with the powers of good to clean Up SOUND/MUSIC }
the streets of Gotham City. Not a whole lot differ- Gotta love that CD goodness. |
ent in the playability department from the version ""'-““"?B“-'" ‘
for the Genesis, but Batman & Robin for the Sega " e ey Iy S e
_, CD does come packed with some cool driving
. sequences and great animated intermissions. If
] you are a fan of the TV show, you’ll probably dig
the FMV footage of Batman running about, doing
what he does best.

| Bl

N OO0

WIREHEAD . SEGA o1 PI.AYER +CD

Hard to believe, but there’s another game that 'ﬁi‘s‘i‘s‘rﬁgle?gsood i

rivals the awful 3DO mess Plumbers Don’t Wear sgounND/MUSIC

Ties as the worst game of the year. It’s called Compressed audio defeats the purpose.
Wirehead, and it’s another full-motion video flop. PLAYABILITY

"« Clutch at your stomach as you watch the painful "' ™" '© speak of-

antics of a world-class nerd as he stumbles from
one poorly choreographed scene to the next.
When will this FMV game trend cease to haunt us?
. Sega’s own Batman & Robin (see above) is a lot
" closer to the ideal use of the Sega CD’s abilities.

WIlD WDODY . SEGA * 1 PLAYER * CD ISR EGRDAD LY I
Wild Woody is a platform game in which you GRAPHICS 7
ittle grainy for my taste.
defeat your enemies _by rubbing your butt on gguNnbD/MUSIC 6
them. You play a pencil who uses his eraser and Lots of wacky toe-tappers.
lead as his means to do battle with the enemy. PLAYABILITY 6

You erase a lot of things.

Don'’t like the looks of someone or something?
Erase it. Also, collect drawings for your art pad;
when you need one, pull it out and use your tip to
" sketch it. Each drawing has a certain power that
is activated when you once it is drawn. No, I'm
not even going to touch the name....

GRAPHICS

Utilitarian, but still very cool.
SOUND/MUSIC

Wartime sounds are some of the best.
PLAYABILITY

A brilliant strategy game.
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CASTLEVANIA: DRACULA X + KONAMI + 1 PLAYER + 16 MEG BREAKDOWN -
— ~The | GRAPHICS : :

C Scary monsters abound.
D SOUND/MUSIC s
An eerie soundtrack adds to the mood.
PLAYARBILITY

dda

. S.N.A.T. KATS * HUDSON SOFT + 1 PLAYER ¢ 16 MEG LEREAKDOWN S
- — e BLY W | GRAPHICS 5
& = o 5 L The platform scenes are prehistoric.
) S| SOUND/MUSIC
= | About the same as the cartoon’s.
PLAYABILITY
Schizophrenic (see review).

SPACE PIRATES * AMERICAN LASER GAMES ° 1-2 PLAYERS * CD ‘
——— GRAPHICS

pace Pirates. Sounds e ) ? | Grainy FMV. Not a good combo.
SOUND/MUSIC
Is that Uncle Jesse talking?
PLAYARILITY
You can’t see anything.

4 o Borsers

DEMOLITION MAN  ACCLAIM + 1 PLAYER * 12 MEG R sAKDOuwN
— R GRAPHICS i
N b late-than-ne\ d Dark and not very crisp.
SOUND/MUSIC
Bland weapon sounds abound.

PLAYARBILITY
Enough to make this game enjoyable.

ULTIMATE PARODIUS « KONAMI ¢+ 1 OR 2 PLAYERS * CD
GRAPHICS
” . = Ot dbS | Zany and cutesy.
SOUND/MUSIC
Big Band is back!
PLAYABILITY
Plays like Gradius.
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_0..you 've of,o S:ﬁum but‘ ot one smgle
“RPG fo while:awa fhe “houss. Arcade-ori- .
.enfed games' gre fun, but one persen,can,
~only handle so'much thumb exercise. Once ¢
. your thumbssbecome'sore, then its on fo the
much-ngéeded brain_exercise—~RPGs. Good news:
There are a bunch of Saturn RPGs onuthe way. .and
one of the most promising is Segais'Shining Wisdom:. .

* Sonic, Team—the ‘designers responsible for the sug-"
;series on the.Genesis—is af it again.

cessful Shinin
Expect fo, see the fantastic afwork associated with, the
Shining series. in ﬂ'us. Saturn exfravaganza. The graphics.
also get a boost in-quality. from: the «edmputer-rendered
characters;used I|berolly fhroughout the course of oné’s
quest, While the-game’s predecessors:have centered
around-a medieval .theme, Shining-Wisdom has-a
more suwealistic/fantasy=oriented l?Iof
keep an eyeron VIDEOGAMES RPG Attack for more: m-

“formation on what could posﬁbly be the game that.over-
shadows'the.entire Shining series. Who  knows—maybe you'll see.an m-

deptE strofegy QU|de os sooﬂ"os Sego “of Arﬁenca picks up this beouty

ans of Enix games_appreciate the
compoandedlconon to well-writ--
ten stories. dnd expressive graph-
ies. Set to,‘be released by, Christmas
here in the U.S., 7th-Saga 2 doesn't
Jook as it if will fall short of your ex- |
| pectafions. The game was-réleased
" in-Japan earliér thisyear under the
name Mystic Ark, 7th Saga-2 will |
feature. on-sereen characters. that
_did'not appear in the original:
game. You'lfalso find similar bat- -
‘tle.perspectivesi and a*baftery
“back-yprin this 32-Meg carridge.

-
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o

3 We Sell Used We Sell Used We Sell Used
We Sell Used We Sell Used We Sell Used | We Sell Used We Sell Used We Sell Used Jabadox . 19 Kid feares. 6 RBI Bashl 2 7

imble 25 12 Tar Warriors 4 n 13 12 Game Holder/Lg. 4

Lk 5 tal 7 ym.m. " 6 Light Gun 2

53 19 Indy Jns Doom 4 Pinball 9 6 Misc Joyy 3

ACCESSORIES 46 Zelda 3 8 n Sword 3 Platoon 4 5 Power Glove % 17

Sega Gen Deck 16 Zombies Ate Nehbr 8 iron Tank 4 Play Act Fibl 2 3 Power Pad s

Sega 'ﬁhwk 39 7 Jack NKIs Golf " N 7 4 Stelite. 4

N 3 R ;::‘,;;;; i All Games come with a 90 Day Warranty!
St 5 SweCont 13 . .
s fels ey et o SRS ONE YEAR Warranties are Available

We Accept: RUSH = 4\1 Current Prices May Vary e Call for Shipping

n WasterCard) [ DUCOVE D,EUYE]RY!H_ R Hours: Mon-Fri 9:00am to 7:00pm Central
1savailable onall in-stock items.
c d +946e! i -
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These Are Partial Lists  #\yin 5 $25.00 Funco Gift Certificate! )
More Titles Available!

We Also Offer: 58 o ACROSS
GameBoy, Game Gear,
Sega CD and Sega 32X

Want Something? Can’t Find t?
We've Got It!

We sell previously played video

games and accessories at great

=l = 1T ,THE DARING"
6.ALISIA ORPANZER

DOWN

2.BRUCELEEWANNABE

3.SIXTHPLANETFROM THESUN

4.MORTALKOMBAT'S SONYA
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= RAY

prices. L]
Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut 1
it out and then mail, along with your name, address and phone number to:

& call Today! @
September Mail Order Contest, Funco, Inc., 10120 W. 76th Street, Mpls., MN 55344 1

61 2.946.81 07 All Correct Entries Will Be Entered in a Drawing.
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PHONE

(206 861-0101

DEVELOPER

SQUARESOFT

SIZE

PLAYERS

brave boy and his dog. A scientist creates the
world of Evermore so he and his pals can live there
in peace and harmony. Unfortunately, an evil entity has

different ideas....

Enter the young lad. While exploring
the abandoned house of the scientist,
they unknowingly get thrust into the
world of Evermore. Now, they must
find out the secrets of Evermore in
order to save it and themselves.

The Secret Of Evermore is a perfect
example of what makes an exemplary
RPG. You’'ve got an interesting cast of

supporting characters, tons of mon- /

sters and things to do. Also, all
combat is in real time, which is f

key because nothing is more te- {" ¢ 7

dious than round after round of
turn-based combat. b
Weapons aren’t your only
mode of attack. Much like Ultima,
you can mix certain ingredients
(which are found throughout
Evermore) to create magical effects.
To learn such spells, you must find al-

' 3
P
£

chemists and speak to them about the

necessary ingredients.

A unique feature that adds a new dimension to the
gameplay is your dog. There are two things that you can

EREAKDOWN

GRAPHICS

Crisp graphics arid vibrant colors.
SOUND/VIUSIC
Standard fare. It is an RPG.
PLAYARBRILITY

Real-time combat is refreshing.

for alchemists; they will save your game e
and give you knowledge. bt

“ANOTHER SOLID RPG FROM THE EXPERTS AT SQUARESOFT.”

Secre! of Evermore follows the adventures of a* the pooch that will help you greatly in your quest. One is

do with

4

thet ar

he Paptors got oo
They're i tricky lot,
o!

that you can use him as the main character, instead of the
boy. This is helpful when the boy gets weak because the
computer-controlled characters are less likely to be

struck in battle. The other clever feature is

the ability to change the dog’s function
during the game. There is a meter which
you can move to the right or left to
change his primary function. Move it to-
wards the left and the dog will spend
more time sniffing out hidden objects

and ingredients. Move it to the right, and
he will concentrate on attacking
monsters, to lessen your bur-
den.

Secret of Evermore i$ also an

important game because it’s the

v+ first SquareSoft title to be de-

f ‘ - veloped in America. No longer

do you have to wade through
poorly translated dialogue
and weird Japanese cultural ref-
erences. Those good old boys

. \' from the U.S. of A. have made a

game that’s easier on the American
palate as well as chock full of Ameri-
can B-movie references.

All in all, Evermore is a superb game. With
plenty of stuff to do and places to explore, it's one of the
most dynamic RPGs to come out this year.

—Geoff Higgins

Evermore has a great story and
an excellent interface. More like
this, please.

GABE =
Squaresoft unleashes an innov-
ative RPG to tantalize your taste
buds. This one offers hours of
enjoyment.




PHONE
(415) 348-0500 |
DEVELOPER

MICROPROSE

t’s the start of the civilized world. Where do you settle?

What areas of science do you explore the most thor-

oughly? What kind of diplomatic relations do you have
with neighboring communities? You must make decisions on
these questions and many more in Koei’s new title, Sid
Meier’s Civilization.

Originally a PC game, Civilization has you developing a
community from the days of hunting and gathering, all the
way up through space exploration. Develop the wheel, build
one of the Seven Wonders of the World, start a war. You want
a communist government or a republic? Go ahead and set it
up. You can do it all here.

Like other Koei titles, the game starts with the peoples that
should be there: the Romapgs, Gegmganic tribes, Aztecs and

Go west, young man!

cecescesssecssccesse

Babylonians. As time progresses, civilizations are wiped out
and others appear. You never know which civilizations will
survive and prosper from one game to the next.

To be successful you must learn how to develop your land
in the best fashion. Build barracks to house soldiers, libraries
to increase literacy and granaries to increase food output.
Make sure that your scholars are continuously hard at work
developing math, the wheel, masonry and countless other
necessary inventions.

To expand, you need to develop groups of settlers to move
out and found cities and irrigate fields. Don’t forget about mil-
itary development, though, because not all rulers are nice.
Expansion is the name of the game.

Control in this game, you might expect, would be much
more complicated than in other Koei standards. Not so.
Civilization’s control is quite easy and straightforward. A

problem which plagues most Koei games is that you get
bogged down too quickly and overlook a lot of lit-
tle things. This won’t happen in Civilization.
All information that is important is visi-
ble at all times and maintaining con-
trol over your areas and people is
very simple. Just make sure you
build a lot of roads, and the Al will

do the rest.
At the time | write this review, I'm
no where near finished developing
my world. I can tell you that the game
is strangely addictive despite its lack of
any real excitement. Battles and the like are

very utilitarian, and the graphics are very basic.

Smart strategy, witty comments.
But why the *70s theme music? i
i

CHRIS B. 7 .
Sure to be a cult hit. For the last ’
few days, I've heard nothing but {
the “Dink! Dink!” sound of this

game’s menu selection coming 1B
from Geoff’s office, so | know it
it's got him hooked. 1

Civilization is a nice twist to the patented Koei MO. If
you like games where you build things and need to use
you brain, you should have no trouble enjoying this one.

J —Geoff Higgins

REAKDOWN V

GRAPHICS
Very utilitarian.
SOUND/MUSIC
Gets on your nerves after awhile.
PLAYARBILITY
Much simpler to use than Koei’s other titles.

OVERALL g
RATING >

N 3
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ATHLETES INVADE THE PLAYSTATION

f you're like us, you should be wondering where the sports games are
I for the PlayStation. Your worries are over, for Sony Imagesoft will be
releasing three sports titles just in time for Christmas. With a football
game tentatively titted NFL Game Day, a hockey game with the working
title of NHL Face-Off and a yet-to-be-named basketball sim. Sony boasts
that these will be the most realistic and incredible sports titles to date. Not
that you should find this too surprising, though. Sony has gone to great
lengths to make sure that this
boast will hold water. For NFL
Game Day, Sony brought in
| megastar Steve Bono, quar-
terback extraordinaire for the
KC Chiefs, to look over the
playbook and offer advice. They used
his profound pigskin philosophies on the
arts of all football facets, from blitzing pack-
ages to the four-point stance. A revolution-
ary Al system will make the computer oppo-
nents much tougher to play against and will
help give NFL Game Day a more realistic
feel. On top of that, three perspectives will
be available for you to choose during the
game: behind the
QB, corner angle
and sideline angle.
Such lengths are
also being taken to
ensure that Sony’s
hockey and b-ball
titles are equally engaging. In NHL Face-Off, eight per-
spectives will be available and the basketball game will fol-
low suit with a plethora of camera
angles as well. It is not known, however,
whether or not full-motion video
scenes will be included in these two
titles. But, according to a Trenton
police blotter, Derek Coleman has
been missing for over two weeks,
as has Pavel Bure, Vancouver
wingman. Look for each of these
titles to be released in November.

Z s WP OR s i S
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could have been a bad thing were it not
for the fact that College Football USA "96
is a great addition to the EA Sports line-up.

There’s not much that | can say about this
game. It has the same look and feel as all of the
previous EA football games. The controls are
the same, the plays are the same and the graph-

' ics are the same (except for the little picture of
the ref.) If you're a fan of any prior EA football
game, you're gonna enjoy this. The real ques-
tion is whether or not you should shell out 60
bucks for a game that’s probably very similar to
one you already own Here are a few reasons
why you might:

The first major improvement in CFU ’96 is in
the computer’s artificial intelligence. The com-
puter opponent will play you harder than in any
previous EA football game. No longer can you
call a fake punt or field goal and always get
away with it. Now, when your computer oppo-
nent sees something sneaky is up, it'll adjust
its defense by calling an audible. Also, more
types of penalties will be called. You can now
draw the defense offsides with your fake hike.

BREAKDOWN WV |

Adding another football game to the mix

GRAPHICS ¥ 4
Looks like Madden.
SOUND/MIUSIC [ 3
Sounds like Madden.
PLAYABILITY 8
Plays like Madden.

OVERALL
RATING >

//,
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SPORTS,

ELECTRONIC ARTS
PHONE

‘8 (415) 572-2787

- DEVELOPER

Better watch out though, be-
cause if you abuse it, you’ll
cause one of your own linemen to false start.
Also, if you press the C button too many times
when taking down a player, you might get an
unsportsmanlike conduct call or maybe a face
mask. If it seems like it was too easy to run a
play, it’s probably because one of your linemen
was holding. That will get called, too.

The second improvement is in the game’s
stats. You can now save the all-time best stats
for everything from longest pass or rush to
largest margin of defeat and most interceptions
in a game. Whenever you break a record, the
old record will appear on screen, explode and
then be replaced by the new record. The team
and player who broke the record will also be
listed. Also, if you turn off a game in progress,
any records which you might have set up
until that point will be saved; so don’t
worry if you need to quit.

For those of you who need more rea-
sons as to why this is a worthy purchase,
how about the fact that it has 108 Division
1A teams, seven conferences, four bowl
games, 400 plays, build-your-own tourneys
and a MVP trophy for the best player?

College Football USA 96 is a solid foot-
ball game with much to offer. With plenty
of new features, it’s a must for football
fans. Buy a copy, it’ll make
you smile.

| SIZE

| PLAYERS

EDITORS’ F
RATINGS !

CHRIS B. E: 2
If you prefer college football to
pro action, Sega’s College
.Football’s National
Championship could still be the
one to beat. Even without Bill
Walsh, though, this is still an
excellent pigskin sim with cool
options and realistic penalty-
calling.

—Geoff Higgins
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SUPER NES

E: )

A EA’s Madden series may have
had its ups and downs, but the
« " NHL ga -
It was Frost who said, “Let us weep for the lit- grest 1dig th
tle things that make them happy.” That pretty much sums [JENERTTN Y B SRT

up how I feel about the introduction of NHL '96 into my life. points out—the Genesis version

I've been working myself into a frenzy over this game for ISR --reatis
months. The funny thing is, | hadn’t seen any pictures of the [ S
Genesis or SNES versions; only the 3DO. Needless to say, |
felt a little trepidation when Chris B. handed me these two
games. Would they live up to my expectations? Has my tenure at this magazine mad me a
jaded gameplayer like my friend Frank? Hell, no! This game was every bit as satisfying as |
thought it would be. | was also correct in my assumption that the SNES version would suck
compared to the Genesis one. Don't fret though, you SNES owners, because NHL ’96 is infi-
nitely better than the other NHL titles for the Super Nintendo.

Graphically, compared to the others, the players are smaller and look crisper. With some
new animations (watch a player writhe in agony when he’s injured)
including a sweet spin maneuver that’s useful when deeking lone
defensemen, NHL 96 looks the most realistic. Also, the Al of the computer has been
increased, making it more difficult to beat. This is always a welcome change for NHL players,
who tend to master the games quite quickly.

All the same cool features that were added into last year’s version are still here. At the end
of a season you'll be able to see the trophies awarded and the MVP picked. What has been

eecrronicaRTs | & added is an elaborate Stanley Cup presentation for the victor, as well as three skill levels to
PHONE - | choose from. : :
: Also, get this: Fighting is BACK! Cross a goon’s path and the gloves come off. The ani-
- mation of the fights is great, too. No more of that stiff punch-throwing. Now you can do it the
DEVELOPER ~ Canadian way and go for the shirt-over-the-head trick while grappling your opponent.
ELECTRONIC ARTS One disappointment is the fact that the goalie is still indestructible out of the crease. If

you’re going to add fighting, let the goalie become a target away from the net. Now, if a play-
er chooses to cream him, there’s a reason for a fight.

As | mentioned earlier, the SNES version takes a back seat. The graphics don’t look quite
as nice (although they’re pretty close) and the gameplay isn’t on the same level. Also sur-
prising is the fact that the sound on the Genesis version is superior too. Granted, the talking
that’s found in the SNES cart is missing in the Genesis version, but the organ music and ice
sounds are better.

NHL '96 is it! A fantastic game has been made into an even better experi-
EAKDOWIN W ence. Only a complete fool would think poorly of
this game. Better graphics, bet-
" GRAPHICS ter gameplay and this year’s
New player animations are key. stats make this a must.
SOUND/ VMIUSIC
The SNES version has digitized speech. —Geoff Higgins
PLAYABILITY
Absolutely perfect!

OVERALL
RATING»>

Foap e

3 &

You now have a good
reason to dust off
your Genesis and
start playing again.
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Your momma .

can f be contained by the four walls of your Lovely s

Level suburban domicile. Knows Street F1ghter II is

vSpec1aL Moves,  the

blocks, flash kicks and sdcker

\ that with the

fists, jabs, jukes,

/punches. She knows

ﬁbur butt on Game Boy or Super

LER 1s one bad Lady.

No wonder she wears combat boots.
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SUPER NES WINDOWS 95

«
L I

SATURN

GENESIS ‘

GAME BOY PLAYSTATION

Coming
October 27,

SR

Either
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